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ROBUST REGULARS

7 EDITORIAL
Taking the hot-seat for the firsttime, Julian Rignallrabbits on

8 UNDER THE B A U D
-
W A L K
Bonnie Langford makes a guest appearance in
Mel's spot
35 THE RRAP
More laughs as Lloyd opens another Pandora's
postbag of wonderment
43 ENTER THE HARLE QUIN
The Harlequin casts a sharp eye over Level 9's new
game, GNOME RANGER
53 WHAT'S NE W
Press for action
58 MANOEUVRES
Phillipa exhibits a touch of diplomacy with LORDS
OF CONQUEST and contemplates the qualities of
SSG's RUSSIA
95 POSTMARK
Brendon shows how much fun you can have with
stamps and an envelope
129 COMPETITION RESULTS
Have you won a major prize? Well you won't find
out by reading the contents page
132 THE CHART SHOW
What's your favourite f a v our i t e
-
t he  q u a l i t y  
c h a r t s

152 CHEAP AND CHEERFUL
New boy, Dan Gilbert grabs the budget section by
the horns, tightens his belt and plays to win
158 PREVIEWS
The shape of things to come: RIMRUNNER,  720,
SIDE ARMS, SKATE OR DIE and JUDGE DEATH
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FEROCIOUS FEATURES

48 PREDATOR
Curtis Hutchinson gets the lowdown on Schwar-
zenegger's new film -  and we scrutinise Activi-
sion's same name game
59 GREAT EXPECTATIONS
The world of the 1 6
-
B i t  
d r e a m  
m a c h i
n e s  
e x p l
o r e d

54 PCW REPORT
For those who didn't make it to the software circus
75 JUDGE DEATH
A special 16 page JUDGE DEATH comic strip
courtesy of Piranha

CRAFTY COMPETITIONS

50 ARCADIA MOTOS MACHINE
Win a MOTOS arcade machine, thanks to Master-
tronic
123 FIREI3IRD BUDGET RANGE
Walk off with the complete range of Firebird 199
budget games
131 SOLOMON'S KEY TREASURE TROVE
Three solid Gold Sovereigns are up for grabs in
this great US Gold comp

DECEMBER'S DELIGHTS

12 MANI AC MANS ION
A sort of a B-Movie simulator -  Lucasfilm's latest
Sizzles spectacularly
20 BUGGY BOY
Incredible arcade racing action with Elite's Gold
Medal winner

28 SHOOT 'EM UP CONSTRUCTION KIT
An a w a r d
-
w i n n i n g  
S e n s
i b l e  
g u
i d
e  
t
o  
b i
n a
r y  
D
I
Y

142 ZIG ZAG
Get lost, in this amazing Mirrorsoft Sizzler

152 BANGKOK KNIGHTS
Get a kick out of System 3's Oriental sports simu-
lation

154 COMPUTER SCRABBLE DE LUXE
The famous word game comes of age in this bril-
liant Leisure Genius release
156 NEBULUS
'Addiction' redefined thanks to Hewson's Gold
Medal  platform game

Browse, check, examine, inspect, look through,
read, run one's eye over, scan, scrutinise, study,
peruse, feast one's eyes upon, gaze, glance,
inspect, observe, peep, regard, survey, take a gan-
der at: ZZAPI  33's on sale on December the 10th.
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MASTERS OF ME UNIVERSE HAS COME TO LIM
• Now you can live it, as the olict between good and evil oantinues •11
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LAND OF
CONFUSION

GAMES REVIEWED
Act ion Force 26
Bangkok Knights (S) 152
Beach Head II (SA,f) 137
Buggy Boy (GM) 20
Captain America 150
Comput er
Scrabble Deluxe (S) 154
Discovery 11
EOS 149
Gnome Ranger 43
How to be a
Complet e Bastard 150
Hyberblob 137
Implosion 19

At the moment ZZAPI is just like a
badly written soap opera-it  can't
go through a month without some
major upheaval. This month's
installment sees the departure of
Claran Brennan, who's decided to
make a pilgrimage to the Great CD
Player of Forest Gate. It's a long
and perilous journey, and I'm sure
you'll all join us in wishing him thebest of luck.

So now there's a different idiot
at the heirn. Still, it's not all bad
news -  this months' ZZAP! is
packed with goodies, and con-
tains a fabulous 16 page Judge
Death comic strip, a Predator fea-
ture and previews of the latest US
Gold arcade conversions. If that
isn't enough, there's also a 16-Bit
supplement featuring reviews and
previews of the latest Amiga and
Atari ST games, and a wealth of
Commodore 64 reviews, including
THREE Gold Medal games and
FOUR Sizzlers! What a month!!

If you think that's good, wait

ADVERTISERS INDEX

Act iv is ion
32, 33, 56, 57. 68, 69.92, 93, 126

Argus Press 6 4 , 1 2 5
Anolasof t  1 8 ,  130
Cascade 4  4 0 , 4 1
Databyte 1 1 6
Domark  1 5 ,  16,17
D & H Games 1 5 5
E & J 1 2 7
Electronic Arts 2 4 ,  25, 27
Elect ronic  Services 1 2 7
English Sof tware 9 8
Euromax 9 9
Evesham Micros  1 2 4
Firebird 1 3 9
Gamesware 1 4 8
Gremlin Graphics 6 .  62. 63
Harwoods  1 3 4
Hewson 1 2 8
Imagine 4 ,  5,42

until you see next month's amaz-
ing Christmas Special! As well as a
huge arcade feature, extra playing
tips, a retrospective look at 1987
and a comprehensive compilation
round-up, we'll be giving you
advice as to what to ask Santa for
Christmas, naming the ten worst
and ten best computer games of
all t ime and looking at what 1988
has to offer. There are also a heap
of competit ions planned, with top
prizes including an amazing
remote control television and
video, a BMX bike, a chance to
partake in a hovercraft race and
the opportunity for ten rea
go to war in the Combat  Z
Don't forget the regular f
reviews and previews eit

See you next month, th
long as I don't  get shot, P
doesn't marry Lofty and St
doesn't wake up and find it'S
been a dream

Incentive
Jade
Mastertronic
Microprose
Mirrorsoft
Mosaic
Nebulae
Ocean
Palace
Phoenix
Prism
Postronics
Rainbird
Software ProjectsThalamus
Tynesoft
US Gold

Verran
Video Vault
Virgin Games
ZZAPI Mail Order
ZZAP1Hyperrnarket

164
127
23

9, 39, 61, 97, 113
10, 102

53
35

2, 91, 115, 136, 151
52, 122

36
140

106, 107
47

108
37

71, 135
31, 34, 72, 73, 94, 100,

145.159.163
114
127
74

160
146, 147

Indiana Jones and the Temple of
Doom 1 4 1
Lords of Conques t  5 9

Maniac  Mans ion (S) 1 2
Mic roball 1 3 7
Nebulus (GM) 1 5 6
On Court  Tennis 1 3 8
Pirates in Hyperspace 1 3 8
Russia (S) 5 8
Shoot  'em up Const ruc t ion Kit
(GM) 2 8
Street  Hassle 1 4
Sunburs t  1 3 8
Super Sprint  1 9
Thundercats  1 4 4
X15 Alpha Miss ion 1 5 5
Yes Minis ter 2 2
Yogi Bear 2 2
Zig Zag (S) 1 4 2
Zodiac /Secret  of Life 4 5
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FEAST OF ST WILLIAM FITZWILLIAM
THE MAGNIFICENT
To the premier of leffrey Archer's first play,
whose name I can't quite remember_ At the bar
I'm jostled by Saint Bob Geldof, which is very
odd. as I have always assumed that one holy man
would instinctively recognise another, Perhaps
Bob is tired. The play receives ninecurtain calls,
which proves that there are as many morons
visiting the theatre today as there are buying
rubbish software. Only twelve hours later, !meet
Archer at Olympia, which he has obviously
mistaken for Victoria railway station. The
confused millionaire looks very tired and red-
eyed, and has grown even shorter overnight,
weighing in at a little over four feet. It seems that
Domark need a bit more publicity for the
disgraceful Jeffrey's Not a Pent More Not a Peru
Less, and I am happy to help a fellow novelist
clown on his luck, who has chosen to name is I 3-
year old son 'Willie' for some Freudian reason or
other. Archer's wee book informs us that the
telephone number of his Lord Brigsley character
is 01-735-7227. Well, this just happens to be
little Jeffrey's own phone number, and I can only
conclude that the poor man is desperate for
someone to talk to. However, I feel sure that
ZZAP! readers have better things to do than to
give him a call. Haven't you?

ACCESSION OF WILLIAM THE
GREAT
Now look here Tavarich, just because I've had a
beer with Billy Bragg doesn't make me a
communist. I mean, so maybe I've shot the odd
Tzar and crushed a Prague or Iwo but ain't no
Russian mole. Na, I'm more a medium-paced
weasel, However, there comes a time when I
must nail my colours to the mast, expose myself
and speak out. It is my social duty to free ZZAP!
readers from the yolk and the slimy white stuff
that goes round it of Thatcherite censorship.
How dare she ban me from quoting to you from
my personally signed copy of Spy Catcher.
Everyone knows that we have the finest Secret
Service in the world running our country, it•s
called the KGB, er, I mean it's called MI5,
although I am not allowed to tell you why they
named it after a Motorway, But I don't see how
quoting from Fly Snatcher can possibly be a
security risk. Here goes then, I am about to break
the law, and I don't care. The public has a right
to read the following amazing revelations dnd I
quote, 'Copyright t Peter Wright, 1987, All
rights reserved, Library of Congress Catalog
Card Number: 87-40243, printed in the United
Stales of America, price $19.95, dedicated to
my wife Lois,'. I was going to tell you how to
interface your Commodore with a Kalashnikov
AK-37, but I don't have the time today. Instead I
can reveal that Tony Kavanagh has just
presented me with a hammer and sickle, and
admitted that he perform
,
' t h e  s a m e  
f u n c t i o n  
f o r

8 ZZAP! 64 December1987

Argus that Peter 'Spy Catcher' Wright has
performed for British Security. Tony seems to
think that he is the defecting tor possibly
defective) captain of the Russian supersuh Red
October and is willing to pass me a boatload of
secrets in return for two cups of coffee and a
Rothman's Kingsize. The Hunt tor Red October
is based on best-selling author Tom Clancy's
book and forthcoming film, and proves once
again that all Russian military personnel
communicate with one another in fluent
intelligent English, so that we can tell them apartfrom the inarticulate Yanks,

ASSASSINATION OF KING WILLIE
THE LESSER
My Sillysoft Name of the Month Award goes to
Martech, purveyors of the smuttily titled Nigel
Mansell's Grand Prix. In an unprecedented
outbreak of trade description, their front man is
going around calling himself Roger Swindells,
which is as complete a sentence as Samantha
Fox by my reckoning. My 'I learned English
When Maggie Thatcher Was Educ ation Minister'
Award goes to Gremlin Graphics for their latest
batch of press releases. The blurb for Blood
Valley begins, 'Gremlin lie before you
Nice one, I didn't know it was their turn.
Whereas Jack The Nipper gains points by
'honking tasmanian devils', which should make
the eyes water somewhat. Speaking of which,
may I unreservedly atone to anyone I have
offended Under the Baud-walk, particularly Ms
Cheri Langdell who was caused some distress by
my quoting her comments and no-comments. I
had temporarily forgotten that the computer
industry is now devoid of bad taste and without
the humour that exploits the weaknesses of
others. My sincere apologies.

BANGING TO RIGHTS OF OLD BILL
THE TOTALLY INSIGNIFICANT
Today I was playing with my face, thanks to my
Fairlight digitiser and a morbid fascination with
the ageing process. As the cuckoo clock struck
for more pay, which is what comes of growing
cuckoos from bird seed, my own identity
suddenly becameclear to me, and all because of
the fact that the identity of the Editor olZZAPI is
one of the most horrendous secrets in the
computer world. The more observant of you will
have realised that our Editors face and body
undergoes horrific changes at frequent intervals
in a sort of spontaneous regeneration process.
Think about it Z Z A P !  Editor, different
appearance, bizarre mutation from geriatric to
infant to half a bag of hedgehog flavoured crisps.
Get it?Got it? You better believe it The Editor of
ZZAP! is none other than a well-known Time
Lord, BBCI every Monday. 7,30 pm.
Unfortunately, Doctor Who's faithful sidekick,
as everyone knows, is named Mel, which seems
that I am in reality none other than Bonnie

Mel Croucherts

UNDER
THE

BAUD WALK
Langford, and have lost the will to live.

WILHELM WURST TAG
(HOLLOWAY)
Christmas is coming, and there are some very
peculiar goings-on in the Mattel toy cupboard
Michelle Irwin, t
h e  e l fi n  
P u b l i
c  
R e l a t
i o n s

bossette of Mattel toys, has just told me the most
astounding things. Last year's all winking lip-
sync storyteller Teddy Ruxpin has mutated into
none other than Mother Goose, probably due to
the radiation effects of Chernobyl. HisHer
synchronised pulse tape is now clothed in
flowing skirts and a granny bonnet, and her beak
can give you quite a surprise as she whispers fairy
stories in your ear_ But this is not the shocking bit,
Michelle reveals that Tropical Barbie has run off
with Tropical Skipper, her little sister, away from
Tropical Ken, over an argument concerning
floral swimwear. Rumours that Barbie is now
living with He-Man arecompletely untrue. 'How
can you be so sure?' I ask in that disarmingly
innocent way of mine. 'Have you taken He-
Man's trousers off?' comes the reply. 'All the
relationships between our toys are purely
platonic —check for yourself!' Whatever can she
mean? Speaking of which. those ladies of the
flowing skirt and granny bonnet Saint Brides are
after me fora good whacking with their swishiest
of corporal punishment canes, for 'being a
naughty boy' and using the expression 'Shi'ite
fundamentalism' within their sensibilities.
Fortunately I achieved the rank of Flight-Sergeant
when I was being trained to be a mass m
by Her Majesty's minions, so my backside
remains unwealdy.

CONCEPTION AND
SIMULTANEOUS BIRTHDAY OF
MERCY DASH (Saviour of the
Software Industry)
Not since those far off days when The PiMan
ruled supreme on the back pages of Popular
Computing Weekly has there been such a
cartoon event! ZZAP!'s sister magazine The
Games Machine has sold off the coffee machine,
white slaved theentire graphics department and
bust open open the Christmas party piggy bank
so that they can afford the services of my own
genius and that of the world's most celebrated
computer cartoonist Robin Grenville•Evans. The
software industry is about to be saved by the
Superheroine of all time, Mercy Dash (she's
mad, she's bad, she's brought her Dad), and it is
my truthful opinion that she is the best thing we
have ever conceived since closing time. I can
only hope that Newslield will always remember
the documented fact that when the PiMan
resigned from Pop Comp its circulation
plummeted by several hundred percent. The
quality of Mercy, on the other hand is notstrained. Must Dash.
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"Tony
Crowther's
best game
to date"
Zza p 64

MIrrorsoft Limited
Athene House, 66-73
Shoe Lane, London
EC4P 4AB
Telephone: 01-377 4645



CRL h a v e
cheated a bit with
Discovery, as  it ' s
merely a  compi -
lation o f  r a ther

old a n d  unor i gi nal  ga m e s
linked by a very basic shoot
'em up.  However,  the puzzles
are instantly playable and not
too hard,  so it's very easy to
get into the action. Building up
a circuit board is a novel idea,
and wi th the  wide variety of
sub-games it provides quite a
challenge. My only reservation
Is that a couple of the puzzles
rely on random elements too
much, maki ng i t  di fficul t t o
develop an effective strategy
to beat  them.  Discovery may
look old hat, but it's extremely
playable and the sub-games
work well.

DISCOVERY
CRL, E9.95 case, CM% disk, joystick or keys

O
u
t  
i
n  
t
h
e  
f
a
r  
r
e
a
c
h
e
s  
o
f

space lies a giant, empty
spaceship which has been

drifting for over 2,000 years. The
inert vessel is  intact, save for a
missing c ircuit  board,  t he scat -
tered components  o f  which are
located around t he ship's  indi-
vidual hulls .  I f  t his  board wa s

O. T h i s  logic puzzle is just one of 12 such ga mes to be found within the good
ship Discovery

g
e
:
k
.

—
The i dea of  dis-
guis ing a  s er ies
of s u b - g a m e s
within a  m a i n
game i sn' t  ver y

original, but those included in
Discovery are both varied and
extremely playable.  The mere
fact that there are 12 of them is
quite appealing, and there are
only one or  two which fail to
please to any great extent. The
graphics have that typical CRL
feel to them — slightly chunky
and bordering on the gaudy,
but to be fair, some sections
are very good.  Ironically, the
exterior space bathe i s  t he
weakest link, which looks as it
it's using the jerky scrolling
routine f r om  CRL' s  ear l i er
effort, Death or  Glory. Still, i f
you can ignore the space sec-
tion, the sub-games included
should provide plenty of enter-
tainment.

assembled, the entire ship could
be guided back to Earth.

The player is volunteered for the
mission, and fl ies over the mult i-
directionally scrolling spaceship in
search of the components. There
are 1 2  doc k ing  p o r t s  do t t ed
around the spaceship, and enter-
ing each one reveals a sub-game.
The collec t ion o f  t hese games
include a horizontal 'Centipede', a
'Breakout' variant ,  a  s implifi ed
'Painter' g a m e  a n d  e v e n  a n
implementation of Solitaire.

Each game  has  an  object ive
which is completed within a t ime
limit. I t  the at tempt  is successful,
some mis s ing component s  a re
added to the circuit board.  If not,
the play er i s  expelled wi t hout
reward and may only return when
another game has been tackled.

Flying f rom port  t o  port  is  a

hazardous occupation as the giant
ship's robot  guardian fighters fly
around and constantly fire at the
player's ship,  wearing down it s
shields wi t h  every  accurate hit .
Shields a r e  rep len is hed  b y
successfully complet ing a  s ub-
game, but if they are are reduced
to zero, a further hit proves fatal,

There's certainly
plenty of  variety
in CRL' s  l a test
release. T h e
twelve s u b -

games are a mixed bag of puz-
zle, shoot 'em up and reflex —
and o n e  seems t o  r equi r e
100% luck to complete it. The
instructions ar e sparse,  but
working out how to play each
game is what makes the action
so enjoyable.  The  di fficul ty
level i s  e x t r e m e l y  w e l l
balanced, a nd a  f e w  m or e
components' a r e  col l ec ted
with every game,  making the
action very compulsive.  Dis-
covery may be expensive, but
it does offer  plenty of  l ong-
term entertainment — try it out
and surprise yourself.

00. F l y i n g  over docking bay number nine in CM. ' s latest game

TEST"
-  C

and the mission ends.
When the entire circuit board is

assembled a n d  work ing ,  t h e
mission is complete, and the ship
is taken back to Earth.

PRESENTATION 67%
No instructions for the sub-
games (hence the title), but
otherwise line

GRAPHICS 64%
The majority of puzzle sequ-
ences are smart, although the
space section Is maned by inef-
fective sprites and awful scrol-
ling.
SOUND 55%
Decent title tune, but the spot
effects are very weak
HCKIKARILITY 84%
Extremely easy to get into,
although the lack of instrUCtionc
for the sub-games doesn't help
much

LASTABILrrY 79%
The puzzles are vaned and play-
able enough to provide a real
incentive to complete the game.

OVERALL 77%
An enjoyable and strangely
addictive collection of puzzle
games.

i i i  i
.
1 1
.
1 !
i

fl  .1 1  . 1  ,  •

,uai mai AN Alf 1 1 1 1  .
1 C H  I

5 7 ,•

D u n  1 1 1 1 S i
n
i r l fi  
I

Aa S

ZZAP! 64 December 1987 1 1



vis •7
-
4
4
-
1
m

MANIAC MANSION
Activision,E14.99diskjoystickonly

•  Lucasfilm's innovative arcade adventure packs an eerie atmosphere
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Mansion, hav e s tarted t o
behave very  strangely f ol-

lowing t h e  c rash-landing o f  a
meteor in their back yard. Head of
the hous ehold,  D r  Fr e d  h a s
developed megalomaniac tenden-
cies and vowed to take over the
world -  one teenager at a time,

The play er takes  t he role o f
Dave. a  t y pic al Americ an k i d
whose cosy life is suddenly inter-
rupted when his pretty girlfriend,
Sandy. is  k idnapped by  the evil
Doctor. He plans to use her in his
vile experiments, the first of which
is t o suck her brains out! Dave.
being a  goodly  sort, dec ides t o
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recently -  so this i s very welcome.  Maniac Mansion's
scenario is very reminiscent of the Rocky Horror Show, and it 1
packs a similar sort of spooky and zany atmosphere. Through-
out the adventure there are both visual and aural clues to help
you along -  but the real way to progress is through experimen-
tation. There's plenty of  interaction, wi th loads of di fferent
things to pick up and explore. The control method is a doddle
to use,  and makes the action incredibly easy to get onto. I f
you're an arcade adventurer with a disk drive looking for enter-
tainment, stop off at Maniac Mansion and look around.
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arcade machines!

visit t he Mans ion a t  night  and
rescue his sweetheart before she
gets sucked senseless.

Before t he  adventure begins ,
two of Dave's friends are chosen
to accompany him on the mission,
Six c hums  are presented, each
with different abilit ies and weak-
nesses which are only discovered

through experience. These indi-
vidual characterist ics, a n d  h o w
they are applied during play have
a significant ef fect  on  t he mis -
sion's outcome.

Having chosen two party mem-
bers, t he house is  approached.
The adventurers  are  cont rolled
one at  a time, with the functions
keys used to change between the
three members_ This  indiv idual
control method allows the party to
split up in traditional B-movie trad-
ition and explore the mansion.

The horizontally scrolling main
display shows a s ide-on v iew of
the currently selected adventurer.
Below is a message screen and
text area which contains a list of
verbs and al l  t he it ems  i n  t he
character's inventory.

Commands are entered using a
toystick cont rolled cursor,  a n d
involves placing the cursor on the
verb required, (such as  'unlock'),
moving it Onto the required Object
on the main display (such as the
door) and finally (if necessary) on
the inventory item to be used (such
as ' k ey ).  The  message screen
prompts 'unlock  door with key'.
and the action is activated by pres-
sing fire. Fortunately, the parser is
intelligent enough to supply pre-
positions f or appropriate verbs,
The character often offers advice,
the message screen displaying his
or her reactions.

Occasionally the action cuts to
show a cameo scene happening
elsewhere around t he house -
sometimes t h e  D r  mut t e r ing
snatches of  his plans, or another
member of the household wander-
ing around.

To complete t he miss ion,  a l l
three members  of  the party and
Sandy have to be guided to safety,
and the evil machinery in the base-
ment disabled. Can it be done o r
is the Doctor going to takeover the
world?

Even the TV sot in the lounge
Work s!

J u s t  m a i l  i t  t o  t h e  a d d r e s s  s hoWl i  b e l o w .

The evil Dr Fred lays it on the line /or poor Sandy!



I f  you've ever thought that the
arcade adventure genre was

getting a little tired, take a look
the l a te s t produc t f r o m
lucesfilm a nd think again.
Maniac Ma n s i o n  c o mb i n e s
arcade action, visual clues,
perplexing puzzles and a greatsense of humour to create one
of the best arcade adventures
I've seen. The control method
is incredibly easy to use, and
guiding t h e  thre e  intrepid
explorers around the mysteri-
ous residence is highly enjoy-
able. Discovering new loca-
tions and objects is  always
rewarding, and some logical
thinking is required to prog-
ress deeper into the adven-
ture. The player interaction is
tremendous, a nd gives the
action a  wonderful fe e l .
Although the  graphics a nd
sound don't push back an
bafflers, they work togethe
perfectly to create a believa-
ble, almost film-like atmos-
phere. M a n i a c  M a n s i o n
definitely ranks as a 'must buy'
-  i ts  a  shame that It's only
available on disk.

y  T h e  exterior of the creepy old
house from Maniac Mansion
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but the game is far from that. After a suitably spooky intro-
ductory sequence, the action quickly gets into full swing. Man-
iac Mansion feels very much like an interactive Scooby-Doo type
cartoon, and I particularly like the way that the game 'cuts'
from scene to scene to show the evil plotting of the mad Doctor.
The humour works well- read the notice on the nuclear reactor
in the basement and it says 'Made in Chernobyl'! The charac-
ters are pleasantly animated and all the locations are neatly
presented, with plenty of clever touches and sound effects -
especially the scratchy old record on the gramophone. The
unusual menu system is easy to use and progress is initially
easy, but Maniac Mansion will certainly take a fair amount of
solving - anyone with adventuring tendencies and a disk drive
should go straight out aridget it.
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R e a d  s t a t u e
P u s h  O p e n
P u l l  C l o s e
G i v e  R e a d

Hew K i d  T u r n  o n
U n l o c k  T u r n  o f f
U s e  F i x

1 c a n ' t  b u d g e  i t .  I t ' s  r u s t e d  s h u t .
•

•

W a l k  t o
P u s h
P u l l
G i v e
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Opei i
C l o s e
R e a d

14a l k
P i c k
M a t

t o
up
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113

Hew K i d  T u r n  o n
U n l o c k  T u r n  o f f
U s e  F i x

PRESENTATION 95%
Brilliantly constructed and sup-
erbly implemented.
GRAPHICS 80%
Large, cartoon-style sontes and
nicely drawn backdrops.
S O UND 7 9 %
Not outstanding, but the effects
help to create a wonderful
atmosphere.
HOOKABILrry 935'o
The excellent control method
makes the adventure easy to get
into, and the action is addictive
from the start,

LASTABILITY 865‘
When the adventure is solved,
return to the mansion with a new
gang.

OVERALL 93%
An innovative and polished
arcade adventure which
shouldn't be missed.
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STREET HASSLE
Melbourne House, E9.95 cass, E14.95 disk, joystick or keys
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You stand out in a crowd, attract
attention to yourself and have to

beat off admirers. Underwear Man
is one such crusader- but unfortu-
nately he takes things a  bit  t oo
seriously and attacks anyone that
comes near him.

like real life!

I'm sure that If the
Monty P y t h o n
team were asked
to wr i te a  com-
puter g a m e ,

they'd come up wi th some-
thing like this. Taking control
of UM and doing battle with the
assorted weirdos is great fun!
The g r a p h i c s ,  a l t h o u g h
blocky, ar e  full  of  character,
and t he  animation i s  great.
UM's moves are limited, but
there are some really whacky
custom ones to try out, includ-
ing the the 'ear  twister ' and
'nut crusher ' t h e  results of
which are hilarious. The moves
change f r om level  t o  level ,
making thi ngs mor e  var ied,
and there are some amazing
street hasslers later on. Street
Hassle is a beat 'em up with its
tongue firmly planted in cheek,
and comes thoroughly recom-
mended.

Resplendent in his black boots.
studded wrist bands, blonde hair
and start ling yellow Y-fronts. UM
makes his way across the horizon-
tally sc rolling s uburbs  o f  Me l -

14 ZZAP! 64 December 1987

bourne, running the gauntlet of its
odd collection of inhabitants.

The player takes control of  UM
and battles hordes of fatties, stick-
wielding blind men, handbag lob-
bing grannies, escaped giant goril-
las and snarling dogs who attack
individually at first, then in groups

on higher levels.
UM isn' t  exact ly  defenceless,

and has  an  amaz ing and of ten
hilarious array of  moves, ranging
from s imple kicks and punches to
head butts, belly  butts, swinging
opponents above his  head and
even wringing their ears! Not all are
immediately available,  t hough,
since they alter depending which

level he's on.
At the top of the screen are two

energy bars .  Th e  fi rs t  denot es
UM's energy level and remains on
screen throughout the game, while
the second appears only when an
opponent draws near. As the com-
bat ensues, bot h bars  diminish

Our blonde, tanned and N
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14- T o  avoid these evil enemies, you have to tickle the dog, and beat up the
old lady . W h o  writes  these things?
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according to contact made betw-
een the two parties. Should UM's
energy disappear completely, he
loses one of  this three lives and
begins the level from scratch.

Lost energy is  replenished by
catching t he winged hearts  that
are periodically  released b y  a
midget i n  a  t rench coat .  Care
should be taken, however, since

Street Hassle isn't
a n y t h i n gw o n y  r n l y t i e n i v

special. Beat 'em
ups h a v e  be e n
around for a long

time, b u t  I  f ound  m y s e l f
Instantly hooked on this game.
Some of the moves your hero
uses to beat merry hell out of
his opponents are incredibly
funny, and have to be seen to
be bel i eved.  Ma y be  I ' m  a
closet hool igan,  but  I  real ly
enjoyed beati ng up  al l  a nd
sundry, especially the granny.
I have doubts as to its long
term lastability, but  for  the
moment,  Street Hassle will do
nicely, thank you.

on higher levels this character also
rolls out  bombs,  and unless UM
swiftly tosses it off screen he loses
another life, It's certainly all go in
Melbourne these days.,

It's 'Odd Game of
the Month' award
time again, folks.
And t he  wi nner
i s . . ,  we l l ,  y ou

know the routine. Street Hassle
has got  to be THE weirdest
beat 'em up ever -  to the point
of self-ridicule. I t's also bor -
dering o n  t h e  si ck,  a s  i t
Involves beating up blind men
and whirling grannies around
the screen. Still, it must appeal
to some basic instinct, since
It's actual ly qui te good fun,
The graphics and sound are
nothing t o  s h o u t  a b o u t ,
although the  characters ar e
large and quite effective. A lit-
tle difficult to control perhaps,
but enjoyable nonetheless.  I f
you're tired with all that Orien-
tal good-manner ed rubbish,
take a look at Street Hassle.

PRESENTATION 82'
)
/0
Plenty of options and a good
screen layout.
GRAPHICS 77%
Large and humourous cartoon
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drops
SOUND 61%
Suitable effects, and an odd
tune.

HOOKABILITY 83%
The violent nature of the game is
worryingly addictive.
LASTABILITY 67%
Enough in it to keep a hardened
beat ern up fan amused for some
time.

OVERALL 80'
3
/0
A extrernefy strange but enloy-
able beat 'em up.

/1%



AMOUNIO
NO
UD
O
GEIGAME
S

OTHER COMP LICENCE
NO

FAMILIAR FILM TIErnINNO
•ORIGINAL GAME
CAN COME CLOSE

•

•

MAY THE FORCE BE WITH YOU. ALWAYS.....

•

•



At last! The most famous
coin-op Arcade Game and one of
the most successful films of our
era come together in this
Domark publication.

Faithful to the original, the
home computer version of
STAR WARS® will win first

• place in your games collection,
and be the one you go back to
time after time.
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direct course with Earth. At
its heart  is  a white dwarf

star, and  t he resultant  collis ion
with our planet  would be catas-
trophic. Only one course of action
remains -  to send a fleet of three
attack c ra f t  t o  penet rat e i t s
defences and initiate its implosion.

The planet  is  protec ted by  a
series o f  energy  spheres  c on-
nected together t o f orm a  grid.
Seven of these pure energy struc-
tures need to be eliminated before
the planet 's  vulnerable Trenc h
system is breached.

To destroy each protective grid,
all the linking energy spheres are
eliminated by  repeated blast ing.
When a l l  t h e  s p h e r e s  a r e
destroyed, the entire grid begins
to collapse, and a Portal to the next
level is located and entered within
the ten seconds to complete the
destruction sequence. I f  entry is
successful, the next level is loaded
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racing g a me  has  a t  las t
arrived on the Commodore

64, courtesy of Electric Dreams.
At the start, a one or two player

game is chosen. The former pits a
solo driver against two computer
controlled 'drone'  cars, while the
latter is a head-to-head race, with
the opt ion t o  inc lude a  drone
opponent.

Four circuits are available, each
viewed f rom above and lit tered
with hazards such as  tornadoes
and oil slicks (causing the cars to
spin out  o f  control),  and wat er
puddles (whic h s l o w t h e  c ars
down). When rac ing round t he
track, t he players  hav e t o  us e
ramps to jump gaps in the circuit.
negotiate moving gates and take
short cuts in an at tempt to finish
first.

Colliding with the side barriers
at a slow speed stops the car tem-
porarily, w h i l e  h i g h  s p e e d
smashes require a  replacement
car, flown in by a helicopter.

Bonus spanners appear regu-
larly, and are automatically col-
lected when driven over. Collect
three and an extra feature is added
to the car, either super traction.
turbo accelerat ion,  h igher  t o p
speed or increased scoring.

IMPLOSION
Cascade, £9.95 cass, £14.95 disk, joystick only

The m a i n pr ob-
lem I can see with
Implosion i s  t ha t
the game struc-
ture tendstoward

the s implis t ic  side. I t  appears
that t h e  techni cal  aspec ts
were tackled first, and then a
game bol ted on to the  hi gh
speed scroller and clever grid
system. O ne  really annoying
aspect is the incessant alien
attack w a v e s  w hi c h  c o n -
stantly buzz  around your ship
like angr y bees.  These  a r e
difficult t o  shoot,  si nce t he
ship is unwieldy and can't fire
while a t tempt i ng t o  t ur n.
Implosion i s  fas t  a nd pl ays
quite well, but it boils down to
being a  very straightforward
shoot 'em up,  whi ch simply
Isn't enough to justly its price.

SUPER SPRINT
Electric Dreams, £9.99 cass, E14.99 disk,
joystick only

If the drone car finishes first, the
game ends. Otherwise the track
selection screen reappears,  with
any completed circuits bearing a
flag in  t he appropriate winner's

t e  •  ees n e e s ,
S.0 j  b u t  this version is

just a w f u l .
Graphically, the game is tre-
mendous: all of the tracks are
beautifully presented, and the
Cars are small and neat.  The
control is a little slow to react,
but bearable.  So,  what's the
matter wi th i t? I n a  wor d -
bugs, and plenty of them. Cars
can be driven off ramps onto
the track below, players who
haven't col l ected a ny  span-
ners are allowed to customise
their cars and a t  one  point, .
both c a r s  e x pl ode d,  thes,
helicopter f r oz e  a bov e  t he '
back and the drone car, o
ous to all the excitement,
on to win the race. H only S
Sprint h a d  b e e n  pr ope r t y
playtested -  it could have been
great

from tape or disk.
Throughout t he mission,  alien

defence ships attack, draining the
spacecraft's energy. Contact with
the 9rid or failing to secure a level
within the t ime limit also causes a
loss of energy.

Energy c ry s t a l  s t o r e s  a r e

good.  The super-
fast s m o o t h
scrolling

graphics are very impressive,
and ther e  a r e  s om e  gr ea t
tunes and sound effects. How-
ever, t hos e  favour abl e fi r st
impressions dw i ndl e  w h e n
you start playing. The gamep-
lay is very simplistic and not at
all challenging. There's little to
do other  than blast the l inks
and avoid alien attacks.  Col -
lecting the crystals would add
a little variety to the action, but
I found it far too risky pursuit
to be worthwhile. It took only
one session to reach level six,
and since there are only eight
levels I very much doubt Implo-
sion's l asting appeal ,  espe -
cially as the game ends when
all the levels have been com-
pleted. There just isn't enough
depth to warrant the price tag.

colours_ When all four tracks have
been completed,  a fresh set are
loaded in f or the compet it ion t o
continue.
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At fi r s t  gl ance,
Implosion l o o k s

I -

located a round  t h e  g r i d  a n d
release four energy crystals when
destroyed. These are collected to
give extra lives, energy or points.

On the final level, giant  power
centres are destroyed to cause the
final collapse o f  t he impending
threat -  and Earth is savedl

PRESENTATION 80%
Uncluttered screen display with
a pretty title screen. Demo mode
and trainer are also featured.

GRAPHICS 71%
Clear grid backdrops with fast
and smooth scrolling. Nicely
detailed main sprite, although
the alien vessels are rather plain
SOUND 73%
Lively title tune and end game
jingles, and adequate spot
effects.

HOOKABILITY 60%
The immediate blasting should
appeal to most games players
LASTABILITY 49%
The similarity of the levels and
simplistic gameplay hardly make
for an enduring pastime.

OVERALL 57%
A fast, graphically pleasing
shoot 'em up which provides
only a moderate challenge.

e the original
's really com-

petitive and plow.
R a b l e .  The ‘

modore 54 looks
very similar, but unfortunately
frequent bugs ruin the enjoy-
ment. Yes, Super Sprint is badly
bugged -somethi ng you don't
expect to find In a full priced
game. Sometimes the helicop-
ter freezes before i t drops a
new car  on the track (effec-
tively ending the game), and at
other times cars glitch terribly,
exploding or disappearing and
reappearing on another  sec-
tion of  the track. Super Sprint
could have been brilliant, but
it's fallen far short of its poten-
tial.

•ireirer

PRESENTATION 72%
Clear and concise instructions
with faithful presentation on
screen.

GRAPHICS 82c/0
Small but adequate car sprites,
with some beautifully rendered
track layouts.
SOUND 31%
The grating soundtrack repeats
every ten Seconds, and the
effects are similarly forgettable.
HOOKABlisry 61%
Easy to get into, but bugs swiftly
mar the enjoyment.
LASTABILITY 45%
The two player option is fun, if
you can stand the bugs_

OVERALL 58%
An annoyingly and unnecessarily
flawed arcade conversion,

11. O n e  of the many c ircuits
await ing the burnt rubber
treatment
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BUGGY BO
E9.95 cass, £14.95 disk, joystick only

I A incredibly compulsive and exciting nofily action from Elite
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: licensed conversion of Tat-
sumi's off-road arcade race

game.
In keeping with other games of

this genre, the player simply has to
race between two points on a cir-
cuit within a  set time, avoiding
hazards along the way.

At the start, one of five courses
Is chosen: Offroad, North, South,
East or West. Each course is split
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is de ad? Buggy
proves that the racing f
*Very much alive and kicki
It's rare that a computer game
manages to give a real feeling
of thrill and exhileration, but
Buggy Boy manages it! The
graphics a r e  a bs olute ly
superb — I've never seen such
a smooth a nd realistic 3 D
effect, and the 'feel' of the con-
trol method is  tremendous.
The buggy responds in exactly
the way you wish, and that
makes for some really involv-
ing and exciting racing. Then"
are five different tracks to
race, varying from the rela-
tively easy Offroad, t o  the
mean East. Each one has its
own distinct character a nd
requires a different approach
to complete it. On Off road you
can burn along and go for
bonus flags, but the hazard-
filled South track  requires
some dextral driving. What I
like most of all is that Buggy
Boy remains totally addictive
even when the courses have
been completed. I ts  not only
the feeling that you can better
your top score, but there's
something in the  gameplay
that makes it enjoyable to play
time and time again. Brilliast,
stuff Elite, how about a Buggy
Boy II?

into five different sections which
are raced against the clock. When
the selection has been made, the
race begins.

