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Rockrord appears in ZZAP! 64 by kond
permission of First Star Inc. whose
oopyright he remains.

Cover by Oliver Frey
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7 EDITORIAL
In which Mr Penn considers the pros and cons of
a software price decrease
9 ZZAPI RRAP
Lloyd wades through a mountain of mall and
replies to a chosen few
45 COMPETITION WINNERS
46 CHRONICLES OF THE WHITE WIZARD
Reviews of THE SHADOWS OF MORDOR, THE BIG
SLEAZE and BUREAUCRACY,  with a preview of
GUILD OF THIEVES for good measure
55 ZZAPI TIPS
POKEs and tips for ARMY MOVES, THE GREAT
ESCAPE, AUF WIEDERSEHEN MONTY a n d
more, plus an enlightening HEARTLAND map
68 READERS CHARTS
This month's top games and music
71 WHAT'S  NEW
News of imminent releases, Including the follow-
ups to DRUID and CRAZY COMETS
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More h i g h
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Cross is back again, hen man half biscuit (or
something like that)

FREAKY FEATURES

37 TO UCHDO WN!
Julian Rignall and Paul Sumner get to grips with
the American Football  simulations market
42 ME NTAL PROCREATION
Further pages from the diary of Andrew Braybrook
(aged 1 1
1
/ 2 )
52 ALTERNATIVE E NTE RTAINME NT
We find out Jost what the Nintendo has to offer
64 PREVIEWS
US Gold have a lot penned in for 1987- Steve Jar-
rett removes the covers
70 ET IN ARCADI A EGO
Well, Julian Rignall has -  here's a report on Mas-
tertronic's arcade venture
77 MANOE UV RE S
Philippa Irving arrives at last, reviewing SSI's BAT-
TLE CRUISER and answering a lengthy letter
106 SUBSCRIPTION OFFER
Take out a year's subscription to ZZAP! and
choose a free Ocean/Imagine game

HO T STUFF FOR JULY

14 WIZBALL
From the duo that brought you PARALLAX comes
the most exciting release of the year so far
18 WORLD CLASS LEADERBOARD
Access bring us yet another variation on the theme
-  and it flies straight down the middle
32 I, BALL
Another piece of high-quality budget software
from Firebird Silver
88 KILLED UNTIL DEAD
Not so much a whodunnit as a who'l ldoi t- private
investigations with Accolade's latest thriller
98 BARBARI AN
Two hairy hunks tight to the death with bloody
broadswords in Palace Software's much antici-
pated beat 'em up
104 THE GREAT ESCAPE
No Steve McQueen,  but plenty of stealth and
underground action as you attempt to escape
from an awesome German fortress

COMPETITIONS

66 OINKI
Your chance to appear  on the pages of the best-
selling magazine, plus OINK games, T-Shirts and
mugs for 20 runners-up!
73 EAGLES
The original EAGLES artwork up for grabs, along
with 30 copies of the game
82 SHADOWS OF MO RDO R
Citadel Miniatures and 50 copies of the game on
otter, courtesy of Melbourne House

ISSUE 27 JULY 1987

The next issue of ZZAP! goes on sale from the 9th
of July -  buy it, or expect a visit from the Spanish
Inquisiti " N O B O D Y  expects the Spanish
Inquisition! Our key weapon is fear - fear and sur-
prise! Ah -  our TWO key weapons are fear, sur-
prise and ruthlessness . , . "Okay,  we get the idea
-  but do you?
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JAPAN has a word for the

BASEBALL It's the most
realistic baseball  game
outside of a ballpark!

HOGAN'S ALLEY Use your
Zipper  l ight gun to shoot

the gangsters.

twig  • • CLU CLU LAND
The evil Sea Urchin
has hidden the
gold in an
underground
mystery maze.
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DUCK HUNT Thews a duck In the air! You've only
got three shots to bag this duck And If you miss.
even your dog laughs at you In this fast-action

Zapper Gun game,

For the first time in the UK direct from Japan comes Nintendo, the home
entertainment system with genuine arcade-quality graphics. Nintendo make
2 out of 3 of all the world's coin-op arcade machines, so they know what
they're doing. And already, in Japan 9
1
/ 2  m i l l i o n  
h o m e s  
h a v e  
a  
N i n t e n d
o  
h o m e

entertainment system,
Now you can enjoy the amazing 52 colour 3-D graphics of Nintendo.

(On most home computers, you've been lucky to get 16 colours until now!)
Nintendo's superb graphics give the games a convincing true 3-0 feel with
actual shadows which add depth to the characters.

Already there are 27 Nintendo Game Pas available in the UK and more
are being added to the software library all the time. But there's even more to
Nintendo than the best games you've ever seen...

Nintendo Entertainment System
For the first time home entertainment enters a new dimension,

GYROMITE You've got to keep R.O.R's gyroscope
spinning to help a mad scientist de-activate the
dynamite In his laboratory in order to play this

action-packed gamel

GOLF Choose your clubs. Control your swings.
Select the angle of every shot. It's Nintendo GOLF and
there's not a video golf game on par with it anywhere!

Because when you own a Nintendo entertainment system you also get a buddy
to play with, a Robotic Operating Buddy to be exact (or R.O.B. to his friends).
He's your partner. Seat him next to you, send him signals from your tv screen
and together you can tackle the enemy.

The Zapper Gun
Never before has there been a video gun of this calibre.The astonishing

light sensitive Zapper Gun lets you shoot moving targets with pinpoint accuracy
from up to 16 feet! If you think you're a sharp shooter the Zapper Gun will test
your skill to the full,

Nintendo or Super Nintendo, the choice is yours.
Which set do you want? NINTENDO's superb high-quality action costs

iI29.99* for control deck, mains transformer, two hand controls, and one free
Super Mario Bros Game Pak DELUX NINTENDO costs f199.99* for the amazing
Zapper Gun, R.O.B,, and two free games, Gyromite and Duck Hunt.

1



'Recommended retail price

Where you can buy Nintendo

Hamleys
Jenners

Toys '11' Us
Grattans

Littlewoods Mail Order
Freemans Mail Order
Kays Mail Order
Empire Stores Mail Order

Nintendo is available from the stockists featured, If you have any questions or have
difficulty obtaining the product, write to HiTech Electronic Services Ltd.,

Unit 2B,200 Rickmansworth Road, Watford WM LIS. Or 'phone: 0923 41811.

Gloucester Toy Shop
Anders Department Stores
Toy & Hobby
Argos Superstores
Woolworths 8, Kidstore
Jolly Giant
Tesco T For Toys
Gamleys

Fenwicks
Selfridges
Carrefour
Fine Fare
Makro
Asda
Telebank
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Strategy to test
the finest of minds.

„

a world hangs e  Your ,  t o  navigate the multi-level grki•, whilst you affair
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; war zone on your search for the
necessary to breach the enemies' stronghoki

In the War Zones of
defending against the

Fast v e r y  fast Arcade
Action to test the
keenest of reflexes. TARL
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Watch out for two great new releases from STARLIGHT Greyteil and Dogfight 2187
corning to your local retailer on Spectrum, CBM and Amstrad

C64/I 25 ans. 5949 0641/1 28 disk f, 1 2.99 Amstrad cuss_ C1_99 Amstrad disk C14.99 Spectrum
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Music by WI. Music
Sound FX by Tony Crowther
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Computer Trade Weekly -  the
software industry's major trade

newspaper -  that software prices
may tumble to £5.95 before Christ-
mas. S o f t w a r e  P r o j e c t s
announced last month that they
are dropping their prices to £5.95
-  but  will the rest of  the market
follow suit ? I s  this  really  good
news?

It's possible that  a  drop may
provoke a decline in quality, espe-
cially wh e n  y ou  c ons ider h o w
much money  and  development
t ime goes  int o many  full-priced
products. Less profit will be made,
so development costs will have to

A DV E RTI S E RS  I N D E X

Activision
Argus Press Software
Ariolasoft
Bubble Bus
Datel
Durell
E &
The Edge
Howson
Imagine
Mattel
Melbourne House
Mic roprose
Nebulae
Ocean
US Gold

Verran
Video Vault
Virgin
ZZAP! Back Numbers
ZZAPI Mail Order

30, 31
115

6.76
21
67

84.85
9

116
13,92
74. 75

4, 5
17.51

29, 91,101
11

2_ 54. 62. 63
22, 23, 61. 83,
102, 103, 110

36
45
24

41

decrease- will the quality of future
products therefore dec line in  a
similar fashion?

Such a  decrease should also
serve to reduce the number of tie-
ins, as it would prove difficult (or
almost impossible) to recoup the
cost of buying a licence when sel-
ling a  produc t  for C5_95. This  is
probably a  Good Thing,  as  t he
quality of  licensed sof tware has
rarely been high enough to justify
the increased price. There again,
the C9_95 price tag may  well be
used solely for licensed software
and arcade conversions. We shall
just have to wait and see.

This mo n t h  Cia ran  Brennan
moves up (or down?) the ranks as
he bec omes  ZZAPI 's  Assistant
Editor -  and apart  f rom reading
through Julian. Steve and Paul's
scribblings. h e  prov ides  a  f e w
helpful comments_

And next month sees the return
of pork-boy himself G a r y  Liddon
(gasp). The techno tea-boy returns
with his 'bit in the middle',  and will
once again be reviewing all things
technical a n d  prov iding us ef ul
hints and  t ips .  We' l l  als o have
reviews o f  Ocean's  Head  Over
Heels, Mastertronic's Milk Race.
US Gold' s  Metrocross,  Gremlin
Graphics' Thing Bounces Back.
Palace Software's Stifflo0 And Co.
Ariolasoft's Challenge O f  The
Gobots, and Imagine's Mag Max
-amongst amongst other things. So be there,
or be somewhere els e. . .

DIY LAYOUT -
PART TWO

In the mad rush to get ZZAP! to
the pr int ers  on  t ime,  t he fi lm-
planning depar tment neglected
to sl ap dow n t he  ratings for
Vampire. So,  here i t  is  t h e
missing ratings box for the Vam-
pr e review. Cut it out and stick it
down -  and there you have it!

GAMES REVIEWED

Army Moves
Barbarian
Beamrider
The Big Sleaze
Bureaucracy (S)
The Curse Of Sherwood
Deathscape
The Detective
Dogfight 2187
Eagles
Enduro Racer
Frost Byte
GFL Football
The Great Escape
Greyfell
Gunstar

Headcoach 3 9
I. Ball 3 2
IQ 9 0

34 Ka r a t e  Champ 2 7
88 Ki l l e d Until Dead 9 8
35 Ma r i o  Bros 2 5
47 R o g u e  Trooper 9 4
48 S a m ur a i  Trilogy 1 0 7

105 S p o r t  Of Kings 2 6
93 S p y  vs Spy III -
20 Ar c t i c  Antics 9 6
28 Str i ke!  1 9

106 S upe r  Sunday 3 7
86 T h e  Sydney Affair 8 7

100 T a g  Team Wrestling 2 6
38 U F O  8 9

104 Wi z ba l l  (S) 1 4
97 Wor l d  Class Leaderboard (S)
95 1 8

NTATION 65%
ful features, but other-
.

33%
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prites.
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d Whittaker tune.
41%

to explore and
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the fact that It's
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TABILITY 31%

ety -tive screens to conquer,
nothing particularly interest-
lo see co do.

LUE 45%
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ZZAP! Backnumbers. All those ageing issues of your favourite Commodore
magazine. There's something for everyone f r o m  connoisseur to casual con-

sumer. Here's a quick look at what you're missing
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ela 5 September 1968
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Minter Interdewedi US Gold Prearayst Rockford'.
Round-Mal ALL is Revealed -  loads ZZAP, Towered
Short Dory Ely NOD A D .  Kayin Onerwal Dii Frey
Profile! 2000 AD S peial Terminal Mere And Ewen
Mora!

-

No 10 February MEN
116 Perspicuous Pages! Bounder AND Ficlokon Gold
medal' TWO Super S wam! Fight Night P awl Deus
Ere Maoism& Tony Crowther AND Martin Gay. ay Inas,
yawed' SIX P ogo. of "%acting Too! Dynamite Don
Map' Unlenerolde Map Ran in Incredible P it turas In
The C a r olina  A n Gallery. Stadowspiell lacarrarn
interinew PartI ITerrenal Man' And Mora

No 12 Opal 1966
116 Practical P apa Pages] 'Julian flignair On The
Cavell NO Gold lArpotall THREE S luing S uers' zoiae
Beale/ Preview' Game M e e  Programmer', Egos
M ould -  ZZAP' SMIKaitar Challenge! Ff.& Pages Of
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T h e  
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Trends in the software industry over th t w e l v e  ill lest  months
have been a constant source of letters to l imp. I  don't thi
there's another  market area to compare with the enthusias
games software generates among i ts adherents (not ev
music, where the public are concerned about what they list
to, but not so much about how it's produced).  One subject
much touched on,  but one I  think is becoming an alarrni
trend, is neatly laid bare by this month's prize winning letter., -

COMPILED OUT lif 131 4 MESS
Dear Lloyd.
I'm annoyed that new software is
released at full price, and then a
few months later appears on a
compilation. For example, Elite
brought out Scooby Doo just
before Christmas. Two months
later. it appeared on the Six Pack
compilation.

Compilations are all very well if
you haven't got the games, but I
feel sorry for people who bought
Scooby Doo first time round. it
They had waited two months
-they could have got five ma
games plus the free gam
same price -  they must b
angry. Three of the ot
the Six Pack - Soli
1942 and Antiria
new to be put o

Which bring
Software
released t r
e eBarbaria
and it
tions. w
probably
could btca

appear on compilations.
Putting new games like Scooby

Doo, Antiriad, Dandy and 1942 on
compilations can only damage the
software industry. Ihmay make
compilatio I  a s n o r e  for
companies Ii I l y .  but the
main soft '  s ingle
selling.

Brian c e s t e r s h i r e

ing
d a r o n l

ilabl
gith r b a r t a n

sell as well as it
pgopie will wait

until it appea o n  a compilation.
It's fine releasing such compila-
tions as Yak's Progress, because
the games are old enough to

A
•0

't r g e  more with
he argument is that
in the music industry

buy a Now Music for the
a couple of singles and
t, 20 recent hits. But we're

thereof a vastly bigger bus-
. have to say (and p r o b a -

get rrapped over the knuckles
for it) that I think it's shockingly
short sighted of major software
houses, working in the full price
range, to undercut their own prod-
uct, and their credibility, by re-
releasing compilations too soon.
Surely this is no sensible way to
combat the threat of budget titles?

Thanks for your letter; Brian,
your E30 worth of  software (com-
piled to your choice) will be on its
way as soon as you let us know.

LA!

BLOWN HOT AND COLD
Dear ZZAP!
I would like to say a big Thank You
to you and Incentive Software I
recently won the Hot/Cold Com-
petition special, which by the way,
I thought was great.

I was presented with the MOO
cheque on Saturday 21 February
al Minerva House (Incentive Head-
quarters) lan Andrew and the rest
of the Incentive team were very
pleasant. It was really great to see

round their new HO. It's a corn-
puter person's paradise.

I'm going on a skiing holiday in
Bulgaria with the money which will
be great'
Mark Watkins, Amersham,
Bucks

Take care when you're out on the
piste, Mark, and bring both legs
beck with you'

LM

Dear Lloyd,
I would like to compliment you on
your arcade section in Issue 24. An
amazing six pages of your
magazine devoted to the latest
action from the arcades. The 14
colour screen shots and four black
and while ones were fantastic and
the reviews were highly enjoyable
to read, making the article the best
six pages of ZZAPI. One thing,
though. I was disappointed not to
see my favourite arcade game

RIPPED OUT
Dear ZZi--
I'm writing
recent poste
,to pull the poster t •  -
t r epages (very gently of cow-
found that it was stuck tot".
pages. After a long strugg I- , J c -
cessfully pulled it out. ahem Or
might I say ripped! It out, I tried
frantically to sellotape it together
and by the time I'd finished it
wasn't fit to hang up in the dog-
ken net. Please find (tippet:11 poster
enclosed
Matthew Dousling, Preston

Yes, that was a bit of a shock
Unbeknown to our Production
Department, our confers decided
to add glue to the magazine's
Spine rn response to Our com-
plaints (from yourselves) that the
staples never held it together.
Unfortunately, when they did
they didr 'I realise that the glue
was being run well off centre. I 'm
afraid there was nothing we could
do about it apart from cr/. Some-
times these thongs are sent to tryus all.

LA!

ARCADE
APPRECIATION

there - Gauntlet II,
Paul Cashley, Bishopston, Bris-
tol

Blackpool may never be the same
again! Sorry about missing Out
your favourite Paul, but in the view
of the 'judges' Gauntlet II was
thought to be 'too old • to include
(meaning it may6 have upset their
street-cred).

LM

FOOTBALL MANAGEMENT
Three Classrc Football Management Strategy Games for ell enthusiasts. Each of these DUAL-
ITV games is pecked with GENUINE FEATURES to make them the most REALISTIC around.

PREMI ER LEAGUE
A COMPREHENSIVE LEAGUE GAME -  Play all teams home & away. Fe i squad details all learns
iniuriei, learn styles, in-match substitutes, Named& raCCeded goal scorers. Comprehensive baits-
ler market, 5  SIM Ieaeis, Financa/ problems, Team Training. Continuing Seasons, Save game,
Doposrbon Select Strongest Team and MUCH MUCH MORE' 6 4 / 1 2 8 k  Commodore EOM

WORLD CHAMPI ONS
A COMPLETE WORLD CUP SIMULATION - FrOrri the first inendhes, Qualifying stages, tour matches
and cn to the FINALS-Select mom squad of 25 players, 2 in-Match substitutes showed, Discipline
table 7  Skill levels and MUCH MUCH MORE' InCiLICIOS a full text match wriulation with Iniunes.
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Dear Lloyd,
You asked me what I have to say
to my critics. Well, here I go again.

In answer to Mike Thomas, I 'm
sorry my rantings made him sick (if
I had his address I would send him
a 'get well' card). As you say at the
end of his letter this is what ZZAP!
is all about, a chance f ora to have
their say. I had mine, and I knew
before writ ing I would upset some
poor sensitive creatures. I can
assure you Mike, I 'm not a com-
plete idiot. I do read ZZAPI and I do
own a Commodore 64 (oh and a
1541 disk drive, thanks to winning
a ZZAPI compet it ion last year).

I still stand by my comment  in
my letter about the ratings for all
the games I mentioned, and
Destroyeris to receive a low rating
because it's a disk based game. I
realise most ZZAP! readers are
C2N owners as Mike seems to be,
but to say a game is to be rated low
because it is disk based? And I'm
the 'complete idiot !

His next comment really made
me laugh. Okay, the ZZAP! team
have been reviewing games for a
few years now, but I'll bet there are
hundreds if not thousands of ex-
VIC 20 and 64 owners who have
been playing games longer than
the ZZAP! team. The point I was
trying to make is anyone who has
been playing games on computers
for the past four or five years, will
have more experience than some
of the ZZAPI Crew, and would
probably be able to give as good
an opinion as any of the present
reviewers.

Astor myself I am no silly young
lad, I am somewhat mature and do
realise that ZZAPl is aimed at the
younger reader. However,  as
ZZAP! claims to be the leading
reviewmagazine (look at any front
Cover), I expect to see plenty of
reviews (which the Christmas edi-
tion didn't  have). There are tips in
every edition of ZZA K  if I wanted
to read sci-fi series, I would buy
sci-ti mags (Tamara Knight is a
waste of reviewing space as far as
I am concerned), if I want comic
strips I'll buy Beano or Dandy.

Now for Stephen Fenton: Read
Lloyd's comment to Mike Thomas!
We all have our own opinions on
different subjects, as for the ZZAPI
team's experience I ' v e
already commented on that,

If you listen to Queen's version
of it's a KindolMagicand then lis-
ten to Martin Galway's version,
considering there isn't a musical
instrument in sight, I thought the
sound Mart in Galway achieved
was brilliant, It I didn't  know better,
I'd have said it was Brian May on
the Galway version, if Freddie Mer-
cury was singing along it would
pass for a Oueen track!

I don't think Paul Sumner will be
losing sleep over my comments.

10 ZZAP! 64 July 1987

DIAMONDS ARE FOREVER
I'll bet they seem pretty tame, to
some things he's been called in the
past.

I would also like to tell Stephen
that I have just finished a course.
and the rest of the group on the
course were invited to write com-
ments on everyone else; you may
be surprised that everyone in the
group thought I was a nice person
to know and also very tolerant and
willing to listen to others points of
view.

I've Said I thought ZZAP! was on
the decline and to Substantiate my
point I bought my May edition yes-
terday (April 23rd) in my local
newsagent, two weeks after it
went on sale, and there were still
dozens on the shelf. This time a
year ago, if I wasn't in the shop on
the day ZZAP! went on sale, I had
no chance of getting a copy. Now
I can get one any time. Further to
this, in the past three or four
months the newsagent has been
holding back other magazines
such as C&VG, Commodore User
and others for the simple reason (I
got it f rom the sales person
responsible for the stocking of the
magazine section) they are trying
to get people to buy ZZAP!

To conclude I'm just an ordinary
guy who is sincere and speaks his
mind! For those who find crit icism
rude or offensive, if you can't stand
the heat get out of the kitchen.

Jack Diamond, Ayrshire

There's just a Couple of points
take up, Jack. Firstly you imply
that ZZAP! reviewers 'experience
doesn't  extend to before the start
of  the magazine_ This isn't correct
-  Julian had an Atari and Gary was
a VIC 20 owner. Gary got his when
it came out, and reckons he was a
fifth former at school, some five
and a halt years ago. Both did
pieces for other magazines before
ZZAP!  was launched.

The other point is your last.!
s imply cannot believe your local
newsagent actually 'holds back'
other magazines in order to push
.72AP
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either lying, misunderstood what
you were asking. or you misun-
derstood their answer. Not  only
would they be damaging their own
profi t potential, they would actu-
ally be breaking the code of con-
duct imposed on them by their
federation rules. Newsagents do
not hold back titles that sell well_
Currently, ZZAP's  newstrade
order is rising every month,
perhaps that's why there are more
of  them than other magazines in
your newsagent; and why there
have been more left over recently,
because a rising circulation
magazine is always having to find
its real sales level.

L M

A  PLEA FOR
A  POKE
Dear ZZAPI
Please, please, please print this
letter. Why? Simply because I
have a copy of The Double by
Scanatron and I was wondenng if
your readers could find a POKE
which would enable you to see
only the result of your match (not
all of the other matches). Also
could someone find a POKE which
gets rid of all the gate attendances
as well?

G Gunning, Dorchester, Dorset

Mr Gunning, you're not the only
one to be seeking unusual POKEs.
in fact Julian is besieged by such
letters. Sorry we can't answer your
prayers instantly, but if anyone
does know of unusual, daft.
amaze-your-family-and-friends
FOKEs tucked up their sleeves, let
Julian know,

LM
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ME WORDS OF WISDO
'bear MP'
Firstly a word on software piracy
Like many of my friends I'm guilty
of this crime- I don't copy a great
deal of games but it's still wrong.

Most of today's games are
unoriginal. following tired themes
and are not worth the price of a
blank tape. Obviously some

es are good, and worth copy-
but they're few in number.
owever, besides copying a
le of games each month I also

a couple of El 0 games, and
asionally some budget games
amount of money going into
industry from these sales

seems enough to balance the
occasional copy of a game not
worth its price tag. Incidentally.
over 75 percent of my games col-
lection is original.

I believe that El 0 is an extortion-
ate price for a game, but I don't
believe lowering the price tag to E5
will reduce piracy to any great
extent. People would still prefer to
copy a game than spend E5, and
any further price drop would
jeopardise software quality. No
matter the price, there will always
be piracy and I cannot see a feasi-
• s o lu t i on .
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t , the ZZAPI vs Commodore
• a r g u me n t .  I receive ZZAP'

every month and get CU occasion-
atty. It seems to me that the latter
has some sort of inferiority com-
• lex, because every month its let-

pages are full of how great CU
d what rubbish ZZAP
, i s .  C us have its good points (for

example - their news pages are
better than ZZAP!'s) but to corn-

, e  the two is impossible. The
of the two magazines Is

Ily different and they cater for
• e r e n t  tastes. ZZAP
,  i s  
p r i m a r i l y
'a software review magazine, but

, contains programming,
• w a r e  and utility reviews, and
approximately 30 percent is dedi-
cated to the C16. Which of the
magazines you buy is all down to1

taste.
Yet another controversial sub-

Oct is that of arcade clones, tie-ins
and licences. Many people comp-
lain about the quality of these
games - indeed many are awful,
but many original games are also
badly implemented. You can't
blame software houses for using •
licensed characters. They're in
business to make a profit, arid with
big charac ter-name games they're
assured of making that profit If
you don't like the games don't buy
them, and then perhaps software
houses will start producing ongi-
nal games once more.

Finally a word to Jack Diamond,
As one of the (as you put it) people
who matter, I would like to tell you
what I think of your idea Stupid,

pathetic, unpractical (need I L :  p
)

on?). And as for calling the z
lads 'ego-maniacs', Mr Diamond!
I wonder who you had in mind as a
i>ossible candidate when you
suggested that the public
reviewed the games on offer each
month?

A Hales, Cheshire

I heard a point of view from a
software retailer the other day, that
I've never heard before: namely
that the software business and
piracy have a symbiotic relation-
ship_ Crudely, symbiosis is a state
where one creature lives off
another without doing its host any
harm, and in return does its host
favours. Here the argument was
that it is the fact that you can copy
games so readily, thus achieving
sizeable collections, that makes
the hardware popular, thus in turn
oenerating a need for more
software that otherwise would
dwindle away. I don't know
whether it's true, but it is an
interesting theory.

As for Mr Jack Diamond, don ' t
need to comment further, because
here he is

LU
•



A GREAT DANE'S BARK .  .
Dear Lloyd,
Before you read on I want to inform
you that you may well find this let-
ter a bit rude. If it is so, I will already
now make an apology, but I felt
that the letter had to be strong, and
unfortunately my English isn't so
good that I can make a letter both
strong and polite.

I would like to thank you for
printing my letter in ZZAPI Issue
22, I will return to your answers
later, but first I will make a request
to ZZAPI

You have started a Music Top
Ten: well, it isn't a bad idea, but I
don't  see the point. I cannot
believe that anyone will buy a
game only because of the music,
so why not make an Adventure/
Strategy Top Ten instead of a
rather unimportant music Top Ten.
or even better, two separate
charts, one for adventures and one
for strategy games.

There are very few games in
these genre which have been in
your chart and therefore the read-
ers have only your tests as a guide.
Just as an example of what can
happen I mention Battle Of Mid-
way. This game was voted second
best livargarne of 1985, but ZZAPI
only gave it an overall rating of
51%.

And now a response to some of
the answers you gave me to my
last letter.

When I read your reply to SPLIT
REVIEWS, my respect for you
went downhill quite a lot -
• m o r e  pictures means less
text, you said; what kind of an
answer is that? Well, it's certainly
the easiest way to get around the
problem. I've written four points
down, I would like you to think
about them before you give me
another answer which I hopefully
can accept.

Nobody has told you the size of
the pictures, so if you think that a
review is worth, for instance, five
pictures, then cut the size down.
Doing that gives two positive fac-
tors -  more space for text -  the
pictures look better when they're
small.

Why put six to eight pictures in
one review? Especially when they
basically show the same subject.
Just take a look at Gaunt let - six
pictures, of which four show the
dungeons and two of them fill half
a page -  what a waste of space.
You could have put a bit more
work into the tests you have given
a Sizzler rating, instead of giving us
one-third (out of three) of a page of
text.

In your answer to the letter of the
month (Issue 14), you told us that
the reviews and not the ratings are
the key to our decision about
whether a game is good or bad. I
feel it has been harder recently to
place good and bad games, as we
have got less text to do it from.

It is true that nearly 75 percent
of your readers would have more
pictures (found in your two
ZZAPltionnaires). but have you

realised that only five percent
wants less detail in your reviews,
And that is what you have given
them.

Then I have some suggestions
to improvements for your readers
awards. Let me make one thing
clear, the list is miles better than
last year's. but I still think it can be
improved.

First, why haven't you made it
possible to vote for the best beat
'em up game. (This should also
contain scrolling beat 'em up, box-
ing and wrestling games). It seems
like this genre is going to be a
classic like platform games. You
could argue that these games are
sports simulations, but everyone I
know thinks of them as beat' em
up games, and even ZZAPI
doesn't call them anything else.

Second, I think it would be very
popular amon9 your readers if it
also was possible to vote for best
Playability. And finally, does Best
Simulation mean sports simula-
tion, flight simulation or both? Why
haven't you specified this the
same way as last year.

And now I will ask you Lloyd, are
you a gentleman? Well, maybe you
are, but then show it.

First a gentleman simply does
not point Out the mistakes his
opponents make. The way you
criticised Commodore User (Issue
22, page 12) is beneath contempt
for a gentleman. You explained the
strong points of your magazine
compared to CU, and it would
have been a great answer if you left
it that way. But it looks like you
have to knock Out your competitor
without giving him a chance to
defend himself. And even if CU
uses the same tactic, it's no
excuse for you to use it.

And what  about the first pass-
age of your reply. Are you trying to
convince people that Mr Anthony
Worthing shouldn't have written to
ZZAPI. but rather should have
addressed his letter to CU,
because it's the magazine he feels
has the wrong test? No gentleman
would intimate such things, espe-
cially not when AW has made
everything so clear in his letter.
You haven't used your brain in
replying when he wrote'  b u t  I
agree with ZZAPI on this one.'
Surely this means that he agrees
with ZZAPI on Fist Ii, but at the
same time he tells you that it is not
the case with Marble Madness. So
use your logic in your replies, as
any gentleman will do, instead of
answering in a manner which inti-
mates that CU was wrong with
both games.

And now, worst of all, your reply
to Mr Richard Tatterton (Issue 23.
page 10). Where's the answer to
the last part of his letter about the
lack of Previews? It is indeed an
excellent point with a very good
argument, so why didn't  you give
him a reply? This isn't the first time
you've forgotten to answer one or
two points in a letter a n d  that a
gentleman would always

remember.
I think you are a gentleman, but

I wish you would be a bit more gen-
tle Mr Gentleman.
Rene B Pedersen, Denmark

Phew! Well, Rene, first may lsay
you managed wonderfully to be
both polite and strong. To your first
points: the Music Top Ten -
leave that for other readers to mull
over. Strategy will be much better
catered for now that the very lovely
and dangerous Phillipa Irving is
driving the tank. Pictures versus
Text: we've also received many
letters over the months suggesting
that the ZZAP! reviews were get-
ting too long-winded, you know,
Readers wanted more colour
screen shots, so we have arranged
that, but there's a technical restric-
tion on their size (otherwise the
cost rockets)-  that they should be
two columns wide or three. True,
that doesn't explain why a review
should get as many as six shots,
and I suspect that over the next
issue or two, cost alone will dictate
that that doesn't happen very
often. But I just don't agree with
you that readers are getting less
text than they need fora review in

ZZAP! to make its points. May be
other readers will let me know their
views.

try to be a Gentleman, but  it's
not always easy! My reply to AW of
Sussex is simply a defence of
ZZAP's way of doing things. Since
he raised the question of compar-
ing ratings II agree I was wrong to
imply he hadn't stated whether he
agreed with ZZAP! or CU over
Marble Madness) it seemed only
fair to further defend ZZAP! by
comparing some ratings men-
tioned within one issue of CU.

The last point: I don't always
reply to every point in every letter,
but  I don't always exclude them
from being printed either. Often,
it's other readers who then answer
them -af ter all, this is your debate
as well as mine. And of course I
don't  formulate ZZAP; editorial
policy -that 's  down to Gary Penn.
Currently the magazine is being
considerably revamped, bit by bit.
and that may well bring its own
answer to Richard Tatterton,
(Have I just evaded the point?
Perhaps, but then, Gentlemen are
known to be very good at that too)!

Lm
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I LOST ROSCOE'S
Dear Lloyd,
I was interested to read of K Naun-
tores problem (March 87) concern-
ing the lack of a city map with The
Bard's Tale, I bought this game at
Christmas and was also disap-
pointed that no map was included,
although the instruction manual
did refer to it a number of times.

However, I spoke to the supplier
from whom I purchased the game
and he kindly rang Ariolasoll for a
copy. Within a few days the map
had arrived. I am enclosing a copy
of the map should you wish to
send it to Mr Newton or if you can

print it within ZZAPo 64.
Henry Olsen, Tyne and Wear
PS Can you tell me where Ros-
coe's Emporium is located?

No, I can't, but maybe some
reader will take pity on your plight
and supply the information. Odd
about the map, but maybe the
package you received just didn't
have it included by mistake. When
thongs like that are boxed up, there
are always one or two that slop
through incomplete.

L M

THE HUBBARD
IS NOT BARE
Dear Lloyd,
I would like to congratulate ZZAP!
for producing that excellent demo
tape last month. It  exceeded my
expectations and was well worth
the extra money (even though I
didn't have to pay it 'cos I'm a sub-
scriber see). The playable derno's
like Revenge II were very enjoy-
able.

My favourite on the tape though
wasn't a game at all but the Rob
Hubbard music. This has been
blasting out of my stereo ever
since I got it, Why don't you have
just music demo tapes by Rob
attached to ZZAPI now and again?
An even better suggestion is for
Rob to market his music himself
(all done on the synthesisers), it
could be very profitable and I'm
sure many people would enjoy it.
These are only suggestions Rob,
I'm not trying to tell you how to run
your life.

Talking about people telling
other people what to do, I wish
readers would stop telling you how
to run your mag. How about Adrian
Kingsten? Adrian starts his letter'
think ZZAP! is good, but it could be
improved in the following
ways G e t  better reviewers
••  and so on. This is no help to

you - I don't expect you're going
to sack everyone because he
thinks they're nett He even said,
'Pick some better games to
review. The games that you had
last issue were rubbish .  . h e
obviously thought a lot about what
he wrote,

There are so many people who
say ZZAP! is going downhill
because of the lack of good
software, that I wouldn't be sur-
prised if you stopped the mag and
gave in. There have been the odd
times that I've disagreed with
reviews but it doesn't mean I wnte

saying ZZAPO Is crap. I don't buy
ZZAP' just for the reviews, and nor
do most people I know; features
like Mental Procreation and Edito-
rial I enjoy very much.

There seems to be a funny
attitude where I live, which is if you
own a computer you are an unsoc-
iable boffin! I agree that if someone
sits locked away in their room all
day doing nothing but playing
computer games, then they aren't
very sociable. But people such as
myself like a good go on the com-
puter, but we also enjoy sports and
go to parties etc.

Will you be going to the next offi-
cial Commodore Show at Novotel.
The last one was only good
because ZZAP! were there, my
friend and I had a drink with
Richard Eddy you know! Do you
remember Ricky old mate, oh well
maybe not.

One final thing before I go and
listen to the free audio Rob Hub-
bard tape, I hope you bring back
the ZZAP! Challenge 'cos that's
the only chance I'll get to meet you
lot, and I really want to

Philip Middlewood,  Beds

Working backwards Philp, ZZAPI
won't. I 'm afraid to say. be at this
year's Novotel Commodore Show.
Instead there will be an even big-
ger ail singin all dancin Newsfield
stand at the PCW towards the end
of September (it's later this year
than last), and no doubt you can
have another drink with Richard
Eddy there. (Watch Out for another
'Free Tickets To The POW Show
Competit ion' soon).

Rob Hubbard.
- s t i l l  
a  
b i t  
h u s
h -

hush at the moment. but I believe
Gary and Rob are up to some-
thing .  M o r e  news when the
details are sorted out.

LM
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OUT OF
BONDAGE
Dear Lloyd,
I'd like to thank all of you at ZZAP!
Towers for your hospitality when
six of us readers were invited to
visit your good selves as a substi-
tute for the Basildon Bond (Issue
Seven) pnze.

It was completely unselfish of
you and you weren't obliged to do
anything, but you did. This shows
how highly you think of your read-
ers. I'm sure I speak for the others
too when I say how highly we all
think of you

It's a shame you weren't present
Lloyd, but one can't have every-
thing.

Once again, many thanks
Duncan Harvey, Staffs

And thank you Duncan. Perhaps
I'd better explain briefly: The Basil-
don Bond Competition was a
minefield in as much as the prize

fell through before the magazine
went on sale, but after it was print-
ed. The prize winners were to be
treated to a day out at the BBC TV
studios to attend the recording of
a Russ Abbott Show, and to be
'auditioned ' for it One person was
to be selected to actually appear
in the show. The competition's
sponsor hadn't obtained the
BBC's full agreement when setting
up this competition, and was
rather stuck when surprisingly,
they refused. Over the many, many
months this matter hadn't been
sorted out, so in the end we invited
as many of the winners as could be
contacted for a day out at ZZAP!
Towers, Sorry! wasn't present that
day, but thanks to Glenys Powell,
Juhàn Rignall and Richard Eddy
for making all the arrangements
and looking after everyone.

LM

Dear ZZAP!
Do you have something against
Gremlin Graphics or is Imagine
paying you more money to adver-
tise their games? If you are won-
dering what I'm talking about dig
out Issue 24 and flick through to
pages 38 and 39. Here you see
Krakout and Arkanoid being
reviewed.

I was shocked when I read about
the games. For a start all my
friends think that Gremlin's Krak-
out is better than Arkanoid, and so
do I, but according to ZZAP! it isn't
so good. The thing I can't under-
stand is that the games are practi-
cally the same but the percen-
tages and remarks are completely
different,

Arkanord got 13 percent more
for Hookability -  for exactly the
same game! The Lastability differ-
ence was 18 percent which is very
hard to believe. The review men-
tions that there are 100 screens in
Krakout, but still says it soon gets
monotonous and predictable.
Arkanoid, it says, lacks variety .
which is very true because there
are hardly any nestles to try and kill

you, yet the review says it's very
playable and compulsive.

The remark that gets me most of
all is the one for Overall. A 25 per-
cent difference in favour of
Arkanord. For KrakOut it says, 'an
unremarkable re-working of an
out-dated theme', yet Arkanoid is
a 'well above average conversion
of an addictive and challenging
arcade game'.

Are the reviewers talking about
the same arcade game, or are they
just total and utter prats? Was a
gun being held to their heads when
writ ing this? Well, they certainly
need shooting. I think that the
reviewers talk a load of crap in
some reviews, but I still like your
magazine.
Peter Chambers, Belfast

I've no comment of my ow) to
make Peter -  no cop out, I simply
haven't played either game on the
64 to have any opinion as to
whether I agree with you or with
our reviewers. Over to you, dear
reader, as they say in all good Vic-
tonan novels.

LM

And so, as the sun sets slowly in the west. Lloyd Mangram, Gentle-
man of Ludlow Parish, sets sail on his bicycle, typewriter strapped
to his low-slung hip, to take care of a few troublesome runner bean
plants that have been running riot in his absence. A few well-chosen
words will take care of them, and ten minutes in a pot of lightly-
salted boiling water. Meanwhile, if you have anything to put in a mis-
sive to him, write to LLOYD MANGRAM ZZAP! Prep. PO Box 10, Lud-
low, Shropshire 3Y8 108.

KRACKED OUT
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izworld was a  peaceful
and colourful place- until
the evil Zark and his horri-

ble henchsprites drained its life
and colour, leaving behind them a
grey, drab and generally unhappyworld.

Enter our two gallant heroes -
Wiz and his cat, Nifta. Together,
they alone can restore the lost life,
laughter -  and more importantly,
colour - to this desolate waste.

Wizworld i s  sp lit  in to  e ight
levels, stacked on top o f each
other like a giant sandwich, with
Level One at the bottom. To enable
the Wiz to move and breathe more
easily, he magically shrinks him-
self and steps inside a highly man-
oeuvrable ball -  the Wizball. The
screen scro l ls  a s  t h e  W i z
negotiates the landscape in his
strange, spherical vehicle.

Only three adjacent incomplete
levels can be accessed at any time

-  thus, Level Four can only be
accessed when Level One is com-
plete. Level Five when Level Two
is complete and so on. Wiz moves
between levels through a series of
tubes -  arrows half-hidden in the
landscape indicating whether the
tube leads up or down.

Initially, moving the joystick left
or right spins the ball, causing it to
bounce when it hits the ground. A
pearl appears when a molecule or
eight aliens have been shot - col-
lecting this orb highlights an icon
at top of screen, and a quick wag-
gle of the joystick adds the high-
lighted feature to Wiz's armoury.

Zark's sprites inhabit each level.
some floating harmlessly, others
spewing a deadly hail of bullets.
Bubbles o f  co lou r a lso  fl oa t
around, bursting when shot and
releasing a  droplet o f  coloured
chemical. However, droplets can
only be collected by Nitta the Cat.

11, T h e  Wiz meets his demise in a shower of colour, while still on LevelOne

who appears when h is corres-
ponding icon has been lit and acti-
vated.

Holding down the fire button
transfers control to Nifta. allowing
him to collect colour droplets and
fill the respective mini-cauldron at
bottom of screen. Depending on

tzball is undoubtedly the finest release so far this year. The
scenario and game design are so original that it's almost

off-putting at first, but it only takes a short time to master con-
trolling the Wizball and cat and then to work out exactly what's
going on. Playing is a joy, and there's plenty of entertainment
for anyone who's willing to attempt colouring in the landscape.
The graphics, sound and general presentation are second to
none, and combined with the thoughtful attention to detail and
the comprehensive series of game variations, you end up with
something rather special. Don't delay, go to your software shop
and say 'Mr Retailer, swiftly hand me a copy of Wtzball so that I
can go home and play it forthwith.'

the target colour, a  fourth mini-
cauldron fills up. Yellow is made
by collecting red and green drop-
lets in equal proportions. Orange
requires a  greater proportion of
red -it 's worth bearing in mind that
equal proportions o f red, green
and blue make white. However.
should the colour mixing prove too
overwhelming, you  can  always
simply collect as much of each
colour as possible.

Collecting a  g re y  d ro p le t
endows the cat with 128 lives,
whereas a black droplet makes the
scenery g o  d a rk -  vision i s
restored by shooting a specified
number of aliens. Catching a light

TEST

NIBALL
Ocean, E8.95 case, £12.95 disk, Joystick only
•  A uniquo, high quality production from Sensible Software

THRUST and ANT1-GRAV: provide
greeter control over the ball

b  S L A P  WEAPON: pressong the fire
button activates beams

C  D O U BL E; spins the fire power
in both direotkmis

D C AT AL VT E: holding clown the fire
button transfers directional
control to the cot

F

G S M AR T  BOMB: destroys all aliens
sod bullets on screen

BLAZERS. slightly more powerful
firepower

WIZSPRAY or CATSPRAY:
multi-directional firepower
for either Wiz or Nitta

SHIELDS, temporary wnmunity
IFEKII aliens and bullets



A  T h e  Wiz shoots molecules to collect pearls t h e  scene is LevelThree, complete with a mini Mount Rushmcwe

Mixing blue and green tolorm the thirdandfinaltarget colour—cyan

The first of Level Five's three colours has been replaced
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use a b o u t !  W i z b a l l
appears like a breath of fresh
air to our tired old 64's, being
the most  pol i shed a nd wel l
presented game to appear  for
months. I t's fun to play too -
difficult mind you, but fun. I ts
certainty a very individual con-
cept a nd has l oads of  neat
touches l ike the 'Fi l th Raid',
the m i ni  Mount  Rushmor e
landscape, the squeal  of  the
cat when he's close to dying,
the gorgeous animation when
the Wizball appears and I
could go on and on. No single
aspect h a s  b e e n  c o m -
promised f or  t h e  s a k e  o f
another: the music and sound
effects are great, the control is
good, the  gameplay's struc-
ture is excellent, and the entire
package i s  v e r y  cl ever l y
designed. Miss this and you're
missing the best program of
the year.

S ensible S of t w a r e  h a v edesigned Wizball wi th the
player in mind -  It's extremely
user-friendly. What I find most
Impressive though,  is that the
concept and execution is so
tight tha t  ther e's ver y l i ttle
room for  improvement.  I t's a
distinctly pr ofessi onal  p r o -
duction, Its style and content
placing it head and shoulders
above existing software.  The
control method is initially awk-
ward, but adds to the playabil-
ity when mastered.  Wizball is
simpty bril l iant -  one  of  the
best-presented, most graphi-
cally and aurally attractive and
addictive pieces of  software
available.
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blue droplet results in a ' Filth Raid'
— sirens blaring and blue lights
flashing, six ships zoom in for the
kill. A carelessly consumed purple
droplet dr iv es  t h e  c a t  insane,
causing h i m t o  z ip around t he
screen miaowing wit h rage unt il
he's killed. The white droplet gives
an extra life.

Levels are completed by  col-
lecting and mix ing the three mis-
sing colours, while complet ing a
colour takes  t he Wizard int o a
bonus sect ion set  in outermost
space. Aliens appear in formation,
and shooting 255 of them gains an
extra life — another extra life is col-
lected halfway through the bonus
Stage. When t he bonus  level Is
complete or the Wiz dies, he enters
the Wizlab, where his ball is left at
a parking meter, the colour is put
into the landscape, and a perma-
nent weapon can be init iated, I f
Nitta is alive at this point, his nine
lives are replenished.

When al l  t hree colours  hav e
been put  back into a landscape,
you are treated to a v iew of your
work wh i l e  b o n u s  po in t s  a r e
added to your score. Complete all
eight levels and w e l l ,  that's for
you to find out.

v  L e v e l  Two, with all three colours in place

2U
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colours in the Meal"

• •

PRESENTATION 98%
Brilliant — flawless if it wasn't to..
the slightly confusing instruc-
tions. Superb attract sequence
complete with high-score table
and Wirt ips, plus restart and
pause feature, mult i-player and
team options, intelligent joystick
sensing, a novel control mode
and no need to use the keyboard
to activate weapon&
GRAPHICS 92%
Attractive backdrops and land-
scape features, reasonable
sprites and good use of colour.
SOUND 96%
Fabulous title tune and jingles.
Ei nd good spot effects.
HOOKABILITY 81%
Not instantly playable, but highly
addictive once the concept and
control mode is grasped.
LASTABILITY 92%
Action-packed arid compulsive,

ith eight increasingly difficutt
ir!dscapos to colour in.

VALUE 95%
An essential purchase.

OVERALL 96'/0
A superlative piece of software.

lick in virtually every aspect,
wholly original and immensely
playable



AVAILABLE FOR: SPECTRUM 6 7 .9 5  -  CDM CASSETTE 6 8 .9 5  -  CBM DISK 1  4 .9 5
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S Gold/Access, E9.99 cass, E14.99 disk,
ystick only

The definitive golfing simulation, featuring three accurate
resentations of famous golf courses, plus a special Gauntlet

u l t l u b  c o n -  the ultimate challenge!
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need no introduction to the
successful s e r i e s  o f

Leaderboard golfing simulations
from Access. The recent addition
of the Executive Edition intro-
duced trees and bunkers to the
courses, and now World Class
Leaderboard completes t h e
series, combining all the features
of the previous releases in repro-
ductions o f  three famous go lf
courses: S t .  Andrews, Do ra l
Country Club  and  Champions
Cypress Creek. It also includes a
specially designed course, the
Gauntlet Country Club. which pro-
vides the hardest challenge of all.

The earlie r games' con tro l
method is retained, whereby the
strength of the shot and hook or
slice a re  joystick-controlled -
pressing the fire button stops a
moving b a r  a t  t h e  requiredmoment. A cursor is used to deter-
mine tne shot's general direction_

The course is displayed as a
forced perspective first-person
view, re-drawn after each stroke
to give the correct viewpoint of the
next shot. Trees, rivers, lakes,
bunkers, rough and green a re
incorporated on all four courses,
and DIY golfers also have the
option to build a course of their
own design by taking any of the 72
holes included and re-arranging
them into new, 18 hole courses. A
further course customisation can
be carried out by choosing the
type of tree required.

An option to practice driving and
putting is included, and for the first
time there's an overhead view of
the course to help plan your shots.