The player's view of the pro-
ceedings follows the convention of
being from behind and above, with
the buggy displayed in the centre
of the screen. The two-speed car

l a t .

l i r  here are
I  set Buggy Boy

other games of this
use of graphics and
method. Others may ,  be t-ter but none are so L i v e
(Super Cycle included), and no
other game feels so good. The
buggy is very responsive and
goes exactly where you want it
to, creating a perfect feeling of
Involvement: you get totally
wrapped up In the proceed-
ings. The speed of the action is
a high contributing factor and
the variety between levels
really makes it a lasting prop-
osition. The re  a r e  rac ing
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re's only one B o y !

follows the twisting course, arid
steers left and right to  avoid
hazards including trees, boards,
rocks, water, larnposts and walls.
Hitting any of these stalls the veh-
icle, and precious time Is wasted
as it's restarted.

In addition to the normal driving
mode, the car also jumps when it

Collecting the time bonus
allows a longer period for

of the next stageCOM
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To get the purple flag, Buggy
Boy has to ride the ramp to
the left of the track

hits logs, and runs along on two
wheels when it touches stones or
tree stumps. These extra abilities
come in  useful when avoiding
hazards. As well as dodging the
dangerous obstacles a t  break-
neck speed, the player also runs
over bonus flags for extra points,
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he worst thing about this month was Buggy Boy —1 had to
stop playing it to write some reviews! If you think I'm jok-

ing, just try stopping once you've started. The designers have
built the courses so cunningly, that hitting one too many obsta-
cies means you coast to a stop a few agonizing inches from the
finish line — and you have to try again just to see if you can get

41tiose extra seconds. On top of that, there are quick, clear
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und effects, and masses of tracks — five courses, each with
stages should keep the best player going for days. Buggy
is a winner all the way. Buy itt

and steers through bonus point
and time gates.

On completion of a stage, extra
time is added to the total, and the
player continues on the next sec-
tion o f  the  course, An y t ime
bonuses collected plus the time

The East course is definitely
one for the professionalsl

remaining from the previous stage
are added to that allowed for com-
pletion of the latter.

Later levels become increas-
ingly harder, with more hazards to
avoid, and banked bends, tunnels
and bridges to test the player's
driving abilities. A football is also
occasionally encountered, and is
driven into for extra points.

r /  •

IsZtE"S
i
t
i
s
s
t

Mow 1.•••
s e i  r

liPiCam's buggy swerves to collect
a 500 point bonus

SENTATION 94
•
e
s 
a 
s
e
l
e
c
t
i
o
n 
o
f

the overall look is al
'GRAPHICS 91%
The somewhat chunky grap
are completely offset by the
speed at which they move
-
.
mately very effective.
SOUND 68%
Not the best ever, with little in
way of music, but enough •
effects to add a suitable at
phere.
HOOKABILITY 97%
Pick up the loystiok at your peril

and make sure you've got the
next day free.
LASTAINLITY 89%
Very hard to beat the tough
course, but great fun while -
you're trying.

OVERALL 9
A cracking racing game that

. s  totally compulsiv •
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TEST
YES PRIME
MINISTER
Mosaic Publishing, £14.95 cass, £19.95 disk,
joystick or keys

y
e
s  
P
n
r
n
e  
M
i
n
i
s
t
e
r  
c
l
o
s
e
l
y

follows the popular televis-
ion c omedy  programme,

and takes the player through a typ-
ical working week of the right hon-
ourable J im Hacker PM.  During
this time he or she has to success-
fully negot iate t he  pit falls  a n d
hazards of  the country's polit ical
machinery.

The main screen contains a view
of the interior of  J im's  office, All
the usual t rappings  o f  a  major
political p o w e r  a r e  t h e r e .
Accessing t h e s e  i t e m s  i s
achieved v i a  a  fl oat ing c u r -
sor. Click ing the fi re button over
the selected equipment accesses
another screen, where the desired
information is displayed.

The game starts on the morning
of Monday, April 1st, Checking the
left hand drawer of the desk shows
a list of the appointments that Jim
has to attend during the course of
the day. I t 's  up t o the player to
keep a check on the time, and go
to the appropriate rooms at  the
correct hour  by  accessing the
door.

Having arrived punctually for an
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long pal Boo-Boo has fallen
into the clutches of a greedy

hunter who intends to sell him to a
circus.

Boo-Boo is locked in a cage on
the far s ide of Jellystone National
Park, and Yogi makes  his  way
across t he horizontally  scrolling

: 1
1 r

I was  pleasantly
surprised by  the
quality o f  t h e
characters i n
Yogi Bear .  Y o g i

himself is wonderful ly drawn.
although t h e  ani mat i on I s
rather poor  -  especially when
he jumps (don't blink or you'll
miss it). The landscape itself is
very colourful  and has a nice
cartoon-quality feel to it. The
game, however,  is not terribly
inspiring, being of a simple run
and collect nature. The preci-
sion needed to negotiate many
of the hazards is annoying, and
some o f  t h e  camper s a r e
awfully difficult to shake off.
Nevertheless, i t  i s  f un a n d
mappers and explorers should
enjoy what Yogi  Bear has to
offer.
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appointment, the player takes part
in t h e  meet ing,  wh i c h  usually
involves a  discuss ion wi t h  S i r
Humphrey A p p l e b y ,  B e r n a r d
Wooley a nd a  specified guest.
After a  resume of  the part icular

After playing Yes
Prime M i n i s t e r
through to com-
pletion, I  w a s
reasonably

satisfied w i th i t.  The  ga m e
plays quite well, and makes a
good attempt at capturing the
atmosphere of  the TV show
(thanks t o  t he  professional
script-writing). Unfortunately,
the action is identical on sub-
sequent plays,  a nd  af ter  a
couple of goes it will probably
be relegated t o the dustiest
reaches of the software cup-
board. Per sonal l y,  I  t h i nk
Mosaic have  one  hel l  o f  a
cheek t o  char ge £ 1 5  for  a
game that provides, at the very
most, a week's play,

YOGI BEAR
Piranha Software, £9.95 cass, E14.95 disk,
joystick only.

landscape t o fi nd his  diminut ive
buddy.

In front of the cage are a series
of stepping stones which have to
be crossed in the right order to
reach the key. If the wrong stone is
stepped on, the hunter is alerted
and Yogi  gets captured as well,
losing one of his five lives,
Boo-Boo has left a  trail of  tof-
fee apples around the park, each
one containing a part of the step-
ping stone sequence. If Yogi col-
lects them all he can safely release
Boo-Boo.

Yogi wanders the park in search
of t he  c lues ,  av oiding snakes,
frogs, vultures, irate campers and
the park custodian, Ranger Smith.

problem, the PM instructs his min-
ions by selecting orders from a list
of possible dialogue. Choosing the
correct response allows the meet-
ing to continue, and also increases
the PM's poll rating.

The game is  played over fi ve
working days,  each o f  which is
loaded and played separately. At
the end of the week. the PM has a

Initially, Yes Prime
Minister i s  p l ay -
able a n d
extremely wi t ty ,
but the problems

don't change fr om game t o
game, and it doesn't take long
to guess the correct answers.
The t e x t  d o e s  m a k e  y o u
smile t h e  fi r s t  f e w
times y o u  p l a y ,  a s  t h e
'script' is very similar to the
original TV series, but unfortu-
nately the jokes wear thin once
they've been endured a couple
of times. The E15 price tag is
far too high for a game which
offers such limited entertain-
ment.

Piranha h a v e
consistently
made good j obs
of thei r  l icensed
games, and Yogi

Bear continues the trend. The
gameplay tends towards the
simplistic side,  but  is mildly
addictive. The  gr aphi cs a r e
great, and although the back-
drops are a little gaudy,  they
capture the spirit of  the car -
toon nicely. Working out  the
correct route takes plenty of
perseverance, and a little car-
tography is definitely required.
The novel ty  wi l l  doubt l ess
wear of f  once Boo-Boo has
been rescued,  but  i f arcade
adventures are you forte, Yogi
Bear provides sufficient enter-
tainment.

A touch from any of these reduces
Yogi's energy ,  wh i c h  s hr ink s

final discussion with Sir Humphrey
and Bernard, who pass judgement
on the player's attempt at steering
the country.

PRESENTATION 67%
The icon-driven control is easy
to use, and the text and general
On-screen appearance is good.
GRAPHICS 57%
Bland background, but neat
digitised caricatures.
SOUND 45%
Limited, but competent spot
effects,

HOOKABILITY 72%
Easy to play, and the jokes
amuse.

LASTABILITY 28%
As there are very few random
events, the game becomes
predictable after a couple of
plays.

OVERALL 38%
An amusing but overpnced polit-
ical romp, which loses its appeal
alarmingly quickly.

towards a fatal zero. There are also
rivers and holes which have to be
avoided, or another life is lost.

A network of caves around the
park is used to skip from one part
of the landscape to another, but
careful planning is  required lest
Yogi misses a Toffee apple, Yogi
starts his journey on January 1st
and has until the hibernating sea-
son to rescue his chum.

PRESENTATION57%
A rather fiddly control method,
and few options.
GRAPHICS 68%
Smart cartoon-like backdrops.
with decent main character
sprites.

SOUND 72%
Jolly main theme with some very
good jingles.
HOOKABILITY 6 4 %
The precision needed to
negotiate the first few obstacles
is initially quite annoying, but
thereafter forewarned is
forearmed.

LASTABILITY 51%
Jellystone Park is large and
should provide a fair challenge -
until completion

OVERALL 61
13
/0
Not what )(Du might expect from
such a strong title, but a pleasant
and playable arcade adventure,
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Indiana Jones U.S. Gold
World Coss Leoderkord U.S. Gold
Renegade Imagine
Mercenary Novogen
Renegade Imagine
Tai Pon Ocean
Bubble Bobble Firebird
World Coss Leaderboord U.S. Gold
bolon Hewson
Super Sprint Activision
Lost Ninio System 3
lndiona Jones U.S. Gold
Mega Apocalypse Mortech
Tai Pan Ocean
Bubble Bobble Firebird
Solomon's Key U.S. Gold
Epr Epics U.S. Gold
Barbarians Palace
Rood Runner U.S. Gold
Summer Gold US, Gold
Computer Hits 4 Beau Jolly
Rood Runner US. Gold,
Super Sprint Activision
Living DaYtIghts Domark
Summer Gold US. Gold
Xecutor Edge
Sidevnie firebird
Ace 2 Cascade
Renegade Imagme
Enduro Racer Activisionn
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T he instinct to  survive. Out of control, scream-ing  towards Earth at Mach 3, just 8 seconds
and 20,000 ft left!  Fly aileron  rolls, Cuban 8's,
even hammerhead stalls. Simulation so realistic
you may just blackout. Remember — test pilots
are only wrong once.

CLIMB INTO THE COCKPIT WITH THE GREATEST TEST PILOT EVER - CHUCK
YEAGER. FLY 14 DIFFERENT AIRCRAFT INCLUDING EXPERIMENTAL JETS,

COMPETE AGAINST 6 ADVERSARIES

DYNAMIC INSTRUMENTATION, BLACK BOX RECORDERS AND ID VIEWPOINTS
WITH ZOOM UP To 256X.
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UNLEASH THE POWER OF
YOUR IMAGINATION

Electroent Arts software rs eyellabse on wide  range of name computers including Commodore CU
Commodore Amigo, Atari SI. IBM K arid compatibles, Spectrum Ind Amstrad
Electronic ans products are evadable from good software Modals and especially where you
313e 33113 314A

EL • C I l t  • N I C  A R T S *
ALMICRISED M AIE R

Fo. a jO Oroadsheer descr-bing ine tomoleir range or information on your nearest M in i  wirle to
Electronic Ant. 11-49 Slane. ha d,  Utiles% lorkeitire SO  ION. loglone. Or cue ow
Customen Sermon Dept 3n 0753 411495,



ACTION FORCE
Virgin Games, £9.95 cassette, joystick only
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has recently been attacked
by the evil forces of COBRA.

AS the inhabitants retreated, they
left v i t a l  c lass ifi ed inf ormat ion
which would cause great embar-
rassment and a substantial breach
of security if found by the enemy.
It is now down to the Action Force
team to recover this information as
quickly as possible.

p.

At the moment it
seems that every
toy r el eased o n
the mar ket must
be fol lowed by a

cartoon series and a computer
game. The latest 'conversion',
Action Fo r c e ,  i s  l i k e  i t s
predecessors i n  t h a t  i t
maintains an amazing level of
mediocrity. I t's actually qui te
good fun when you first start
playing -  as are most shoot
'em ups -  but there's nothing
particularly innovative i n the
action. O nc e  you've shot  a
dozen planes and fil led in a
couple of holes, you've seen all
that's on offer .  Playability is
hindered by  the  di fficul ty i n
distinguishing sol i d obj ec ts
from ba c k gr ound,  w h i c h
obliges the player to explore
by collision, and there's also a
problem w i t h  t h e  g a m e
difficulty: i t increases hugely
between the first and second
levels. This is enough to deter
the m o s t  fanati cal  ga m e s
player from continuing.
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An All Weather and Environment
(AWE) buggy is sent in to retrieve
the secret data, and traverses the
horizontally sc roll ing landscape
from left to right. However, it has
no defensive capabilities of its own
and is  therefore extremely prone
to COBRA attacks. Th e  player
comes into the action as 'Wild Bill'
in his 'Dragonfl y' helicopter, who
defends the AWE on its perilous

Wild Bill s ingle handedly beats off the forces of COBRA while the AWE buggy trundles along,
obliv ious to the ae lel mayhem

journey.
Protecting t he buggy  involves

subduing enemy  aircraft. Thes e
zoom in  and at tack wi t h either
machine gun fi re or bombs .  An
accurate hit reduces the buggy's
100 hit  points, and bombs  com-
pletely destroy it, At the same time,
Wild Bill avoids being hit, as the
Dragonfly is also Susceptible to the

le A c t i o n  force's smart graphics add

same damage as the buggy, but
has a  but ler  o f  200  hi t  point s
instead.

After enemy  attacks, t he t wo
major hazards  are  c raters  and
walls, both of  which destroy the
buggy on contact. The former Is
countered by  collect ing bridging
sections f rom other parts of  the
landscape and placing them over
the holes .  Th e  lat t er is  s imply
destroyed by blasting.

While flying across the war-torn
landscape, Wild Bill avoids hitting
solid objects, such as walls, refuel-
ling points or the extreme left and
right s ides  o f  t he play ing area,
since collis ion wit h any of  these

result in instant death.
When t he buggy  reaches  i t s

destination ( t he  ex t reme r igh t
hand of the landscape) a message
is displayed and the action con-
tinues on  t he nex t  level, where
more hazards and enemy forces
lie in wait. The mission ends when
either the buggy Of the Dragonfly
are destroyed.

much-needed atmosphere
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ACTICIWORCE

If t h e  a c c o m -
panying blurb to
Action F o r c e
hadn't mentioned
the f a c t  t ha t  i t

was a licence, I 'd never have
guessed. There is little here to
link it with anything -  least of
all a line of childrens' toys. The
idea (as with most Gang of Five
games) i s  di fferent,  i f  n o t
entirely or iginal ,  but  suffers
from a  l ack of  variety.  The
gameplay i s  hecti c,  w i th a
good slice of blasting action,
but things get overly difficult
after the first screen. It's also
annoying that the far edges of
the scr een kill, since i n the
heat of battle it's fairly easy to
forget this and inadvertently
terminate the game. Not a ter-
rible effor t ,  b u t  l acki ng i n
imagination as much as any-
thing.

It must  be  very
difficult to make
an i n t e r e s t i ng
computer  ga m e
from a  series of

plastic fi gur es.  Zoi ds  s uc -
ceeded because it utilised the
great sci -fi story behind thi t
toys. With Action Force ther el
very little to capitalise on a n d
i ts ended u p  becomi ng a n
uninspired horizontally scrol-
ling shoot and collect game.
There's little else to do other
than fetch and carry bi ts of
bridge, dodge the enemy and
wait between screens for the
highly annoying and very slow
messages to pass. The action
Is tricky, in fact it's almost too
easy to die, but on the whole
there's nothi ng t o keep you
coming back  for  more.  The
graphics and sound are very
polished, but  t he  gamepl ay
just isn't interesting enough.

PRESENTATION 73%
Slick joystick control and exten-
sive in-game instructions, but
too much wading between levels
or text messages.
GRAPHICS 72%
Atmospheric, smooth scrorlin .
DackdropS, but otherwise
acklustre.

SOUND 55%
A lively intro tune, but simple
game effects
mcK)Kmuurt 71%
Simple to play, with enough
instantly frenetic action to get
you hooked.
LASTABILITY 43%
Little gameplay variation, and a
ludicrously difficult second level.

OVERALL 60%
A bland shoot 'ern up, with little
to prompt recommendation.
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Tell the coach you can't make training tonight. Tell your girlfriend you're washing your hair.
Tell your friends you've taken up karate.

Because Electronic Arts, the number one computer games company in the USA are
launching over 12 new games per month for the next year! These are just some of our new releases:
Electronic Arts - available from

good software stockists!
Where you see this sign.

T R • N I C  A M  TS
-71inR,547 D DEALER

Electronic Ads software is
available on a wide range of home
computers including Commodore
CM, Commodore Amiga, Atari ST,

IBM PC and compatibles,
Spectrum and Amstrad.
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CONSTRUCTION KIT
Outlaw Productions, E14.95 cass, E19.95 disk, joystick or keys
111 Create your own sizzlers with Sensibie Software's 'MUCK!-

IMMUNE.

S
e
n
s
i
b
l
e  
S
o
f
t
w
a
r
e
,  
w
h
o
s
e

previous successes include
Parallax and Wizball, are set

to t ak e t h e  vert ically  sc rolling
shoot 'em up market by storm with
their Shoot -
a m  u p  
C o n s t
r u c t i
o n

Kit, a utility which allows a person
with absolutety no knowledge of
BASIC or machine code to create
their own stat ionary or vertically
scrolling one or two player head-
to-head blasting games.

The SEUCK allows all the van-

'''. T h e  SEUCK even allows two
players to do battle on screen
at the same time

28 ZZA PI 64 December 1987

ables o f  a  shoot  'ern up  t o  be
defined to suit the user's require-
ments. Sprites may  be designed
and animated, backdrops drawn,
alien attack patterns set and even
scoreline and bonuses  fixed. A
completed g a me  ma y  als o b e
saved and played independent ly
of the designer program,

Designing a game starts with the
main menu.  From here the user
selects one of  nine editable fea-
tures: s p r i t e s ,  bac k g rounds ,
objects. sound effects, player limi-

a r  his has to be one of the greatest packages ever released on
the 641. The games that come with it would be worth the

money alone, but this gives you the ability to make your own.
You've got an excellent sprite designer and graphics utility with
features, such as slide and mirror, that are hard to find on some
dedicated art packages! There's also a brilliant special effects
mixer thrown in for good measure. All this is so compelling, I
defy anyone not to become totally engrossed as soon as they
start using it. It's beauty is that it enables literally ANYONE to
produce high quality bashes of virtually infinite variation. The
incredible feature of the package though, is that just when you
think you've exhausted its resources, you find some other little
trick it can do—such as the independent file saving. With people
able to create high quality stand-alone games quickly and eas-
ily, it shouldn't be too long before we see the first SEUCK Sizzleror, dare I say it, Gold Medal!?

to T h e  select bloc k mode,
displaying the separate blocks
available to create your
scrolling map

tations, attack waves and levels to
the character set and front end.
Choosing one of these results in a
sub-menu appearing, which gives
further opt ions  f or t he editor in
operation.

For example,  when  t he 'Edit
Sprite' op t i on  i s  c hos en,  t h e
screen prompts:  select, edit, edit
colour, s l ide,  mirror,  c opy  and
erase. This comprehensive series
of options allow up to 128 12x21
pixel sprites to be designed, col-
oured and animated. These may
be saved out, or used immediately
in the 'Edit  Objects mode  which
allows the animation to be defined
and polished as required.

Backgrounds are designed and
drawn in a similar fashion, with an
extensive s ub-menu al lowing a
char(acter) to be selected, edited
and coloured, and all the chars to
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isn't the first, but it's cer-
tainly the best executed and
most comprehensive (non-
adventure) game designer to
date. I  couldn't believe how
quickly and easily a  simple
game could be created. The
whole package is  brilliantly
designed and so pleasant to
use. The sprite designer alone
Is great fun and any aspiring
Disneys will appreciate the
animation facility. I won't say
that SEUCK will be everyone's
cup of tea: some people have
neither the time, imagination
or inclination to sit down and
design their own games. And
don't kid yourself i t  does take
time to create a  really good
game - but if you fancy design-
ing your own Sizzler, then
SEUCK is  just what you've
been looking for

be put  int o blocks and used t o
create a very large scrolling map.

Once the backdrop and sprites
have been prepared,  t he limita-
tions of the player and enemy
sprites are set. Here, the  user
defines the enemy attack patterns.

7

IF M i e n  attack patterns are easily defi ned and stored in the program

V F a n c y  a bit of Slap 'n' Tickle? It's free with the SEUCK
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▪  M o r e  blasting chuckles with Slap 'n' Tickitt

C  ensible Software have cer-
tainly come up with some-

thing special this  time! I f
you've g o t  t h e  ti me  a n d
patience, y ou can use  the
SELICK to create some really
Incredible ga m e s .  E a r l ie r
attempts at games designers
have failed due to the lack of
freedom. SELICK gives the
user an incredible amount of
space in which to develop his
ideas -  it'll take a long time
before someone manages to
push i t  t o  i ts  limits! The
thought that has gone into its
workings is absolutely pheno-
menal, so much so that you
can sit down and start design-
ing w i thout re a ding t h e
Instructions -  we did! You do
have to refer to them eventu-
ally, and when you do they're
helpful and informative. The
package comes complete with
a quartet of games, all of which
are extremely good -  in fact
they're better than some full-
priced games! The Shoot 'em
up Construction Kit is a miles-
tone in computing history. ft
mightn't appeal to all 64 own-
ers, due  to  the  amount o f
attention I t  requires, but i f
you've ever wished you could
design your own game, this is
a dream come true.

—  —  —  —

▪ T h e  highlight of the construction ki t el • superb sprite designer, editor,
animator
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the level of their aggression and
sets the players' movement.

The game may be split up into
separate levels, the duration and
type of which can be specified,
including a static bonus screen at
the end of each, if required,

To add to the atmosphere, some
suitable s pot  effects m a y  b e
created using the  'Edi t Sound
Effects* opt i on.  T h i s  s o u n d
generator is akin to a miniature
mixing deck and allows up to 24
different sound effects to be gen-
erated by adjusting the on-screen
slide controls. The wave, attack,
pitch, plus speed and time of the
rise and fail can be  altered to
create a wide variety of sounds,
from soft gongs to raucous white
noise blasts.

For the finishing touch, a title
screen Is also written and 'colour
cycled' by selecting one of the 23
predetermined pat ter ns.  T h e
character set may also be rede-
signed to give the game that final
polished appearance.

As the creation process prog-
resses a n d  n e w  f eat ures  a r e
implemented, t he game may  be
playtested and tweaked as neces-
sary_ Finished games  are t hen
saved t o tape or  disk using the
storage facility, and run as an inde-
pendent program.

To show some of its capabilities,
and give the user something t o
practice on.  the package comes
with four demo games: the cheek-
ily named Slap 'n Tickle, a variant
on an Imagine licence. Outlaw, a
Gunsmoke clone, Transputer
Man, a Robotron game and Celeb-
rity Shoot 'Em Up, a blaster con-
taining sprites designed by many
f amous names within the industry.
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ere's no doubt that The Shoot
, ern up Construction Kit is an
exceptional piece of software -
the Gold Me da l  award i s
'thoroughly deserved. However,
since it's a class of its own we
feel that it's unfair to compare it
With other software on the mar-

*et, and therefore there are no
ifetings. We have offered three
rindividual opinions a s  a
guideline, but ultimately it's up
to you to,decide whether or not
you'd like to try and design your

g a ml •••._
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T H E  V O I C E  O F
E X P E R I E N C E
Dear Lloyd
After reading S imon  Calvert 's
Letter Of The Month (Issue 30), I
felt I just had to write in.

I am totally f ed up  wit h this
feeble 'software is too expensive
so I copy it' attitude. What a load
of absolute rubbishl I 'm a games
player of considerable experience.
dating as  far back as the early
black-and-white P o n g  games ,
(does anybody remember those?

S Calvert states that he gets E'6
per week: that's four pounds more
than I got at his age. Around that
time I was lucky enough to own an
Atari 2600 games console. At the
time it  was considered state-of-
the-art games playing technology
but at what price? The machine
itself cost newly  1.200 and the
games ranged from £20 to E50.
which at the bottom of the range i$
double what you pay for software
today. In those days there was no
way o f  pirating games,  s o  you
either saved f or t he game you
wanted, or went without.

At least today we have objective
software review magazines to help
you decide what is a good buy and
what isn't. All we had then, was
the Atari Club Newsletter which
arrived when it felt like it, and was
full of nothing but self-praise. So.
if after months  o f  saving. y ou
bought a game only to find when
you got it home it was total rubbish
it was tough -  there was nothing
you could do about a. apart from

start s a v i n g  f o r  s omet h ing
different.

Today there's such a wide range
of software to choose from, not all
good I must admit, but the good
outweighs the bad. It has to, or the
software industry would s imply
collapse. A few companies have
already fal!en by the wayside. but
the majority of these were selling
sub-standard software.
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buying before you part with your
hard-earned cash. J us t  because
games costs a tenner or isn't quite
what you expected surely doesn't
give you the right to pirate it There
is no excuse for pirating, in my
opinion it is just down to personal
greed arid the attitude of wanting
something for nothing

Paul Coleman, Teddington

I agree. and Julian says he also
used to have the same sort of thing
when saving for ROM cartridges
for his Atari 400. 1100 used to own
an old Atari games console (cost a
!Mune, probably the equivalent in
today's money of  near on 1350).
arid they. and the available games,
were not  aimed at  adults wit h
spending p o w e r ,  a l t h o u g h
inevitably it must have been adults
buying them for their kids. It's all
very well today's micro software
pirates saying that was then and
this is now - the nature of thieving
never changes.. .

LM

A C R O  A G G R O
Dear Lloyd
Please help me -  I purchased a
copy of the game Acroyet. This has
always been on my list of essential
purchases s inc e reading y o u r
favourable review.

After loading the game I entered
in the Pylon Race the fi rst and
easiest event .  Af t er  bec oming
fairly proficient at flying around the
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course arid mak ing a  couple of
successful i f  r a t h e r  s h a k y
landings, I decided to progress to
some of the other events.

Some chancel I went through all
the options many times and had to
reload until I could reload no more.
I could not  gain access t o  any
other event.

The nex t  day  I  sent the game

-

ANY

back to US Gold, Three days later
they returned my  original game
accompanied by a letter telling me
that 'We no longer distribute this
game, I suggest that you contact
MicroProse', f o l l o w e d  b y
MicroProse's address. Okay, t ry
again.

Guess what. Yes, that's right! A
similar p a r c e l  c a m e  b a c k
containing my game and a letter,
and I quote: *I am sorry to say we
cannot replace your game as it
was n o t  manu f ac t u red  b y
MicroProse, but marketed by our
previous licence, US Gold'. I think
someone's t ry ing  t o  t e l l  m e
something.

Obviously the game has been
sold to another company who now
manufacture and dis t ribute it ,  I
would have thought  that  if .  as  I

kens*
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suspect. US Gold are responsible
for this game and genuinely have
no more copies lying around then
they s hould  hav e  of f ered m e
another title.

I would appreciate any advice
you could give me regarding this
matter.

Gerry Shepherd

Come on. this is a bit shabby guys
over t o  y o u  U S  G o l d  a n d

MicroProse. I t  seems to me that
whatever c irc ums t anc es  n o w
obtain, s o m e o n e  h e r e ' s
responsible f o r  replac ing wha t
could be a faulty product, and like
Gerry. I  suspect that's US Gold.
But MicroProse is losing a useful
opportunity for some good public
relations too

LM
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A  D I A M O N D  4
.D E P A R T S  A a r
Dear Lloyd,
It is with heavy heart (sob. sob) I
write to you and ZZAPI for the very
last t i me  ( t e l l  t hos e mut inous
minions t o s top cheering). I  am
upgrading to the Amiga, and am
saying a heart-rending farewell to
my faithful o ld  64,  (excuse me
while I dry my eyes).

So in future there will be no more
Jaunty J u l ian,  Pleas ant  Pau l ,
Stalwart Steve,  Loyal Lloyd,  no
more brilliant  rev iews (sorry my
tissue is soaked, sniffle!) I will not
be seeing Traumatic Tamara again
(hip hip hooray) no more will I hear

the thunderous rumblings of  the
Superstar Scorelord, o r  witness
the magic  of  The Harlequin,  No
more wil l  I  be  able t o read t he
wonderful amaz ing,  Interes t ing
ZZAP Rrap (lam an awful crawler).

So how can I survive the future
without t h i s  s t u p e n d o u s
publication every  mont h? What
will it take to ease a broken heart?
(A ZZAP! sweatshirt  would help).
How can I fill this dark and fearful
passage o f  t ime wit hout  going
completely ga-ga.

The answer my friends is really
simple -  I  b o u g h t  t h e  n e w
Newsfield ma g ,  T H E  G A ME S

MACHINE, and do you know a lot
of my  family and f riends tell me
that since I 've known I won' t  be
buying ZZAP!  again, I 've become
a really nice person to know. No
more t h e  wi ld -ey ed,  r av ing ,
obnoxious, a g g r e s s i v e ,
argumentative, l e wd  a n d  f ou l -
mouthed ogre I was! So people if
you hav e any  o r  a l l  o f  t hes e
symptoms, a good rub down with
the very first issue of THE GAMES
MACHINE is the perfect remedy

Well Lloyd. to be serious for a
moment, I  would  l ik e t o  thank
ZZAP! for a lot  of  good reading.
fun a n d  t h e  Pout ing Flat head
which I won last year. I have upset
some people in the Rrap in the
past, but  as you yourself  said at
the time, this is what Rrap is about

the right of everyone to have their
say. A  lot of  things in the mag I
didn't  like were for outweighed by
what I did like.

So please print  this letter, as I
would l ik e t o  s ee my  name in
V A R  one last time, s t i l l  read
my mate's copy) and I wish all at
ZIAPI  all t he very  bes t  f or the
future (O f t  God I 've run out  of
tissuesl.
Jack (sob. sniffle) Diamond,  Ayr

Gosh, Jack, what  can I say?! No
more Jack  Diamond letters, n o
more Jack Diamond backlashes,
no more screwing up those letters,
throwing t hem furious ly  i n  t he
waste b i n ,  t h e n  (c ons c ienc e
pricking) ret r iev ing t h e m a n d
typing t h e m i n  wi t h  gnas hing
t eet h. . .  ? Life just won' t  be the
same. But wait! Before you depart,
take a look at Our wondrous 16-Bit
supplement in this issue -  maybe
you'll get rehooked, and there'll be
some Amiga updates  n o w and
t hen. . .

LM

B E  FA I R  TO
B U D G E T  G A M E S

Dear Lloyd
I must  disagree with the recent changes made in the system of
reviewing budget games. The views on page seven of the October
1987 issue -  'budget  games neither need nor deserve the same
In-depth coverage as other software' -may  be true in certain cases,
but I 'm sure that the ZZAP! team are perfectly aware that many
budget games are of as high a standard as most full-priced games.
it seems very unfair to me that a company that has the guts to
release a high quality game at budget price is penalised by getting
a tiny review, whereas an inferior game which receives much lower
marks gets a full-page review, simply because the publishers felt
they could gat away with putt ing an £8.99 tag on it.

I agree that the new format may be be suitable for low standard
budget games as there are quite a few of these, but I am sure the
ZZAPI readers would like to see the good games reviewed in depth,
regardless of price.

In the past games such as Thrust and Kikstart were justifiably
brought to attention by giving them double-page colour spreads
with several screen shots, whereas Revenge //and Arcade Classics
now have to make do with only half a page. This is unfair both to the
public and the publishers.

Andrew Graham, Perthshire

Yours is  not  the only  let ter on this subject  Andrew. 50  before
answering in any detail, here are snippets from some more readers'
fet ters . , .  L M

What Is the world coming to? I realise that any flood budget games
get almost a full page review, but what about those games which
don't quite hit the mark for a Silver Medal award? If a programmer

VIDEO SENDER
NEW TECHOLOGY

Watch Video Recorder/Computer/Satellite TV on any set
in your home - VIDEO SENDER transmits to any number
of Tv 's in your home, no wires, simple to install. Smaller
than a Video Cassette.
PHOENIX COMMUNICATION
31 NIGHTINGALE LANE, FELTWELL
NORFOLK IP26 4AR
Tel: 0842 -  827267
Send Cheque/PO
for £33.50 (inc P&P)
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has written a good budget program but it doesn't quite get a Silver
Medal, he turns to the budget sec t ion. . .  and finds his game review
has been stuffed into a little box with a rating at the bottom. Some,
like Thrust and Park Patrol are very good. By taking up arms against
budget titles you have angered me and maybe others.

Nicholas Drew

I would willingly pay £1.25 if this sort of editorial abortion could be
avoided in future. Another 25p could have saved Issue 30 f rom
being the worst, in my opinion, in the history of ZZAP! 64.

How can a game like Arcade Classics by Firebird get half a page
review. A screen shot and two squashed opinions when it's twice
as good as CeittUtioan5 by Reaktor, and that gets double the space.
only because It's more expensive -  that's stupid'

I believe af ter many  mont hs  o f  debate,  ZZAP!  has  fi nally
submitted 'to those who  argue that  budget  games  should be
separated.

The Silver Medal Award is verging on racism and ZZAP! seems to
have become the South Africa of  computer review magazines,
separating the expensive from the cheap for some idiotic reason.

After reading THE GAMES MACHINE,  i t  proves you're st ill
capable of producing unbeatable magazines and editorial section&

Anthony Stevens, S o u t h e n d
-
O n
-
S e a

The recent ZZAPl 64 made me very angry- you discriminate against
budget software because of its price. I think that a game is a game
arid should be  t reated as  such no mat ter the price. Knowing
something about magazines and how important advertisers are, I
think that you try to push full-price software. A logical commercial
point of v iew for a business man, but unfair when you see it as a
reader. I feel sorry about it -  for 77AP! 64.

Kees Beekhuis, The Netherlands

Let's get one thing straight (referring to the first letter from Andrew;
-  you're being emotive in using a word like 'guts'. Guts don't come
into it. Budget houSes have a very straightforward marketing policy.
Their prices are low because the t wo major handlers of  budget
software u s e  out let s  s u c h  a s  newsagents ,  garages  a n d
supermarkets, so the prices have to be low. They don't necessarily
expect to make more profit per title than a full-price game. Besides,
Mastertronic own Melbourne House because they also want  to
develop much more detailed games which require a higher price to
get a return on the investment.

With that off  my chest t u r n  to our decision. For a start you're
talking to a bit of a fence squatter on this one. Some months ago
both ZZAPi and CRASH were faced with a decision: whether to stop
reviewing budget  games -  o u t l i n e  the reasons in a moment
CRASH refused to stop, preferring instead to devote less space to
reviews (whether full-priced or budget) with ratings of  less than
50%. ZZAPI opted for a budget ghetto. Within that, there's really no
reason why an excellent budget game shouldn't get plenty of spacefor its review.

The reasons why the decision had to be faced are complex, but
put  simply, this  was  the situation: budget  houses have never
advertised significantly i f  at  all, full-price games  are inevitably
backed up wit h plenty  of  advertising -  and don' t  forget, ANY
magazine needs advertising revenue to exist if it is to keep Its cover
price down. Without that revenue ZZAPl, for example, would have
to c os t  y ou s omewhere bet ween 1'1.90 a n d  £2.25. A s  t he



Dear Lloyd
I have writ ten t o complain t o all
software houses about something
that was  brought  up in my  local
computer shop the other week. All
through t h o s e  l o n g  a n d
sometimes hot) summer holidays
when kids like me have time to play
on the computer and earn money
to b u y  games ,  t h e  s of t ware
houses release one or two games.
Then, during autumn and winter
when k ids  are back  a t  school,
software houses  release all t he
good games at once -  like Street
Sports Baseball,  St reet  Sport s
Basketball. Star Paws, California

W H A T  A B O U T
T H E  S U M M E R ?

Games, Indiana Jones And The
Tempie Of Doom and so on.

Us kids haveril got the time or
money for games at  this t ime of
year.

Glenn Mitchell, Brentwood.

Ah, b u t  wha t ev e r  y o u  s a y ,
software houses have learned by
experience that game sales slump
during t he summer.  Tr y  say ing
your money, s o  when the winter
releases come along you'll be able
to af ford to buy  s ome o f  them.
Anyway, wh a t  about  Chris tmas
money and Christmas holidays?
You'll just have to wait until then.

LM1percentage of  budget  tit les increased, i t  became clear that the
traditional, full-price software houses were support ing computer
magazines with their advertising revenue in order to promote the
very budget  games which they saw as a threat not only to their
full-price sales, but to the very industry itself.

And indeed, for us to continue support ing budget  houses who
didn't  in turn support us with anything, began to look like cutting off
our nose to spite our face. Recently Bruce Everiss of Code Masters
said in consequence of the demise of full-price software that 'there
will b e  f ewer  magaz ines , . .  Th e s e  wi l l  hardly  b e  missed. '
(Computer Trade Weekly 12 October). Perhaps not by the budget
houses who care not a whit whether their product is reviewed or not
(it's so cheap, who can resist buying it whether it's good or poor?),
but perhaps they will be missed by those 8-bit owners who have a
serious interest in the quality of  the goods they spend their hard-
earned cash on Mr Everiss.

Added to that we have had to consider the space budget games
were beginning to take up against the statistics of how many were
exceptional, or  even worth bothering with at all; and looking back
the facts are depressing -  not a very good percentage of  budget
titles to date have been above 55%. As you know, we've never
before 'discriminated' against a decent budget game, but perhaps
in attempting to sort out what to do, we've overdone (or underdone)
it when it comes to the space allowed to reasonable budget games.
As I said at the start, I sit on a fence, but I think I prefer the CRASH
system of  s imply treating every game similarly regardless of  its
price, and creat ing space by  giv ing less t o unworthy  games -
although this  hardly  satisfies t he requirement  o f  t he full-price
software houses who support us with revenue.

And to those who regard this consideration as a 'businessman's'
ethic, I can only say that it's a question of  realities -  after all, we've
now got to contend with the like of Mr Everiss and what I take as the
'official' Code Masters policy towards computer magazines. The
ultimate quest ion is  f or you, t he  reader:  d o  you want  t o see
computer magazines disappear" Do you want  to see a situation
where there are no reviews of  software, where you will buy sight
unseen so to speak?

Clearly, if  we want  to continue providing a proper service to our
readers, we must review budget games as well as full-priced ones,
but we do so in the knowledge that we are treading on a knife edge,
and also with a less glowing alt itude to the 'guts' of budget houses
than you seem to have. The pricing of  budget games is a cynical
market exercise (like any), the benefits of  which are supposed to
accrue to the budget houses i f  those benefits coincide with yours
as a purchaser, al l  well and good, but  if  they don't, I  would be
surprised i f  the gutsy budget  house would care two hoots; any
more, to be fair, than would a full-price software house putt ing out
a game it knew to be poor but stuck with a higher price point. The
only difference is that you probably wouldn't  buy it, because f '10
bears thinking about, whereas you will still pour profit into a budget
house pocket for a bad cheap game, because you wouldn't  think
half as hard about blowing two quid.

So you see, the changes (and the views) have come about as a
result of deep consideration and not simply because ZZAP! wanted
to penalise anyone.

Thank you for the views I've received so far, and sorry to go on
so long about this, but  it is an interesting topic. I would be glad to
hear many more views.•••

IP #

LM

BY MARTIN WALKER
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D O N ' T  P O K E
S O  S O O N
Dear Uoyd
Now for my
.  
c o m p l
a i n t .  
I t  
i
s  
n
o t

directed at ZZAPI specifically, but
at all computer magazines who
have a tips section! It seems that
game hackers are In abundance
nowadays, and as soon as a game
appears i n  t he local computer
shop there's POKEs for infinite
lives or to avoid sprite collisioe in
some magazine.

People. being inquisitive, type
them in finish the game and are
then bored for the next few weeks
until they can afford t o buy  yet
another game. Authors are also to
blame a s  t h e y  inc orporat e
'cheats' into the game.

Can there not be some soil of
delay used by  all magazines t o

allow us garners a decent try at a
game before being tempted t o
type in POKEs? In the case of the
'press a couple of  keys and get
extra lives' cheat, you sometimes
can't help noticing the cheat as
you fl i c k  t hrough t h e  ma g .
Curiosity then gets too much and
the cheat is entered.
Anthony Bung,  Br omsgr ove
• Worcs

Don't be silly -  nobody is forcing
you t o  enter any  POKEs. Jus t
because they're there, it  doesn't
mean you have to use them_ It's
rather like having a larder full of
food and feeling you have to eat it
all at once. Just control yourself!

LM

S H O R T  S I G H T
F R I G H T
Dear Lloyd
How are you? Just stop and think how your body is feeling reading
this ten thousandth letter. Does your back ache, are your feet sore,
is your brain exploding with headaches? Most probably your eyes
are very strained and very tired indeed, and that is what this letter isabout.

This letter is probably more meaningful to the reviewers rather
than you as I don't  Suppose you sit in front of monitors for hours on
end every day.

You see. I bought  my  64 some two years ago and have since
spent many enjoyable hours on it, However, as the months went by.
I noticed a steady deterioration in the strength of my eyes. I originally
used to have my TV about ten feet away from where I sat but, as the
months went by I began to subconsciously move closer and closer
towards the television set in Order to see properly. Soon I was only
about six feet away -  partly because I bought a short TV computer
lead but  mainly because my eyes had worsened -  and then only
about four feet. Recently I finally realised something was wrong and
subsequently h a d  m y  ey es  checked out .  I  wa s  presc ribed
spectacles and now my sight is perfect.

If I hadn't  gone earlier to my  optician my eyesight could have
deteriorated to the same level as a 35-year-old rather than that of a
16-year-old school boy. Wearing glasses steadies the worsening
effect of television and other powerful visuals so I recommend all
ZZAP!ers to get their eyes Checked out.

Most particularly I appeal to the ZZAP! reviewing team to do the
same arid check Out their eyesight, because every photograph we
see of them shows the monitors to be very close to the potential
seating area and none seem to wear glasses,

1 1 1 -  A s i m  Sibtaln, London.
Research into the effects of  Visual Display Units (/Dt1), or monitors
(or tellies) has produced conflicting evidence. During the Seventies,
American researchers observed that the average viewing distance
from the television of  teenagers had decreased to about one foot!
it was as though that generation actually wanted to get into the TV.
Yet t he inc idence o f  poor eyesight hardly  changed -  and the
Americans are very health conscious.

It's a well accepted fact that during early adolescence (and boys
appear to suffer more for some reason) the eyesight can change
dramatically (usually towards short-sightedness), so it  may be a
mistake to blame your eyesight on your VDU Incidentally. Julian
went to the optician a couple of months ago. and was found to have
perfect 20t20 vision n o t  bad for someone who spends most of his
time staring at  either a word processor or Commodore monitor_
However, some protective rules have been suggested, such as not
having a monitor close to the wall so that your eyes have something
at a greater distance than the screen to refocus on from time to time.
This forces the eye muscles to work and stops them becoming lazy.

LM

4

M A T U R I N G eN I C E LY
Dear Uoyd
Since my  fi rs t  encounter wi t h
ZZAP! 64 (Issue 4) I 've seen the
magazine grow in confidence and
professionalism. At first you were
both cautious and tentative. You
were experimenting, ' t ry ing out
the readers'. The requirements for
a great game were not quite so
stringent. Th e  Rrap was  more
light-hearted w i t h  r e a d e r s
prepared to have a ' biruvva
but n o w  i n  t h e  d a y s  o f
conversions, t ie-ins and piracy.
things have changed.

Readers l o o k  u p o n  t h e s e
problems and feel they must act.
I'm not  saying these problems
were non-existent in earlier issues
but t h e  readers  w e r e  a l s o
uncertain about a relatively new
magazine.

Now t h e  rev iewers  a r e
household names we can relate to,
not 'just another blockhead who
reviews games', Reviews were not
treated with the harshness shown
today -  you had to be careful not
to offend. That's not the case now
-
,
we have a fair idea of the tastes of
the reviewers. That's why a new
reviewer is  never really popular
until he has settled in and people
know how he reviewers and in
what style according to his taste.

ZZAP! has grown in confidence,
improving month by month, year
by year.  You r  v iews  c an  b e
expressed f reely  n o w wit hout
thinking you could be condemned
for what  y ou hav e s a i d  Th e
wisecrack 5 are more hard-hitting
and confident, rather than lit t le

comments every now and then.
Now (start squeaky violin tune).

feel I am part of a family growing
and growing, helping (fade violins)
each other al every opportunity, I
can really relate to you. One point
though, I remember the days when
readers could write in and their
letters wo u l d  b e  t unny  a n d
enioyable to read. Life isn't all lull
of problems is it? C'mon lads and
ladesses (no sexism here I can tell
you) wnte in and have a good time,
and a  lad every now and then
pleeese.

Marios Stylianides, London.

I don't know about being cautious.
Seems t o me we rather quickly
upset a certain Jeff  Minter and,
even worse, the Minter Horde (a
Mongolian w o r d  u s e d  i n
conjunction w i t h  t h e  Ta r t a r
invasions of  Middle Ages Europe
and meaning 'tent', or those who
lived on tents) with our review of
Mamma Llama. The Tartar horde
enjoyed marauding a lot  (rather
like latter-day aliens, they always
maraud, don't they?), and hacking
off people's heads. Fortunately
Minter's followers  us ed words
rather than scimitars, although I'm
not sure whether that was better.
Yes, more  confi dent  now,  bu t
more cautious then - I'm not sure
I mean, would you go up to Jeff
Minter's stand at the PCW Show
and loudly say. ' I  hated Mamma
Llama a n d  expect t o get away
with your head intact?

LM

•_
NPALS PENPALS• PENPALS PENPALS 0  PENPALS

PENPALS 0  PENPALS PENPALS PENPALS 0  PENPALS
PENPALS 0  PENPALS 0  PENPALS 0  PENPALS PENPALS

Richard Swinfen, 14 Cedar Road, Broughty Ferry, Dundee,
Scotland, DD5 3BB would like to write to anyone who programsmachine code for the C64_
Gilbert Olsson aged 15 of Radhusgton 48, 5-151 3350 Dertal SE,
Sweden, would like to write to male or females who own a C64 andcassette deck.
Luke Bums of 7 Queen Street, Avonmouth, Bristol, BS11 9AL
wants a penpal with a C16 or a C64.
Dewee Joel, 147 Rue Cimetiere, 7070 Houdeng Goegnies,
Belgium is 27 and owns a cassette C64 and would like a penpal fromany part of Britain.
Clive Austin, 16 years, of 6 Robin Close, Midsomer Norton, Bath,
Avon, 8A3 4NJ is seeking a penpal aged between 15 and 18 who
uses his Commodore not only to play games but for other
interesting computer things as well!
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The Apache Fie r c e  and elusive, like its warrior namesake
• Capable of defeating enemy tanks, infantry, and hostile

aircraft on the modern electronic battlefield.
Gunship's revolutionary 3-0 graphics enable you, the pilot,
to fly into the world's hottest trouble spots You' 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.

Please send  c o p y / i e s  of Gunship CBM 64/128 El Cassette £14.95 El Disk £19.95.
Spectrum U Cassette £9.95 El Disk £12.95 EJ Further details.

Name (block capitals) A d d r e s s
P o s t Code

I enclose L   i n c l u d i n g  55p P+ P. Cheques payable to MicroProse Software Ltd.
or debit my Access/Visa card Expiry date

GUNSHIP is available for the CBM 64/128K,Spectrum and
coming soon for IBM PC and compatibles.

I M I PW & A l l i k
41114111•111 " K i l n  •

MINFIE ME memoir •mulk-mim
IOW F E !  I M I  MB N I EW

S I M U L A T I O N  •

No

S O F T W A R E

MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire G18 8DA. UK.Tel: (0666) 54326.Tlx: 43422 MPS/UKG.
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W o'st e  most musc levous
Playboy in the entire
galaxy?...

ItTesr-t'elk
to •

...That's Who!,,
and don't forget it!

You may not believe it but he's a super-sharp counter espionage
IUI a g e n t  with a big appetite for entertainment and there's nothing he enjoys more

than a full bicwn bruise-up! Now trouble is heading his way as you help Freddy
recover, after yet another crash-landing, to steal a space-craft to freedom. Take on
man-eating ants, reptiles, robots, mutants and genetic throw-backs with Dinamies

latest wonderman —Freddy Hardest.
SPECTRUM E7.95 COMMODORE E8.95 AMSTRAD E8.95 MSX

I m a g i n e Software,6 CentralStreet,ManchesterM25NS,Tel0618343939,Telex:669977
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Ranger, help you Search tot the . . .
Secret of Lily and do battle with ;• ,

, a n  evil wizard in Zodiac. May
\  the adventures begin . . .  A N  N.-1•N

i
.

me mb e r  t h e
good o l d  day s
when L e v e l  9
were i n d e p e n -
dent? T h e y
treated t he adv-
enture wor ld  t o
masses o f  t e x t
and puzzle solv•

ing in their never-to-be-forgotten
epics such as Snowball,  Lords of
Time and  Adv ent ure Quest.  I t
appears they wish to go it  alone
again with their new title, Gnome
Ranger. although they have by no
means broken off their association
with Rainbird,  as future releases
will demonstrate.

Ingrid ‘14 'let B o  notnlow is  d
bossy. thick-skinned gnome who
is eventually banished to the wil-
derness by her exasperated family.
The basic aim is to get Ingrid safely
back home, while sorting out some
local problems on the way.

The first thing I have to mention

GNOME
RANGER
Level 9, E9.95 cassette or disk

are the graphics: they're very nice
— not quite up to Magnetic Scrolls'
standards, but a vast improvement
on t h e  usual Lev el 9  pictures.
What is  interest ing is  that  they
load separately f rom side t wo of
the disk, thus demonstrat ing that
all of  the memory  has been used
for the text, a method which the
Austins have utilised throughout
their adventure career, using only
the spare bytes for graphics.

The amount  of text which Level
9 squeeze into the 64 is near mind-
blowing.  Screens and screens of
text slowly scroll up as events and
locations a r e  v iv idly  described.
The parser itself is very acceptable.

e h #
a , A
I L
t r
-
N
h
t ,
'

N
I
L

d e a fi i n g .  E s s i gfm  l e d  g n o r t h ,  w e s t  a n d
" n o r t h w e s t .
W ha t  g n o w 7  L
I n g r i d  w a s  a t  t h e  b a s s  O f  •  w a t e r f a l l .
The  S O U n d  o f  f a l l i n g  w a t e r  w a s  q u i t e
d e a f e n i n g .  L a c i t s  l e d  g n o r t h ,  w e s t  a n d
' n o r t h w e s t .
w h a t  s n o w ?  E X A M I N E  W A T E R F A L L .

with t he  n o w almos t  expected
ability to understand such inputs
as TAKE ALL BUT THE BELL and
CENTAUR, TE L L  M E  A B O UT
YOURSELF. The player may also
FOLLOW another character, FIND
a certain object  k nown t o  exist
wit hin t he  adventure,  o r  ev en

RUN TO or GO TO any location.
There are t imes  when  I ngrid

needs to locate an item to enable
her to placate or befriend a crea-
ture. so it  in turn helps her wit h
the quest. These inhabitants are
mostly f r iendly ,  a n d  a re  qui t e
articulate in conversation and car-
rying out orders. They can do little

jobs for Ingrid while she concen-
trates o n  t h e  mo r e  import ant
tasks, and they even report back to
her when the job is finished!

The adventure comes in  three
parts, each of which is completed
before the player proceeds to the
Following section. Positions can be
loaded or  saved to or f rom tape,
disk or RAM,  and the very useful
OOPS command can be used t o
take back a move should it  prove
fatal.

The graphics may be dispensed
with ent irely,  or raised bit  by bit

Incentive Double Pack, 0 .95  cassette

he secret o f  lif e
(apart f r o m
heing a number)

apparently
kept in  a far of f
land, the where-
abouts of  whic h
lies wi t h i n  t h e
walls of  two dif -

lerent houses, rhe player has been
given the address of one of these
buildings by a k indly  benefactor,
and in no t ime finds himself amid
its wails, exploring like mad.

The fi rst  problem is to fi nd an
exit. However.  this is not enough
— a password is also required to

adventure
with the cursor keys. Text can be
defaulted to brief  or verbose, and
the command AGAIN repeats the
last input.

Gnome Ranger is a very profes-
sional, highly  interact ive adven-
ture. The pretty pictures add to the
already a d e q u a t e  a mb i e n c e
created by the text, and the parser

01—• • •41. "I I  I  i  •
V . - . . i ' •  ,   4  1 0  . " S t A d a  i t

P l a i n .  a  - • astotti tud• o f  t r a c k s  p i t t e d  t h e

g r o u n d ,  y e t  t h e  c o u n t r u S i d e  w a s  a l m o s tu n i n h a b i  a d  a n d  t h e  a i r  w a s  s t r a n g e l b
s i l e n t .  h e  l o u d e s t  s o u n d  w a s  r u s h i n g
w a t e r ,  f a r  t o  t h e  e a s t .  E x i t s  l e d
" n o r t h .  ' n o r t h e a s t ,  e a s t .  g O o r t h w e A T
e n d  i n s i d e  t h r o u g h  a  d o o r .  I n g r i d  c o u l d
s e e  s o m e  w o o d e n  s b u
t i
a i s  a n d  
a  
d o o r .

-,w h a t  s n o w  O U  S H O P P

is intelligent enough to deal wit h
most inputs. The only grudge, and
there had to be one, is the game's
slowness, but  even this does not
detract f r o m t h e  playability .  I
would l ik e tt .
,  
w e l c o
m e  
L e v
e l  
9

back to the top three in my adven-
ture writ ers  chart  • a n d  let 's
hear it for the price!
ATMO SPHERE
INT ERACT IO N
CHALLENGE
O VERAL L

ZODIAC/THE
SEARCH FOR
THE SECRET
OF LIFE

89*/0
82
1)
/0
86%
87%

guarantee passage t o  t he  nex t
house, and indeed the second pan
of the adventure.

At the start, a brown and yellow
picture is  presented, supposedly
depicting a corridor. However, my
first percept ions  we r e  prov ed
incorrect by the text beneath this
graphic illus t rat ion wh ic h  read,
'You are at the southern end of the
halt, To your south and east there
are doors'. It was at this point that
my heart  sank and I  buried ray
head in my hands •

A lit t le while later I attempted to
face the screen again and decided
to give this new adventure f rom

ZZAP! 64 December 1987 4 3



Incentive t he  o ld  once over,  i t
surely couldn't  get any worse.

I went  south and was told t in
yellow) that  I  was  in the cloak-
room, SEARCH CL O A K RO O M
says I: 'You can't ' is the response.
I try LEAVE CLOAKROOM: You
can't' i t  says again. HELP says L
'You c an ' t '  says i t !  Remaining
totally calm I input  'N• to escape
this less t han f riendly  locat ion.
Exploring t h e  hous e  rev ealed
many more juicy descriptions such
as: 'You are on a fl ight  of  stairs',
You are in a Hall'  and 'You are on

the land ing  f ac ing east ' .  T h e
atmosphere created by this prose
is nil.

One part icular locat ion almost
caused me to destroy my Commo-
dore wi t h  a quick  zap f rom my
blaster: t he empty  panel—walled
bedroom. I tried EXAMINEing the

ZODI AC THE SECRET OF LIFE

AT MO SPHERE 3 8 % ATMO SPHERE 22%
INT ERACT IO N 4 7 % INTERACTIO N 32%
CHALLENG E 4 5

c
Y o

CHALLENG E 38%
O VERAL L 4  °

/ 0
O VERAL L 29%

adventure
Barenola, which state that Ramus•
weakness l ies  i s  i n  t h e  stars.
Judarez, the wise man of the tribe,
has studied these scriptures and
knows exactly how to destroy the
wiLard_ However,  he is  now old
and f rail and certainly not  up to
the fight. This is where the player
comes in.

The mission is to find the twelve
signs of the zodiac and return with
them to the encampment so that
ludarez may utilise them and rid
the t ribe of  this ev il threat_ The
quest begins with the player on the
open road. Again,  sparse descrip-
tions are used, but  at  least t he
parser database is better. 'HELP' is
recognised (even if  the reply is of
no g rea t  assistance) a n d  t h e
EXAMINE c o mma n d  i s  w e l l
catered for. The annoying 'sudden
death' syndrome is present, and

Y ou  a r e  O n  a  s c o r c h e d  p l a i n  •  i h •
o n l y  l i v i n g  t h i n g s  v i S i b l •  a r e  d r i e d

t :  P l a n t s  a n d  d • s s i c a t e d  v e g e t a t i o n .s i t s  l e a d  w o r t h  ,  S o u t h  a n d  L a s t  .a t  n o w  7

walls, SEARCHing the bedroom,
OPENing the walls. OPENing the
panels and even KICKing them, to
no avail.  O f  course, t he  answer
seems obv ious  now:  PUSH t he
panels, but to fully  appreciate the
frustration of having to deal with a
pathetic parser y ou  h a d  t o  be
there. Oh, by the way — PUSHing
the panels is a task which can be
repeated ov e r  and  ov er  again,
regardless of  whether t he secret
door has opened or not.

I persevered and gained access
to pan two,  which was no better
and no worse. I don't  understand
games o f  t h is  t y pe whic h,  f o r
example, displays 'You are i n  a
secret r o o m k nown  as  a pr ie i t
hole. There are footprints in the
dust.' wh e n  t he  parser d o e s 0
understand footprints  ( o r  ev en
prints). The excuse that it  creates
atmosphere just doesn't  wash, it
only adds to the frustration.

This adventure comes in three
pans: The House, The Eighth Sea
and The Secret, all of  which are
basic to say the least. For me, the
secret of  life is certainly not plod-
ding my  way  t hrough a  dreary
game t ry ing to guess which verbs
and nouns  the author has man-
aged to include in the database.

Zodiac, is better. The story tells
of Ramos. an evil Wizard who is
intent on destroying you and your
ancient t ribe of warriors. He must
be stopped of course, but the only
clue is writ ten in the Scriptures of

44 ZZAP! 64 December1987

frequent saving is recommended
to avoid such abrupt  endings as
sinking in the swamp due to a lack
of wellies being worn.

A n u mb e r  o f  t h e  problems
require a lit t le brainstorming.  A
scorpion lurks on the desert plain
but there is no warning of it being
there. However,  once the player
has died a k w times from the crea-
ture's sting it may dawn on him to
carry an ant idote when entering
these sandy wastes. While on the
subject of obscurity, those who can
get r id of  the Giant wit hout  any
help should put  a feather in their
cap_

The pic tures whic h appear t o
accompany every location are not
very good and.  I  f eel a  c orny
phrase coming on.  t he memory
used on the graphics could have
been better spent enhancing the
text. Accepting the fact that Zodiac
was writ t en using the GAC, and
comparing it to The Secret of  Life,
what we have here is an acceptable
lit t le adventure which should keep
a player quiet ly amused for some
t ime

As a package, this latest offering
from Incentive seems to represent
reasonable v a l u e  f o r  mo n e y .
Unfortunately. t he actual games
themselves are dec idedly  un in -
spiring. A  pr ic e o f  (7 . 95 ma y
appear fair to pay for four adven-
tures, but I feel that the depth and
content is  so disappoint ing that
this is not the case.

For those of you lesser beings who are apparently troubled
by insignificant problems such as how to pass the Balrog,
or where to find the sword, fear not, I shall guide you.
Walk with me now through the
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CASTLE OF TERROR (Mel bour ne House): Give the old man a pint
and use the ladder r
u n g  t o  
w e d g e  
t h a t  
w h e e
l .

CASTLE BLACKSTAR (C.D.S.): The Hydra may be hungry but feed it
f rom a distance.
DRACULA PART If (CRL): Wait until you see Dracula leave before
entering his room.
FRANKENSTEI N PART DI (CRL); Squash the remaining fruit into
segments to feed to the lion_
GUI LD OF THIEVES (Rainbi rd/Magnetic Scrolls): The lamp is in
your sack. Those bars are not what they seem.
HO L L Y WO O D M A N X  (Infocom)!  Access to the house is poetic
justice,
I NFI DEL (Infocom):  The statue to the north of the alter is the same
weight as you.
KNI G HT ORC (Rai nbi r di l evel  Nine): Give the scale to the dragon,
then get hint to dispose of the humans. You may then get his smoke_
LEATHER GODDESSES (Infocom):  If Thorbast drops his sword. give
it hack to him.
PLANErTTALL (Infocom):  Search Floyd for the lower elevator pass.
Use the ladder from storage to bridge the rift.



SHADOWS OF MO RDO R (Melbourne House):  Writ ten permission
is required to get past the On checkpoint

SEABASE DELTA (Firebird).  Drop the pill on the mat to prevent it
bouncing away.
THE LURKI NG HORROR (Infocom):  The elixir is a handy problem.
WI NTER WO NDE RL A ND (Incent ive):  Cleaning fluid and ice don't
mix.
WI SHBRI NCER (Infocom):  Branching out may help Tasmania.

EXAMINE ALL
Zapping around all live dimensions co inquering evil it . illy  takes it
out ol a guy. So much so thai relative t ime has caught me with my
diamonds down, and as a consequence the letter section is a lit t le
short this month. My apologies,' promise that even if I have to bend
the i imescale a touch in the next four weeks, I will see more of your
comtiounicatirms.

Ma t t h e w Val lender writes with a plea lot help with a game
called Weaken, and would like to know how he may obtain some
money from Betty. I haven't heard of this adventure. but if any one
out there has, you may contact Mat thew on (07375)551 30 at  a
casonable hour). By the way. thanks for your clues on The Guild

of  Thieves, and yes. I have heard of 'Whai Now'.  that very good
adventure dossier which 1 read whenever the boys remember to
send me a copyl

Peter Waterfall has writ ten tome to plead for help in Se—Kaa
Assiah. He would specifically like to know how to pass the Black
(ivardian and get the casket from the Crystal Tower. (05 1 6087234
sill reach Peter should you be able to help.

G r i f oung  of Edgeware. Middlesex recently wrote to inform me
dhow Lap of the Gods. This, apparently, is one of those MUD/
SHADES clones ss hic h tan he accessed in the same way at a cost of

£25 plus VAT per quarter. It's run by Tiger Tiger and Mr mo l e
(who's apparently a monk) and both are very pleased with the
game. He has even given me the number to Logon: 01 994 9119.

Ric hard Herod of Royton. Oldham has writ ten in to complain
about the cost of ! n i n e =  games. He argues that as blank disks are
so cheap (some as little as E 19 for 25 with a freeboxj. Infocom, who
must buy them in bulk, should be able tocharge less. Unfortunately
Richard, if you were to load up one of these blank disks! think you
inay find it a lit t le more boring than playing an Infocom adventure.
You see, it's not so much the disk you're paying for but all the hard
work— writ ing. programming, playtesting and so on which goes into
the game. I 'm sure that if you look around you will come across
dealers who will provide these games for much less than the 0 0  you
have previously paid. As for my top ten Infocom games. Richard. I l l
tell you my u p  three: Zork lit, Starcmss and Sorcerer, not
necessarily in that order.

And that brings the second EXAMINE ALL to a c loseilyou wish
in appear arnid these hallowed pages. take some time out and write
to me at this address: THE HARLEQUI N,  EXAMI NE ALL,  PO
BOX 10, LUDLOW,  SHROPSHI RE SYR IDB.

SERIALISE
DS O L U T I O
N

E RN U M BON E
(PART TWO)

KAYLETH
US G O L D/ADVENT URESO F T
Judging from the letter which came flooding in concerning
this section, (merci Patrick) there appears to be a little
confusion about how it works. Allow me to make things a
little more clear. Last month's article was only the first part
of the solution. I shall in fact be taking you through the
whole of the adventure to the very climax. So for those of
you who may have thought I had left you dangling, so to
speak, read on

Last month I k it  you
experimenting with the three
Amp codes we had learned.
ROO, DliTat id ELY. Transport to
the latter chamber so that we
may continue. Going up f rom
here takes you to a corridor near
the entrance to an elevator
where we find a Pyxis. Upon
examination you are told that
the Pyxis is a small box which
can be opened (I recommend a
'RAM SAVE here'). Obviously
curiosity rules, and out pops a
pair of lenses which expand on
contact with the air so that they
no longer fit into the box! 'RAM
LOAD' and you are back with a
closed box plus the knowledge of
what it contains. West is the
Zyron selection centre where, if

you EXAMINE the sleepers, you
discover that they are labelled
'Rejects for DX'. To the south of
here is an Azap Chamber which
displays a 'DX' logo which, as
learned f rom the sleepers.
signifies a reject! However,  try it
for yourself if you don't  believe
me.

if you're still alive, go back to
the elevator. enter it and look at
the panel. The available floors
are marked G. MI  and M2,
obviously the one Hashing (MI )
is where you are now. Press M2
and leave the elevator to enter a
laboratory where Yagmok
resides. Try talk ing to the old
man. I f  he ignores you. it may
have something to do with
what's on (or in) your mind.

Remove all cartridges and try
again. Yagmok tells you that he
may have the key to your
problem. and then continues his
message in advanced speech.
Don't panic. If you can't
understand what he tells you

scribble it down and think about
the fact that he called it
advanced. Perhaps he means
substituting each letter with the
Following one in the alphabet.
that is changing S to Tand K to L.
Try it, or if you're feeling very
lazy just read the next
sentence.' Skim the sea. Find the
coat, Ride the ring. Then down
the throat. ' This obviously
doesn't mean very much at the
moment,  but it will.  Before you
leave the lab ask Yagmok for the

key he promised earlier and
wear it with pride. North of here
is a cryogenic store room where
suspended Zyroneons are kept.
There is also a small silver
pyramid which must be added to
your inventory.

s l i l s y t
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Moving south and west takes
you to the mind facsimile section
in which a dome containing a
body-shaped indentat ion sits.
You can do nothing with this yet
(unless you're tired of living),
but remember it for later on in
the adventure.

Now go back into the elevator
and press G, this takes you to the
planet surface where, next
month, we shall face many
dangers together s o  wear your
khaki trousers.

• 1430(.1-
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adventure

Waterfront, Suspended, Cutth-
roats, Sorcerer, Enchanter, NIRO,

The Count, Heroes of Karn,
Empire of Kam. Zork I. Zink 111,

Stranded, Hulk. Mindshadow, Exodus, Ultima III. The Boggit,
Lord of the Rings, Starcross. Sub- Lords of Time, Never ending story.Sunk, Worm in Paradise, The Hulk, Temple of Terror,
Hampstead, Classic Adventure, Ultima IV, Seabase Delta, Kentilla.
Colossal Cave, Terrormolinos, Valkyrie 17, Sherlock, The fourth
Robin of Sherwood, Sherlock. protocol. The Helm. Wizard of
Claymorgue Castle, Emerald Isle, Akyrz. Perseus and Andromeda.
Wizard of Akyrz, Return to Eden, Lord of the rings (part 11, Emerald
Red Moon, Never-ending Story. Isle, Quest for the Holy Grail,
Escape From Pulsar 7. Perseus and Hacker, Colossal Cave.
Andromeda, Golden Baton, Bored
of the Rings, Empire of Kam. Ket

Steven Kelly, 4 South View,
Whins Lane, Simonstone,

3, Feasibility Experiment, Lucifers Burnley,  Lanes BB12 7QU. Tel:
Realm, Pilgrim, Secret Mission, 0282 74765 (between 6pm and
Treasure Island, Wishbringer, Cir-
cus. Arrow of Death 1 & 2, Ten Li -
tie Indians, Ring of Power. Quest
for Holy Grail, Kentilla,

10 pm)

Hitch-hikers Guide, Zork I, Zork 11,
Mar got Stuckey, 14 Mar ampo Planettall. Leather Goddesses,
St, Marayong,  NSW 2148, Cutthroats
Australia.

Hulk, Spiderman, Voodoo Castle,

Dave Rogers, 15 Elm Terrace,
Westfield,  Radstock,  Bath,
Avon 8A3 3X1
2
.

Hobbit, Pirate Adventure. Merry

Mindshadow, Starcross,

Christmas, Robin of Sherwood.

Wishbringer, Seastalker, Bal-
lyhoo, Enchanter, Sorceror.

Price of Magik. Lord of the Rings. Amazon, Borrowed Time, Castle
Nigel Leather ,  45 Mor eton of Terror, Castle Adventure, Com-
Street, Wi nni ngton,  Nor th- puter Adventure. Dracula part Iwich,  Cheshire CW8 4DH.  Tel: Grand Larceny, Haunted House,0606 781028 Himalayan Adventure, Labyrinth,

Mad Mummy. Mindshadow.
The Golden Baton, Worm in Murder on the Waterfront, Never
Paradise, Hobbit, Fourth Protocol ending story. Ninja, Raka-tua Vol.
(Pt 3 only). cano, Scroll of Akhbar, Seabase
Andr ew Blackman,  113 Ashen Delta, Silver Mountain, Subsonic,
Drive, Dar tford,  Kent DA I The Boggit, The Dallas quest. The3LY. Tel: 0322 76887 5.30- Hobbit, Ultima IV, Voodoo Castle,
8.30pm Zork I, Zork Ii, Zork III, Z777.

Jewels of Babylon, The Journey.

Mar io Moeller,  38 Greenvale
Dungeon Adventure, Lord of the Drive, Greenvale, 3047, Vic.
Rings, Quest for the Holy Grail, Australia.
Hampstead, Lords of Time, Inca

Terror. Time Tunnel, Eureka.

Curse, Espionage Island. Planet of Ultima IV, The Bard's Tale, Voo-Death doo Castle, Phantasie 1, Never
David Lemon,  14 Norton Place, Ending Story, Dracula, The Prince
Dunferml ine,  Fi fe KY I I  4RH of Magic. Borrowed Time, The
Tel: 0383 728353 al ter  6pm Pawn. Seabase Delta, Deadline,Mon-Fr i Lurk III, Wishbringer.

Leather Goddesses of Phobos, Zork
Derek Wong,  42 Ingram Road,
Thor nton Heath,  Surrey, CR4

III. Terrormolinos, Never Ending 8E13.
Story. Heroes of Karn, Mission I

Zork I, II & HI. Adventureland,
Dangermouse in 13FC, Earth-
bound, The Helm, Marie Celeste.

Gremlins, Robin of Sherwood Hitchhikers Guide, The Hobbit.
Ron McKenzie,  3 Silverstream, Lord of the Rings, The Shadows of
Freystrop, Ha verfordwest, Mordor.
Dyfed SA61 2SN Warren Lee Melia,  I  Thornhi l l

Advent u reiand, SubSunk. Heroes
of Karn, Empire of Karn, Munroe

Avenue,  Richton,  Blackburn,
Lanes., BB I 4EZ.

Manor, Hacker, Classic Adven- Castle of Terror, The Hobbit, The
ture, All early infocorn titles , Hulk, Mindshadow, Holy Grail.
Chris Fleming,  235 Meola Redhawk, Snowball, Subsonic,
Road,  Pt Chev,  Auckland,  N Twin Kingdom Valley, VoodooZealand.  Tel: 867074 Castle.

Jeff Galan, 50 Tynedale Cres-
Voodoo Castle, Heroes of Kam, cent, Penshaw, Houghton—Le—
Pirate Adventure, Ten Little Spring, Tyne and Wear, DH4
Indians, Hobbit, Lost City. Grem-
lins, Wizard of Akyrz. Quest for the

7RP.

Holy Grail, Dm Sala birn, Island
Adventure, Castle Dracula
Paul Flanagan,  6 Corry, Bel-
leek, Co Fermanagh,  N Ireland.
Tel: 036565 594

Upper Gumtree, Bugsy Malone,
Never Ending Story.

Starcross, Suspended. Suspect,
Leather Goddesses, Zork I. &irk II,
Zork III, Deadline, Planetfall,
Infidel, Cutthroats, Ballyhoo,
Lurking Horror, Seastalker,
Beuracracy, Trinity, Moonmist,
Hollywood Hijinx. Hitchhikers
Guide, Wishbringer, Sorcerer.

Craig Hunter ,  32 Lowick Close, Spellbreaker, Enchanter. TheElmtree Farm, Stockton on Pawn, Ultima I. Ultima Ill, Ultima
Tees, Cleveland TS19 OTII. Tel: IV, Sherlock, Gremlins, The Hulk,
0642 587789 (between 4pm and Terrormolinos, The Fourth Pro-
10pm) tocol, The Hobbit.

The Hobbit, Erik the Viking. Castic
of Terror. Eureka, Voodoo Castle.

Billy Kavanagh,49 Drake Hall,
Westhoughton,  Bolton.  BLS
2RA.

Adventureland, Adventure Quest. Heroes of Karn, Bored of the
Arrow of Death I & II, Ballyhoo, Rings. Gremlins. Voodoo Castle,
Blade of Blackpoole, Borrowed
Time, Buckaroo Banzai, Castle of Zim Lila Him, Mugsys Revenge,

Tropical Adventure, Dracula, Holy
Terror. Circus, Colditz, Crystals of Grail, The Pawn. Return to Oz.
Carus, Cutthroats, Dallas Quest, Masters of the Universe, Robin of
Dungeon Adventure, Emerald Sherwood, Fourth Protocol, Price
Isle, Empire of Kam, Enchanter, of Magik.
Erik the Viking, Escape from Pul- Chr istophe Brassart, 67 rue de
sar 7, Espionage Island, Eye of l 'Abbe Lemke,  59200 TOUR-
Bain, Feasibility Experiment. COING,  France.
Forest at the Worlds End, Ghost
Town. Golden Voyage, Gremlins, Sherlock, Gremlins, Hulk, Spider-
Gruds in Space, Hampstead, man, Fourth Protocol, Dallas
Heroes of Karn, Infidel, Invincible Quest, Terrormolinos, Hobbit,
Island, Kayleth, Kentilla. Leather Castle of Terror Parlapas Aris, ISGoddesses. Lords of Time. Lucifers Pyrsinella Sir 453 32. Ioannina,
Realm, Magicians Ball. Magic Greece Pawn, Tass Times, Bor-
Stone, Mask of the Sun, rowed Time, Tracer Sanction,
Mindshadow, Mission Asteroid. Mindshadow, Starcross,
Moonmist. Mordon's Quest, Mys-
tery Funhouse, Mystery of Mun-

Wishbringer, Seastalker, Bal-
lyhoo, Enchanter, Sorceror.

roe Manor, Ninia. Perseus and Spellbreaker, Leaiher Goddesses,
Andromeda, Pharaohs Tomb, Hitchhikers, Hulk, Spiderman,Pirate Adventure, Planettall, Fantastic Four, Gremlins, Red
Pyramid of Doom, Rebel Planet, Moon, Sorcerer of Claymorgue
Red Moon, Return to Eden. Ring
of Power. Robin of Sherwood,

Castle, Worm in Paradise, Dun-
geon Adventure, Colossal Adven•

Savage Island I, Secret Mission, Lure, Return to Eden, Ultima III,
Ship of Doom, Sorceror, Sorceror Ultima IV, Nine Princes in Amber.
of Claymorgue Castle, Souls of Pilgrim, Perseus and Andromeda.
Darkon, Spellbreaker, Spiderman, Guy Thomas,  17 Borstal Hill ,
Strange Odyssey, Tass Times. Ten Whitstable,  Kent CT5 4NA,
Little Indians, The Count, Golden Tel: 0227 274846 (10 am to
Baton. Hobbit, The Institute, 8 pm ONLY)
Jewels of Babylon, The Journey.
Never Ending Story, Pawn, Time Tower of Despair, Dracula, Adven
Machine. Wizard and Princess, to reland, Zim Lila Bim, Castle of
Quest of Merravid, Tower of Terror. Time Tunnel, Eureka.
Despair, Tracer Sanction. Twin John Paterson, 8 Bracadale
Kingdom Valley. Ultima 1,111 h IV, Road,  Baill ieston, Glasgow
Urban Upstart, Ulysses and the G69
Golden Fleece, Valkyrie 17, WI -
nors Lair, Voodoo Castle, War-
lords, Waxworks, Winter Won-

Tel: 041 771 7729

Mordons Quest, Spiderman
derland, Wishbringer, Witches Hacker
Cauldron, Wizard Akyrz, Wrath of Nigel  'Nemesis' Richardson
Magra. Zork I. II & III, ZZ172 Tel: 01 360 8325
Bob Shepherd., 106, Highfield
Street, Coalville, Leicester-
shire. Zork I, II & HI. Adventureland,

Dangermouse in 13FC, Earth-
bound, The Helm, Marie Celeste.