Y o u  may think that US Goldare floggi ng the Leader-
board formal to death, but this
is the best of the series. World
Class Leaderboard enhances
the features of the earlier ver-
sions, and gives a golfing fan a
chance to live out the fantasy
of pl ayi ng o n  thr ee o f  t he
world's most famous courses,
a fantasy which is made more
authentic b y  t h e  excel l ent
implementation of the courses
and super l ati ve playabi l i ty.
The brilliantly designed fourth
course is a real test of skill and
should perplex even the most
proficient o f  Leader boar d
players. Al though y ou  m a y
have reservations about buy-
ing a third golfing game, take a
look -  you may find yourself in
for a pleasant surprise.

U S  Gold have arguably milked Leaderboard dry, what withthe Tournament courses and Executive Leaderboard. Unlike
the latter however, the trees and bunkers in World Class Leader-
board haven't been thrown in for good measure -  they are an
integral part of each course, and far more strategy and thought
is required. The four courses offer a significant challenge, and
the package represents excellent value -  even if you own any
of the previous versions. I think Access would be pushing their
luck if they released a fol low-up to World Class Leaderboard -
they can't possibly make any further improvements o r  can
they?
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A  It's taken Cameron 12 shots to
reach the green-and it' s doubt-
ful that he can sink the ball even
at four feet!
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what may be considered to be the complete golfing simu-
lation. It takes the best of Leaderboard and the Executive Edition,
combines the two and then improves on them. The presenta-
tion and options are excellent, and the game is far more play-
able than any of the previous incarnations. It's a shame that this
wasn't released instead of the Executive Edition, as the market
place may not exactly meet this latest offering with open arms.
Still, WCL will remain the standard by which all golfing games
(if not sports simulations in general) are measured for a long
time to come.

•ek
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on the Gauntlet Country Club
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A  Teeing off across a large
expanse of water

As rev iewed,  t he disk  vers ion
loads t he  dat a f o r  eac h hole
separately. Thus,  t he casset te
version will involve a mult i-load
system, alt hough at  present  it
isn't k nown  whet her  t his  wi l l
prove seriously detrimental.

PRESENTATION 95%
Excellent documentat ion and a
vast array of options, although
the multi-load does slow the pro-
ceedings.
GRAPHICS 90°/o
The course views are quickly
drawn and pleasing to the eye.
and the animation is of the high-
est standard.

SOUND 78°/o
No music, but the superb spot
effects more than make up for
this omission,

HOOKABILITY 94%
Instantly playable and compel-
ling.
usTAmLrry 89%
Three reasonably accurate rep-
resentations of existing golf
courses to keep ardent golfers
busy for months, plus the highly
challenging Gauntlet Country
Club course for added lastinginterest.

VALUE 92%
Worthwhile, as any similarities
between this version and its pre-
decessors are almost superfi-cial.

OVERALL 94%
Quite simply the apex In golfing
simulations. Tough, demanding.
challenging and requiring far
more skill and strategy than pre-
vious versions.
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STRIKE
MAD, 12.99 cass, joystick or keys

ollowing i n  t h e  p a t h  o f
Access' Tent h  Frame and
Advance's Indoo r Sports

package c omes  Strike,  another
binary bowling simulat ion. Either
one or two players can participate,
the computer taking the place of
an absent second player.

The main screen gives an over-
head v iew of  the lane, wit h your
bowler standing at the left, next to
the ball-return. He is moved right
or left t o the required posit ion on
the lane -  where pushing forward
on the joystick causes him to begin
his run-up. Pressing and holding
down t he fi re but ton starts t he
bowlers' swing, and releasing the

As f a r  a s  I  c a n
make out ,  St rike
seems t o  b e
based o n  t h e
game of  ten-pi n

bowling. This is strange, as it
bears l i ttl e r el ati on t o  t h e
activity o f  t he  s a m e  na m e
which I  par ticipate i n every
week. The  acti on of  bowler
and ball is unrealistic and the
pin-fall i s  a  joke: hi tting the
head-pin e i t he r  obt a i ns  a
strike o r  leaves three of
the back pi ns standing! I t 's
simplistic, boring and frustrat-
ingly limited. To be quite hon-
est, a n y  f ur t he r  cr i t i ci sm
seems superfluous.  Just pre-
tend this game was never writ-
ten a nd save yoursel f thr ee
quid -  or go and play the real
thing, it's a lot more fun.

Why M a s t e r -
tronic h a v e
released a  pr od-
uct as  sub-stan-
dard as this after

Epyx's g rea t  Tenth Frame i s
quite beyond me.  A  budget
price should not be an excuse
for a  ba d game.  The  single
screen act i on destr oys t he
atmosphere and suspense of
where the ball may end up in
Its progression to the pins. The
player has no control over the
ball's curve and power,  mak-
ing Strike! very bor ing -  and
waiting for  the computer  in a
one player game only prolongs
the agony.  Strike! contains no
realism and not even a pinch
of addictiveness, you'd do well
to avoid it.

button a l s o  releases  t h e  ba l l
which then proceeds  down t he
lane.

Wrongly t imed shots  result  in
the ball merely  dropping t o the
floor (or the bowler's  foot), and a
foot-fault is called if  the bowler's
run-up encroaches onto the lane -
in bot h  cases  a  z ero score is
awarded,

Contact between t he ball and
the pins is shown in real t ime and
the consequent  pin-f all i s  d is -
played at  the top left, to be reset
by the machine seconds later. The
corresponding score is noted on
your score-sheet at the bottom of
the screen, ready  for your nextbowl.
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This ha l f - baked
attempt a t  a
bowling program
is real l y annoy-
ing. Play is frus-

tratingly slow, with the sprite
plodding b a c k  a n d  f o r t h
across the alley as if its knees
were glued together.  Releas-
ing the ball is a very fiddly exer-
cise, and I  fel t that  I  di dn't
really have control  over  the
action -  even when I  scored
several strikes. I f you're han-
kering for a bowling simulation
save up for Tenth Frame, unlike
Strike it's worth every penny.

PRESENTATION 39%
Contusing, slow and
Inadequate.

GRAPHIC* 29%
A bland colour scheme comple-
ments the poorly animated
character and pins.
SOUND 38%
Uninspired music and weak spoteffects.

HCKIKABILIrt 20%
The fiddly control method and
simplified gameplay do little to
stir the imagination.
LASTABILITY 5%
The already limited appeal Is
completely lost when one bal
has finally been successfully
launched.

VALUE 13%
A complete waste of money.

OVERALL EV/00
0A pitiful bowling slmulation,
offering virtually no
ment whatsoever.
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THE DETECTIVE
Argus Press Software, £8.95 cass, Joystick only
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tryside l i e s  M a c Fungus
Mansion, a n  o l d  s tately

home owned by the old and stately
Angus Mac Fungus -  at  least  i t
used to be.  . .

Finding an anonymous call on
his answemhone saying' MacFun-

Now thi s  i s  a n
entirely di ffer ent
approach t o  a
whodunnit,  com-
bining e l ements

of an Ultimate arcade adven-
ture wi th those of  a  murder
mystery, a nd resul ting i n an
atmospheric a n d  r ewar di ng
experience. I t  takes a  l i ttle
while to get used to the awk-
ward inertial cursor  used to
select icons, and it takes even
longer t o  ge t  t o  gr i ps wi th
what's goi ng on and to fi nd
some us e f ul  c l ue s  -  t h e
Instructions could have been
better. I was a little frustrated
by this to start with, but the joy
of findi ng a  secret passage
soon al leviated m y  depr es-
sion. A fair bit of leisurely plod-
ding ar ound the mansi on i s
required, so the pace is more
often than not slow, and some
of the  responses and si tua-
tions b e c o m e  pr edi c tabl e
after a short while, but on the
whole Th e  Detec t ive s hou ld
provide mor e than adequate
entertainment for the price.

20 ZZAP! 64 July 1987

At l a s t /  A r g u s
Press S of t w a r e
have r e l e a s e d
something
praiseworthy.

The Detective is a  smart little
game, with some neat anima-
tion and plenty of humour. The
action tends to be a bit on the
slow si de,  but  shoul d k e e p
most w oul d- be  detect i ves
frowning for a couple of weeks
-  as long as they stick at it. The
Instructions are rather sparse
and s o m e  di ffi cul ty  w a s
encountered at first, the menu
system being a little unwieldy
to the uninitiated. Not the best
detection game ever, but cer-
tainly not the worst, and by far
the best release fr om Argus
Press in a long time.

gus has kicked it  I n s p e c t o r
Snide of the Yard suddenly finds
himself with a murder case on his
hands and sets off to MacFungus
Mansion to begin the task of dis-
covering whodunnit.

Taking t h e  ro le  o f  Inspector
Snide, your aim is to gather infor-
mation and clues from around the
house, solve the case and impli-
cate the murderer.

Snide moves around the Man-
sion, which is displayed using 3D,
Ultimate-style graphics, and is full
of all t he usual rooms,  corridors
and secret passages.

The house also boasts a strange

Egatist Cynthia didn't last long a n d  what away to go'
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collection of inhabitants. including
the incoherent ly babbling Major,
an absent -minded professor,  a
collection of  servants and even a
smattering of the clergy.

Whenever Snide is in the vicinity

Superb presenta-
tion i s usual ly a
very poor  reason
to buy  a  game,
however this may

be one exception to that rule -
I have rarely seen an arcade
adventure whi ch l ooks a nd
feels as good as this one. The
characters deve l op di sti nct
personalities, a nd the  back-
grounds and movement give a
feeling o f  thr i l l i ng r eal i ty.
There ar e a few slight pr ob-
lems, the depth is questiona-
ble, and the pace is occasion-
ally a little sluggish -  but the
humour and mystery involved
serve to compensate a great
deal for  these minor  faults. I
recommend this as a  highly
entertaining a n d  beauti ful l y
polished piece of  software -
however, i f i t's an absorbing
and l ong- l as t i ng m y s t e r y
you're after

of an item of interest, the border
flashes and on clicking the fire but-
ton, a menu sheet appears, con-
taining all the relevant options.

A large series of  commands is
available, inc luding the ability t o
examine, manipulate and ut ilise
objects. Any  useful items disco-
vered may be carried, but  you are
limited to six at a t ime- unless you
can find something to carry them
in.

You als o hav e t he opt ion t o
interrogate t he house members ,
questioning them about MacFun-
gus, objects or other characters.
This isn't  a guarantee of  a useful
answer, however.

As the game progresses, you
find more and more deaths occurr-
ing, carried out  in a  number of
strange and macabre ways: stran-
gulation, knifing and even squash-
ing under a fallen piano.  Y o u
have to collect the necessary evi-
dence and accuse the murderer
before y ou run out  of  t ime (and
suspects!) -  fortunately, the game
has a pause mode allowing you
time ponder your next move

PRESENTATION 80%
Very good, although the instruc-
tions and icon system could
have been better.

GRAPHICS 81%
Well drawn and animated
characters compensate for the
fairly bland backdrops.
SOUND 69%
Awful title tune, but good spot •
effects.
HOOKABILITY 63%
Exploring the mansion is easy
enough, but it takes time to get
to grips with the icons and gen-
eral game structure.
LASTABILITY 74%
A tough case to crack, providing
many hours of absorbing (al-
though occasionally tedious)
sleuth-work.

VALUE 76%
A good game at a fair price.

OVERALL 78%
A novel approach to the
whodunnit  theme which remains
entertaining even though more
leg-work is required than brain-
work.



*  SNAP DRAgON
An army of Dragon Wamors in the Dragons
Temple stands between you and becoming The
Master of Snap Dragon 256 combinations of
authentically simulated karate moves to help
you struggle to achieve the highest grade,
E8.95 CM tape. 02-95 CM disk.
Available 2.7.87.

*  MAX TORQUE
Hear those tyres screaming for mercy as you roar
through the chicanes. You will have to hit your brakes

change ,:lown , h e a r  the engine rev p o w e r
up. S t a g e  after stage of exhilarating racing with
realistic proportional steering, throttle and brakes.
Select from seven different riders and different
machines
C8.95 CM tape, E12.95 C64 disk.
Available 18.6.87.

Galactic Survey vessel ORION e nga  a  m n d  • ,
the Hercules Cluster. During the intergalactic crossing. 4 1  is taken over by alien
mechanical beings -  ZIMEN. When the crew re-energise they find all the computers
reprogrammed in an alien language. Can the crew overcome these obstacles and regain
control of OR ION_
Game features role playing and problem solving robot crew
111.95 Ams tape, C64 tape, Spec tape.
E12.95 Ams disk, C54 disk.
Available 25.6.87.

•  STARQUAKE — New Format
STAROUAKE Chart hit and award winning arcade adventure with over 500 different
screens. Control BLOB a Bio-Logically Operated Being whose task it is to stabalise a
planet by rebuilding its core. Features include anti-gravity lifts, sub-planet exploration. tele-
portal systems, security doors, propulsion pads, planetary beings etc.
£7.95 Spec tape.
E.8.95 tape for C64, Ams, Atari, MSX. BBC and Electron.
El 2.95 disk for C64, Ams, Atari and BBC.
Available NOW,
*  SKATE ROCK — New Format
Rival skateboarders are taking place in a competition to decide once and for all, who are
the best skaters. Each skater thrashes his way around the course hitting the eight flags
within the time limit to become a 'Slide Rat Skater'. Are you 'der enough to do it or lust
another Toy Skater. An excellent Skate Board simulation.
£8.95 CM tape, Spec tape, Ams tape.
E12,95 C64 disk, Ams disk.
C64 available now. Spec and Ams July '87.th/

4PA_ II Bubble Bus games available by
'tending cheque or postal order together
with your name, address, game title and
computer to Bubble Bus Ltd.. p&p tree.

* FIFTH UADRA

le b u s  s o f t w a r e  8 7  High Street, Tonbridge, Kent TN9 1RX. Tel: (0732) 355962. Telex: 95151.
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THE ARCADE SMASH HIT THAT RECREATES
THE SPEED AND EXCITEMENT OF THESE
CLASSIC ENCOUNTERS \  i l k  I
l
k

oung or  old, whatever your age
everyone enjoys the antics o f  the 111cunning Road Runner as he baffles
and bemuses poof  Wile E Coyote.
Or does he?... 1 1 1 1
This is  your chance to really fi nd
out as you take on the role of Road
Runner in this  comic, all action
extravaganza that recreates these
nail biting chases and the fast
mov ing exc itement to perfection.
Speed through canyons and along
the highways following the trail of
birdseed left for  you to feed on
this the first trick???) Dodge your
way round the onrushing trucks
keeping an eye out for the perilous I
mines and feather ruffl ing, leg
busting oil slicks. What dastardly '
plans has the sleazy Wile E Coyote
got in store for  you as he lurks in
hiding, cowardly  awaiting his
moment to enjoya succulent roast
of  "Road Runner and French Fries
We're sure you'll overcome all/
dirty tricks he can throw at you wi
ease. agility  and grace and a
haughty "Beep Beep". Overcome
them that is if you've got nerves of
steel, the reflexes o f  a wildcat and
the speed of  the fastest bird
on two legs, otherwise its sorry,
goodnight and "Burp Burp"!!!

/
CBM64/128 £
9 . 9 9  
T a p e

/  x 1 4 . 9 9  Disk
Spectrum 48K
Amstrad

Atari ST

U.S. Gold Uzi.,
4
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/
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Raiford, Birmingham 86 7AX.
Tat: oa l  3 5 6  3388.

8.99 Tape/
9 . 9 9  Tape

£14.99 ask A£24.990,skAr
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This g a m e  is based on the popular multiple-choice adventure series
by IVI S m i t h  and Jamie Thomson, published by Sphere Books. Set in 3033 AD
you are a special agent, codename FALCON, and your mission is to halt the

• tracks of a renegade Time Lord who is threatening to disrupt future history by his
ruthless meddling in the past. Your time machine "Falcon's Wing" takes you in

) your quest to ensure the timelines of the future remain uncorrupted!

Please send me FALCON: The Renegade Lord
Commodore 64/128 El Sp ect ru m 48/ I 28 0
I enclose a cheque/postal order made payable to Virgin Games
and crossed
Total E

(Please do not post coins or notes.)
Name

Address

P o s t c o d e
Virgin Games, 2/4 Vernon Yard, Portobello Road, London WI 1 20X



MARIO BROS
Ocean, E8.95 cass, E12_95 disk, joystick only

N I  eet Mar i o a n d  Luigi -
the Ma r i o Br other s  -
!Iwo whacky  wor kmen

dedicated t o  maintaining t h e
cleanliness of a pipe network. A
conversion of the ageing Nintendo
arcade game, this Ocean release
allows One  o r  two-players t o
undertake the brother's gruellingtask.

The action takes place on a
single platform-filled screen. Cre-

I w a s  i ni t i a l l y-.,.

E l l  _

extremely
annoyed that this
conversion
doesn't l ook  a s

good or  play as wel l  as the
original -  and as far  as I can
see it should have done. How-
ever, perseverence pai d off,
and despi te suffer ing a t  the
hands of  a  few unnecessary
frustrating elements such as
the contr ol  m ode  ( I 'm sur e
Mario di dn't keep running in
the original), I eventually found
myself enjoying the proceed-
ings. T h e  two-pl ayer  ga m e
isn't a s  m uc h f un  though,
which is sad, as playing wi th
and/or against a second player
was what made the original so
good. Di sappoi nt i ng,  b u t
enjoyable enough if you give it I
a chance.

I w a s  expecti ng
this to be some-
thing really spec-
ial, b u t  w he n
played i t I  came

away disappointed.  The  fun-
damental elements of the orig-
inal are still there, but the con-
version just doesn't play right.
I don't  l ike the way that the
sprite keeps running when you
let go of the joystick, and I 'm
sure that the character 's skid
is a  l i t t l e  excessi ve.  T h e
graphics are also disappoint-
ing -  the original Mario, Luigi
and monsters had plenty of
character, but  this has been
sadly lost in the conversion.
Marto Bros i s fun as  a  two-
player game,  but I don't think
there's enough in it to keep a
single pl ayer  engr ossed for
longer than a few hours.

atures appear from the two pipes
at the top of  the screen and pro-
ceed to make their way down to
the bot tom. I t 's up to Mario and
Luigi to dispose of them,

Pressing the fire button makes
the brot her j ump  -  a n d  mo r e
importantly, punch, Hitt ing a crea-
ture f rom be low as  i t  t rundles
across a plat form fl ips it  onto its
back, allowing it to be kicked off.
Turtles and Flies need only be hit

once, whereas crabs require two
hits to fl ip them onto their backs.
Flies are more awk ward t o  fl ip
though, as  they jump rather than
scamper across the screen. I f  a
creature i s  not  k icked of f  af ter
being flipped, it slowly rights itself
and cont inues its  journey, faster
and more aggressive than before.

Fireballs roar across the screen
at regular intervals, roast ing any
brother in their path and disap-
pearing of f  the other side. Coins
also drop f rom the pipes, earning
800 po in t s  wh e n  collec ted o r
punched.

The ' POW' marker at the bottom
of t he screen makes  life a lit t le
easier for the chummy  brothers.
Hitting t he  monogrammed b o x
jolts the whole screen and causes
its ent ire menagerie to fl ip over,
however this is only good for three
hits_

The third level is a bonus screen
where t h e  P O W  ma r k e r  i s .
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refreshed and coins are collected
to earn extra points, There are no
creatures to dispose of, but  a 20
second t ime limit is imposed -  so
speed is  of  the essence. Similar
Bonus screens appear at  regularintervals.

Ignore the awful
loading screen -
the graphics do
get better .  How-
ever, contr ol  o f

the brothers is very fiddly as
they keep moving even when
the joystick is central, and it's
quite tricky to get them dead
still. The fact that you can also
jump through the ends of the
platforms is a pain, especially
when you intended bumping a
turtle, and he gets you instead.
Fans o f  t he  ar cade version
may be  a  little disappointed,
but otherwise this will suffice
until you can afford a second-,hand arcade machine or a Nin-
tendo.

PRESENTATION 62%
Generally shoddy, with poor
loading and title screens, and no
restart or pause however ,  there
is a two-player option.
GRAPHICS 53%
Simple backdrops and charac-
terless sprites.
SOUND 70%
Jolly jingles and spot effects.
HOOKABILM 65%
Addictive, if a little frustrating
due to the control method,
LASTABILITY 51%
Quite tedious - only the
player option provides
ing interest.
VALUE 52%
Fair, although playing the arcade
version 40 times would be just as
rewarding.

OVERALL 55%
Fun, but sadly not as playable as
the original.
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allows up to five players to
partake in a simulated day

at the races. First of all the players
decide whether the state of  the
course, weights  o f  jockeys and
distances o f  t he courses are t o
affect the outcome of each race.

As a s ingle player
game t h i s
doesn't  work  t oo
well, but if two or
more are playing

it really  c omes  int o i t s  own.
Winning a n d  l o s i n g  mo n e y
creates a  great  at mos phere,
and t h e  nai l -bi t i ng r a c i ng
scenes pr ov i de  pl e nt y  o f
excuse f o r  scr eami ng a n d
shouting as the horses gallop
up t h e  cour se.  T h e  c o m -
prehensive icon system is very
easy to use, and the proceed-
ings r u n  smoothl y  w i thout
unnecessary a nd frustrating
delays. I enjoyed playing this,
and for three quid it provides
an entertaining and enjoyable
diversion f r o m  t h e  us ua l
shooting o r  a dv e nt ur i ng
action.
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their u n d e r we a r ?  C a l m
down girlies — it's just Tag-

team Wre s t l in g :  la t t e r -d a y
gladiators of the roped arena.

Before beginning a  bout ,  y ou
choose between the single player

Why are US Gold
bothering t o
release this when
they've a l r e a dy
cornered t h e

wrestling mar ket  w i th thei r
excellent  C h a m p i o n s h i p
Wrestling? Thi s  i s  l aughably
inferior t o  E py x ' s  cl assi c,
sporting such features as dire
graphics, h i ghl y  a nnoy i ng
sound and clumsy gameplay.
Opposing w r e s t l e r s  a r e
beaten t i me a nd ti me agai n
using t he  same move,  a nd
consequently t h e  a c t i o n
becomes incredibly repetitive
and boring. The Karate Champ
freebie on the other  side is a
consolation, but I 'd avoid the
package entirely.

26 ZZAP! 6
1
1 J u l y  
1 9 8 7

Gamblers
A m r s n w v a r o m  w M

be hav i ng extr a
members if this is
anything to go by.

lost about a million pounds in
a coupl e  of  mi nutes — a nd
didn't even care! Sport Of Kings
doesn't exactly look regal, but
al though t h e  gr aphi cs a r e
poor, they don't detract from
the playability. The  adrenal in
still flows when your horse is a
neck in front with hall a furlong
to g o ,  w he t he r  i t  l o o k s
deformed or not. Any game of
this fashi on i s  al ways best
when played in a group, and I
would even go as far as to say
that it is completely useless as
a single player game. If you do
have gambl i ng fr i ends,  g e t
them r ound f or  a  harmless
evening's entertainment at the
races.

Also, the number of  horses run-
ning in the season is  set at either
25.52 or 72.

The main screen features eight
icons which allow the player to dis-
play details about  the next race,

option or the two-player mode. In
the latter case there are two teams
available: 'Ricky 's  Fighters ' (the
good guys). and 'Strong and Bad'
(the bad guys).

On selec t ing y our  t eam,  t h e
match begins and each combat -
ant is  direc ted around the ring.
There are seven moves available,
from a body slam to a drop kick,
each corresponding to one of the

TAG-TEAM WRESTLING
US Gold, £9.99 cass, E14.99 disk, joystick or keys
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because he's just taken E300 for a 5-1 bet on Lustful

study each player's current finan-
cial situation, read the form book,
bet and start the race. The other
three icons allow players to join or
leave a current game. load or save
the form books and accounts and
print out a form or racing informa-
tion.

Race information gives a list of
runners and their odds and form

eight joyst ick pos it ions (up and
down relating to the same move).
Pressing t h e  fi r e  bu t t on  a n d
selecting a  posit ion init iates the
move, and a  correct ly executed
manoeuvre results in a fall, where
your opponent is thrown to the mat
and pinned down. If he fails to free
himself by  a count of  three, you
win the bout.

As in real tag-team wrestling you
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cards give a  lis t  o f  t he perfor-
mances of each horse. At the start
there are no f orm cards, s o it 's
useful to run a few races and build
up a record. Bets are placed either
each way ,  straight forecast or a
reserved f orec as t .  W h e n  t h e
players a r e  h a p p y  w i t h  t he i r
choices the race begins.

The s c r e e n  d i s p l a y s  a

'tag' y our partner t o  take your
place in the ring.

The v iewpoint  changes to that
of t he fl oor and t he ring's  s ide
when a wrestler is thrown from the
ring. There are weapons  t o  be
found lying around which can be
picked up and used to batter your
opponent (no Johnny Cougar hon-
our in this ring!). Being counted out
of the ring for more than 20 sec-
onds results in disqualification and

This is one of the
worst c o m b a t
games a r ound.
The wrestlers are
badly drawn, and

look a w f ul  a s  t he y  stutter
around the ring. In one player
mode it seems very difficult to
obtain a clean move,  and the
whole thi ng s oon becomes
extremely wearisome as your
wrestler ge ts  thr own t o the
deck time after time. The two-
player opt i on offer s no real
improvement, and the game is
generally very poor. Tag-Team
Wrestling comes together with
Karate Champ but this proves a
rather pointless exercise, as
Karate Champ is better ,  and
available o n  t he  Amer icana
label for  thr ee quid! I  know
which one I'd buy



panoramic v iew of  t he scrolling
course w i t h  a  c omment a t o r
posit ioned in a box at the top right
of the screen. The race starts and
the horses gallop of f  down t he
course unt il all have passed the
finishing post, whereupon the win-
ners are displayed and any players
who hav e successfully forecast
the result are paid.
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lot much lasting entertainmi
in offer for a single player.
VALUE 72%
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OVERALL 61%
•.7cessful mult i-player

• •q  game

the beginning of the next bout.
Titles are awarded according to

the number of matches won, from
American Champ ion  f o r  t h ree
matches, up to Super Champion
on gaining 2 5  consecut ive v ic -
tories.

PRESENTATION 48%
A few options, but otherwise
below average.
GRAPHICS 27%
Poorly defined characters and
appalling animation
SOUND 31%
Pitiful music and very basic spot
effects.

HCKHCADILITY 35
.
%
The fiddly joystick control and
siow. unrewarding gameplay
instantly off-putting,
LASTABILITY 20%
Lacks two essential ingredients:
variety and playability.
VALUE 21%
The addition of the marginally
superior Karate Champ doesn't
make Tag Team Wrestling any
more worthwhile.

OVERALL 25%
A fine example of the beat 'em up
genre at its very worst.

KARATE CHAMP
Americana, E2.99 cass, joystick only
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you want  to become a t rue
Karate Champ all you have to

do i s  t ravel t o  n i ne  locat ions
around t he world and challenge
the karate mas ter wh o  lives at
each. Battles are fought over three
bouts, wit h the winner being the
first to score two points.

There are 16 available moves,
accessed by  use of  the joystick
and fire button. A successful hit or
punch scores either a half or a full
point, depending on the effective-
ness of  its execution. Points are
automatically added to the relev-
ant player's total.

A 30 second timer ticks down
throughout, and when one of the
battling pai r  finally scores two
points the time remaining is con-
verted t o  points.  I f  t he  timer
reaches zero before either player
scores two points, the one with the
highest score wins. In the case of
a draw the judge gives his verdict.
Having won a  bout,  the player
progresses to the next level, how-
ever the game ends if the com-
puter wins two bouts.

Every t hird screen contains  a
bonus game where bonus points
can be earned. The first requires
the player to dodge or break tiles
which are thrown towards him, the

SCORE
u P 7 4 0 0
u P 4 3 0 0

- -
- -
- -
-  
4

Karate Champ i s
yet a n o t h e r
mediocre a d d i -
tion t o the  beat
'em u p  s c e ne .

The graphics ar e smal l  a nd
ineffective, a n d  t hough t he
music is similar to that in the
arcade version, it's still not up
to m uc h .  i f  y o u  w a n t  a
straightforward oriental beat
' em up, t ry  International Karate
-  it's superior to this tepid con-
version i n  a l l  a s pe c t s
especially playability.

The batt ling duo eye each
other up, obliv ious  to the

V  a t t r a c t i v e  lit t le numberbetween them

V  T h e  white player attacks with a deadly  forward jump-k ick  A

I t hought  w e ' d
seen the  l ast of
the beat 'em ups
months ago -  but
obviously n o t !

Previously r e l e a s e d  i n
America,  Karate Champ is two
years old now, and looks every
day of it. I t's still moderately
entertaining -  for  a  whi le at
least, but with so many similar
games o n  t he  mar ket,  thi s
seems to be a bit on the late
side. Comparisons to Interna-
tional Karate are inevitable, and
in this case, Karate Champ ain't
so hot. If you do Insist on buy-
ing this, don't bother  with the
t wo-game pack with Tag-Team
Wrestling, as  this  is  the bet ter
purchase by far, and it's only
three quid.

second is  a brick smashing con-
test and the third involves punch-
ing a charging bull.

This ' o f fi c i a l '
convers ion of  an
arcade g a m e
inspired a  com -
plete ne w  genr e

of computer  software -  how-
ever, it looks a bit dated these
days. The simplistic graphics
and sound aren't anything to
write hom e  about ,  a nd t he
gameplay has been seen many
times before. The multi-load is
a bi t  of  a  detraction,  but  i f
you're prepared to bear with it,
and still enjoy this type of com-
puter game there's plenty of
cheap action to be had. If not,
forget it.

PRESENTATION 64%
Good on the whole, but the
I nulti-load is a chore
GRAPHICS 46%
Unremarkable sprites fight over
simplistic but colourful back-

SOUND 43%
Weak tunes and reasonable spot
effects.

HCOOKABILITY 60%
Easy enough to pick up and Op,
and fairly addictive with it
LASTADILITY 48%
Lacks vanety and lasting appe,i
VALUE 63%
One of the cheapest fighting
games around, but  far from the
best.

OVERALL 52 clio
A mediocre conversion of a 4
dated and uninspiring arcade
Name.
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DOGFIGHT 2187
Starlight, £9.99 cass, E12.99 disk, joystick only
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sector, a rift has appeared
in t h e  s pac e-t ime c o n -

t inuum and formed a gateway to
another dimension. Alien lifeforms
are now spilling into our Universe,
piloting sophis t icated s tarships
and wreaking havoc amongst the
colonised planets.

Remembering t he  legends  o f
the 'old ones', Rhett Dexter recalls
tales of a 'Warp Field Generator',
a mac hine powerful enough t o
close such a rift, dismant led and
dispersed throughout  the univer-
se. Tak ing t he bi t  bet ween his
teeth, Rhett steals the World Cor-
poration's new interstellar fighter
and sets off in search of the long-
abandoned generator.

Assuming the role of Rhett Dex-

There seems t o
be ver y l i ttle t o
this game -  other
than t h e  j e r k y
vector gr aphi cs

routine, which you occasion-
ally mee t  on your  pointless
trek ar ound ar ound a  seem-
ingly lifeless universe. Though
detailed, the ships are poorly
animated a nd  m ov e  slowly.
Presentation i s  a l so di sap-
pointing, w i t h  n o  c ont r ol
options and no title screen or
music. The tune that plays dur-
ing t h e  g a m e  cr eates  n o
atmosphere and is very annoy-
ing, and the spot effects aren't
much better .  Defini tel y no t
worth the asking price, unless
you want to pay to be bored.
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In space no-one
can h e a r  y o u
scream
which i s  exactly
what I was doing

when I played Dogfight 2187 for
the first time. Its aims are com-
mendable, but the final result
hardly seems worth the effort.
The vector graphics move very
quickly, especially when con-
sidering that the computer has
two screens to handle at once,
but this does little to offset the
tedious gameplay and lack of
lasting appea l .  A t  t i mes.  I
found myself whizzing through
space with nothing to attack,
and no idea where I was head-
ing. T h e  r a d a r  cer ta i nl y
doesn't help and the instruc-
tions do nothi ng to alleviate
the problem. Ultimately, this is
a rapid but confused shoot 'em
up, whi ch shoul d have been
something special, but unfor-
tunately fai ls o n  one  maj or
point: playability.

ter, you take control of the fighter.
Your miss ion is to batt le through
the Galaxy, destroying alien craft
and collecting generator sections.
There are a hundred such sections
in t he Galaxy, but  only  nine are
needed to close the hole. Only two
may be  carried at  any  one t ime
however, s o  s ev eral t r ips  a r e
necessary to save the universe.

A A s  Player Two warps to a new part of the galaxy, Player Onecontinues to battle the alien forces

Either one or t wo players can
take on the computer, or alterna-
tively, two players can compete in
a head-to-head contest.

A vert ically  d i v i ded  d is p lay

Thga e •nntrnil rinnani
is t h i s  ga m e ' s
greatest l e t -
down -  it doesn't
seem to relate to

what's going on. The Elite-type
scanner w or k s  r easonabl y
well, but the rest of the console
is c l ut te r ed a n d  unc l ear .
Another annoying point is the
awful control  method -  why
didn't the author use sensible
pilot contr ol s? T h e  ' U p  t o
climb, Down to dive' system is
totally unsuited to this type of
game and completely detracts
from t h e  sense o f  real ism.
There's no variety in the action
and the proceedings' unclear
nature leads to frustration. The
vector graphics are nice and
fast -  but unfortunately the
gameplay comes a very poor
second.

V  Both players are having a hard time dealing with the invaders fromanother universe

shows both ships cont rol panels,
with the startield, planets and alien
attack c raf t  displayed in  forced
perspective v ec t or graphics .  A
series o f  ins t ruments  beneat h
each screen indicates the ship's
vital s igns,  inc luding a  proximity
radar (showing enemy ships within
radar range), and a Galactic radar
which gives your ship's position in
relation to the hole in space.

The enemy attack in waves of
up to four ships, one of which may
be carrying a piece of generator -
however this  doesn't  appear on
your radar unt il all attack waves
have been destroyed. At this stage
you can fly into the piece and pick
it up.

When y our  s hields  a n d  f uel
levels are falling low, flying to one
of the available planets causes a
series o f  c onc ent r i c  v e c t o r
squares to appear.  Guiding your
ship t hrough t he cent re o f  t he
squares replenishes shields and
fuel. A g a i n ,  t h e  p l a n e t  o n l y
becomes visible on radar after all
the e n e my  s h ips  h a v e  b e e n
destroyed.

PRESENTATION 50%
The two-player option doesn't
compensate for the weak
instructions, inadequate in-
game presentation and lack of
title screen.

GRAPHICS 61%
Reasonably effective split
screen vector graphics,
although some Shapes lose their
clarity due to the choice of col-
our.
SOUND 44%
Irritating tune which Is soon tog-
gled for the Marginally superior
spot effects.
HCKIKABILITY 42%
Initially confusing, and the
unsuitable control rubs salt into
the wound.
LASTABILITY 39%
Minimal -  hardly any lure to
return to the below average
blasting action, even in the two-
player mode.
VALUE 31%
Not enough addictive gameplay
to merit the high price tag.

OVERALL 41%
Technically polished, but sadly
lacking any absorbing action.



21st CENTURY WARRIOR:
Apache 0:JIISHIP

The Apache Fi e rc e  and 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 Y ou 'l l  use an unbelievable array of high
tech information and weapon systems. including lasers, video cameras,
night viewers, radar warnings. jammers. 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 Simula
Software.

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 L19-95_

L A T I O N  •  S O F T W A R E

MICROPROSE SOFTWARE MIRED 2 MARKET PLACE TETEURY, GLOUCESTERSHIRE G18 MA TEL 10666) 54326 TLX 43422 MPS/UKG
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I, BALL
Firebird, £1.99 case, joystick or keys

T rouble has  reared it s  ugly
head in the world of the Balls
-  t rouble in the form of the

cruel and  ev il Te r ry  Bal l .  This
spherical renegade has captured
the happy  family  o f  Lov er Ball,
Eddy Ball, Glow Ball, and No Ball,
and is threatening to deflate them.
Their only hope lies with I Ball,  a
rotund and courageous fellow who
managed to escape the clutches
of the evil one, He alone has the
ability, bank  balance and good
looks to rescue the stricken group.
He alone can save his chums from
puncture -  you alone control his
act ions.

This mission of  mercy involves
negotiating 16 vertically scrolling .
obstacle courses within an allotted
time. Each course is made up of
denseiy packed metallic obstruc-
tions, t he majority  of  whic h are
harmless. However, an occasional
fatal fl asher i s  encountered e n
route, wit h contact result ing in a
loss of one of I Ball's five lives.

As t h e  r ounded  adv ent urer
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picks his way through the lunatic
scrap-metal c o u r s e s  h e  i s
attacked and bombarded by lethal
devices_ Microwave ovens, crabs,
roulette wheels  and Polo mints
appear, flash for a couple of sec-
onds, t urn grey  and pursue the
hapless hero. During the flashing
stage an item is harmless and can
be touched, however a grey sprite
is always deadly.

For defence there's a bubble-
gun which sprays the hostiles with
lethal fl uid.  The disadvantage of
this weapon is  that  bubbles  are
only blown vertically, making our
hero vulnerable to attack from the
sides. Over-use results in the gun
overheating, and it  must  then be
allowed t o cool down before re-
use.

Occasionally a  p o w e r  d i s c
inscribed wi t h  a n  X  appears  -
touching this  gains  our hero an
extra feature. Turbo speed is the
first advantage gained.  followed
by s ingle and t win lasers which
shoot f rom the sides. Extra scores

Packing a full complement of d e a t h
-
d e a l i n g  w e a p o n r y  
-
I
-
I
-
I
-
I
-
I  B a l l !  
1 r

1 , •I  Okay, s o  t h e
speech is incredi-
ble a n d  t h e
music 's  s upe rb ,
but  i t  wo u l d  b e

nice if the game was of a simi-
larly hi gh standard.  I t 's  not
awful, just a bit on the dull side
-  being a rather  simple idea
made a little more special by
the u n u s u a l  p res en t a t i on .
Standing a lone  i t  s eems  t o
lack t h a t  c e r t a i n  add ic t iv e
quality  (as do so many  games
these days) and can be a lit t le
too diffi cult  -  especially on the
later levels.  St ill,  at  t wo quid
you could do a lot  wors e
and the speech and music  are
very good.

and extended time are also added,
along ,ilvdh f uel inject ion. hy per
braking, elec t ro shields,  hy per-
space, molecule bombs and smart
bombs. Status panels at  the top
and bot t om of  the screen show
which weapons are currently held.
Power discs are destroyed by the
bubble-gun, t h u s  l o s i n g  t h e
weapon or feature it  offers, and

A  Leaving a trail of colourful spray
in his wake, I Ball makes
commendable progress

some discs are faulty, resulting in
the los s  o f  t h e  las t  gat hered
weapon if touched.

I Ball's friends are imprisoned at
regular intervals  a long  t h e  1 6
screen journey, and are released
on c omplet ion o f  every  f ourt h
screen. I f  the radial one fails t o
complete a  c ours e bef ore t he
numerical timer reaches zero, a life
is lost and the course is started all
over again. This is one adventure
I Ball is never going to forget!

Yet a n o t h e r
budget  w i n n e r
appears, t h i s
time in the form of
a noisy vertically

scrolling race game cum shoot
'em up .  Apa r t  f r om  be i ng
incredibly playable and addic-
tive, I, Ball has some incredibly
clear sampl ed speech.  1-1-1-
I Ball s hou t s  t he program t o
announce t hat  i t  has  loaded.
'Oh No '  i t  sc reams,  t o  s how
how dis appoint ed i t  i s  t ha t
you've just  lost a life and then
lets t h e  wo r l d  k n o w  o f  a
player's f a i l u r e  b y  y e l l i n g
'Game Over'.  Thes e ut terings
are complemented by a bril-
liant  Rob Hubbard tune which
thumps  a w a y  t h r o u g h o u t ,
mak ing p r o c e e d i n g s  e v e n
more frantic. Purchasing I, Ball
is a  wis e  inves tment  o f  t wo
quid.
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I Bail speeds ahead, leaving a useful power disc behind A

A race to remember I  Ball gets heavy with the marauding aliens
I was  pleasantly
surprised by  my
first e nc ount e r
with lp Ball- it may
take a while to get

into, but It's deviously addic-
tive. The screen is beautifully
adorned wi th a  mul ti tude of
colours, yet it still manages to
be easy on the eye. I love the
different types of  firepower ,
and having to work to capture
equipment is very engrossing.
I, Ball i s 199 pence wor th of
sheer fun.

PRESENTATION 73%
simple trtie screen with the facil-
ity to play the speech with the
music, but no high score table or
restart feature.

GRAPHICS 78%
Strange sprites and colours
schemes are mixed together to
provide an individual, yet effec-
tive look.

SOUND 95%
Fabulous speech, a brilliant tune
and neat spot effects.
HOOKABILITY 81%
Tough, but instantly addictive
and appealing
LASTABILrry 77%
Sixteen increasingly demanding
levels to complete, and the
action is fast, furious and com-
pelling.
VALUE 92%
Another budget bargain,

OVERALL 80%
All unusual and competent
blend of shoot 'em up and racing
action.
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ate becoming Captain of
the Secr et Operations

Corps than by undertaking a do-
or-die mission to retrieve stolen
plans? These documents, vital to
the allied army, are located in a
bunker deep behind enemy lines -
your task is to go in alone and
recover them. The action takes
place over seven levels of horizon-
tally scrolling landscapes, with the
latter three loaded independently
after completion of the first four.

The first level is tackled in a mis-
sile-equipped jeep. The objective
is to travel a predetermined dis-
tance al ong the road,  jumping
chasms a nd destroying heavily
armed enemy jeeps and helicop-
ters. When the objective, a hut, is
reached, the player progresses to

At first I was EMS-
trated to a  point
where I  fel t  l ike
smashing t h e
computer.

There's something very unjust
about being mercilessly mown
down by enemy fire time and
time again when the end of a
level is literally seconds away,
especially as you have to go all
the way back to the beginning
again. Wha t ' s  e v e n  m o r e
annoying is that the game still
manages to remain addictive
-  I suppose that the frustration
make you want  to wi n even
more desperately.  Each level
takes a fair amount of crack-
ing, but perseverence reaps its
own rewards. The appeal may
diminish after the first comple-
tion, but achieving the objec-
tive is an enjoyable and worth-
while task.

I was expecting a
shoot 'em up, but
not l i ke  t hi s  -
bouncing j e e p s
and d e a d l y

toucans don't exactly conjure
up i m a g e s  o f  w a r - t o r n
battlefields a nd  a r my  m a n-
oeuvres. But,  surprisingly, it's
fun -  frustrating beyond belief
at times, but addictive and very
playable. T h e  gr aphi cs a r e
convincing, w i t h  s o m e
detailed and colourful charac-
ters on all the sections. I espe-
cially like the helicopter stages
which ar e immensely attrac-
tive and playable. All in all, an
entertaining mixture of  three
different t y pe s  o f  bl ast i ng
action.
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the next level t h e  helicopter jour-
ney.

This dangerous  fl ight  into the
unknown is set over the next three
levels, where the enemy do their
best to blast the player f rom the
sky. Squadrons of jet lighters fly in
f rom either side, fi ring missiles as
they approach -  ground emplace-
ments also add to the confusion,
spewing forth deadly homing mis-
siles. However,  the chopper isn't
defenceless, and answers with its
array of  air-to-ground and air-to-
air missiles. The jets continue their
attack ov er t he nex t  t wo levels
while the enemy defences change
from rocket launching submarines
to deadly watch towers.

Fuel is used during flight, and is
represented by a diminishing bar.

A Taking control of the chopper in the third stage, the heroic Captain
engages enemy submarines

W  With seven lives remaining, the Captain of the SOS has made his way
to the end of the fifth stage •

1 r  The first stage, in which the jeep bounces and blasts its way through enemy territory

T-



1

Aaaarghl Thi s i s
so d i f fi c u l t .
Graphically, i t s
very s m a r t
indeed, w i t h

some t r e m e ndous  m u l t i -
parallax scrolling and suitably
macho spr i tes.  T h e r e  a r e
enough levels to keep most
people happy for. some time,
but my main argument against
its purchase is its difficulty. It's
oftputting at  first -  and sec-
ond, and third I ' m  not sure
if this makes it more of a chal-
lenge or  just frustrating and
unplayable. I gave up after sev-
eral abor ti ve attempts,  wi th
gritted t e e t h a n d  cl enched
fists. I f  you can pl ay before
buying, do so. Either way, pre-
pare yourself for a hard time.

Failing t o  replenish supplies (by
landing o n  o n e  o f  t h e  ma n y
helicopter pads) causes the chop-
per t o crash and thus  ends  the
mission. Landing on the pad at the
end of  the fourth stage reveals a
secret code which allows access
to the final three stages.

The final three levels are tackled
on foot_ Armed with a machine gun
the player traverses a swamp, bat-
tles through heavily defended bar-
racks, a n d  fi nal ly  as s ault s  a
bunker. Giant  toucans and gre-
nade throwing guerillas make the
going more difficult  in the marsh
section, and armed guards join the
fray by the t ime the barracks are
reached. The final level takes place
in t he bunker where t he doc u-
ments are being held.  Grenade
throwing soldiers  s warm as  t he
player t ries t o  locate t he doc u-
ments. Find them and the mission
is successful, fail and the results
are unthinkable

ENTATION
ntly laid out and pre-

• ted, although having to use
the space bar is awkward and.
annoying.

HICS 81%
bold. coburful and effe

SOUND 69%
Unusual and amusing treatment
of military jingles, plus good spoteffects.

HOOKABILITY 79%
Annoyingly difficult, but still
addictive

LASTABILITY 64%
Interest may wane after the mis-

on has been completed, but
's enough action to passime.

YAW .74%
Orbttant price

stages.

OVERALL 75%
A competent blend of game
styles which can be very frustrat-
ing but nonetheless playable

BEAMRIDER
Firebird/Activision, £1.99 cass, joystick only
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formed within the vicinity of
Earth and  beamer ships

are launching at tacks  o n  y our
home planet. You have been sent
on a mission to infiltrate the matrix
with a  s ingle a im in  mind:  t he
annihilation of all enemy craft.

Your vessel appears at the bot-
tom of the screen, with the matrix
disappearing into the distance in
front of  you. Cont rol is  achieved
via joy s t ic k ,  w i t h  mo v e me n t
limited t o  hopping lef t  and right
from one beam to another.

There are seven different types
of beamer ship to be dealt  with.
each with an individual attack pat-
tern. The most  important  are the
white saucers, 15 of  which must
be c leared f r o m e a c h  s c reen
before the next can be accessed.

Defending alien craft attempt to
remove y our s hip by  kamikaze
attacks -  collision with your vessel
being fatal. Attacks become faster
and more f requent as  the levels
progress.

Contact w i t h  y e l l o w
rejuvenators adds another ship to

can't s a y  I ' m
thrilled wi th this
ageing shoot 'em
up. T h e  ba s i c
graphics a n d

white noi s e  s ound  e f fec ts
don't inspire, and the repeti -
tive gamepl ay bor es after  a
few sessions. The action may
be fast,  but  shooti ng spr i te
after unimaginative sprite fails
to spark any enthusiasm, and
after a few plays the desire to
go and play something else is
huge. Okay, so this is budget
priced, but there are plenty of
other shoot  'e m  ups  i n the
range which put this to shame.
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I can see why this
was p o p u l a r
when it first came
out on the  64 -
and I'm sure it will

be in even more demand now
that it's at a budget price. The
basic concept is very simple -
and this is what makes Beam-
rider s o  a ddi c t i v e .  T h e
graphics u p d a t e  s m oot hl y
enough and give a perfect view
of 3D perspective. Control  Is
accurate a n d  e x t r e m e l y
responsive. Wi t h  a  budge t
price ther e is no excuse for
missing out on this old favour-
ite.

your reserve -  however,  i f  shot
they turn red,  and collis ion then
proves fatal.

When the necessary 15 saucers
have been destroyed, the Sector
Sentinel appears,  making its way
across the top of  the screen and
guarded b y  s warms  o f  green
suicide ships. Your vessel carries
three t orpedoes ,  launc hed b y
pushing t he joyst ick forward.  A
direct hit  f rom a torpedo causes
the Sentinel to explode, signalling
the bonus  sheet t o appear.  The
bonus awarded is according to the

Another  o f  m y
early f av ou r i t es
gets a new lease
of l i fe thanks to
Firebird. B e a  m-

nder is a very simple shoot 'em
up wi th strong Space Invader
overtones. Graphical l y,  i t ' s
nothing to shout about,  and it
Is starting to show its age, but
I still find it very enjoyable. The
main reason being that it's one
of those games which is not
limited b y  t h e  pr ogr am: i t
reacts as fast as you can. On
later l e v e l s  t h e  a c t i o n
becomes chaotic,  and realty
gets t he  adrenal in pumping,
making this a worthy addition
to anyone's blasting col lec-
tion.

level and  t he  number o f  ships
remaining_

The game may be played by one
or t wo players, wit h the mission
beginning f rom sectors one, five
or ten, according to preference.