The Hobbit. Seabase Delta, Ken- Temple of Terror. Valkyrie 17,
Temple of Vran, Mask of the Sun.

tilla, Zuzz, Spytrek, Bobo City, Lords of Time, Dallas Quest,
Imagination, Demon Knight, Infidel, Mystery Munroe Manor,
Koboyashu Naru, Tower of Gremlins, Supergran, Planetfall,
Despair. Time Tunnel, Citadel of Ulysses. Blade of Blackpoole, Seas-
Chaos. Eureka loans 1 and 2), talker, HitchHikers, Ultima 111,
Paul Hardy,  31 Fir Tree drive, Search for King Solomons Mines.Wales, Sheffield S3I 8LZ. Skull Island, Murder on the

Clever Contacts
David Sutherlandhas requested that his name be with-
drawn from these hallowed pages, consider it done Dave,
goodbye and good luck.

As you will notice the column is getting larger every
month although one ortwo of you may wonder why your
particular adventuring conquests have not appeared
lately. The reason is one of administration, or rather the
lack of it. However, do not despair, if you would still like
to re—enter the Clever Contacts then simply write to me
with the relevant information and I shall endevour to
ensure your inclusion in future issues.

Once again I will ask that a little consideration be used
when obtaining help from these adventurous people. If I
hear of contacts being phoned in the dead of night then
woe betide the usurpers for they shall be answerable to
The Harlequin.
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IRON IN THE SOUL -
THE FILMS OF ARNOLD
SCHWAR ZENEGGER
ARNOLD SCHWARZENEGGER's film career began in 1975 with
Pumping Iron. a documentary about the training and competition for
the Mr Olympia contest. His subsequent television appearances as
the reigning Mr Olympia brought him to the attention of Lucille Ball
who cast the young hopeful in her TV movie, Happy Anniversaty And
Goodbye. This was followed by a succession of inconsequential
supporting roles before John haus picked him for the lead in Conan
The Barbarian - the surprise hit of 1982.

Arnie was later to revive the melancholic wanderer for Conan The
Destroyer, and then confounded the critics with his extraordirNM'y
performance as  the  robotic killer in James Cameron's The
Terminator. The popularity of this film led America's Influential
National Association Of Theatre Owners to crown Arnie the
international star of 1985, while the film went on to become the top
grossing movie of the year.

The Terminator was inexplicably followed by a supporting role in
the Brigitte Nielsen turkey Red Sonja. Fortunately this near disaster
and the equally ill-advised Raw Deal (which cast a fully dressed and
distinctively uncomfortable-looking Schwarzenegger in the unlikely
guise of an ex-FBI agent who infiltrates the mob) were both
overshadowed by Commando, regarded by most Arnie aficionados
as his beet movie to date. (Until they get to see Predator, that is).

The commercial success of the Conan movies along with The
Terminator, Commando, and Predator (which has already been a
massive hit in the states) confirm that Arnie has made the action/
adventure genre his own. Keep your shirt off Arnie!

FILMOGRAPHY
Pumping Iron (1975)
Happy Anniversary and
Goodbye (TV, 1975)
Stay Hungry (1975)
The Jayne Mansfield Story
(TV, 1979)
Conan the Barbarian (1982)

Conan the destroyer (1984)
The Terminator (1985)
Red Sonja (1965)
Commando (1986)
Raw deal (1987)
Predator (1987)
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\D GREEDY
Activision's big game of Christmas cheer is likely
to be Predator, based on the gory new Arnold
Schwa rzenegger movie. But before the game
arrives, how about a look at the film? Curtis
Hutchinson previewed the action and spoke to
the man of pumped iron himself.
PREDATOR T H E  MOVIE

A
R
N
O
L
D
'
s  
b
a
c
k  
i
n  
a
c
t
i
o
n

and doi ng what he does
best, as he battles against

insurmountable odds in a  movie
that starts out  looking l ike yet
another routine invading alien yarn
but ends up.  by  way of  some
unexpected twists and turns, as a
mythological morality tale wi th
good and evil battling it out in a
climactic duel to death.

It all begins innocently enough
when a  voyaging space shi p
shoots a c r os s  t h e  s c r e e n
depositing an earthbound shuttle.
No explanations ate given. Cut to
military br iefing,  wher e  Maj or
Dutch Schaefer is being handed
his next assignment a  dar ing
cover mission to rescue a senator
and a group of 'military advisors'
being held by guerillas in a jungle
hideaway somewhere i n  Lati n
America.

Schaefer and his crack force are
dropped into the combat zone.
where they locate and destroy
their target, only to find that the
men they were sent to rescue have
been ki l l ed i n  a  particularly
gruesome manner.

Gradually, the two apparently
unconnected strands begi n t o
intertwine a s  Schaefer  a n d
company attempt to make their
way to the pick-up point. One by
one hi s men ar e kil led by  an
'invisible' a l i en hunter  whi ch
strikes with inhuman ferocity.

With P r e d a t o r ,  A r n o l d
Schwarzenegger i s  t r e a di ng
familiar ground. The movie, with its
h o t
-
' e
m
-
u p  
b
a
t
t
l
e  
s
e
q
u
e
n
c
e
s
,

smart-ass o n e  l i ne r s  a n d
superhuman centr al  character
could qui te  easi ly have  been
Commando II. The parallels are
very close indeed and it's difficult
to imagine Colonel John Matrix
reaching a different denouement
than Major Dutch Schaefer.

• I play a character who is always
in control of the situation,' says
Arnie, 'but all of a sudden, this
unknown comes in; something my
character has never dealt with in
his life -  then it becomes scary,
and I become vulnerable,*

WARRIOR CODE
'I've always wanted to do a film
like The Magnificent Seven or The
Wild Bunch, ' Ar ni e continues.
' What I liked most about Predator
was the chance to play a character
who was  par t of  a  team -  a
commander surrounded by men
who w e r e  equal l y  power ful ,
equally wel l  trained. I t 's much
more realistic to have a group of
guys working together than to rely
entirely on yourself.

'It t ook  m e  ba c k  t o  m y
bodybuilding days,  wher e you
work with a bunch of guys and a
certain camaraderie develops. In
this story, ther e ar e moments
when we are very tough, but at the
same t i m e  t he r e  a r e  d e e p
emotions that show when your
buddies are getting killed around
you..

Despite Amie's good intentions,
the film is not about team work,
but the instinctive warrior code
shared by a professional killer and
a visiting alien.

Much of Predator's intensity is
down to John MoTlernan's taught
direction. 'I 'd always dreamed of
doing an old-fashioned Saturday
afternoon adventure picture,' he
explains, ' a n d  Pr edator  w a s
clearly desi gned t o  b e  pur e
entertainment i n a  style I  love,
which i s  suspense.  I t  a l s o
combined elements you rarely find
together- a classic hero story and
a horror story, like the Norse myths
where her oes  ba t t l e  agai nst



M g r
-

supernatural beings. It reminded
me of the old war movies and
comic books with men who were
larger than life  -  and Arnold
Schwarzenegger is one of the very
few people in the world who have
that quality.'

JUNGLE SKILLS

Like so many films being made
today -  most notably Platoon,
Hamburger Hill and Fu ll Metal
Jacket -  the leading actors in
Predator we re  assembled f o r
military s t y le  tra in ing  be fo re
shooting commenced.

Schwarzeriegger describes the
vigorous regime: 'We had doneabout a  month and a  half o f
physical training in the gym in Los
Angeles beforehand. In  Mexico
we'd get up at 6 am for breakfast
and then run four or five miles to
get into condition.'After that we worked five or six
hours in the jungle on skills training
-  everything from climbing trees
to grappling d o wn  ropes t o
handling the weaponry. We had to
learn how to move silently through
the jungle and communicate with
hand signals a n d  deploy f o r
specific manoeuvres. By that time
we were exhausted. Then we went
back to the weight room in the
hotel and trained for two hours, at
which time the director would call
us and say,  'Okay, n o w w e
rehearse'

ALIEN COMPUTER
Because o f  the  fi lm's diverse
elements which combine relatively
straightforward action and stunt
work with the latest in computer
generated graphics and optical
effects, t h e  fi l m i n g  a n d
subsequent editing o f  Predator
were something o f  a  logistical
achievement.

The production crew was split
into th ree  autonomous units.
Director John McTiernan guided
the main narrative flow while a
second un it ,  l e d  b y  A  Team
veteran Craig Baxley, handled the
stuntwork and explosions.

Meanwhile, the special visual

effects unit, supervised by Joel
Hyriek, with its hermetically sealed
computer t rucks a n d  delicate
camera equipment fi lmed t h e
extraordinary visual effects which
serve as the predator's infrared
perception o f the world. In the
finished film human figures are not
seen by the predator as flesh and
bone but as masses of hot tissues
which glow like beacons in a world
of darkness.

What ma ke s t h e  predator
virtually invincible is a  cloaking
device which renders the alien
virtually invisible against the jungle
backdrop. This unusual blurring
effect, created b y animators in
post production, is used to great
effect as a  teaser in  the early
confrontation sce n e s_  T h e
suspense builds in much the same
way as the original Jaws, where
you don't actually glimpse thebeast until well into the second half
of the movie. Unlike Jaws though,
the uncloaking of the Predator is
not a  disappointment. T h e
creature effects unit must have put
in a lot of overtime to come up with
this particular state cif the art
monster.

SPIRITED

With so many elements lifted from
other films, Predator is b y no
means a n  original movie. The
jungle su rviva l a sp e c t  w a s
explored i n  Deliverance a n d
Southern Comfort, the action is
pure Rambo or Commando, and
the relationship between man and
alien strays into areas covered by
Enemy Mine. Despite a ll that,Predator is a  likeable fi lm. The
suspense is brilliantly timed and
executed and  Schwarzenegger
gives a n o t h e r  s p i r i t e d
performance in  a  movie tailor-
made for his physical assets.

The real sta r o f  th e  show
though, has to  be  the diverse
visual effects that bring to life the
gruesome predator, b u t  you ' l
have to wait until January to find
Out exactly what they are. Unti
then you'll just have to conten
yourself with  playing Arnie in
Electric D r e a m s ' s  t h r i l l i n g
computer game.

• 0.

PREDATOR-
THE GAME
QUICK t o  re co g n ise  a
blockbuster when they see one
one, Activision secured t h e
rights to the 20th Century Fox
film long before the first screen
shots had even been seen in
Britain

Due for a coincidental release
with the movie, the 64 version
will fe a tu re  a  horizontally
scrolling parallax display, with a
very detailed a n d  smoothly
animated Major Dutch Schaefer
running across it_ Activision have
used Hugh Riley, o f The Last
Noma fame, t o  design t h e
graphics and have used 'literally
hundreds' of sprite frames.

Tim B e s t ,  t h e  g a me ' s
designer, claims that It closely
follows the plot of the film, being
developed from scratch using
scnpts and storyboards from theomor
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movie. In the same way as the
film keeps the alien hidden until
close t o  t h e  end ,  s o  t h e
suspense i s  bu ilt  u p  in  the
computer game, by occasionally
showing the alien's laser target
homing i n  o n  t h e  player's
character.

Initial gameplay i s  based
around Arn ie 's attempts t o
eradicate a n  onslaught o f
guerillas, u s in g  h i s  m a n y
weapons and quite considerable
abilities. It is necessary to collect
useful objects throughout the
game, including the lour types of
machine-gun featured in the film,
which a r e  e sse n t ia l t o
successfully d e sp a tch  t h e
attacking force.

At the climax of the game, Tim
Best cryptically advises you to
'find alternative weaponry' to kill
the alien. As its demise is based
on the alien's cinematographic
destruction, the biggest playing
tip must therefore be to go and
see the film
,
!
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Beyond the farthest
reaches of the
Galaxy...

Atfta
PALACE SOFTWARE

AVAILABLE FOR THE COMMODORE 64
Available from all good computer game stockists. or by mail order from: Palace Software. 275 Pentonville Road. London NI 9NL

Send cheque or postal order for E8.99 (cassette) or 1.12.99 (disc) plus 80p P&P, Access and Barclaycard holders telephone 01-278 0751.
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Phoenix Ltd have
recently released the
• Videosender', a compact unit
that is plugged into a VCR,satellite
Tv receiver or  computer. and
transmits the signal to a TV set
without the .need for a separate
cable. Attached to a 64. it enables
the user to place the computer any-
where in the same room (or even a
separate room) without being tiedto the short FM lead. The unit is
quite powerful. and is capable of
sending a signal to several televis-

ions around the house, rather like
a mini transmitting station!

The Videosender, which costs
around £35, has only been availa-
ble in Britain for a few months, A
full review will appear in the next
issue of ZZAP! — just in time forChristmas!

ROLLING
BLASTERS

US Gold have managed to obtain
the licence to release conversions
of the classic Atari coin-ops. Roll-
ing Thunder and Roadblasters.

Rolling Thunder is a thrilling spy
adventure where the player, armed
with only a  revolver and a  few
rounds of ammunition, enters the
factory lair of an evil maniac to
rescue a kidnapped girl, Every step
of the way is fraught with danger.
and the maniac's many minions
constantly attack. On later levels.
panthers, grenade throwers.
'Masker Blue' spirits and the man-
iac himself prove deadly foes.

Roadhlusiers is a furturistic rac-
ing game where other cars are
blasted off the road rather than
overtaken. The  player's car is
armed with a machine gun, and
extra weapons are flown in by
'plane as the  race progresses.
including shields, nuclear bombs
and •Nitro' injection which makes
the car accelerate to an incredible
speed. Its a fabulous arcade game,
but we'll just have to wait and see if
the 64 version can successfully cap-
lure its spirit.

US GOLD PRICE CUT
In the latest move against software
prices. US Gold have decided to
drop all their current 64 disk soft-
ware (retailing at £14.99) toll 1,99,
which should please many diskdrive owners.

Richard ridsall, Product Mar-
keting Manager for US Gold, said

the reason for the price cut was
' d u e  to the economies of
scale of production. which have
been added on for the end user.'
Basically, this means the more you
make, the cheaper they become.
Let's hope other companies followsuit.

US VIDEO
ACES TRUMPED

In a tournament held during the
PCW on September 27th, the
American National Video Games
Team battled a British 'A team
comprised of ZZAP!'s very own
Daniel Gilbert and Julian Rignall.
Ian Machin of CdeVG and Tony
Horgan of  Sinclair User. The US
team have never been beaten in a
tournament and were hot favour-
ites to win the competition.

The final was played out on
Arcadia's new Rockford arcade
machine, with each player having
live minutes to clock up the highest
score. At the end of the competi-
tion, the team wi th the highest
combined score MILS to be declared
the winner.
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Both Julian and Dan played
extremely well, each scoring over
22.000 points, with Ian and Tony
managing 14 , 000  a n d  12, 000
respectively. The  combined U K
score smashed the Americans'. and
the British team was declared the
winner! However. American Donn
Neuart was awarded the accolade
of 'International Player of the
Year' for attaining the contest's top
score. with Dan coming second,
and Julian a close third.

A return match has already been
planned. and the 'A' team will be
Hying out to Las Vegas in January
to battle it out at the CES show, the
American equivalent of the PCW
See you there!

oti

YES
PRIME MINISTER

You're the Rt. Hon. James Hacker MP, Prime
Minister. You have the world at your feet, the future

ahead of you, and Sir Humphrey and Bernard
behind you. Can you carry the Party, the Electorate,

the Can and the Day?
Maybe. But for five days 9

Britain's premier computer game!
Program by Oxford Digital Enterprises.

Spectrum, Commodore, Amstrad and BBC
Cassette E14 95 Disk LI9 95.

Available from W. H. Smiths, Boots and
other leading stockists
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Gorley Firs, South Gorley, Banta SP6 2PS MI: 0425 57077
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SHOWTIME AGAIN
The tenth Personal Computer
World Show proved to be yet
another record breaker, with an
Increased number of exhibitors
and record-breaking attend-
ances of 72,783 Individuals - over
80,000 with repeat vtatts!

Inside the Olympia it certainly
seemed like there were more than

Ws pecked with reviews -  8-
bit, l a -bi t  consoles -  the l ot
There are adventures,  APrall,

ON SALE 19 NOV — £ 1 . 2 5
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that, wtth constant 'people jams'
and the main stairs having to be
closed because it virtually col-
lapsed under the sheer weight of
eager punters! At times we won-
dered what on Earth we were
doing ther e. . .

Believe it or not, preparations
are already under way for next

Don't miss out on
Issue Two!

graphics and music.  There's
Mel Croucher on violence, and
on satellite TV There are pre-
views galore and much much
more -  and we've just run out
of space S o  fi nd out
yourselves. I l
k

year's PCW Show, where It is
expected that games will be more
heavily emphasised than ever
before -  but for those who were

TELECOMSOFT I
SIGNS GRAFTGOLD 1One of the most notable

Ie. T h e  tenth PCW slowly begins to fill up

occurrences of the show was the
signing of a contract between
Telecomsoft (which owns
Rainbird and Firebird) and the
programming team, Graftgold.
The men in question are Steve
Turner (author of Ranarama) and
Andrew Braybrook (Undium,
Paradroid and Morpheus). These
are soon to be joined by the
Zynaps duo of Dominic Robinson
and John Gumming, again both
from Hewson.

Grattgold's Turner said
'negotiations have been
proceeding for some time, and
were very pleased at the
outcome. John and Dominic have
joined us from Hewson, and this
contract will allow us to develop
the programming team. It won't be
long before we're a major force in
software development. '

unlucky enough to miss it this
time around, here's what hap-
pened

The only effect, as far as 64
owners are concerned, Is that the
release of Morpheus could well be
delayed for some time. We'll keep

you posted.
Still on the Telecomsott stand,

future 64 releases included the
impressive kr from the Scottish
team of Doug Hare and Bob
Stephenson, and the conversion
the successful Taito coin-op.
Flying Shark.

Incidentally, an interesting point
is that Firebird's Druid, has
become so popular, that it's now
being converted to the Japanese
Nintendo system!

OCEAN
Ocean had a huge stand which
was packed %tith arcade machines
and TV monitors, but surprisingly
few game demos. One of those
making an appearance was a
brilliant 64 version of the finger-



blistering Combat School. More
news of that next month!

Ocean's catalogue of future
presentations resembles other
houses' available software list,
and videos on the stand
constantly ran promos for
Madballs, the impressive looking
Platoon. Denton Design's Where
Time Stood Still and Flash Point,
the new film licence. Robo Cop,
and Athena's sequel. PsychoSoldier.

Also on display was Match Day
it which is currently being
programmed by Star Paws man.
John Darnell and Bernie
Drummond of Head Over Heels
fame.

The stand's Imagine section
was busy promoting arcade
conversions of Gryzor, Rastan arid
Victory Road, as well as original
releases, including Freddy
Hardest, Phantis and Navy Moves
from Dinamic, the people
responsible for Army Moves and
Game Over

ACTIVISION
Activision's interests were largely
represented in the shape of
System 3, Electric Dreams and the
recently recruited Infocom label.

After Activision's main platform,
Electric Dreams was the most
prominent with its own stand,
complete with extremely loud
music and manned by people
wearing some particularly snazzy
black silken bomber jackets.
Several arcade machines were on
show, including Championship
Sprint, Super Hang-On Firetrap
and Kamov, a Ghosts 'n Goblins
vanEint. However, there were no
64 versions on display...

Activision itself is releasing
Rampage. Knightmare, Predator
(see feature in these hallowed
pages), Galactic Games and an
improved version of their
undeserved best seller. Enduro
Racer. Again, 64 versions were
lacking, with only a barely playable
version of Rampage for visitors to
get to grips with.

US GOLD
The enormous US Gold stand
(complete with kitchen, offices
and boardroom) had several coin-
ops on display to back up their
forthcoming conversions of
Rygar. Gauntlet it, Out Run and
720'.

One of the more unusual
releases was Charlie Chaplin
which gives the player a chance to
direct their own silent movie. Only
a promising Atari ST version was
on show, but apparently the 64
version is going to be very close.

The American software house
Epyx, was also represented on the
stand, but only Street Sports
Basketball was on show for the 64.
Atari ST impossible Mission II had
its debut and looks extremely
good, and apparently a 64 version
should be finished before next
month. We live in hope!

GO!, US Gold's latest label, has
several ma}or releases due out
before December including
Wizard Wita, Bravestarr and a
game based on the Lazer Tag light
guns, which are claimed to be the
best-selling toy in the US!

The new label also has the rights
to three Capcom arcade games:
Sidearms, a two-player
Salamander-styleshoot lam up,
Speed Rumbler, and the popular
Bionic Commando.

Besides its games releases,
GOI is also distributing Mattel's
Nintendo console in the UK - a
sign of the software houses'
increasing interest in non-
software projects.

ELECTRONIC ARTS
AND CRL

Destiny is a new software house
set up by Francis Lee (formerly of
Starlight) whose first release will
be Than Find, described as 'A
tense, all-action arcade strategy
adventure game, featuring last,
fast action',

CRL, now distributed in the UK
by Electronic Arts, has Jack The
Ripper (whose infamous murders
are, by a strange coincidence, a
century old this year), Traxxion. I-
Alien, Vengeance, Jet Boys,
Mandro id ,
-
the  
f o l l o
w - u p  
r o

Cyborg, Thunder Cross andLifeforce. Wow!
Electronic Arts had plenty of

games on display, including Skate
or Die, Mini Putt, the very
impressive Chuck Yeagees
Advanced Flight Trainer and
Pegasus, a hydrofoil simulation,

MICA OPPOSE
One of the most impressive stands
at the show belonged to
Microprose, due to the
overwhelming presence of the
rather splendid flight simulator
promoting Gunship. This was a
standard Apache flight aim.customised to run the PC version
of the helicopter combat
simulator.

All of Microprose's latest games
were prominent, with pride of
place going to Gunship. Soon-to-
be-released games included the
latest aircraft simulation. Project:
Stealth Fighter, and the innovative
Airborne Ranger.

ARIOLASOFT
Ariolasoft's numerous labels have
a large collection of up and
coming titles for the 64. Magic
Bytes have a spoof Olympic
games simulation in the shape of
Western Games. and 1988 should
see The Pink Panther and Torn
and Jerry on the same label.

Viz Design has Werewolves of
London, which should be hairy
affair, and Reaktor has a new
shoot 'em up in store called Out of
this World. Also in the pipeline is
Bushido Warrior and a forced 3D
isometric perspective puzzle
game, Ziggurat.

The Starlight label has but a
single release - a graphic
adventure based on a poem by
Marc Pierson. called White
Feather Cloak,

DOMARK
Domark's stand was ma quiet and
shady corner of Olympia, where
Directors Dominic Wheatley and
Mark Strachan lounged
resplendent in blazers and straw
boaters.

Fun-loving Mark Strachan (loft) and Dominic Wheatley (fight) flank
Jallary Archar and 112-02 on tho Domani stand

Diminutive Jeffrey Archer
graced the stand with his
presence on Wednesday to
promote the new game of his
book, Not A Penny More, Not A
Penny Less. The equally short R2-
D2 was there too, promoting Star
Wars: The Computer Game- yes,
at long last someone has actually
licensed the corn-op. The Atari ST
version looks particularly
impressive, but whether or not the
64 will be able to capture the
flavour of the coin-op original is
another thing entirely.

Also demonstrated on the
Domes* stand was a set of TV
licences which are soon to appear
on the new TV Games label,
including Krypton Factor, a
revamped version of
Blockbusters, Countdown,
Wise r,  and Treasure Hunt.

AND THE REST
Just when you thought old
Pacman had retired to the country,
Cluicksilva go and give him a new
lease of life. Yes, Pacman's back,
only this time he isn't going around
gobbling dots - in Pac-Land, he's
helping a lost fairy get home to
fairyland! The graphics and sound
are certainly looking promising,
but we'll just have to wait and see
whether it plays as well as the

Argus Press Software were
busy previewing Amiga and ST
versions of The Hunt For Red
October, a submarine simulation
based on the novel by Tom
Clancy. The 64 version is currently
in developement and sounds very
promising.Mirrorsoft announced the 64
incarnation of Andy Capp, a
veteran of the Mirror newspaper,
Martech previewed the November
release of Nigel Mansell's Grand

Prix and also &dine, based on the
2000 AD character.

Palace Software were busy
promoting the Shoot 'em up
Construction Kit, which, if you
hadn't already noticed, has
earned itself a yellow gong this
month. Other titles in the pipeline
include the very promising
Rintrunner and Barbarian

Piranha was a year old at the
show, and celebrated with a
tankfull of live, goldfish-devouring
piranhas. A wide variety of
impending releases were also
being shown, including 2000 AD
tie-in Judge Death, a scrolling
shoot 'em up called Gunboat, Roy
Of The Rovers and Trapdoor
sequel, Through The Trap Door.

Virgin were fairly busy, but
nearly all the games on display
should be out and about by the
time you read this Future releases
include Scruples on the Leisure
Genius label and Diplomacy,
which is set for a now year release.

Novagen were in force with
demos of their ST games.
Backlash and Damocles:
Mercenary it Unfortunately we'll
have to wait until mid '88 for the64
version

Endurance Games were
showing off their heavily
publicised board game, Eye, and
Addictive released - wait for it -
Football Manager it, a sequel to
one of the biggest selling
computer games of all time.

It was certainly an interesting
show, and although there were
some very Impressive products
on display for the 16-Bit
machines, the 64 seems to be
going from strength to strength.The next twelve months are
certainly going to be interesting
ones - see you at the eleventh
PCW show.
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CALL IT A SEQUEL...
AND YOU'LL LAND UP FLAT ON YOUR BACK.

Commodore Screens

They called International Karate the best beat-em-up so far. And who are we to argue?
But Archer Maclean has come up with a stunner: A Third FighWr.
Amazing animated background. New moves. Re-mixed music.

And Balls!
Commodore 64/128 Cassette (E9.99) and Disk (El 2.99). Coming soon tor Spectrum and Amstrad home computers.

Mail Order: Activision (UK) Ltd. Units 3 & 4 Lloyds Close, Finedon Road Industrial Estate. Wellingborough. Northampton NN8 4FR. Tel: (0933) 76768
Access, Visa and American Express Cards welcome.

Distributed by Activision (UK) Ltd.
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PONDER!
THE
FUTURE
I was at the PCW show for only one trade day, so I didn't  get a chance
to meet  any readers of the column But ,  I did do the rounds of the
st rategy-produc ing sof tware hourtes to see if anything excit ing was
in the offing, and one thing that  struck me was that  the Americans
were there in force That 's  not surpris ing when were  told that strat-
egy games enjoy far more popular support  and rake in much more
money in America.  and I hesitate to condemn it  as a bad thing as
American strategy games are usually pret ty good. The voluble and
enthusiast ic presence of the American strategy promoters certainly
contrasted wit h the inv is ibility  of Brit ish based companies. There
are, of course, a few dedicated Brit ish strategy publishers whose
commitment  I don't  doubt,  but  what  worried me was the fact that
sof tware houses who have been known to offer the odd strategically
orientated game really didn' t  seem to be interested in promot ing
any thing for the future. The Commodore disk owner is probably
assured of a steady supply of high-quality  American games, but
these are notonously expensive and those who can't afford them, or
a disk drive, are left to pick up the crumbs.

We use the word 's t rategic ' In a loose way when it's a label to dis-
t inguish games in the genre. but applied to the theory of warfare it's
a technical term which means only one level of action in a pyramid
of five.

Wargames tend to operate on one or two of these levels. 'Polit ics•
is defi ned as the determinat ion of a country 's  foreign policy. There
are f ew wargamen which actually give the player a choice about
whet her the country is going to war;  presumably  because if he
decided not to, there would be no game toplay 1 But there are games
whic h at tempt  to s imulate world management ,  like Armageddon
Man

•Grand Strategy' is the formulat ion of war aims and policy, and the
creat ion and maintenance of alliances Alliances  tend not to come
mto solitaire computer games, but  board games which s imulate
ent ire wars and involve more than t wo players certainly do. 'Strat-
egy' itself  is the planning of the campaign economically  and effec-
t ively to achieve the grand strategic aims This  is often simulated by
the resnurce•spendmg screens in wargames,  when the player is
asked to dish out  so many supply points and so many points of air
support.

'Grand tactics' brings us to the actual deployment  and movement
of forces on the field of battle, and it is on this level where most war-
games find their main area of play. The level of most detail is 'tactics',
and this is s imulated in games which recreate a smgle battle. 'Tac-
tics' is the management  of small forces in the field, down to the hand-
ling of weapons by indiv idual soldiers. Thus, 'machine s imulat ion'
wargemes  can be said to be almost purely tactical.

in real warfare the tespteksibility for taking decisions on each of the
five levels wuuld rest wit h dif ferent people Polit ic ians, on the whole,
rfecide what  foreign policy wi l l  be and whether or not  to go to war;
generals take the strategic decisions in obedience to the grand
strategic object ions worked out by the polit ic ians, lower-rank ing
officers make on the spot decisions about the deployment  of troops
on the field, and the soldier wit h the gun in his hand makes the ulti-
mate decision to fire Comput er wargames can and do put the player
in all these posit ions eiwepl, the last, whic h alight  in the end be the
most important  and the most problemat ic  I  wonder if there's a moral
in this?



RUSSIA
SSG. E141,95 disk

t w a s  T s a r
Nicholai I  w h o
passed j u d g e -
ment  on  Napo-
leon s f a i l e d
at t empt  t o
invade Rus s ia:
'Russel has t wo
generals

w nom sne can confide — General
Janne' and Fevner I t  was a ies•
son o f  h i s t o ry  w h i c h  Hi t l e r
notonously c h o s e  t o  i g n o r e
when he mounted his own inva-
sion in  Wor ld  War  11, and  t he
Axis a r mi e s  s u f f e red  h e a v y
losses i n  t h e  f u t i l e  s t rugg le
against t h e  Rus s ian  wi n t e r ,
Over four years, 50 mil l ion men
fought o n  t h e  Rus s ian f ront .
According to the int roduct ion in
the rulebook  of  this  s imulat ion
of t he campaign,  20  mi l l ion o f
them were casualties.

Looking at the glossy package
of this very t radit ional war genie
from t h e  Aus t ra l ian c ompany
SSG, the purchaser is given the
immediate impress ion that  this
is a quality  product  of some sol-
ity. There's  a 72 page rulebook,
two shiny full-colour card maps
showing the ent ire area of  play
wit h det ai led t errain mark ing,
four cards wi t h  tree diagrams of
the menus that  drive the game.
a strip of printed labels to make
your save game disk look neat.
and a f orm wh ic h  ent it les  t he
first-tune buyer to a complimen-
tary copy of the house magazine
'Run 5 ' .  A l l  o f  t h is  nat ura l ly
made me  expec t  t ha t  wh e n  I
loaded t he game itself  I  wou ld
find something t hat  looked like
it h a d  b e e n  p rog rammed  i n
somebody's l u n c h  b reak  a n d
took t went y  minutes  to process
the computer's turn, I was pleas-
antly surprised. On-screen. Rus-
sia looks hke a t radit ional wat -
game. wh ic h  t ries  t o  conv ince
the player t hat  army  div is ions
are rectangular,  and t he speed
of computer mov ement  is won-
dero us

These are the aesthetics Th e
game itself  aims to recreate the
entire four-year Ax is  campaign
against the Russians, s tart ing in
1941 and las t ing for 48 mont h-
long turns.  To ease t he baffl ed
player into this feat of wergam-
ing endurance,  t here are t hree

snorter scenarios which,  in  the
usual nat ure  o f  t hes e games .
concentrate on smaller,  specific
batt les T h e  t h r e e  s ma l l e r
scenarios al low you to take con-
t rol of a part icular army 'group'.
Noah,  Cent re or South. fi ght ing
over a small port ion of the map.
In t h e  c ampaign scenario y ou
have cont rol of the whole army
and the f reedom of much of east-
ern Europe.

The game is driven by a series
of branching menus,  whic h dif-
fer s l i g h t l y  b e t w e e n  t h e
scenarios a n d  t h e  c ampaign.
The designer s wel e clearly wor-
ried that some players might  get
lost amid the trees, and so dia-
grams are prov ided for startup.
game designing, and playing. To
give some idea of t he system's
complexity ,  t here are eighteen
menus  associated wi t h  play ing
a scenario. This  is a headache to
get  t o grips  wi t h  at  fi rst ,  but  I
found that  I familiarised myself
wi t h  t he order of  play  surpris -
ingly  quickly. One chapter of the
extensive ru lebook  t ak es  t h e
player t hrough t he fi rst  t urn of
the Leningrad scenario step-by-
step, and although this took me
about  three quarters  of  an hour
to work  through,  I  was  able t o
enter s ubs equent  t urns  i n  no
t ime.

Af ter t he usual preliminaries
of choos ing a  dif fi cult y  level —
you can opt  for a minor,  moder-
ate or major advantage to either
side, wh i c h  is  wo rk ed  ou t  i n
terms of  t roop numbers  — the
player is launched s t raight  into
the chosen scenario. The map in
Its ent i r i t y  i s  d iv ided u p  in t o
twelve sectors, and the scenario
takes place on t hree or f our of
them lone sector corresponds to
what  fi lls  a  screen).  Terra in is
represented in an unobject iona-
ble sort of way, but  the display is
enhanced by  t he  pr int ed ma p
whic h comes wi t h  the package.
It i s  useful t oo  f or ident i f y ing
cities. My  one complaint  about
the screen display  — and it 's  a
fairly  s t rong one — is that  c it ies
are no t  s hown c learly  enough.
The who le  o f  t he gameplay  is
centred around the pursuit  and
capture o f  cit ies, and  it 's  very
diffi cult  to see them properly  on
the sc reen.  Fo r  s o me  reas on
they have been drawn as a col-
lect ion of neut ral git ey blotcnes,
and b lend  in t o  t he  scenery.  I
would like to see large, solid red
beacons!

The u n i t s  a r e  s h o w n  a s
rectangles oc c upy ing a  s ingle
hex_ There's  a degree of limited
intelligence,  a n d  y ou  c an s ee
more or less what  type of troops
your opponent  has  — whet her
they 're tanks  or inf ant ry  — but
only t he cont rolling player can
see the specific classification.

One o f  t h e  me n u s  a l l o ws
access t o a number of  informa-
t ion screens, and you can call up
displays onto the map s howing
the communicat ion value for the
hexes, ra i lway s  lines,  t he con-

O. T h e  map tor Russia is displayed in all its glory

t rolling s ide o f  each hex ,  and
what  the map would look like if
It wasn't  c lut tered up wit h units.
The amount  of informat ion avail-
able for inspect ion is formidable
and, at  first, rather alarming.

The Axis army  is div ided into
three army  groups ,  wh ic h  can
consist of up to six 'armees'. The
armees can in  t urn cont rol s ix
korps. There ' s  a  k ind  o f  com•
mand hierarc hy  bec aus e t h i s
can be confusing at first, and the
player has to give orders at  t wo
dif ferent  levels. An unusual fea-
ture is that you don't  actually tell
units to go to part icular hexes,
so you can't  fi ght  the enemy by
arranging y our  unit s  i n  pret t y
pat terns of your own choosing
Each armee is  given a general
'doctrine',  w h i c h  de t e rmines
what  i t s  a i m  w i l l  b e  ' Ma i n
Effort ' is the s ignal for an offen-
sive, and when this is chosen the
armee is target ted on a v ic inity
wi t h in seven hakes  — less, i n
adverse weather condit ions—for
the armee headquarters  There-
after, unt il the city is captured or
the az mee' s doctrine is changed,
the korps units  at tached to that
armee m o v e  f o r wa r d  I n  a n
at tempt  t o  reac h and c apt ure
their object ive.  I f  enemy  unit s
get in the way, they fi ght  therm
Their exact course is deter mined
by the computer and is not under
the player's control at all.

The armee doc t r ine c an  be
'normal' ,  in  whic h case i t  does
little_ b u t  is  s u l l  able t o  fi ght
well,  or it can be ordered to rest,
whic h e n a b l e  t h e  t roops  t o
recover t heir  s t rengt h quick ly ,
but  puts the korps at a disadvan-
tage if they re attacked.

Once t he armee doc t riee has
been selected, t he player gives
orders to each indiv idual unit  or
•korps'. Th e  range  o f  opt ions
open to the kotps is determined
by what  t he armee doc t rine is_
and whet her  or not  t he unit  is
next t o an enemy unit .  Nex t  to
the enemy, a korps whose armee
is on ' main effort*  can assault ,
probe, defend or retreat, and the
player allocates ground support
and air support  in points.

The condit ion of each itorps is
given in a general way- Sutprui-
ingly, t here is  no  indicat ion of
exact numbers  of men: the state
of  the unit  is described in terms
of t h e  t roops '  c ombat  ex peri-
ence and t heir fi tness. Casual-
t ies a r e  g i v e n  i n  t h e  ba t t l e
reports, bu t  t here seems t o be
no way  of referring back to this

Each armee has an indiv idual
supply  of  ground support  units
whic h can be dis t ributed to the
kotps. and t he al l  supply  units
come o u t  o f  a  genera l  a r my
group pool. I f  the supply lines of
a korps  get  cut  of f ,  t hey  can' t
replenish t heir OSPs, b u t  t heir
supply  o f  ASPs is  unaffected_
The prov is ion o f  bas ic  s upply

points i s  af f ec t ed b y  s upp ly
lines, too, and a novel statist ic is
the *adminis t rat ion'  factor. This
is an indicat ion of how organised
and ready for combat a korps
According t o  t he  ins t ruc t ions .
the ma x i mu m v alue o f  seven
means t hat  ' a l l  t he  f orms  are
Pilled ou t  and t he  a rmy  c amp
barber has sharpened his razor'?
When the fi ght ing starts, things
gradually  bec ome more  disor-
ganised. An armee can't  launch
into ' ma i n  e f f o r t '  un les s  i t s
adminis t rat ions a n d  s u p p l y
points are high enough, and low
values make them vulnerable.

Af ter ad jus t ing a rmee  doc -
trines a n d  g i v i n g  i nd i v idua l
korps orders,  t he player wades
back t h rough  t h e  menus  and
hits ' Ru n  5 ' ,  Th i s  c ommand
seems to be the SSG buzzword,
and executes t he turn.  Bat t les
are resolved,  and  t he  player's
and t he  c omput er uni t s  mov e
instantaneously  and s imultane-
ously. N o  s t a r i n g  a t  t h e
wallpaper—It 's  over in seconds!

The p r o g r a m prov ides  f u l l
facilit ies t o  c reat e  y ou r  o w n
scenarios. Because you can alter
almost  ev e ry  s ing le  v ariable,
inc luding t h e  po in t  v alues  o f
cities, wi t h enough patience and
interest  you can set  up for any
Russian Front  batt le. Alt hough I
haven't  seen a copy, t he com-
pany magaz ine ' Run 5 '  pnnt s
statist ics for further scenarios.

Every thing t h e  f ul l -b looded
wargamer could want  has been
prov ided i n  t h i s  g a me ,  a n d
moreover i t ' s  eas y  t o  hand le
once you've learned the system.
Nothing interrupts  or irritates —
except perhaps  t he  choo-choo
noise of units t ravelling by rail —
and I found it completely absorb-
ing. Defi n i t e l y  a  wo r t h wh i l e
investment,

PRESENTATION 91%
13eautiful p h y s i c a l  c o m p o -
nents, s moot h operat ion and
thoughtful  touches
GRAPHICS 75%
Pleasant enough, although the
cit ies are unc lear on t he map
screen.

RULES 90%
A  lack  of  extens ive his torical
informat ion is made up for by
the e x t r e m e l y  t h o r o u g h
descriptions o f  t h e  g a m e
mechanics.

PLAYARILITY 89%
The branching menu system.
once learned,  makes play fast
and compelling

OVERALL 9 1 %
One of the best t radit ional war-
games I 've seen — thoroughly
recommended_
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LORDS OF CONQUEST
Electronic Arts, E12.95 disk

n its back cover,
Lords o f  Co n -
quest describes
itself  as 'a great
st rategy game'.
I 'd ag ree  w i t h
that. Howev er ,
I 'd hes i t at e t o
agree w i t h  i t s

other c la im:  ' be t t e r  t han  any
board game'
. It is not a war game. Alt hough
It concerns itself  wit h conquest,
It is  of  t he mos t  abst rac t  k ind.
Lords of  Conquest  is an at t rac-
t ive at t empt  at  a computer ver-
sion of  the type of glossy board
games w h i c h  k e e p  s t udent s
who  hav e bet t er  t hings  t o  do
wi t h  t heir t ime dice-rolling and
negot iat ing unt i l  four o'clock in
the morning.  And the designers
have ma d e  g o o d  u s e  o f  t h e
opportunit ies  for frills, extra bits
and eas ily -adjus table paramet -
ers af f orded b y  t he  c omput er
medium.

STRATEGY

O. T h e  stylised Lords of Conquest battlegrounds

ritories wh ic h  are inaccessible
except by crossing water.

At  the start, the player is given
the opport uni t y  t o  adjus t  t h e
parameters.  This  seems to mean
the adjus tment  of  a f ew s imple
diffi culty  scales, but  the nature
of the game is changed quite sig-
nifi cant ly  by the player's choices
at t h i s  s t age.  Th e r e  a re  fi v e
'levels',  w h i c h  g o v e r n  h o w
many t y pes  o f  resources  a r e
available and what  you can use
them for.  O n  t he 'beginners 's '
level t h e r e  a r e  o n l y  t w o
resources, gold and horses. On
the 'adv anc ed lev e l ,  y ou  c an
have a l l  fi v e  resources ,  gold.
horses, i ron,  c oal  and  t imber,
and y ou c an bu i ld  boats  wi t h
them. Play ing on t he fi rs t  t wo
levels, wh i c h  don' t  a l low boat
building,  realis t ically  has  t o be
restricted t o  maps  wi t h  s ingle
land masses. The diffi culty scale
is a  s eparat e  quant i t y ,  a n d
ranges from 1 to 9. On level 1 the
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Lords o f  Conques t  presents
the player wit h a map — one cho-
sen o u t  o f  ma n y  — wh i c h  i s
div ided in t o  territories_ Thes e
territories are under the cont rol
of one side or another (the prog-
ram a l l o ws  f o r  u p  t o  f o u r
players). The gameplay  concen-
trates o n  ac quir ing t err i t or ies
that were the right f ul propert y
of the computer,  or one of  your
friends. I f  t his  were  an end in
itself, t h i n g s  m i g h t  b e  t o o
simplis t ic ;  but  the ult imate aim
is to build cities on your own ter-
ritories by means of wealth gen-
erated by those territories which
produce resources ,  s o  mo n e y
rather t han  p o we r  is  t he  real
name of the game.

There are t went y  maps  bui l t
into t he program,  represent ing
places l i k e  Europe.  t he  Car ib-
bean and the Sea of  Japan in a
very s t y lised way .  So s ty lised
that  it  doesn' t  really  make any
dif ference that  a handf ul of  the
maps are of  fi ct ional places like
• Boarderiandsr. S o me  o f  t h e
maps a re  s ing le land-masses,
but  mos t  hav e groups  o f  t er-
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player is  giv en f our  t emt ones
more than the computer,  and on
level nine, four less.

The play er c an als o choose
whet her to play  wi t h  a chance
level o f  low,  me d i u m or  high.
This  affects the basic nature of
the gameplay  too. A low chance
level means that  the outcome of
attacks can always be predicted.
and so the game is very severely
strategic. A  h igh  chance lev el
means, essentially, that  dice are
rolled. An attack whic h is num-
erically s t ac k ed  aga ins t  t h e
opponent  has a high percentage
chance of succeeding, but  there
is always a random element  and
any at tack can fail — or indeed.
succeed. I  f ound i t  t o be more
natural and more interes t ing to
play on t he h igh chance level.
The r u l e b o o k  p r o mi s e s  a
tougher computer opponent  on
low chance, but  the game seems
to be des igned for dice-rolling.

Af ter select ing for a few minor
options, l ike whet her  or not  to
be r e g a l e d  w i t h  mus ic ,  t h e
player is presented wit h a blank
map and asked to make a choice

of t err i t or ies .  Co mp u t e r  a n d
player s elec t  al t ernat ely  un t i l
the whole map is c laimed,  and
this part of the game is as impor-
tant  as any  other,  so muc h so
that  first choice of territory is one
of the advantages you can select
for yourself,  and I preferred it  to
first attack. The safety of a territ-
ory depends  very much on how
many territories of your own sur-
rounds it ,  so it 's  a good idea to
get  y o u r  res ourc e-produc ing
areas n i c e l y  embedded.  T h e
computer's  tac t ic  at  this  s tage
seems t o  b e  t o  prev ent  y o u
building up too s t rong a power-
block, and to place its territories
beside any of yours that look val-
uable.

I played t he beginner's  level
first of all, but  soon realised that
the game is much more interest-
ing when all five resources are in
play. Certain territones, bearing
the appropriate symbol, produce
resources every turn. During the
selection s t age t h e  resource-
produc ing t errit ories  a re  obv i-
ously the ones to take first, and
the game revolves  around t he
capture of the enemy's.

The game is  organis ed in t o
mult i-s tage t urns ,  s uppos edly
represent ing y e a r s .  F i r s t l y .
except i n  t he  fi rs t  t urn,  bo t h
sides hav e t he  chance t o  us e
their resources to build either a
weapon,  a  b o a t  o r  a  c i t y .
Weapons are invaluable in com-
bat and cost eit her t wo gold or
one iron and one coal_ Boats can
be bought  wi t h  three t imber or
three gold. Cities, which win the
game, cost four gold or one each
of the other resources. Cit ies  are
a good buy  because they  count
towards  t he  v ic tory  condit ion,
they h a v e  a n  at t ack /defence
value i n  themselves,  and  t hey
double t he produc t ion o f  t hen
own territ ories  and those sur-
rounding i t .  Y o u  c a n  c hoos e
where t o  s i t e  a n y  dev eloped
item, and because of the relat ive
immobil i t y  o f  we a p o n s  t h i s
needs careful thought .

A produc t ion phase follows ,
and you can wat c h wealt h roll-
ing int o t he computer's  coffers
or your own. On the high chance
level, produc t ion might  not hap-
pen. The reasons given for this
are entertaining,  and display the
cheerfully art ifi c ial nature of the
game. So far I 've seen ' legalis t ic
excesses', 'out break  of  sanity ',
' terrible he res ies ' ,  ' f e v e r i s h
apathy ' a n d  ' a s t o u n d i n g
prophecies* prevent ing produc-
tion. I 'm st ill wait ing for ' feeble
excuses prevent  product ion' l

On the highest game level you
can mov e weapons  and horses
in the next  phase. I preferred to
play wi t h o u t  t h is  refi nement .
The restric ted movement  of the
second-highest  level seemed to
make things harder,  and call for
more c a r e f u l  p l a n n i n g  o f
strategies. You do get the oppor-
tunit y  to move your stockpile —
the t err i t ory  i n  wh ic h  al l  your
wealt h is kept —
.
w h i c h  i s  
a d v i s a
-

ble i f  i t  looks  l ik e t he  enemy
might  be in posit ion to capture it.

The real business of the game
comes in the next  phase, whic h

is c onques t .  E v e r y  t e r r i t o r y
whic h is bordered by an oppos-
ing t err i t ory  has  s ome sort  o f
chance o f  be ing at tacked.  I t s
defence value is work ed out  in
s t raight forward n u m e r i c a l
terms, and is determined by how
many  f r iendly  t emt or ies  s ur -
round it ,  and whet her it  or any
territories next to it have a horse
or weapon or c ity in them. Af ter
a bit  of practice it 's easy to work
out  roughly  what  at tacking and
defending values  are,  b u t  you
don't  hav e t o  do  i t  yourself  —
there's a lway s  a n  inf ormat ion
menu available,  whic h tells you
the force count  of  any territory
on the map.

In practice, I found that it was
a great advantage to be the first
boat -owner on t he board.  The
computer doesn't seem to antici-
pate attacks by boat  very  well,
and if  you load your ship wit h a
horse and  a  weapon,  i t s  t ot al
at tacking value is seven.

The game can be over quit e
quickly, es pec ia l ly  o n  t h o s e
maps which only have a few ter-
ritories. There is  no  fac ilit y  t o
quit  a game if you see your posi-
t ion is  hopeless,  bu t  t he com-
puter opponent  is  adept  at  I t .
Lords o f  Conques t  is  t he only
game I 've ever played in whic h
the computer is programmed to
be a  bad loser.  I t  abandons  a
game w i t h  s urpris ing abrupt -
ness wit h messages like 'I know
I 'd win if we kept on, but I've lost
interest  f or  s ome reas on'  and
'You mus t  have cheated,  but  I
can't  s ee how' .  Th i s  c an ge t
irritat ing!

When y ou'v e play ed Out  a l l
t went y  maps  y ou can ask  t he
computer to generate a new one
randomly  or create one yourself.

I have some doubts  about the
balance of  t he game — it 's  too
easy t o  wi n  t oo quick ly  — but
there's  no quest ion that Lords of
Conquest  i s  ex t remely  enjoy -
able Th e  poss ibilit y  of  endless
maps doesn't  ent irely  make up
for t he lack of  other varied ele-
ments, but  although each game
follows muc h t he same sort  of
course I  f ound I  could play  as
many  as I had t ime for in succes-
sion and st ill be eager to load it
again. Don' t  expect  a sophist i-
cated wargame,  but  as a strat-
egy g a me  f o r  re lax at ion i t ' s
addict ive.

PRESENTATION 80%
Of a  h igh  s tandard,  and  t he
irritat ing jingles can be turned
off.

GRAPHICS 69%
Reasonable, but  nothing spec-
tacular
.RULES 7
1
5 c
1
/0

Adequate,  but somet imes a bit
diffi cult  to find a specific piece
of informat ion

PLAYABI MY 89%
Very more-ph

OVERALL 86%
Very enjoyable.



Stealth Fighter.. .the hottest topic of conversation in aviation
circles today. Space Age technology and engineering make
these aircraft virtually undetectable by  enemy radar
.Stealth Fighters are believed to be in operation, flying the
most sensitive missions,flown by a superior class of piloefou
can experience that thrill of flying a revolutionary aircraft,
previewing the edge of the future.
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PROJECT: STEALTH FIGHTER. Another brillant simulation
from MicroProse. Available for the Commodore 64/128K.
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No h e ro e s N o  Foe . O n ly pure
skill a nd  te ch n o lo g y a s yo u  gu ide
yo u r Lazar b e a m s t h ro u g h  a  se a  o f
da nge r,  a  p yra m id  o f  o b sta cle s re fl e ct
I t f ro m  m irro rs,  bounce  I t  o f f  w a lls.
de fl e ct  it  t h ro u g h  le nse s. e ve r
ca lcu la t ing  th e  Jingle s. ca re f u lly
Judging i t s  pa th  t o w a rd s th e  hom e
re ce ive r a nd th e m — a n o th e r 5 9  le ve ls
o f  true rtra t ion a nd m in d  bogg ling
I ntrigue ,  Ad d ict ive .
C om pulsive -  O n ly f o r
those  w h o  ca n
w it h st a n d  d e f e a t

BASIL THE GREAT 1 1 1 1 ,MOUSE DETECTIVE
F ro m  th e  b a se m e n t  o f  2  2 1 b
i la ke r  St re e t . Be a ll a nd h is
fa ith fu l b loodhound  T o b y
ve n t u re  f o rw a rd  I n se a rch  o f  the
d a st a rd ly R a t iga rie  h ide out  w h e re
poor D r. D a w so n  is he ld a g a in st  h is
w ill. Wh a t  clue s d o  th e y u n co ve r
a m o n g st  London 's f e m o u s
La ndm a rks?  Wh a t  d ie guise s
do t h e y a d o p t  in  m o vin g  a round
the  ro d e n t  u n d e rw o rld ?  We
e le m e n t a ry m y  de e r e n t h u sia st
the  a n sw e rs a re  in  the  ga m e . The

skill t o  u n e a rth  thorn!
ta le e t ion is do  yo u  h a ve  the
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V•00011. M a n  a n d  in e d lin e  in  va lia n t

de fe nce  o f  the  w o r ld  a n d  it 's
t re a sure s-  An  e xh ila ra t in g  cha lle nge  t o

a il g a m e r .  w h a t e ve r t h e ir in te re sts-
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grue lling  m o m e n t s,  yOuM  be  ba ng ing
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- aid Ifs back to normality
1st months mega 3D tips
II_ It's not all bad though

• there are some useful
POKEs to type in during thes,
!ark, cold evenings, includin.
working version of the fault

cheat printed a
issues back! Hope

it of use — there
tily enough compl•
-
i
the •r  t i p s  roll

SSISTANCE
The following tips are especially for those who've
bought the absolutely superb Lucas film Prestige compilation.

THE EIDOLON (Activisionl
This seven headed horror is the
dragon found on level eight.
He's not at all nice, in fact he's
downright nasty. So how do you
go about killing him? Well, it all
sounds quite simple, but it most
certainly isn't. This dragon is a
combination o f  a l l  o f  t h e
previously e n c o u n t e r e d

dragons, so each head has to be
disposed of in the same way as
It was before. In other words,
start off by shooting the dragon
with three red fireballs to get rid
of the first head, then four yellow
fireballs
! 
f o l l
o w e
d  
fi
v
e  
g
r
e
e
n ,

six
and -

work, especially as it's throwing
a mega-wobbly and is lobbing
copious amounts of fireballs in
your general direction!
Watch your energy level doesn't
fall too low, try not to panic, and
make s ure  th a t  y o u  ha v e
someone tapping away on the
space bar to collect any fireballs
thrown at you by the dragon, as
this is a great help. I f all else
failk start praying!

BALLEILAZER
fActivisionj
Matthew H o d g s o n  o f
Beckenham, Kent has managed
to shut out Droid nine in 34.2
seconds —  impressive, e h?
Here's how he  manages to
score so quickly
Just before the plasmorb is
ejected into the playfiekt, move
right and stop dead when you
are about four squares away
from the edge. Push the joystick
forward and when the plasmorb
enters the grid, go for it. Keep
moving forward for a couple of
seconds o n c e  y o u  h a v e
possession of the  plasmorb,then veer le ft towards the
goalbeams. With practice you
should be able to score every
tome. N o w  t r y  i t  against
someone else who's just read
these tips for some interesting
developments!

THE EIDOLON (ActIvisionj
Here's a well tab listing which gives you unlimited energy and
unlimited time to bash those 'orribki dragons, courtesy of
Cuddly Cm Yates, half of the all-singing, all-guitar playing
Sensible Software team. Plonk The Etdolon tape into the CZ%
type in the listing, RUN i t and complete the operation by
pressing play on tape.

I
/

•  o 10FORA--320 TO383:READB:C,-C+EI:POKEA,B,: /t

Is; NEXT

s
••  i 20 IF C6983 TNEN PRINT "ERROR1 (SLEEP) ":END :o•,/ 30 PR/NT CHRS (747) "INSERT EIDOLON, t

e l  THEN .. .  "

le
I .

4
,
1  
4
0  
S
Y
S
3

I•  : 500 DATA 169.1.170.160,0,32.186.255,169
510 DATA 0.32,189.255, /62,1./60,8,32

•  /

I 520 DATA 213.255,169,76,141,242,3,169

/

es 530 DATA 1
0 2 ,  /  
4 1 , 2 4 3
,
3 , 1 6 9 ,
1 . 1 4 / . 2
4 4 , 3

i

et 540 DATA 76,13.8,109,7.141,29,16.769
•o 550 DATA 1/5,141,28,16,76.0.16,169,173
.
1
1 
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8
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9
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2
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1
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7
8
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/  
/
5

•  / 570 DATA 76,0.76

KORONIS RIFT (Activisionl
Alan Smith of Whitehall, Bristol has come to the rescue of those
Technoscavengers who are running into problems on the later
levels of the fractal sci-lo epic. Type on the listing, RUN it and
follow the on-screen instructions to load Koronos Riff with a
difference

/ 1 REM SY ALAN SMITH
•  s 0 REM INVINClettrrv

•  P o K E s  FOR KORON/S RIFT 110

o

'
i
s 
1
0 
A
,
-
-
-
3
2
0

V.

•

•  i 20 FOR T-=- 0 TO 64:READ Z i1 30 POKE A-I- T.Z.S---, S +2:NEXT
l
e

1

: ;  35 IF S<>6483 THEN PAINT "ERROR IN o  •• I  DATA '':END

o• s 40 PRINT CHRS(147)
t •

I

Is SOP oRINT "INSERT KORONIS RIFT TAPE THEN l e
I KEY"/111 PRESS A

'I', 60 GET AS.:OF A "
..t.,..” THEN GO l e

t
Os 70 SYS 320i

•  8 0  DATA 169,1170170

0 100 D
A T /
6 9 .  
7 6  
1
6 0
,  
0
,  
3
2
,  
.
2
5
5

01 28055DATA 169, 0.32, 189,255, 162,1,160.8,32,213,
• I  1
6 9 ,  
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1
4
1
,  
2
4
4
,  
3
.  
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,
3
.
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9

, 13, 8•  / A  , 1 4 1 , 2 4 2 , 1 0 2 , 1 4 1 . 2 4 3 , 3 ,
o
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•
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7
6
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O
.  
2
3

9, 110 DATA 169.1, 141, 26.23, 169, 1/4, /41,29.23O
s

I 120DATA 169 234

l e

I .

I
*l e0
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•
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TIPS

SOMETHING HORRIFYING AND IN
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TIPS

HEAD OVER HEELS (Ocean)
if you're still having problems with Ocean's brilliant  30 isometric
perspect ive arcade adventure,  try out this unlimited everything
list ing. Just type in the program and RUN it for infi nite lives,
shields and doughnuts!  Thanks to Sean and Adrian Meads of East
Oakley, Hants.

fi l
:  
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0  
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2
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•
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O
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.
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•
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l e
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ZYNAPS (Hewson)
Great stuff! Some really neat
POKEs for Hewson's ace shoot
'em up ,  courtesy o f  Justin
O'Brien o f  Highfield, South-
ampton. The trouble with the
unlimited lives listing printed a
while back is that you still return
to the beginning of a level when
you die -  the following POKEs
make things a little easierl

First of all, load the game as
normal and reset the computer.
If you want boring old unlimited
lives enter

POKE 47106,234 (RETURN)
POKE 47107,234 (RETURN)
POKE 47108,234 (RETURN)

However, if you want to prog-
ress aut omat ic al ly  t o  t he nex t
level when you die, rather than
return to the beginning of the
current o n e  t r y  o u t  the s e
beauties

POKE 47106,76 (RETURN)
POKE 47107,31 (RETURN)
POKE 47108,184 (RETURN)

Okay, how about progressing to
the next level when you die, but

still fa c e  th e  s a me  a ttack
waves? Confused? Just enter
these a n d  a l l  w i l l  b e c o m e
clear

POKE 47106,238 (RETURN)
POKE 47107,33 (RETURN)
POKE 47108.185 (RETURN)

By t h e  way ,  b e  c aref ul  wi t h
these, as the computer crashes
after the last level -  abort the
game before you get that far. If
you want to play the same level
a couple of times, and then go
onto the next one, try these

POKE 32839.184 (RETURN)
POKE 32831,31 (RETURN)

When your ship is destroyed and
the b l u e  Zy naps  l o g o  i s  d i s -
played -  ge ntly  t a p  t h e
RESTORE key to progress to the
next level. Be careful though, as
the computer crashes I f  you
press RESTORE a t any othertime.

When you've made all your
changes, restart the game by
entering SYS 32768. Fun, eh?

70 ZZAP! 64 December1987

MICRORHYTHM
(Firebird)
Have you got  a disk drive? if so.
do you use Firebird's mini drum
machine? You do? Oh good, you
can u s e  t hes e  J i m Black ler
POK Es to enhance your life. Just
load t h e  program,  res et  t he
computer and enter the follow-

POKE 5631,8POKE 5667,8:SYS
7103

You'll n o w fi nd t hat  press ing
keys F5 and F7 loads and saves
(respectively) the song and bars
to disk. The only t rouble is that
all t iles are called DRUM DATA,
and therefore you may only have
one per disk side. Still, I woul
complain

NONTERRAOUEOUS
(Mastertronici
Thank goodness -  s ome unli-
mited lives POKEs for this huge
arcade adventure. Just load the
game, reset  the computer and
enter

psyche)
E 30424.173 ( Fo r  I nt l

b o
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K
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)
2
8
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9
.
1
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e

And SYS 30633 to restart.
again, thanks to Sean and Ad
Meads. -  •

THE LAST NINA (System 3)
Eeekt Th e r e  w a s  s omet h ing
wrong with the lis t ing printed in
issue 30 which causes the c om-
puter to crash. Fortunately  Zol-
tan Kelemen has supplied a fully
work ing one -  so that all you ail-

ing Ninjas  can k il l t hat  elus ive
Shogun! Just type in and check
the lis t ing type RUN and press
play on tape. How easy could itbe?

I
l
l
;
1
,
A
:
C
.
C
-
o
-

* I  3 POKE 649,0:FOR1-.579

•  4  FO T O  640:READ A:POKE :  •
: R  1...31722 A:NEXT1  TO 31735:READ A:POKE
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T
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62. 1, 168. I •
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f •
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EXPE ENCE

• WINTER OLYMPIAD'

ADDISON INDUSTRIAL ESTATE • BLAYDON • TYNE & WEAR • NE2I 4TE • TEL 091 414 461 I

Winter Olympiad'88 is
undoubtedly the best winter sports
simulation to date. It features the
classic winter olympic events;
Ski Slalom, Giant Slalom, Two man
bob, Ski-Jump, Biathalon and Speed
Skating. These have been depicted
in a way not seen on any home
computer before. The result is a
phenomenally realistic and

•  spell-binding game.
Available on the following formats:
- CBM64, BBC/ELECTRON,

ATARI 49.95
SPECTRUM, AMSTRAD,
C16/+4 £7.95
DISK - BBC £14.95

- MASTER COMPACT £14.95
ATARI 8 BIT £14.95
ST. £19.95 AMIGA £19.95
IBM £19.95



SIOA) Commodore 641128 Cassette (f9.99) and Disk (E12.99) ZX Spedrum 481(1T28k1+ (f9.99) Amsbad CPC Cassette (11
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.99)  1Mail Order: Activision (UK) Ltd, Unit 3 8 4 Lloyds Close, Finedon Rood Industrial Estate, Wellingborough, Northam
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ELECTRIC DREAMS
S O F T W A R E

Z Z A P !  6 .  ' A N O T H E R  D V
A T  T H E

svtgs

A R C A D E S

Officially licensed from the greatest
motorcycle racing game, the thrills are s
real we considered making a helmet
compulsory.
Four skill levels.
Four music tracks.
Push your turbo charged racing machine
into 18 progressive stages racing across
Asia, Africa, America and Europe.
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Dragonfly rnust quIckly avotd a loint attack fromF A NC and a land-based missrle
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Snake Eyes forges ahead to clear a
safe path for A VVF Striker

Cornmod
c
'
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•

Gang of Five meet Action Force'''.
Virgin's Gang of Five have created
the excitement of an Action
F
o
r
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e
T
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o
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computer
COBRA, the enemy, are attacking
the military installation on the
island of Botsneda. AWE Striker
has been enlisted for the
dangerous mission of rescuing
classified information from the
war-torn eastern sector

Your part in the mission is to
cover AWE Striker from the air In
the Spectrum version you am
Snake Eyes, air-borne with a
helipack In the Commodore
version you control Dragonfly
helicopter Both feature smooth
scrolling, excellent graphics and
fast arcade action that Gang of
Five are famous for You must
dear a safe path for AWE Striker
to successfully complete the
mission.

Commodore 64/128 cassette £9.95,
Spectrum 48/128 cassette f  995
Spectrum + 3 disc /14,95

Please send me ACTION FORCETM.

Please make crossed cheques or postal
orders payable to Virgin Games Ltd and
send to Virgin Games Ltd, 2/4 Vernon Yard,
Portobello Road, London WI 1 2DX.

Commodore 64/128 E9.95 cassette
S p e c t r u m 48/12819.95cassette

Spectrum + 3 I14.95 disc
Name
Address

PLEASE DO NOT POST COINS OR MONEY
, T o t a l  
e n c l o s e d





Led by Judge Death, Meg T i s  being
terrorised b y e  Dark Jud e y  are
dedicated to stattiping out h e y  believe is•
the ultimate crime in the U e  l i f e  itself!
As Judge A ndetze o n e  to face
the onslaught ofb r i m
colleagues, Fear, F r t l e .  Only your
psychic powers an f t e  guns can save
Megacity. And when the battle is won on
Earth you still face the final conflict on the
Dark Judges home territory. Deadworld.

kalla -

Programmed by Andromeda Software.

Spectrum, Commodore and Amstrad cassette
E9.95.
Commodore and Amstrad disc E14.95

Release schedule and further details from
Helen Holland, Piranha, 4 Little Essex Street,
London WC2R 3LF. Tel: 01-836 6633
.
, . Fleetway Publications Ltd 1987.

YOU °Amor Itill WHAT DOM Nor LIVE



OFT OuTOF mv
HEAD, vOu GHOUt
siOu'RE DEAD! I
KI1.110 TOO !

FOOL VOL)
CANNOT
MILL WHAT

POISS NOT
UV' ! I WILL
144VE MY

REVENGGE

JUDGE
v DEATH

DOH THAT WAS
•SOMi DREW

I WNW I SialiDN't
HMI HAP rHAT
CHOOBACHER FOR

SUPPER

i r  NUN Ai IIOST ANOTHER ROUTHII CASE iNTHE CAREER Of AWN ANNRSON ,

• ..ir TURNED PIMA NIGHIMARI Of EVILTHAT THREATENED TO DESTROY EVERY MAN,
WOMAN AND CHO IN MI GA
-
CITY O N E !



kiUST
MY ND PA1

JUDGE DEADI
cAmi BAUM

A SOCIAL CALL -
•CR SHOull, SAY
AN TI-SocIA I

CAL

1r MU JUST A FLASHBACK -
BAD mimoRY FROM ANOLD
CASE, ALL PSIs of rFIIMSOM! TIMES

PSI DIVISION - AN WTICORPS OF JUMSPICICY
TITANIO FOZ
A8NDRAAA1 MENIAL
POWER' connrurts

fRiNDINO FI6At
A6AINST mi0A•CITI CZIA41

PEArm OiAS CAI OF FOUR DARN WPM CROm A
WARPED 0,41INPON iS5ER1 ALL LW WAS A
CRIME 1  AN i n  CONFRONMTON,
ANDIRSON H.40LAiP toilm yo gar -7

THIS CREEP WAS DIC,IHIPAWF S O  'FOu
IN THE SOUZAIAP KIDNAP. HE wAt irmi to
RUMBLED my Sun EuLANCE F I N D  NI
HAD ro 641A5r1 RIM WHEN 141 KIDNAPPERS'

DOESN'T SHow LIP WITH rHE Z O L E
-
N O L E ,

RANSOM, HIS PALM KILL MEIN
, H U H

1
1
0
1
7
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WATCH M1
MA IC FM IS

DEAD• r o m v
\ SING!

Nfo

THE INTERCZICRAMIS
ANDI2SON! YOU'RE REO(PRED
PSI-LAB sratEr aDGE4LIST
WHEELED IN A CROAKER

EhtslAras DUTY TREPAN -
CAN'T Hf HANOI E IT?

ANDERSON...?
IS THERE

SOMETHING
MOHO

'OW I f  VIP PAM! HE '

NO, NA BE o r  YOu)
IN A JIFF

ICRimi USK
, 4 u S 1  
N A D
A

I PRFAIVAII)OH • ! ow
hiumPLE 140A41Cloi•

S w u m  ILIM ,
rwiNty moturis



FOR A SORT WWUE AMR OIATH, leipe !MAW AR( RETAINER BY Tilt
3; A IN A SKIIII0 TREPAN CAN Exuma rhim -

SNAECHIRS'
LOCATTON
COMTN'
THROUGH -

our FR1Nr...

COmi IN.
NUMBER 9
YOUR TIME
IS UP

r 4

ANOTIRSON CAN'T RiSISTRiR
LIME JOKE. NOT NORMAL

FOR A !

VoN.IN ofit pi
NI MANY AREAS
DEVASTATIP BY THE
APOCAYPSI WAR

WE'VE STI IA GOT TO PINPOINT TNE
SNAM
,
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BE ABI TO TAP INTO 7HFR WANT
WAYES AT r141,59101Zt RANGE

SOMEWW!RE JARC,
WPM- .  RIGH
VOATION LEVEL
THERE'S A NAME

THERE.. -
FOCUS! GOTTA

TONS!

THI J I X S
E S C I I I
O
iNro AfAll 0; PAO
UNPERIAOCK PASSAOES -

THAT'S IT, GROGAN
0LIR FIEF'S

GONE COLD
ON ME

STILL, PSis ARE NISEILY-STRuNfl
WE'VE GOT TO COIN THEM THEIR
LITTLE PERSONALITY PEFECTS.

ENOUR rwl ONLY
CROCKER IN PIE CITY

Wall A MI6N-RAD LEVEL ISsEcroR 61!

GOT 'EM ! THREE THE CREEPS -
S O B
-
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BLOCK RUINS,
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WHAT THE HEWS
KEEPING PARLEY WITH

THAT RANSOM?
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1 1
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PM -
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OF HIM

YOUR CRAPti-SMICNING
DRYS ARE DM. CREEPS!

T i  LAsr CPNAPPER
FITS IRE DOOR

7,--

AND YOU SNIII THAT INNININ'
BUT UPON I'LL ETORY Pr%
RANSOM OR NO RANSOM !

/DON'T MY 10 GE1 IN
OR HE SOUZA KID'S DEAD!

YOU NEAR-DEAD!



ANDEPSSSON :
!HISS WAY

DOH! ITS HIM AGAIN —
AND THIS TIME I ENOW
PM NOT DREAMING

YOU cAte HIDE FPO*
PSI PIVISION,
CUR
,

YOU'RE AR
RIGHT,
LITTLE
FEUER -
DIRKS TO I
ANDERSON 1

ANDERSON e.?

Y11114 THE GRISIY tIOLIRE
CODING RflY OITORE HER,
ANDERSON PLOW
DEEPER

_A100E1110
t o  THE

UNDERGROUND
tA lg it irk„

CONTINUED ON THIRD PAGE FOLLOWING
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PEN: HE's
GONE AGAIN -
HE EVER WAS

HERE !

I HAVE COME TO ssrALK rmiss
WORLD ROAN , •  • AND YOU,
AN0ER5SON, WILL BE MY
iNSSTRUMENT OF r
DESSTRUCCTION !

CAW Pur THIS ONE POWN
r0 GHOOBACKEZ: BEVER
SION MYSELF ON FOR A
ROUTINE MEDICAL —



ow.*
HEY, MOM! I DON'T KNOW
THE FIRST THINS ABOUT XIV.
YOU CANT LEAVE ME LIKE THIS!

ANDERSON !
YOU OKAY?

THE CRIME ISSS LIFE.
THE SENTENCCE ISSS

DEATHHH!

WAY YOU TOOK OFF BACK THERE,
I THOUGHT YOU'D SEEN A
GHosr OR SOMETHING ! A olion..yERK, SORT OF.

A BAP MEMORY FROM THE
PAST. HAPPENS TO US
PSIS SOMETIMES

1 k t i i i i
4  t ° 4
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1 i
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ANPRION,WilVc GOT
ANOTOER VICTIM VOR

J1004/668,
THE YIP JOCKEY.

SET HIM DOWN.
WANT TD TRY
FOR S'OME
(VENN,

MOST PROBABLY A
HEART ATTACK.
NEIGHBOURS
HEARD HIM

SCREAM —
F O U N
D
HIM DEAD IN flED-

COhiPLITER —
YOU GOT AN
ADDRESS ON
%JIGGS ?

SUITE 4001 CHUCK
WINOSOR IVY BLOCK
THAT1 OVER IN

EAST SFCTOR 80.

ANOEVON
TUNES IN TO rmi RESIOUAL
IMAM IN THE PMP
iNAN'S MIND —

IT CHUCK WINPSOR, 4 411P-8OU4DIS STREICHER/NO OVA 9OPY —
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ONE THING'S FOR SURE -
SOMITHING'S GOING ON,
AND I BETTER FIND OUT

WHAT.

BUT HE CAN'T BE! I MAY
BE $CATIY1 our MY
MEMORY'S NOT THAT BAD,
I FOLLOWED THE CREEP
BACK TO HIS OWN WORLD
AND LAID HAM TO REST
PERMANENT. 1 KNOW

1 MP!



AT ME 6RANDHALIOParta ts LOCATED
SLACK MUSEUM -

HERE, ON PERMANENT
EXN191110N, A
COLLECTION Of GRISLY
RELICS - A CONSTANT
REMINDER Off VIL IN
AU irs FORMS—

THE DARK JUDGES' DIMENSION
JUMP. OLD STONEY FACE AND
USED IT TO FOLLOW THEM Mk
To reg OWN DIMENSION -

PEAOWORED.

I CAN IJSE IT TO GO BACK TO TREIR
DrMENSJON AGAIN, CHECK 'EM

OUT.

-
c
•
-
;

NOT EXACTLY STANDARD
PROCEDURE, BUT THEN THIS
SITUATION'S ANYTHING

OUT STANDARD.

•..

ROUND IWO:
THE BATTLE
CONTINUES IN TITAN
BOOKS'JUDGE
ANDERSON BOOK I



INTROENG
THE FUTURE
Of C

Comic albums and graphic novels have been bestsellers in
countries like France, Italy, Denmark and Japan for decades.
Now British comics are coming into their own with a wide variety
of exciting stories, extraordinary characters and astounding
illustrations.
Titan Books isthe leading publisher of comic albums and graphic
novels in the UK, beginning with over sixty collections from
Britain's leading science fiction comic, 2000 AD. These quality
albums range from the futuristic exploits of Judge Dredd to the
nuclear powered anarchy of DR. and Quinch.
Titan Books graphic novel range covers the best of adult oriented
comics for mature readers including Alan Moore's Swamp Thing
series, the revolutionary Batman: The Dark Knight Returns and
the latest smash hit, Watchmen.
Than Books also publishes the best of the European comic
albums in English, including Storm illustrated by Don Lawrence,
best known for the classic Trigan Empire series.
For the Star Trek fan, Titan Books is the British publisher of Star
Trek novels including the giant novel, Strangers From the Sky and
the Star Trek Compendium, an episode guide to the original 11/
series.
If you're looking for quality comics and science fiction, look no
further; Titan Books has it all.
Send an SAE to Forbidden Planet Mail Order for a complete
catalogue.

T I T A N • B O O K S

JUDGE DREDD Written by John Wagner and
Alan Grant illustrated by Cam Kennedy The
most popular comic character in the UK in his
01Pin graphic album senes Ell 50

JUDGE DEATH Written by John Wagner
illustrated by Brian Bogand. Judge Dredds
greatest nemesis is back to plague
him £450

NEMESIS Written by Pat MA's and illustrated
by Bryan Talbot 2000 AO's we;rdest hero
features in an epic saga of good vs evil,
religion and alien lia forms.E4.50

JUDGE ANDERSON WrMen by John Wagner
and Alan Grant Illustrated by Brett Ewins,
Cliff Robinson and Robm Smith. The most
dynamic and unorthodox fudge in the
Ps—Division &ISO

ROGUE TROOPER Written by Gerry
Day illustrated by Cam Kennedy and Brett
Ewen& 21:03 s  classic science fiction
adventure series tollowmg the penis of
genetic wartare.E4.95

MAINE THE KING Millen by Pa( Aldes.
illustrated ty Glenn Fabty Barbarian blood
and guts blockbuster from the pages cri
2000 AG 61.50

T h e  S c i e n c e  F i c t i o n  a n d  C o m i c  B o o k  S h o p
23  D e n m a r k  S t . ,  L o n d o n  W C 2 H  8 N A

T e l e p h o n e :  0 1 - 8 3 6  4 1 7 9

T h e  F i l m  a n d  T e l e v i s i o n  F a n t a s y  S h o p
58 S t .  G i l e s  H i g h  S t . ,  L o n d o n  W C 2 H  8 1 N

T e l e p h o n e :  0 1 - 3 7 9  6 0 4 2

F O R B I D D E N  P L A N E T  M A I L  O R D E R
P.O. B O X  3 7 8 ,  L o n d o n  E 3  4 R D .  T e l :  0 1 - 9 6 0  9711 .