PRESENTATION 63%
Two-player option, p a u
s .restart features, but sadt
high-score table.
GRAPHICS 38%
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alien movement.

SOUND 30%
No music and harsh spot effects
HOOKABILITY 59%
Simplistic and mildly addictive
blasting action.
LASTAIBILM 48%
Little variety, although the level
of difficulty is well graded and the
pace increases with proficiency.
VALUE 66%
Lots of cheap blasting on offer.

OVERALL 51%
An ageing but playable shoot
'em up, well suited to the budget
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TELEPHONE (0276) 66266 TRADE ENQUIRES (0276) 62677 TELEX 858199 Verran G

SPECTRUM SPARES COMMODORE SPARES
7)33 CPU 2.50 6510 Prccessor 12.00
ULA 60301 7.00 6526 CIA 12.00
Power Supply 6.50 6581 Sid Chip 15.00
ROM 7,00 901225 Graphic ROM 10.00
4116 RAMS 75 901226 Basic ROM 10.00
ZTX 650 .40 931227 Kemal ROM 15.00
ZTX 213 .40 906114 House Keeper 10.00
Keyboard Membrane 6569 V I C 18.00
Spectrum 3.00 4164 RAMS-Memory 1.00
Spectrum Plus 800 Power Supplies
Metal Templates 3.00 061 19.50
Keyboard Mats a 00 C16X 15.00
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erran MICRO-MAINTENANCE LIMITED

E U R O P E ' S  L E A D I N G
COMPUTER REPAIR CENTRE

FULLY COMPUTERISED TEST
AND PROCESSING PROCEDURES
Automatic Test equipment is used to assist in the repair of all
leading computer products. Many of these have been designed
and built by Verran and subsequently sold throughout the world.
The advanced technology allows us to offer our repair services at
rock-bottom prices to all our customers No one can match us in
performance and price.

Guaranteed reliability is one of the most important points in
the selection of who should repair your computer We are proud to
offer ow MI  MONTI  GUARANTEE. Within the first three months
we will repair any fault TRIM From three to sui months only half
the quoted trade prices would be charged if  your computer
developed a fault

To record the safe receipt and despatch of your computer we
have invested in the most advanced computer system available
Each customer unit is logged and checked before return. Whilst
your computer is in our possession, or in transit to you, our
insurance provides comprehensive cover

To be aseured that the service you get is the best available -
use Vet ran We always remember that QUALITY IS NEVER AN
ACCIDENT. IT IS ALWAYS THE RESULT OF INTELLIGENT
EFFORT.

SOAK RACK TESTING sub)ects your computer to a ngorous
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procedures like the soak rack ensure the high standard of service
our customers have come to expect

U N B EA T A B L E DISCOUNT
O N  AL L  C O M PO N EN T S

Over E500,000 worth of components currently in stock.
Unfortunately we are unable to display our complete

range, if you require items not displayed lust give us a call
on 0276-66266 and we will be pleased to quote including

debvery by first class post

All the above prices include VAT but please enclose a further El 50
post and packing on all component orders

OVER 3500 PRODUCTS
REPAIRED EACH DAY...
At our Head Office in Camberley, Surrey, we provide repair
facilities fo r leading companies such as Amstrad plc,
Commodore Business Machines, Sinclair Research, Rank
Xerox, Dixons, Currys, Boots, WH Smiths, John Menzies and
many more. Now we are going to offer you the consumer
high quality repair services at TRADE PRICES.

In the UK we employ 200 staff to fulfil our customers re-
quirements in a quick and efficient mariner. Factory space
of 32,000sq.ft. and offices in Switzerland and Germany now
make us the largest and most advanced computer repair
centre in Europe. Your computer and software is worth hun-
dreds of pounds - send it to Verran and you will undoub-
tedly receive the best service available.

FANTASTIC LOW PRICES
ON ALL LEADING COMPUTERS

To obtain a quotation on any other product Just call (0276) 66266
quoting the advertisement reference number.

(See bottonillett)
TO OBTAIN THE BEST REPAIR SERVICE AVAILABLE JUST FOLLOW THESE STEPS:-
1, Send you r computer secure/y packed, accompanied b y cheque, posta l order (made

payable to Ilerran Mtoro Maintenance Lid) or quote your Access or Barclaycard Number.
2 Quote the special offer reference number displayed at the bosom of this advertisement for

your ES Oil DISCOUNT on the trade lim e s.
LETTERS FROM OUR CUSTOMERS
-
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Mrs I Gilber t P lwr rath
?am extremely dPhghted and would like to thank you &gam tot the crusok and &Moen!' aervice
o f your company  Paul Ltnaia A te ,

e r r a n  M I C R O - M A I N T E N A N C E  LIMITED

UNIT 2H & 2I • ALBANY PARK • FRIMLEY ROAD
CAMBERLEY • SURREY GU15 2PL

ATARI
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A round-up of available American
football software, courtesy of
Julian 'Ice Tray' Rignall and
Paul Sumner

SUPER SUNDAY
Nexus, £9.95 cass, £14.95 disk
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program is  that  i t  allows
any two teams which have

appeared i n  a  Superbowl fi nal
since 1966 t o  play  against  one
another. Each team remains faith-
ful to its original squad, wit h the
players' names and their season
summaries (averages, distances.
completions, t ouc hdowns  e t c )
accurately reproduced,

As w i t h  a l l  o f  t h e  g a me s
reviewed in this piece, there is a
one o r  t wo  player opt ion.  Th e
former pits the player against an
'intelligent' computer-cont rolled
team. which in this case proved to
be of considerable talent. Fixtures
are contested over 20, 35 or 45
minutes of realtime action, with the
match beginning when this selec-
tion has been made.

A comprehensive status display
includes the current time, quarter,
down, yardage, ball posit ion and
the result of the last play. Although
detailed, the list is very straightf or-
ward w i th t he  cur r ent si tuation
always accessible at a glance.

Pressing any  k ey  br ings  t he
action screen into view, with a list.

fib& M i m i

of 11 offensive moves displayed —
three sneaks,  f ou r  rushes  and
three passes. The next necessary
choice is the scrimmage formation
selection. There are t hree vari-
ations: pro-set, three backs or four
receivers, one of which is chosen
to complement the particular play.
A quarterback and runner/receiver
are then selected to complete the
line-up.

A s imilar series  o f  opt ions  is
used t o  defi ne t h e  defens ive
movement. The init ial selection is
between o n e  o f  t h r e e  bas i c
defence patterns: run, pass or nor-
mal. Thes e are f ollowed b y  12
specialised defence set-ups, with
play beginning when all opt ions
have been chosen.

The action is displayed televis-
ion style, wrth the sprites moving
convincingly and responding per-
fectly to your commands.  Occa-
sional human errors including fum-
bles, intercept ions ,  f o u l s  a n d
injuries further enhance the feeling
of 'being there'.

One of Super Sunday's most
appealing factors is the selection
process' speed. There's w a d -

i

mg f or  t he program t o trunk or
slowly print  up  a  screen — t he
player s imply  makes a selection
and passes on to the next options
sheet at whatever speed he or she
sees fit. The options are basically

simple, b u t  incredibly  versat ile.
allowing t i l e  p lay er  p lent y  o f
choice and scope.

7  A mighty tussle on the goal line -a touchdown looks inevitable
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The instructions are excellent,
fully explaining th e  program's
thoughtfully designed and beauti-
fully presented workings. Add this
and the superlative gameplay to
the fact that there are 40 teams of
different capabilities (giving a total
of 400 different games), and you
end up with something very near

A Out-and-out action in Su#rituridey. Channel Four was never as
-

exciting as this

the American dream (the football
enthusiasts variety that is).
JR

Super Sunday is one of the easiest
American football games to use,
yet despite its simplistic structure
it contains every single element of
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the game. You take part  in every
single play ,  wi t h  t h e  out c ome
always dependent on your choice
-  not on a random computer-gen-
erated element ,  T h e  c omput er
provides a worthy opponent, even
attempting a field goal when there
aren't enough seconds lef t  for a
successful d r i v e !  R e a l i s t i c
graphics have never really been
achieved successfully in an Amer-
ican football program, but  Super

PS

GFL CHAMPIONSHIP F O O T B A L L
1 4 11111Activision, E9.99 cass, £14.99 disk
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Championship Fo o t b a l l  's
major feature, w i t h  t h e

action displayed via an unusual
'through the helmet' 3D view. The
player becomes involved in every
play, wh e th e r a t tacking  o r
defensive. taking a central role in
the proceedings. Th is arcade-
orientated a c t i o n  i s
complemented b y  a  strategy
section involving the planning of
offensive and defensive moves.

Initially, two teams are chosen
from the 28 provided, and the
duration of each quarter is set at
either four or seven minutes. With
these parameters set, the match
begins.

The screen is split into three
display areas. The largest shows
An attempt at a field goal a t  that distance71

match details such as score, time
elapsed, timeouts and the ball's
position, while the others contain
a comprehensive and extensive
list of offensive an defensive plays.

At the beginning of an offensive
play the user scrolls through the
list and chooses a me n oeuv re. The
screen displays a view through the
player's helmet and the computer
quarterback yells instructions -
although the speech is grating and
somewhat garbled (a b it  like a
Dalek with marbles in his voice-
box). When play begins, the player
uses the joystick to follow a series
at arrows at the bottom of the
screen -  faiiure to comply results
in a  swift tackle o r incomplete
pass.

Defensive plays are chosen in

Sunday gives you well animated
graphics arid a decent smattering
of  colour. Quite simpiy, this is the
most realis t ic  a n d  atmospheric;
American football game on the 64
so far.

PRESENTATION 95%
User-friendly and includes all of
the game's many aspects.
DISPLAY 82%
Very convincing. A little on tha
thin side, but successful in

1 generating all the excitement of
an American football game.
PLAYABItsry 93%
A joy to play, combining depth
and simplicity perfectly.
AUTHENTICITY 96%
Oodles of correct facts and
figures, 40 authentic teams and
gameplay which strictly adheresto the rules.
OPPONENT 92%
Plenty of scope and variety, with
the computer having the ability
to play any of 40 teams.
VALUE 88%
An essential and worthy buy for
any American football fan.
OVERALL 92%
A superlative product - the best
football simulation on the mar-
ket.

A  Fi r st  down and inches a  receiver's eye view of the action
the same way, although the player
doesn't partake in the action and
Is forced t o  wa tch  f ro m a n
offensive player's viewpoint -

often a nail-biting situation.
Other moves, including the kick-

off, punt and 'extra point plays' are
also executed in the first person
with the player taking the role of
receiver o r  kicker. When t h e
opponent is punting or going for a
PAT, the player's job is to break
through the line and block the kick_
Following each move, the screen
reverts t o  The tri-display andanother is selected.

It must be stated that this is an
admirable attempt at an original
idea, but unfortunately there isn't
quite enough freedom within the
arcade sequences. Most moves
are rigorously dictated b y  the
arrows. and  there's very lit t le
variety in the moves that do allow
the player a free reign. Having said
that, there's an excellent tactical
simulation in  there, appreciated
best wh e n  t w o  humans a re
toggling the joysticks. Try it first
before exchanging any cash.
JR

11
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TOUCHDOWN FOOTBALL
Ariolasoft, C9_95 cass, E14.95 disk

PS

T ouchdown Foot ba l l  giv es
the user a direct hand in the
play by  let t ing h im o r  her

take direct  joyst ick cont rol ov er
one of the players. The match is
played over a scrolling panoramic
pitch, wit h t he durat ion of  each
quarter set  between live and 15
minutes. As soon as the t ime fac-
tor has been decided the players
appear and a  coin is  tossed t o
determine who kicks off.

Play action is chosen by moving
the joystick in one of eight direc-
tions, each signifying an act ion.
and pressing the fire button select-
ing it .  From this  choice another
eight specialised moves are made
available and one is  selected in
similar fashion.

When the move has been plan-
ned it is started with a press of the
fire button. The ball is  thrown to
the quarterback, who catches it
automatically. Joystick control is
then handed t o  the player,  who
can move the sprite anywhere on
screen. Pressing t he fi re but ton
throws t h e  ba l l  t o  t he  play er
defined i n  t he  opt ions  screen.
When on the defensive, one of the
linebackers is placed under joys

This is without  a doubt  the most
graphically Impressive o f  all t he
gridiron games. The look is  very
realistic and solid, endowing the
multitude of  moves with a great
atmosphere. The t rouble is that I
only really felt a degree of control
over a  f e w  o f  t h e m,  a n d
consequently found myself getting
frustrated. The one player game is
rather boring and unaddictive, but
the two player opt ion provides a
lot of  fun and a g a t  degree of
challenge. itb
PRESENTATION 90%
Slick and thoughtful all round.
DISPLAY 90%
Convincing 30 graphics relate
the action extremely well
PLAYABILITY 76%
Somewhat limited and repetitive
arcade screens, but the tactical
game is line.
AUTHENTICITY 95%
The rules are strictly adhered to.
and the execution is very realistic
all-round.

OPPONENT 93%
The computer is a tough nut to
crack, with twenty-eight varied
teams to challenge one another.
VALUE 79%
A good investment for those who
are unable to partake in the sport
-  and wish they could.

OVERALL 82%
Plenty of padding surrounds a
fine strategic game. Try It out if
you think you can stand the play
limitations.

tick control.
On paper, this looks like some-

thing really  special, but  unfortu-
nately it just doesn't hang together
at all.  The graphics  are nothing
short o f  appalling -  the players
look l ik e a  convent ion o f  hun-
chbacks, t he  animat ion is  poor
and the scrolling is reminiscent of
a m a j o r  e a r t h  t r e mo r .  T h e
response to joystick is very s lug-
gish indeed and consequently the
program i s  f rus t rat ing t o  play .
What the programmers are trying
to achieve is admirable, but unfor-

released by Activi-
sion back in June of 1985,
this f orerunner t o  GR. .

Football was one of the first fully-
blown American football games to
appear on the market. Now it has
been exhumed by Firebird, and is
reappearing on their budget label,
along with On-Field Baseball and
On-Court  Tennis.

The player chooses a quarter-
back, wide receiver and tight end
from the footballers on offer. Each
has dif ferent characterist ics and
thus p lay  i s  af fec ted b y  t heir
abilities and disabilit ies.

Control is  executed In s imilar
fashion t o  Touc hdown Football,
with o r e  t eam member  placed
under joystick control.  When the
play is  over, the next is selected
from an unwieldy and overcomplo-

1

tunately t h e  playability  element
has fallen somewhere along on the
wayside -  a shame because the

construction and p r e s e t i o n  isotherwise neat.
JR 1

1I'm not  very impressed with this
ugly simulation. The graphics are
chunky and the player's animation
is unconvincing. Play is slow, and

v  Both teams huddle in preparation
v for  a play

r4r--
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ON-FIELD FOOTBALL
Firebird, E1.99

cated series of options. Defensive
plays are also chosen us ing the
same m e n u  s y s t em,  a n d  a
linebacker is placed directly under
joystick control.

On-Field Fo o t b a l l  i s  t h e
cheapest American football game
on the market, but it's ills° one of
the oldest  and most  unplayable.
The graphics are terrible, and the
players look like little fat Lego men.
Even worse is the fact that there
are only four players per team -
what a jokel The computer oppo-
nent always  reacts in t he same
way, so as soon as you work out
the move which gains  the mos t
yardage it  can be repeated t ime
and t ime again y . .
JR

despite the easy to use menus
Still f ound my s elf  get t ing f rus -
trated. Th e  arcade sect ion fads
miserably, and you're left with a
pretty unconvincing and unaddic-
five simulation.
PS

PRESENTATION 88%
Very easy to use menu system
and well written instructions.
DISPLAY 34*/0
Poor, with chunky and unrealis-
tic sprites battling across a pitch
which suffers regular earth-
quakes.
PLAYABILITY 39%
The characters are slow to move
and sluggish to respond to the
joystick -  frustration sets in
swiftly.
AUTHENTICITY 82%
The rules are strictly adhered to,
but the players are unrealistic in
their movement_
OPPONENT 78%
The computer is challenging, but
not unbeatable.
VALUE 39%
Grossly overpriced for what's on
offer.

OVERALL 45%
A nice idea let down by its awful
looks and playabihty.

I d idn' t  s ee t his  t he  fi rs t  N
around - and I'm glad I didn't. The
whole package is badly designed,
comprising an unwieldy menu sys-
tem, a  pathet ic  and predictable
computer opponent who is a cinch
to beat, awful playability and terri-
ble graphics. Okay, so it s  budget
priced, ',t it personally don ' t  even
think it rates as budget material.

PRESENTATION 40%
Badly laid out, with a cumber-
some menu system and little
thought for the user.
DISPLAY 29%
Bland and blocky sprites add
very little to the action.
PLAYABILITY 27%%
Clumsy menus and awkward
control method for the players.
AUTHENTICITY 43%
The presence of rules is marred
by t he fact that there are only four
players per team.
OPPONENT 25'
)
/0
A complete cabbage. A doddle
to beat within one or two plays.
VALUE 43%
The lowest priced, and the low-
est rated

OVERALL 34%
A boring simulation which offers
little playability, depth or action.
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SUPERBOWL
Ocean, E9.95 cass
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cally out of date, being the
'officially licensed' game

of the 1985/86 Superbowl (New
England Patrio ts v s  Chicago
Bears), i t s  still neat, combining
simple strategy and arcade action
to bring home the thrills of the sea-
son's mo s t  important match .
Superbowl is designed for both
the novice and expert, and comes
with an audio cassette explaining
the rules. The emphasis is on the
player's ability to control the action
directly via the joystick, rather than
setting out the moves and watch-
ing the computer depict the ensu-
ing results.

The action is controlled through
a comprehensive series of Pop-
down menus, with the player to be
put under joystick control chosen
when the move has been selected.

Now the action turns to the right,
where an aerial view of the football
field contains pathetic miniature
dots to represent the players. A
press of the tire button 'snaps' the
ball to the quarterback, and the
player guides his on-screen coun-
terpart through the  hordes o f
opposing players. If a passing play
has been selected beforehand and
the quarterback hasn't passed the
line o f  scrimmage, the  ball i s
passed by pressing the fire button.
Control automatically passes to
the catcher as soon as he receives
the ball.

A window expands on the left
hand side of the screen after each
play, replaying the entire move
using three-quarter screen high
characters, just like you'd see on a
giant scoreboard. If you don't wish

ead Coach is a transatlantic
Football Manager-style pro-
gram in  which the player

takes control of a team and aims
to win the Superbowl.

To begin, the player picks a
team and sets their skill level;
either Novice, Rookie, Veteran or
All-Pro. The 32-man squad con-
sists of offensive, defensive and
special teams, listed on separate
screens which show each player's
age, skill rating, fitness and form.

A Midweek section gives the
coach an  opportunity t o  swap
existing players tor those available
on the open market. This trading is
followed b y  a  build-up to  the

1 weeks' game. including a displayot the opposing teams strengthand vita l statistics. Th e  su b -
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to see this, a simple press of the
fire button skips to  the set-up
menu.

While defending, the allocated
player can either move into an
intercepting position or mark an
opposing player in a tnreatening
position. Punts and kicks are exe-
cuted b y  wiggling the joystick
back and forth t o  increase a
'power bar, and pressing the fire
button boots the ball when enough
energy has been accrued.

Superbowl is an immediately
impressive program which is well
designed a n d  beautifully p re -
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sequent team selection is a rather
iong-winded and du ll process,
made more annoying by the slow
moving cursor and huge keyboardbuffer.

The action takes place on a rep-
resentative pitch with the players
depicted as inanimate matchstick
men. Eight different actions (four
defensive and four offensive) are
made available, and the result of
each move is ineptly play-acted by
the skinny on-screen counter-
parts. This portrayal is completely
unconvincing, with  lit t le  player
movement a n d  variation f ro m
move to move. Further still, the
duration of the play is never longer
than a  second o r two, and the
diabolical graphics fail to generate
any excitement, action or atmos-
phere -  three vital factors. Worst
of all is the unforgivable disregard
of the rules- if a team fails to prog-
ress ten yards within two downs
the b a ll changes possession.
Where have the third and fourth
downs gone?

The match is  played straight
through (without quarters o r
halves), and is quickly followed by
the week's results and league

sealed, but has one fundamental
flaw -  it s  inability to  compete
against a human. The computer
opponent is a complete pushover
for anyone more than a complete
novice, and consequently the one
player game becomes boring very
quickly. However, as a two player
game It's superb -  a true arcade
style head to head battle. Go for it
if you have a human handy to chal-
lenge you.

When Superbowl came out a
ago I was astounded by its slick
presentation and ease o f  use.
However, compared to its current
competitors it's really very superfi-
cial. The lack of variation probably
puts paid to any lasting satisfac-

tables. At the end of the 12 game
season, six division winners and
one extra team from each confer-
ence enter a series of play-offs to
determine the Superbowl finalists.
Following a rest period of 20 days
the next season begins.

A LOAD/SAVE option operates
throughout. and on the whole the
game structure is superb. The idea
of picking teams and progressing
from season to season is great but
unfortunately the execution is very
poor. Inaccurate, frustrating and
boring gameplay. annoying delays
and over-complication ru in  a
potentially brilliant product. d i pJR

can't rea lly se e  a n y  se lf -
respecting American  fo o tb a ll
enthusiast taking Head Coach
seriously. Behind the complicated
facade o f  team selection and
status checking lies a very simple
game. The gameplay includes anumber o f  inaccuracies -
includhng the 'two down play' and
lack of quarters -  and the choice
of moves is comparatively limited.
What niggled the most is that if
you're supposed to be the head
coach, why don't you have more
control over the game - such as
the power to call a time-out? Head
Coach is irritatingly inexact and
and frustratingly limited.
PS

PS

tion, as there are only two teams to
choose from and the game screen
is very simple. The graphics are
pleasing and the replay sequences

amaze me  today, b u t  the
atmosphere could still have been
improved - perhaps by some bet-
ter sound effects. Superbowl is a
good choice for newcomers, but
The more hardened fanatic could
be disappointed by the lack o f
depth. •

PRESENTATION 93%
Easy to use menu system, com-
plemented by the useful audio
cassette instructions.
DISPLAY 74
1
)/0
The main playing screen
graphics are pathetic, but are
more than compensated for by
the superb replay screens.
PLAYABILITY M%
Best played with two players -
the computer opponent is totally
inept.
AUTHENTicrn
, 8 3 %All the razzamatazz and pomp of
the occasion have been suc-
cessfully captured.
OPPONENT 23%
Sadly, the computer opponent
plays like an idiot.
VALUE 76%
A glossy package with a favoura-
ble price tag.
OVERALL 80')/0
A brilliant two player game, but
only a novice would find the
computer opponent challeng-
ing.

-At
PRESENTATION 56*10
A good set of options and
excellent structure are tarnished
by the slow and cumbersome
execution.
DISPLAY 21%
Tiny, inanimate characters are
used to portray the action, and
very unconvincing they are too.
PLAYABILIIY 39%
The limited moves provide very
little player involvement, and
frustration sets in all too quickly.
AUTHENTICITY 35%
Some important basics of
American football have been
needlessly left out, and player
names are rather unrealistic.
OPPONENT 81%
Effectively 12 different teams
which can be tackled over four
different skill levels. Sometimes
the computer's advantage is
occasionally gained through the
limitations of the game rather
than its own skill.
VALUE 31%
Overpriced for a fundamentally
flawed simulation.
OVERALL 37%
A nice idea, but it looks hopeless
and antiquated beside the likes
of Super Sunday.
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MENTAL::
PROCREATION!
Monday 13th April
It's about time I had a proper pause mode in the
game, so that I can return to the title screen, or
quit to the monitor properly. All I have to do is
round up the routines that ought to be left run-
ning in pause mode (colour updates for instance),
and ensure that no routines involving object
update are called. As mentioned last month the
sprite display system (or multi-piexor) expects
new sprite positions to have been calculated every
cycle to ensure smooth movement During pause
mode everything should stay still (partly so that
magazines can take screen shots), so the easiest
way to achieve this is not to call the movement
routines. Trouble is, the sprite system then
receives no information regarding sprite posi-
tions and shuts down, so they all disappear- not
good.

Tuesday 14th April
The interrupt-driven sprite system was slightly
amended to tell it to use the previous sprite posi-
tions if no new ones arrive. I can therefore now
pause the game or carry out mega-long calcula-
tions in the knowledge that all the sprites will
remain on screen. They may not move a lot, but
it's better than disappearing completely. Thus
the pause mode is now implemented. Work has
also continued on the control mode to allow the
ship to be steered whilst operating its engines.
The three parallax star-fields all move at different
speeds and can be made to spin quite merrily.
The ship's speed will vary depending on configu-
ration and engine mounted, but [don't want any
sluggish combinations. I hate games where the
control mode prevents you from doing the job in
hand.

I also enhanced the object handler to ignore
non-existent objects rather than process them
anyway. I used to have to hide them off-screen! I
have created my first three classes of object:
I. dead objects.
2. fixed on-screen objects.
3. docking bay sprites that move away from the

ship.
This completes the un-docking sequence so

the main port slides off the screen as you leave it
-it 's better than having it following you around.

One design change now has the ship positioned
on screen left to give a larger area in front of the
tractor beam unit at the ship's right.

Thursday 16th April
Put in some of the text for the title screen and high
score table. With the giant-sized text and only
two lines of characters available I shall only be
able to print one line of the Hall of Fame at a time.
This does have the advantage that !don't have to
fit the whole table on one screen. I will allow for
ten entries for now, eight digits per score andthree letters of initials. There's not room on one
line for a full name.

In preparation for the title screen I had to
define some more characters: the joysticks and
player symbols and a double width space. [also
put in the colour and monochrome symbols, but
I just remembered that I won't be needing them
because there won't be a colour option this time
- it isn't necessary. Carefully planned painting
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By Andrew Braybrook
and decorating will make the game work on either
type of TV.

I also put in the tractor beam firing mechanism
which spits out a sort of cloud, but I don't like the
graphi‘...; I  may change the whole routine to run
that if  the graphics require it. It's no good just
putting up with a routine because you sweated
blood over it -if  it doesn't work then it has to go.

Tuesday 21st April
Put in some more text for the title screen and a
high-score decode table. I may need to put in a
save to disk routine and it's best to keep the
amount to be saved as small as possible - we all
know how long the breeze block takes. As long as
I can decode this data ready for screen printing
fairly quickly I can put in ten entries quite hap-
pilv, maybe even 20. I like full zero-suppression
on scores, it gives a more professional look - bet-
ter than hundreds of leading zeroes. After all, cal-
culators stopped displaying leading zeroes soon
after the Sinclair Cambridge, and that was back
in the 14th Century!

I've also put in the redocking sequence except
that the docking bay sprites that scrolled off so
nicely arrive back on screen in a state of minor
disarray. Well, all right - a complete shambles!
This smells of an index to the individual parts get-
ling corrupted somehow,

Wednesday 22nd April
Yesterday's corrupted docking bay was caused
by what we technically refer to as 'raster over-
run'. Put in layman's terms that means 'trying to
do too much in too short a time'. I always won-
dered what would happen if I ran out of CPU
time. This was caused by attempting to fade out
the grids while running 21 sprites. I don't actu-
ally need to do this as the sprites are held off-
screen anyway, so [just set them up after the
fade-in instead of before.

Tried putting in larger front-layer stars, but
they looked too square. Changed the tractor
beam to be more of a Defender
-
type  l a s e r .  
T h i s

required a total rewrite of the firing routine but it
looks much better. The process involved
required first working out the routine, testing it
and finally tuning in that is, slowing down some
animation to alternate game cycles so that it is
more obvious what is happening. I considered
making it a continuous beam for repeated presses
but it loses its effect. I rigged the control mode to
fire the tractor beam from either the unit itselfor
from the engines section, which removes the
necessity to keep running across the ship all thetime.

I also had to increase the time taken to initiate
the dematerialisat ion, as it was triggering too eas-
ily by accident. There's nothing worse than
dematerialising to another part of the universe
just as you are nipping out for a cuppa. There are
quite a number of functions allowed to the joys-
tick while in the engine section, about the same
as in Paradroid (move, transfer and fire).

Thursday 23rd April
Did some sprites for the photon weaponry. I
think I'll use three different brightnesses or col-
ours and a number of different sizes and sound

effects for them. This will enhance the difference
 between the weapons system. The enemy will be
using similar weaponry.

To implement the weapons I need to set them
upon the ship, so I've been working out what sort
of a system I need to select new lumps for the
ship. I'll need an installation system, a 'commis-
sion parts to be built' system, and a 'scrap exist-
ing parts' system.

Monday 27th April
Started putting in the self-fired weaponry. There
arc three stages of initialisation to co-ordinate.
First, the original ship layout set-up which
decides what weapons are available, then the
individual gun details have to be accessed when
the weapon is activated, and finally the actual
firing of the weapon to initiate a bullet. This
caused some confusion as the chances of a game
still working is inversely proportional to the
number of instructions added. So [ decided to
forego the first stage of weapon set-up. as this can
be rigged to work using the monitor.

Had a long duel with the assembler again when
it decided that [wasn't allowed to modify some
code at a Procedure Name. All subsequent labels
were apparently not in the same places on the sec-
ond pass. How does it know? And why is it look-
ing an!Avay? ST and [ decided that the assembler
is suffering from bad programming_ I put in a sec-
ond label at the same place as the first and now
it's happy. reckon that will probably earn the
assembler the Mickey Mouse award for April.

Tried out the weapons system. Bit of space sta-
tion drifted out of the guns in a fairly random
direction. Two different guns produced different
effects a l l  wrong, but still D e c i d e d
that it's time to print off a few routines for refer-
ence. Going grey wailing for printout.

Tuesday 28th April
Fixed the bugs in the bullet routine. It's much
easier when there's a listing in front of you. The
sequential firing gun is a bit of a disappointment
-  it works so well on the title screen, releasing par-
ticles one or two cycles apart in a circular
motion b u t  the simultaneous firing makes
up for it. Four or eight bullets released in a ring
for mucho devastation.

By dinner-time the fundamental flaw had
reared its ugly head. The control mode is basic-
ally unwieldy and generally all-round difficult to
use. A quick pint down at The Chequers soon
sorted this out. The problem was that controlling
a weapon system means leaving the engine sec-
tion COch Cap'n'). Thus you're left as a sitting
duck on the screen just hitting fire for all you're
worth, with no means of movement, just relying
on the meanies walking into your line of fire- not
particularly exciting, 1 trust you'll agree.

The solution is to allow movement of the ship
from any weapon system. This allows movement
while not firing, and temporarily locks out move-
ment while giving the enemy a pasting. The latter
ensures that you don't fire a joystick-directed bul-
let and immediately hare after it. By locking out
the movement I only mean that it won't allow alt-
erations to the current direction, not that the ship
will stop! This also frees up the functions on the
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engine unit, which is now only used to
dematerialise back to the docking bay. I can also
remove the fire tractor beam from the engine
room routine which was attempting Co cover up
the inadequacies of the control mode.

The assembler definitely gets the April Mickey
Mouse award for producing buckets of error mes-
sages on lines of perfectly good code, just for mis-
sing out a simple directive on a preceding line
which it could have assumed to be present if it had
any idea about user-friendliness_ Even the
COBOL compilers on the IBM mainframe could
cope with this one, and they just love producing
error messages like: 'Full stop missing, assumed
present', followed rapidly by: 'Superfluous full
stop encountered, assumed not present!'

Remind me to write the next game in COBOL
- it's wonderful!

Wednesday 29th April
I put in the system block display routine today.
There can be up to eight system blocks on the
ship's hull which carry out various functions and
enhance the ships capabilities. There's a twirly
energy display and a current charge indicator.
This routine also handles system block explosion
animation, and runs at one frame every four
cycles. So, by doing the animation on cycles
based on the block number, it won't have to run
more than two explosions at once. It doesn't seem
to cat much CPU time anyway. III ran it on inter-
rupts it wouldn't take any time at all because as
every programmer knows, the way to save CPU
time is to run everything on interrupt. This takes
no time at all because interrupts are free. As soon
as an 111() is detected the CPI2 immediately
switches to 20 Gigaiiertz mode. Only kid-
ding I ' m  just bored of people telling me that
they 'run the scrolling on interrupts', or 'poll the
joystick on interrupts' - it means nothing but it
sounds impressive.

Back to the system blocks t h e y  can have
different colours, which requires colour RAM
lipdate, so the addresses of these have to be noted
by a previously executed routine which set up theship s data. Colour RAM and screen RAM loca-
tions are mathematically related, and the assem-
bler is awfully good at subtraction so this is no
problem.

I had to optimise the grid fade-out routine to
make it run faster, the docking sequence was run-
ning out of time, as indicated by my coloured
order stripes, By optimise I mean fiddle it to exe-
cute quicker, which usually involves doubling
the amount of code or using self-modifying code
or both! I wish to admit here and now that self-
modifying code is disgusting and very difficult to
debug, but a good assembler makes mistakes less
likely. There's nothing like a good assembler,
and my assembler is nothing like a good assem-
bler!

Rounded off the day by amending the sprite
editor. It has a really w h a t ' s  the word
' unusual* selection of default colours- white pur-
ple and cyan, It also uses the border to indicate
which colour you're painting with. This is rather
silly, as a bright border completely alters the on-
screen colours. These problems were fairly easy
to solve as they all use the VIC video registers, so
(just had to look for where it set the border colour
and tell it to use black. The editor also has an
annoying habit of printing in black, regardless of
background colour. On a black background this
is no use to man or beast - hack!

Friday 1st May
Started putting in the weapon and system selec-
tion routine which includes total ship replace-
ment, commissioning, installing and scrapping
of weapons and systems. I will need a means of
regulating real time so that units can't be commis-
sioned quickly by cheating. The selection
mechanism must cross-check various lists of
parts available, with parts being built and spaces
on the ship to fit all these goodies.

I got out the Paradroid listing to see how the
console logging-on routines worked. Morpheus
will be allowing updating of data, so it must be
done carefully, Maybe it should just produce
update records for the overnight batch to run?

I'll confine all input to joystick only, and with-
out an on-screen pointer. Although I am more
sympathetic to mice and icons these days, there's
a time and place for everything. I wouldn't use

them iust because they're fashionable-they must
be functional.

I've got it displaying the right headings so far,
and for most of the categories it studies the
appropriate data and reports whether there are
systems or weapons available or present. It's
taken me a long time to figure out how to clear the
sprites from the previous screen. After all the
trouble with them disappearing when there
wasn't time to update them, now I can't get rid of
them! Even brute force and ignorance didn't
work the first time. Got rid of them in the end
though - I'll not be outwitted by a couple of
sprites.

Tuesday 5th May
Chief test pilot and critic Robert Orchard had his
first look, the atmosphere was not entirely unlike
a Del Monte advert. De Man from Del Monte
he say: 'control mode eez not working viers
, 'We also decided that the ship is too wide. Sug-
gestions of allowing it to flip onto its side to fit
through narrow gaps were severely dealt with.
The weapons are too near the edge to see the full
effect, and meanies approaching from the top do
not give enough warning.

So today is shrink the ship day. I removed the
connecting tunnel to the weapon stations and cut
down their width. The only reason they were so
big to start with was to allow me to separate the
harsh white highlight along the top edge from the
coloured weapon ports. In the event I made the
weapons ports white as well sof can combine thc
two in the same graphics space. A full-width ship
is now reduced to 13 characters high from 19. It
looks a little more streamlined now. One of the
effects was that the ship passed over the grid,
which it doesn't do in its present form, as it
doesn't reach. I moved the grids in slightly to
restore that effect. This made the docking port
sprites look overly large so I cut them down too.
I had wanted to reduce the number of sprites on-
screen anyway. The game has to run on an NTSC
C64 as used in the good ole US of A. Their C64s
run about 16% slower on raster-synchronised
games because their TV sets have to spit out 60
frames per second as opposed to our 50. Offset by
this is the fact that their C64s actually run slightly
faster (not a lot of people know that). Thus every-
thing I run in the game for the European version
has to have 16% spare time at least. I can use that
time for increasing sundry items like the number
of background stars, anything that can be altered
once the game has loaded in and had a chance to
sniff around and adjust to its surroundings.

I've also been tuning up the control mode. It's
now a maze of delays and decisions, all in an
attempt to make it transparent to the player. I rig-
ged the weapons to remember the last-fired direc-
tion to reduce joystick-bashing. It also helps to
differentiate between the functions of firing or
leaving the weapon. I sometimes wonder whether
I should keep a badly tuned version around to

t w  A small ship fires two deadly toothpaste tubes. which are qtAcitiy7  decaying

emphasise the fact that the game has actually
been tuned up properly.

managed to wreck the starfield completely in
an attempt to improve its randomness - all the
stars went and hid off-screen! Further adjust-
ments put all to rights, so now the stars are tied
to the screen with no extra off-screen areas. Any
star leaving on the left will arrive on the right, but
at a different height. Similarly, stars are re-shuf-
fled vertically. The only purpose of the starfield
is to give an indication of speed and direction,
which it does admirably. Having done this I can
reduce the number of on-screen stars from 30 to
18 and it still looks like the original number.

ST and I have devised the ultimate cheat mode
to incorporate. The most comprehensive POKE
of all time. Just hit any key on the keyboard, the
score will set to all nine and it will print 'GAME
OVER'. Just what is the point of an infinite lives
POKE? The game is supposed to be challenging
entertainment, not a boring wander through the
graphics. If you want graphics, go and watch a
film. It's not winning that counts, it's how you
play the game.

Wednesday 6th May
Adjusted the starfield again to produce more dis-
tant particles and less close ones. This should
enhance t he effect of depth. I couldn't really spot
the difference, but at least I feel better knowing
that it's doing it properly.

I've put in the hull selection system but left out
the bit where I have to pay for it. This makes the
testing easier. The actual gameplay mechanism
just gets in the way of program debugging.

Thursday 7th May
Put in some more code for upgrading the ship,
namely selection, installation and scrapping of
on-board systems. This appears to be working
after a fashion. It did hiccup a couple of times and
actually crashed the machine, something that
rarely happens these days.

Eventually disaster struck. I filled up the 384K
RAM disk on the Opus with assembler files, so
the marvellous assembler just quietly gives up. It
doesn't actually report an error that it couldn't
finish writing a file, it waits until the next stage
falls over when it unexpectedly reaches the end
of the file. A massive re-organisation followed to
split the main code into two smaller lumps. This
involved isolating the code that is unlikely to
change from the stuff that I'm still working on.
Of course, saying that a piece of code is finished
is a guarantee that it'll need changing tomorrow
at the latest, but it's time to be brave. This makes
the assembly time shorter as well -it was getting
boring, taking over two minutes.

Having a lot of trouble linking the two modules
together. All my routines have gone undefined,
even though I can see them in front of me. Come
seven in the evening, ST and I suss out what it is.
In order to not have to key in all the routine names
to make them known to other modules you can



mia A Getting bigger • t h e  ship has now almost reached its full size - with
three extra weapons and new streamlined weapon pods, the lowerfiring bullets in eight directions

Friday 8th May
This scrap weapon facility is causing an
embarassment, It's elevated itself to a 'scrap
whole program' facility! I'm not entirely sure
why this is, n e e d  to look at a listing.

Meantime the select system facility requires
that I display an individual system. I can only dis-
play eight at once and some configurations
require that I display nine on screen, so I'll have
to convert the character data into sprite data. The
way I've organised it requires colour changes by
adding one to each bit pair in the bytc with no
overflow, for the multi-colour data. Rather than
painstakingly separate each bit pair in turn, I
worked out the logical operations to achieve this
in one go.
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A  T h e  largest sh pp with a full complement of weapons, firing three wide
a &  bullets from the front, Note damaged system (crater, lower right)
just put 'ALLPUBLIC' which says that all the
names encountered will be made available. How-
ever, this marvellous option doesn't pick up pro-
cedure names, which is what most of my routines
are. Apparently sometimes procedure names are
labels, and sometimes they're not. You can
JUMP forwards to them but you can't forward
reference writes to them. You can make them
PUBLIC by naming them one by one, but not by
declaring them public all at once. This makes the
Avocet AVMAC.65 assembler a dead -cert for the
May Mickey Mouse Award, the first to hold it for
two months in a row. I can't see anything beating
this!

Andrew Hewson came along to discuss busi-
ness and declared Morpheus to be 'Eccentric'. I've
no idea whether that's good or bad!

Monday I lth May
Discovery of the day: my new programmer's cal-
culator has a delete key on it, so no longer do you
have to re-key the whole ten-digit number if you
make a mistake - brilliant. How come it's taken
this long?

Mr Penn himself rolled up yesterday with Mr
Liddon but I didn't have Morpheus at home so
they didn't see it. It can be very dangerous show-
ing the press very early versions, even if he was
on holiday. The freshness of a game wears off, I
never did get my Gold Medal for Undisoal
Nevertheless Mr Penn suggested a recoiling gun
at the front, while Mr Liddon suggested finding
some food! I'm all in favour of recoiling guns, so
20 minutes of updating the code and the recoil
mechanism is in and working. It's quite a small
gun anyway but it comes under the 'nice touch'
heading.

Found the bugs in the install and scrap sec-
tions. 1 was tying myself in knots trying to ensure
that the right messages appear on screen, supres-
sing later ones in favour of important early ones.
This resulted in sometimes not resetting internal
pointers, so having installed the last weapon it
still thought there was another one left, so it

picked up rogue data and fell base over apex.

Tuesday 12th May
Finally completed the set of ship enhancement
features. The game now allows all functions to be
used without having to fiddle anything. I haven't
vet put any restrictions on commissioning new
ship parts. If I put in the bit where you have to
pay for them, I'll need some money, which is
derived from points scored - but there's no way
of scoring points at the moment!

I keep running out of RAM disk space again on
the Opus, it's just not big enough for a growing
program, and certainly not enough for a grossly
inefficient assembler.

I had to move the text bars further apart to
allow more of the weapons stations to be visible.

In order to control the time taken for units to
be built, the game notes how long you've been
flying the ship. Pausing Iva/stop the clock, so it's
no good leaving it paused overnight to get the
extra weapons built! I'm just wondering what
units of time I should use - days I suppose. I'd
rather use something more mystical, like the
Dalek's 'Rels' - they use them to measure every-
thing: time, distance, energy, mass, the lot. It
must make Dalek Physics lessons much shorter.

I'd just like to add my two penn'orth to the
'which 16-bit machine should I buy to play games
on?' argument. Let's get some facts sorted out
I There  are as many arcade games out for the

Amiga as for the ST, mainly due to the higher
numbers of Amigas in the US. Al the moment
you just have to search harder to find the
Amiga software.

2. The  Amiga hardware was designed primarily
by the designer of the Atari 8-bit hardware
(Jay Miner, a very clever guy), and is aimed
at doing all the things that games need to do,
smooth scrolling, manipulating large graphic
images quickly and producing high quality
sounds.

3. The  Atari ST contains iust enough hardware
to make it graphically superior to most 8-bits.
It has a large colour palette, but cannot
smooth scroll using hardware. The only
smooth scrolling possible will thus he limited
in colour, vertical only, on a small area or very

Sonically it has a very old chip
indeed, as used in the Amstrad CPCs and
Spectrum I 28s, not as powerful even as old
SID.

4„ Despite what Commodore still maintain, the
Amiga chips were designed with games in
mind and will be used as such. How much
business software uses four voice stereo
sound? Or smooth scrolling?

There will be some great games appearing on
both machines, some already have, but anything
the ST can do, the Amiga can do equally well,
usually better. The reverse will never be true,
provided programming standards are similar. In
conclusion I would say that the Amiga to the ST
is like the CM to the Spectrum.

Wednesday 13th May
Added one or two new graphics to the set of on.
ship systems which look quite nice. It's difficult
to come up with a whole set of graphics which all
look different but have to blend in with thc same
surroundings, but I'm sure you don't want to
know about that! I've started to organise theeco-
system' within the game for the meanies. Each
level will be played over two alternating phases
with the ship able to commute between the two
via the docking bay. I want to create different
atomic-style structures of a central charged
impenetrable nucleus surrounded by charged
particles that have to be recharged by a charge-
carrier that shuttles between them and the nuc-
leus (phew). Each particle decays with time and
must be revisited periodically. The main ship
gun, nicknamed the toothpaste tube, can suck
out and store this charge. This may cause other
things to occur, and you may not be the only one
trying to steal the charge!

Richard Groome paid us a visit and he may be
able to help us with a little surprise on the music
front, we'll have to do some feasibility studies,
but we're hopeful. Can't say any more about that
yet, very hush-hush, top secret and all that
To Be Continued .  .

•
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6526 23.00 901225-01 23.00
6510 23.00 6569 23.00
6581 23.00 41 Egl RAMS 3.00
901227-03 23.00 Power Supply
901226-01 23.00 Units 29.00

•.••1'?euLts
WHO'S GOTTA
LATTA BOTTLE?
Mastertronic's offi c ial mi lk  race
competit ion gave Julian a chance
to show off  his knowledge of  all
things pedalled.  We  asked fi ve
questions wi t h a  cycling theme,
and pulled the winning entry from
Glenys' ov ers iz ed s addlebag.
First prize o f  a  Dawes  Spec t ra
Racing Bike, a day out at the Milk
Race and a copy of  any cyclists
unique official jersey goes to Jon
Furiey. o f  Frampt on-On-Sea,
Gloucester. And fi fty runners-up
receive a copy of the game •

Simon Witchard, Nr Bristol, 8317
50G, Martin Warnett, South Wales,
CFI 9110, Anthony Jones, Gwent,
NP6 3AZ; John Jackson, Manches-
ter, M27 I UN; lan Bush, Cambridge,
C85 SPA; J Monaghan. Dyfed, SA65
9 0 A Chris Ryan, Suffolk, IPS 2)(A: Mr
A Francart, St. Martins, Guernsey; Mr
S Gurney, London, N21 2EH; Robert
Harding, London, EU) 5AZ; David
Janes, Cheshire, SK11 8ES; R 0 Car-
son, Staffs, WS1 I 2JY; Stephen Blow,
South Humberside, 0N35 ONH,
Michael D'Netto, Surrey, TW9 40E;
Vinson Pike, Wilts, SN2 2LS; Chris
Surchett, Oxon, 0X14 20S; Jamie
Fellingham, Middlesex, HA4 913F,

Stephen Conway, Middlesex. ue •
900; Stuart Price, Scotland, KY8
5BX, Vincent Bird, Harts, Al l  SSE;
Chris Counsel', Hampshire, 503
250; Oliver May, Bucks, HP15 SPX;
Mathew Balk, Surrey, KT20 &I D
Bryan White, 14 George Street,
Ashington; Nicholas Williams. West
Yorkshire, WF2 IAN, A M Pollard,
West Yorkshire. HX5 90U, Barry
Machin, Cheshire, WAS 2LE; Simon
Martin, Southampton, SO1 8HD; Vin-
cent Bird. Harts, ALI 5SE, Mark
Drury, Manchester, M19 2AL, Martin
Bush, Cambridge, CI34 2EJ; Stephen
Wood, West Sussex, RH104YX, Mr E
C Delaforce, Cornwall, E)(23 9NN,
Adam Pierce, East Sussex, BN25
308,  Andrew Rischert, Derby, DE2
BLN, A Clark, Cleveland, TS1 9711F, M
W Foggin, Cleveland, TS1 9 OUX; Jim
Massie, Lancs. L39 10A; Steven Tal-
bot, Dorset, BH20 4RS; Robert Pet-
tet. Orpington, Kent; G Block,
Middlesex, U85 48S, Gavin Bland,
Derbyshire, S41 OJJ: Thomas
Jagiello, Stafford, ST17 4E2; Richard
Walker, West Midlands, 0Y3 3SB;
Karim Bouali, London, SW17 8L0;
Robert Howard, Derby, DE3 7FD;
Adrian Mellor, Stoke-On-Trent, ST8
7RR, Nick Colburt, Leicestershire,
LE96HY, Colin Hall, Harrogate, North
Yorkshire; Richard Middiemiss,
Sheffield, S18 WO

•

COVER
GIRL

It

Once again you showed your obvi-
ous enthusiasm to appear on the
cover of  your favourite Commo-
dore magazine, as entries fl owed
through t he  let terbox o f  ZZAP!
towers at an unprecedented rate.
Karen Gordon of Worcester won
the t eam over with her feminine
charms (complaints of sexism and
bias are probably  fully  justified)
and will hopefully be appearing on
the cover of our next issue.