ET
With two shops in London and two in New York, FORBIDDEN
PLANET is the worlds best known retailer of science fiction
fantasy. comics, film posters and ITV memorabilia Over the past
nine years Forbidden Planet has hosted over one hundred
signings and lectures by popular contemporary artists and
celebrity authors

Come to the FORBIDDEN PLANET shops and explore the outer
reaches of reality
THE ONLY LIMITS ARE YOUR IMAGINATION

11



All strip artwork and text Cd) Fleetway Publications 1987, This format © Titan Books Ltd 1987. Colouring by John Burns.
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GAMES EXCITING
EVENTS

BASKETBALL SOCCER YALU • SWIMMING SHOOTING ARCHERY TRIPLE JIIIAP •
wEIGHT LIFTING PING-PONG PISTOL SHOOTING CYCLING SPRING BOARO DIVING G i  ANT SI AlOm
ROWING PENALTIES SKI JUMP TUG OF WAR TENNIS • BASEBALL BOXING SQUASH SNOOKER POOL

Ocew S altwir t L o v e d  O u  H O u s e  6  Cen0
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FEATURING

AVAILABLE FO
AMSTRA
COMMODOR
SPECTRU
SPECTRUM +
CASSETTE
E12.9

DISK
E17.9

FROM YOUR LOCAL
SOFTWARE DEALER NOW

t  HATES'
EVER

SPORTS PACK
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challenge to become champion of
the skating world.

I Starting out from "Skate City" test
your abilities amongst the numerous
skateparks improving your
techniques in both freestyle and
competitive action as you attempt to
complete the ultimate manoeuvre -
the 720 degree twist while soaring
through the air.

ATARr den
-
G A M E S  1
.
1 1 1
.
1

Includes Original Soundtrack from Coin-Op version



Screenshots from arcade version

a .  ,  -

U.S. Gold ltd.. Units 213 Holford Way, Holford. Birmingham Be TAX. Tel: 021 338 3368

•
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HI leIDS! NO TIME To
LOSE, CIA SAY
THERE'S AN
UNIDENTIFIED MISS/1
LOCATED IN AN
UNDERGROUND SILO I,
THE MIDDLE OF THE
CALIFORNIAN DESERT
MUST BE THE ONE!
CLIMB ABOARD THE Sk
CYCLE. TOGETHER WE
CAN SAVE THE FREE
WORLD. GOD SAVE
AMERICA!

C841 6028
E9-99 Eft-99
TAPE D I SK

AMSTRAD
E9 99 0 4
-
9 9
TAPE D I SK

SPECTRUM ES
-
99
ATARI ST c19
1
•95'
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JULY AND
THE NATION

IS SET FOR AN
ALMIGHTY
CELEBRATION.
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INTO THE COMPA RENT CALM OF THE
WHITE HOUSE BURSTS THE MANIC
DR. MEGAIOMANN. "STEP DOWN MR

PRESIDENT, SUBMIT TO MY RULE OR TODAY
AMERICA WILL KNOW A PLAGUE FROM WHICH

DEATH WILL SEEM A HAPPY RELEASE",

• 9  b y  Marvel Comics Group. All rights reserved
I 9B7 by Marvel Entertainments Group Int. All nights leserved,



NEW GAMES
There have been a number of new
games launched recently — none of
them particularly cheap, but all
quite interesting.

• IADE GAMES' have launched a
science fiction 'magazine by the
na me of New Order, a three dimen
sional space-based game. Feature
,are numerous, and include large
fleets of starships to command,
UFOs, combat, trade, heavy use of
strategy, technological develop-
ment of player positions as the game
develops, live classes of starship
with a maximum of 26 ships types
and four empirical social groups,
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maintain its prompt delivery of ' first class' mail? There again, why should this year be any
different from any other? Hmmm. There's no denying that every now and then the odd let-

ter gets mislaid in the postal system somewhere, but it's no joke when that odd letter ha
pens to be your latest order form. There you are, poised to clinch the game (or the nex
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your orders lie in some forgotten corner of a post office that is forever England

he iu,ebook is huge — and I
couldn't hope to condense it
enough to make any sense to you. If
the rulebook is anything to go by,
New Order seems to be a well
thought out game which could
prove to be a lot of fun. Further
details are available from JADE
GAMES, PO BOX 54, SOUTHSEA,
HANTS, PO4 ONA.

The remainder of the games are
by new producers — the first being
Dropzone by HI SIMMONS of 30
BURLINGTON GARDENS,
SELSEY, CHICHESTER, WEST SUS-

A selection of the
documentation
from Anvil
Games' Pangea

/SUBTERRANIA
SUPER START-UP
OFFER
Start-up for only 25.00 including first five
turns (normal price 26.00).

Name
Address

Send this coupon to ZZAP! START—UP OFFER, 211A AMES-
' BURY AVENUE. LONDON SW2 3BJ

Offer timiteri to one per household

SEX P020 ODP.
Droptone is (according to Mr

Simmons) a PBM game that simu-
lates an assault by the 'Terran
Mobile Infantry' on a hostile alien
planet. It seems a good. idea (but
isn't there a computer game by the
same name?) and the rulebook is a
very good read. Send Mr Simmonsan SSAE for further details. I must
admit that I fail to see where any
multiplayer 'bits' come into the
game, though

Possibly the best packaged game
to come my way for a longtime has

TIPS FOR TRYING TO JOIN A GAME
1. I f  you don't know much about

the game, send the GM a large
SSAE and ask for a copy of the
rulebook for you to study. This
way you can see for yourself
what the game is about, and
whether or not it appeals to you
before paying for start-up.

2. NEVER send cash through the
post -always use a postal order

SUBTERRANIA
PRODUCER: Tim Lomas,
221A Amesbury Ave, Lon-
don, SW2 3BI
START—UP FEE: Lb (inc first
five turns)
COST PER TURN: L1.50

Subrerrania is an interesting gamewhich Tim Lomas has been
developing for some time. It's a
deadline out and out strategy war
game (a mixture of force meets force
which is defended by force), which
is moderated on a Dragon Com-
puter (remember them?). The player
takes control of the Queen of a hive
of ants in a 3D maze of tunnels and
halls (30 Ox10). The objective is to
control the inhabitants using mental
power. The only problem is that
other Queens want your hive as
their own nest, so your ants are used
in battle against the opponents'.
Should two or more groups of ants
meets at a location, the computer
uses its secretcalculating method to
figure out who is the most likely to
gain the location, retreat under
losses, or even die A n  interest-
ing concept, I'm sure you'll agree.
Lose your Queen's hall and you lose

with BRENDON

to be Pangea by ANVIL GAMES. It's
a very promising fantasy game
where the player becomes a charac-
ter in a strange world. I must say that
the game designers have put a LOT
of work into it, and have created a
whole world for the player to enjoy.
A long history, different races, lan-
guages and types of magic are all
carefully documented in the
rulebook. If you enjoy a bit of rolep-
laying, perhaps you should write to
Anvil at THE OLD FIRE STATION,
QUEEN STREET, GODALMING,
SURREY, Gt17 1B0.

or a cheque. If a letter contain-
ing cash gets lost in the post, you
never see that money again, but
you can always stop a cheque,

3, BE PATIENT. Many games
require a fixed number of
players to start, so the GM may
not get in touch with you until
the game is full and ready to
start. So don't worry!

the game — it's as simple as that.
THE MAP
As I've already said, the game is
threedimensional in design. Only a
few tunnelsexist between locations,
and at theend °leach turn only one
players' ants may occupy any one
part of the map, There are few verti-
cal tunnels, but such locations are
real treasures if you can find AND
hold them. Once you've conquered
your own level, you can easilv
move on and try another'
HOW DOES THE GAME WORK
Right then: what have we so far?
There are 300 locations linked with
a variety of tunnels. We have, at the
start of the game, a small number of
Queens, all with a small number of
ants under their control. Each loca-
tion is capable of 'incubating' ant
eggs, thus each turn your army
increases with a set number of ants,
Worth remembering!

Using a simple 'orders' form you
instruct your ants to attack any loca•
tion within reach, and so gradually
build up your empire. Two types ofbattles exist: the most obvious is
where two opposing ant armies
move to the same location at the
same time. They, quite obviously,
fight until one lot retreats. The othei
type is a rather clever idea: The Tun- 1 1
0
'

ZZAP! 64 December 1987 9 5



nel battle. Here, you have two loca-
tions linked by a tunnel. Player I
owns the first location, and player
two the second. Instead of a simple
swappingial locations, the ants fight
over the tunnel between the loca-
tion.; - a good idea, that.
THE OBJECTIVE
The objective is, in rulebook ter-
minology, 'not to lose'. This is done
by either defeating all opponents, or
gaining control of 151 locations,
which isn't easy at all.
OTHER FEATURES
Subterrama has other features not
mentioned so far: organiser ants to
boost your strength in battle, the
strategic grouping of ants in tunnels
to send blasts of energy into an
adjoining locations (destroying its
occupants) or into a wall to make a
tunnel. Ants may also bloc k tunnels.
shield themselves against those
energy blasts, and generally be
quite handy when you are attacked
from an unexpected quarter where
you just happen to have enough
ants to defend that location
TO PLAY
This is a real thinkers' game. There
are only a limited number of ants
available, so you must decide the
best places to distribute them for
maximum offence and defence.
They're all purely logistical prob-
lems, and if you think you could
handle such tricky decisions which
(in the end) only involve a few num-
bers anyway, you could well enjoy
this game. The only point against It
is the cost: L1.50 per turn, It could
be cheaper when compared with
the value Spiral Arm offers, but this
doesn't stop it from being a brain
itcher of a Play By Mail game,

96 ZZAP! 64 December 1987

SPIRAL ARM
PRODUCER: (UK) Spellbin-
der Games, 7 Turners Court,
Benson, Oxon, 0X9 6QH
START—UP FEE:I2 (inc. first
three turns)
COST PER TURN: E1.30,
additional charges for sun-
dry items not essential to
gameplay
Spiral Arm is a very popular and well
respected Sci-fi strategy wargame
which throws together computer
moderation, economics, strategy
and diplomacy into an intriguing
stew of galactic goings-on. Let the
rulebook tell the story

'The present state of affairs arose
with the climactic and rapid
destruction of the Empire by an
extremely potent alien virus. The
central fleet was then destroyed
while defending the galaxy from an
alien force. With no power to exert
a controlling influence, and with
xenophobia at an all-time high, the
galactic civilisation crumbled into
an anarchic state of affairs. Knowl-
edge was lost, much history
destroyed and many worlds were
wiped out. Sufficient remained
however, to build space ships and
to use the established system of
Hyper-Space Portals itiSPs). The
makers of these portals have all died
out, and their mechanics remains a
mystery.

That said, every world is con-
nected to the galactic grid of these
portals and can be reached by using
RSP, but not necessarily by a direct
route. Players don't know the desti-
nations of HSPs unless they win the
planet of origin, hence they begin
the game with one planet and the
destinations of all HSPs leaving that
planet. As players gain more
worlds, they add to their knowledgt.

1
1
1

IMP'
/SPIRAL ARM
SUPER START-UP
OFFER
Send this voucher to Spellbinder with your
start-up to get a free turn credited to your
game account.
Name

Address

Send this coupon to ZZAPI START-UP OFFER, SPELLBINDER
GAMES, 7 TURNER COURT, BENSON, OXON, 0X9 6QH
Otier  l ir n,led to  one per  hous ehold

1

of the galactic grid's map.'
Quite a scenario! The player is

given a world equipped with such
game entities as a population, col-
onists, transportation, raw mat-
erials, industrial units, an environ-
ment and a 'cash' income level per
tom. It's through wise deployment
of these economic goods that star-
ships of various types and
capabilities may be built with which
to explore the galaxy. and hopefully
to conquer it! A nice touch is that the
player can rtinct,e to be one of eight

races, including Humanoid, Repti.
Ilan, Ameoboid or Robotic.
TO PLAY
I must contess that I haven't actually
played this game, but after talking
with a few of Spellbinder's custom-
ers I am considering it. Spiral Arm is
rated very highly as a PBM game,
and is played by many people. It
seems to be a fairly flexible garnet°
play, and there's plenty of space to
be explored -and at El 30 per turn,
there's little to moan about!

THE LETTER!!!
This month I've received a letter, so here it is in all its glory.

Greetings Brendan,
Nice to see that finally a PBM section has been set up in ZZAP! 64 -
it's much better than some of the other sections I could mention.

I was amazed at the price some companies were prepared to charge
for a turn, E1.50 or £2.00 is much too expensive for what you receive,
not to mention start-up costing a fiver. If PBM companies bring down
the cost by at least half, I'm sure that it would prove more appealingto the majority of prospective PBMers.

I myself take part in a PBM game and I must say that after trying
others I found it to be the best of all. It runs on the scenario of an island
packed with bloodthirsty trolls, all trying to gain supremacy in their
own devious ways. The cost is a mere 90p per turn (usually about 4
feet long) and your actions card is  processed and returned
immediately, much better than a week or a fortnight turnaround, I feel.
the GMs are also very friendly and will answer most questions.

Making alliances and planning moves is one of the most enjoyable
parts of the game. I am a member of an alliance who have so far
dominated the game (several alliances are run): we are known and
feared as the Skullcrackers Union and compete with other groups of
murderous Trolls for the winning places each round. The game, inci-dentally is called Trolls Bottom.

I find the best thing to look for in new games are the start-up price,
the scenario and whether or not a computer printed turn sheet is
wanted. Many may feel disappointed with a handwritten reply: as you
say, computer printouts can give a good atmosphere, especially in a
Sci-li game. The choice is up to the players -  you want something?
You'll probably find it somewhere in the PBM world!

Best of luck with POSTMARK, and a big HI to all Skullcrackers
Gutdrum, Game 2, Trolls Bottom.

Thank you, Go/drum -  a very interesting letter with which I agree
entirely, I must point out that although some games cost a lot to play,
they can be very enjoyable. What must be considered is the amount
of time to GM puts into running the game when one is assessing its
cost. Trolls Bottom IS a very enjoyable game re ce ive  a lot of mad
about it for the CRASI I PBM MAILBOX section - yet they cut costs by
using a very efficient processing system (codes on a turn sheet
methinks), ideal for the game. Games with a slightly larger 'fantasy'
approach require some element of human moderation. That extra bit
of depth can't be given by computer moderation, so in such games the
player sadly ends up with paying for that extra bit &time the GM puts
into the processing. You pay for what you get. you see. Many thankstor writing in.

BK

If you wish to air your views, by all means write in. If you're lucky, I'll
print your letter, and if you're really lucky, you might even win a
T-Shirt! What are you waiting for? Chuck your letter into an envelope
and send it off to: ZZAP! PBM, PO BOX 10, LUDLOW, SHROPSHIRESIT 10B.
See you soon.

BRENDON KAVANAGH
1
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You are one of the elite ...parachuting alone behind enemy
lines.The enemy controls the terrain, hidden in bunkers and
machine gun nests ...you may be surrounded. The action is
fierce as you control one soldier's battle against over-
whelming odds. You'll need skill and strategy to out-
manoeuvre your enemy, plus courage and some luck to
make your escape. Airborne Ranger is an exciting fast-
paced simulation with 12 desperate missions in 3 different
regions of the world. The possibilities are endless!

A  A  I • Alta Ilia i l kEMI "
A W N  a a  = M E M  a

linlinbinIPIEM
MI g l E i r  ' u m  lo.1 0 .

S I M U L A T I O N  •

AIRBORNE RANGER. Achallenging combination of danger
and suspense. Available for the Commodore 64/128K.
Cassette £14.95 Disk £19.95.

S O F T W A R E

Please send  c o p y / i e s  of Airborne Ranger CBM 64/128 0  Cassette £14.95 0  Disk £19.95 0  Further details.
Name (block capitals) A d d r e s s

P o s t Code

I enclose   i n c l u d i n g  55p P-1-1
2
. C h e q u e s  p a y a b l e  
t o  
M i c r o P r o s e  
S o f t w a r e  
L t d . ,

I I  I I I 1 1or debit my Access/Visa card. Expiry date N o AR 4z/1287
MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL8 8DA. UK.Tel: (0666) 54326. Tlx: 43422 MPS/UKG.
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CASSETTE
E9.95

COMMODORE AMIGA 512 3
E19.95

ATARI ST E14.95

SOFTWARE,.

velatmosiSINOLISH
SOFTWARE

COMMODORE AMIGA 512K
E19.95

E GAR M A N C H E S T E R  M3 2NH1358

"I advise all game starved Amiga owners to buy this. the most
original and challenging piece of software on their machine:
.
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COMMODORE USER SCREENSTAR
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•for details on tull range or clip /  l e
the coupon.
Prices from C5.95 — £29.95 / 4 t , e>
Euromax Electronics Ltd. e e e
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lfaMDIAS Courses of The WorldVOLUME 1

ALL ME FEATURES OF WORLDCIASS LEADERBOARD IN THIS GREAT NEW 4 COURSE COMPILATION ,
• 0„-

GLENMOOR
Length:
7131 yards
Par: 72

COLONIAL
Length:
7100 yards
Par: 70
Record: Joey
Sindelar 62

PEBBLE BEACH
Length: 6799 yards

Par 72
Record:

om Kite 62

MaIRFIELD
Length: 6894 yards

Par 71
Record: Peter Butler 65

TOURNAMENT
WORLD CLASS

FAMOUS COURSES

FAMOUS COURSES 2

1

EXECUTIVE
LEADERBOARD
LEADERBOARD

14.99d

4.99c
9.99d
9.9

14.99d

9.99c
14.99d
9.99c -

14.99d
4.99c
6.99d
9.99c

11.9

SIIIIINGDALE PAR 72

HAMAR TOWN
PAR 71

PINE REEL PAR 72

DORADO
BEACH PAR 72

Following the amazing success of the now
legendary Leaderboard series of products.
Famous Courses of the World presents four
superb new challengers for the joystick golffanatic.
From the infamous Pebble Beach Course on
the California coastline to the historical
course of Muirfield, Edinburgh, the oldest golf
club in the world. From the beautiful Colonial

Country Club built by Texas oil baron
Martin Leonard to the "designed for

computer" challenge of Access's
Glenmoor course, Great Courses of
the World is a must for anyone
hooked on computer golf.

LEADERBOARD PRODUCT INDEX
SPECTRUM

4.99c

w 1  :
,
. 1
-
1 1

4.99c
9.99d

4.99c
6.99d
4.99c
6.99d

9.99c
14.99d 24.99d

9.99d

•

U.S. Gold Ltd. Units 2/3 Holford Way, Hollord, Birmingham B6 7AX. Tel: 021 356 3388

411L.A1;'

24.99d

ACC

•

• SPECTRUM +3

24.99d

.1"

•
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16-BIT
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pRfAR1 STAMIGA
AM MACHINES

REVEALED

PURE GENIUS BARBARIAN • BACKLASHI•ECO
WIZBALL•DICK SPECIAL
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or 'Atari ST wi thout sending someone into paroxysms of rage.
From then on, you're not likely to get any sense from the injured

party . . . I n an attempt to bring a balanced view of the 16-Bit
situation, ZZAPI takes a step back and looks at both machines, their
history and capabilities and gives programmers of both machines a
chance to air their opinions.COMMODORE

Early in 1985 the ailing
Commodore company bought the
rights to the Amiga project from
ex-Atari Jay Miner, much to the
displeasure of Jack Tramiel, who
had only recently bought Atari (the
legal wrangles continue to date).

With rumours of an Atari 16-Bit
based machine, Commodore
were under duress to release the
Amiga and, as with the ST, the first
batch to surface were rushed,
having a bug-ridden operating
system that loaded in from disk.

While Atari targetted their
machine at the lower end of the
market, the Amiga, complete with
impressive graphics and mult i-
tasking capabilities was pushed
as a business machine-cum-
executive toy. It is generally
regarded that Commodore got it
completely wrong, and while the
Amiga floundered in the no-man's
land of the 'serious amateur',
Atari's ST was busy building up a
strong public following and a
similarly large software base_

Initially, the Amiga appeared as
the A1000, looking every bit the
serious computer, complete with
a colour monitor perched atop the
hardware case, separate
keyboard and a mouse. Sales
were rather poor and the decision
was made to release the more
compact and considerably
cheaper A500, which appeared in
the Autumn of 86_

The A500 saw the first real
attempt at taking Atari on at their

own game, with the hardware,
keyboard and disk drive contained
in one case_ Unfortunately a
standard TV modulator was still in
omission, leaving the necessity of
a monitor.

The Amiga uses the Motorola
68000 16/32 bit proeessoe
running at a clock speed of 7.14
MHz. This is a touch slower than
the ST, but more than makes up for
this deficiency by the addition of
multi-tasking custom chips which
handle many graphics features on
their own, leaving the main
processor to run the bulk of the
program. Screen resolution has
four modes: 640x400, 640x200
and 320x400 with 16 colours
(chosen from a palette of 4096
colours) and 320x200 which can
suppod up to 32 colours on-
screen. There's also a 'hold and
modify' (HAM) mode which
displays all 4.096 colours on-
screen, although it only works with
static pixels.

Musically, the Amiga is superb,
with four, nine-octave FM stereo
sound channels, and a novel built-
in speech synthesiser. The A500
also has eight hardware sprites,
hardware scrolling and a bit Blitter
for the high-speed transfer of data_

The machine that members of
the public are most likely to get
their hands on, can be obtained for
around the £460 mark, which
includes the A500, mouse,
external TV modulator and some
bundled games and blank disks.

News of Atari's first steps into the
world of the 16-Bit home
computer market came in the
summer oil 985 when, following
the launch of Commodore's
Amiga, Jack Tramiel announced
the impending release of the ST in
direct competit ion to
Commodore's  new wonder-
machine.

The ST, according to rumour,
had been in development even
before Tramiel started at Atari, but
apart from the internal hardware
designs, little else had been
produced. An operating system
was still needed, as was a usable
front end and some form of BASIC.

The built-in software used is a
version of CPM/68K, renamed
TOS (Tramiel Operating System).
A Graphics Environment Manager
(GEM) was purchased from IBM,
and the BASIC was hastily

obtained from Metacomco, a
British 68000 company, who were
also responsible for ArnigaDOS.

Atari were so keen to release the
machine that the first production
models required the user to load
the 200K TOS from disk before it
could be used_ New machines
have a de-bugged version of TOS
on ROM.

Late 1985 saw the first
appearance of the standard Atari
520 ST in Britain. Unfortunately, it
also needed an external disk drive
and a colour or monochrome
monitor, as no TV modulator was
present. This didn't stop the
machine selling in substantial
quantities, mainly due to Atari's
fierce marketing campaign.

Since then, the original version
has been superceded by the s
-
r m
with TV modulator, STFM with
modulator and built-in disk drive
and the 1040 ST with one-meg
memory. Recently Atari have
released a new breed of super

THE BALANCE OF POWER
WfrAill ST1

STs, complete with blitter chip and
2Mb and 4Mb memories.

All versions utilise the Motorola
68000 16/32 bit internal
processor, which runs at a clock
speed of 8 MHZ (slightly faster
than the Amiga). The screen
display has three modes of
resolution: 640x400 pixels, which,
can only be used in conjunction
with a monochrome monitor,
640x200 pixels with four colours
on-screen, and the normal
'games' mode of 320x200 pixels
with 16 colours. All colour
selections are made from an
internal palette of 512.

Recently Atari have announced
plans of a new super add-on
based around the Inmos 1800
Transputer chip, which turns the
ST into an incredibly fast mini-
computer. A 32-Bit Blitter chip
handles the graphics, supporting

16 million colours (yes,
16,000,000) on the lowest
resolution 512x480 screen. It
certainly sounds exciting, but we'll
have to wait until June 1988 before
the finished product can be seen.

Musically, the ST is poorly
catered for, since the sound chip
is the same as the one used in the
Spectrum 128 and Amstrad CPC
range. There are three separate
eight-octave sound channels and
a separate white noise channel.
However, the addition of MIDI
(Musical Instrument Digital
Interface) ports allow direct
access to any MIDI compatible
synthesisers. There's plenty of
MIDI software on the market, and
the machine is used by many
professional musicians, including
Midge Ure.

Pricing is one of the Atari's
strong points, with a complete and
ready-to-run 520 STFM currently
retailing around the £260 mark. A
1040 STF with 1Mb drive retails at
around MO .
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To present a (hopefully) balanced
account of both machines, the
ZZAP! team interviewed several
programmers who have been hard
at work with both the Amiga and
Atari ST. The first lamb to the
slaughter was John Darnell,  prog-
rammer of Dragon's Lair, Escape
from Singe's Castle and Starpaws,
who has been working on an
Amiga for a couple of months.

He has strong feelings about the
way the Amiga has been mar-
keted. 'Commodore botched it '

-
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exclaims John. The whole thing is
very reminiscent of the 64 versus
Spectrum fight of a few years ago.
The 64 was obviously the more
powerful machine, but while Com-
modore pushed it as a potential
business computer, Sinclair was
quite happy selling the Spectrum
to the general public  and creating
a huge software and user base.

'There's no doubt that the
Amiga is a more powerful machine
— it's absolutely incredible and it
will be years before its full power is
touched. The ST is good, but it just
doesn't have the same potential.

'The main argument is the price.
Joe Bloggs in the street goes into
a computer shop and sees both
machines. They're both labelled
as 16-Bit, but the ST's sitting there
with a E299 price tag. His choice is
obvious. Basically, the Amiga
hasn't been marketed properly.
That 's not to say that it will flop.
though — it's too good a machine:

His grievances don't only lie
with Commodore's  marketing:
'Their support for the Amiga is
pretty bad. They spent millions
developing an operating system
that no-one needs and which is
still full of bugs. In fact, there's an
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American magazine called Byte
who run a 'Bits' network (similar to
Compunet) and everyone spends
their time on it discussing the bugs
in the Amiga operating system! If
you go via the OS, you lose 20% of
your processing time, so you have
to ditch that. If you do want to loam
how to use the machine, you have
to spend another El 10 on the
equivalent of the 64's program-
mers guide, and then you have to
read it all at least twice! I went to
the Commodore show, and said to

the people on the Amiga stand, I
don't  want the operating system. I
was looked upon as something of

a heretic!'
Next, we spoke to Peter

Johnson, author of ST Arkarpoid,
who's  currently working on Atari
and Amiga versions of Wizbali.

'The ST's power lies entirely in
the 68000,' he says. 'It 's a bit like
the Spectrum, where everything
has to be done via the CPU. This
means that most ST games will be
slower than the equivalent games
on the Amiga. The main handicap
of the ST is the screen layout which
makes scrolling difficult to
achieve. You have to store large
chunks of the graphics in memory
and manipulate them before print-
ing them to the screen, which
takes up a lot of memory and pro-
cessor time. You can cheat, of
course, by limit ing the number of
colours or reducing the number of
(software) sprites and making the
playing area smaller. Tile sound
chip is pretty bad too, but one way
around this is to have a MIDI mt -

g. I a n  Oliver and Andy Onions
of Repaltime Software

put so that p e
,
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w i t h  
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synths can hear the music that
way. Arkanold does that.

'In the future, new techniques
will certainly evolve, but the lack of
internal hardware in the ST means
that there are no things to perform
tricks with, like sprite mult iplexing
or sprites in the border, '

Andy Onions and Ian Oliver
f rom Realtime Software, program-
mers of Spectrum Starglider and
Rainbird's forthcoming Carrier
Command, also agree with this.
'First of all, you have to realise that
the ST is much cheaper and sim-
pler. There's little assistance from
the machine when you write a
game — it's just a big screen.
Creating sprites and the suchlike
is also down purely to the power of
the processor. To save processing
time, we always write direct to the
hardware, ignoring the operating
system. The OS on the ST is abys-
mal — but it works. Oddly enough
the majority of software houses
are leaving the operating systemo n . .
.



'The Amiga is just the opposite:
it does it all for you. Technically the
ST has no advantages over the
Amiga — with the possible excep-
tion of the disk drive and a fraction-
ally faster clock. But then, you get
what you pay for. If the Amiga was
the price of an ST. no-one would
be buying STs. The A500's a
beautiful machine, but priced
wrongly. You can now get an ST
for the price of a Spectrum +3. No-
one in their right mind would buy a
new 8-Bit machine these days,
and the + is totally overpriced. We
don't know how Atari do it, At the
price. it's a bargain.

The main problem at the
moment with the Amiga is the soft-
ware base: the games are still
expensive and it will take time to
increase the amount of users. It's
the development t ime that costs.
We could knock cheap games out
in three weeks, but they'd be rub-
bish. Then again, we've already
seen some full-price rubbish on
the ST. The price of games has a
large influence on the sale of the
machine. The Amiga might be
caught in the same trap as the 64
was when it first came out. The
hardware was expensive, so the
software was priced accordingly.
Then the price of the 64 came
down, but the software remained
the same. This could happen to the
Amiga.'

Graftgold's Andrew Braybrook
is a staunch Amiga fanatic and
launched into the discussion say-
ing: 'It annoys me when people
say the Amiga and ST are similar.
The Amiga has loads of custom

le A n d r e w  Breybrook hard at wont

capabilities while the ST has little
extra chip support._ The ST has the
opportunity for a Blitter upgrade,
but you can't write for it until
everyone has one.

'Writ ing software is a totally dif-
ferent ball-game. The ST is effec-
tively •empty' and you have to fill it
up, whereas the Amiga has lots of
potential for writ ing to the built in
custom chips. You have to obey
the rules of the operating system,
which involves hacking your way
through the expensive manuals.

Time is a major problem: it took
about 1400 man hours to write

Morpheus, which only filled 64K.
How long will it take to utilise all the
available space of a half meg? You
have to have more than one man
on each game, and use utilities_
You can't really do graphics in hex,
so development software is also
important.

'At the moment  Amiga games
tend to be converted from the ST,

but neither one is being pushed at
the present time. Games aren't as
polished as they should be and
Amiga owners are snobbish: they
don't  like to see their machine
doing things that others can do!
Both machines should be compar-
able until around the end of 1989,
but after that the superior graphics
of the Amiga will lend itself to
polished arcade conversions while
the ST might go for games which
rely more on number-crunching.
The Amiga will be a true arcade
quality machine, and the ST more
of a thinking man's machine_

'I 'm certainly glad that both
machines are around, I don't want
to see either disappear. There's
plenty of competit ion which
pushes the programmers along.'

Finally, we spoke to Steve Bak,
whose extensive 16-Bit works
include Goldrunner, Jupiter Probe,
Karate Kid a n d  Battleships. He
admits 'the operating system on
the Amiga is really bad. The first
thing I do when working on either
machine is to completely destroy
the OS, so that it never interferes
with the program that I put in. In
this way I can save 80K on the ST
and 100K on the Amiga.

'I can certainly understand the
debate that surrounds them. I
mean, who's  going to spend four
or five hundred pounds on a
machine and then say it's a load of
rubbish? I disagree with the 64 and
Spectrum analogy though, a
closer comparison would be to the
64 and Amstrad.

'I 'm sure that the ST will be more
successful in the long run. Atari are
right behind the machine. Atari's
boss knows what direction to go
in, and his staff know what direc-
tion to go in t h e  technical support
is brilliant.

'Unfortunately, the same cannot
be said about Commodore:  they
still insist that the Amiga is mainly
a business machine, and are actu-
ally discouraging the production of
games. I phoned Commodore and
asked about a development pack
for the Amiga. I was working for
Microdeal at the time, and the
reply I got was, and I quote,' if you
have games in your catalogue we
will not sell you a development kit'

From a programming point of
view the Atari is faster than the
Amiga. Metacomco's assembler
runs about 50% faster on the ST.
due to the clock speed — the
Amiga's complicated operating
system slows it down. The Amiga

has the Slitter, but it isn't as impre-
ssive as Commodore would have
us believe. When the Slitter is run-
ning, the main processor can't be
used, and it 's only useful for mov-
ing large objects around, rather
than, say, small lumps of graphics
for scrolling.

'There are other things like
speech, The Amiga handles it bet-
ter, but at the expense of memory.
The 40 seconds of speech in Gol-
drunner takes up 140K on the
Amiga, but only 46K on the ST.

'A main disadvantage of the ST
is the single-sided disk drive. The
Amiga's drive is double sided, so
we can put twice as much data on
one disk, as we did for Karate Kid

which had eight backdrops
instead of four. It's also more
economical since we save on the
cost of a second disk.

'Without doubt, the Amiga is the
ultimate games machine (what-
ever Commodore would have us
believe to the contrary), but I look
at each machine from the inside
out. I'm not really interested in their
value, only what I can sell as a
games writer. In that case, the ST
comes out tops. ST software Is
outselling Amiga software by
about four to one at the moment.
You can buy an Atari STFM
cheaper than a 64 and disk drive,
and the 1040ST is about the same
price as the Amiga. At the end of
the day, the most important differ-
ence is the cost.'

In this article, we have tried to
remain unbiased, while still pre-
senting the advantages and disad-
vantages of each machine. The
programmers we spoke to offered
their own opinions, and while
some readers may disagree with
their thoughts, this article is not
intended to kindle a debate.
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RENAJSSANCE, TYPING TUTOR PLUS 2 JOYSTICKS.
5 BOOKS. 10 BLANK DATA
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8 COMMODORE 1901
COLOUR MONITOR
COMPATIBLE WITH MOST COMMODORE HOME
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RGB AND PAL SWITCH

ALLOWS FOR BC E 2 7 5 . 0 0  ACOLUMN MODE
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COMING SOON TO A 16 B I T
MACHINE NEAR YOU
ReaItime Software, programmers
of Spectrum Starstrike and
Starglider. are currently working
on Carrier Command, a combat
simulator for both the Atari ST and
Amiga.

The player takes control of a
futuristic aircraft carrier, equipped
with four aircraft and four tanks,
and conquers an archipelago of
some 64 islands. The computer
controlled enemy has the same
weapons and equipment, so a fair
degree of cunning, dextral ability
and strategy have to be applied if
the mission is to succeed,

The game features fi lled-in 3D
graphics which run smoothly at an
awesome speed, and look incred-
ible. Carrier Command should be
available towards the end of the
month on both the ST and Amiga
with a 124.95 price tag.

P. D i c k  Special ha s to negotiate all
manner of strange hazards in his
Search for Spook

▪ Re a l t i m e 's  Carrier Command boasts some extremely fast, filled-in 3D
action

After seven years of program- S i m u l a t o r ,  which is potentially the
ming, American designer 0 Ezra g r e a t e s t  breakthrough in com-
Sidrah is putting the final touches p u t e r  wargaming to date.
to his epic Universal Military T h e  VMS is a wargame con-

' M a g n e t i c  Scrolls' latest game, Jimder, features static graphics of their
usual high standard

struction kit, allowing the player to
pit an army of his own making
against the massed forces of any
other (ranging from a gang of
spear-wielding savages to the
most modern of NATO forces),

The batt leground is displayed
as a 3D grid landscape and con-
tains many topographical features
which are easily redesigned to
represent any area of the world.
There are also options to add
cities, forests, deserts and rivers
to add an extra touch of realism.
The potential for creating battles is
incredible, with almost infinite
possibilities. Now you can pit a
German Panzer Division against
the entire Roman Army o n  a Mil-
ton Keynes battlefield!

Armies are represented by icons
and labels, and the proceedings
are conducted using a com-
prehensive senes of pull-down
menus. The depth of play is
phenomenal, with facts and
figures for every aspect of play.

UMS is available now for the
Atari ST for E24.95, with an identi-
cal version for theAmiga following
in December.

Jinxter is Magnetic Scrolls' fol-
low up to The Pawn and The Guild
of Thieves. Set in modem day
Aquitania (on the borders of
Kerovnia), the story revolves

around the player's quest to find
seven links of a fragmented magi-
cal charm bracelet which previ-
ously protected the land from bad
luck. Carrying the country's
remaining good luck, the player
sets out to recover the seven
charms.

As with its predecessors. Jinxter
contains many puzzles, served
with a large dose of humour. The
accompanying graphics are of a
similarly high standard to Magne-
tic Scrolls' previous games, and
the parser has again been
improved. Adventurers will be
pleased to hear that the program
is currently available for both the
ST and Amiga for £24.95.

The Solid Software team of
Sandy White and Angela Suther-
land (the duo responsible for Ant
Attack and Zombie Zombie) are
putting the finishing touches to
Dick Special: The Search For
Spook after two years of program-
ming.

The game features detailed, car-
toon style backdrops and a fully
animated character who carries
out a large amount of movements
smoothly and convincingly. As the
title infers, the action follows
Dick's attempts to find and rescue
his dog Spook, who has been dog-
napped on the eve of the Mr Dog-
giverse show. Dick explores the
hotel and its rooms, avoiding all
manner of hazards and inconveni-
ences along the way,

Dick Special is to be released
first on the Amiga for E24.95, with
an ST version to follow soon after.

The fourth Level 9 release on the
Rainbird label is Time and Magik
another compilation of their earlier
B-Bit games, Lord's of Time, Red
Moon and Prince of Magik. Each
adventure is accompanied by
improved digitised graphics flo a
similar impressionist style to those
used in Knight Orc). and an
improved parser. The package
offers great value for money and is
available for both machines at
£19.95.

The illustrations for Level 9's
Time and Magik are actually
digit ised from original artwork
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Sensible Software's superb shoot
and collect 'em up is soon to be
available for the Atari ST and
Amiga. courtesy of Pete Johnson,
programmer of ST Arkanoid.

The gameplay is identical to the
Commodore 64 version, but the
graphics are improved, with finer
sprite and backdrop definition.
and some lovely effects: the land-
scape scrolls in smooth parallax
and the 'feature' icons flip over
when activated. An Amiga Wizball
is also in the pipeline, but won't be
finished before the New Year.

The other Ocean release is cur-
rently being programmed by
Denton Design's Stoo Fothenn-
gham. Eco is an innovative icon-
driven game which follows the
player's evolution from an insect
through a possible
40,000,000,000 combinations of
possible species, to a higher lifeform.

Each creature is animated using
wire-frame graphics — initial
demos of which are quite superb.
Exterior factors also come into
play. such as radioactive meteor
showers (which mess up your DNA

Ilk T h e  Atari ST versionof Wizball boasts some stunning graphics

LECTRIC DREAMS
The popular Atari coin-op, Super
So r i a  is the first arcade conver-
sion from Electric Dreams. The
oblective is to race around a series
of enclosed circuits to the finish
lone, avoiding hazards and the
other cars — be they human or

raiNatemm; IV
ICIER DESIIitD IY

$11151It(rrii

strands causing mutations) and
the usual predatory consider-
ations.