And fi ve runners each receive
the c omplet e ZZAP!  wardrobe

Neil Richards,  Surrey.  C R 3  I J P ;
Andrew Goodman, Avon, 8S23 253;
Tim H a r t ,  Her efor d,  H R  I 2 R E ;
Richard Gibbs, Cheshire. WA14 40H,
David Cowey, Nor th Shields, NE29
OHJ

FOOTBALL
FORTUNES
Ten hidden words  were all that
stood between ten lucky winners
and ten copies of CDS's footbal-
ling board game (and a football for
kicks). The prospective team man-
agers are, .

GO Sanford, Merseyside, L37 1 1
2
7 ; M
Shields, Hants, 5H24 IRA; Gary M
Thackray, Nottingham, NG3 1AL;
Rachel Brown, North Humberside,
HU15 2XH; Gary Mills, County
Durham, 0114 91B, W Hill, Somerset,
TA27A.,), Darren Cooke, South York-
Shire, S64 80A, Stephen Parker,
Leicester, LE2 SUR; Spencer Sinks,
Doncaster, 13144 9LG; Steven Davis,London, 1120 8N L

LA/7

I

c Copyright Videovault Ltd. No. 151085

CHART VOTING DRAW WINNERS
WINNER (E40 worth of  software plus ZZAPI T-Shirty Paul Westgate.

RUNNERS UP (22AP! T-Shirt and Cap): Terry O'Hara. Kirkintilloch G66
Norwich NR4 6LE
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DY3 3SB; Chris topher Mart in,  Sheffield $31 7BX
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TURNAROUND

Telephone: Glossop (STD 04574) 66555/67761
140 High St, West, Glossop, Derbyshire, England

Are you fed up waiting weeks for
your computer to be repaired
well wait no longer We repair all
Commodores someday. Weals°
do Corn 16. Vic 20, 1S41 Disk
Drives. plus 4, or you can order
me Replacement Chips from our
DI Y. section

opEN7 oPo'swEEK

Ltd

jok
, ••COMMODORE 64 REPAIRED FOR ONLY E35.00 including POST &

PACKING • PARTS • INSURANCE — NO HIDDEN EXTRAS!
*  While you wait repair service
*  Smooth written guarantee on aii

repairs
*  international Repaircompany We *

repair computers from all over me
world

*  Ali Computers sent Hail Order turned *
around in24 hrs

most Commodores repaired
within 1 hr
.All Micros Insured for retumiournei,
Over 8 years experience working wit'
,computers
All computers fully tested
Power supplies fully tested
RGB output fully tested

BEST PRICES
D.I.Y. SECTION-

If you know what chip has gone in your computer you
can order the replacement I,C, f rom our range.

All prices include VAT.. please ADD £1.50 to cover
PS P and handling costs. Insurance

MADE
RePAiesrrhOst
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i
d

ZZA P
1
6 4  
J u l
y 1
9 8
7  
4
5

n i p



r
,

•

And behold i n  the last minute of the last hour of the final print deadline, the
White Wand Wielder struggled into ZZAP! Towers bearing tidings of wand-rous news.
Thrill to the saga of Magnetic Scrolls and the Guild Of Thieves, a true extravaganza of
excellence. Scream with delight as your most sensitive pleasure zones are tickled

pinker than a punk flamingo by Infocom's infuriating new release, Bureaucracy. Throw
down you wands, pin up your beards, and get a load of the adventure column that

refreshes the parts most wizards don't even know exist . . .
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BUREAUCRACY
Inincom/Act ivision, E34.00 disk only

NB: C O MMO D O R E 128 ONLY!

ouglas A d a ms
did it with Hitch-
hikers. The Wiz
isn't exactly sure
what he did. bui
the resu lt  wa s
i.ne of Infocom's
best s e l l i n g
games. Now he's

done i t  again with  Bureaucracy.
Yup, there's no doubt about it, this
game is as tricky as Zork. as devious
as HHGTTG, and as frustrating as
getting an  engaged tone f rom
Directory Enquiries for the 800th
time in succession B u t  it's an
exquisite torture, mein Wimrdl-
ings, and I must advise all of you
with the necessary hard cash (and
suitable machinery) to stump up
and add it to your collection.

The story goes as follows. You
have changed your job and in
doing so changed your address:
Your new employers, liappitec.
are to send you on an all expenses
paid trip to Paris and your bank
have issued yo u  wit h  a  lit t le
change of address form, which youhave filled in  and returned to
them. Now all you have to do is sit
back and wait for the postman to
deliver a fat cheque from your
employer so that you can collect
some cash, your air-ticket, and

46. . ZZAP! 64 J u ly 1 987

c l O v e r x t u a e

•%,

make your way to Gay Paree.
Unfortunately, there is  some

trouble with the mail. Apparently
the bank's computer system has
had a spot o f  bother with  your
change of address form and sent
all your stuff to your old address.
To cut a  long story short, that
means no cash from your local
branch o f  the  Fiduciary Trust.
Combine that with a local postman
who has bravely delivered all the
mail in your street to the wrong
addresses, and you begin to have a
problem.

By the time you've battled it out
with the bank, an old woman with

an elephant gun. a psychotic par-
rot, a  starving llama, a n d  a
paranoid freak wh o  lives in  a
camouflaged house and entertains
visitors with an arsenal of death-
dealing hardware, you've not only
got a  problem, you've got the
beginnings of severe mental dis-
turbance. This is definitely men inwhite coats material — and it 's
likely to be you they're coming for

The game comes in  the usual
high-standard Infocom package,
complete wit h  a  fl ye r fo r the
magazine Popular Paranoia, and a
form to fill in for a new Beezer cre-
dit card in triplicate. The form itself
is hilarious—each page of the three
part set has different text printed

,•••••

on it. so while you're filling in the
top copy agreeing to  cover a ll
charges due on the card, you're
also fi lling in  the bottom copy.
which says 'Beezer may sign any
documents on my behalf and
agree to be liable for anything', as
well as other more obscure con-
cealed declarations ('I like sheep'.
to name but one).

Publicity agents have i t  that
Douglas Adams endured a real-life
experience related to  change of
address difficulties (haven't we all)
and that these inspired the game.
Bureaucracy, whether it be in the
bank (where you get shunted from
one cashier to the next) or in the
taxi (you have credit cards — they
only take cash), is held up lo t
ridicule and damnation through-



out the game. The program itself
begins by asking you to fill in an
on-screen software licence form,
which of course is not quite as
efficient and straightforward as it
looks

But in the final analysis it's the
little bits of quirky humour that
make the game and could only
have come from the warped mind
of one such as Mr  Adams. For
example, the parrot lacks a  k i t
wing. That means it's a right wing
parrot, liable to spout fascist prop-
aganda at the slightest provoca-
tion. Of course, the next time you
play i t  ma y on ly have a  le f t
wing

Then there's the unspeakable
'nerd' who keeps coming up to
you nying tosell you the most hor-
rendously u se le ss co mp u t e r
peripherals. Ignore him, and his
final words are 'Hey! Can I go out
with your sister?!' — Ugh

A new prompt-response system
enables you to have more concise
conversations w i t h  characters.
Apart from the usual Infocom SAY
TO and CHARACTER, MESSAGE
forms o f  communication, you 'll
also find yourself interrogated by
some of the characters. The system
then throws up a double prompt,
which means you have to give a
particular answer, as in:

'Do you want to make a with-
drawal'
> Yes
The teller hands you a with-
drawal slip.

This is used to  great effect in
some instances, particularly in the
fast-food restaurant, where you
arc prompted for endless choices
of diet coke, distilled water, and
other not so goodies. It's also used
in a bizarre and highly amusing set
of questions and answers with the
local paranoid, who decides your
future b y  asking y o u  about
'Them. You may not know it, but
'They' update their files on you by
going through you r garbage —
that's when they're not dying like
the rest of us from hideous killer
diseases spread b y  y o g u r t .
Always supposing tha t you 've
escaped the dreaded kille r bees
which, o f  course, a re  be ing
unleashed on America by vindic-
live Mexicans.

My only criticism of this game is
that it isn't quite as verbose on the
text front as other Infocom games.
The humour, however, makes up
for the slight lack of scene-setting.
and the rest of the gameplay is as
good as ever.

Bureaucracy is a very enjoyable
game. Adams and Infocom obvi-
ously share a certain vein of highly
infectious humour — I guess they
must eat yogurt together. As it is,
if you save up your pennies and
blow them on this little number I
doubt very much if you'll be disap-
pointed.

Atmosphere 9 2 %
Interaction 9 3 %
Lasting Interest 9 2 %
Value 8 5 %
Overall 9 0 %

THE BIG SLEAZE \
Piranha, €9.95 cass

he Wiz gave this
a brie f previewlast month. Now
the finished ver-
sion has popped
onto his desk and
has revealed its
secrets.

As with previ-
ous Fergus McNeill games (The
Boggit, Bored Of  The Rings and so
on) this is a three-part/load Quil-
lustrated game with a sharp sense
of parody. As Private Eye Spillade
your job is to solve a number of
crimes or mysteries, banking your
clients cheques as you attempt to
avoid both bankruptcy and the
numerous threats o f  death and
destruction that you encounter.

The graphics are excellent (al-
though there aren't an enormous
number of them), and combined
with the copious and well-written
text they give the game a very'
attractive feel,

There are a  couple o f  things
about this game that left the Wiz
slightly less impressed than he
might have been. M r  McNeill
writes some pretty good prose
when he relies on taking the mic-
key out of the American detective
story. However, when he drops in
one o f  h is many risque jokes
(about private 'dicks', or shoving
dynamite u p  a  pig's backsidei
things seem to start going downhill
a bit.

Now, don 't  th ink I ' m being
prudish (perhaps I  am). because
we're not talking about anything
particularly rude. It's just that it
seems so easy to  make people
laugh by mentioning private dicks,
or whatever. Okay. 'so  what's
wrong with that', I hear you cry —
if people laugh, then it  must be
funny. Perhaps it is — but only for

1 he first time you read it. whereas
he pleasure the player gets from a

well-written, wi t t y  take-off o f
Mickey Spillane tough-guy prose
is more enduring. Luckily there's a
lot of the latter, butt do wish there
was less of the former.

The other thing that annoyed
me was the way the vocabulary
had been set up. I  suspect that
there was a memory problem or
something, because many of the
essential actions in the game do
not have enough synonyms. For
example, when your find your car
in the  street. you  might quite
naturally e n te r ENTER CAR.
Unfortunately, 'You can't'. That's
a little misleading, since of course
you can — but only by typing GET
INTO CAR.

Similarly, when you blow up
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the pig with the dynamite, you
might type LIGHT DYNAMITE, but
again you can't y o u  must LIGHTFUSE. The latter case seems even
more unfa ir, because a  close
examination o f  t h e  dynamite
doesn't reveal a fuse to light.

All this is really as much of a
reflection on the system that Fer-
gus McNeill uses t o  write  h is
games. They're good games and
give a reasonable return for your
investment, but perhaps it's time
Fergus chose another system.

Atmosphere
Interaction
Lasting Interest
Value
Overall

75%
W%
68%
70%
70%

M o r e . .  •

t:SMOKE L W Y
I s m o k e d  m y  l a s t  L u c k y  a n d  t h r e w  t h e
s t u b  a w a y .
I  w a s  g o i n g  o f f  t h e s e  b u t t s ,  s l o w l y  b u t
s u r e l y .  I  g u e s s e d  m a y b e  I ' d  t r y  p u t t i n g
t h e  fi l t e r  e n d  i n  m y  m o u t h  n e x t  t i m e .
T h e r e  w a s  a  h u g e  e x p l o s i o n  a s  t h e
d y n a m i t e  b l e w  t h e  s a f e  a p a r t .  I  h e a r d
t h e  s a f e  d o o r  s l a m  d o w n  o n t o  t h e  fl o o r .
A f t e r  t h a t ,  e v e r y t h i n g  s e e m e d  q u i e t !
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SHADOWS OF MORDOR
Melbourne House,
€9.95 cass, E14.95 disk

hadows Of Mordor
was one  o f  t he
new t i t les  p r e -
viewed l a s t
month b y  0 1 '
Whitey. When I
had the pre-pro-
duction demo in
my hands. I  felt

that there was hope yet f or Mel-
bourne House. However,  one or
two things have happened to give
me cause f or doubt .  I s  i t  really
worth f ollowing on f rom Lord Of
The Rings. for C9.95?

Well,  on the 64 the game is still
very slow. It's not just that the pro-
gram itself  is of ten updat ing the
other characters, it also gives Itself
so much to do. Do we really want
to k now everything that  Sam is
carrying as we  mov e about  t he
map. That ,  surely ,  is  wha t  t he
INVENTORY c ommand  i s  f o r .
Why bother to print out such lolls
inventories (and there's a lot  t o
carry in this game) unless we ask
for them.

Similarly,  t he parser seems t o
make very heavy weather of even
the simplest inputs. For example.
on t h e  east bank  o f  t he river,
EXAMINE BANK gets you ERODO
DOESN'T SEE A NY  B A NK  TO
EXAMINE — and this blindness is
often repeated. In fact, I could give
you a  short  but  amus ing lis t  of
Inputs and responses — here we go,
playing Froth):

>MURDER FRODO
(no response — not even a n
error message)
>ATTACK FRODO
Frodo attacks Frodo. Frodo has
given Frodo a vicious scratch,
>OUT
Frodo doesn't see anything to
lever over the cliff (It)
>SWIM
Frodo doesn't see anything todrown in

c l O v e r i t u R e

I
• • . more's the pity, say!, At any w i t h  cliffs.

rate, we obviously have a viciously A s  f o r  t h e  graphics  — we l l ,
masochistic Frodo who is obsessed t h e y ' r e  a  great  disappointment .

d i s m a l  g l o o m y  v a l l e y
o f  d r y  h i l l s .

On my  version they loaded f rom
disk, but didn't  seem to be any the
better f o r  that .  Certainly  not  a
patch on The Big Sleaze.

Really the only good news is that
the unlik e LOR the game didn' t
crash whi le  I  was play ing it  and
that the puzzles are okay — I quite
enjoyed solving them and they do
offer s ome variety .  Howev er  I
thought that one or two were just
a litt le obscure—especially the one
near t he beginning of  the game
where you have to make Smeagol
promise t o be good, I  don' t  see
many people getting that one for a
while (unless they read this). I also
can't see many people putt ing this
game on the front of their shelves
— the rear for reference, perhaps,
but i t  doesn't  seem dest ined t o
share the fame (either for good or
ill) of its predecessors.
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ADVENTURE PREVIEW!
GUILD OF THIEVES
RainbircliMagnetic Scrolls

his long awaited
sequel t o  Th e
Pawn will hope-
fully be on the
shelves a s yo u
lead th is.  Th e
1
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retur ned with this report
Anita Sinclair, Ken Gordon, and

newcomer Hugh Steers work from
a stnall office near London Bridge.
At t h e  moment, they're  best
known for The Pawn - now a great
success on a number of different
formats as a graphic adventure.
though originally a text-only game
for the Qt.. The company have
their own adventure system that
runs on a VAX, and enables them
to cross-assemble and produce
code to run on no less than I I  for-
mats.

It's actually The Pawn's graphics
which first strike people. and the
same is undoubtedly true of Guild
Of Thieves. As you can see from the
accompanying screen-shots, the
piccies are pretty stunning An ita
reckons that the style of graphics
we have are works of art in their
own right' and it's hard to disag-
ree. But just how important are
they?

M ONE Y  GRABBI NG,
UNORI GI NAL ,  AND
BORI NG
• 'I think that the quality of rape- based
games is steadily declining, with the
exception of  the product of  one com-
pany -  Level 9. This is undoubtedly
the best software house in  Britain
(What about Magnetic Scrolls? -
Wiz .  second in the world only to
Inform. In my view Infocom should
do knocked down versions of their disk
games on tape so that all of  us tape
owners can have a crack at them.
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Level 9'S marketing, they have got bet-
ter, offering such superb trilogies as
Jewels Of Darkness, and I think it's
about time that other software com-
panies did the same. In fact, the only
criticism 1 have c
,
f  L e v e l  
9  
a r e  
t h e  
f a c
t

that you now have to pay LI .00 for it
hint sheet, and that their games are a
link too hard. It rook me six months to
crack the Eden Transport system in
Worm In Paradise!

"Software companies like St Brides
and Delta 4 should stray away from
The Quill and develop their own sys-
tem. I  personally don't like the CAC
as the games which are turned out
seem so amateurish when you play
them.

"Everyone seems to be running out
of ideas. What  the adventure player

011
•1.
0 
-

'The th ing  that worries me
about graphics', reflects Anita. 'is
that a  lo t o f  people won't buy
games without them. But they're
not at all important, although you
could argue that -  for example -
the Lewis Carroll books (Alice in
Wonderland) wouldn't have been
the same without the  illustra-
tions.'

As it  is, the company wil l be
bringing out 'a couple of text-only
games in the next two years.' That
should be interesting, because the
other main strength of Magnetic
Scrolls' system is its parser. There
aren't many games where, carry-
ing a set of keys and two bottles
(red bottle and champagne bottle)
you could carry out the following:

>open bottles, empty them
The champagne bottle is now
open.
The red bottle is now open.
The wine seeps away.
The red bottle is now empty.
The champagne seeps away.
The champagne bottle is now
empty.
>put key in bottle
Which one, the red bottle or
the champagne bottle?
>red
Which one, the golden key, the

The Wizard's Mailbox
WantS is a game which is moderately
difficult, funny (although still serious
-  I hate spoof games). Good graphics
aren't necessary, nor  is sound, but
they are still appreciated. We want a
good parser, a good vocabulary where
the words aren't  too difficult to dis-
cover. You should be able to enter long
or short commands as you wish with-
out any  trouble and the messages
should be informative. constructive
and helpful. The game itself must be
original and addictive, wit h a good.
sturdy storyline.

All that from Jason Jennings.
HITIMITIM W e l l ,  I  agree with
you on many of the points you've
raised, though not a ll o f  them,
Jason. In many respects the stan-
dard o f  adventures is dropping
with depressing rapidity, but there
are a couple of points to make.
One, it appears lobe dropping fas-
ter than it is because the program-
ming techniques used in  arcade
games have developed so exten-
sively i n  the  last three years,
whereas the techniques in adven-
ture programming have not_ Two,
the points we 're  making  a re
mostly relevant t o  tape-based
games only -  once you start writ-
ing for disk, or looking at existing
disk-based adventures, things look
much more  encouraging. Let's
face it, the blame lies as much with

,kger

ebony key, or the ivory key?
>goldei
The golden key Is now inside
the red bottle.
>put key in bottle in champagne
bottle
The golden key is now in the
champagne bottle.
Now THAT is pretty nifty -  note
how in  the  last command the
parser is accepting an adjectival tor
is it prepositional) phrase to define
an object (the 'in the bottle' key).
Note how the Wiz is a master of
grammatical nomenclature

Not only is the parser pretty hot
(and (hey're working on a  new
one -  which should really he a
corker), but the game design in
both The Pawn and Guild is often
excellent. Here's a neat little pass-
age from Guild where you chat to
a Mynah Bird •
>mynah, hello
The m y na h b i r d  squawks
loudly.
>again
The m y na h b i r d  squawks
loudly.
>again
The m y na h b i r d  squawks
loudly, 'hello'.
Yes, you guessed it - you can train
it to speak.

hardware industry for perpetuat-
ing the absurd cassette loading sys-
tern as it  does with the software
houses. Perhaps Alan Sugar and
others will change all this

WE'RE O NL Y
H U M A N

" I  recently received a letter asking for
solutions to eight adventures. I  don't
mind people asking for one or two sol-
utions, but  eight! I t  would take me
hours and hours to do that. I  don't
know how you feel about people taking
us Clever Contacts for granted and
expecting t he services whic h they
would get from an adventure dub for
free, but it annoys me greatly. Isn't it
possible that you could print this some-
where that we are only human and
can't be expected to do these things for
free? After all, we are volunteers - we
don't have to do it?"

read this with interest -and then
realised it was yet another letter
from Jason Jennings. Once again,
however, this prolific letter writer
makes an interesting point. When
you get in touch with members of
the Clever Contacts Hall of Heroes,
please give some consideration to
your request beforehand. The real
function of the Contacts is to give
assistance to people who are stuck.
So if you're playing a game, and
simply can't make any progress.

Guild Of  Thieves itself is a 100-
location. 600-item, I  7-treasure
game in which you must qualify
for membership of the elite Guild
by pulling off a series of jobs and
deposit your ill-gotten gains in the
night safes of the Bank of Kerov -
nia. 'One o f  the things people
objected to about The Pawn. was
our weirdness' says Anita. 'We've
taken a lot of our weirdness out of
the Guild Of Thieves. It's leap-years
ahead of The Pawn - we sent a copy
to Infocom and it  came out at
Number Six in their all•time list of
favourite games.'

That's no mean praise from a
competitor o f  wh o m Magnetic
Scrolls are just ly proud t o  be
judged alongside. Anita is obvi-
ously proud of their links with the
US company ( they send each other
beta-versions o f  their games to
test). and can't resist mentioning
them on first-name terms with
noticeable frequency -  but that's
only understandable. There can't
be many other adventure software
houses in the world who can claim
to be in the same league.

There's no doubt that the 16-bit
versions of Guild are superb pieces
of software. What the 8-bit ver-
sions will be like remains to be
seen - and doubtless you'll be in a
position to judge by the time this
issue comes out. One thing's for
certain -  t h e  Wiz  wou ld  b e
astonished i f  the  pennies you
squandered on  Guild (complete
with co p y  o f  Wh a t  Burg la r
magazine, in sumptuous Rainbird
packaging) didn't turn out to be
one of the best adventure invest-
ments of the year.

you can get in touch with someone
for a clue and some advice. Asking
for the complete solutions to eight
games does strike me as being alittle excessive! Not a ll Contacts
have printers, for example, and
having to write out eight solutions
in long-hand is a daunting task,
however much one may wish to
help one's fellow adventurers.

HOW CAN I M AKE
A MI LL I ON?
When the Wiz wrote h is piece
about Wi n t e r  Wonderland a n d
Apache Gold, he mentioned some
costs fo r producing games and
marketing them. This seems to
have fired the imagination o f  a
large number o f  readers f rom
around the world, who have all
written in  on the same theme -
'I've written a game, how can I sell
it?'.

If there was an easy answl:r to
this question, we'd all be making
pots of money. In fact, making a
success of selling your games is a
full-time occupation -  you need
he skill and inspiration to create a

quality program in the first place,
you need luck t o  persuade a
software company to back it, or if
you're unlucky money o f  your
own to risk in launching the prod-
uct yourself.The brutal answer is that i t
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you're asking h o w t o  go about
things, t hen you're probably the
sort o f  pers on w h o  s houldn' t
bother! However,  every now and
then someone produces a really
excellent game that lies in the cup-
board and goes nowhere.  So here
are some brief tips
I. Pract ice y our aggressive sales

technique b y  p h o n i n g  u p
software houses and demand-
ing that they look at your prod-
uct.

2. Ge t  feedback and assistance
from other adventurers -  one
of the best ways of doing this is
by joining a club. Probably the
most suitable organisation for
this sort of thing is Adv ent ure
Contac t ,  a club for adventure
writers run by Pat  Wins t an-
ley at 13 Hol l i ngton Way,
Wigan WN3  6LS.  There's a
monthly  magazine with lots of
help on this tricky subject.

3. A lway s  present y our product
for evaluat ion i n  as smart  a
manner as possible -  type the
instructions, put  proper labels
on the cassette/disk, and pro-
vide a  s o l u t i on .  A l w a y s
attempt to present a copy for
evaluation in  person, so that
you c an add y o u r  personal
sales touch tot he presentation.

4. Do n ' t  bother t o do any thing
unless you're product is origi-
nal, fl awless i n  punc tuat ion
and spelling. bug-free, and bet-
ter ( i n  y o u r s  a n d  o t h e r
people's opinion) than at least
50% of the games currently in
the shops.

Wizard Tips!
This month's  t ips are brought  t o
you by  t he  f ol lowing I mmort al
Ones

Robert L a w l o r &  A n d r e w
Blackman,  Damon Smith, Rus-
sell Wallace, and Brett Buckley.

Valkyr ie 17
Move straw to find fuel
Spray loam on camera
Stop laser beams with mirror

Very Big Cave Adventur e
Eor amusing responses, type:

EXAM TRIXIE
KISS TRIXIE
EXAM CAR (when you are by the
car)
EXAM TOODLOO (when you can
see TOODLOO)

The Golden Baton
Rub ring for a key
Hold a mirror before going in the
locked room

The Boggit
Escape f rom goblin's  dungeon -
the ring is SE N SE E SE E
To kill dragon, shoot him in the tail

Spiderman
Shoot web at bio•gem

ZZ.ZZ2Z
You must lift bucket before getting
it

Castle of  Terror
The t ank ard o f  a le  ma y  b e  a
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refreshing change,  b u t  i t  ma y
quench the parts other beers can-
not reach -  then freedom!

Sherlock
You mus t  enter closet. take one
look, don' t  be a slit ty-eyed fool,
and take it to the door of a smuggl-
ing den

Asylum
Be careful when entering the sur-
geons den -  the operating theatre
holds more secrets than meets the
eye and nose

The Pawn
Cut wa l l paper  w i t h  a  garden
implement
Knock on the doors several times
Pay t he port er wi t h  a  bot t le o f
whiskey
Ask the devil about life
When you k ill Krunos, remember
that 'aerusoul' is NOT a mis-spel-
ling

Leather  Goddesses Of Phobos
The answer to the Sultan's riddle
is itself
The coded message is decoded by
shifting each letter along a certain
number of places in the alphabet -
it's also writ ten backwards

Lor d Of The Rings
The shirt  of  mail f rom the troll's
cave will only fit Pippin
Before you choose to avoid Moria,
make sure you have the matches
and fi rewood
At the small cave, send compan-
ions E E SE SE to stop them being
killed by the avalanche. Finally. go
after them, but don't  bother to go
west f rom Dimr i l l  Dale -  unless
you want  to have fun with Gandall
in Mortal

Clever
Contacts
Once again the White Wizard pre-
sents his unique guide to the great
adventure brains  o f  t he wor ld.
Here in this column you wil l  fi nd
the names and addresses of those
most qualifi ed t o  assist y ou i n
times of t rouble. And who knows
-  you might  even mak e a n e w
friend as well.

Adventureland, Adenture Quest,
Arrow of Death I  &  II, Ballyhoo,
Blade o f  Blackpoole• Borrowed
Time, Buckaroo Banzai, Castle of
Terror. Circus, Colditz. Crystals of
Carus, Cut throats,  Dallas Quest,
Dungeon Adv ent ure,  E me r a l d
Isle, Empire of  Karn,  Enchanter,
Erik the Viking, Escape front Pul-
sar 7,  Espionage Is land, Ey e o f
Bain, Feas ib i l i t y  Ex pe r imen t ,
Forest at  the Worlds  End, Ghost
Town,  Golden Voyage, Gremlins,
Gruds i n  Spac e.  Hamps t ead.
Heroes of Kam. Infidel, Invincible
Island. Kayleth, Kent illa,  Leather
Goddesses, Lords of Time, Lucifers
Realm, Magic ians  Ba l l ,  Ma g i c
Stone, M a s k  o f  t h e  S u n .
Mindshadow, Mis s ion As teroid,
Moonmist ,  Mordon's  Quest, Mys-
tery Funhouse, Mystery of  Mun-
roe Manor ,  Ninja,  Perseus and
Andromeda, Pharaohs  T o m b .
Pirate A d v e n t u r e .  P lanet t a l l .

Pyramid of  Doom,  Rebel Planet,
Red Moon,  Return to Eden. Ring
of Power,  Robin o f  Sherwood,
Savage Is land I ,  Secret Miss ion,
Ship of Doom,  Sorceror, Sorceror
of Claymorgue Castle, Souls  o f
Darkon, Spellbreaker, Spiderman,
Strange Odyssey, Tass Times, Ten
Little Indians, The Count, Golden
Baton, Hobb i t ,  T h e  I ns t i t ut e,
Jewels of  Babylon, The Journey,
Never Ending Story, Pawn, Time
Machine, Wiz ard a n d  Princess.
Quest o f  Merrav id,  To we r  o f
Despair, Trac er Sanct ion.  Tw i n
Kingdom Valley, Ult ima I. I li & IV,
Urban Upstart .  Ulysses and t he
Golden Fleece, Valkyrie 17, Vet-
nors Lair,  Voodoo Castle. War-
lords, Waxworks .  Win t er  Wo n -
derland, Wis hbr inger,  Wi t c hes
Cauldron, Wizard Akyrz, Wrath of
Magra. Zork I, 11 & I ll,  Zzzzz
Nick Carter, Southampton
Tel: (0703)  474777 2  pm t o
10 pm ONLY

Heroes o f  Karn,  Bored o f  t he
Rings, Gremlins ,  Voodoo Castle,
Zim Zala Him,  Mugsys Revenge.
Tropical Adventure, Dracula. Holy
Grail. The Pawn,  Return t o  Oz.
Masters of the Universe, Robin of
Sherwood. Fourth Protocol, Price
of Magik
Chr istophe Brassart, 67 rue de
l 'Abbe Lemi r e,  59200 TO UR -
COING,  France

Sherlock, Gremlins. Hulk.  Spider -
man, Fo u r t h  Prot oc ol,  Da l l as
Quest. Terrormol inos ,  Ho b b i t ,
Castle of  Terror Parlapas Aris, 18
Pyrsinella S i r  453 32.  Ioannina,
Greece Pawn,  Tass Times,  Bor-
rowed Ti me ,  Trac er  Sanc t ion,
Mindshadow, S t a r c r o s s ,
Wishbringer, Seas talker• B a l -
lyhoo, E n c h a n t e r ,  S o r c e r o r ,
Spellbreaker, Leather Goddesses.
Hitchhikers, Hu l k ,  Spiderman,
Fantastic Fou r ,  Gremlins ,  Re d
Moon. Sorcerer o f  Claymorgue
Castle, Wo r m in  Paradise, Dun-
geon Adventure, Colossal Adven-
ture. Return to Eden, Ult ima
Ult ima IV, Nine Princes in Amber.
Pilgrim, Perseus and Andromeda
Guy Thomas,  17 Borstal  Hi l l ,
Whits table,  Kent  CT5 4NA
Tel:  0227 274846 10 am to 8 pm
ONLY

Tower of Despair. Dracula, Advent -
to Maud, Zim Zala Bum. Castle ol
Terror, Time Tunnel, Eureka
John Pater son,  8  Br acadal e
Road,  Bai l l i eston,  G l a s gow
G69
Tel: 041 771 7729

Morden's Q u e s t ,  S p i d e r ma n ,
Hacker
Nigel 'Nemesis' Richardson
Tel:  01 160 8325

Pirate Adventure,  Circus ,  ZUZ.
Terrormolinos, Subsunk, The Sor-
ceror of Claymorgue Castle. Quest
of Merravid, The Hobbit
Danny Di nneen.
12 Bishopscourt Wa y ,  Wi l ton,
Cork,  Republ ic of I reland

Merry  Christmas from Melbourne
House, Robin of Sherwood, Snow-
queen, K e n t i l l a ,  G r e m l i n s ,
Eureka, Terronnolinos ,  Lords of
Time, Pirate Adventure, Sherlock.
Bored of the Rings
Jason Jenni ngs,  102 Ber kel y
Road,  Shir ley,  Sol ihul l .  Bi r m-
ingham,  West  Mi dl ands  B90
2HU

Ultima I V,  Zor k I 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,
Thor nton Heath,  Sur rey CR4
S E B
Hampstead, Sherlock, Bored of the
Rings, Boggit, Fantastic Four, Lord
of the Rings, Terrormolinos. Castle
of Terror. Mordens Quest.
Zzzzz H e r o e s  of Karn. Twin
Kingdom Valley
David Suther land,  54 Wen-
dover  Road, Ei tham,  London
SE9 6PB or 01 319 3395 after
6pm

Zork I. II, 111, 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 Manor,
Gremlins, Supergran, Planetfall,
Ulysses, Blade of Blackpoole, Seas-
talker, Hitchl-likers, Ult ima 111
Search for 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,
Hampstead. Classic Adventure,
Colossal Cave, Terrormolinos,
Robin of Sherwood, Sherlock,
Claymorgue Castle. Emerald Isle,
Wizard of Akyrz, Return to Eden.
Red Moon, Never-ending Story,
Escape From Pulsar 7, Perseus and
Andromeda. Golden Baton. Bored
Of the Rings. Empire of Kam. Ket
3. Feasibility Experiment, Lucifers
Realm, Pilgrim, Secret Mission,
Treasure Island, Wishbringer, Cir-
cus, Arrow of Death I & 2. Ten Lit-
tle Indians, Ring of Power, Quest
for Holy Grail, Kentilla ,  (More
next issue!
Mar got Stuckey, 14 Mar ampo
St, Marayong,  NSW 2148,
Australia

Voodoo Castle, Heroes of Karn,
Pirate Adventure, Ten Litt le
Indians, Hobbit. Lost City, Grem-
lins. Wizard of Akyrz, Quest for the
Holy Grail, Zim Sala him.
Adventure, Castle Dracula
Paul Flanagan, 6 Corry, Bel-
leek, Co Fermanagh,  N Ireland
Tel: 016565 594

Red Moon,  Emerald Isle, Worm in
Paradise. Hu l k ,  Hobbi t ,  Up p e r
Gumtree. Hacker. Grand Larceny.

Dungeon Adventure, Lord of the
Rings, Quest for the Holy Grail,
Hampstead, Lords of Time, Inca
Curse, Espionage Island. Planet of
Death
David Lemon,  14 Nor ton Place,
Dunferml ine,  Fife KY It 4RH
Tel: 0383 728353 after  6pm
Mon-Fr i
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T'S NO LARGER than a lunch
box, weighs less than a Com-
modore power supply and looks

about as  powerful.  And yet  t he
Nintendo features 52 colours, 256
by 240 pixel resolut ion and 64
sprites, boasts many arcade per-
fect conversions and is rumoured
to have sold about ten million units
in Japan alone,

By the time you read this, Mattel
will have launched the Nintendo
games console in two guises -t he
basic and deluxe packages. For

130 you can buy a Nintendo con-
sole complete with a near arcade-
perfect version of  the immensely
popular Super Mario Brothers -
which has sold almost six million
copies to date. The two controllers
which are also supplied are basic-
ally enhanc ed vers ions  o f  t h e
Joycard. incorporat ing a durable,
responsive r o c k e r  s w i t c h
mechanism, with two fire and two
select buttons -  one of which is a
pause I t  doesn't  take long to get
used to this system, although the
rocker switches do prove a lit t le
awkward at first,

All games come in the form of
ROM cartridges -  flat, grey pieces
of plas t ic  wh ic h  s lo t  i n t o  t h e
machine in the same way as tapes
were inserted in early front-loading
video recorders. Loading is instan-
taneous, and  problems  are f ew
and far between. There are pre-
sently 27 available titles, with doz-
ens to follow over the coming year.
These inc lude s por t s  games ,
arcade convers ions  a n d  mo r e
' specialised software, such as the
educational range-at  prices rang-
ing between C20 and 0 5 .

The deluxe package costs E199
and consists of the basic console,
a light gun (Zapper) and robot
(ROB - Robotic Operated Buddy),
plus two games to start your col-
lection - Gyromite and Duck Hunt.

The former is played in conjunc-
tion with ROB. One of the two con-
trollers is  s lot ted into a  suitable
receptacle, and using the second
controller, ROB is made to pick up
and d rop  special gyroscopes.
ROB isn't  connected to the con-
sole however d a t a  is sent via the
television. The screen flashes t o
indicate that data has been sent,
and ROB responds accordingly
with either a left, right, up or down
movement. The gyroscopes have
to be placed on one of two pivots.
which in turn press the buttons on
the controller and move animated
pillars up and down on screen.

V SUPER MARIO BROS -  s tart your own coin collec t ion and rescue a
 beaut if u l princess in this immensely  addic tive arcade game

52 ZZAPI 64 July 1987

You then take control of a profes-
sor and attempt to collect sticks of
dynamite s c at t ered a r o u n d  a
scrolling p la y  a rea ,  avo id ing
strange creatures in the process.
Gyromite doesn't offer much long
term c hal lenge t o  t h e  ardent
arcade player, but it will undoub-
tedly appeal t o younger games-
players -  especially because of
ROB' s involvement.

Although undoubtedly a strong
games machine, what lies ahead
for the Nintendo games console?
Well. according to Mattel the cur-
rent sof tware only uses approxi-
mately 2 0 %  o f  t he  mac hine's
capabilities, and that its strength
lies in the fact that the console is
expandable -  the robot  and light
gun are just the beginning

CRITICISMS
I 'm v ery  impres s ed wi t h  t h is
machine. The graphics are col-
ourful and the sound is almost
arcade quality. Seeing as I use a
Spectrum a  l ot ,  I  pr obabl y
appreciate these features more,
but even bearing that in mind, I
still enjoyed the experience. My
personal favour i te  car t r i dge
award has to go to Wild Gunman;
as others in the office will testify,
I pl a y  i t  a t  ever y avai lable
moment, and I enjoy it as much
now as when I first started.

So i t costs qui te a bi t when
compared to a standard home
computer  - but even so,t reckon
the Nintendo is one of the better
things to have happened to the
games world recently, and I pray
that manufacturers will pick up
on this opportunity, because the
machine's success or  fai lure
depends enti rely upon them.
And in my opinion, any success
it has will be well earned.
MICHAEL DUNN

There's no doubt that the Nin-
tendo machi ne wi l l  cause  a
great deal of interest within the
games mar ket,  but  t he  hi gh
price may discourage all but the
most de di c a t e d o f  g a m e s
players. A t  t he  m om e nt  t he
games are limited in style to old
arcade concepts -  I can't wait
until they put a total ly original
game on it. The graphics are of
a very high resolution consider-
ing the amount of colour used,
with Duck  Hunt  showi ng j ust
how good the  animation a nd
realism can be. The only real dis-

appointment is the sound, as the
tunes ar e shar p and jolly but
they seem more like little ditties
than proper  music. As with all
new products I'm sure the qual-
ity of the software will improve -
and wi th such a  hi gh starting
standard the Ni ntendo will be
well suppor ted,  The  Ni ntendo
machine is a box of the hottest
potential i n  year s.  Ni ntendo
have designed the hardware, it's
up to the software houses now!
PAUL SUMNER

On fi r s t  si ght,  t he  Ni ntendo
games consol e  l ook s  r eal l y
neat, boasting brilliant graphics,
intricate sound,  and plenty of
titles to sample. However,  on a
closer inspection it's not quite
up t o expectations.  The tunes
are similar to that of  the pre-
Hubbard Commodore offerings,
which is a shame as the machine
seems capabl e  o f  pr oduci ng
some nice effects. The graphics
are the machine's best aspect,
being colourful, well  animated,
and smoothly scrolling. It would
be ni ce t o see some original
software, a n d  hopeful l y t h e
software houses will be produc-
ing it quite soon. The hardware
is of inconsistent quality, rang-
ing fr om the dreadful  keypad
controllers to robust and easy to
use cartr idges.  The  gun i s a
mean weapon,  a  must for  all
shooting fanatics. I f you're an
arcade fanatic then this is the
entertainment system for you -
at an affordable price it should
be a  good seller at chnstmas.
Now where's the Sega?
DAVID THOMPSON



I'm very, very impressed At first
the Nintendo games don't look
anything speci al ,  I  s uppos e
because one  expects t o  s e e
some s o r t  o f  photogr aphi c
mega-graphics. I nstead,  Ni n-
tendo have opted for  colourful
high qua l i t y  c a r t oon  s t y l e
sprites which are beautifully ani-
mated and full of character.

V G YRO m I TE -  fun for all the family with ROB, as supplied with thev  De l ux e  Package
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Generally the games are sim-
ple, 'cute '  ar cade games that
are easy to pick up and play, but
they shoul d k e e p y ou enter -
tained f or  months.  The  fi en-
dishly addictive and incredibly
playable Super Mario Brothers is
a fine example -  arcade perfect
(flawless actual ly),  a nd I  c a n
truthfully say that it's the finest

y W I L D  GUNMAN - simplistic light gun fun, with big, bold graphics and
 effecti ve speech The fun can be doubled with a plastic holster
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computer  g a m e s  I ' v e  e v e r
played. The other  thing Is that
they're all the type of game you
always come back to t h e  initial
novelty might wear  off after  a
while, but weeks or months later
you'll l oad them again,  just to
have another  quick bash

I l iked the robot.  I t might be
limited at the moment,  but what
should o n e  expect? Ther e 's
nothing like it at this price and
it's fully expandable. Stack Up is
nothing brilliant -  but what sort
of extra features are going to be
available i n  t he  futur e? T h e
games pot e nt i a l  f o r  t h i s
machine is also immense -  Ten
Yard Fight ,  S t a r  Forc e,  Co m-
mando are all goodi es to look
out for I  can't wait.

JULIAN RIGNALL

The main question to ask is why
should a  64 owner  buy a Ni n-
tendo? I  w oul d say  tha t  i t 's
definitely a worthy investment if
virtually flawless ar cade con-
versions are what turn you on,
as most  Ni ntendo games ar e
actually in the arcades in one
form or another. Nintendo's Play
Choice Ten arcade machine fea-
tures ten Nintendo games, all of
which are available -  in almost
identical for m -  for  the home
console. The  di fference bei ng
that the arcade machine costs
around £2000, whereas the con-
sole and appropr iate software
costs a  comparatively cheap
£500.

However, at present it doesn't
offer much more than the 64 on
the game's front, as where the
Nintendo boasts  near -per fect
conversions, the 64 has many of
its own original and immensely
playable games -  like The Sen-
tinel, Paradrotd,  Wizball and s o
on. So, at the end of the day it's
all down to excellent software
support -  and not just from Nin-
tendo. Al though conver si ons
are planned both to and from the
Nintendo and 64.
GARY PENN

My first contact with 'computer
games' came thr ough a n ol d
Atari console which I  encoun-
tered i n about  1980,  and this
seems at first sight to be a prog-
ression of  the same concept.
The trouble is that I don't think
that t he  i dea  ha s  advanced
enough ov e r  t he  intervening
years. The machine itself is ugly
and childish, and the standard
of currently available software is
pretty dismal (where are all the
fast acti on shoot 'em ups for
instance -  most of the games
appear  to be nothing more than
variations of  the Donkey Kong
theme). How e v e r  ther e 's  n o
doubting that the machine has
some real possibilities -  the full
screen graphics and expansive
sound system present software
manufacturers w i t h  u n p r e -
cedented scope for developing
new and exci ting games.  The
only aspect of  package which
really impressed m e  was  the
light gun. Actually holding a pis-
tol in your hand and aiming at an
on-screen enemy beats the hell
out of pressing a red button on a
joystick, and the days when your
computerised opponents  fi r e
back are surely not too far off.
CIARAN BRENNAN
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American flavour - again for one or two players
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I, the annual
,d gone, giving us
the chance to play

games without
rig r a v e l  30 miles (our
est arcade is In Shrews-

') -  Bubble Bobble (my '-
.te), Out Run, Salem,Ec

and Kick And Run were 1
highlights. I t's  rained a  lot.
Erm, and the sun has shone
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ARMY
MOVES
(Ocean)
Failed soldiers take heed. If you
can't battle through the  first
section and gain access to the
next, simply follow the advice
sent i n  b y  R  Farnngton o f
Bidston, Birkenhead. Just load
the first part and play it until
you're bored. Switch off, load
the second pa r t a nd whe n
prompted enter 15863 to start
the next mission.

V (Ocean)
Better late than never, eh? If you
couldn't get very far with this
rather difficult and disappoint-
ing tie-in, exhume it and play it

again -  but only after reading
these highly useful tips from
Jason Birnie, a successful resis-
tance fi ght er whos e  HO  is  a t
Cranleigh in Surrey.

The best thing to do when you start
is k eep o n  press ing RESTORE
until your man appears  on ship
zero or four -  start ing at  one of
these makes the game a lot easier.
Remember t hat  every  t ime y ou
start a new game the labs and key
points are in dif ferent posit ions -
so don't  go rushing around trying
to draw a map.

The primary task is to empty the
red dus t  into the air,  and this  is
achieved by gett ing the formulae
from each ship. Only one of  the
two labs on each ship contains a
formula, so if you can't find one in
the first lab go to the other. If you
find a formula straight away, move
immediately t o  t h e  nex t  s hip.
When you have all five parts go to
the air plant, call up the data recall
card and examine the five sym-
bols.

Translate the symbols  t o their
values (see below) and add them
all together.  N o w  convert  t h is
number into base six and translate
this number into lizard symbols,
log onto the air plant computer and
enter the symbols.
Example: say the symbols were:

They would represent 2 2 3 0 4.
which added together make 11 -
i t  in base 6 is 15. so the symbols
to enter are:

When the red dust has permeated
the atmosphere,  go  t o  the ship
furthest away  f rom t he s tart ing
point, find the key point and plant
a bomb. From this point you have
about 30  minutes  t o  escape or
you'll go up with the rest of  the
place!

)1k
- 
C
l
i
A
N
G
E
S

AUF WIEDERSEHEN MONTY
(Gremlin Graphics)
Here are some extensive tips for
this disappointing follow-up to a
follow-up, dedicated especially
to those who are moling around
Europe and not coming up with
enough readies to achieve the
objective. Cheers to Paul Deakin
and Peter Devereaux of Burnley,
Lancashire and Leon Wilson of
Stevenage, He r ts  f o r  the i r
invaluable help.

Collect the gun on the first screen,
then go to the rocky caverns and
get t h e  a i r  t ic k et .  Con t i nue
upwards as far as possible, then
go left and collect the extra life that
sits in the tree (it looks like a car-

loon rabbit).
Return to the room on the right.

go back down and use the upside-
down platform at the bottom right
of the screen. Go down as far as
possible, move one screen right
and c ollec t  t he football.  Fly  t o
France via the Spanish airport (left
and up as far as possible) and col-
lect both the Mona Lisa and the
bottle o f  Chateau Blanc  (whit e
wine, not the oft seen red bottle).

Now fly to Germany (you need
another air ticket) and deliver the
wine t o the screen on the right.
Take the Mona Lisa to Italy, 'I tsa
Daboss', and walk  into the lad-
ders. Also,  t ak e t he football t o

Juventus. Us e t he tool k it  f rom
Dusseldorf to fix the cable car in
Austria and get  a f ree ride, and
take the bacon f rom Denmark to
Czechoslovakia (which is  below
East Germany).

That's all the help I've got so far
on what to take and whereto put
it. A useful tip to remember is
that cyan Airports take Monty
from country to country while
white coloured ones just take
the ticket and don't go any-
where! Finally, don't visit the
harbour i n  Greece until the
island is fully visible at the bot-
tom of the screen - Montos is to
the left of the harbour.

Move from ship to ship, finding
the key points and planting bombs
until you've used them all. Make
your way  t o where you started,
stand in front of  the door of your
ship in the docking bay and push
the joyst ick up t o complete the
mission.

G E N
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When planting a bomb, make sure
that your location is at exactly the
same as  t he  k ey  point  t o  b e
bombed, or  your act ions will be
futile. Beamer pads next to walls
always take you down and pads
not next to walls take you up.

You can recharge the laser gun
in two different ways. Either find a
location wi t h  t wo  whit e vert ical
lines running f rom fl oor to ceiling
with a white box in the middle,  or
use the fluorescent tube to the left
of each lab.

If you're having trouble with the
security doors, s imply refer to the
diagram below.