Eco should be finished in six to
seven weeks with, an Amiga ver-
sion planned for Christmas.

computer controlled.
As can be seen from the screen

shot, the game is more or less
identical to the stand-up version,
and incorporates all the features of
the original, including the three
player option. Atan ST Owners
should be able to buy the finished
game by the end of the month for
£1999.

lk S e ns i b l e  Software's superlative 64 game has been brilliantly converted
to the ST, and makes full use of the improved colour and graphics

Ocean's innovative and unusual evolutionary game, Eco features some
superb vector-graphic animation

The ST version of Super Sprint has a three player mode, as signified by
the superb options screen
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Bub and Bob the bubble-spit t ing
brontosaurs are back again in
what promises to be the best com-
puter version of the arcade hit

lk B u b b le  Bobble.
For all those unfamiliar with the

game, it features the adventures of
two brontosaurs as they travel
through 100 hazard-filled screens
to confront the evil Skull Monsta.

The gameplay is incredibly
addictive, and it looks almost iden-
tical to the arcade original. Unfor-
tunately there are no plans for an
Amiga version. but ST owners will
be able to buy Bubble Bobble from
December.

Firebird have also been busy
converting some of their more
successful Silver Range games to
the Atari ST. Thrust, Warhawk and
LBO are just about finished and
will be available on the new 16-Bit
'budget' label at around £10.

The ST version of the almost
legendary Star Trek is also ready
for an 'imminent ' release around
Christmas. This Christmas com-
ing, hopefully.
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US GOLD
Not being a company to rest on
their laurels, US Gold are all set to
follow the incredible success of
Gauntletwith the officially licensed
sequel. Gauntlet

Set across most formats,
Gauntlet II should prove a best sel-
ler when it appears on both the ST
and Amiga. Plans are also afoot to
make the 16-Bit conversions four
player games, using a special link
to connect two extra joysticks via
the expansion port at the back of
each machine.

Epyx also have a couple of
games up their sleeve, most nota-
bly Impossible Mission II, the long
awaited follow-up to the outstand-
ing Impossible Mission. IM11 is due
out for the ST and Amiga very soon
and follows a similar style of
gameplay to the first. We wait with
baited breath

As with the the earlier Epyx
sports simulations, California
Games is also sPt to be converted
to the Amiga and ST. More details
when we have them.
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Availatile soon for the ST is FTL's
Olds, a complex Gravitar variant
with enough laser action to satisfy
even the most avid of blasting
freaks. There are six increasingly
difficult missions to tackle, each
requiring the player to fly down to
the surface of a series of alien
infested planets to rescue cap-
tured soldiers.

The second ST game from FTL
is Dungeon Master, an RPG style
game set in a labyrinthine dun-
geon. The action is presented in
first person 3D as a band of four
characters are directed through
the catacombs. The game caters
for combat between the charac-
ters and any of the dungeon's indi-
genous species as the player
seeks out hidden treasures.

The ST version is at a fairly early
stage, but still managed to raise an

Ir T h e  later levels of Oids tend to get a bit tricky: witness the 23 horning
missiles!
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eyebrow or two with some very
smart graphics.

Other Mirrorsoft 's programs
include Tetris. a logic puzzle
game, Mean Streak and Bermuda
Project, for both the ST and Amiga,
Stnke Force Harrier and King of
Chicago for the Amiga, and
Spitfire 40, Deja Vu and the already
classic Cinemaware release,
Defender of the Crown for the ST.

The missions involve blasting all
the alien installations and avoiding
some pretty hefty defences,
including gravity converters and
droves of homing missiles. If a
prison unit is hit, the captives
escape and are rescued by land-
ing the ship and allowing the men
to board. Graphically. Oids is a real
treat and the gameplay is abso-
lutely superb.

Stunning graphics add plenty of atmosphere to Mirrorsott's adventure/
APS. Dungeon Master
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Amongs t Electronic Arts ' 16-bit forthcoming catalogoe is the great role
playing game Bard's M k  which includes plenty of h i g h
-
q u a l i t y  g r a p h i c s
to supplement the eerie action

ELECTRONIC ARTS
The ST conversion of the classic
arcade game. Marble Madness
has just been released by Elec-
tronic Arts, although initial impres-
sions are disappointing— it isn 't as
playable as the Commodore ver-
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Paul Woakes• Mercenary caused
quite a stir when it first appeared
on the Atari XL and Commodore
64 at the end of 1985. Rumoursof
a sequel were to remain
unfounded (The Second City
being merely an add-on) until a
couple of months ago, when the
first pictures of Damocles
appeared. Still far from finished,
Damocles boasts some very fast
and impressive planetary
graphics, as seen from the cockpit
of the player's vessel.

O. S p a c e  isn't the fi nal f ront ier in Damocles

TLE B R E F
7
F  A T  
Y O U
R  
B A
C K
.

K NEEDS F':FOD B A D L ,

DAMOCITiT1
The 8-Bit versions of Battleships
have been recently dropped, the
general feeling was that they
weren't  strong enough products to
warrant a El 0 price tag. However,
Elite have decided to go ahead
and release ST and Amiga ver-
sions.

The rules are exactly the same
as the game played on paper, but
benefits from animated action
screens. Battleships is scheduled
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of ba t t l e  belays
your paety t o  a
hal t.  You f a c e  6
Robolds.
Will your  s t a l w a r t
band choose t o
Fi l kt Se
Run?
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28
20
24
16
20

SI On , Still. you can decide for your-
self if you've got E19.95 to spare.

Also available on the Electronic
Arts label are E3ard's Tale, an RPG
which boasts some lovely
graphics, Degas Elite, arguably
the best art utility available for the
ST and Deluxe Paint II. arguably
the best art utility for the Amiga.

The completed game should
contain the same captivating
game style as Mercenary, but this
time the action is set over several
planets instead of lust one.
Interplanetary travel will therefore
play a major role, as well as the
normal exploratory and trading
features. The game also allows the
player to load in his escape status
from Mercenary and begin the
mission with the equipment which
he took from Targ.

The ST version of Damocles is
appearing first, with other formats
to follow in early 1988.

for a mid November release, at
E19.95.

The other Elite release is a con-
version of the popular off-road
race game, Buggy Soy. The player
takes control of a beach buggy
and drives over rough terrain, col-
lecting flags and avoiding obsta-
cles such as fences, rocks and
logs. From the early demos we've
seen. Buggy Boy looks and plays
as well as the original. The ST ver-
sion is out around December, with
an Amiga version following shortly
after.
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/  PRICES

 YOUR MICRO / \
DESERVES THE BEST...

When your home or business micro costs several hundreds of
pounds, it deserves the finest repair facilities in Europe (well,
probably!). And the finest prices - .G off trade rates fo:' a limited
period only *How? At Verran we use our own range of advanced
automatic test equipment (now sold worldwide), backed by
str.ingent 2-8 hours soak-rack testing_ That means speed, ultra-low
prices and, most important, guaranteed reliability. For the first
three months we'll repair any fault free. For the next three, at half
these quoted prices,* It's the finest service available.
*Currently we handle over 3500 products on average every day.
Providing services for such leading companies as Amstrad plc,
Commodore Business Machines, Sinclair Research, Rank Xerox,
Dixons, Currys, Boots, W H Smiths, John Menzies and many more.
*  Join them and take up our special offer now.

EUROPE'S LEADING
COMPUTER REPAIR CENTRE

...AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS!!!
*  With over i300 ,000  worth of spares in stock, we
can meet many of your specialised requirements
We've listed a few examples and for anything not
displayed pust ca ll us and we ll quote immethately
incknove of hrst class post

SPECTRUM SPARES

liLA 6COOI
Po we r SioDDIV
ROM
4116 RAMS
n f  65(1
IT I( ? I
,

2
9
)
700
650
100

40
4E:

Keyboard Membrane

Sp.':Spectrum Piui,
QL
Metal lempiales

COMMODORE SPARES
6 5
1 0  
P
. .
,
(
e
5
5
1
1
f

6525 CIA
6581 Sid Ceip
901225 Groom ROM
801226 Etesiic ROM
8
0
1
2
2
7  
K
e
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a
l  
R
O
M

906114 Mouse Keeper
6569 ' I C
41E4 RAMS Memory

3)0
0.00
900
3 DO

Power Supplres
Cb4
CI6

19 5

All the above prices include VAT but insole enclose
a further El 50 post and packing on all componentorders

NOW TO CONTACT US
f o r q u o te s o n  co m p u te rs n o t '
,
S t e i l  O r  O f t

an compcoent teleobone 0276 66266
(Quoting LAP .127I

*  To send us your micro for repair mail it securely
packed accompanied by cheque postal order
Imade out to Vertan Metro Maintenance Untried! or
Quote your Access or Barclaycard number And to
obtain your special discount quote ZAP 127

Recommended and Approved by

AMSTRAD A T A R I  C O M M O D O R E
ACORN S I N C L A I R

li4rran Verran Micro-Maintenance Limited, Unit 2H & 21 Albany Park. Frimley
Road, Camberley, Surrey GUIS 2PL. Telephone 0276 66266

Meny Christmasfrom all col' us at " I e r t
-
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What if you could buy all these hit games in a
special pack for the price of one...Wouldn't that be
fantastic? s

And what if there was an extra FREE
game included — say the best selling v 0 '
martial•arts simulation l'Yie Ar Kung Fu". •  / 4  ,Wouldn't that be sensational?

N * * '-i
-

You
can buy

it%on
December 1st

8 O . K . ?
Ocean House .6 Central Street • Manchester • M2 5NS • Telephone: 061-832 6633 • Telex: 669977

1



SuperStar ice Hockey is the first
complete computer hockey simula-
tion. As  a  player, take the ice a s
centre or goalie. Fire slap shots, hip-
check opponents, make slick passes,
block shots. As coach, set up and rotate
your player's lines. As general manager,
trade and draft players. -  -

t J LFEATURES
1 and 2-player options. Play against the
computer or another opponent, or play 2
against the computer,
Variety. Play 2-on-2 hockey, 4-on-4, or 6-on-6
(regulation hockey).
Exciting graphics and animation. Full player
movement for up to 12 players on the screen.
Realism. Compete in a hockey league featuring
players of varying abilities and ages.

Disk
IBM-PC
Amiga
Atari ST

Commodore 64/128 1
Cassette E  9.95

E14.95
E24.95
E24.95
E24.95

15 WOLSEY MEWS, KENTISH TOWN, LONDON NW5 2DX. TEL: 01 482 1755
Under licence from DesignSlar Consultants Inc. Sublicensed lo Databyte by Mindscape Inc Mindscape and the Mindscape logo are

trademarks ot Mindscape Inc. SportTime, SuperStar Ice Hockey, and the S p o r t
-
r i m e  t o g o  a r e  t r a d e m a r k s  
o t  
D e s i g n S t a r  
C o n s u l !
a n t s  
I n c .
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Although Cinemaware are relative newcomers to the software scene, they've
already made a big name for themselves. Their three 16-bit games, Sinbad And
The Throne Of The Falcon, Defender Of The Crown and SDI have been widely
acclaimed, and the Commodore 64 version of Defender Of The Crown has sold
a record breaking 10,000 disks! How are they going to follow their successes?
lulian Rignall spoke to the enthusiastic President of  the Cinemaware
Corporation, 13rib Licoll, about future presentations.

Cinemaware first launched themselves into the
software world with  the Amiga version o f
Defender Of The Crown, The stunning graphics
and sampled sound impressed many, and even
though the game was a little easy to complete, it
instantly became a yardstick for future Amiga
software. Shortly after came Sinbad And The
Throne Of The Falcon, which although not quite
so visually impressive, had more depth in the
gameplay. So, what now?

'We've nearly finished our next game,' reveals
Bob, '  it's a  gangster game called King O f
Chocago. The end product will have 20 digitised
sound effects and 30 different tunes.'
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e D e f e n d e r  o f the Crown-the largest selling 64 disk-based game to date

As a gangster game, would King Of Chicago
be violent? We  are programming for an older
audience, so there'll be a lot of romance and a
little explicit language, but it's all mild stuff really.
The trouble is that people go totally overboard
when anyone mentions sex or violence, If you
look around, everything has a sexual element -
lust look at adverts for example. It shows how
immature attitudes are towards computer games
- you put in a little sex and people go crazy!'

The demo of King Of Chicago that Bob bought
along certainly looks very impressive -  but the
early demos of two releases scheduled for spring
next year look even better! The first is Rocket
Ranger, 'a Fortiescliffhanger serial featuring Nazi
spies, trips to the moon and an unflappable
hero'.

Bob expands: 'The game is split into chapters,
each one ending on a cliffhanger. There are
plenty of arcade sequences, and the music

well, it'll blow you away - it's being written by
the composer o f  the  Oregon Symphony
Orchestra!'

Also planned for a Spring release is The Three
Stooges, an officially licensed game based on
the old American comedy film characters. 'It's
being written by the same guy who wrote the
navigation program for the Space Shuttle,' Bob
says. 'The sound is going to be very impressive,
with over 900K of compressed digitised sound
effects -  more than any other computer game.
1 he graphics are a mixture of digitised film as
well as computer animation. We teel that this is
the first computer program which really takes

full advantage ot its licence. •
In that case, does he feel that generally

licences tend to fall short of their potential?
'Yes. Look at Laurel And Hardy - it's terrible,

it has nothing to do with the characters.' And
then continuing on the licence theme: 'The thing
is, in  Britain people think that they can only
succeed if there are 30 sprites on screen. It's the
content that counts. In the end it all comes down
to a  matter o f  time. I n  the UK  it 's no t
economically possible t o  spend t ime  o n
anything. Over in America we spend at least a
year on a project. We have two artists working
for six months, a computer graphics man, a
programmer and one person working on sound.
We spend a  l o t  o f  money o n  talented
people

With all those people working away, do they
find that they are at all limited by the machines
they work with?

'The limitation is with disk space,' Bob admits.
'At the moment we're exploring the potential of
interactive CD, and with 600 Mb of storage
there's plenty o f room! We're just trying to
expand our themes. We're trying to appeal to
people who love interactive experience. There
are two types of person, one sort who just sits
there and likes to be entertained, and the other

11. T h e  Three Stooges in a custard pie fight

type who loves to tom in -  that's the type ot
person we try and attract. We make our games
easy to get into, so that the casual gamer can
enjoy them.'

With p lans f o r  interactive C D ,  w i l l
Cinemaware move away from the humble

NO Dig it ised animation from Stooges

Commodore 64? 'No,' comes the lirnl answei
'SDI is currently being converted to the 64, and
that looks really special. I f  you thought the
graphics on Defender Of The Crown were good,
wait until you see the ones on SDI - they make
Defender's look like a Spectrum game! We've
taken t h e  original Atari S T version and
completely redesigned it, adding six extra arcade
sequences. Th e  gameplay has a lso been
tweaked. After that comes Sinbad .

Rocket Ranger takes to the air

1 here are also plans t or Commodore (34
versions o f  Rocket Ranger and The Three
Stooges and, for the summer of 1988, Bushido,
a Japanese type of Defender Of  The Crown
which sounds very promising indeed. It certainly
looks like the interactive film genre has a very,
very bright future ahead

ZZAPI 64 December 1987 117
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Palace Software, E14.99

That controversial s lice °ern u p
game is back again -  this t ime on
the Atari ST and Amiga Barbarian
has two options: a head-to-head
combat prac t ic e a n d  mis s ion,
where t h e  p lay er  bat t les  t e n
fighters and a Wizard to rescue a
maiden.

Palace sound supremo, Richard
Joseph has used sampled sound
effects t o  c rea t e  a  s t unning
atmosphere. S w i s h i n g  a n d
clanking swords, grunts, screams
of pain and even gasps of  effort
play a  perfect part  in the action.
Listening to a fight is incredible- it

sounds just like a Conan film!
It's a shame there isn't  a solo

practice opt ion,  as  rescuing t he
Princess stops the action just as
things are hot t ing up! Mind you.
the ac t i on  i s  s t i l l  t horoughly
enjoyable, wi t h s ome adrenalin-
pumping fight sequences.

Barbarian is definitely the sort of
game that  gets loaded t ime and
time again. It plays beautifully and
has a fabulous ' feel -  you can
really identify with the fighters. At
a relatively cheap £15, Barbarian
offers plenty of gory entertainment
and shouldn't be missed.

OVERALL 89
43
/0

AMP
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ZZAP! takes a look at the latest and greatest 16-Bit releases
RANARAM

wson, 9 5
Is cross between Paradrood and
unt let has been given the 16-Bit
tment and made even better

nks t o s ome lovely  graphics
d tweaked gameplay.
The player takes the role of an

apprentice Wizard who's hopping
,ITtad -  he ' s  acc ident ly  t urned
'himself int o a  frog. Rather than
wait f o r  a n  amphibian-k iss ing
Princess t o  c o m e  a long,  h e
decides to enter a dungeon and

steal the Runes of Power hid
there, a task which requires him
dispatch t he 1 2  Warlocks  w
dwell within. .  With t he  miss t
completed he returns to his hap
human form

The act ion is  highly enjova
and requires  bo t h  t hought
quick reflexes to survive. Althou
it's rather pricey, there's plenty oi
depth and should keep Gaun t *
fans happy for some time.

OVERALL 79
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Hewson's first 16-Bit venture is a slightly tweaked version of their
Popular Gauntlet-stylo arcade adventure. Rattaratria.

TERRORPODS
Psygnosis, E24.95
The asteroid •Cor ian hol dS  a
wealth of minerals and is mined by
the Federation. All goes well until
the evil Empire attacks and turns
the place into a slave labour camp
nith the sole aim of producing the
oat components of Terrorpods
,
e 
E
m
p
i
r
e
s 
u
l
t
i
m
a
t
e 
w
e
a
p
o
n
.

Seeing this as a chance to learn
secrets o f  Te r r o r p o d

construction, the Federation plant
an underc ov er a g e n t  i n  t h e
complex, but the Empire find out
their plans and decide to destroy
t
h
e 
e
n
t
i
r
e 
w
o
r
k
s 
a
n
d 
a
l
l  
i
t
s 
s
e
c
r
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t
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Taking t he role o f  Federat ion
agent, the player attempts to both
defend a n d  c o-ord ina t e  t h e
running of all ten mining colonies,
by trading the necessary minerals
which eac h colony  needs ,  and
reconstructing units destroyed by
the Empire.

Complet ing t h e  g a me  rel ies
heavily o n  s t rategy as  wel l  as
mindless blas t ing,  t he  lat ter o f
which is accompanied with some
great s a mp l e d  ef f ec t s .  T h e
graphics aren't bad and the game
is engrossing, but the £25 price tag
is a little on the steep side.

OVERALL 69% le T h e  smart, but slightly 'edgy, parallax backgrounds In Terrcmpods



A P a ul  Woakes' 16-Bit version of Encounter. Backlash takes it a tow steps
further

SSMASTER 2000
tonic Arts, E24.95

s programs have been with
since t h e  v e ry  adv ent  o f
puter g a mi n g ,  a n d  n o w
'vs taken a  new twis t  wi t h
ionic A i l s '  Ches s mas t e r

I t h e  ' s t a n d a r d  • c h e s s
ram f ea t u res  a r e  t h e r e .
ding twelve levels of difficulty,
five further options to modify
within those levels, take back
ove, force t he computer t o
e. and set up play. There are

several unus ual features ,
Including s peec h (wi t h  a  v ery
friendly sampled voice used on the

ST, a n d  t h e  s t andard bui l t - in
speech o n  t he Amiga) and t wo
modes of display; 2D 'newspaper'
style or true 30 which, unlike other
attempts, work s  ext remely  well. ,
Other opt ions  al low the user t o
change t h e  p iec e  a n d  b o a r d
colours, load or save part finished
games a n d  dis play  a  phoney
spreadsheet 'when the boss walks
in',

Chessmaster 2000 plays a very
strong game, even on low levels,
and t he  wealt h o f  opt ions  and
friendly s peec h mak e  i t  highly
enjoyable to play. If you're after an
Amiga or ST chess game, this is
definitely the one to buy.

OVERALL 86%

THE SENTINEL
Firebird, £19.95

Hailed by many as one of the most
innovative pieces of software ever
written, T h e  Sent inel  i s  n o w
available i n  16-B i t  f o rm.  T h e
gameplay i s  ident ic al t o  t h e
original 8-Bit  vers ions,  bu t  t he
graphics are slightly clearer and

run much,  muc h faster. There's
also a  new 'help'  feature which
allows the landscape to be viewed
from far above, so that the player
can see exactly where he is.

When ZZA P !  rev iewed T h e
Sentinel last year it was felt that it
was in a class of its own and defied
ratings. We say the same about
the new versions

BACKLASH
Novagen, £19.95

Paul M e r c e n a r y  W o a k e s '
Encounter was released three and
a hal f  years  ago,  a n d  quick ly
gathered a cult following. Now a
16-Bit sequel has arrived in the
form of Backlash.

The first-person 30 action takes
place on an alien desert, where
weird aggressors fly in to attack
your craft. In some situations there
are so many things to avoid, blast
and wat c h Out  for,  i t ' s  almos t
overwhelming. The 3 D effect is
staggering, w i t h  b e a u t i f u l l y
detailed objects whizzing in and
out of the screen at an awesome
rate. The gameplay is truly dextral,
and you get completely wrapped
up with the action. Atari ST owners
can rush out  and buy  it  now —
Amiga fans will have to wait  until
after Christmas.

OVERALL 92%

Psygnosis, £24.95

Not to be mixed up with Palace's
namesake, this  arcade adventure
from Psygnosis put s  t he player
into t h e  r o l e  o f  He g o r  t h e
Barbarian.

After seeing his  father brutally
slain whi le  bat t ling a  feroc ious
dragon, Hegor vows to destroy the
monster. The  s tory  o f  Hegor is
recounted in the 14-page booklet
that ac c ompanies  t h e  g a me .
which carries on where the tale
ends.

Hegor is  icon controlled,  and
accessing each one with either the
mouse o r  joys t ick  a l lows  t h e
savage one to run, jump, pick up
items, at tack and defend, and
the battle isn't going to well, flee.
Although a p p e a r i n g  q u i t e
unwieldy, t h i s  s y s t em wo r k s

surprisingly well.
The loinc lot hed he ro  mov es

across each static screen until he
reaches either edge. The screen
then rapidly scrolls across to show
the nex t  locat ion,  i n  a  s ort  o f
pseudo flick-screen style.

Graphically, t he game is  very
smart  with good use of colour and
a suitably earthy, primaeval feel to
it. Hegor and the inhabitants of this
strange wor ld are neatly drawn.
although the animation is lacking
polish.

Each t ime Hegor  at tempts  a
strenuous mot ion ,  a  digi t is ed
grunt issues forth, and attacking
monsters also let  rip wit h some
effective. gutteral noises.

Barbarian has plenty of depth
and s hould  appeal  t o  arc ade
adventurers wh o  like a  s lice of
action.

OVERALL 81%
le T h e  first 16-Bit icon-controlled, bash 'em up arcade adventure,

Barbarian

ZZAP! 64 December 1987 1 1 9
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Main Theme - Rob Hubbard
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When the Creators of
PARALLAX and WIZBALL

decide to give away their Trade Secrets
it has to be Something Special...

,b

S E N S I B L E S O F T W A R E ' S

•Available from all good computer game stockists or -
Send Cheque/Postal Order for £14.95 (Commodore 64/128
Cassette) E19.95 (Commodore 64/128 Disk) plus 80p P&P
Access and Barclaycard Holders telephone 01-278-0751
Outlaw Productions, 275 Pentonville Road, London Ni 91'JL

part of the PALACE Group of Companies.



THE COMPLETE
SILVER RANGE

ON OFFER IN THIS
AMAZING

To celebrate the launch of
Firebird's new up-market
£2.99 budget label, Tele-
comsoft have decided to
give away THE ENTIRE
Firebird 199 Silver Range
to the lucky winner.

There are also ten run-
ners-up prizes of five of
the latest releases of their
choice. The first prize
includes normally out-of-
stock games and could
tot up to well over 40 titles
— so, if you fancy owning
the definitive Firebird
budget collection, read
on.

Listed below are five
anagrams of famous Fire-
bird one ninety-niners. All

f r rFiRearRd'

COMPETITION
1) FANS OF NICE BRAVES

2) HANDY BHAGEE RIVER

3) AH, KIRLY PODS

4) NIKKY THE SNOG-WIG

5) TOWN WATER PILL

you have to do is
unscramble the letters to
reveal the correct title.
Simple eh?

Put your answers on a
postcard, or the back of a
sealed envelope and
whizz your entries to us
at: FIREBIRD FORTY
BUDGET COMP, ZZAPI
TOWERS, PO BOX lop
LUDLOW, SHROPSHIRE
SYS 1DB, to arrive no
later than the tenth day in
the month of December,
this year.

Names, addresses,
telephone numbers, blah,
blah, blah. You know the
routine. Get cracking!
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Extremely compatible
Xt ellen! value
Compact size
Extra reliable
Low noise
External 8/9 switch

•  N a v e  f e w e v i "

• Attra r  rive appeararKe
•  Turbos no prublem
•  O n e  year guarantee
• Runs  cool
•  +  n p r e r  t d r i v e  r t i n i tO f

wish the
Excelerator had come

my only complaint was O u t  Polio years ago
that the label on the front of C o m m : W o r t ! .  • •
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the .ThVe W.-s!. put an crooked I
RUN 64

The Excelerator behaved
admirably throughout I t  does
exactly what the I  S4 I does.'
- Commodore  7

The Exceleratur t h o u g h .
seems to cope faultlessly with
(ommerr tdl sofrware

t h g  Week ly

this drive is itta ORE

rd rather buy an
Excelerator 1- than a I  54 IC or
a 1570 or a 1511

" t h e  drive does have
dramatic improvements over
the 1t,4 i n  quality and
reliability

_0114PUT

t h a
,

A stylish modern replace-
ment case for the C8M 64 of which
your Commodore magazine said

- F i t t i n g  the case is simplicity itself and should present
no problem to anyone with even a rudimentary knowledge

of how to hold and use a screwdrIvet
The Slimhne 64 case is a vast improvement on the old style I t not only

looks nicer but does make it a  lot more comfortable in use My  only question is, wh‘,
didn't s o m e o n e  t h i n k  o f  i t  b e f o r e  ?

Av a i la ble  from good compute . ' stores or direct from Evesham Micros t
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C a l i e r  w e l c o m e ,  n p e n  t ,
r l a y s  9  
1 0 - 5Next day delivery 1 3 4 0  extra

E w a s h a m
M i c r o s

6 3  B r i d g e .  S t r e e t
E v e  s h a m

W o r c s .  ~ I t  1  4 S F
( 0 3 8 6 1  7  6  5 5 0 0

T e l e x :  3 3 3 2 9 4  E m e c r e c o

A
BUN
OFFER

s upe r b bundl i ng- a l l
combi nes  t he

r tti cal l y accl a i med
Essehtr atei r  + wi th the
super sophisticated GEOS
IGmptiot Environment
Operating System) GEOS
is the GEM-like Operating
system for the 64/128 from
whir  ti y ou can ,ac CMS
geoPAANT,  .1 full-feature
grapt lir w or k s hop,
geoWRITIE an easy-tote.
WYSIWYG word processor
and the Desk Accessork
vvhic h include Calculator

.tepad Alarm. etr Marv,
more extensions are
availabre surf' as
geoCALC, geoDEX, et(

" f e  4 1
5but you can obtain it
absolutely FREE with the
purchase of an Ediceteraror+



PAC - the world's most
famous computer character
is back. There are many
imitations but only one
original PAC-LAND.
This superb conversion of

11111.111fr the internationally famous
coin-op is not to be missed.

AVAILABLE ON: SPECTRUM; AMSTRAD; MSX Cassette 9.8.95.
COMMODORE Cassette £9.95; Disk E14.95. ATARI ST; AMIGA E1995.
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You cart obtain your copy of PAC-LAND direct from Argus Press Software Post and packaging M E E
-
7 W
Write now or send with a cheque or postal order to:
B & L Distribution, Units 1 & 2, Cordon Development, Water Lane, Darwen, Lancs. BB3 2ET.
Name

ddress
owri

or Phone: 01-439 C666 - our Credit Card 1-Iodine



YOUR BEST EVER NIGHTMARE!!
Knightmare the computer game uniquely combines the best

elements of traditional adventuring with some hot arcade action
' and provides ponies arid riddles of a varying nature not found

before in computer games,

Mail Order: Activision (UK) Ltd, Units 3 & 4 Lloyds Close,

finedon Road industrial Estate, Wellingborough, .
-
1 1

Northampton NN8 4SR• Tel: (0933) 16168

Conintadtwe 64/128 Cassette (999 and Desk (112.991
/X Spectrwe 481011211k/ I (19 99) Amstrad CPC

Cassette (19 99) and Dosk (114 99) Alin St (114 991

Comae* F181 Anglia Ieleinsion Game copytight 1981
Actiosnm (UK) Ltd All fights reserved_



FOOTBALL MANAGEMENT

CIA 6526 £11.95 ROM 901227-03 C I-1•99
MPU 6510 £11.99 ROM 901225-01 £9.99
P I A 906114.01 L9_99 SOUND 6581 04.99
ROM 901226-01 L9•99 RAM 4164 £2.49

Three Classic Football Menagement Stretegy Clamart for all enthusiasts, Each of these QUAL-
ITY games is packed will GENUINE FEATURES to make thorn the moat REALISTIC mound.

PREMIER LEAGUE
A COMPREHENSIVE LEAGUE GAME -  Play all learns Name a away. Fat squad desalts all teams.
Reales team styles. losmaton substitutes. Named & recorded goal scorers. Comprehensive trans-
fer market. 5  Skill levels, Financial problems, Team Training. Continuing Ste w's,  Sa w 40(ne,
OPP05
,
1
,
on 
S e l
e c t  
S t
r o
n g
e s
t  
T
e
a
m  
a
n
d  
M
U
C
H  
M
U
C
H  
I
M
O
R
E
I  
0
4
/
1
2
6
1
i  
C
o
m
m
o
d
o
r
e  
t
a
.
.
5
0

WORLD CHAMPIONS
A COMPLETE WORLD CUP SIMLAAT ION -Frcen the first friendlies. qua likong stages. I Cluf Mat cr
,
e $
sod on to the FINALS - Select from squad of 25 players, 2 In-Match substitutes allowed, Discspline
table 7  Skill levels and MUCH MUCH MORE
, I n c l u d e s  a  
l u l l  t e x t  
m a t c h  
s m o 1 a t i o n  
w i t h  
I n p u n e
s ,

Bookings, Sending off, Corners, Free kicks, Match tuner tryury time Emirs time, Goal limes and
MORE 0 4 / 1 2 1 *  Commodore U N

EUROPEAN II
CAPTURES THE FULL ATMOSPHERE OF EUROPEAN COMPETITION -  Home & away legs. Away
goats count double IN drawni,Fuil penalty shoot out twith SUDOEN DEATHE 7 Skill levels, 2 subs
allowed. Pre-match team news, Orscrpline table, Full team & Sub Si Auto selection, , Disallowed Goal
and MUCH MUCH MC41El Plus FULL TEXT MATCH SIMULATION. 0 4 / 1 2 8 k Commodore ET-00

FANTASTIC VALUE -  Buy any 2 games deduct C2.00; buy AN 3 e m .s deduct C3,00
AN games are evadable for IMMEDIATE OM:WITCH by la l CLASS POST and knducla,
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From J  SOFTY/ARE, Rpm C3, 37 Vtlestmoor Road, ENFIELD, Middiesex, EN3 71!

AT LAST!
C O M M O D O R E  S PA R E S

A 1 DI SCO UNT PRICES

C64 POWER SUPPLY UNITS C19•99
All prices include post St packing, handling and VAT - send your faulty computer

and P.S.U. for estimate and repair from E9.99 + parts + VAT.
AMIGA A500 E479 — A500 DISCOUNT SOFTWARE

SEND CHEQUE/P.O. A C E S S N I S A  CARDS WELCOME

E L E C T R O N I C  S E R V I C E S
176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL, FV5 3NE

TeL M531112270
TRADE ENQUIRIES WELCOME

4 HOUR
T
U
R
N
A
R
O
U
N
D

Send large S•A_E_ for full list

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 same day We also
do Corn 16. VIc 20,
plus 4. or you Can circler
me lebtacensent Chaps from our
D I Y se r.
-
t io n

PBM AVALON

The chronicles of the 'Knights of the Avalon', is a new
100 player computer moderated Fantasy Play By Mail
game from JADE Games. Startup is FREE, with further
turns costing 70p, players outside of the UK E 1.00. The
game features, 1000s of player armies and fleets con-
stantly involved i n  conquest, a  playing area o f
1250,000 sq miles with over 100,000 locations. A
highly developed class system of squires, knights, lords
etc fighting to become emperor. An economic trade
system with 1 000+ trade items, merchant and political
banks, stock markets and trade treaties. Religions based
on a planet wide network of temples and monasteries.
Players having the choice of  accepting one of the
twenty existing gods or creating their own god and
religion. A hierarchy of gods capable of direct interac-
tion with players. Alliances of trade, religion, politics
and military might. +  MUCH MUCH MORE, games
limited only by the players imagination.

For a FREE startup write to.
JADE Games, FREEPOST, Southsea,

Hants, PO4 OBR
(no stamp required)

FAST COITIPLITER ir'‘EPRIR
VIDEO VAULT INTERNATIONAL

l o *  REPAIR SERVICE ....vAa817,
COMMODORE 64 REPAIRED FOR ONLY C35.00 including POST &
PACKING • PARTS • INSURANCE — NO HIDDEN EXTRAS!

* biome you wart repair service
*  3month written guarantee on all

repairs
*  International Repair company We

repar computers from all Over me
worm

*  All Computers sent Mail Order turned
around in 24 hrs

Ltd

F R E E

*  Most CommoOores repaired
*Went hr

*  All mKros insured for return journey
*  Over B years expersence working votil

computers
*  ANcompvtersfultytestetj
*  power supplies fully tested
•  RGEI output Ivey tester'

BEST PRICES
D.I.Y. SECTION

It you know what chip has gone in your computer you
can order the replacement 1.C. from our range
6526 2 3 . 0 0  901225-01 2 3 , 0 0
6510 2 3 . 0 0  6569 2 3 . 0 0
6581 2 3 . 0 0  4164 RAMS 3 . 0 0
901227-03 2 3 . 0 0  Po w er Supply
901226-01 2 3 . 0 0  Units 2 9 . 0 0
All prices include VAT., please ADD VISO to cover
P & P and handl ing Costs, insurance

ZZAID! 64 December 1987 1 2 7



Spectrum
Cassette 7.95
Commorodore
Cassette 8.95
Disc 12.95

The nollig HOWSOft blockbui0ON
stunning rotational 3D graphics
and probably the most outstanding
g a m e  f r om  HeINS011 i n 1 9 8 7 .
Available on Commodore and Spectrum.
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A

Firebird's fabulous Bubble Bubble
arcade machine competit ion stir-
red up an incredible amount  o f
interest as  readers sent  in  their
designs for the side of  a Bubble
Bobbie arcade machine.

The competit ion was run across
both ZZAP!  a n d  CRASH,  a n d
were pleased to say that a ZZAPI
reader - Matt  Lyon of Hampshire,
Re22 5RH -  is the very lucky win-
ner. Congratulations Matt! A fabul-
ous Bu b b le  B o b b le  a rca d e
machine is all yours!

There are also 25 runners up
prizes of a copy of the game -  the
lucky winners are

keuLts•

THOSE
WITH AN
ARTISTIC
BENT
Rainbird were  s o  pleased wi t h
their Advanced OCP Art Studio
that they offered an airbrush com-
plete wi t h  hose,  t hree c ans  o f
propellant, a set of ten airbrushing
inks and a copy of OCP Art Studio
to the reader who could draw the
best pic ture of  Rock ford in  his
studio. Our favourite was sent in
by W A Chetwynd,  Warks, CV10
OCR. There are also ten runners-
up prizes of  copies of  the Ar t
Studio, which are claimed by

Nial Quee, N. Ireland, BT191DD;
Stephen A  Graham,  Cumbr ia,
CA2 7 0 B ;  A t e n  S k i nne r ,
Orpington, Kent;  Cl ive Bevan.
Gwent, NP4 OEY; Davi d Knox,
Scotland, EH165H0; Peter Skel-
ton, Northern Ireland, BT21 OPO;
Danny Blom, Birmingham, 815
2NG; Ha y de n Duval l ,  Mer se-
yside, W M  1 9JY; Peter  Cum-
mings, Ripley, Derbys, DE5 8JF;
John Haigh,  South Yorks,  S71
IXA.

ARCADE RENEGADE
Back in Issue 30 we ran the 'I want
to be a Renegade' comp. All you
had to do to wi n an amazing
Renegade br i e f c a s e  a r c a d e
machine and monitor was to ans-
wer a few simple questions

and the first person out of the bag
was Jozet Pierteiewski of Man-
chester. M31 2 0 Z,  Congratula-
tions Jozel, the machine is cur-
rently winging i ts way t o your
house!

1

STREAKY MEAN
In preparation for the release of
their futuristic motorcycling game.
Mean Streak, Mirrorsof t  dec ided
to offer an adventure day Out with
the ZZAPI  team for five people.
Those lucky (or unlucky, however
you view it) are Simon Taylor,
Leics, LET 7PX; Spencer  Torr,
Beds, MK44 3JP; Steven Fran-
cis, Essex,  SS11 8NA;  Jami e
Dunning, Cornwal l ,  PL15 81114
and K e v i n  Bur t on,  S o u t h -
ampton, SO4 4FL..