-  MOT CHANOW

iimilhommollank
ACE
(Cascade)
Ever fancied flying at 2000 mph
(level flight) without using up
fuel? 'Impossible' you may say,
but it's true. All you have to do is
fly to an altitude of 51000 feet or
more (Ws best to go higher as
this ensures success) Turn off
your thrust, wait until the nose is
Pointing straight down, a nd
increase the thrust to full power.
Wait until your velocity reaches
1700 before turning off your
thrust. It is then highly advisable
to level out because you will be
hurtling towards the ground at
2000 mph. That high flying tip
was from Peter Dower of LondonSEM.

r

ZZA P
1
6 4  
J u l
y  
1
9
8
7  
5
5



Okay soldier! Type in and RUN this listing from Sergeant Zoltan
Kelemen of the Tyres° division of the Swedish army. It doesn't
make the game any easier, but at least once you've completed
a level you don't have to go all the way back to the start again.

•

ARMY MOVES (Ocean)

I
' WI MOVES (PART ONE) LISTING

t

W

•
1
1 
3 
O
R 
1
•
+
-  
6
3
2
3
1 
T
O 
5
3
2
6
0
1
R
E
A
D 
A
;
P
O
K
E 
i
•

to

et 1,NC,---C+A:NEXTIIIF C=3714 THEN SYS 53231

t •

T ERROR DA TA I " 168 32,186,255,32. l •I s4

al. • • ' • 5DATA198,157.169.0,1 1 4 1 . 1 4 8

6 ,  ,

- ;  189 255 32 213 255.169, 208,•

•k

1 6  DATA 4,96.169.96,141.135,21,76.5,1a lI
•1

ARMY MOVES
(Part Two)
More of the same - just type in the listing and RUN It before
loading the second section. Don't forget the code!

•  II

o l  ARMY MOVES (PART TWO) LISTING•
I

I
Io•

I 3  FOR I - -
-
5 3 2 3 1  
T O  
5 3 2
6 0 : R
E A D  
A :
P O
K E

r
e

I .•

•  °
I 
I
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3
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I 4  PRINT "ERROR IN DATA!" I•
1 i

5 DATA 198, 157, 1 6 9 ,
0 1 6 2 1  1 6 2 ,  
1 ,  
1 6 8 . 3 2 , 1 8
6 , 2 5 5 , 3 2 ,  
l
o

e l  1
8 9 ,  
2
5 5
,  
3
2
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2
1
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2
5
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e :  6  DATA4,96, 169,31,141,221.4, /41, 133, 241, 76, I•  I 5 ,  1
oll
s•

•
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EQUALIZER
(Power House)
Become a really hard evolutionary, courtesy of this listing from
George Allan and Gordon Paterson of Aberdeen in bonny Scot-
land. Type in and RUN the listing and press play on tape. When
the program loads you'll be completely invincible to everything
mother nature can hurl at you.

FIRETRACK
(Electric Dreams)
If you're not getting very far into this superlative vertically scrol-
ling shoot 'em up and require an unlimited lives listing to help
you along, here's what you're looking for. Tim and Ian Fraser of
Ruislip, Middlesex have come up with the goods once again, in
the form of this easy-to n g .  Just type it in and follow
the on-screen instructi

•  I
•1.  I ARETRACK LISTING-

1 1
1
is•  1
I ••  1

o 10 PRINT CHRS(147):FOR 1
= 4 9 1 5 2  T O  
4 9 2 2 9  
i  
•

20 READ kC----C-o-A:POKE I,A:NEXT I
oi
l 
3
0  
I
F  
C
<
>  
8
2
6
1  
T
H
E
N  
P
R
I
N
T
"  
E
R
R
O
R  
/
N  
1  
.

•  I
t DATAI":END i  0

t

li USEEND
•  l 35 PRINT "DATA OK
•   - S A V E L I S T I N G  FOR FUTURE i  •

I •o

•  i 40 PRINT "TYPE 'SYS 49152' TO START"
1

I t  45 DATA 32. 44. 247. 169, 0, 141.6133
•  / 50 DATA 169, 64. 141. 62. 3. 169, 69, 141

1

•  I 60 DATA 64, 3, 56, 32, 1 0
8 , 2 4 5  1 6 2 , 9 4• :  70 OATA 189, 2, 64, 157, 161, 2, 202. 208

•  I 80 DATA 247, 169, 64, 141, 237, 2. 169,2
•  : 85 DATA 141, 238, 2, 162. 20, 169, 57, 192
•  : 89 DATA 157, 6 4 ,
2
2 0 2  2 0 2 ,  
1 6 ,  
2 4 7 ,  
7 5 ,  
1 0 5

•  i 90 DATA 3, 169, 77, 141, 206, 1, 169, 24,1
I 95 DATA 141, 207, 1, 76, 0, 16, 169, 165•

1
I 99 DATA 141, 253, 47, 76. O. 36

I •

1 •

1 0

C i

•  EQUALIZER LISTING I •
I
t
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Q
6
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1
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0
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2
4
6
1
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2
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6
4
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e
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B
:
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A
D
A
:
P
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K
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C
I
•
A
;
L
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:
•

• I
I 15IF B 4 2 2 0  THEN PRINT "DATA ERROR1 ":END ; •

a 11
1 1 8  SYS 24613 I
•
1
2
0  
D
A
T
A 
1
6
9  
7
6  
1
4
1  
1

, • 101
, 
1 6 9 ,  
5 5
,  
1 4
1

• 1
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23 DATA 139, 96, 173, 0, 220, 201. 109. 240• 1 24 DATA 3, 76. 179, 101, 173, 248, 7, 76, 137, 101•  I
, o•

POD (Mastertronic)
More Tim and Ian Fraser POKEs - this time giving you a tab 'n'
brill 'full screen' extravaganza. First of all inserts rewound cas-
sette into the C2N, type POKE 43,200:LOAD (RETURN) and press
player' tape.

When ?SYNTAX ERROR appears enter:

POKE 43,1•POKE 808,237:SYS 65493 (RETURN)

Wait while the next section loads in, and when the cursor
appears type:

POKE 49218,248:POKE 49219,252:SYS 49152 (RETURN)

When the computer resets, enter:

POKE 592,141 .POKE 593,32:POKE 594,208.FOKE 595.95 (RE-
TURN)

POKE 8678,32:POKE13679.80:POKE 8680.2:POKE 8681,76:POKI
8682,126 (RETURN)

POKE 8683,234 (RETURN)

And SYS 26112 to restart the 'full-screen' program.

MADEINFRANCEI I
(ZZAPI DEMO)
Our first POKE for the faberoonie ZZAPI Sampler tape which
came with the last Issue. There's a little bug in Mr Minter's block
beating program which sometimes swaps between player and
computer control in the middle of the action. If this is happening
regularly, simply type in this listing- it changes the player select
key to 11. Cheers to Jim Blackler for that. And don't forget to
write in and let us know what you think of the cassette -
remember, without your help we won't be able to produce an
even better sampler next time.

S i  l e
I

tt  0
•  I t
•  I OF II LISTING

I I s•  i 10 FOR A-49226 TO 49252:READ Z:POKE 1
0• I  AZNEXT:SYS 63276:POKE 896,192:SYS 62828 48 169 125,141,206.1,169,224. IlieI .
•  t • t20 DATA 32, ,

1 141 207 1 169 .21
7

•  ,  141,47, 1, 96
30 DATA 169. 4, 141, 37, 16, 76, 235, 2

I tii •
S I



AUF WIEDERSEHEN
MONTY
(Gremlin Graphics)
On the scrolling title screen
message it says that there's a
cheat mode. Well, Phollip James
of Melk sham, Wiltshire, 'got
hacking' and found it -  rather
quickly I might add.
Switch on the computer, move the
cursor down to the middle of the
bottom line of the screen -  but
DON'T scroll the screen. Type
MONTY and use the insert key to
'push' the word across so that

the Y sits in the extreme bottom
right hand comer. Be careful
when you're doing this, other-
wise you'll push the characters
too far and scroll the screen,

When this is done, move the
cursor back to its original posi-
t ion below the R of the READY
prompt and press SHIFT/RUN
STOP to load the game as nor-
mal. The upshot of doing this is
73 Monties to play with!

WEST BANK
(Gremlin Graphics)
How about some unlimited cow-
boys to help you blast away an
unlimited amount of gangsters?
Just load the program as nor-
mal, reset the computer and

type POKE 12713.165 (RETURN)
and SYS 4100 to restart with
your changes. Thanks to Sean
and Adrian Meads of
Basingstoke, Hants for that.

MARIO BROS (Ocean)
It's that Zoltan Kelemen fellow from Tyreso, Sweden again -and
this time he has an unlimited lives listing for this rather disap-
pointing arcade conversion. Just type it in, RUN the listing and
press play on tape K e e p  playing until you drop (off to sleep).

•  i MARIO BROS LIS-nNG 1 1 111
•1  i  •
e
l  
3  
F
O
R
I
-
,
-
-
5
3
2
2
9  
T
O 
5
3
2
5
6
-
R
E
A
D 
A 
P
O
K
E 
i  
•

1 t
et I,A-C---C i-ANEXT I l l  C
-
--
- 3 2 0 4  
T H E N  
S Y S  
5 3 2 2 9  
l e

i 4 PRINT "ERROR IN DATA!" i•1  i •
i 5  DATA198.157.169.0,162,  1,168.32.186,255,32,  i i „

•  ' 189.  255, 32. 213. 255, 169, 208, 141 , 146 i " "
41,1 1  •i 6  DATA 4. 96, 14, 0, 42, 76, 3, 1 1

i •

THE GREAT T A P E(Ocean)
Are you spending too much time down and out in solitary con-
finement? Is your morale being diminished before you can
make that Great Escape? If this is your situation, then use this
brill Tim and Ian Fraser 'infinite morale' listing. Simply type in and
RUN the program and follow the on-screen prompts.

41,
Si THE GREAT ESCAPE LISTING 1i

ietI
; 10•11 SPRINT CHRS(147) i

• 1 10 FOR H52992 TO 53055
I .1 20 READ A:C---C-1-kPOKE I,A:NEXT I  •t it
1 •

o 30 IF C<, 7212  THEN PRINT "ERROR IN 1
1

•
' DATAI":END •

ob
i
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3
5  
P
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O
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-
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1
'
0

1
s
e• :  US E P RI NT

•  i 36 PRINT "TYPE 'SYS 52992 TO START '':END /  •

1
I
i
o•  4 0  DATA 32, 44, 247, 56,234 141,  32,208

1
411i 50 DATA 32,

1
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BEYOND THE
FORBIDDEN FOREST
(US Gold)
Were you one of those who bat-
tled and battled the forest hos-
tiles, but always ended up a pile
of stone, destined to spend the
rest of infinity being sat on by
pigeons (could that be a spelling
mistake)? Never mind, here's
the easy way to finish the game
courtesy of Sean and Adrian

Meads.
Complete the first section

(which doesn't take too much
effort) and load in the second
part. Play away until you die.
reset the computer and enter
SYS 15448 to see the final
screen (complete with • luveriee'
music and 'pwetty' graphics).

VOID RUNNER
(Mastertronicj
Want to battle It out on the really
high levels, but are unable to get
through the lower ones? Fret no t y p e :
more. Jim Blackler from Lancas-
ter has come up with one single
solitary POKE to answer all your
problems. Simply type:

To load the first part of the prog-
ram. When the cursor appears

POKE 12653.173.POKE
43.1:LOAD (RETURN)

To load and run the rest of the
POKE 43,255:LOAD (RETURN) p r o g r a m  with unlimited lives.

FROST BYTE (Mikro-Gen)
These POKEs are a welcome
relief - the game might be fun,
but its really difficult to rescue
any of Hickey the Kreezer's
mates. If you want to make life
easier load the program, reset
the computer and enter any of
the following:
POKE 4388,185
For unlimited lives
POKE 4465.165
For unlimited twang

POKE 3358,165
For unlimited ammunition
POKE 4991,173
Stop sprite/sprite collision
POKE 4657,1-49
Change starting screen

And SYS 2625 to restart the pro-
gram with your selected
changes. Thanks very much to
Sean and Adnan Meads for those
useful POKE&

CON-QUEST
(Mastertronicl
For the two of you who are wait-
ing for a continuation of the Con-
Quest tips, your  patience has
been rewarded. Feast your eyes
on these short,  but  ever -so-
helpful hints from Nigel Collecott
and Jason Hollier of Lenham in
Kent.
Use t he  ic e  wand  t o  k i l l  red
monsters and the fire wand to kill
blue monsters. If you're carrying
the poker you can walk through fire
unscathed, and carrying the gold

ring allows sale passage through
mirrors.

Kill or avoid the monster with big
ears -  he steals objects -  and
remember that once you've read a
book it can be dropped. The large
key allows you to lock doors to the
left and right (these are normally
open). The ornate keys open cup-
boards, small keys open chests,
and large keys open doors. By the
way. ornate keys are hidden in
chests.

DUET (Elite)
Remember all those adverts
announcing the imminent
release of Commando 86 and
then it never appeared. Well, this
is what became of it - Duet, a
rather dull Gauntlet clone. Never
mind. If you bought the Hst Pak
compilation and have become
bored of this freebie, then try out
these little amendments. Simply
load the program, reset the
computer and enter the follow-
ing:

POKE 21040.234 POKE
21041.234 POKE 21042.234 (RE-
TURN)
For unlimited energy

POKE 20303.113
Long range bullets for Player
One
POKE 20330.113
Long range bullets for Player
Two

POKE 29044,113
Invisibility for Player One
POKE 29058,113
Invisibility for Player Two

POKE 20401.8 POKE 20406,4
Faster movement for Player One
POKE 2 0 4 2 8 , 8
-
P O K E  
2 0 4 3 3 _
4

Faster movement for Player Two
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GREAT ESCAPE tOceani
you're expecting a 'leave y

brain in neutral and simply tot-
If

low the instructions to coMplete
the game' -  forget it. The words
below detail all the objects in thea t h e i r  uses -  you have
to ViOrlk out  what t o do wi t
camp n d  h

i therm DOn't forget to use the
Map (and the infinite morale list-
ing) to help you make that break
SOT freedom.

TIPS

There are three keys around Me
camp whi ch ar e used t o gai n
access to the more inaccessible
parts ot the castle. The first kVi s
easily teunct in the room next to
the cells, and using i t glees to
rooms containing a Gen-Tian uni-
lorm. This is every useful c a us e
it you webounds w i t h  a

ar it, you can eae be
lore t h e

out e  d
ot r o o m s

r easonabl egr ee ot safety. Ordi-
nary soldi yers don't cart ou  oft to
solitary it r e  discovered, butyou'
beware al the CoMmandant -  he
spots you straight avay. Still ori
the subject ot  Me  unitorrre i t's
advisable not w e a r i n g  the

to be

unitorm when you escape or youas a spyl. t o  explore

THE SYDNEY
AFFAIR
(Infogrames)
This i s  a  pr etty compl icated
game, and as you can see else-
where in this issue, the skimpy
instructions w e r e n ' t
appreciated. Oh well, help is at
hand, in the form of these very
comprehensive t i ps .  I  d o n ' t
know who sent them in because
he or  she didn't put a name or
address on the solution. Who-
ever you are,  mystery person,
your h e l p  i s  g r e a t l y
appreciated

PART ONE
First of all take a photo of Mr Syd-
ney's right pocket to find a key_
Take a photo of his briefcase and
press f7. Take down all the infor-
mation shown and press f7 again

60 Z Z A P
1
6 4  
J u l y  
1 9 8
7

-

len otaects.  ofh.tecoreNtisell

are e
The torch is neede
 s

the unde r gr o
und t u n
p l a c e

nei, The tun
-

nel is also a good  t o  hide

-

to see a black and white photo of
a couple kissing. Next,  take a
photo of his jacket to find his wallet
and wnte down the information
given. Press RETURN to access
the second location a nd take
photos of the vase, the floor, the
curtains and the window frame.
Your efforts are rewarded with a
fingerprint, a camel cigarette butt
and a 7 x 64 calibre cartridge. Now
load the next section.

PART TWO
NB: Write down all statements
First, get a statement from a Wit-
ness -  no name and address is
needed. Next,  ge t  a  statement
from Maitre Decole and then one
from Mrs Sydney (her address is
given in the wallet). Hubert Decole
comes after  that, and then you
have to get another one from Mrs
Sydney.

Get an autopsy on Mr  Sydney
and a  ballistic on the spent car-
tridge - take down the information
on both. Get a statement from the
Caretaker of  St James Square,
and then ask for another one from
him to get an address at Blatin

PANTHER (MAD)
Unlimited lives for this compe-
tent shoot 'em up are yours for
the asking -  just do what Jim
Blackler says R e w i n d  the
cassette and type in:

POKE 43.255 LOAD (RETURN)

When the READY prompt
appears enter:

POKE 43,1 (RETURN)
105 POKE 14370,165 (RETURN)
RUN (RETURN)

To load and run the rest of the
program with more cans of tuna
than you can ever imagine. Well.
the space ship does look a bit
like a can of tuna,  .

vey
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lEa t i p a .your s
under the stove in your
red cross room are a pretty sate

The wire cutters are the Most
bet. hole game
usetul object in the w
.and without them there is no
escape. -The bar ot chocolate acts
as a great distractio r i e o n e T

n -  just give it

(don't drop it) to a fellow p
and he attracts the guards' atten-
tion so that you can negotiate tee
lence. The cornpass is absolutely
essential in order to escape and
it's l a '  see explanatory what you

The Fled Cross parcels are a bit
do w i t ah l.

of a nuisance, as you only get one 1
a .  Howeverday ,  there is a  way 1
around this. Get the first parcel 1
that arrives and hide it somewh
er esale. Deliberately g e t  eaught  thro
doing something bad and w n
in solitary tor  the  night.  When
you're released the next morning
another parcel tarrivesu
on doing this unil yo have all tour.l
The shovel is another essentia
o
b
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e
c
t  
-  
w
i
t
e  
i
t  
y
o
u  
c
a
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way through the blockage in one

flight, that's what everything
ot the tunnels. it

does, but what should you use
tor . when and how? Teere's a prize

ant.
tier torthe best escape pl— _ — _ — _ - - - - -

r
-

Street.
In Mr Sydney's briefcase is the

name R Reeard. Type Mr Renard
and Blatin Street to get a state-
ment fr om a  private detective.
Another statement i s  required
from Mrs Sydney.

Mr Sydney had two children,
Sylvie and Ludovic.  Get  state-
ments from each and Sylvie says
she recognises the man i n the
photo. Ask Mrs Sydney for another
statement and she gives you the
address of  her  cousin, Ti no Di
Nano. Get two statements from the
housekeeper. Peggy Gachet -  her
address is the same as the Syd-
neys'.

The next statement is from Tino
Di Mello -and he admits to having
an affair with Mr s Sydney. Get
another statement from Ludovic to
find that he knows Tino very well,
then ask M O  for a statement to
find out about his national service,
Ask Ludovic for another statement
to find out about a 'Sergeant'.

Go back to Ti no and get another
statement, then go to messages
and type CRRJ LYON to find out
who the  sergeant i s (just type
'sergeant' after typing your desti-
nation). Type CIAJ CLERMONT
and Patrick Languille to find his

ee

••••••- •••••••, ••

Ite

criminal record. Next  type ST-
CHELY a n d  Patr ick Langui l le
again and get a  statement from
him (for his address lust type ST-
CHELY).

Get a statement from Tina, and
gel another statement from the
Witness to discover that he posi-
tively identifies the man running
from the scene of the crime as Pat-
rick. Press 'comparison' and type
PATRICK LANGUILLE. Take down
all the information given and press
SPACE for  more.  Ge t  another
statement from Patrick, use 'com-
parison' and type TINO D'NALLO.
Get another statement from Pat-
rick and do another comparison
on him.

Perform a ballistic on the hole in
the wall, do another comparison
on Tino and get a statement from
him. Get another statement from
Tino to get a short confession from
him admitting that he's responsi-
ble for Sydney's death, and press
SPACE a couple of times to get
the full confession.

Get a statement from Patrick for
a confession from him, and press
SPACE a couple of times for a full
confession. Finally, arrest Patrick
Languille for the murder of Mr Syd-
ney, then sit back in your comfy
chair (no, not the comfy chair -
CB), put your feet up, smile smugly
to yourself and make a cuppa.

• there's the final whistle! Sean and Adrian Meads of Basingstoke,
nts are a pair of lucky dudes this month because they've won £20

h of software for their great set of POKES (there are more of
m next month). If you have anything in the way of POKEs, maps,
• hints, cheats or whatever then send them Into meat Z Z A P
1
T I P S ,
PI Towers, PO Box 10, Ludlow, Shropshire SY8 1DB.
the way- has anyone got POKEs for Ocean's brilliant Head Over

les just arrived in the office, unfortunately a little too late for
, and we've been playing it like mad b u t  can't get to any

crowns. If you can help in any way, send your POKE in, marking
r envelope Head e r  Heels R i g h t  Here' and send them
usual address -
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IMPOSSIBLEMISSION
32 Different Rooms
90 Different Robots
Superb Animation

The very best in espionage action!

SUMMER
GAMES

Thrilling head
to heat motor
racing. 6 different
circuits, each with

on screen map and pit teddies!

PettOrM the Moon
Walk, Head Spin.
Back Spin and
more. Over 100

different steps, complete with music

8 different spins
events, compete
Naos' an
opponent or the

compute. Superb animation.
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rom the author of SHOGUN,
James Clavell, comes TA I
PAN and a terrific new

me packed with action and
stunning graphics. TA! PAN is the
exciting story or a man and an
Island. Become Dirk Struan — a
pirate, a smuggler, a manipulator of men achieving riches
beyond imagination. Enter a world of blood, sin, treachery,
conspiracy and murder — a game of Grand entertainment!
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Batman, ion Rittman and Bernie
Drummond present 'Head over

Heelst -  Hi! My name's Mr Head Some
say Pm the One with the brains but i don't
think my flat footed friend would agree
I m 5 real sharp shooter, but without my
pal Mt. Heels I'd get nowhere fast.. .  or
slcm,/
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Thompson at the two of us -  he's FAST! Tosether, if we can find each
Other, we really do make an awesome twosome, and that's the only ws
we can overcome the emperor Blacktooth.S PLA ING T

Screen shots taken from various computer form'

Ocean Software Limited • 6 Central Street • Manchester M Telephoni ! :  1



4 0
"
M
M '  
I
t
o
*

_  41

ow hot from the arcadescomes Nintendo's MarioBros for your home
computers featuring Fireballs, _
Sidestepper, Fighter(ly and of -
Acourse -  Mario and Luigi! Flip
those pests and kick 'em off the
pipes, but don't lose your footing on those slippery floors.
Play as a team or against each other; either way you're in

a scream with Mario and Luigi -  the MARIO BROS.

'

NO V  E I L  i O R Y w  R
SP CTRU a n d  MS T R A

1
F GAMES

Oi
l 
I

E N N E R S .
SPECTRUM E7-95 COMMODORE 1,895 AMSTRAD f.8•95 - EACH

I took on the k n o w i n g  I was
I armed to the w i t h  mifssiles, mines,t
torpedoes and more. I  could even
choose where wanted' to fight! Mew
could I lose; M o w  DID I lose? I've
never seen anything like it t h e y  came
at me in droves, In swirling gases, in
forms spinning a deadly gossamer and
there were more to come, I know now
that one form of Mutant will never escape
a well planned pattern of mines It 's  jtzt
the beginning b u t  I must build the ultimate weapon or IU NEVEMbend
of them alli "An essential purchase -  miss it and vou°re mkssing
something special" Zz a p

1/4
!: 061 832 6633 • Telex: 669977 OCEANS G • Facsimile: 061 834 0650

ANL



PREVIEW

A GOLDEN
SUMMER
Steve Jarratt
takes a brief look
at what US Gold
have to offer
for 1987

hDIJ, A
JONES
Most people will need no Introduc-
tion to this Spielberg/Lucas silver
screen hero. The mild-mannered
archaeologist with a mean line in
whip-cracking is soon to be wing-
ing his way to the 64 in US Gold's
second c o i n - o p  c onv ers ion ,

Nfr The Hero rides a subterranean roller-coaster in the coin-op version
'  o f  Indiana Jones And The Temple Of Doom

64 ZZAP! 64 July 1987

ROAD
RUNNER
There are several major releases
due f rom US Gold this summer,
the most  notable being the con-
version of  the Atari coin-op Road
Runner, bas ed  o n  t he  f amous
Warner Brothers' cartoon charac-
ter of the same name,

Sticking c losely t o the arcade
format, the action involves guiding
the Road  Runner  t hrough t he
twisting, t ort uous  roads  o f  a n
American d e s e r t ,  g a t h e r i n g
birdseed a n d  a v o i d i n g  t h e
clutches of  Wile E Coyote -  the
ravenous and  dev ious  bane o f
RR's life

Nearing complet ion,  t he game
looks very smart  indeed and has
some wonderful animation on the
main charac ters .  Hopef u l ly  I t
should be in your shops from June
onwards, at  which t ime you can
make up your own minds. Meep,
meep.

licensed f r o m  At ar i ' s  I nd iana
Jones And The Temple of Doom.

Following t he fi lm's  plot ,  y ou
guide Indiana Jones in his  fi ght
against t he  Thuggees,  wi t h  t he
ultimate aim of freeing the children
who are held as  slaves in their
mines. Indiana re-enacts many of
the fi lm' s  hai r ier  momen t s  -
including the roller-coaster railway
ride in the underground mine, and
the climactic sea of  fi re bullwhip
fight within the temple itself,

The hero should return in July

A  A shot of the title screen Iron, the 64 version of Road Runner

Wile E Coyote - knife and fork in hand -  in readiness to begin the
v c ha s e .  on the soon-to-be-released 64 conversion

ACCOLADE COMICS
Accolade -  w h o s e  prev ious
releases inc lude Psi-5,  Hardball
and Law Of The West - are cur-
rently putting the finishing touches
to Accolade Comics, an interac-
tive program in which you can alter
the story's dialogue and thus influ-

ence the garne's progress.
Although currently sitting on live

sides of disk. US Gold are working
in conjunct ion wit h Accolade t o
produce a workable cassette ver-
sion, which should appear some
time after the disk release in July.

V O n e  of Accolade's many comic pages which currently fill five sides o f  disk!
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STREET SPORT
BASEBALL
The n o w f amous  Epy x  s port s
simulations take a  s t range t urn
with Street Sport Baseball, where.
instead of the polished refinement
of professional sports simulations.
baseball is played in the street by
kids in baggy shorts and oversized

Y Y ou  are provided with both an elevated and overhead viewpoint of t he  proceedings In Epyx' Street Sports Basebaii

P O LE S
RO CKE TS

BAIL STR  OUT
•  ! m e m o  L a i l

PLANNED ARCADE
CONVERSIONS
The latter hall of 1987 will also see
the releas e o f  Several f urt her
arcade conversions from US Gold,
including Last Mission, Rygar and
Solomon's Key

Last Mission is an eight-direc-
tional s c roll ing s hoot  ' e m u p ,
based on the lit t le known Data-
East coin-op of  the same name.
Quite s imply,  it 's  a  hect ic 'blas t
anything that moves' game -  the
aim is to kill o r  be killed. The
arcade version is  fun, but  you' ll
have t o wait  unt il September to
see the 64 version,

The second conversion planned
for September features the legen-
dary warr ior  f r o m t h e  Te c mo
game, Rygar.

Battling through parallax scrol-
ling f o res t s  a n d  j u n g l e s  o f

caps. This  promises to be of the
usual Epy x  s tandard,  inc luding
neat touches such as dogs that run
onto t he pitch and steal the ball
during play!

Again, a release date has been
set for July - so start saving.

primaeval Earth. Flygar hacks and
slays his way past  evil creatures
using a vicious yo-yo cum chain-
saw weapon,  Once again the aim
is s imple -  annihilat ion of  every-
thing except yourself.

Finally. anot her Tec mo game
gets t he  6 4  t reatment  i n  So l -
omon's  Key -  a deceptively play-
able plat f orm game where y ou
destroy and build blocks in order
to reach keys, These unlock the
doors t o  t he following screens,
assisting y our progress  Through
the game. Due out in August. Sol-
omon's  Key looks like good mate-
rial for an exciting conversion, but
we'll have to wait and see_

Last Mission promises plenty of
acted when converted to the 64
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Y Oblivious to the scenic waterfall beneath. Rygar continues his path o f  destruction

y Lovely graphics on the arcade game disguise the inherent simplicityv  o f  Solomon's Ke y

The door (centre screen) has been opened ready to enter the next level
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VISIT THE ei !  OFFICES AND APPEAR IN A FABULOUS
CIO PHOTO STORY!
PLUS! AN aTi T-SHIRT, AN Or MUG AND A COPY OF THE GAME!
AND IF THAT WASN'T ENOUGH, THERE ARE 20 MUGS AND COPIES OF THE GAME FOR
THE RUNNERS-UP!MMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMMM

M I
L
j

r = w  • • • 1 0

ink is  a magazine run by
pigs — a  b i t  l ik e ZZAPI
really. although the editor,

Uncle Pigg,  i s  probably  a  l o t
cleaner t h a n  G a z  Penn.  Y o u
wouldn't  believe .the state of  his
desk ac tually ,  yori would. It's dis-
gusting.

The game however,  is  not  s o
crude, Unless of  course you're a
bit l i k e  Ma r y  Light hous e a n d
object to playing Breakout with a
giant pimple!

Oink! — t h e  c omput er g a me
comprises three sub-games. One
is a  Breakout  variant  i n  whic h
Pete's Pimple is  used t o  break

Eniniumi• MMMMMM immo MMMM
66 ZZAP! 64 July 1987

down a series of  Oink-orientated
walls. I n  t he second t he player
takes control of Rubbishman as he
flies a along a series of horizontally
scrolling tubes. The final game is a
Gauntlet derivat ive wh e r e  t h e
player guides Tom Thug around an
alien-fi lled landscape. The object
throughout i s  t o  c ol lec t  p a g e
panels, and thus 9et the magazine
ready f or  t he printers  within an
allotted time.

We've had a piggin• good idea
for this compet it ion,  i t ' s  a spot
the difference — with a difference.
Pete, of Pete's Pimple fame, woke
up one morning t o  fi nd — quite

• • • •

• -
unsurprisingly — a large pimple on
the end of his nose. Here he can be
seen in front of the bathroom mir-
ror, pondering on  t he zituation.
Now, what  we want  you to do is
find the ten differences between
picture A and its mirror image, pic-
ture B, and then we want you to tell
us what Pete is thinking — but in no
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asP. 4 = 0  4 = 0
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more than 15 words. Wit,  hyper-
bole, innuendo,  dramat ic  irony,
sarcasm — consider them all, then
send t h e  c omplet ed ent ry  t o
gorgeous Glenys  Powel l  at :  A
SWINE O F A  COMPETITION,
ZZAP! Towers, PO Box 10, Lud-
low, Shropshire SYS I AO. Entries
should be in no later than July 9th

Name
Adress

Postcode
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Save meal r  vour expansion port 3 sail
Motherboard for 64178

AVAILA8if NOWT!

POST TREE
LiACCEPTS 3 CARTRIDGES
D SWITCH ItEitiliT ANY SLOT
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HIGH GRADE
PCB/CONNECTORS
RESET SWITCH

Nom a IAA Midi Interlace for your 64
,
128 a l  a
realistic once' POST FREENOW ONLY

PA01 IN q r THRU
21 MID DOT
Compatible M b  r111)$t heeding salivate Packages
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THE ULTIMATE DISK TOOLKIT FOR 1541/1540
loolkit IV has, or sume time, hen generally recognised as the
best disk loolka available The only problem for Betel was that
it was distributed by someone else!! So when the opportunity
to obtain the rights came our way we lumped at it. And what's
mote. In keeping with our general pricing policy we are offering it at less than
hall the previous selling price. A disk toolkit is an absolute must for the senous
disk user and TOOLKIT IV has more features than most for less.
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100EKIT IV is an absolute must tot the settees disk user I t  has a ll the mutinies that the o ile rs have
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complete with comprehensive instructions
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1 (1) SANXION (25%)
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Loading Music (Rob Hubbard)
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(Ptease write in BLOCK CAPITALS)

Name
Address

ZZAPI 64
CHART VOTING COUPON

1

Postcode

If I win the E40 worth of software I would like the following games:
(Game and Software House)

T-Shirt Size S/M/L

am voting for the following five games:
1
2
3
4
5

I am also voting for the following piece of music:
(Commodore 64 ONLY)

ZZAP! CHARTS, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 I  DB



e of mukical notes await collection as Rockford takes theOf a conductor
The hero himself. , ,  al though he doesn't look much like his
computer countemartl

window behind the machine causes ail
as the cameraman snaps Rockford in space
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dominating t h e  budget
scene. Mastertronic are

launching themselves into the
arcade market with a brand new
video game system, based around
the Commodore Amiga board.
Arcadia. the coin-op subsidiary of
the budget giant, has licensed the
boards from Commodore and
fated an extra 1,5 megabytes of
memory, making the system more
powerful than the majonty of exist-
ing dedicated consoles!

Games are due to be released
on a ROM board format, allowing
the arcade owner to slip out an old
game and plug in the new without
having to remove the main proces-
sing unit -  thus offering cheap
upgrades. Better still, a ROM can
carry a further 6.5 megabytes of
data, giving a huge potential for
future games.

The console is Set Inside a wide
cabinet with two joysticks, fully
equipped with a pair of fire buttons
on either side. The cabinets are
well designed, allowing simultane-
ous two player action without any
crowding -  a  problem often
encountered with some of the
slimmer two player cabinets.

Two new titles, Road Wars and
Rockford a re  currently being
designed and programmed by
Arcadia's T o p  Secret British
development team and will appear
on test saes throughout the coun-
try towards the end of the summer.

ZZAP! 64 July 1987
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A further three titles are planned
by the end of this year. and the
release of several new titles from
Arcadia's American counterpart is
also a possibility.

A bonus for computer users is
that Mastertronic will be conven-
ing the titles to all home micros,
although it's not certain which
label the conversions will appearon.

Arcadia aren't the only company
to licence Amiga technology.
Bally/Midway. producers of Ram-page have just announced that
they too have licensed similar
boards for the development of
their new range. Both Bally and
Arcadia have already had talks to
see whether it will be viable to
make their systems compatible -
at present there has been no
agreement reached.

ROAD WARS
THE first of the new Arcadia titles
is a 18 level first person perspec-
tive 3D shoot *elm up set along a
straight, and seemingly never-
ending road. The objective is to
travel along the highway in a
spherical vehicle and blast any
obstacles and hazards that pre-sent themselves.

But it's the enforced two-player
action which makes Road Wars
different -  the two vehicles travel
side by side, bumping and bashing

m g  picked up the required amount of notes, Rockford the
conductor prepares to advance to the next world

one another if a pair of psych-
opaths are wielding the joysticks.
Excess violence can lead to one
craft being forced off the freeway,
resulting in the loss of life and
much grievance! If a human oppo-
nent is absent the computer pro-
vides a forceful and enthusiastic
ally.

The craft have two modes of
operation, both o f  which are
necessary for survival. In Gun
mode the craft opens up like a
flower and a  double-barrelled
laser blooms, which is used to
despatch hostiles and roadside
generators (sending deadly bolts
of lighting arcing across the road).
Shield mode reduces the craft to a
compact ball, allowing it to bash
into hostile vehicles unscathed -
this however does not protect the
craft from lightning,

At the end of each level a hole
appears which the buggy enters
to progress to the next level. On
later levels Only one hole appears

with friend becoming foe as the
fight for access begins

ROCKFORD
RECOGNISE the name? Yes, not
content with making four separate
appearances o n  b o t h  t h e
Commodore and Atari, twice on
the Spectrum and Amstrad, on the
Atari ST, the MSX systems and in
these hallowed pages as margin

star, the versatile insect is now
appearing in his very own arcade
game. Officially licensed from First
Star's Boulderdash series, the
structure and playability is virtually
identical to that of the computer
originals -  a nd tha t means
addictive!

This time round there are 40
different screens i n  w hi c h
Rockford plays ten different roles:
Astronaut, S c u b a  D i v e r ,
Conductor, Musician, American
Sports S ta r ,  Player. Mine r.
Gambler a n d  Hunte r.  T h e
traditional d i r t ,  boul de r s ,
diamonds and hostiles take on
different appearances  a s
Rockford plays each character -
as an astronaut the hero has to
collect miniature suns and dodge
falling planets, whereas eggs are
the order of the day in cookerymode.

Rockford i s  thoughtfully
designed, allowing the player to
start on  any o f  four worlds.
However, progressing to the next
world requires either a fair amount
of skill or a large wallet (there's a
costly continue option which
requires continual feeding).

The character graphics and use
of colour are rather disappointing
considering t h e  s y s te m 's
capabilities, but the game oozes
playability a n d  i s  fiendishly
addictive. Something t o  look
forward to, but be prepared to dig
deep into your pocket.
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If only they realised what his ahead. the terror, the suffering. the
noise, the microwaved lunch •  The winners of our Piranha
Combat Zone competition spent a  happy day in the Essex
countryside. meeting a wide variety of people-and shooting them.
Pictured above are a number of ZZAP! squaddies (Penn, Rignall.
Brennan and I .iddon RIP), Helen Holland of Piranha (the one with
the fish on her head) and the competition whiners; Richard Jones.
Elaine Oxley, Lisa Scullard, William Fox, David Edge,
P A Pethers and Nigel Palmer. Watch out for a full report on the
Combat 7Ame phenomenon in a future issue.

ENTERPRISING
MELBOURNE HOUSE
ENTERPRISE is the new release
from Melbourne House, based on
the entrepreneurial exploits of a
space trader, attempting to make
his fortune around the galaxy's
space lanes.

The game has a huge variety of
alien planets with which to trade,

and is a mixture of vector graphics
(to simulate landing and flight from
planet to planet), and text interac-
tion between yourself and the alien
computer systems. Initially appear.
ing on Spectrum and Amstrad, the
64 version will surface some time in
mid July.

PIRANHA BYTES
IT LOOKS like it could he a busy
Summer for Piranha, with eight
planned releases between now and
October. including such gems as
Trap Door 11, continuing the saga
of Walt and his fellow crawl ies. and
/lanky. which chronicles the
exploits of a servant to the Royalty.set in the hallowed corridors of
Buck House

More notable perhaps is the
release of Yogi Bear, the lovable
Hanna-Barbera rogue from Jellys-tone Park. who is soon to be found
wandering around the inside of
your 64.

The game features all of the car-
toon's major characters, including
Yogi. Boo-Boo and the long suffer-
ing Ranger Smith

Taking the part of Yogi, it's Your
task to track down and rescue tkio-
Boo, who is bear-napped at the
beginning of the game. Yogi has to
dodge hunters' guns and the sharp-
talons of eagles during his mission.

Collecting food along the way
keeps the bulging bruin from fal-
ling into hibernation. and the sto-
len campers" pickemick ' baskets
contain different colours which
supply a code necessary to success-
fully rescue Boo-Boo at the end.

You only have one year in which
to rescue your diminutive buddy.
and the action takes place across
four scrolling backdrops - one for
each season. It looks like an Oct-
ober release for the finished prod-uct.
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THE DRUID
RETURNS

THAT elemental mashin' Druid is
back! Following his  previous
adventure in which he cleansed
Acamantoes Tower of all foul
beings, Druid has returned to his
home village of Ishmar to find that
all the villagers have been turned
into diabolical creatures. Naturally
this upsets him, especially when hefinds out that Acamantor's at the
bottom of all the trouble. In fact
he's so annoyed that he decides to
travel to the evil one's tower once
more and confront him in a duel to
the death.

The action is portrayed in the
same style as Druid, but this time

there are 15 levels and all manner
of vile creatures to  do battle
with , . poisonous mushrooms.
spiders, manic trees, fire breathing
skulls from Druid ,  although
this time they have mobility, and
bits of the landscape all get up and
chase the hero! There's even the
grim reaper to contend with •

All is not lost though. There are
32 new spells to find and use, and to
help battle Acamantoes minions
are four new elementals, Earth
Golem. Fire Fiend, Water Kraken,
Wilio• The Wisp. Draid fans keep
a look out -  Druid II should be
reviewed next issue.

MARTECH MEGA
APOCALYPSE

ARTECH's follow up to Crazy
Comers is finally due to hit the high
street after almost Two years of
intensive programming by Comets'author Simon Nicol.

Entitled Mega-Apocalypse, the
game promises several technical
innovations, including 144 non-flic-
kering sprites on-screen at one time
(gross!). 100 simultaneously spin-
ning stars of differing sin and five
channel sound. which utilises two
separate speech channels with sam-
pled dialogue and effects_

Finishing touches are provided

of: Rob Hubbard and-Bob Steven-
son handling sonic!, and graphics.
respectively

The garneplay runs along the
lines of Crazy Comets, but with
many improvements over the origi-
nal. including increased manoeuv-
rability and the ability to accumu-
late C7Ciril firepower as you go
along.

Simon says. *It's basically every-
thing I wanted Corned to be, hut
couldn't manage at the time ,' The
finished product is about a month
or so away. and we're cijrrciilh

by two people you may. have heard waiting with bated breath.
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THE TUBE
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A FORTHCOMING release from
Ouicksilva will be called The Tube
- and no. it  doesn't feature JotsIs
Holland or Paula Vales. Promising
plenty of blasting action, it's set in
and around a huge matter transfer
device, which is to be defended
from invading aliens, The action

A sefeetion of shots from Qukksibo's The Tube
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takes place over three main areas
and uses a different style of game
breach section, including a Defen-
der clone for the inside of the tun-
nel itself.

The Tube will be open for inspec-
tion by mid June.
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IF SHARKS
COULD
FLY . . .

BUT they can! The Flying Shark is
a Tiger Shark hi-plane, in  Fire-
bird's new vertically scrolling shoot
'em up of the same name, due for
release on their Gold label. Taking
the role of a World War I lighter
pilot, you fly across land and sea,
avoiding enemy fi ghters a n d
attempting bombing runs across
enemy territory.

Bad news for those of you await-
ing the re-release o f  the classic
Activision games on the Firebird
Silver label -  for reasons known
only to themselves, Firebird have
put back the release date to early
August. Still, they're well worth
the wait and it gives you more timeto save

COIN-OP
CONVERSIONS
STILL w i t h  Act ivision ,  i t ' s
rumoured that they have obtained
the rights to  a range o f Capcom
arcade games, including Bionic
Commando. S i d e  A r m s ,
Gunsmoke and Legendary Wings.
Activision were  unavailable t o
confirm or deny the gossip, so we'lljust have to watt and see.

Further to this month's feature,
the grapevine i s  buzzing with
unconfirmed reports that US Gold
have acquired the rights to OW RI411
and possibly Super Hang-On.
Again. only time will tell.
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AND
FROM
CRL

UP AND COMING releases from
CRL include their second text-
with-graphics adventure. Fra n .
kenstein, based o n  the famous
novel by Mary Shelley. As with
their previous offering. Dracula,
this n e w shocker incorporates
some gruesome digitised graphics,
which have been deemed horrible
enough to  wa n
-
a n t  a  
' 1 5 '  
r a t i n
g

from the British Board o f  Film
Classification. Adventure fans who
like being scared have only to wait
for June to roll by, when the gamecomes Out.

July then sees the release of their
terribly serious combat game N I *
Hamster, and the slightly less seri-ous Traucion.

Mnja Hamste r fo llows t h e
adventures o f  a  black-belted
rodent as he returns from fields afar
only to find his village in the grip ofSinister Rat and Lizard of Death -
his two arch enemies. In a frenzy of
martial arts, flying fur and gnashing
incisors. Ninja hamster attempts to
rid the village of the two evil crea-tures.

Trar.tion is named after a giant
city, currently under construction
in space. A s  the  driver o f  a
monorail maintenance car, you're
happily going about your business
when things start to go wrong. The
city begins to  self-destruct, and
escape entails negotiating t h e
monorail system from one side of
the city to the other, avoiding other
vehicles on the rail, haywire gun
emplacements and dangerous hot-
spots where the city's cooling sys-tem has broken down.

RE-BOUNDER
11-h-her-doing! B-b-hounder b-h-bou ores h-h•Inicek in ;remlio's soon-to-be-
released sequel Re-Rounder
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THOSE Bounder holies who had
just about been cured o f  their
addiction are now due for a major
relapse, thanks to Gremlin and the
return o f  their binary bouncing
ball, in Re-Bounder - the sequel.
Designed along the same lines as
its predecessor, Re-Bounder takes
the intelligent tennis ball over 18
tortuous levels, each filled with
aliens intent on your deflation.

Additional features include the
ability t o  purchase designer
armour-plating and extra firepower
from hardware stores along the
way. However, the  game st il l
promises to be as infuriating as the
first, and you only have until June
before your sanity comes under fire
again!

June also sees the second o f
Gremlin's releases, Alien Evolu-
tion, a 3D perspective exploring
and blasting game, set in Eanh's
distant future, after the all-too-
inevitable nuclear holocaust.

Sheltering from the radioactive
surface above, mankind has taken
to living in subterranean dwellings.
In the interim, an Alien species has
taken up residence on the surface
and when Man decides to reclaim
his home, the new squatters are
none too keen on moving out.

In an attempt to rid themselves
of these unwanted freeloaders. the
Terrans have completed what they
hope is the answer: 'Cyborg 64' -
half man, half machine. whose task
it is to rid the Earth of the extra-ter-
restrial invasion.

Unfonunately, the Alien species
has posthumous regenerative
abilities which means that each
time they die, a new, smarter strain
is unleashed front their remains!
Only when the fifth and most terri-
ble species has been destroyed can
the Earth belong to Mankind oncemore.

Alien Evolution is released in
June so lie low until then.

OCEAN-GOING ADVENTURES
I

OCEAN's oriental mega-game, comple t ion ,  and just to whet your
Tai-Pan (based on the eponymous appe t ite .
James Clavell novel), is nearing

-
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• ern up puts you at the con-
trols o f an Eagle fighter —

annihilating attacking aliens and
collecting their Messenger Droids.
Armed with your on-board cannon
and a  t o p  secret Devestator
device, you fight your way past
deadly fi reballs towa rds t h e
deadly Zeta fighter — a computer
controlled interceptor cra f t  o f
awesome firepower.

Those nice people at Hewson
have kindly donated the original
artwork o f  the fabulous Eagles
poster as a competition prize, and
to win it all you have to do is find
the following nine words in the
wordsquare

DEVESTATOR
DROIDS
EAGLES
FIGHTER
FIREBALLS
FLYING
HEWSON
MESSENGER
ZETA

EAGLES

NAME   E Y D R D H E G M Z R Y U
ADDRESS   D S A F R E G N E S S E M

J I K O O L C T F N B Y 0
K E I J I  I  D A K Z O U R  X

POSTCODE   T J D P D E J Z A P C W R
TELEPHONE G H E W S O N R D B K P S

✓E V O Y E V  I  F  T A X
BL E Z N O A L  I  O R L U

S S M F  Y H R G O A V
Z O T U K  I  Z  I  E H O R F
R M A T N G C J B S B Z H
EU T G K H J P A R A G A
T M O L L I Z  L  A N J I
I W R W X  E A G L E S B X
OM V N O R K O S B A W D
PH A H A G L Y Z C  I  A E

Entries should arrive at EAGLES
COMP, ZZAPI TOWERS, PO BOX
10 LUDLOW, SHROPSHIRE, SY8
1AO no later than July 9th
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ARKANOID -
THE BLOCKBUSTER;
SCREEN AFTER
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ADDICTIVE ARCADE
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CATCH AND HOW
ELONGATOR AND
MUCH, MUCH
MORE. THIS IS
ARKANOID -  TH[
REAL THING!
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MAGMAX — HOT FROM THE ARCADES
GET SHARP OR YOU'RE DEAD! BUILD UP THIS
MEAN MACHINE TO ITS AWESOME FIRE
POWER TO STAND ANY CHANCE OF
COMPUTING YOUR TASK. STUNNING
GRAPHICS AND LIGHTNING GAME PLAY
TEST YOUR REFLEXES AND SHARP-SHOOTING
TO THE LIMITS. TAKE ON MAGMAX —
ITS A KILLER! E795

E

FROM TAITO CORPORATION COMES
SLAP FIGHT AND THE LAST WORD

• •  I N  PLANET COMBAT.•1 MULTI-SCREEN,
REALISTIC GRAPHIC

AND
ALL THE

COIN-OP FEATURES.
"ADDICTIVE AND COMPELLING

YOU JUST CANT PUT YOUR
JOYSTICK DOWN!"

ARMY MOVES - YOU ARE C"
,
'
c;RACK TROOPER IN SAME A
' , OM NEED ALL YOUR SKILL
91UATION STAMINA 10 KEEP ON
WOULD FAIL AND COURAGE TO FA
,BOMBARDMENT BY ENEMY TPOOP -
ARTILLERY AND IF YOU SI -  ARMY
SOME GREAT TALES TE  ,
9 5

t A  HAt
-ORMEDASIE E•
:VANTAGE OF E.
,
.

WHERE OtHERS
' ASELESS
drERS AND

MOVES YOULi HAVE
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Now from the hit T.V. series
REAKTOR brings you
ultimate Gobots action!
You play the part of Leader 1 -
defending the planet Moebius
from the evil Gog.

SPECIAL FEATURES IN E
•  Computerised Gobot book with illustrations and

scrolling pages (cassette and disk!)
•  Weird double gravity you fall to the bottom or top.
•  Classic computer music.
•  Absolute joystic k heat!

A V A I L A B L E  O N :
C64 cass —  9. 99 — MAY
C64 disk —  12,99 — MAY
Amstrad cass — 8. 99 — MAY
Amstrad disk —  14,99 — MAY
Spectrum cass — 8, 99 — JUNE



STRATEGIC
PLACING
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Hello, I 'm Philippa Irving. I 've been edit ing 'Front line',  the CRASH
strategy column, since the beginning of the year, and now here I am
at last to provide a s imilar service to you, the ZZAP I -reading strategy
enthusiast. I ' ll be scrut inising, in my own uncompromis ing way, any
sof tware wi t h  t he vaguest  hint  of  s t rategy whic h wends  its  way
f rom Ludlow to Oxford. I 'll be giv ing the large number of wargamers
who  read t he magaz ine (that 's  you! ) a chance t o air t heir v iews
through the Despatches section, and perhaps (if  the powers  that be
let  me have enough room) I ' l l  int roduce a modes t  hints  and t ips
column. All  of this despite being in the fi nal ext remit ies  of avoiding
s tudy ing for an English degree at Oxford! I need the money, you see,
to keep up the usual lifestyle — punt ing on the Cherwell,  going to the
Chris tchurch ball on a double dining t icket, r iot ing in restaurants
and exist ing largely on strawberries,  cream and vintage champagne.

My  interests  are many  and varied,  and inc lude wr i t ing novels,
s inging, role-play ing,  media fandom,  k nit t ing and hi-fi_ However.
ever s ince my  family  got  a Commodore for Chris tmas  a f ew years
ago, and part icularly  since I bought  my  own Spectrum, collect ing,
play ing and study ing ' entertainment  sof tware' has been a constant
source of enjoyment  and expenditure.

Because I 'm still an enthusiastic and discriminat ing member of the
sof tware-buy ing public,  I t ry  to bring the perspect ive of a potent ial
purchaser to my assessment of the games rev iewed in this column.
This  is  not  always  easy when I  get  t he games free, and I  can be
surrept it ious ly  grateful for a simplist ic system that lets me get in and
out  quick ly  and off to a tutorial,  but  I keep in mind that  the games
I've valued mos t  have been those whic h seemed at  fi rs t  to of fer
limit less hours of play, and yet were at tainable in the end after many
dedicated weeks, I think  in part icular of the great Spectrum arcade
adventures such as Marsport ,  and the sheer sense of scope created
by the art is t ry  of the Midnight  games. Lastable games create their
own world.  so atmosphere is  jus t  as import ant  as complex ity  of
detail,  t he dif ference bet ween Bat t lefi eld Germany  and Vulcan is
like the dif ference between 'Sir Charles Granthson • and 'Clarissa'.

Alt hough there's a degree of common ground between all enter-
t ainment  sof tware — it  all, as a princ ipal element  offers the player
interact ion wit hout  the presence of another human being — I believe
as a point  of principal that some kinds of games should have special-
ised t reatment .  No rev iewer would measure a text adventure by the
same standards as an arcade game, yet it 's  not uncommon to fi nd
rev iews t reat ing a s t rategy  or wargame as if  i t  were a Gaunt let
variety  that  didn' t  move fast enough.  I t 's t rue that  because of the
comparit ively  small number of  wargame releases, there are fewer
opportunit ies  for good games to surface f rom what  is probably  the
inev itable mass of mediocrity  — it 's also t rue that  product ion values
are usually lower,  especially when it comes to graphics and program-
ming standards. There are some strategy and wargames  which can-
not  be faulted on presentat ion and programming,  but  it's common to
fi nd a game of this genre seriously presented as a major release fresh
f rom a BASIC compiler in somebody's back bedroom. Some people.
fed u p  wi t h  t he inc reas ing blandness  and  crassness of  modern
releases, would welcome this as a return to Victorian values; there's
st ill one area of  computer gaming where content  is  valued more
highly  than presentat ion. Unfortunately,  a badly -programmed game
is more of ten than not  just a bad game full stop. A lot  can be acne
towards  careful, at t ract ive design wit hout  compromis ing the avail-
ability  of memory,  and nothmg is less likely to create that  essential,
elusive qualit y  'atmosphere'  t han a f ew monochromat ic  blobs on a
featureless screen.

The Commodore,  wi t h  its disk facilit ies, offers a great  deal more
potent ial to the war gamer than the Spectrum. It also offers American
imports  at astronomical prices. I ' ll be t ry ing to assess in this column
how much these sort of games really  offer, and b e  giv ing what  I
like to think is a s light ly  alternat ive approach to computer games.

Serious hardware problems have delayed my arrival in ZZAP1 and
have t runcated this months  column. Hopefully  I 'll have it sorted out
by n e x t  mo n t h  m e a n w h i l e ,  i t ' s  bac k  t o  Words wor t h  a n d
Richardson.
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BATTLE CRUISER
SSI, E19.99 disk only

1
his is  a diffi cult
game for me t o
review.
Because o f  t he
great  c omplex -
ity of  the rules I

MeS,  41181p,  have t o  a d mi tthat in the short•
tune t h a t  I ' v e

had to play-test ,  i t  hasn't  been
easy t o  g e t  a  c omprehens iv e
idea of  how the system feels to
play -  a l t hough t h e  rulebook
gives an immediate understand-
ing of the theory  behind it. Get-
t ing the most from the gameplay
is a mat ter of  co-ordinat ing the
uncompromis ing a n d  u n i m -
aginat ive on-screen appearance
wi t h  the material in the rulebook
(which migh t  more  accurately
be described as a source-book)
and t he realisat ion quick ly  sets
in that  this is a long-term project.

Bat t le Cruiser comes wit h the
expected lavish packaging of an
American i mp o r t ,  w h i c h  i s
reminiscent  of  a boxed scenario
pack for a role play ing game t he
disk i t s e l f  i s  inconspicuous ly
hidden i n  a  corner o f  t he box
underneath t h e  g los s y .  f u l l -
sized, 29 page rule book. This  is
a s t a n d a r d  o f  p res ent a t ion
hitherto unknown to me, coming
wide-eyed f rom t he homes pun
realms of  Spect rum wargames ,
and t he amount  of  mat erial in
the book  promises  t he k ind o f
complex ity  a n d  t horoughnes s
that  on ly  disk -based s of t ware
can hope t o  offer. Th e  game's
subt it le - 'The Complete Simula-
t ion of  World War  I  and Wor ld
War I I  Surface Bat t les  i n  t h e
At lant ic '  -  seems mildly  ambit i-
ous. but  when  you realise t hat
the d is k  i s  double-s ided,  a n d
that  14 full pages of the rulebook
are given over to ship specifica-
tion, the potent ial soon becomes
apparent.  Even a short examina-
t ion of  the permutat ions  availa-
ble on loading makes it clear that
the range of historical or custom-
built  s c enar ios  a v a i l a b l e  i s
enormous

World War I is contained in its
naval ent irety  on one side of the
disk, and WWII  on the other_ The
first screen allows  the player to
tailor a  s e t  o f  f undament a l
opt ions such as t he number of
players (you can even watch the
computer play ing wi t h  it self  i f
you wish,  something I 've never
seen o f f e red b y  a  wa r g a me
before), handicap level for non-
historical scenarios ,  a n d  t h e
speed a t  wh i c h  s y s t em mes -
sages are displayed.  An  impor-
tant  choice offered is whether to
play an  his torical scenario (of
whic h there are four offered for
each war) or to build your own.

Init ially,  bu i l d ing  y ou r  o w n
scenario is recommended.  If you
choose t o ,  f u r t h e r  o p t i o n s
screens of fer you the chance to
fi ght  on the open sea or to design
your o w n  landmas s  t o  p l a y
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around;  you can also specify the
t ime and  da t e  o f  t he  confl ic t
down t o t he minut e,  wi t h  t he
year chosen af fect ing the avail-
ability  of  ships. There is  also a
chance t o  i n t roduc e  f u r t h e r
handicap levels by deciding who
has au/sea cont rol of  the bat t le
area, who is best at damage con-
trol, and what  the v is ibility  level
is. There are five dif ferent  types
of ac t ion  of f ered,  f o u r  g a me
lengths,  and a select ion (in one
case) o f  5 3  d i f f e ren t  s h i p s
Ploughing t h r o u g h  t h e s e
opt ions before play  is  ev en in
s ight  gives  t he confused fi rs t -
t ime p l a y e r  a  b e wi l d e r i n g
glimpse of infi nity.  Fortunately ,
the choices are methodically  set
out  a n d  e x p l a i n e d  i n  t h e
rulebook, a n d  o n l y  a  p l ay e r
eager to get  at the act ion would
be confused. I suspect  that  this
group includes most people who
load a piece of  sof tware for the
first t ime, but detailed reference
to t he rulebook  is  an essent ial
pract ice at  every  s tage i n  t his
game.

Eventually  the game reaches
the deploy ment  phas e wh i c h
opens a l l  p l a y e r - d e s i g n e d
scenarios, a n d  w h i c h  o f f e rs
another chance to meddle wi t h
the variables. Ships can be auto-
selected b y  t h e  c omput er  f or
both sides, or by the player from
a pool of  'ship select ion points '
allocated to reflect the size and
type of battle_ In the deployment
phase the player can freely alter
the bearing,  speed and charac-
terist ics o f  e a c h  s h i p ,  c a n
change t heir div is ion numbers ,
and c a n  e v e n  r e n a me  t h e m
according t o  h is  o wn  fantasy.
Renaming ships is very useful if
you have opted for the quick cop-
out  of let t ing the computer auto-
select y o u r  forces,  because i t
wi l l  probably  serve you up wit h
four Acastas and fi ve Renowns
and you may subsequent ly have
diffi culty  in keeping track of indi-
v idual ships.

The ant ic ipat ion raised by the
long series of  opt ion screens is
very much dissipated by the first
s ight  of action. The player is con-
f ronted by a blank screen wit h a

‘\\ '\
‘

pale square in t he middle of  it.
and a c rowded menu of opt ions
at the bottom_ The game is dri-
ven by a number of these menus,
whic h a r e  c a l l e d  u p  w h e n
appropriate and, again, are fully
and met hodic al ly  ex plained i n
the rules; the gameplay 's  visual
presentat ion, which occurs very
much in terms of statistics, could
k indly  be called minimalis t  and
more honest ly uninspiring,  even
weedy.  S h i p s  a r e  s h o wn  a s
indis t inc t  s hapes  wh i c h  j u s t
about h i n t  a t  t he i r  t y pe (and
more or  less indicate in whic h
direc t ion the vessel is point ing),
t hough when both sides go into
bat t le it 's imposs ible to tell at a
glance wh i c h  a r e  y o u r  o wn .
Each class of  ship is, however,
illus t rated in  reasonable detail
in t he  reference gu ide except
where we are told, grandly,  that
'historical reference is not  avail-
able. ' Imaginat ive input  on the
part  of  the player is required to
get  any pleasure f rom watching
the game. This dist inct ly shoddy
appearance, part ic ularly  wh e n
contrasted w i t h  t h e  s uper ior
presentat ion of the rules, makes
it look like Batt le Cruiser is delib-
erately ref us ing t o  hav e any -
thing to do wit h the cosmetics of
computer g a m e  des ign .  A n
austere ut i l i t anan approach is
all very  business-like. especially
when t he import ant  aspects of
the game are so well worked out,
but  c omput er s of t ware has  i n
theory  t h e  po t en t i a l  t o  b e
genuinely  at t ract ive;  and as far
as wargames  go, the computer
has to compete wit h the consid-
erable aes thet ic  appeal o f  t he
boxed game and  paint ed lead
figures.

Play proceeds  in  a  fast, f ree
mix ture o f  o r d e r  g i v i ng  a n d
order execution. Through a sys-
tem of  menus ,  mov ement  and
combat  ins t ruc t ions  c a n  b e

given to ships indiv idually  or en
masse by  divisions. The orders
are t hen executed in  real-t ime
during the act ion phase, whic h
indefi nitely  extends itself unless
the p l a y e r  reques t s  a n o t h e r
order p h a s e .  I f  a n y t h i n g
interes t ing happens  during the
action phas e ,  t h e  p l a y e r  i s
informed b y  mes s ages  wh i c h
may flash by very rapidly  or very
s lowly  depend ing  o n  w h i c h
message speed was selected. To
change t h e  fl eet ' s  o rders  i n
response to these messages, the
player presses a key to ex it  the
act ion phase at  the next  oppor-
tunit y  -  t h e  response i s  n o t
instantaneous, a s  t h e  g a m e
seems to want  to finish what  it 's
doing first_ Th is  is  a  f ree-form
system w h i c h  re leas es  t h e
gameplay  f r o m t h e  ar t ifi c ia l
rigidit y  o f  fi x ed-lengt h t urns ,
and giv es  t h e  p lay er  a  good
degree of control.  A  save game
opt ion i s  aut omat ic al ly  g i v en
before each orders phase_

Prior t o combat ,  t he player's
fleet has to find the enemy ships.
The map,  wh ic h  al lows  move-
ment  in al l  t he compass direc-
t ions by  means of an ex t remely
irrit at ing ClarSO• system, is  not
enormous in real terms and the
enemy wi l l  probably  be s ighted
wi t h in t he  fi rs t  t urn.  A s  wi t h
movement ,  orders  f o r  c ombat
can be given to ent ire divisions;
and i f  an indiv idual ship is  set
against o n e  o f  t he  enemy ,  a
' target '  o r d e r  au t oma t i c a l l y
starts the fi ring. Whether or not
your s hip wi l l  hit ,  o r  do muc h
damage if  it does, is determined
by a vast number of factors. Dur-
ing the orders phase it 's easy to
access a table which shows the
weaponry  o f  eac h  s hip,  a n d
reference to the rulebook gives
details  a b o u t  t h e  r a n g e  a n d
ment  of  t he equipment .  When
combat  is happening during the
act ion phase, a  hit  t o either to
one o f  t h e  p lay er ' s  o r  t h e
enemy's s hips  i s  repor t ed i n
specific terms  of eight  possible
locations, d a ma g e  t o  w h i c h
gradually  impairs the ship's own
capacity_ There are hsts of equa-
t ions in the rules whic h explain
the probable accuracy of gunfi re
and the chance of penetrat ion -
us ing v ar iables  s u c h  a s  t h e
speed of  the target ,  t he range
and t h e  spec ifi cat ions  o f  t he
weapons. I  may not unders tand
them, but  I 'm glad to see them;
I f ee l  t h a t  g a me  mec hanic s
ought  t o  be  ex plained i n  t he
rules. and Bat t le Cruiser does it
in such exact ing detail that  one
has t he uneasy  suspic ion t hat
the informat ion ought to be use-
ful i f  o n l y  o n e  w e r e  c lev er

_
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enough. Certainly the rules give
the player the maximum possi-
ble chance of intelligently mak-
ing use of the capabilities of each
ship, even though i n pl ay i t's
easy just to target the first ship
you spot and watch in fascina-
tion as hits to various parts of
the anatomy ar e r epor ted i n
quick successi on.  H i t s  a r e
accompanied by a sound effect
which is useful enough, but has
no chance at  al l  of  generating
the atmospher e t he  graphics
deny.

Points are scored for  sinking
ships and driving them off the
edge of the map. The number of
points scored for ships lessens if
the victorious side has air/sea
control o f  t he  battlefield,  s o
there is a  price to be paid for
favourable handicap conditions.

'Battle Cruiser' is an impres-
sive concept,  i f nothing special
as a piece of software; whether
or not you will enjoy it depends
very much on what you're look-
ing for. The  game in the com-
puter seems almost a  supple-
ment to the rulebook, and i t s
clear that to get the best out of
playing it you will need to refer
constantly t o  t he  fascinating
charts, descriptions and details
presented i n t he  manual_ For
someone w ho is interested i n
the technical  aspects of naval
warfare, thi s  seems t o be  as
complete a model  as one could
possibly want (though I admit I
know nothing about it).

Together  wi th the eight his-
torical si tuations,  t h e  i nfini te
choice of  player -defined open
sea combat and the option to
custom-build maps, the  poten-
tial variety of play is enormous
and I  rate sustaining interest as
about as hi gh a  vi r tue as any
game can have.  I t  is usually a
very difficult quality to judge for
a review.

PRESENTATION 80%
The impeccable and expensive
packaging is slightly offset by
the unevenly poor-quality on-
screen appearance,
GRAPHICS 39%
Uninteresting is a kind
description.
RULES 96%
‘-k) luxuriant, so faultless, that
they're more important than
!he game itself
AUTHENTICITY 95%
:omes close to justifying its
!aim to be a 'complete' simu-

lation,
PLATABILITY 86%
Dry and puzzling to get into,
hut once there swift and well-
-
l
e
s
i
g
n
e
d

VALUE 80%
Extremely expensive, but
when you've paid you've got
I !le whole Allied and Axis
H runes and hours of play. It's a
luestion of perceived values

OVERALL 89%
Excellent for what it is, but
very much a matter of taste.

DESPATCHES
Unsurprisingly, my first month with ZZAP! has not
seen a huge amount of correspondence. However, I
was encouraged to receive one long and entertaining
letter (printed below in  somewhat abridged form),
and I'm looking forward to hearing from many more
of you -  starting now! I f  you want  ZZAP!'s strategy
coverage to grow and be taken more seriously, sup-
port and active interest from everybody reading this
is one of the most effective ways of establishing that
wargaming is not just the province of an eccentric
minority.

CONTROVERSIAL
WARGAM1NG
Hi Philippa,
Here speaks one who approves
the return of the ZZAP / strategy
section. and the best of luck with
it. Surely I can't be the only C64
owner who is getting a little fed
up wi th the present stream of
'arcade adventure shoot 'em up
platform problem solving'
software. Some of these prod-
ucts may be 'state of the art',
pushing the tired old machine to
its limit but what's happened to
new ideas? Of course you reply
'what about The Sentinel, what
about . . .  • er •  I  can't think of
an another original recent exam-
ple!

Anyway,  I for one would
rather play something different
(that's been reasonably well
implemented). Thus, for purely
personal reasons,! would rather
play a strategy game o n  a
very general level, I find that
they contain more lastability,
variety and challenge, Of course
there are exceptions; the great
social interaction provided by
the Epyx sports simulations, the
'thinking-person's' arcade ver-
sion of Paradroid (what an arrog-
ant opinion, eh!), the pure mind-
less destruction of Attack Of The
Mutant Camels, but these are
exceptions. I don't think us old
people are too well catered for -
what! someone over 20 has
dared to comment (believe it or
not, I 'm actually over 250.

I have obtained many US
games via import, principally
through the efficient and know-
ledgeable services of Strategic
Plus Software. Unfortunately
the cost was prohibitive or I
would have bought a majority of
the SSI range already! Still, I
knew enough to have decided

what I wanted from their range,
al though it saddens me to see
my money going US Gold's way.
A small point -  three of my five
favourite SSI games were not
bought by US Gold, these being
Rails West. Cartels and Cut-
Throats (business game) and
Imperium Gala ctum (space
empire game). Fortunately I
already possess these games.
though it's a shame they will not
be appreciated by a wider play-
ing public (an eight player all-
night game of Rails West is won-
drous to behold!).

I 'd like to deal briefly with
some strategic games. Firstly,
Vietnam and why it was so
highly rated -  I don't know! I 'm
sorry to say that I didn't agree
with a lot of ZZAP!'s 1966
awards (still, that's democracy
for you!). I realise that you can't
really compare a wargame with
an arcade game, so won' t  make
any of those comparisons. You
can compare like with like how-
ever, and my first criticism is
that Vietnam is too much like the
SSI games Panzer Grenadier.
Field of Fire and even the War-
game Construction Set, I t '
s e v e nlike the aged Operation
Whirlwind (but incidentally
received much higher review
percentages than its ancient
predecessor). In fact, at an over-
all 92% (OW got 76%) I would
suggest that it was much over-
rated game. The markings and
Sizzler award are questionable
because it doesn't have an even
vaguely unique game system
(developed for the purpose of
simulating the conflict in ques-
tion), because it's not such a
complicated game to learn, and
because the system/game is not

flexible (there are just set
scenarios)

Undeniably, the Americans
(and all other nationalities in the
'thousand day war') could not
get to grips with the game sys-
tems, so they lost. No wargame
could thus possibly simulate the
innumerable problems faced -
hence a authenticity rating of
94% must be doubtful. I cannot
complain about presentation.
graphics and instructions (ex-
cept they are substantially
greater that OW's ratings, for
what is a very similar game). As
for the 'controversial' label,
well, it's just silly. (Put about by
US Gold to generate interest
perhaps? No. I'm just getting
paranoid). Wargames are con-
troversial only in the way they
treat non-fiction while arcade
games are abstract. You may as
well cite The Little Computer
People Discovery Kit as an
incitement for slavery and
imprisonment. Even Raid Over
Moscowwas labelled controver-
sial, presumably for mentioning
Moscow. I think 'sensational'
may be a more apt charge, or
even non-authenticity, but con-
troversial, Who labels WWII
games as controversial? -  my
father fought in it and remem-
bers it well. There is this 're-
writing of history' charge about
Vietnam that should be consi-
dered.

There does seem to be some
popular ideal/movement, espe-
cially in America, about not fac-
ing up to Vietnam. 'Rambo' is
the obvious example, but there's
also the goody-goody Vietnam
vets in 'The A-Team' who never
kill anyone. Having dealt with
the US armed forces in the past
and for some time (for example
during the Libyan bombing last
year), I think there is something
in the US character that I can't
define as a Brit. Anyway,  that's
psychology, not wargaming.
The point is that I don't believe
any wargame simulation will
show you, especially on a tacti-
cal level, why the conflict was
won or lost (the idea of winning
the battle and losing the war
holds true), so it cannot be consi-
dered on that level

Al an Rose, I l ford

These are edited highlights from
a very much longer letter, writ-
ten. Alan explains, very quickly.
He also complains about the fact
that a lot of wargames are suspi-
mously similar to each other. It's
unsubtle to be dogmatic about
what offends and doesn't offend
in a wargame. Theoretically
there's not difference at all
between, for instance, the Falk •
lands and WWII. It might be
hypocritical to object to one and
not the other. Relatives of
people killed in recent wars are
still alive, certainly, but I
shouldn't imagine they buy or
play the games in questionsI
have no particular moral
standpoint about any of this. but
I was certainly very disturbed by
the advertisements for Vietnam.

PI
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1942 MOW
1.115,200 J AsNmook & G Warnock. Bradicket,W Yorks
871,500 Marlin Coyle, Clifton, Notts
754.300 James Whilworin, Oldham, Lanes

ACE (Cascade)
100.000 Andrew Welch, Stevenage, Hens
83,380 M Horsey, Waltham Abbey, Kent
42,550 Mare Jeffery. Dranelta, W Austrahe

ALIENS (Electric M I N I M )
126.500 Paul Gettans, Llandudno. N Wales
10,240 Stacey King. Gees Oak, H/mts
10,220 Gary &met. Demingham, Norfolk

ALLEYKAT (Howson)
9,334,400 Richard Hudson, Copihantherpe,York
7,712,050 Jason Gime, Crankrigh, Surrey
7.612.900 Jonathon Webb. Highbridge,Somerset

JornotAo (Palace Software)
Completed
306 M Gooday. flattop's Stertiora, Harts
3:40 Damian Boucock. Coate. Lance
3 52 God Keaveney, Huddersfield, W Yorks

ARKANCNO (Imagine)
1,262,190 Jonathon Webb, Highbridge,Somerset
793.110 Peel Fisher, Peterborough, Cambs
779.250 Jason Ward, Bradford-on-Avon.WIle

ARMOURDILLO (Code Masters)
11.300 Attie C r o w b o r o u g h ,  E Sussex

AUF WIEDERSEHEN MONTY (Gremlin
Graphics)
15,950 Graham M ill,  East Harnham, Wilts
12.427 Casey Gaeacher, Reading. Bents
6.374 Russel Millie, East Harriham, Wilts

BARBAMAN (Palace Software)
12.1013 Corse Brennan, ZZAPI Towers

BEANIRIDER (Acevision)
980.420 Steve Jaime Z Z AP Towers
272.174 Steve Trrt, Kidderminster. Words

EICINISJACK (Elite)
4.052,870 Jez Foy. Tung. Herts
3,264.8013 Wayne Winter. Lawrence Weston.
Bristol
1.384130 Casey Gallacher, Reacting, Berks

BOMBJACK H (Elite)
2.408,900 Lee Gregory, Chesterfield.
Dertreshee
1,243,400 Paul Wheatley, S Norwood. London

483.200 Mark Hentswarth. Chestertield,
Derbyshire
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BREAKTHRU (US Gold)
246.000 Vincent Old Wellingborough,Northam
138,050 Paul Gibson. Sunderland, Tyne And
W e a r

111.900 Gary Rice. Colchester, Essex

BULLDOG (Gremlin Graphics)
1.109.500 Casey Gallacter, Calcot, Reading
1.108.900 Brett Warburton, Holkagerorth,Chestiwe
1337.000 Trygue Andersen, lauske, Norway

CAULDRON II (Palace Software)
1,506,550 Cliff Nobresa. St Helier, Jersey
153,750 John Reynolds. Duklord. Cambndge
132.400 Shaun Russell, Shifilon, Co Durham

COBRA (Ocean)
285.900 Philip Stevens, Affrakm, Derbyshire
93,400 ealinck Green. Burnley, Lance
89.200 Stephen Wildedge, Great Sutton, SWirral

CRYSTAL CASTLES (US Gold)
677,992 Julian Ffignall. ZZAR Towers
668,995 Richard Hardbanle, Nuneaton,
Walks
648.200 Nigel Leather, Northench, Cheshee

DAN DARE (Virgin)
7.423 Sankar Sdvdevart, London E12
7,397 Soot* Fullfitt, Endower. Devon
7.297 Shaun Alcock, Tyldestey, Manchester

DECATHLON (Firebird)
9.840 Howard Worton, Southwark, London

DELTA (Thalamus)
1,258.430 Cohn Redfern, Heywood. La nd
895.850 o n  Donnelley. Kilmacud, Dublin
371.220 Jonathan Wood. Edgeware, Middx

DRAGON'S LAIR (Software Projects)
63.997 Sean Walker tRunsolti. Melbourne.
Australia
35,410 Marlin Coyle, Clifton, Notts
33.750 Simon Cole, Chelmstord, Essex

DUET (Eete)
113,520 Paul Moryneux, Doncaster, S Yorks

ENCOUNTER (Nowagen)
1.888,000 Anon, Crewe, Cheshire
1.488,900 Kenneth Shewry, Cramlingion, NNumbs
1.135.500 Stephen Bfidgeon, Wythenshawa,Manchester

E N N A °  RACER (Activision)
2.227,475 Dale Somerset Wadsley BridgeSheffield
1,299.632 Howard Worton. Southwark,
London

THE SCORELOMYS
I HIGH-SCORING HEROES 1
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ESCAPE FROM SINGES CASTLE
(Software Projects)
78.538 Howard Clarke, Inverness, Scotland
70,401 Theo Alexander, Siclicup, Kent
57,829 Jamie Paton, Downteld, Dundee

EXPRESS RAIDER (US Gold)
68,450 gave. Shute, Aylesbury, Bucks

THE EQUALISER (rhe Power House)
4.270 Graerne Crichton. Irvine, Ayrshire

FEUD (Bulldog)
44% Richard Morgan, Forclongbridge,
Hampshire

FIRELORD (Howson)
143.160 Daniel OsbrAxne, Hornsea,NHumbe
116.805 Damian Ward. Harrogate, W Yorks
50.290 Howard Werton, London

FIRETRACK (Electric Dreams)
664,960 Kristian Bruun, Copenhagen,Denmark
527.290 Johnny Larsen, Copenhagen,Denmark

FIST II (Melbourne House)
1.753.000 Steven Roll. Kettering, Ntwthants
1,560.800 God Keaveney, Huddersfield, WYorks
1,220.000 Steven Guitroyle. Oldham

FIST le TOURNAMENT (Melbourne House)
7.506,000 Shanahan M asson. Stough. Barks
6.012,300 Steven Roil, Kattenng, Nothants
5.096,000 Kevin Lennard, St Pierer, Sark

FLOYD THE D R =  litiriolasofill
31.830 Sean Walker, (e insoll),  Auatraria
7.970 Matthew Williams, Yeovil, Somerset
6,040 Sam Shields, Canterbury. Kent

FUTURE KNIGHT (Guinean Graphics)
109.800 Billy Watson, Carder
96,400 Michael Ple  Kumla, Sweden
72.5000 A Ashcroft, New Brighton, Wirral

GALIVAN (Imagine)
287,003 Chris McLean, Helaby, Cheshire

GAUNTLET (US Gold)
Merlin The Wizard
7,541.404 Graeme Smith, Little Stoke. Bristol
6.581.019 Andrew Cooper, Sedgley, W Mitts
5,200.100 John Coe. Sheffield

Quest& The Elf
6.050,250 John Coe, Shelie ld
4,289,710 Andrew Comer, Sedgley, W Mids
2,588,566 Casey Gallacher Caktot, Reading
Thor The Nemo(
7,376,198 Andrew Cooper. Sedgley, W Mids
3,625.130 John Coe. Sheffield
3,220,077 John Reynolds, Duxtord Combs

Thyra The Valkyrie
3,872,019 Andrew Cooper, Sedgley. W Mitts
2,352,500 John Coe. Sheffield
1.920.013 Daniel Ostiourne. * m u le ,  NHumbs

GAUNTLET: DEEPER DUNGEONS (US
Gold)
Merlin The Wizard
1,611.473 Ged Keaveney, Huddersfield, WYorks

Thor The Warrior
4,678.e32 David Taylor, Alvington, Glos
2.999,320 Richard Hardbattle, Nuneaton,Warks
2,549,386 Stephen Handley, Stableford, Notts

GHOSTS 1
1
,
1*  
G O B
L I N S  
( M
r )

531.890 Christian Metier. Norwich, NCW10111
242,000 Sluen Galloway, Yardley Wood,
Birmingham
203.900 Gavin Fraser, Cradlehati, Inverness

GREEN BERET (Imagirmi)
1,301,850 Mark Cunningham, Newtown
Abbey, Co Antnm
1,204.150 Paul Wheatley. S Norwood, London
1.059,890 Simon Cole, Crelmstred Essex

o m e o l.rs  DAY OUT I liewsoni
64,879 Ryan Kelly, Glasgow
62.099 Peter Evans, Cardigan, Dyfed
22.349 Gordon Shearer, Rothes. Scotland

GUNSHIP (Microprose)
276,185 Richard Mellor, Bridgwater,Somerset
265,990 David Moot, Haworth, York
124,660 Donna Nicol, Heworth, York

HACKER 11 (Adhesion)
Completed in
15 mine Steven &d e e  Perth, Australia

HERCULES (Alpha/Omega
815.920 Nils-Olin Barvag. 6770 Nercleordeid,
Norway
755.500 Robert Hecnçh.II
, P o n  
G l a s g o w
560,9100 Elecklows, Rugeley, Stalls

INTERNATIONAL KARATE (System 3)
382.250 Steven Bodey. Perth, Austraka
336.750 Peter Hunt. Hook, Hants
335,220 F Lapp, Newdestleerpon-Tyne

INTO THE EAGLE'S NEST (Pander*
628.703 Adam Taylor. Sutton Goldfield, WMeta
380_800 Dean WON), Forest Gate, London
233.800 Dave Breed, Cullercoals. Tyne &Wear

R I M S ALPHA (Llamasoft)
349,520 Colin Redfern. Heywood, la m s
193,260 Jonathan Wood, Edgeware, Mickb
141.050C Goitiam, Braintree, Essex

JAILBREAK (Konami)
195,500 Paul Gibson, Sunderland. Tyne AndWear
102.500 Malcolm Redfern, Preston, La nd
85,500 Marc Hodge, Selby, N Veda

JEEP COMMAND (Bw; Byte)
303.990J Gheorghcsor fRunsoftl, Melbourne,Australia
250.350 Dave Breed, Cullarcreats, TyneWear
227,380 Marc Hodge, Selby, N Yorks

KNIGHT GAMES (English Software)TOTAL.
68.355 Hassan Mussel,  Riyadh, Saudi Arabia
66,345 Simon Wilcox, Ipswich, Suffolk
65.200 Alan Scott, Peckham. London

KNUOKLEBUSTERS (Melbourne House)
11.700 Craig Bent Failsworth. Manchester
5100 Steve Cumneii. New a he m. London
4,900 Theo Williams, London N4



KORDNIS RIFT (Achyleen)
134,960 Stephen Mason, Stevenege„ Hefts
128,780 Mae) Tonolano, Seeing, Scotland
96,430 Cohn Burroughs, Ipswich, Sufic.lit

KRAKOUT Premien Graphics)
12,740.800 Dave &Brett Warburton. Cheshire
1E168.500 Steven Packer Chelmstord, Esser
2,125.940 C a n Redfern, Heywood. ia ncs

KUNG41.1 MASTER (US Gold)
4,385_E90 Stephen Pennel, Fortfingbridge.
Hants
3.802.983 Andrew Dalton, Braughton. Devon
1.519.446 Henry Gibney, London N7

LAW OF THE WEST (US Gold)
9.650 Sven Kierstad 8017 Asetranda,
Norway
7.937 Lee Smith, Gillingham. Cleveland
7.694 Sean Walker tRunsoftl. Melbourne.
Australia

LEADER BOARD (US GoIdlikccessi
NOVICE
-25 Julian Seeilft, Halesowen, West W s
-25 Christopher Lamb. Liverpool
•25 Paul Barnett, Fraserburgh. Aberdeenshire

AMATEUR
-27 Jonathon Webb. Highbredge, Somerset
-23 Paul Man Aberdeen
•23 G McKenzie. Dunbar, E Lothian

PROFESSIONAL
-24 Paul Man. Aberdeen
-22 Robin Evans, Trin_g, Hens
-22 Stewart Rogers, Tunbridge Wells. Kent

LEADERBOARD: EXECUTIVE EDMON (US
°MCl/Access)
NOVICE
-21 Stuart Machissack. Knontswood
Glasgow

PROFESSIONAL
-18 Stewart Rogers, Tunbridge Wells, Kent

LIGHTFORCE (F ru
2296.380 Tab o Liberopoulos, Athens. Greece
2.259.760 Stephen Ross, Ryde. Isle of Wight
1.400.200J Ashbrook & G a m o k ,  Bradford,
W Yorks

MARIO BROTHERS (Ocean)
252 620 Ott Ne w Elfnam. London

MERCENARY; THE SECOND CITY
INovagert)

e42,196cr Russell Wallace, Dunuoghaire,
Co Dublin
7442.000cr Elmo Mainwaing. Teiee Pea,
Sufis
5,932.235cr Richard Hardbattle. Nuneaton
Works

MISSION AD (Odin)
69465 Mark Craft B e a fW0 0 0 , 000maillouth
48.670 David Barker. Feltham, McKim
36,475 Jet Foy. Ting, Hens

NKINTIMUNIA'S REVENGE (Databytol
398,450 Ozz. New Eltharn. London
374.300 Lucy Kauipe, Streatham, London
363,650 Jenneer Yates, Bolton, Lanes

MUTANTS Polon)
26.460 850 Gavin Richardson. Swinton.
Manchester
26.132.150 Jonathan West. Halifax, W Yorks
23,788.900 Bob Amaden, Gerrards Cross.
Bucks

NEMESIS (Konami)
11241,100 Slebh en ROI& FtY08 I sle °. Wir t
7 703,600 D Birch B  G o g ,  Friskriey, Lincs
2,927.900 Alan S om e r v i l le .  DUnilaa•
Scotland

NEMESIS THE WARLOCK (Monarch)
7.600 Gavin Shute, Aylesbury. Bucks
4,540 Oak) Somerset, Wadsley Eindge.Sheffield

NINJA MASTER (Meallertroolc) .
485,840 Gordon Shearer, Rothes. Morayshire
198.680 Robert Futter. Downham
Norfolk
196.315 Michael Pee Kurnia, Sweden

NOMAD (Ocean)
5.264 John Gtiecogessor, (Runroe), Australia
4.065 Paul Want, Hanogater. N Yorks
3.805 Paul Tuckx, Stourbrelge Pedmore

NUCLEAR EMBARGO (Mloopool)
31.810 Paul Jamee, Nallsee. Bnetol

OLU AND LISSA (Ambird)
19820 Lee Barker, Nonhwich, Cheshire
10.000 Damian Boocock. Caine. Lancs
7,953 Mick Wall. Hiesborough, Sheffield

PANTHER (Mostortronic)
215,500 Jason Dania Craniescih, Surrey
200,940 Steve Lee, Guildford. Surrey
57.440 Justin Swords, Coventry

PAPERBOY (Elite)
301,400 Mark Rolf. Kettering, Northants
300,700 John While, Whiletield, Manchester
140,703 Sieve Ouinneil, New Wham, London

PARADROID 'Howson)
364,290 Shazad lebal, Bury. Larca
300850 Gavin Burnett, Wreathe, Inverness
297 190 Nick Rition, Dunbar. E Lothian

PARADRIND PLUS (Howson)
86,500 Brian Yea  Tarbolton, Ayrshire
63.200 Adam &rabies. Tarbollon, Ayrshire
11,700 Richard Morgan. Fordingtondge.
Hampshire

PARALLAX (Ocisor)
108.850 Ali Kersweill, Guildlord, Surrey
89.300 Jason Birrue, Cranksigh, Surrey
78.400 Adam Pracy. Newton %Imam
Norwich

PARK PATROL (Arebird)
994,990 Simon Jones Chermsford, Essex
9 0 .1 3 0  Paul Harwood. Penge, London
991,570 Andrew McMinn, Colchester. Ewe ,

PHANTOMS OF THE ASTEROID
(Mastertronic)
561,412 M A Grist Reeding, Berke
334,054 Steve Lee, Guildford, Surrey
286.064 Chits Napier, Long Marston, Hots

PING PONG (Imagine)
62.200 Graeme Dutch, lelydrone. M e te or)
57.040 Same Hallett, Lawrence Weston
Bristol
51,300 Anoosh Lech() London W13

POD (Mastertronic)
86E1000 Damian Boocock, Colne, Lantz
788,910 Margaret Sneitlin, Selby, Doncaster
750.540 Bryn Meek, Oswestry. Shropshire

PSYCASTRIA (Audlogente)
,249,600 M Gooday. Bishop's Siortford,

Hefts

RAGING BEAST (Firoblint)
131.906 Mark Gunningham. Newtown Abbey
Co Antrim
104,374 Paul Ella, Bamehurst, Kant
67.1:102 Matthew Minstme, Great Barr,
Birmingham

RAMBO (Ocean)
12,198,800 Anon, Nemy, County Down
8,154.800 Bryn Monk. Oswestry, Shropshire
8.001,200 Gavin Burnett, Westhill. Inverness

RANARAMA (Howson)
3.358,400 Richard leadbeller, Witham, Eases
1.135000 Conor McGarrian, Dublin. Erre

.1115,700 Julian Ronal!. ZZAP1 Towers

INVER RAID (Firebird)
259,235 Julian Rigrall ZZAPI  Towers

ROCK W R E S T L E  illierbourne House)
3.125.100 Arnie  °fridge. Gedling,
Noe
2 t i, 5 6
.1
S
e n
t0  
A t a
n  
S
m i
t h  
G i
e n
n e
r e
r s
.  
F
i
t
e

9-11,300 Graeme Dutch, Tieydrone, Aberdeen

SABOTEUR (Durell)
E1 .175,1300 Dame! Maurice, Redland, Bristol
£911,300 Jan Jaakule, Inkeronen. Finland
11161 .700 Gareth Mitchell, Mitheid, W VOA!.
E395,000 Ged & Jim, Huriderefield W Yorks

SANXION ilTheirmius)
1.006 406 Stever Ma)pass Skate-on-Trent
Stalls
784 390 Stephen Gandy, Halesowen W Midis
517 E160 Peter Williams, Preston, Lance

SCARABAEUS (Ariolosolt)
277.824 Robert Berry, Fleetwood. Lance
273,744 Douglas Clark„ Cambers Junction,
Lanark
256.12e Leis Troyano. Slockporl. Cheshire

SCOOSIY DOO (Elite)
248.600 Sean MoCktneigh. Jarrow, Tyne &
Wear
194,550 Gareth Mackie, Peterhead,
Aberdeenshire
8 2 ,8 0 0  M i ch ae l  B e y ,  WI I I D Q U M e ,  D o rse t

THE SENTINEL (Firebird)
(Levels Jumpedl
47 Ian Robinson. Totenharm London
47 Gary Penn. ZZAP' Towers
39 Ian Collier, Stockwood. Bnstol

SHAD- UN'S ROAD (The Edge)
128.420 Damen Beocoek, Ciolnia, Lams
31 430 Howard Worton, London

SHOCKWAY RIDER (IPTL)
1,524.798 Matthew Phypers.Sunnyhill D e in
291.000 Julian Pkgnall. ZZAPI Towers
54.750 Howard WOrti3n, Souttlwark, London

SILENT SERVICE (US GokiliM icmprosel
(roNs SUNK)
910,100 Korean Tolesuig, Drosselve 6,Denmark
563,100 Steven Hall, Croughton, N Hants763200 Howard Clarke. Inverness. Scotland

SKATE ROCK (Bubble Bus)
239.020 Sean Walker, (Runsolti, Austraka
223280 Stephen Effoor, Nuneaton, Wants
101.900 M Murray, Wakefield, W Yorks

SKY RUNNER (Cascade)
5669,700 John Doyle, Kilmamoch, Ayrshire
5190.600 Martin Dobson. London E12
SI 25.500 Peter Nutrne. Bashop's Stontord,
Hefts

SKOOL DAZE (ilicrome lia )
126.910 Anthony Dotter SunSOftL
Melbourne. Australia
120,780 Gordon Shearer, RoMes, Morayshire
104,340 Scott Moore. natty. Huddersfield

SLAMBALL (Americana)
5,768.870 Careltoe Shaw, London, NW
5.504,870 Gavin Burnett, Westhill. Inverness
4,684,710 Martin Dalton, Rochester, Kent

SPACE HARRIER (Elite)
6,978.540 Dave Smith, Exeter, Devon
4.263.900J Aahbrook &G wamock. Bradford,
W "reeks
3,177.500 Casey Gallacher„ Cairee. Reading

SPLIT PERSONALITIES (Domark)
680,400 Mrs L Hayden, London EIS
665,200 Mrs J Carroll, Bonham-on-Sea.
Somerset
505,100 Michael Sketcher, Wentonerg, Beds

STAR GLIDER (Rianbird)
110,725 Roan Mainwming, Take Pits, Staffs
48,325 Damian Ward, Harrogate, W Yorks
36,305 Phillip Cleaand Whilchurch, Avon

STARGUAKE (Bubble Bus)
287,763 Nigel F mud. Godaiming, Surrey
287,140 Ove Knudseu 5033 Fythrigsclialey
Norway
271667 Per Kiellancks. Sionungstand.Sweden

STREET SURFER (Bubble 8011)
21,108 Jonathan Stock, De lon
Northampton
16,270 Howard etaiku. Inverness. Scotland
15.811 Acke Griffiths Crewborough, E Sussex

SUPER CYCLE (US GoltiVEpys)
700.400 Declar Quinn Besabrook. Nosey Co
Down
320,160 A Vereaegee. Blelchtey, Socks
261310 Andy Gorvan Corby, Northarrts

TAU CETI (CRL)
21,055 Andrew Tarifa, Durstey, Glos
20,465 Robert Elliot, MickSesbrough,
Cleveland
20.440 Shaun Russell. Stele:Ion, Co Durham

TENTH FRAME (US GoldllActosa)
Amateur
289 Andrew Dodd, Normanton, De ity
268 Vincent Cos. Wellingtemaugh, N Hants
266 Graeme Dutch. Telytkone, Aberdeen

Profession!
233 Nee Taylor. Bracknell. Barks
214 Gratime W ick Trilyclrone, Aberdeen
202 Graham Make. East Harrelarn Wilts

TERRA CRESTA (Imagine)
402,100 Michael Mamie* . Adelaide Australia
371.800 Robert Hempthe, Poe Glasgow.
Rentrewshwe
341.000 Marc lio(kte  Selby. N Yorks

THAI BOXING (Arno)
17.02(1 Dave Sinith, Exeter. Devon

THRUST (Firebird)
3,500.800 Denten tesuirei. Bessbrook. Newry
Co Down
3070,7E0 Anon, Newry, County Down
2.108.800 William Plodders, Bessbrook.
Neawy Co Down

TOY BIZARRE (Activision)
223.420 J D Other, Ipswich Sotto*
144,700 Sheet Salema. Casio. Egypt
102.900 Juinn Reeve 7ZAPI Toners

TRAILBLAZER (Gremlin Graphics)
1,123.350 Jason Cooper, WedilmburV, W
M s
1.1211040 Henry R a wson . Salisbury, Weis
828270 lain Robinson. 'Tottenham, lorienn

TRAP (Niigata)
481.900 Lawry Simm, Liverpool 123
429.510 Colin Bayne, Gtenrothes,
328.500 Robert Elliot. Middlesborough,
Cleveland

UCHI M ATA (Menisci!)
370.760 We lt Sexton, Lancing, W Susses
353.795 Nicholas Lester. Dudley, W Milts
326.6660 Simmons. Wythenshawe
Manchester

URIDIUM (Howson)
22,906.385 Cie. SP, MO, JK, Moreton Green.

Birmingham H o rsb u rg h . Ucklinglon,

3 C 1 2
piov

1.985 Andrew Mackay, Liverpool 18

LORIDIUM PLUS (Howson)
197.925 Russell Wallace, Co Dubai, Ireland
175,405 Pad Wheatley. S Novo:Kid London
167.000 Damian Boopock, Cone., Lanes

V (Ocean)
28.600 PEtlef Williams, Preston, Lancs
24.600D  A Ashcroft. Wirral, Cheshire
23,400 Paul Evans, %chef). Cornwall

WARHAWK (Flrebird)
3,322,648 Jarrhe Orrnge. Codling
Nottingham
3.171288 Pete Hunt, Hook. Hants
1,801611 Bryan Chamberlain, * we lch,
Norfolk

WAR Iktenechl
426.144 Casey Gailacher, CalC01, Reading
270,782 Picky Smith, Basingstoke. Hants
153,068 Steve Les, Gienterd, Sidney

WEST BANK (Gremlin Graphical
131,600 James Lavelle, Coornanthome, York
115.530 Marc Hodoe Selby, N Yorks
87.030 Lee Ellemb.iw, Blc.clipool. Lancs

WIZARD'S LAIR (Bubble Bus)
152,735 Steven Medcran. Rayleigh, Essek
127,935 Paul Petersen, 1
-
l4 1 1 1 0 1 0 1 ,  
E s s e x

121925 Roberi Keating, Argtourth, Interpool

XEVIDUS (US Geld)
281,2110 Jonathon Webb, Hightindge,
Somerset
196,270 Finten Brady, Virginia Ireland
173.900 John McGruther, Ehahopten.
Scotland

TIE AR KUNG-FLI (Imagine)
154,200 M a r ew Manley, Bush Hel Park,
Enfield
152,261010Scoll Grocer', Whitley Flay, Tyne
And Weer
127,900 Mick Wail, Holletxxough, Sheffield

TIE AR KUNG-FU H (imagMo)
288,300 Carl Adams. Toning, London
183.300 Ian Coulter. Leeds
134,400 Rime Groarometud. Heedeerwaard,The Netherlands

Z (Mena)
701250 Howard Clarke. Inverness. Scotland
1371.450 Jake E. Hill Top, West BIOM
576.200 Stephen Ross. Rycle. Isle of Wight

ZOLYX (Firebird)
157,163 Julian nignall, ZZAP I Towers
81,902 Craven Brennan ZZAPI Towers
75.283 A Dyclif. Ludlow, Shropshire

ZONE RANGER fbrobing)
12,904 Mrs Sue McGovern. Leighton Buzzard,
Beds
10,720 Julian %pa ll,  ZZAPI Towers
8190 Sherd Salarne. Cairo. Egypt

ZZAP! 64 July 1 987 8 1
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DESIGN A SHADOWY MINION
WIN! A set of Hand Painted Citadel Miniatures
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— especially if you're a Com-
petitions Min ion.  S o ,  t o

escape from the trials and troubles
of everyday life, I like nothing bet-
ter than to hide in my  wardrobe
and read a  good fantasy novel.
And what  better than one of Tel-
kien's famous Middle Earth series
to take my mind on a free flight of
imagination.

One problem is that the Spiky
Haired Ones keep stealing my light
bulb, and when that  happens I
can't read any more —sob! Luckily,
the c lever programmers  at  Mel-
bourne Hous e hav e converted
some of  Tolkien's best books to
computer games, so I can sit hap-
pily in the dark and play all day.

The latest  o f  these games  is
Shadows O f  Mordor,  based on
The Dark Towers (the second book
in the Lord Of The Rings trilogy).
This really  inspires my  imagina-
tion, and I can just see myself run-
ning f ree ac ross  Middle Earth,
fighting off the Spiky Haired Ones
(and their new baldy accomplices

— the Shiny Headed Ones, Bren-
nan and Jarrett) and living a life of
luxury among t he  Hobbit s  and
Oros.

But wait  a minute, What if I had
my own special minion — a crea-
ture that could do battle with the
ZZAPI lads leaving me free to while
away the hours! This is where you
can help. Just design a minion's
minion and you could win a boxed
set of hand-painted Citadel minia-
tures and a copy of Shadows Of
Mordor, courtesy o f  Melbourne
House. Your minion can be animal,
human (vegetable?) or a bit of both
— but no robots please!

Design your minion on a sheet
of A4 paper (the same size as this
magazine page), and send it post
haste (along with the name and
address form at the bottom of the
page) t o :
SHADOWY MI NI ON
COMPETITION, Z Z A P I
TOWERS, PO Box 10, LUDLOW
SHROPSHIRE, SY8 1013. Entries
should be received no later than
the 9th of July 1987.

C O M P



An amazing
trilogy of action and
adventure that follows
your exploits asGalactic Commando in
your struggle against
the power hungry
leaders of the Bungeling
Empire and the search
For their hidden
treasure.

big value choice
CBM 64/128

U.S. Gold Ltd., Units 2/3 Hollord Way, Holford,

Broderbund
Birmingham 86 7AX, Tel: 021 356 3388

- There's already one
American sensation

that's established
itself as a firm UK

favourite, now we've
taken that same

formula and crammed
s u
c c
u l
e n
t  
fi
l l
e
r
s  
i
n
t
o  
2

appetising packages.

A superheroes delight
of four action

' packed challenges
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• p r e s e n t  and
the future.

Cassette £ 9 . 9 9



DEEP STRIKE

At Imt an opportunity to try pate kick Agana the Red Baron and he Pang tutus of World Wm
aces the  game not only lets you udue-off sn a fuliy armed fighter but aho pixes you control of the low
bombers of your DEEP STRIKE attack force k  uses the latest techruques to bring you a smooth-scrollingand tilting 3D landscape inewed from the cockpit in lull colour

alter a kw  games I really got into it The  way you can bomb the ground Manures tespectally churchesi
makes the pore much more entoyable than if you lust had to shoot planes Overall a game that you should
come back to quote a lot in the Future " AM Tilt. Febnityy 1987 toverall raw% 7 I%i
(9 95 Spectrum cassette
(995 Amstrad cassette. El I 95 Amstrad disk tE9 95 by mad orderi
7 95 Corramodorie 64 cassette. E9 95 Comers:More 64 disk

THANATO S

in this ', Arca  game you take control of a dragon Thanatos the destroyer. whole eternal destiny lies in
conflict with the forces of the underworld The dr sgon wench is very large and superbly awnated. Pies. walks
swims and turns its way through the landscape The game features fantastic landscapes with a totally newpanoramic scrolling action
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L9 95 Spectrum cassette
9$ Amstrad casette. £11 95 Amstrad disk t i9  95 by mail order)

Li 95 Commodore 64 cassette. (995  Commodore 64 disk

SIGMA SEVEN

An all-action al rade game katuring imaginatne suteiol-dte-art 3 0  graphscs and exciting synthesised sound.
There are seven increasingly more afie ldi stages to the game which startsiout easy but ends-up almost
impossible Each stage is split into three Oases fi rst  take a space-lighter and blast yetUr Way to the nest
tweet through twat nt-mine defences. then free that station's internal paahways of killerirobots and radesacu
v
e
deposits. to finally mace the no m a i n  panel which must be reset withes a critical kw seconds

I really like the i t  has three neat nennigames all of which ate very playable and addictneThe graph,ics are
r raity crisp and cleat with a beamdul Na ry backdrop "  ZZAPP, February 1907 (overall rating
7 95 Spectrum tassette
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r 4 95 Commodore 64 casette. (995 Commodore 64 disk

DUREUL Sales Dept.,
Castle Lodge,
Castle Green,
TAUNTON, TAU 4AB
Som, England.

Telephone: (0823) 54409
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95 Spectnen cassette only

FAT WORM BLOWS A SPARKY

Now for somethwig completely deferent. You we an ins/thous little worrne being chased through a Sinclair
Spectrum by creepers in ',wont' and crawlers on frets Defend raurself by staboung burper sparkies as ple
crawlers and waiter 4 i e  t o  s p u v u a a  You'll are the computer board in s smooth.scrolung
30 Yarned from above. as you trawl wound in towth of a thoi. dnire on * Nth to clone yourseil
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far as arsenate. and send 3 0  goes. the a  probably the best I  hese ever wien" CRASH. November 1986
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SABOTEUR II — Avenging Angst

A f o l l o w , p  o p  :n o  o rrg in al  au th o r.  * M e re  as th e  N I N A  I  b e au tri l l  P ate r,  yo u r r o o m .  4  t o  re ve n g e
Feady wounded brother The rebels have found that thse deft he stole in "SABOTEUR" abo contains data
lor one of the dictator's missile silos Your esti d to fty es by hang-glider. tight your way through the setunty
guards. purists dogs arsd nclio-controlled robots. to leek out some top secret punched tape to activate the
missi/e
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l e  hundred hX1D0re. tie-re buildings. underground caverns, intetheer4 guard dogs and sturnd guards
95 Spectrum cassette

0.95 Arnprati Cassette. LI I 95 Amstrad deft 1 5  by mail ordert7 93 Commodore 64 Casette_ t9  95 Commis:one 64 drsA

MAIL ORDER

blows a sparby

All Durell games are also available by mail order, with no charge for postage or packing. Just include a postal
order or cheque made payable to "Durell Software Ltd". along with your name and address, your computer,
and the title of the game you wish to purchase. Your game will be sent by return-of-post. Note: Amstrad
disks are only 0.95 by mail order'
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BIG 4
A compile:man of Mama's four great lirralh hth. C O M BAT  LYNX. SABOTEUR. TURBO ESPRIT andCRITICAL MASS
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borrows% and swoop% t ry%  to get hold of diem tit le . 40,0 you can relaniOnly Beethoven's Quarters
beat she fun foursome -  Csimme• Consent' Giimrre YOUR SINCLAdt. December I  91116cve r ra ting 9 out 10

"Unlace mon compaatiors sthere one twig CarrreS the others, the ING 4  we actually Sour big games Atoles-bon north colkocuut " C V G ,  Omen-cur 1967
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ENDURO RACER
Activision, E9.99 cass, E14.99 disk, joystick or keys
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version at tempts  to bring
the power  and thrills  o f

high speed motorcycle racing into
your l i v ing  r o o m.  T h e  ac t ion
involves a  series o f  motorcyc le
races contested over five courses,
each accompanied b y  i t s  o wn
background l a n d s c a p e .  T h e
objective is simple: to successfully
complete all the levels within the
allotted t ime limit.

The biker is viewed in vanishing
point perspective, f rom a posit ion
behind a n d  s light ly  abov e h i s
back. He's generally centred in the
screen, wh i le  t he  t rac k  sc rolls
sideways as necessary to suggest
curves, and the distant landscape

EST

I'm s o  d i s a p-
pointed.  I  w a s
look ing f o r wa r d
to t h is  a s  be ing
the arc ade t ie-in

of the year. but instead i ts the
greatest fl op.  Endur o Racer
contains none of  the sparkle
and realism of its arcade pre-
decessor, t h e  m a i n  fl a w s
being t he  cr udel y ani mated
graphics a n d  unr esponsi ve
controls. T h e  t i t l e  t une  I s
above aver age ,  b u t  d o e s
nothing to cover up the atro-
cious playability.

HntAt Ar•tiklia id-kn • • • • • • •  a 1 / k
• - • , • •  P • G " t  V W %  1 1 1 C
,  c r i e e n  
t o

call thi s abomination Enduro Racer is completely
beyond my comprehension.  A  sickening travesty
this might be,  but a conversion of the thrilling off-
road r aci ng that I 've often played in the arcades it

ain't. Remove the official  l icence and you're left wi th most
appalling race game that has been released in years. The bikes
are completely devoid of animation, just single frame sprites
which flicker and float about the lower portion of the screen,
not even looking as if they're travelling along the road. The
scrolling is incredibly poor, and the update on the 3D is juddery
and slow. There's no feeling of speed - the difference between
10 and 200 kph is non-existent and the overall 3D effect is
pathetic. The bike is incredibly sluggish to control and some-
times travels through rocks and objects as if they weren't there.
Then, all of a sudden,  the program decides that it's made a
mistake and rectifies the situation by toppl ing the bike when
it's nowhere near an object. By the way, what's happened to the
jeeps on level two and why are the colour schemes different
from those of the original? Why are there misleading quotes on
the packaging, when all of them are referring to the Spectrum
version? The final kick in the teeth is that the game is amazingly
easy to complete,  taking about half an hour  to gain enough
proficiency to win the race. I would not consider buying this
under any circumstances, as the only similarity between this
and its arcade counterpart is the name.

follows suit. Activision have also
attempted t o incorporate bumps
and hills  (s imilar t o those which
appeared in the arcade game) over
which t he bik e mus t  wheelie -
leaping into the air as it traverses
the hazard.

The first course is set on a tree-
lined c ount ry  road.  There' s  a
handful of competitors to contend
with, and a few jumps, or wheelies,
to b e  ex ec ut ed.

A t imer is set to 60 seconds at
the beginning of  each race, t he
limit within which the course must
be completed -  the actual t ime
taken to complete a course is dis-
played at  the end of each circuit.
Opponent racers pose a threat, as
collision between bikes slows you
down and loses valuable time.

The s ec ond t rack ,  s e t  i n  a
desert, i s  m a d e  e v e n  m o r e
treacherous b y  t he  addit ion o f
rocks in the middle of the road, the
third has puddles of water across
the track, and the two final courses
become harder and meaner ver-
sions of the second.

He flies through the air with the
greatest of ease, that daring young
w  man in this travesty of an arcade
V conversion
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Has your 64 got a
32-bit  i n t e r n a l
processor? Has it
got t w o  1 6 - bi t
multi-tasking

slave processors? Has it got
several thousand colours and
a high-resolution display sys-
tem? The  answer  t o  these
questions i s  o f  c our s e  a
resounding 'NO'.  Thi s bei ng
the case, it then prompts one
to a s k  w hy  o n  ear th have
Activision even attempted to
convert, l e t  a l one  actual l y
release the abomination that
graces the ZZAP1 monitors at
the moment ,  Ta l k  a bout  a
pointless exer ci se!  E ndur o
Racer is  diabolical.  I t  doesn' t
look, sound or  play anything
like the  original  -  i n fact,  i t
doesn't play at all well full stop.
Do yourself a favour and forgetIL

PRESENTATION 79%
Good title screen, plus high-
score table, restart, pause and
redefine keys options.
GRAPHICS 24*/0
Poody drawn sprites and back-
drops create an unconvincing
3D effect.

SOUND 48%
Mediocre tune plays throughout,
HOOKABILITY 33%
Plays like a brick, but sadly
doesn't have the impact.
usualLrrY 12%
Five quickly completed courses,
and little to inspire repeated play.
VALUE 8%
A lot to pay for a dismal racing
game.

OVERALL 16%
The most disappointing and
unrepresentative arcade con-
version available.'



THE SYDNEY AFFAIR
infogrames, £8.95 cass, E14.95 disk, keyboard only
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dered -  a rifle bullet left his
skull having first paid a call

on his brain. It's your lob to find Out
whodunnit.

The Sydney Affafr - the second
interactive c n m e  inves t igat ion
adventure from Infogrames - puts
you firmly in the shoes of a French
detective, attempting to unearth a
murderer by routine investigation.

In the tradition of
the great Inspec-
tor Clouseau, this
adventure i s  a
real 'shot  i n the

dark' -  there's so little to go
on. The clues and statements
are sparse but pleasantly pre-
sented, al though the regular
appearance of errors in gram-
mar and spelling tend to mar
the presentation.  The input is
quite us e r  fr i endl y ( a  f a i r
amount of abbreviation seems
to b e  acceptable),  b u t  t he
standard r epl y  o f  'w i thout
interest' f o r  bot h i ncor r ect
input and irrelevant question-
ing could throw even the most
ardent adventur er  o f f  t h e
track. T h i s  m y s t e r y  h a s
definitely been designed and
programmed for  the  exper i -
enced sleuth.

It looks like the dead man was into photography. Candid, eh?

1 r  Obviously James Sydney's home life was a little strained

b e r  t
O t  I C  t o r

J a d e  P l a t e
E RPSDPI

S Y D N E Y  p l  e d  k  i s
i v o r c e  fi l e  w i t h  m e -
t  w a s  s u g g e s t e d  b y
 W i f e  a n t i  h e  a s k e

SOP t o  d r a w  i t  o u t
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E r r i l l t %  I  
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On beginning the case you are
faced with the scene of the crime.
A t h o r o u g h  s e a r c h  o f  t h e
deceased and  his  surroundings
reveals certain items of evidence -
photographs o f  whic h ma y  b e
taken by  posit ioning a cursor on
the desired spot and pressing f7.
Items o f  interest  a re  s hown i n
close-up and a description given.

When t he  who le  sc reen has
been scrutinised, you are taken to
the flat f rom where the shot was
fired. Here the same routine is car-
ried out, with you looking for clues

and making notes as you go.
When all the evidence has been

obtained, you return to the police
station a n d  begin collat ing t he
facts. A n  inf ormat ion s c reen
appears f r o m wh i c h  y o u  c a n
access t he 'Diamond Computer
Network' t o fi nd out  informat ion
about t he deceased,  his  family,
and witnesses to the crime. This
network also allows an examina-
tion of the evidence.

The computer system links you
to different sections of  the police
network such as the District Squad
for Judicial Information, the Judi-
cial Research a n d  Comparis on

The first section
is al most poi nt-
less, simply move
a cursor over the
screen a nd col -

lect evi dence -  i t 's al most
impossible to overlook or miss
anything. T h e  ga m e  r eal l y
starts i n the second section
but even this is highly frustrat-
ing due to the lack of instruc-
tion. There's no atmosphere,
and communicating v i a  t he
computer i s sl ow and uni n-
teresting. Sure,  a  fai r  bi t of
thought i s  i nvol ved w h e n
cross-referencing evi dence,
but I never felt as though I was
making any significant differ-
ence t o  t he  outcome.  The
parser i s  l imi ted,  a n d  t h e
response 'Without Interest' to
a s l i ght l y  i ncor r ect  i npu t
makes many a n unwelcome
appearance -  whi ch har dl y
inspires fur ther  play.  For  a
whodunni t with class, try Killed
Until De a d -  i t 's  f a r  m or e
absorbing, amusing and play-
able.

Infogrames' f ol -
low-up to The Vera
Cruz Af fair is  not
terribly inspi red.
The first section

is easy enough,  and obtaining
clues follows a logical enough
path, but  it  is when stage t wo
has been entered that  t hings
start  gr inding t o  a  halt .  The
diffi culty involved in us ing the
Diamond Comput er  Net work
Is exacerbated by  the lack of
inst ruct ion included. This seri-
ously fl aws  the program,  and
dampens  t h e  en t hus ias m,
which wa s  reas onably  h i gh
until this point. Definitely user-
unfriendly, The  Sydney Affair
may still appeal to fans of the
earlier Vera Cruz Affair, but fora
first-time buy whodunnit fans
should l o o k  e l sewher e  -
maybe to Killed Until Dead?

Centre and other police stations.
By using text commands informa-
tion regarding your case may be
obtained f rom these, if  they have
any to give.

The opt ion to compare witnes-
ses statements and evidence also
arises, and complete assimilation
of all the data regarding the case
should point  the finger of  suspi-
cion at one person. You then make
an arrest and,  hopefully, put  the
villain (or villainess) behind bars.
However, arresting the wrong per-
son c ou ld  serious ly  ma r  y our
career prospects.

PRESENTATION 54%
adequate instruction
ales the game Seem more

than it really is. Minima.
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tinct faces

SOUND NIA
Nothing more than a gunshot or
the loading screen
HOOKABILITY 65%
The first stage is simple to corn
plete and successfully finding
clues is quite enjoyable. but Wit,
Second stage can prove deCep
tntely overwhelming
LASTABILny 37%
L imited and v .
-
t r n e w n a t  
p r e d i c
t a -

ble structure which tails to pro-
vide any long term entertain-
ment

VALUE 45%
Overpriced. especially when the
limited garnreatay and pr e w
, ,
a  -
bon is taken into accctunt

OVERALL 57%
Nothing more than an average
and limited m ug*  Myttery
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and wr i t t en  b y  St anley
Schembri (the duo behind

Cauldron II) comes a beat 'n hack
'n' c hop 'em up with bloody and
sweaty overtones.

The scenario is  straight out  of
the myths of old, telling of Drax, an
evil sorcerer, who's  lust ing af ter
the voluptuous Princess Whittaker
(and who can blame him?). Unless
she's delivered t o  h i m h e  wi l l
unleash h i s  unspeakable wrat h
upon the people of  the Jewelled
City. However,  there is one alter-
native -  the Jewelled Cit y  must
offer up a champion to defeat the
evil sorcerer and his muscular hen-
chmen.

Champion af t er  c hampion i s
defeated and the Jewelled City is
losing hope,  when,  f rom the for-
bidding wastelands of  the north,
comes an unknown barbarian will-
ing to take on the awesome task.
Who is this mysterious warrior?

Barbarian comes in t wo parts,
loading in no particular order. The
first is a combat  pract ice rout ine

Swords flash, blood flies, and despite
Y Dr a x 's  close attention the badguy loses his head
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TEST
BARBARIAN
Palace Software, £9.99 cass, C12.99 disk, joystick only

Yeah! A l l  t h e
thrills a nd spil ls
of a  nightmarish
abattoir -  bl ood
spurts, d e c a p i -

tated he a ds  fl y i ng ar ound,
guts and gore and hunchback
cripples dragging away corp-
ses -  this is what I call a real
hack 'e m  up!  The  computer
opponents h a v e  a  g r e a t
degree o f  'intel l igence' a nd
consequently the game Is vari-
ed, challenging and unpredict-
able -  something that's vital if
a beat 'em up is to be success-
ful. O n c e  y ou' v e  b e a t e n
Drax t he  second pr ogr am's
appeal might diminish, but the
practice game is the sor t of
thing that gets played time and
time again.

for one or two players, designed to
help y ou get  t o  grips  wit h t he
fighting mov es  and  assess t he
strength of  opponents_ On the flip
side is a fight to the death, where
the Princess' future is at stake and
you eventually come face to face
with Drax himself.

Sixteen mov es  are  available:
eight c ont rol l ing b o d y  mo v e -
ments, accessed by s imple joys-
tick movement,  and eight attack-
ing mov es  that  c ome int o play
when the fi re but ton is  pressed.
The jumps ,  twirls  and rolls  exe-
cuted by  the two combatants are
complemented b y  t ruly  mac ho
swordplay. a s  t h e  ma s s i v e
broadswords are brandished t o
devastating effect_

The hero has  to fight his  way
through eight increasingly difficult
levels, mov ing  o n  t o  l a c e  a
stronger, f as ter opponent  eac h
time a foe is vanquished.

On the final screen you c ome
face to face with the dark and mys-
terious Drax. He can't be bothered
with l o w l y  s wo r d p l a y  a n d
launches in t o  bat t le b y  hurling
bolts of  magic. Should you man-
age to avoid the magic and defeat
Drax i n  a  t radit ional phy s ic al
assault, Pr inc es s  Whit t ak er i s
saved and is likely to want to make
a clean breast of things

Battered and bruised, the barbarian
fights his way through the forbidding
101r forest

The evil troll removes yet another

Y vanquished villain - but the buxomWhittaker is still in Drax's clutches

Muscles rippling,
hair flying in the
wind, my bronzed
body gl i steni ng
with sweat I leap

in for  the kill -  my adversary
defeated, I  raise my hand in
acknowledgement and know
that the  comely maiden will
soon be  mine.  Barbarian has
turned me into a jumping and
slashing he -man (wi th t w o-
foot l ong ha i r  t o  b o o t  -
paradise!). The  single player
game is a touch unbalanced,
with the first three opponents
a little easy and the next few
practically invincible -  but the
two player section is the most
realistic and exciting slash 'em
up yet. This is everything that
Highlander coul d and should
have been -  there are a variety
of convincing moves and tac-
tics, perfectly complemented
by the realistic sound effects
There's far more to Barbarian
than t he  t hr e e  a c r e s  o f
Maria Whi t t a k e r ' s  fl e s h
which adorn t h e  packaging,
so cut  a  path t o your  local
software shop now!
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A A  rain-starved valley becomesnothing more than another arena
in this battle to the death

Barbarian r e pr e -
sents n e w
heights i n
bloodsports:
there's plenty of

life-juice sloshing around, and
the lopping-off of heads is sic-
keningly realistic. The anima-
tion i s  probably as good as
you're going to get on a 134, and
the action is fast and very furi-
ous. Despatching Drax's guar-
dians pr ovi des a  fai r  chal -
lenge, but  I 'm not  too sur e
about the testability
There are relatively few back-
drops, a n d  t h e  ga m e pl a y
doesn't alter significantly from
screen to screen. Someone is
bound t o  m oa n a bout  t he
game's violent aspects,  but
until then,  go get your  copy
and do some serious slaying.

PRESENTATION 88%
Well packaged and
documented. Includes pause
mode, practice facility and
engrossing demo -  and don't
forget the Maria Whittaker
poster'
GRAPHICS 93%
Superb movement overshadows
all other aspects.
SOUND 73%
Good combative effects -  but
where did they get that tune?
HOOKABILITY 87%
Though initially difficult,
ter Manipulation is soon elf
lively mastered.

TABILITY 74%
S mainly in the two pla

VALUE 71%
A touch overpriced considering
the limited gameplay.

OVERALL 8 7 %
The definitive man to man corn-

et game.

UFO
Firebird, El .99 cass, joystick or keys
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tening in the summer sun,
when suddenly an alien fleet

plummets out  of  the ozone-blue
skies and at tempts t o lay waste
America's pride and joy.

As t he only  available t rained
pilot of the experimental F21 Con-
dor, the task of dealing with these
extra-terrestrial t er ror is t s  f a l l s
straight into your lap, and so you
set forth to do battle with the alien
fleet.

Your Co n d o r  fi ght er init ially
appears with the 'Big Apple' in the
distance. Wa v e s  o f  at t ac k ing
aliens come zooming toward your
ship, whic h mov es  around t he
lower half of  the screen, blast ing
any ships within range.

The Condor 's armament easily
deals with the approaching alien
vessels, but if used too frequently,
overheating occurs ,  temporarily
shorting out the systems and leav-

• ing you defenceless.
Any unavoidable barrage of fire

can be negated by use of the Con-
dor's shields, activated by  pres-
sing t h e  s pac e bar .  Al t hough
impervious to the alien fi repower,
the shields  only  las t  a  l imit ed
amount o f  t ime,  therefore t hey

UFO looks qui te
nice, b u t  t h e
pretty gr a phi c s
simply d o n ' t
compensate f o r

the lack of gameplay. This sort
of basic shoot 'em up would
have probably gone down very
well three or  four  years ago,
but not now e v e n at two quid.
I soon grew tired of repeatedly
shooting aliens within a limited
playing area, and the change
of backdrop makes very little
difference. It's sad to think that
Odin may well have lost their
touch -  I sincerely hope they
pull thei r  socks up for  their
next game, and prove that they
can still produce high quality
software with plenty of playa-
bility, and not just glossy pres-
entation.

should be used sparingly to avoid
complete drainage.

Successfully blast ing all of  the
attacking fighters allows access to
the hypersonic  t rans it  corridor,
which leads to the next region of

Y Dealing out an unhealthy dose of death and destruction on the Outskirts of a teeming metropolis
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ifl o a L i p t i f  a  W M ,
Odin w e r e  pr o-
ducing br i l l i ant
stuff like Nodes of
Yesod a n d  Mi s -

sion AD -  now they've sunk to
this. UFO is visually and aurally
pleasant, but unfortunately it's
almost totally devoid of playa-
bility. The rocket moves very
slowly a n d  i s  sl uggi sh t o
respond to the joystick. Con-
sequently the  battl e against
the myriad of fast-moving and
bomb-spewing al ien ships is
one-sided a n d  fr ustr ati ng.
Another annoying point is that
all the action takes place in the
bottom thi r d of  the  screen,
with the rest playing no part
other than to look good. Over-
priced, even at two quid.

combat.
Straying to the edges of the air

corridor dep le t es  t h e  s h i p ' s
energy, the loss of  which causes
the Condor to reappear back at the
New York battle zone.

On reaching the end of the cor-
ridor, t he Condor's  energy and
shields can be replenished, ready
for the next onslaught,

As budget  blas-
ters go, UFO isn't
exactly the cream
of t h e  c r o p :
there's a  f a i r

amount of death and destruc-
tion for  your money b u t  little
eIse. I t takes quite a while to
finish any of  the levels, and
seeing the same,  albei t very
smart, scr eens al l  the  ti me
proves t oo uninteresting t o
justify i t's purchase.  Nice to
look at and fun for a while, but
hardly worth saving up for.

PRESENTATION 53%
Nothing special -  unhelpful
instructions and no real options.
GRAPHICS 73%
Smart backdrops and effective
animation on the ships andaliens.

SOUND 38%
Bland soundtrack and spot
effects.

HOOKABILITY 41%
Instantly playable, but very
monotonous.

LASTABILITY leo
Different backdrops do nothing
to relieve the tedious nature of
the game
VALUE 29%
Two quid seems a lot to pay for
some pretty graphics and little
else.

OVERALL 19%
An attractive but very limited and
unaddictive shoot 'em up.
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IQ
Nu-Wave, E8.95 cass, E14.95 disk, keyboard only
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America u n d e r  t h e
auspices o f  E lec t ron ic

Arts, Nu-Wave has now obtained
the rights to the logic game, l a

The ma in  sc reen presents  a
series of dots arranged in a criss-
cross pat t ern,  e a c h  o n e  s u r -
rounded by a territory, the bound-
ary of which lies half-way betweeneach dot.

Inhabiting t h is  s t range land-
scape are 'SAIL's -  Super Artifi-
cially Intelligent Lifeforms. These
worm-like creatures t ravel f rom
dot to dot, leaving a coloured trail
in t heir  wak e -  ly ing half -waybetween territories.

Whenever a SAIL enters a dot 's
territory, previously laid trails are
turned the same colour as that of
the lates t  S A I L  Eac h do t  c an
accommodate six trails, and the
aim is to direct your SAIL in such a
way that it leaves the sixth and final

What a  str ange
piece o f
software. I t s
over thr ee years
old, a nd doesn't

look up to much, but f ound it
most absor bi ng a n d  hi ghl y
relaxing. Playing against up to
three c om put e r  oppone nt s
provides many hours of enter-
tainment, but  i t 's  f a r  mor e
satisfying to play against one
or more human opponents.  I
can't  s e e  I Q  appea l ing  t o
many, due to the bizarre con-
cept, but anyone who likes to
indulge in a lithe harmless fun
at a  leisurely pa c e  wi l l  b e
amply rewarded.

90 ZZAP! 64 July 1987 •

What  Is 10? Well,
it 's  a strange sort
of ent ert ainment
that  Only  ex is t s
because of  c om-

puters  -  it  couldn' t  have been
conceived anywhere else. I t 's
soothing on the ears and eyes,
relaxes the brain and helps you
unwind!  I t  h a s  a  wea l t h  o f
options and is the sort of prog-
ram that  one  l oads up a nd
plays months after it was first
bought.  I t 's al so an off-beat
luxury w hi c h  m a n y  w o n ' t
appreciate because i t 's  not
blasting o r  adventur i ng.  I t
exists in its own right, and is
essentially incomparable.

trail to a dot. if this is achieved, the
territory takes on the colour of that
SAIL f o r  t he remainder o f  t he
game, and a point  is awarded to
that SAIL.

There are four separate SAILs,
each cont rolled indiv idually  b y
either t he computer or a person
(up to four players can participate).

A SAIL's movement pattern fol-
lows a predest ined course which
is set by use of one of three com-
mands: New,  where the SAIL is
untrained and has to be ordered
as you play: Auto,  which puts the

Tinkle Tinkle f o u r  SAILs happily do their own thing, in this binary
equivalent of a two-dimensional mobile

y T w o  of the four SAIL& go wild, although one of the computer-controlled
 S AI LS  has claimed the most territory
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This i s  a  v e r y
unusual a n d
innovat ive game,
loosely based on
the p e n - a n d -

paper game, 'Boxes',  but tak-
ing i t  several  steps further .
Possessing a strangely addic-
t ive quality ,  IQ is  great  fun to
play wit h f our players, and is
also qui t e relax ing t o  wat c h
when c omp le t e l y  c o mp u t e r
cont rolled (a la Psychedelia). I
have a feeling that it might  not
become hugely popular, which
is a pit y  as  i t  would  mak e a
decent  addit ion t o  any one's
sof tware collect ion.

SAIL under computer control and
is ordered t o  mak e  intelligent
moves as  play  progresses, and
Wild, where once again the SAIL is
computer controlled, but follows a
random series of trails throughout.

On choos ing t he  Ne w c om-
mand, a SAIL is trained to follow a
new course by manually directing
its action, As soon as the SAIL rec-
ognises a  repeatable pattern.  i t
memorises i t  and cont inues on
that course unt il it  meets a con-
figuration that it does not recog-
nise. The SAIL then stops moving
and fl ashes ,  s ignall ing t ha t  i t
needs re-direct ing to continue its
course.

The SAILs are unable to move
over a  previously laid trail,  and
cannot mov e t o  a  do t  already
Occupied by  another SAIL. I f  the
SAIL is  forced int o one o f  t he
above s ituat ions  and  n o  ot her
action can be taken, it  dies and
takes no further part in the game.

The game itself  ends  on  t he
demise of all the SAIL% at which
point t he  territories gained are
highlighted separately,  a n d  t he
final scores displayed_

PRESENTATION 84%
A good demo mode, and many
useful options including interac-
tive mult i-player action.
GRAPHICS 61%
Unusual, colourful, abstract and
very effective.
SOU ND 62%
Tinkling bell sounds with an odd
appeal.
HOOKABILITY 80%
Deceptively easy to pick up and
play.
LAsTABILITY 73%
Varied options help to sustain
the initial appeal.
VALUE 68%
Slightly overpriced for what's on
offer.

OVERALL 84*/0
An innovative and highly appeal-
ing logic game, ,
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DEATHSCAPE
Starlight, E9.99 cass, £12.99 disk, joystick only
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attend t h e  Ma r s  peac e
summit, the insidious Vary

Empire has  instead chosen this
time of quiet to infiltrate the Death-
scape arena and take control of
the vital grid network.

Previously used to settle polit i-
cal differences by pitting individual
combatants against one another,
the majority of the arena is now in
the hands of  the Vargs, and the
task of  liberat ing this  important
region is left to you.

Strapped int o t he cockpit  o f
your ' Zarquon CAM I ll'  mult i-role
fighter, you enter the gnd system
in an at tempt to track down and
defeat the Varg Fleet, Batt le Sta-
tions and Mothership.

The grid consists of interlinking
tunnels, dis play ed t hrough t h e

Deathscape i s
impressive t o
look a t ,  but  o n
playing it doesn't
take l o n g  t o

realise that the playability and
general game structure is very
poor. There's no feeling of get-
ting anywhere,  and shooting
the objects as they approach
Is a pretty dull  and pointless
exercise. I t's sad that the con-
tent d o e s n ' t  m a t c h  t h e
graphics a nd presentation -
Starlight al most had a  stun-
ning game on their hands.

If the size of the
game w a s
directly related to
the l ength of the
instructions then

Deathscape w o u l d  b e  a
immense game - but it's not. It
contains little more than a very
basic 3D shoot 'em up action,
with a few enemies emanating
from the middle of the screen.
Putting different backgrounds
behind the main action area
doesn't create variety -  all i t
does is show how shallow the
content really is. Deathscape is
very boring and repetitive, and
is onl y  hel ped a l ong b y  a
decent tune.

main v iew screen as  a series of
moving concentric squares, giving
a first-person view of the proceed-
ings. As an aid to navigation and
defence, an  overlay map shows
your current  posit ion and that of
the main Varg vessels.

As well as the myriad of  small
attack craft, there are three large
vessels to be dealt with, The fuel
dumps and generators that regu-
larly float into view are blown up by
firing mis s i les  a t  t hem.  Up o n
destruction t h e y  res pec t iv ely
release energy, used to replenish
your fuel and shield stores.

Destruction of  Varg fortresses
provide not only extra missiles, but
also a section of  the code to the
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Varg mo t h e r s h i p ' s  c l o a k i n g
device. Collecting all ten pieces of
code allows you to leave the arena
for the final confrontation with the
mothership itself. Destroying this
leviathan is no easy task however,
with four direct hits necessary to
put it Out of action.

Your s hip has  a  main control
vessel parked outside the Death-
scape. which controls the major
functions of your ship. If this con-
trol vessel is attacked, you have
the opt ion to teleport outside the
arena to protect the ship, at which
point your v iewpoint  changes to
that f r o m t h e  c ont rol  vessel.
Attacking aliens are then blasted
as normal.

There are ten increasingly tortu-
ous levels within the arena, and the
player has the option of starting on
any one, depending on personal
preference.

A Toggling the controls like mad, the pilot tries to shoot down a deadlyenemy fighter

Once again Star-
light h a v e
released a  tech-
nically pol i shed
program, w hi c h

is let down by repetitive and
unrewarding gamepl ay.  The
movement i s neat  and con-
vincing, b u t  t h e  g a m e
descends t o  t he  level  o f  a
rather shal low shoot 'em up
With little to hold the interest.
The instructions are also lack-
ing, explaining all the different
ships' functions, but omitting
to actually tell you what they
look l ike! I f  Starl ight put  as
much work into the gameplay
as they did their long-winded
scenarios, I'm sure they would
have a hit on their hands,

PRESENTATION 81%
Smart on-screen appearance
and plenty of options, but
instructions are lacking in sorm-
details.

GRAPHICS 82%
Effective 3D tunnel effect and
beautiful alien ships.
SOUND 59%
Fairly bland soundtrack and spot
effects.

HOOKABILITY 70%
Initially attractive and almost
enthralling blasting action.
LASTABILITY 45%
The repetitive nature of the
gameplay fails to the attention
for very long.
VALUE 46%
Not enough variety to warrant
the price.

OVERALL 5 5 %
Another mediocre release from
Starlight. which should have
been a lot more than just another
3D shoot 'am up,

ZZAP164Juty1987 9 3
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ROGUE TROOPER
Piranha, E9.95 cass, E14.95 disk, joystick or keys
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strategic gateway  t o  t he
Galaxy -  lies  t he lifeless

planet of Nu-Earth.
A once teeming paradise, t he

planet has been ravaged by years
of conflict between Earth's warring
factions: t he  Southers  and  t he
Nods.

In an effort to sway the balance
of power,  genetically engineered
infantrymen have been created by
Souther scientists, who are able to
withstand the poisonous atmos-
phere generated by  decades of
chemical warfare.

A G uns at the ready, three Nort
A i  troopers stalk a colourless

Rogue

Congratulations
to P i r a nha !  A
licensing d e a l
which does what
It should -  that is

to create an interactive Rogue
Trooper story on the 64.  I t 's
thoughtfully de s i gne d a n d
deviates very l i ttle fr om the
ohginal cartoon strip storyline
and ar twork.  I t's also enjoy-
able a nd  addictive t o  play,
although ther e i s  t he  sl ight
problem that the gameplay is a
little simple. After completion
the novelty and addictive qual-
ities fall off sharply, and it's a
shame that there isn't more of
a chal l enge -  a  l i ttle mor e
depth could have led to a really
special p r oduc t .  P e r ha ps
there will be a Rogue Trooper
II I  live in hope.

94 ZZAID! 64 July1987

Betrayed by  a Souther traitor,
the G e n e t i c  r e g i me n t  w a s
ambushed and massacred by Nort
troops, The s ingle remaining GI
has since vowed to track down the
traitor and avenge the death of his
comrades.

Deserting the Souther army, the
Rogue Trooper now scours t he
planet surface for eight vid-tapes
which will ident ify the traitor and
allow him -  or her - to be brought
to justice.

Carrying the digitally preserved
personalities o f  h is  t hree dead
buddies -  Gunnar. Helm and Bag-

A Rogue  picks a path through a minefield- a path made trickier by a deadlyNod pill-box

man -  Rogue has to find the tapes
and present them to Millicom, the
Souther mi l i t ary  headquarters .
Only then can the identity of  the
traitor be  revealed and Rogue's

friends re-gened to their former GI
existence.

Rogue has to be guided around
a desolate Nu-Earth landscape,
avoiding both Nods  and Souther

For a game which
is conver ted from
a comic strip this
is a real graphic
let-down. I  don't

like the monchrome scheme -
surely the  wal ls coul d have
been filled in, and a little more
colour would have gone down
a treat. The gameplay is repeti-
tive and there's no real atmos-
phere, a  vital element of the
original story.  There's hardly
any sound -  just a few unim-
aginative whistles and bangs.
The structure i s simple, but
this simplicity leads to a loss
of addictive qualities. There is
a certain amount of enjoyment
to be had, but a tenner seems
a lot to pay for such a limited
concept.

Bagman offers advice as Rogue's
strength diminishes. There' s a meth-

kit nearby. but Norts are on l iprthe guard
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another character
gets t he  bi nar y
treatment

and w e l l ,  it's not too bad.
The action is a little slow, with
Rogue and the enemy troops
tip-toeing a bout  i n  a  ver y
effeminate fashion. The back-
drops ar e  pl easant a nd t he
game hangs together well, but
when al l  e i ght  vi deos have
been col l ected ( a  n o t  t o o
difficult task in itself) the urge
to return may well disappear
completely. This is one of the
better l i censes t o  a ppe a r
recently, al though it's still not
worthy of the character.

troops, and hazards such as pill-
boxes and mines.

The planet 's  surface is shown
on-screen in 3D, with a local scan-
ner at the top of the screen giving
Rogue's immediate location.

The three bio-chips are also dis-
played. and constantly give advice
and encouragement to Rogue as
he continues his quest. They also
give details  about  his  life-status
and ammunit ion reserves — pre-
senting a  v isual warning when
levels a r e  f a l l i ng  l o w .  E x t r a
supplies are to be found scattered
about the planet 's surface, how-
ever, and Rogue collects these by
simply walking into them.

Once the eight v id-tapes have
been found, Rogue can make his
way t o  t he Mill icom spaceship,
where t h e  informat ion c a n  b e
beamed t o  Mi l l ic om HO .  Th e
traitor can then be recognised and
captured, and Rogue can re-join
his friends.

PRESENTATION 82/0
Adequate instructions and u
hal on-screen information.

GRAPHICS 71%
Well defined monochrome back-
-drops and characters — possibly
an attempt to recreate the feel of
'the comic strip.
SOUND 19%
A few simple spot effects which
fail to generate any atmosphere.
HOOKABILITY 70%
The action is straightforward, but
hardly enticing.
LASTABILMf 4 2 %
A simple objective which is fairly
easily achieved.
VALUE 56%
Expensive, considering its
limited lastability.

OVERALL 69%
A competent tie-in which is fun
to play, but sadly lacks any long-
lasting challenge. May well app-
eal to fans of the 2000AD comic
strip.

GUNSTAR
Firebird, C1.99 cass, joystick only
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again? Yes, it's the earth's
population.

Us peace-lov ing Terrans have
been set  upon by  unknown (but
presumably nasty) aliens, and the
people of  our beloved planet are
on the brink of extermination.

Fortunately for mankind, a sec-
ret l unar  research t e a m hav e
developed a fleet of  Pulse Fight-
ers; short-range attack craft which
could he lp  t urn t h e  t ables  o n
Earth's aggressors.

Each member  o f  t h is  newly
formed 'Gunstar fl eet  negotiates
five different sections in his mis-
sion to defeat the aliens.

Firstly, an alien attack wave has
to be defeated in combat — blast-
ing their ships while attempting to
avoid returning fire. Having obliter-
ated these, an asteroid belt has to
be dodged, which leads directly to
the alien command ship. There are
several styles of  command ship,
each one having several laser tur-
rets, spitting fiery death. Success-
fully blasting the turrets causes the
ship to disintegrate and allows an

Gunstar r e p r e -
sents q u i t e  a
good bi t of fun —
for a  whi le.  You
can b l a s t  a n d

dodge a nd bl ast agai n a nd
generally have a  good time.
Eventually though,  t he  f a c t
that losing a  l i fe sends you
straight back to the beginning,
no matter  how  far  you get,
soon pr oves ver y annoyi ng
Indeed. I t  then seems rather
pointless t o  gi ve y ou thr ee
lives. Having said that, it cer-
tainly won't  take long before
you can defeat all five levels,
and once you are familiar with
them all, the urge to return will
probably be non-existent.

I c a n ' t  be l i eve
how s i m p l e
Gunstar isl Surely
the programmers
could h a v e

thought up somethi ng a  bi t
more taxi ng.  T h e  gr aphi cs
show l i ttle imagination a nd
create no atmosphere.  Col l i -
sion detection is a bit suspect,
but the quick responses just
about cover  the inaccuracy.
The intermission screens are
well pr esented but  get  very
boring, very quickly. Gunstar is
totally boring and unaddictive.
You'd have to be pretty unex-
citing to enjoy a game of this
shallow level.

assault o n  t he ALLOY robot
mainstay of the alien forces.

Having destroyed the robot, the
battle sequence is repeated f rom
the beginning.

If your ship is destroyed at any

V  Our gallant hero makes short work  of the fi rst alien attack wave

There have been
so m a n y  h i g h
quality b u d g e t
shoot ' a m  u p s
released

recently, that  I  suppose i t's
almost inevitable that a grotty
one s houl d appear .  W h a t
makes this so awful  i s that
there are only five very limited
levels to blast through, and the
only thi ng that makes com-
pleting them difficult is the fact
that you have to go all the way
back to the first stage every
time the rocket is destroyed.
The graphics are completely
uninspiring a n d  r efl ect  t he
action perfectly. Avoid it.

t ime during the onslaught, you are
transported back to the mother-
ship ready to begin the battle once
more, s t art ing wi t h  t h e  a l ien
fighters again.

' W  O ne  member of the fun-loving Gwadar fleet aMolehandedly attacks
v a n  alien commend ship

PRESENTATION 51%
Decent on-screen presentation,
greatly marred by the need to
start from scratch on losing a life.
GRAPHICS 55%
An odd mixture of Spectrumes-
que sprites and bas-relief
graphics.
SOUND 57%
Adequate tune and effects.
HOOKAIRLITY 62%
Simple blasting to start you

LASTABILITY 28%
and then you realise that the

little you see is all you get.
VALUE 48%
Not Firebird's greatest budget
release.

OVERALL 38%
An archaic concept and a poor
game structure.

ZZAP! 64 July 1987 9 5



SPY vs SPY HI

ARCTIC ANTICS
Databyte, £9.95 cass, £14.95 disk, joystick only
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madcap wo r l d  o f  t h e
Spies f r o m  M A D

Magazine, as  Databyte/First Star
bring you the third in the Spy  vs
Spy series.

like this a lot - it
has a l l  t h e
humour o f  t h e
original c a r t oon
strip, combi ni ng

some fabulous graphics and
other neat touches.  Both the
one and two player games are
challenging a n d  f un,  e s pe -
cially the latter, and there is an
extensive opti ons scr een t o
change the parameters of the
game. New traps have been
incorporated t o  a dd variety,
but when it boils down to it's
basically mor e of  the same.
Spy Vs Spy III might well disap-
point those who already own
the first two in the series, but if
you haven't played I or  II then
give this a try.

The black and white masters of
espionage conspire against  one
another once more, this time on an
Arctic island. And as with the pre-
vious g a me s ,  t h e  s p u r i o u s
activities of  both characters are
displayed simultaneously by split-
screen •Simulvision'.

Trapped in the snowy wastes,
there is only one way off the island
-  by  rocket. Unfortunately, three
vital pieces have gone missing and
are scattered somewhere across
the island. A Gyroscope, Uranium
Fuel Cell and Entry Punch Card

The White Spy is amused by his enemy's  display of s tupidity  in
blowing himself  up - but will the Black Spy get the last laugh?

must be collected and taken to the
rocket before it can be success-
fully launched.

Prior t o start ing this hunt, you
have the option for either a one or
two player game. lit he solo option
is taken, it  is possible to alter the
Intelligence Quotient of  the corn-

A T h e  Black Spy calls up a map of the island, while the White Spycontemplates  his next move

I hate to say it, but
I'm getting a little
bored w i t h  t h e
Spy ser ies.  The
original S p y  v s

Spy is undoubtedly the best of
the bunc h,  w i th t he  Island
Caper a  c l ose second.  But
sadly, I found Arctic Antics less
playable than its predecessors
-  w hi c h r ai ses t h e  que s -
t i on, . ,  w h y  bother ? Surely
sequels should be an improve-
ment or  a progression. I f you
want a Spy game, search out a
copy of  the  first or  second
release -  they may be difficult
to find but in the end it's worth
it.

outer controlled spy to one of four
levels. This  effectively sets  t he
difficulty of your opponent.

You also have seven islands to
choose from on which to pit your
strategic wits against one another,
and a map is provided showing the
positions of each player and those
of the missing components. This
can be called up at any time during
the game on your •Trapulator -
the screen whic h displays your
current surroundings and handles
your traps and options. Selections
are made via a line of icons at the
bottom of the Trapulator, and it
also displays any items found.

Both s pies  hav e a  series  o f
booby traps available in their dirty
tricks department. These include
blowing up  your opponent  wi t h
dynamite, set t ing ic ic les  t o  f all
when walked under, cutting holes
in t he ic e whic h c an b e  fallen
through, and spilling water to form
a sheet of ice to be slipped on.

None c f  t h e  t r a p s  w e

immediately fatal, however they
reduce the body  temperature of
your spy -  displayed as a mercury
thermometer on the left of the cor-
responding Trapulator. Tempera-
ture is increased by entering igloos
containing a fire. Standing next to
the fire sends the spy's tempera-
ture back up again, allowing him to
continue in safety.

When the two agents are in the
same location, they both appear in
a single screen and snowball fights
ensue. Being h i t  b y  snowballs
again lowers  t heir temperature,
and can prove fatal to an already
cold spy.

The game ends when either one
of the spies boards and launches
the rocket,  o r  when bot h spies
have failed to escape, and the bliz-
zard amves turning them both into
blocks of ice.

There's no doubt-
ing the technical
excellence of the
Spy ser i es,  b u t
I'm n o t  over l y

excited b y  t h e  gamepl ay,
which s e e m s  s o m e w h a t
laborious a n d  compl icated.
The feeling of playing against
an opponent  i s  not  exactly
overwhelming as you may not
meet up that often. C o n t r o l
is a  l i ttle fiddly,  w i th bot h
actions a n d  t he  choi ce  o f
options being accessed from
the s a m e  joystick.  Thi s  i s
especially apparent when try-
ing to quickly set traps or pick
items up.  I  really don't think
that it will provide any lasting
Interest for the solo spy.

PRESENTATION 93%
Great title sequence and many
useful options.
GRAPHICS 84%
Small, but detailed cartoon
characters and suitably cold
scenery, although the scrolling is
a bit wobbly.
SOUND 53%
Reasonable spot etteCts and
harsh music - fortunately this
can be turned off.

HOOKABILITY 74%
Not the easiest game to get to
grips with, but instantly amusing
and playable
LASTABILITY 76%
A fair amount of variety for a
single player. but it's the two
player option provides the most
long term fun
VALUE 69%
An ageing concept at a modem
price

OVERALL 75%
A good game in its own right, but
no advance on the previous two
releases.



GREYFELL
Starlight, E.9.99 cass, 02.99 disk, joystick only
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now l i es  s o lemn i n  t h e
shadow of the evil sorcerer

Mauron. Having stolen the 'Orb of
Life' and hidden it  in his fortress
stronghold, Mauron holds  sway
over t he k ingdom -  gloom and
despondency b e c o m i n g  i t s
inhabitants constant companions.

Norman the cat. fuelled by the
local taverns ale, sets forth to find
the O r b  o f  L i f e ,  ov e r t h row
Mauron's rule and restore peace
and happiness to the land,

Our feline hero is  aided in his
task b y  ot her creatures o f  t he
forest who hold no love for the sor-
cerer's ways: Potbellius the bear
landlord, Ottalorien the shifty spy,

All of a  sudden,
every o t h e r
arcade adventure
in the world gets
a boost i n  the

larity stakes, a s  corn-
to Greylell, anything

cooks good. The  'game i s
slow, unwieldy and boring. The
graphics, a l though q u i t e
smart, give little impression of
depth and only serve as a hin-
drance. On several occasions,
I scurried behind an object,
only to be killed on contact by
some hidden meanie. The final
kick in the teeth is the music,
which is absolute dross, con-
sisting o f  8 0  endlessly
repeated notes. I was going to
tell you to play with the music
turned off, but better still -
j u s tdon't play it.

a l p  I'm amazed b y
Greyfell. A  ' Fas t
Moving Arc a de

S A d v e n t u r e '  i t
announces o n

ttle inlay. Well folks this simply
isn't true. If there is one thing
crucial to an addictive game
it's speed. The player must
always be kept glued to the
screen. Sadly Greytell allows
the player's attention to wan-
der. The perspective isn't very
convincing and is often more
of a hinderance than an attrac-
tion. The main presentation of
the play area is very bold, but
the options are badly scat-
tered around the bottom of the
screen, and I found the menu
method very awkward a nd
slow to use. The main screen
graphics are well drawn and
have the same quality anima-
tion. but as with most games
of this type on the Commodore
it lacks addictiveness a nd
playability.

Willy the pig policeman, Blotto the
drunken rabbit  and Hitormis  the
wise owl wizard. When encounter-
ing these beasts, Norman is given
clues to the locat ion of  the orb,
which are vital if he is to complete
his mission.

The w a y  t hrough Mauron ' s
domain is littered with danger, for
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the hero looks on, seemingly unimpressed
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A T h e  cat, with nine points on the scoreboard, ponders on the meaningof life, the universe and everything

there are many  of  the sorcerer's
followers within the forest who try
to s top Norman.  These inc lude
rats, wolves,  dragons  and k iller
tomatoes to name but a few. All of
these are dangerous to Norman,
but he is a tough cat, and can fight
back by  casting one of  his three
spells, or throwing punches.

Norman also has the ability to
pick up and use objects, unlock
doors and explore his surround-
ings -  by means of an icon driven
menu system, accessed by hold-
ing down the fire button and mov-
ing the joystick down.

Contact with Mauron*s minions
depletes No r ma n ' s  s t a mi n a ,
although t can be replenished by
walking into flowers found around
Greyfell. S h o u l d  N o r m a n ' s
stamina be reduced t o zero, he
dies and Greyfell remains forever
in the clutches of the malodorous
M au ron.

An a dm i r a b l e
attempt a t a  3D
forced perspec-

v t i v e  a r c a d e
adventure, b u t

unfortunately it's far, far too
slow to be worth playing. The
cat takes ages to walk across
the screen and the  joystick
response is unbelievably slow.
It also takes ages to travel
from one bland location to
another, and the action runs at
a snail's pace. Just to com-
pletely ruin the enjoyment, the
icon system is also unwieldy.
In the end frustration gives
way to boredom

PRESENTATION 55%
Poor instructions, and an awk-
ward control method used for
both the main character and
menu sheet.

GRAPHICS 48%
Unconvincing monochromatic
isometric 3D with cute, slow
moving characters.
SOUND 9%
Pathetic attempt at a tune and
weak spot effects,
HOOKABILITY 33%
Slowness of movement and
apparent inability to actually do
anything causes frustration from
the outset.

LASTABILITY 21%
Large playing area to explore.
but there's hardly any urge to do
so.

VALUE 22%
At ten pounds, the only great
impact this has is on the pocket.

OVERALL 30%
A poor 3D arcade adventure.
heavily tarnished by its slow
speed and illogical and
infrequent problems.
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KILLED UNTIL DEAD
US Gold, E9.99 cass, E14.99 disk, joystick or keys
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vate eye? Hercule Holmes is
the house detect ive o f  the

Gargoyle Hotel -  residence of the
wealthy and annual meeting place
of the Midnight Murder club.

Each year a group of 'whodun-
nit novelis t s  congregate at  t he
hotel, infl ic t ing t h e i r  fi c t ional
scenarios on each other -  or at
least they will if you don't discover
the would-be murderer, proposed
victim, murder weapon,  locat ion
and the mot ive for the dastardly
deed. Us ing nothing more than
files, surveillance equipment  and
your wits, you have until midnight
to crack the Case and accuse the
guilty party.

Initially, you have the opt ion of
attending t h e  Herc ule Ho lmes
school of sleuthdom, an extended
demo whic h  play s  t hrough a l l
aspects of the game in the form of
a t utorial.  Ha v i n g  f amiliarised
yourself with the objectives, you
choose a skill level and a specific
case on which t o  pract ice your
detecting skills.

Killed Unt il Dead provides 21
humourous cases over four skill
levels: Elementary, my dear Wat-
son -  s ev en cases ,  inc luding
'Mars n e e d s  W o m e n '  a n d
'Banana F o l l i e s ' :  M u r d e r ,
Medium Rare-five cases, includ-
ing 'Of Pooches and Pillows', and
'Publish or Perish'; Cases for the
Cunning -  five scenarios, such as
'The Case of the Mutilated Moose'
and 'The Mystery of  the Leaping
Fish' and finally Super Sleuth -

I F  State 01 the art surveillance techniques are used monitor would-be murderers
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four plots, including 'Last Leff  and
'Rhymes and Crimes'.

These opt ions are available via
on-screen menus, and are chosen
by moving a highlighted cursor to
the selected opt ion and pressing
the fire button.

Your task begins at noon - usu-
ally with a phone call f rom one of
the c lub:  'check  your fi les' they
say. Huh!  As  if  you didn't  k now
your job. Anyway, taking a glance
at t he informat ion o n  t he c lub
members. it appears that they're a
right odd bunch. There's  Agatha
Maypole; ageing,  forget ful a n d
potentially lethal. Lord Peter Him-
sey; a  t an  o f  Princess Anne
(especially the jodhpurs). Sydney
Meanstreet; an overweight author
with slightly perverse tendencies.
Mike Stammer; a scruffy alcoholic
who's been drummed out of prac-
tically every police department in
operation, a n d  t h e  beaut i f u l
Claudia Von Bu low (real name
Tammy Claudet te Belew):  a  girl
who's  had everything lif ted and
possesses a  tat too which she's
never seen.

Interesting. Time t o see if  you
can dig up any more dirt  in their
rooms .  .

Any attempt to break into one of
the character's apartments is met
by a  t riv ia ques t ion bas ed o n
fictional detec t ives  a n d  c r i me
novels. Answering correctly allows
access to the room.

'What did Sherlock Holmes do
in his spare t ime?' Rats! That one
escapes you. Uh-oh -  suddenly

deed
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DESIGN O ' R O U R K E  C l b  C s,SRAPHICS

111.—
CASSME

PRESENTATION 78%
Not the most restrictive mult i-
load, although each new game
must be started from scratch,
and the excellent demo/tutorial
is sadly lacking.
GRAPHICS 92%
Minimal but effective animation
and good use of colour through-
out.

SOUND 62%
Average jingles, but Some neat
effects.

HOOKABILITY 81%
Sufficiently addictive, despite
the slightly disjointed gameplay
caused by the loading system.
LASTABI lin
, 7 2 %Having to reload for each new
case can prove irritating.
* though in many ways it makes
the cases all the more rewarding
to solve.

VALUE 83%
No tutorial and you have to wait
a bit to get engrossed in the pro-
ceedings, but the disk version
costs an extra five quid.

OVERALL 86%
A competent cassette interpre-
tation of a heavily disk-based
who'lldoit.



There m u s t  b e
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something in the
water t h a t ' s

' c a u s i n g  all of the
murders t h i s

month — this is no bad thing
though, as  I 'm a  real  fan of
thriller software.  Ki l led Unti l
Dead is well up there with the
best, it's beautifully presented
and infinitely playable (except
for the slightly annoying delay
while the  disk i s accessed),
and the sheer volume of detec-
tive wor k that's spread over
the 21 cases provides a great
deal of  lastability. The ti tle's
inherent hum our  i s  car r i ed
throughout,  but  t he  j ocul ar
conversational s t y l e  ne v e r
takes over entirely and the plot
remains essential ly ser ious.
The profusion of  'whodunni t'
games t hi s  m ont h doe s n' t
detract  f rom Killed Until Dead's
attraction — I'm confident that
it will appeal to serious thriller
enthusiasts as well as to those
who take their murders with a
pinch of laughter.

•  •—

Detection games
don't usual ly fil l
me w i t h
enthusiasm, b u t
Killed Until Dead is

one exception, being humour-
ous, sl ick and very playable.
The presentation excels on all
counts, especial ly the highly
informative demo/ tutor ial .  A
real atmosphere is generated,
and is constantly enhanced by
several n e a t  touches:  t h e
clock ticks away, the sky out-
side grows darker, and skulls
and ha ngi ng bodi e s  k e e p
appearing at your window! The
character's f a c e s  a r e  a l s o
wonderfully ani mated,  p r o -
ducing a n  hi l ar i ous e f f e c t
when they become hassled.
One or  two cases are fairly
difficult, but on the whole they
are quite straightforward, and
as such they may not present
too much of a problem for the
more mature detective.  Thi s
however i s my only reserva-
tion, other wi se Ki l l ed Unt i l
Dead comes hi ghl y r ecom-
mended.

A
H
e
r
c
u
l
e  
H
o
l
m
e
s  
p
o
i
n
t
s  
t
h
e  
f
i
n
g
e
r  
o
f  
s
u
s
p
i
c
i
o
n  
a
t  
,  
h
i
s  
f
i
l
e
s
.

containing valuable information on the five suspects

the house guard appears. Better
make your exit. Come back in ten
minutes when he's gone.

Here's Flimsey's room. Another
question A h !  got  it right, and
in you go.  Hmmm t h e r e ' s  a
note here: 'Meet  me on the patio
at 3.00 — Claudia. '  And what 's
this A  blood-s t ained Mo o s e
outfit. Curiouser and curiouser!

Returning t o  t he  surveillance
apparatus allows you t o set the
tape recorder to monitor the con-
versation due to take place at three
o'clock. The tape deck has all the
usual controls, and can be preset
for up to three half-hour sessions.

As inf ormat ion i s  gat hered
about t h e  c l ub  members ,  t h e
relevant d a t a  i s  automat ically
stored and can be recalled when
required, avoiding t he need f or
notes to be taken during the game.

Under pressure, Lord Peter Flimsey
turns monoc led mutineer as he
grasses on his comrade

LATER W e l l ,  you've broken
into all the rooms, obtained clues
and got  some pretty meaty con-
versations on tape. Time to do a
little telephoning

' Hello, Mike? Yeah, do you think
Sydney's in danger?' (He's look-
ing a bit rattled — stir him up some
more): 'What  do you know about
the poison?' (You seem to have hit
a raw nerve here). ' Do you think
Claudia's the murderer?' Ah-ha! a
panic-stricken Stammer crumbles
and spills the beans. One last look
at your notes, then you're off to
confront Claudia, and accuse her
of her proposed felony.

'Claudia? The game's up. doll:
you've been planning t o  bump
Sydney off with the poison, on the
patio — and all because he stole
your Moose outfit. Eh? You aren't?
Oh! Er l o o k ,  it  was  a s imple
mistake '  (You f orgot  about
Mike). Eh? who's  that at the win-
dow — a bomb! Urrrk! It's all going
dark o h ,  well, better luck next
time. Holmes!

Killed Unt i l  Dead
has class — and
this I s  w h a t
makes i t  s o
absorbing t o

play. The  five suspects cum
potential victims have distinct
personalities a n d  char acter
which provide many amusing
situations and help to gener-
ate a suitable atmosphere. The
gameplay i sn't very flexible,
and t h e  m y s t e r i e s  a r e
straightforward and fairly easy
to solve, but at least you feel
as t hough you've  achi eved
something w o r t h w h i l e .
Definitely a sound investment
for buddi ng detectives.

DISK

PRESENTATION 95%
Slick and extremely polished,
although the mult i-load inter-
rupts a little too often.
GRAPHICS 92%
Minimal but effective animation
and good use of colour through-
out.

SOUND 62 %
Average jingles, but some neat
effects,

HOOKABILITY BB%
Difficult to stop playing once you
become conversant with the
controls and objectives.
LASTABILITY 77%
Twenty-one cases to solve, but
many of them are quite simple.
VALUE 83 %
Expensive, but worthwhile

OVERALL 88
(1
/0
A superbly executed binary
who'lldoit, let down slightly by a
lack of variety and depth.
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FROST BYTE
Mikro-Gen, £7.95 cass, joystick or keys
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planet Cosmic& The Kreez-
ers, harmless  lit t le springy

creatures and inhabitants of  the
planet, are being hassled by huge
monsters who are rounding up the
population for dinner.  The place
where t he monsters  are storing
their potent ial f eas t  i s  a  huge
underground i c e  cavern,  d e e p
below the surface . , • and what a
horrid place it is too.

Oppression breeds  rebellion,
and in this  case it 's  Hickey the

Frost Byte is  one
of those obscure

/ g a m e s  whi ch i s
enjoyed
immensely b y

anyone who buys it, but never
receives any t hi ng l i k e  t h e
acc laim i t  deserves  -  s imply
because i t 's  not  ba s e d o n
some film or arcade game. It's
great fun (if a bit on the tricky
Side) and completely rewards
the perseverence i t  requires
for completion.  The graphics
and sound aren't awe-inspir -
ing, but  the  game reeks of
playability and is addictive to
boot. If you're an avid arcade
adventurer, try it and surprise
yourself.

There are certaingames  w h i c happeal f or totallyt. Indefi nable
reasons, t h i s  i s

one. The presentat ion is good,
but apar t  f r om t he  a tmos-
pheric  s ound  ef f ec t s  ( s now
crunching footsteps and whip-
lash contact with the dreaded
monsters) i t 's  mostl y unr e-
markable. The only real prob-
lem is the control method, this
required a n  unr easonabl e
degree of  precision, thereby
marring the  otherwise fl aw-
less gameplay -  who knows
though,  thi s m ay  appeal  t o
some. If Frost Byte appeals  at
all, t h e  s at is f ac t ion g a i n e d
should prove to be last ing.

Kreezer wh o ' s  revolt ing.  Th i s
plucky f e l low has  managed t o
escape f rom his cage, and is now
wait ing for somebody to take con-
trol and help rescue his chums and
guide them to freedom.

The springy hero walks left and
right and jumps around the eight
level flick-screen cavern -  a useful
series of  moves, as  the environ-
ment consists of floors, ledges and
platforms. Spring plat forms and
matresses are occasionally found,
and are used to gain access to the

Inir Tw o brown aliens whizz across the screen as Hickey passes through
jungle terrain

Bullets are in sight — but Hickey has to spring his way past two vile
A  creatures intent on his destruction

cave's mo r e  inaccess ible s ec -
tions.

Loathsome mons t e rs  p a t r o l
preset courses  t hroughout  t h e
cavern. These are deadly to touch,
and should be dodged or shot to
avoid the loss of one of Hickey's
five lives. At the beginning of  the
mission Hickey is unarmed, how-
ever a nearby pile of  bullets are
picked up and used to gain fi re-
power.

Other items which help Hickey
on his  way  are Energy Sweets
which are collected to gain extra
power. There are three varieties:
Red, which give extra speed; Blue,
for extra leaping ability and Green,
which allows Hickey to fall further.

Each of the eight levels contains
one of Hickey's chums, who is set
free by  touching the lock of  his
cage. To  add t o the pressure a
countdown ticks away throughout
the mission,  wi t h t he t ime only
replenished wh e n  a  c a g e  i s
unlocked. The mission reaches a
premature end if  Hickey fails t o
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release a prisoner before the timer
reaches zero.

Can he free the lot? Only you
have control ,

—
4

This is one to test
the p l a t f o r m
freaks. Frost Byte
is f r ust r a t i ngl y
addictive, a n d

terribly difficult to get to grips
with. Leaps  requi r ing pixel -
perfect precision appear  i n
abundance, a n d  t he r e  a r e
many h a z a r d s  t o  b e
negotiated. Graphical ly,  i t 's
very smart with some very nice
sprites, especi al l y  Hi c k e y ,
who moves ar ound wonder -
fully. There's loads of screens
to be overcome and it should
keep you tearing your hair out
for a few weeks at least.

PRESENTATION 78%
Simplistic, but pleasant and
Informative.

GRAPHICS 68%
Some of the chunky sprites look
out of place on the otherwise
reasonable landscape.
SOUND 66%
An unremarkable title tune fol-
lowed by wonderfully atmos-
pheric sound effects.
HOOKABILrry 74%
The troublesome control method
takes a while to master, but the
addiction remains as proficiency
is gained.
LAsTABILrry 73%
The action is a mite repetitive -
however, eight levels of increas-
ingly hostile environment pro-
vkie plenty of scope.
VALUE 7710%
Enough depth arid captivating
gameplay to keep you returning.

OVERALL 78%
An enjoyable and entertaining
romp for any arcade adventurer
-  no matter how experienced.



SURVIVE THE
21ST CENTURY DRIVING TEST

A

A u t o Du el  is a f ast - paced , st rat eg y role
p laying ad ven t u re  set  in t h e year 2030. A
t im e w h e n  t h e  A m e r i c a n  h i g h w a y s  a r e
cont ro lled  b y  a rm ed  o u t law s,  an d  w h e n
d an g er lu rks aro u n d  every bend.

Your a im  is t o  earn  f a m e  an d  f o rt u
C o m p et e  in spect acu lar auto  dogfi ghts in
t ru e g lad iator style — the prize m o n ey will
buy you  a  p o w erf u l  cust om- bu il t  veh icle
equ ipped  w i t h  lethal w eap o n s,  includ ing
lasers, mach in e guns and fl am et h ro w ers.
Un d ert ake  lu crat ive co u rier ru n s f o r  t h e
A m erican  A u t o D u e l  A sso c ia t io n  o r  b e -
co m e a  v i g i l a n t e  o f  t h e  o p e n  r o a d .
So m e w h e re  o n  y o u r  t ravels b e t w e e n  16
cit ies are t h e vital clues yo u  w i l l  n eed  t o
co m p let e t he fi nal mission.

Only t h e  m o s t  cu n n in g  ro a d  w arr io rs
are en l ist ed  b y  t h e  FBI t o  d r ive  o u t  t h e
u lt imate evil  f o rce.  Wi l ly o u  g ain  h o n o u r
and  e n t r y  i n t o  t h e  e l i t e  c i r c l e  o f
AutoDuell ists?

Au t o Du el .  Pick  u p  t h e g au n t let .  Avail-
ab le o n  d isk  f o r  t h e Ap p le,  C o m m o d o re
64, Atari,  Atari  ST and Amig a.  Prices f rom
E19.95.

Based o n  t h e aw ard - w in n in g  Car Wars
board  g am e by St eve Jackso n .

T H E JO INT  VENT URE IN EURO PE

A r f f A r l a R / G / N
S Y S T E M S I N C .

MI croPro se Software Ltd 2 Market Place. Tetbury, Gloucestershire 61.8 /MA. Tel. (0666) 54326. Tbc 434222 MPS UKG
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ULTIMATE
FEATURES
•  Full scoreboard

printout.

•  Course Editor Iallows you to
arrange any of the
holes from all four
courses to fomi your
own personal 18 hole
golf course.(Disk)

•  More trees (upto 192
per hole), traps and
rough.

•  Practice putting green
and driving range.

•  improved graphics
and playability increase
diffiarity and add
realism.

•  Aerial view gives you a
bird's eye view of the
course and your position.

•  One to lour players can
compete in MEDAL.
MATCHPLAY and BETTER
BALL competitions.

•  Realistic choice of club.
distance, type of shot (hook
,slice or putting).

•  Unlimited backups of World
Class Leadethoard can be
made for your archives,1Disit)

Ultimate Golf Courses

Doral Counts)' Club - the great Blue Monster where there's
almost as much water as grass to overcome.

Gaunt let  -  designed ; r ec i t e  the greatest test
ter s true skills and abilities_ Few courses combine

h a searching trial of accuracy and courage.
rowing and perilous in the extreme.,

EUROPEAN COMPUTER
In honour of the outstanding excellence of this, the ultimate golf game,

U.S. Gold have organised a competition to find the European Computer
Golf Champion of 1987. In every World Class Leaderboard game there is a

scoreboard. Practice your skills, test your courage and then Olay your best possible ,
rourid on the Ultimate course -  The Gauntlet -  Record your best score, have it verified by

an independent witness and send it to U.S. Gold. Novice, Amateur and Professional
-  theses a prize for each:-
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St- Andrews is a classic golf course of huge greens_

G_ OLF CHAMPION 1987
Professional: a full set of Ping golf dubs -  "the ultimate club In the world."
Amateur: a full set of Gallagher golf clubs -  a superb asset in improving your game.
Novice: 10 free golf lessons with the "teaching professional" of your local golf dub.
When all entries have been received -  closing date 31st September 1987-  the top

_four players at each level will be tailed to a central venue to play-off for the title European
Computer Golf t  hamplon 1987 and receive their frophles and prize.

US_ Gold proudly present the Boll challenge in the Leaderboard series -  World Class
Leaderboard - the Ultimate test of your skill and judgement, the unparalleled successor
to Leaderboard and Leaderboard Executive. Now you have the opportunity to play the
same courses that have challenged golfs greatest legends, three famous and dassic I 8
hole golf courses in which each hole is authentically reproduced for distance, traps. treesand water hazards.

•  St  Andrews •  Dotal Country Club •  Cypress Creek
And the fourth, the "Gauntlet Country Club" has been spectficallydesigned for the 'World Class
leaderboard" challeaspe - only those who can master the testing conditions of the best golfcourses in the world will come near to mastering "The Gauntlet*.

Whether at novice, amateur or professional levels. "W odd Class Leaderboarcr will challenge you
with the same demanding strategy, skill and decision making options set by its real life counterpart.
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one of golf s most testing challenges- a i l L

CBM 64/128 £9.99 TAPE £14.99 DISK
AMSTRAD £9.99 TAPE £14.99 DISK

SPECTRUM 48/128K £ 8 . 9 9  TAPE

U S  Cie4d W t .  Units 2 3 Hollard Way, Belford.
Birmingham 86 TAX Tel: 021 356 3388.
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THE GREAT ESCAPE
Ocean, £8.95 cass, joystick or keys
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and fi lms telling of the suc-
cesses a n d  f a i lu res  o f

escape at t empt s  f r om German
high s e c u r i t y  P O W  c a m p s
throughout World War II, Ocean
have now released a  computer
program which allows a player to
step into the army boots of a pris-
oner o f  war  imprisoned in Ger-

What an Incredi-
ble piece of prog-
ramming! A com-
plete POW camp
has been cram-

med into the  Commodore,
right down to the very last
detail. The  prison and sur-
roundings h a v e  b e e n
extremely well planned, and
the research which must have
gone into the production of the
program is admirable. It's  a
shame this depth of design
isn't incorporated into more
programs. What makes The
Great Escape so special is the
phenomenal amount of free-
dom the player is given within
the game environment That,
coupled with the many differ-
ent escape possibilities gives
the player scope for months of
varied and interesting play.
Unquestionably t h e  b e s t
arcade adventure so far this
year - don't miss it.
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many's most secure camp.
The d a t e  i s  1942,  a n d  t h e

recently arrived hero is appalled to
find that all the prisoners have fal-
len into a state of complete apathy.
Their morale has been crushed by
several f ailed escape at tempts,
and all they do now is follow a strict
routine o f  s leeping,  eat ing and
attending role calls, wait ing for the
end of the war. Our hero is still full
of enthusiasm though,  and has
decided to make a break for free-
dom -  with or without the help of

the other inmates.
The camp is situated in a con-

vened castle, positioned on a cold
North Sea  peninsula.  Th e  only
access is through the main gate.
and official papers are required to
authorise safe passage_ All activity
is monit ored b y  guards  i n  t he
watchtowers, and powerful sear-
chlights s weep bac k  and fort h
throughout t he  night .  Prisoners
are housed in the centre of  the
complex, only leaving their cells to
exercise in an area adjacent to the

Going underground i n  a bid for freedom, the prisoner gets lost in
the maze of tunnels below the camp
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the prisoner collects his rect
cross parcel

main gate.
Against t hes e odds ,  es c ape

seems a daunting prospect -  but
there is a positive side. The guards
follow a rigid t imetable, and their
movements can be monitored and
predicted. A  maze of  drains and
tunnels u s e d  du r i ng  prev ious
escape at t empt s  criss-crosses
beneath the castle, and a range of
useful objec t  can be  picked up
from around t he cast le -  keys,

The p r o g r a m -
mers have made
a brave attempt
at a  large scrol-
ling play area -

sadly the  scrolling doesn't
meet the same high standard
as the gameplay. The Great
Escape contains some of the
most detailed and attractive
graphics I've seen on the Com-
modore, i t just seems a pity
that the screen play area is so
small. The sound effects do
their job admirably, but the
game lacks a decent melody
to add to the very weak atmos-
phere. The presentation could
have been made stronger, as
there's absolutely no  front
end. Still, all the problems are
very logical, fairly simple to
solve a n d  great fun.

Ocean h a v e
achieved a  very
competent c on-
version from the
original S p e c -

trum program, considering
that the 64 doesn't really like
3D perspective games. The
camp is highly detailed and
there are loads of guards and
POW's wandering around to
mkt t o  the  atmosphere. A
really nice touch is the ability
to enter tunnels and scramble
around under the ground. My
only niggle is the slow speed
of action, but this is still faster
than most games of this type.
If you fancy a  bit of WW II
action from the other side of
the fence, then look no further
than The Great Escape.

S



torches, wire-cutters, shovels and
dynamite to name but five.

Abandoning control of  the pris-
oner allows him to follow the strict
German rout ine -  useful t o bide
time while an escape plan is for-
mulated, o r  t o  mo n i t o r  t h e
behaviour of the guards.

The action is displayed through
a remote forced 3D perspective,
with fl ick-screen indoor locations
and mult i-direc t ional s c ro l l ing
castle grounds.  Informat ion dis -
played at the bottom of the screen
comprises a numerical represen-
tation o f  t he hero's  morale,  an
alarm bell and a text readout area.
which displays  German orders .
Failing to comply with these orders
(roll call,  meal t imes  and so on)
results in the hero being chased
by guards, and a spell in solitary
confinement i f  h e ' s  captured.
Capture also causes the loss of
any collec ted equipment  a long
with a  los s  o f  morale.  Should
morale sink to zero, the potential
escapee b e c o me s  a n  ins ip id
model prisoner like the rest of the
inmates -  but that's not going to
happen, is it?

PRESENTATION 90%
Good instructions, and many
highly effective touches
throughout, Such as being able
to let the prisoner do his own
thing.
GRAPHICS 81%
The detailed 3D graphics gener-
ate a suitable atmosphere, mar-
ginally tainted by the juddery
scrolling and absence of colour.
SOUND 2 2
A few bells and whistles add
some atmosphere to an other-
wise silent game.
HOOKABILITY 88%
Instantly absorbing and interac-
tive action as soon as the ohs-
oner leaves his bed.

LASTABILITY 88%
Acomplete POW environment to
be monitored, many objects to
find and locations to explore -
lust to find one escape route?
VALUE 87%
Weeks of play on offer for nine
quid.

OVERALL 89%
One of the best arcade adven
!ures available -  an essential
purchase for fans of the genre

1

M i
h
m
M i
l l i
i .
1 "
m
m i
.
1
1
1 .
1 .
1
1
1
1
1
: 1

THE CURSE OF SHERWOOD
Mastertronic, £1.99 cass, joystick or keys
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Sherwood Forest has been
shattered by the evil Sagalia

and his cult, who have taken over
and are ruling the place with terror
and fear. In desperation the people
of the wood turn for help to Robin
Hood and his band of merry men.

To he lp  t he  do-gooders ,  t he
Bishop of  Derby  has  agreed t o
carry out  an exorc ism upon the
fiend, a n d  Fr iar  Tuc k ,  o n e  o f
Robin's formidable team, travels
to meet him. However, when Tuck
reaches the meeting point he dis-
covers t h e  B is hop ' s  c orps e,
pierced by a black arrow. Attached
to its shaft is  a parchment  frag-
ment, insc ribed wi t h  a  c rypt ic
rhyme which has to be solved if
the heart of  the wickedness is to
be found and finally destroyed.

The p lay er  gu ides  t he  Fr iar
around the fl ick-screen forest in
search o f  i t ems  necessary  t o
banish the diabolical Sagalia from
the woody  realm,  c lues  t o  t he
required objects gleaned from the
poem found stuck to the Bishop.

Take Sabre Wult ,
Robin O f  T h e
Wood a nd mor e
recently Firelord -
If you're into this

type of  game then you'l l  be
pleased to hear  that Curse of
Sherwood is more of the same,
with virtually identical playa-
bility a n d  g a m e  str uctur e.
Although t h e  gr aphi cs a r e
poor, there's a  large map to
explore and plenty of puzzles
to solve - and it's cheap! How-
ever, i f you like a little more
variety, or are getting cheesed
off with this type of game, then
simply avoid it.

Sagalia's bizarre servants are
encountered throughout the quest
-  these are dangerous creatures,
endowed with the ability to steal
one of Tuck's five lives at a touch.

Entering the toadstool ring teleports Friar Tuck to another part of the
forest
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V  H a v i n g  despatched the guardian skeletons, Tuck can enter andexplore the cottage
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Friar Tuck is armed with a sword
with whic h h e  c an dispatch a
beast, but as he kills opponents he
can collect and utilise their fallen
weapons, the power of each vary-
ing on the type of creature it's used
on.

Tuck also has the ability to pick
up objects which the enemy drop.
a earned object being shown at the
top of  the screen, and these are
the key to success. If the correct
objects are picked up and drop-
ped in the right places Tuck could
well win the day, but  it 's  by  no
means an easy task_

Following t h e
abysmal C o n -
Quest c o m e s
Derek Brewster's
latest, a n d  f a r

superior game,  The Curse Of
Sherwood. W e  a r e  a g a i n
treated t o  Spect r um- l i ke
graphics, but they're adequate
and don't realty detract from
the gameplay,  which is actu-
ally quite captivating. The puz-
zles ar e logical ,  involving a
nice bl end of  explor ing and
blasting. Unfor tunatel y t h e
program i s n ' t  i nt e l l i gent
enough t o  r emember  h o w
many cr eatur es y o u  ha v e
despatched on a screen, so if
you kill three out of four. leave
the screen and re-enter, there
will agai n be  four  creatures
blocking your  way.  Al though
annoying, this is its only real
fault and at two pounds,  you
can't really go too far wrong.

PRESENTATION SS%
Nothing outstanding -  joystick
and keyboard option and
reasonable In-game presenta-tion.
GRAPHICS 31%
Feeble single colour sprites
move around a series of equally
bland screens.
SOUND 3%
A few forlorn white noises are all
SID mutters.
Hoomansry 56%
Initial exploring fun and reward
LASTABILITY 51%
Enough to keep a doe-hard fan
happy, but others less
enthusiastic will quickly tire.
VALUE 57%
Reasonable, but  nothing new or
outstanding on offer.

OVERALL 43%
Barely adequate fodder for an
avid arcade adventurer.

ZZAP! 64 July1987 1 0 5



EAGLES
Hewson, £8.95 cass, £12.95 disk, joystick only
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civilised: he still fights wars, but
now genet i cal l y  e ngi ne e r e d
beings to do all the dirty work.

In the continuing 300 year war
against a n al ien force.  Earth's
prime assaul t weapon i s  t he
'Eagle' fighter - manned by gene-
tic pilots  and dealing death with
absolute precision.

As another fleet of alien attac-
kers homes in for  the kill, your
squadron is called in to action_ Fly-
ing in pairs, both craft are dis-
played a t  onc e  against spl i t-
screen scrolling backdrops, with
the option to either play solo, or
with another person as a team or
in competition.

Your aim i s to annihilate the

This fast, smooth
scrolling, s p l i t -
screen shoot 'em
up for one or two
players would be

great fun -  if it wasn't for the
ludicrously small playing area.
The main spri tes are far  too
large, but  even i f they were
smaller i t  w oul dn' t  m a k e
Eagles any more playable, as
the action is a little too slow
and monotonous for my liking.
Eagles looks good,  and to all
intents and purposes it could
have been a sort of two-player
split-screen version of  Drop-
zone -  but sadly it isn't, and the
effort seems wasted.
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attacking aliens, and also to col-
lect the alien Messenger Droids -
small glowing spheres containing
vital enemy communications. Fly-
ing into a droid stores it  aboard
your vessel until you pass over the
collection chute, where it is drop-
ped into a pipe for delivery to your
own forces.

The trouble wi th
this i s  t ha t  t he

r' sprites are far too
large. T h e r e ' s
simply no room to

manoeuvre -  it takes an entire
screen length to turn, and con-
sequently i t's very difficult to
avoid enemy fire. If the planes
were smaller then there'd be a
feeling of freedom, rather than
the confinement and frustra-
tion w hi c h a r e  exper ienced
during play.  The  action i s a
mite repetitive too - there's lit-
tle to do other than fly around,
pick up a pod,  drop it off,  fly
around I t ' s  a shame really,
the game has got real potential
which s a d l y  ha s n ' t  b e e n
realised.

When five drolds have been col-
lected. a  Devestator  dev i ce
becomes available for addit ion to
your armoury. Once activated, this

destroys all aliens in your vicinity.
At the end of an attack wave,

you are called upon to confront the
main Zet a fi ghter -  a computer
controlled int erceptor c ra f t  o f
awesome fi repower.  Only  when
this has  been disabled (that is ,
blown to atoms) does the next
wave of aliens appear mor e  fero-
cious and devious than ever.

When destroyed, these later
alien vessels transmute into differ-
ent craft,  becoming increasingly
dangerous and difficult to hit. Fire-
balls appear on later levels - unaf-
fected by the Devastator device, a
number o f  hi t s  i s  required t o
ensure their capitulation.

Your ship is destroyed on colli-
sion with alien fire, and you have
three ships with which to battle the
enemy.

Y B o t h  jets zoom across the barren landscape as they battle the tinyalien craft

A Player One at the top tackles the alien command ship in the bonusscreen

The single player
option i s  n o t
exactly e nt hr a l -
ling, and the two
players on screen

option does little t o redeem
the situation. There is no feel-
ing of playing as a team since
there i s  minimal  interaction
between the two. The actions
of one  player  do not  really
affect the other  to any great
extent. A more cosmetic point
Is the ludicrously large main
sprites, w h i c h  l o o k  h u g e
against the small playing area.
This makes t he  ga m e  l ook
cluttered and spoils the whole
split-screen effect.  A techni -
cally slick shoot 'em up, which
looks special at first, but is dis-
appointing t o  pl a y  shor t l y
thereafter.

PRESENTATION 675
1
0
Several options but little else.
GRAPHICS 7496
Smooth split-screen scrolling,
well drawn but poorly coloured
backdrops, simplistic aliens and
reasonable fighter planes.
SOUND 66%
Decent spot effects and a melan-
choly title tune.

HOOKABILITY 63%
Visually inviting but not so addic-
five.

LASTABILITY 395
1
0
Monotonous blastingaction fails
to entertain for long -even with
two players.
VALUE 43%
Not much excitement on offer for
nine quid.

OVERALL 47%
An ineffective one or two player
game, spoiled by cosmetic
Imperfections and limited
gameplay.



SAMURAI TRILOGY
Gremlin Graphics, £9.99 cass, E14.99 disk, joystick or keys -41
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lives a group of elite War-
lords, mas t ers  o f  armed

and unarmed combat. Every year
they select a small number of stu-
dents to join their ranks, but each
one has to prove himself worthy of
the pos it ion b y  s howing profi -
ciency in the three fi ght ing arts:
Kendo, Karate and Samurai.

This year you have been skilled
enough t o  merit  a  place in t he
training program,  and now have
your chance to impress the war-
riors by beat ing the expert oppo-
nents they pit against you.

The Samurai Trilo w is spread
across four independently loaded
sections. Init ially, t he expansive
credits and t it le screen opt ions

As fi g h t i n g
games go,  this is
one of the worst.
The multi -load is
a gr e e dy  t i m e

consumer, a n d  ha v i ng t o
endure the options time and
time again is a chore, I  never
felt any feeling of excitement,
mostly due to the unrealistic
and jerky spr i te movements
and the overcomplicated and
I llogical v s e  o f  t he  joys t ick .
Another de t rac t ion  i s  t h a t
there never seems  t o be any
contact between the fi ghters —
they j u s t  fl o a t  p a s t  o n e
another, even when contact  is
made. The  strength bar  may
shrink a  bi t,  but  there's no
satisfying t hud or  opponent
reaction a s  fist hi ts flesh —
something that makes a beat
'em up worth playing,

', P e opl e  in paper houses shouldn't throw sticks..,  the Kendo section
takes place in a typical oriental semi

A The  end of his training reached, the aspiring Samurai warrior takesup his sword in an attempt to prove his worth

This is more like
a quiz composed
of a series of mul-
tiple c h o i c e
questions than a

fighting game — there are so
many super fl uous opt i ons .
What's even mor e annoying
though,  is the fact that when
the almost eternal selection of
options has been completed,
the actual  game is awkward,
boring and mostly unplayable.
The backdrops have potential,
but t he  characters a r e  t oo
effeminate and move badly. It
never feels like you're involved
in combat,  just an elaborate
oriental dance.  Per haps the
programmers g o t  c a r r i e d
away with the glossy presen-
tation, and ran out of room for
a decent fighting game — the
potential was certainly there,
especially with the Kendo and
Samurai sections.

appear, offering a selection of lan-
guages and a choice of skill prac-
tices. Next  comes the chance to
load a previously saved game, and
finally one o f  t he three fi ght ing
skills is chosen.

Another series of options is pre-
sented prior to combat, One oppo-
nent is chosen f rom a list of  ten,
with h is  background s t ory  dis -
played. Next  comes a fight strat-
egy selection, where a choice is
made b e t we e n  Sk i l l ,  S p e e d ,
Stamina and Strength. The final
choice relates to pre-fight training
— five points are allocated to the
four fight strategies for both attack
and defence.

At all three skill levels the player
is capable of  16 different moves,
accessed b y  c ombinat ions  o f
:oystick movements  in conjunc-
tion with presses of the fire button.

The bot tom of the screen con-
tains fi ve diminishing bars,  f our
representing t he  fi ghters '  inner

and outer strengths, and the fifth
acting as a timer. The objective is
to hit your opponent enough times
to reduce his bar to a fatal zero. If
this isn't done within the allotted
t ime the bout is judged on points,
with the highest scorer declared
the winner.

Having won a fight, the player
chooses another opponent  and
new options are chosen. The cur-
rent situation can also be saved
for future use if so desired. When
enough opponent s  hav e  been
defeated the player returns to the
title screen and another skill is
loaded.

Yet another com-
bat game  — and
this one is awful.
Cons idering t h e
effort t h a t  h a s

obviously gone  in t o  Samurai
Trilogy, t he  final  pr oduct  i s
hardly worth it.  It's  ill con-
ceived a n d  b a d l y
Implemented, being simplistic
In concept and still unneces-
sarily complex.  The constant
interruption o f  t h e  tacti cal
decision secti ons a r e  ver y
annoying and hardly seem to
make any  di fference t o the
outcome of a battle, which, in
many cases,  can be  won by
repeating t h e  s a m e  m a n -
oeuvre over  and over  again.
Whoever designed the sprites
has little concept of movement
(or anatomy for  that matter),
and the backdrops are equally
bad.

PRESENTATION 51%
The latilanous multi-load and
Overcomplicated options are
difficult and mostly unneces-
sary.
GRAPHICS 32%
Badly animated and unrealistic
sprites fight across a series of
unprofessional backdrops.
SOUND 77%
A pleasant oriental tune plays
throughout, but doesn't add
sufficient atmosphere
HOOKABILITY 37%
The awkward controls, mult i-
load and general presentation
are off putting from the start
LASTABILITY 28%
What little variety and action
there is, is completely ruined by
the execution,

VALUE 25%
Grossly overpriced as it lacks
any entertaining qualities and is
cumbersome to use.

OVERALL 29%
A very poor fighting game which
offers little action and variety.
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TAKE OUT A YEAR'S SU
AND GET A FREE OCEAN/IMAGINE

GAME OF YOUR CHOICE!
How many other Commodore magazines offer so much for so little? Each month ZZAPI fea-
tures detailed, full colour reviews of the latest games, oodles of superlative tips, POKEs and
maps, lively, interesting features, and much much more .  .

You pays your money and here's your choice—oh, and what the ZZAP! team said as well . . .

ARMY MOVES
A frustrating but competent mixture of game styles spread
across eight sections. For more details, see the review on page
34_
" a n  entertaining mixture of three different types of blasting
action.
-Paul Sumner, ZZAP! 64 July 1987

MUTANTS
Denton Designs returned with a vengeance earlier this year with
this unusual and immensely playable shoot 'em up. featuring
gorgeous graphics. slick sound and plenty of fast action to
match. Know your enemyl
"An essential purchase -miss it and you're missing something
special
Julian Rignall, Z2API 64 March 1987

HEAD OVER HEELS
From the author of the Spectrum classic Batman (which sadly
never made it to the 64) comes one of the most entertaining
isometric perspective puzzle games yet. Can our two heroes find
their way about the five zany worlds without being caught by the
vicious marmite, the propeller driven meanies or the disappear-
ing hush puppies? Enlist the help of Prince Charles Daleks, Rein-
carnation Fish and a multitude of Fluffy Rabbits to find the mis-
sing Crowns and defeat the Evil Emperor. Proved a major suc-
cess on all other formats and should do the same on the Corn-
rnntinrci _

TM-PAN
Take to the high seas in this unusual blend of arcade, adventure
and strategy action, based on James CI avell's best selling novel
of the same name. Press-gang a crew, indulge in a little smuggl-
ing for extra profit, improve your status. fight for survival - live
the novel'



113SCRIPTION TO

1

WIZBALL
Bizarre but highly addictive arcade action from Sensible Software. Take control o; me Wiz and his cat, Nitta,
and attempt to restore the colour to Wizworld. For more details, see the Sizzling review on page 14.
"  s i m p l y  brilliant -  one of the best-presented, most graphically and aurally attractive and addictive
pieces of software available.
-Gary Penn, ZZAPI 64 July 1987
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ARKANOID
Undoubtedly one of the classiest, most addictive and playable
arcade conversions to date - the definitive version of that old
favourite Breakout, for either one or two players. Battle through
32 screens of devious brick arrangements, collecting and utilis-
ing extra features along the way, before facing the ultimate chal-
lenge .

extremely playable, incredibly frustrating, wonderfully fre-
netic and immensely addictive."
Julian Rignall, ZZAPI 64 April 1987

ZZAPI SUBSCRIPTION OFFER
I would like to take out a 12 month subscription to ZZAP! 64
magazine and receive my tree Ocean/Imagine game. I enclose a
cheque/postal order (no cash, please) for E15, made payable toNewsfi eld Ltd
Please note, if  you're already a subscriber and your subscription has Just ended, or if  it IS within
two issues of running out, you may renew usiing this form (quote your subscriber number please
BLIT DONT FORGE
-
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FROM
,
NAME
ADDRESS

POSTCODE

Should you already have a subscriber number, please quote it:

I would like to receive the following free game from the six listed here
(cassette versions only):

ARKANOID E  MUTANTS
WIZBALL E  H E A D  OVER HEELS
ARMY MOVES E l  TN -PA N

I with to pay by Visa/Access (delete as applicable)

Sig n a tu re

PLEASE DEBIT MY VISA/ACCESS ACCOUNT E

Please Charge My Account No
Expiry Date

M
-
1
1
1
1
1
1
1
1

ZZAPWOCEAN SUBSCRIPTION OFFER, PO BOX 20,
LUDLOW, SHROPSHIRE ST8 1DB
NB; All games will be delivered within 28 days of receiving your order -
unless the release date of any of the titles is delayed.
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ready for nest week what
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flute months back tent. Four more
days and I'm out on my ear

What on earth are you doing suffering all these
hassles???? Why are you working for a nobody, when

you can work for a somebody??? Why go it on your own
as the lone independent??? II you arc the best then it stands

to reason you only can work with the best... and that's
U S Gold. No.1 in the UK and Europe for entertainment software

— year after year, alter year and the success keeps growing.
Licenced imports of the biggest names, arcade conversions of all time

greats, original concepts years ahead of their time — we give you the
opportunity to test your talents on the widest possible range of

programming challenges. And what do we offer.

•  Guaranteed payments from a financially sound market leader c
\
!
.

— flat fees, royalties, payments in advance or for outright rights 3 1
4 ,
1 t ,
A
1

..• we're flexible to your needs.

•  Professional support with your programming,
with creative concepts, animation, music... you get
on with what you're good at well help with the rest.
•  Unrivalled sales opportunities — our track record,
and name speaks for itself when it comes to quality,
marketing and distribution. Whatever our agreed terms of
payment it means money in the bank for you.
There's only one problem you need to concern yourself with —

if you believe that you're the best there is, are you really giving
yourself a fair chance to show it!
Contact Tim Chaney or Dave Partington on 021 356 3388
U S Gold Ltd., Units 2/3 Hollord Way, Holiord,

Birmingham B6 7MC



Update:
Reawakened after two years of 'death', a contused
Cross stumbles into a  jungle and some of  its
inhabitants -some more dangerous than others, •
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ENTER THE TUBE IF YOU DARE! •
• SURVIVE THE TRANSFER•ZONE, STEER TKROUGS THE
INNER TUBE DEFENCE MECHANISM TO REACH THE
CAPTURE AREA. •

THE TUBE IS AN AMAZING FAST ACTION SHOOT EM UP,
WITH SUPERB GRAPHICS AND SOUND.

ONLY THOSE WITH NERVES OF STEEL SHOULD APPLY.
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Victory House, C B M  64 and Spectrum:
Leicester Place,
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I didn't expect to get a '11.1.S.K: order n o n e  of us ever does.
I mean, Galactic Command doesn't call fora Rapid Intercept,

Seek and kill operative unless all else has failed b u t
why do I get this feeling I'm gonna be on my own this time?

THE EDGE, 36/38 Southampton Street, London VVC2E 7HE

COMMODORE?,
/1'095
DISC 12.95