Fifty runners-up each receive a
specially made Mean Streak key
fob. They are

Philip Wynn,  Lancashire,  WN8
9BD; Ian Lowe, Surrey, K192EY;
Nicholas Le e ,  Ca m bs ,  P E 1 7
3SR; S  B Woods,  Goole,  DN14
9QD; Paul Dorritt, Elizabeth Bar-
racks, BFPO 29; Mar k Ratcliff,
Kent, CT4 5DH; Graham Taylor,
Oxon, 0 X 8  7EW; N  Reynolds,
Surrey, KT9 1X0; T  Y Barlow,
West Yor kshi r e,  W F 5  9 R B ;
Richard Sykes, West Yorkshire,
130161LB; Stephen Keach, War-
wicks, CV12 9PU; Paul  Taplin,
Derby, DE3  2HS; Mar k Taylor,
South Glamorgan,  C F 6  5AH;
Scott Graten,  Tyne and Wear ,
NO25 8RE; Lawrence Bowyer ,
Berkshire, R G 7  3 NN;  J a s on
Baker, Kent,  CTI  I TS;  Michael
Oufton, Birmingham, B33 BED;
Sebastian James,  Powys,  LD6

2HL; Phil Yard, Surrey, CR2 OBN;
Philip Ruxton, Essex, CO3 3SD;
Daren Parr, Notts,  NG16 60W;
Justin Mal l inson,  Nottingham.
NG13 8SP; Gary Smith, Notts. ,
NG9 1QA; Rober t Dilks, Notts,
NG9 4DL; David Hor ton,  West
Midlands, WV 6  OTC); Ni chol a
Cobner, Gwent,  NP44 5AF; Neil
Stewart, Gl asgow,  G41  4 DF;
Robert Maci ntyr e,  Cheshi r e,
SK8 3AT; Matthew Kibby, Bris-
tol, BS19 2RG; A Marshall, Mer-
seyside, L35 OPO; James Wi t-
ney, Lincs, LN13 90S; Mr  C D
Lloyd, Her e for d,  H R 4  7 E N;
Stephen Downey,  Northern Ire-
land, BT14; Daniel Taylor, Leics,
LE6 I  LB; R  Waltman,  Surrey,
RH760F; Thomas R Macdonald,
Lanarkshire, ML7 5AR; Russell
Ayres, Bristol, BS65AN; Michael
James Brown, West Yorkshire,
WF5 0 0 D;  Anthony Goddar d,
Oxford, 0X2  7TE; Barry Bolton,
Billingham, I S23 IOW; Alasdair
MacLeod, Isle of  Lewis,  PA37
2H8; Jason Taylor, West Mi d-
lands, WV12 5AR; R Marshall ,
Merseyside, L35 OPO; Andr ew
Sharp, South Yorkshire,  0 N 5
EIPJ; A J O'Donovan, Hampshire,
SO2 4B0; Zi ap! Reader,  Oxon,
RG95AR; Shouma Khan, Lancs,
BL5 2 Q P ;  T o / i s  H a n s e n ,
Kongsberg, Norway; Barry Mar-
key, Surrey,  RH6  9RP; Si mon
Bell, Worcs, DY10 3YU.

CHART VOTING DRAW WINNERS
WINNER (E40 worth of  software plus ZZAP! T-Shirt): D M Edwards.
Sutton Coldfieid B74 31-IS
RUNNERS UP (ZZAPI T-Shirt and Cap): Wall Orumbie, London SE15. N
Pnchard, Sut ton Coldfield, B72 1AT, Murray Reid, Chester. CH4 7RJ,
Mat Eastmond, Arnersham, HP6 5LB
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clUDDENLY, the
jet plunged into a •
sea of flashing
lights -*Chuck
gasped with horror
-  he had entered
the Qther World !.."
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t
i s u r v i v
e

h tin a i e  alien
world. Collect
energy-giving
power pods as you
fly through eight
action-packed
levels, and seven
brilliant bonus
levels.

I* Features seven
different
weapons,
including Quark
Cannon Wide
Beam and Laze,.
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HAVE A DIG AT WINNING YOUR
VERY OWN TREASURE TROVE •-•

11 4 COURTESY OF US GOLD

Missing out on Sizzler-
dom by the merest frac-
tion last issue, US Gold's
Solomon's Key is a bril-
liantly addictive platform
puzzle game. The friendly
chaps from Birmingham
have agreed to stump up
THREE Gold Sovereigns
(valued around the £300
mark) for the lucky chap
or lady that manages to
locate the hidden treas-
ure on the map below.
Have a look at the Sol-
omon's Key room and,
using your judgement
and knowledge of foot-
balling conditions, place
a single 'X' where you
think the treasure is most
likely to be hidden.

The entry which has its
mark closest to that
positioned by our panel of
experts(?) will walk of
with the goodies, plus a
copy of the game. 25 run-
ners-up will also win the

64 version of Solomon's IKey for their troubles. —
Place your entry (or a

suitable copy) in an
envelope and send it to: ! -
SOLOMON'S
SOVEREIGNS COMP, I
ZZAPI TOWERS, PO
BOX 10, LUDLOW,
SHROPSHIRE SYS 1 DB,
to arrive no later than 10
December.

Don't forget to include
some sort of name,
address and phone
number if possible.

Happy 'X'-ing.
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ALIENS (Electric Dreams)
420,850 Tony Jones. Aberchirder, Aberdeen
143,500 Peresh Solanki, Forest Gale. London
126,500 Paul Grrffrihs, Liondudfo. N Wales

ALIZTKAT (Howson)
14,582,700 Jean-Claude Za k Hoenhem,
France
9,334.400 RioNwd Hudson. Copmannorpe,York
8,917,300 Tony Shoreman, Brilington, Lanos

ANTIRIAD (Palace Software)
d In _0• • ' :3

.
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312 Gad Keaveney, Huddersfield, W Yorks
3:40 Damian Baocack, Caine, Lams

ARXANOID (Imagine)
1,378,040 Falco, Cleethorpes, S Humberside
1.262,190 Jonathon Webb, Highbndge,
Somerset
1,003,560 Sieve Tye. krdderminster • Worm

ARAIDURDILLO (Code Masters)
29,300 Ade Grrffithe, Crowborough. E Sussex
25,800 AndrErve Bury, Xingswinfond, W mats
22,803 P Griffiths, Lionckidno, N Wales

ALPF W1EDERSEHEN MONTY (Gremlin
Graphical
51,223 Casey Gallacher, Swatiovelind
Reaching
29,478 Alex Montague-Smith. Trowbridge
Wilts
18.000 Sonley Vaphela Rugby, Warks

BARBARIAN (Palace Software)
160,030 Paul Griffiths. Llandudno, N Wales
57.600 Stephen Simpson. Obey, W Yorks
44,450 Colin Box, Doncaster, S Yorks

BEARRIDER (Active lor)
980,420 Steve Jarrett, ZZAP
1 T o w e r s642.704 Michael Sung, Petrone., Co Crartiam
272,174 Steve Tye, Kkic3 Orme v
,  W e r t z

BMX SIMULATOR (Codereasters)
6285 Barry Mills. Denny, Scotland
4.420 JEtp. Ettingshalt Park. Wolverhampton
4260 Adrian Broadley. ktanby, Linos

BREA(THRU (US Gold)
2443.000 Vincent Old, Welkogborough,
Northants
138,050 Paul Gibson, Sunderland, Tyre AndWe
111,900 Gary Rice, Colchester, Essex

BULLDOG (Greaser) Graphical
2,238.203 Gary Foetal, Droyeden,
Manchester
2,105,900 Poto Walker Adelaide, S Austra il
1,825.700 Roger Ale xa nde r
-
se m,  G o t e b o r g ,

Sweden

COBRA (ocean)
285,900 PlUip Stevens, Ramon, Derbyshire
93,400 Patrick Groin, Burnley, Lams
89.200 Stephen Wildortge, Greet Sutton, SWirrar

P I E M G E M  M E P
Mb a  MD GIP  OP O P
PM a  O P  111,
a l IND a l o  IMP

OP PM O P  IIIID
PM a  allo O D  IMP 411,
I I I MD fl a b  1 = 1 )

DECEPTOR (US Gold)
27,050 Steven King. Plymouth, Devon
13,510 Trenoy Gaeta", Brussels, Belgium

DEFENDER CW THE CROWN (M irroring)
Compoerted by
May 1200, Henrik Sylow, Astufs, Denmark
March 1201, Van Crombrugge Ban. Antwerp,
Belgium

DELTA (Thatarnuel
1,992.579 Michael Aubert, Exeter, Devon
1.258.430 Cohn Redfern, Heywood, Lents
972.636 Andrew Simmonds E Stucirloa, Kent

DRAGON'S LAIR (Software Proiecta l
83.997 Sean Walker Munger% Melbourne,
Australia
36,042 Simon Coles Mum, Chelmsford,
Essex
33.750 &mon Cole. Chelmsford, Essex

DUET (Ellte)
174,290 Steven Atkinson. Oldham, Lancs
188,170 Fu Sang Li, Crewe, Cheshire
159,110 Gary Smith, Basingstoke, Hants

ESCAPE FROM SINGLE'S CASTLE
(Software ero(ects)
104,800 LOW "M it ,  COnSett, Co Durham
92,742 Craig Krogh!, Keyworth, Notts
88,588 Steven Atkinson, °Wham, Lance

EXPRESS RAIDER (US Gold)
68,450 Gavin Shute, Aylesbury, Bucks
80.800 Dean Ferguson, Gillingham. Kent
49,500 Bhanit liaghola, Rugby, Works

THE EQUALIZER (Te i Power House,
20.620 Dean Stinton, Salley, Southampton
14,850 Jonathan Richards, AttletorougeWerke
13,120 Graeme Cnchton. evIne. Ayrshire

RRELOAD (Howson)
145,205 Richard Pergola, Coventry, W Mide
143.160 Daniel Osboume, Homsea.N Hurnbs
116.805 Dame,  Ward, Harrogate, W Yorks

FIRETRACK (Electric Dreams)
635,640 Darren Cole, Chinglord, London
664,960 Knstian Bruun, Copenhagen,Denmark
527,290 Johnny Larsen, Copenhagen,
Denmark

FIST N gaelbourne House)
1.753.000 Steven Roll, Kettering, Narthenis
1.580.800 Gad Keaverrey. Huddersfield, W
Yorks
1,220.000 Steven Gia llo* ,  °Wham

OALIVAN (imagine)
293,000 Steven Ward, Doncaster, S Yorks
287.000 Chris McLean, Heleby, Cheshire

GAME OVER (imagine)
99,400 M ks Thomas, Caerphilly, Wales

GAUNTLET — DEEPER DUNGEONS (US
Gold)
Merlin Th. Wizard
8,787,195 Asher Rashel. Thomaby, Cleveland
4.350.297 Paul Cashley, Be / lops
-
ton ,  B r i s t o l
4,308.061 Michael Robensoc, Stirtingshire,Scotland

Thor The Warnor
A A7 1 1 0 %0

3.914.521 Paul Caar-iley, eishopsten, Bristol
3.232,107 Dean Thomas Powys, Wales

a m m o m o m  a a o  I = M 0  G I MP  O D  I M I E D
a  a  OD a  S D  P M  a  a  M.  M b  S  a p  p i n
a  a  a  l a  a  a  a  M I  l a  l a  P E P
M E S S  I M P  a  a  4IMENP a l  MEP I a n
a  a t  a  l i b  1 1 1 0 1 1 , a a  a l  • 1 0
a  a  1 1 .  I M  a  a  a lo MP  a  l a  a  4 1 .
a  a  M I M  a m p  a  a

Ouestor the Elf
8.746238 God Kareveney, Huddersfield. W
Yorks
2.497.341 Paul Cashiey. aishopsion. Bristol

Thyra the Valkyrie
6.416,327 Gad Kosvonoy, Huddersfeld, WYorks
818,692 Paul Kolknolon. Huebridge Ea511
,
),GHOSTS 'N' GOBLINS (Ellie)

920.800 Casey Gellocher, Swaillowfield.
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456.080 Chris Goodswen, Norwich. Norfoa

GUNSHIP (Micreproso)
278.785 Richard Mellor, Bridgewater.
Somerset
271,835 Mark Sevin, Lesdgete, Co Durham
265.990 David Nicol, Howarth, York

HADES NEBULA (Nexus)
383,200 Dowd Theo.. &Made, Beigrum

HEAD OVER HEELS (Ocean)
88,620 God Keaveney. Huddersfield, W Yorks
68.140 Richard Lunn, Leeds, W Yorks
88,140 Robert Bowe, Otford, Kent

HERCULES (Alpha/Omega)
1.159.880 Thomas Broom, iuncMata, Norway
999.870 Rob Evans. Tring, Heins
911,300 Steven Boswell. Tellord, Snropetwe

HERO (Ft/0MM)
197,852 Lawson Da, es, Pencoed S Waters
177.762 Patrick Lammers_ 1400 Nivelles.
Belgium
174.049 Paul Mormon. Consett, Co Durham

I,BALL (Firebird)
104.040 Marc Johnson, Broughton. Chester
51.600 Stephen Roggen, Westbourne Pk,
Lander!
50.854 Mark Andrews, Netherton. W lAias

INTO THE EAGLE'S NEST (Pandora)
2,186.800 Guy Gilding. Slough, Befits
1,637,600 Peter Rally, B u r r S t
,
E d m u n d s ,

Suffolk
1,143.30CM Booman, Oud-BerierlanO, The
Netherlands

IRIDIS ALPHA (Llemeoellt)
599.760 George Bray, Arrntlicroe. Doncaster
349,520 Coen Redfern. Heywood, Lanes
204390 Jonathan Wood, Edgeware, Middr

JAILBREAK (Konam9
358.5000 Mnehell, Petersfield. Hants
195,500 Paul Gibson, Sunderland, Tyne And
Weer
102.500 Malcolm Redfern, Preston, Lanes

JEEP COMMAND (Bus Byte)
518 .550
0  
M e e
u s e n
,  
2 2
3 0  
S c
h a
d '
s ,  
B
e
l
g
i
u
m

303.990J Gheorghosor (Runson), Melbourne,
Australia
250.350 Dove Breed, Culeacoets. Tyne &Wear

KNUCKLEBUSTERS (Molbotros Houss)
11,700 Craig Bent, Feitroworlh, Manchester
6,300 Steve Ounner, New Enharn, London
5,700 Bharat Vagheta, Rugby. Works

KRAPEOUT (Gremlin Graphics)
21,184;770 Whe e l Ekrnarts, The

UORTIFORCE
3239250 R ich
t
e r
i
7 i
l
g t o g rn e n _  
S e a f o
r d ,  
E s s
e x

2,526.975 Jake E. West Bromwich, W MOS
2296.360 'raid Literopoulos, Athena, Greece

MARIO BROTHERS tOcosnI
449.380 Jake E, West Bromwich. W %ads
252.620 Ozz, New Elthari, London
134.120 LIMA Jomer, , Orebro, Sweden

METROCROSS (US Gold)
387,550 Andy Stocks, Gorneby, SHumberside
382,850 Andrew Holmes, Amadora,  Notts
311,700 Louis Faimhen, Twickenham.
Middlesex

N I A  RACE (Mastletronic)
7.985 Knstain Fulfill. Estover, Plymouth
1.964 CIVIS Raynewm, Seiner, Derby
7,949 Shaun Gore, King's Lynn, Nortek

MONTEZUMA'S REVENGE (DMA:wea)
1.127.500 W Drew, Brisbane Australia
601,800 Jennifer Yates, Bolton, Limos
412.450 Adorn Trewella, Stapleton Bristol

MUTANTS (Ocean)
88209,750 Steven Packer, Chelmsford,
Essex
51,1344.500 AO*  Borne'', Southbourne
31,025,750 Gareth Williams. Swansea, W
Glamorgan

NEMESIS THE WARLOCK (Mortoch)
37,460 Anthony Secathorne, Worksop, Notts
14,290 Andrew Scully, Annotate, Sheered
12,770 Mike Thomas, Caorprotty. Mid Glam

NINJA MASTER (Marstenronic)
485,840 Gordon Sheamr, Awe s,  Morayshire
198,880 Robed Futter, Downharn Market,
Norfolk
198.315 Michael POI, Kumla, Sweden

NOMAD potion)
5.264 John Gneorgresor. (Runson), Australia
4.065 Paul Want, Harrogate, N Yorks
3,885 Paul Tudor. Stourbndge, Palmore

OLU AND LISSA (Firebird)
19.820 Lee Barker Nontwoch. Cheshire
14.098 Stuart Scattergood. Address notincluded
13.715 Hendenk Engoisman. Maasslurs,Holland

PANTHER (Mestertronicl
250.900 Liam Chives, ilattenhee Wore&
215,500 Jason Bine'', Craniesgh. Surrey
200,940 Steve Lee. Okilkiford. Survey

CRYSTAL CASTLES (US Geld)
677,992 Julian Rigniak
, Z Z A P I  
T o w e r s
668,995 Richard Hardbattle. Nuneaton,
Wants
652,127 lain Davidson. DLIMineS, Scotland

DECATHLON (Firebird)
1 2 2 5 5 0  M r .  S t
-
1 . ' 1 . . 1 1 m A  
i

11,599 Steve Tye, Kirdermanster. Woros
11,068 Stephen Simpson, Obey. W Yorks

12,740.800 Dave & Brett Warburton, Cheshire
3.068,5013 Steven Packer. Chelmsford, Essex



PARALLAX (Ocean)
136650 Ali Kermvell, Guildrord. Surrey
e9,300 Jason Serve. Cranleogh, Surrey
e 0 0  l,4 Adam Pracy. Newton Fireman,
Noreen
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IMP M D  IMP A R M ,  IMP
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PAPERBOY (Elite)
3330,995 Michael Auberl, Exeter, Devon
3;11400 Mark Roll. Kettering. Northants
330,700 John While, Whirteloeld, Manchester

PARADROID PLUS (Howson)
06.500 Brian Need Tarbollon, Ayrshire
03_200 Adam B e e s ,  Tarboiton, Ayrshire
55215 lain Kent, Milrgavie. Geiagow

PARK PATROL (Firebird)
999,990 Greg Murphy, Mcseton, Wirral
9E16.130 Steven Atkinson, Oldham, Lancs
1395.610 Jonathan Edge. Wavedon, Cheshire

POD golestertronict
2178690 Grahame Rae. Bo'ness, Scotland
1,468,440 Karsten Toksing, 8832 SKAIS,
Denmark
l .
0
8
2
,
4
4
Q
M
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h
e
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e
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s
i
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r
k
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Lancashire

PROHIBITION (kilog ram 's)
S10.280 Richard Pargeter, Coventry, W Mrds

QUARTET (Activision)
2.074,500 kit e  Griffiths. Crowborough. E
susses,
010,900 Lee 020U414, Si Peter Port, Guernsey
3€2,431 Neil Airway, E Leigh. Hants

RANARAMA (Hewsen)
4,828.400 Richard Leadbeiner,Weharn. Essex
1,822,200 Crag Knight, Keyivorte, Notts
1.555,700 Martin Ceaper. Altroton. Derby

PZ--BOUNDER (Gremlin Graphics)
1.485.090 Juitan P t  ZZA Towers
2.470.584 Marc Hodge. Selby, N Yorks
1.405,2233 Greg Murphy, Moreton, Wirral

RIVER RAID (Firebird)
259.235 Julian Rignatl, ZZAP
1 T o w e r s131,020 Jonalean Richards, Attieborough,

orWk s

ROAD RUNNER (US Gold)
285,030 Andrew Deem Braurrion, Devon
202,860 Paul Dunstan, 1-figh Wycombe, Bucks
272320 Roger Alexanctemon, Goteborg.
Sweden

G M= P  M D  MIP M O  M O M
410 fl a  M I  M o  O D
11, M k  OP IMMOMIP

MP M .
IM/ M .  /Mto 4 . .  MI P
MP O P  1 M  MIP M .  I =  M D

0 .  iMo M D  M O M

ROCK 'N WRESTLE (Melbourne House)
3,125.100 Jamie Orndge, Gedling,
Nottingham
2.655,200 Alan Smith, Glenn:titters, Fife
941,300 Graeme Dutch. Telydrorte, Aberdeen

SABOTEUR (Ourel)
£2,789,600 Gareth Mitchell. Mirfsekt W Yotits
C2,115_200 Per Joiner, Orebro. Sweden
C2.038.200 Lome Jorner, Orebro, Sweden

SANX ION (Thalamus)
1.006468 Steven Maapass, Stoke-on-Trent,
Stalls
784,390 Stephen Gandy, HaleSowen, W Mods
517  850 Peter Wiitiams, Preston. Lancs

SCOOBY DOO (Elite)
304.700 Robert Wa Milord. Newcastle, Stoke-
on-Trent
246.600 Sean McDonagn, Jarrow. Tyne &
Wear
194.550 Gareth Mackie. Peterhead.
Aberdeenshire

SHAO-LIN'S ROAD (The Edgs)
128,420 Damian B0o000 C o it
u
s,  l a n c e
73,670 Barry Mils,  Denny, Scotland
36,164 Steven Young, Wallsend Tyne & Wear

SHOCKWAY RIDER (FIL)
1.524,798 Matthew Phypers, Sunny/1111. Derby
291.000 Julian R ig n I
,  Z Z A P I  
T o w e r s
88,350 Howard Wcston, Southwark. London

SILENT SERVICE (US Goldialiscroprosa)
(TONS SUNK)
1.032,800 Guy Gliding, Slough, Barks
910,100 Karsten Totrisuog. Drosselvel 8.
Denmark
563,100 Steven Hall. Croughton, N Hants

SKATE ROCK (Bubble Bus)
326,380 Brian Hambley, Prescol, Merseyside
288,430 Justin Cole, Huddersfield_ W Yorks
239.020 Sean Walker, (Runsott). Australia

SKY RUNNER (Cascade)
S669 700 John Doyle. Krimarnack Ayrshire
$585.700 Paresh Solerki,  Forest Gate,
L o n d o n
$190,600 Marlin Dotson, London 512

SKOOL DAZE I lAcromegal
126.910 Anthony Duikes (Runsoft),
Melbourne. Australia
120,780 Gordon Shearer, Reifies, Morayshire
104,340 SCUM Moore, Fixby, Huddersfield

Applications to the Scorelord
should be made on a postcard
or the back of a sealed envelope,
and entries which contain more
than three high-scores will not be
accepted.

SLAMBALL (Americans)
7,462.660 Carleton Shaw, London, N10
5,801,720 C Harb ison . Flumney_ Cardiff
5.504670 Gavin Burnett. Weethilt, Inverness

suke  FlGHT (Imagine)
586,000 Matinew ',trireme, Chinnor. Oxon
147.775 D a
v id  
S c o u l k
a r . B i l l
i n g h a r
e ,  
C l
e v
e l
a n
d

137.560 Cleveland Gibbon, Erdlt tn , WM , cls

SPLIT PERSONALITIES (Demerit)
583.500 Keith Lenton. Halesowee W Mods
680,400 Mrs L Hayden, London E 15
555200 Mrs J Carroll, Burnham-on-Sea,
Somerset

STAR PAWS (Software Protects)
446,570 Shaun Gore, King's Lynn, Norfolk
427.014 Justin Allen, Edgeware. Micids
393.849 C Mitchell, Petershold, Hants

STARGUAKE (Bubble Rue)
287,763 Nigel Froud, Coodalming. Sunny
287,140 rave Knudseu, 5003 Fyllingsdaieu.
Norway
273,867 Per Kellaricier, Stonungsund,
Sweden

STREET SURFER (Bubble Bus)
21.108 Jonathan Stock. Denton
Northampton.
16,270 Howard Clarke, Inverness, Scotland
15.811 Ad e  We rra ,  Clowborcitgh. E Sussex

SUPER CYCLE (US GoldtEpys)
342,650 Bryan Chamberlain, Norwich, Norfolk
328,860 Leogh O'Connell, Murnambeent
Australia
320.150 A Veshaeghe, Bletchley, Bucks

TENTH FRAME (US Gold/hobna)
AMATEUR
300 Stefan Alaxandersson, Goteborg.
Sweden
290 David Riddick, Ilkeston, Derby
290 Les Stahl, Queensland, Australia

PROFESSIONAL
300 Stefan itilexandersson. Goteborg.
Sweden
233 Not Taylor. Bracknell, Barks
214 Gsaeme Dutch. Tillydrone, Aberoeen

TERRA CRESTA (Imagine)
402,100 Michael Out-mere. Adettede, Australia
371,500 Robert Hemproil, Port Glasgow,
Rentrewahire
341.000 Marc Hodge, Selby. N Yorks

THING BOUNCES BACK IGneirdin
Graphical
1.649.973Mick 041911113n, New Maode.-1, Surrey
1,338.108 Steve Bennett. Prestalm• Ciwy0
1,134.940 lain Davidson, Dunn/nee, Scotland

THRUST (Firebird)
4,764,950 Robert Trourten ,  Kelgelery. W
Yorks
4,182.050 Arlo Sovinson. Doncaster, S Yorks
3 ,5 0 0 .8 0 0  081211111 Q u in n ,  Be SS1 7 ,0 0 k, N e w r y
Co Down

THUNDERBOLT (Codomastors)
213,220 Robert Tr ougblon, Keighley, W Yorks
164,450 Ad *  Griffiths, Crowborough. E
sussex

TOY BIZARRE (Activision)
223.420 J D Oriver, Ipswich, Suffolk
144.700 Sherif Satarre, Cairo, Egypt
102.900 Jukes; Rignall. R AF " TOWN&

TRAILBLAZER (Gremlin Graphics)
1,123,350 Jason Cooper Wednesbury. W
Mids
1,120,040 Henry Rawlinson, Salisbury, Wilts
828,270 a r. Robinson, Tottenham, London

TRAP (Mligata)
481,900 Lawry Simm, Liverpool L23
429510 Colin Bayne. Gienrathec
328,500 Robert Bike ,  Middlesborough.
Cleveland

LICHI M ATA (Martach)
3 8 2 .5 9 0  NICOilFin Go l an .  BrUSSiitis B e i q u M
378,760 Mark Sexton, Lancing. W Sussex
353.795 Nrcholas Lester, Dudley. W Wks

M I I M  I MMO  I M M I
PM I M P  4 1 0  EMO
IMP 1 1 1 ,  1 1 1  1111
M M .  MI E E D 1 • 0  fi b
MP M I  M I  IMI1 4 1 0
4MP 11110  gib M I  IMO

OD I O W

URIDIUM PLUS (Howson)
244.505 Michael Lykke, Viborg, Denmark
221290 Stephen Paget. Uckflaild. Sussex
197.925 Russell Wallace. Co Dublin, Ireland

VIDEO MEANIES (Mastertronic)
250,541 Stuart Scattergood. Clwyd. N Wales
135,159 Sean McMenamin, Clarkston,
Glasgow
130.822 Warren Pilkirg ion. Longstighl,
Manchester

VOIDRUNNER (Maslortronic)
6_253,825 Grant Bannister, ilit on . Beds
5.997,3213 D Rice, Soultichile, London
5.403,560 M ick Wall, Hillsborough, Sheffield

WARI4AWK (Firebird)
6229.526 Girton Haworth. Swallow, Linit5
4,459,784 (tarnish Patel. Northoll , Middlesex
3.322,648 Jamie Orldge, Gedling,
Nottinghamn

WEST BANK (Gremlin Graphics)
308,750 Stephen Raggett, Westbourne Pik
London
210.000 Jon Cullen. Hillgate, Stockport
1 4 1 ,2 5 0  M a rk  M u ck.  W&S h i rl (rO n  T y r *  &
Wear

WIZARD'S LAIR (Bubble Bus)
242.645 God Koaveney, Huodersleid, W
Yorks
154.140 Crag Wills. Taunton, Somerset
152,735 Sloven Mu:torah, Rayleigh. Essex

WONDER BOY (ActIvialon)
353,160 Jason Langmead, Vale, Guernsey
347.410 Ade Gettiffis, Crowborough. E
Sussex
244.910 Jason Hone. Crofton Park, England

XEVIOUS (US Goid)
824,380 Fintan Brady, %Anemia. Ireland
412.940 Matthew Ward, l&omk3y, Kent
341.060 RaMi Ha n n a
-
I a n . E v e ° .  
F i n l a n d
YIE AR KUNG-FU (Imagine)
4.184.000 Nicholas tester, Dudley, W mids
4,098200 Barry Mills. Denny_ Scotland
1.307.000 Gavin Conway. Paisley_ Scotland

TIE AR KUNG-FU II (Imagine)
288.300 Carl Adams. Tooting, London
1133,300 Ian GOUtiet, Leeds
186,100 Steven Bromley, Bromley. Kent

Z (Rhino)
701,250 Howard Clarke. Inverness, Scoltaro
871,450 Jake E. West Bromwich, W MKIS
576.200 Stephen Ro m  ROB, tale of W•liht

zEN41 (Firebird)
19,460 Wh e e l Brown. Northellerlort, N Yorks
19,345 Justin Allen, Edgoware. Micidx

ZOLYX (Firobed)
295,693 Paul cropper. wokingharn Ba rks
294.320 Rob Evans, Tring, Heine
261.808 Nock Autton, W  M ris

ZONE RANGER (Pmstord)
20216 Marc Spence, Middleton. Leeds
14,650 Jonathan Wood. Edgerrare. Melds
12.904 Mrs Sue McGovern. Leighton Buzzard
Bede

ZYNAPS (Howson)
198.440 Mark Andrews. Netherton, W Meta
162 300 Mike Thomas, Caerphilly, Wales
126.9..0 David Hocks's, Netherton, W Mtds
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MICRO VALUE
FOUR GREAT GAMES - VOLUME 2
Micnovalue 2 follows on from the phenomenally
successful first release with the quality and
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BUDGET TEST

CHEAP  AND C
H
E
E
R
F
U L

ZZAPI's monthly round-up of budget software
New recruit, Dan Gilbert (who arrived too late to be introduced in this months' editorial) casts a fresh, but sharp eye over the latest batch
of budget bargains. Take it away Mr Giblet

This classic Sizzler was
first reviewed way back
in I s s ue 4  a n d  wa s
awarded 90%. Now US
Gold have given it a new

lease of life by releasing it on their
budget label. Americana.

The plot  concerns  a  Dic tator
who has captured allied soldiers
and is holding them prisoner on his
remote island. A crack squad of
commandos i s  s e n t  t o  t he i r
rescue.

Beach Head II is played three
ways: one player takes the role of
either the Dictator or leader of the
assault team, or two players battle
it out simultaneously in a head-to-
head.

The action is  played over four
Independently loaded scenes. The
first is 'Attack',  where the com•

mando team is parachuted in by
helicopter. The Dictator controls a
machine gun and blasts the sol-
diers a s  t hey  rus h  d o wn  t h e
screen. Ne x t  c o me s  'Res c ue'
where t he Dic tator's  forces are
used t o kill captives before they
escape the prison.

If t he  prisoners  are rescued,
they're flown by helicopter up a 3D
vertically sc roll ing sc reen.  Th e
Dictator's army  is  out  i n  f orce
again, this t ime to blow the 'chop-
per out of the sky before it reaches
safety. Finally,  there's  a  thrilling
knife fi ght  between t he Dictator
and the leader of  the commando
team, and there can be Only one
Survivor..

Beach Head j  is simply superb,
and boasts some lovely graphics
and a  huge range o f  s ampled
voices. Th e  gameplay  i s  v ery
bloody, but  extremely enjoyable,
and at the price it's a steal.
OVERALL 94%
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2 PLAY ER TWO0  C3 0  0  0

1

[NAIE
In this oddity from Firebird, one or
two players  at tempt  t o  k eep a
group of blobpods, small leaping
faces, constantly moving from left
to right along a horizontally scrol-
ling lands c ape c ompr is ed o f
blocks. This sounds a little on the
simplistic side, but the pods must
always bounce on solid ground —
when a gap is reached they fall off
the bot tom of the screen and die.

The act ion is controlled with a
cursor, which picks up blocks from
one part  o f  t he landscape and
drops them over gaps in another.
As well avoiding gaps, there are
killer blocks (which vaporise when
a blobpod passes over), immova-
ble blocks (which speak for them-
selves), a n d  mut ant  b lobpods
(which eat blocks away) to watch
out for. To add a little more pres-
sure, the task of  mov ing all the
blobpods from the left side of the
'squarescape ' t o  t h e  r igh t  i s
played against a time limit!

Although Hyber Blob is great fun
to play, and gets very challenging
later on, there's little variety in the
gameplay — consequently some
players may become bored rather
quickly. If you like reaction games
which requint plenty of very quick
thinking though, try it out.
OVERALL 80%
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ON-COURT TENNIS
Firebird Silver, E1.99

Tennis s imulat ions  aren ' t  t h a t
common t hes e day s ,  s o  t h i s
Activision re-release is quite nota-
ble.

There a r e  a  dec ent  s e t  o f
options, inc luding a  c hoic e o f
three surfaces, the chance to play
the best of three or five sets, four
different cornputer opponents and
two player or demo modes. The

MICROBALL
Alternative Software, El.

Microball is  a  pinball s imulat ion
written by  Steve Evans, author of
Guardian, Between one and four
players each have five balls with
which t o  regis t er t h e  highes t
score. Th e  table i s  fairly  bas ic
table, and features shoot targets.

control allows  a  wide variety of
shots, f rom smashes and lobs to
slices and hard topspins. Service
is also very realistic, with similarly
varied options.

Having s aid how c lose t o the
real thing this is. it  is also just as
difficult t o  play ,  and  i t  c an b e
infuriating when, for instance, the
ball bounces  under your racket.
Sports fans should give this a look,
but I think the gameplay might well
prove a little too frustrating for the
average user.
OVERALL 75 %

magnets, a  bonus tube and roll-
overs.

The gameplay isn't brilliant, with
none-too-realistic gravity and very
digital fl ippers  (that is.  they only
have two positions). Compared to
the what  now aging Pinball Con-
struction Set *  capable of produc-
ing, t he play  is  bland,  and even

Si. B e  a pinball wizard for two quid - with Steve Evans' Microball
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PIRATES IN
HYPERSPACE
Alternative Software, £1.99

In this budget  shoot 'em up, the
player takes the part  of  a space
pirate i n t en t  o n  p i l laging a n
immensely valuable microscopic
life form. To achieve this end, he
tackles a heavily armed fleet of 21
cargo ships. boards them one at a
time and steals their precious sub-
stance from under robot guard.

The act ion is played over three
stages. The  fi rs t  i s  a  vert ically
scrolling shoot ing sect ion where
the player battles through fleets of

Pi. C h o o s e  the ship you would
most like to be blown to bits in

dedicated pinball fanatics will find
it ultimately tiresome.
OVERALL 73 %

guard ships. Occasionally, ener-
gising stars appear and are picked
up when run into_ When three stars
are collected, an assault on the
cargo ship is undertaken. The ship
in question appears at the top of
the screen and shoots  fi reballs
while t he  at tacker regis ters  as
many hits as possible. I f  enough
hits a re  sustained,  t he  s hip is
boarded arid searched.

The fast and furious gameplay is
sometimes a little rough, with dis-
appointingly m o n o c h r o m a t i c
graphics and very limited sound.
Having said that, it 's  fairly play-
able, and has  enough appeal to
make it a reasonable buy.
OVERALL 58%

SUNBURST
Rack-it, El .99

Rack-it's release this month is a
multi-directionally scrolling space
shoot ' e m  u p  wh i c h  c ent res
around a series of  star systems,
each with a huge sun at its centre.

The first system, a bubble-like
alien environment,  is  home t o a
vicious race of beasts — spinners,
phantoms and octopods to name
but a few — who home in on the
player's ship, depleting its energy
on contact. I f  too many  hits are
sustained the vessel is destroyed.

The a im is  t o survive attacks
from these aliens and to destroy
the carriers, a species that trans-
ports energy around the system.
Blasting these leaves a decaying
energy pod that remains intact for
10 seconds. When enough pods
have been collected, as displayed
on an energy meter.  t he ship is
guided into the sun, which vap-
orises. W i t h  t h e  m i s s i o n
accomplished, the player moves
onto the next, more difficult level,

Sunburst is very smart looking
game with brilliant scrolling back-
drops a n d  s o me  real ly  n e a t
sprites. The gameplay is a touch
repetitive however,  and  is  also
marred by  some dodgy collis ion
detection — the ship somet imes
explodes without  touching any -
thing. Entertaining for a while, but
doomed to enC up gathering dust
on the software shelf.
OVERALL 67 %
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INDIANA JONES AND THE
TEMPLE OF DOOM
US Gold E9.99 cass, £11.99 disk, joystick or keys
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donned, stubble designed, and
whip cracked, ready for more

heroic deeds in US Golds latest
arcade conversion.

The player is given control of the
legendary adventurer as he travels
to India in pursuit of the Sankara
stone, stolen from the remote vil-

I never  l iked the
original a r c a d e
game that much —
the gamepl ay i s
very weak ,  a n d

once you've seen the brilliant
graphics and heard the amaz-
ing sampled speech there's lit-
tle incentive to put any more
money in the machine. On the
64 you haven't got the speech
and graphics capabilities, so
you're left with a very simple
three level game. None of the
screens are challenging, and it
only takes a  f e w  goe s  t o
master them. The worst thing
of all is that more time is spent
battling the unwieldy loading
system than playing the actual
game — which is very frustrat-
ing indeed. When you look at
some of  the  original  games
around t h i s  m o n t h ,  l i k e
SEUCK, Zig Zag and Nebulus, it
makes you wonder  whether
there's any poi nt i n pour i ng
money i nto non-star ter  pr o-
jects like these.

lage of Mayapore by the Maharaja.
Once protected by this artifact, the
town now  lies devastated_ The
thoroughly nasty Maharajah has
made his palace into a worship-
ping ground for the Thuggee death
cult, and has the village children
working down his gem mines.

In the first of three screens, Indy
travels through the platform-like
mine caverns, climbing ladders
and crossing narrow passages in
search of caged children. Pressing
fire makes his whip lash out, which
kills snakes and forces pursuing
Thuggee guards off the platforms.
Constant lashing is vital to Indy's
survival, as contact with a guard or
snake results in a loss of one of his
five lives. If a cage is found, a crack
of the whip breaks the lock and
frees the imprisoned child.

Having released all seven chil-
dren, Jones escapes down the
mineshaft to level two. Here, he
hurtles down the diagonally scrol-
ling train track in a mine car, which
is tilted left and right to avoid bro-
ken rails or change lanes to avoid
dead-ends.

Having survived t he  course.
Indy enters the final level — the
Temple of  Doom.  To finish the
screen he retrieves the Sankara
stone from a  statue of Kali. the
goddess of death. The stone lies in
the middle of a  lava pi t and is
reached by negotiating a moving
bridge.

Should the stone be recovered,
Jones re-enters the first level (al-
beit with different layout) to begin
a second adventure_ Once three

IP I n d y  arrives at the Statue of Kali, in the depths of the Temple of Doom

stories have been collected, a rope
bridge i s  r eached,  a n d  I ndy
escapes to safety.
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LIP m y  i d v u u r m a
hero? T h e  l ess
than b r i l l i a n t
coin-op has been

converted in all i ts supposed
glory t o create an even less
brilliant 64 game, Graphically,
the second stage is the worst,
with badly drawn and variably-
sized rail cars whizzing along
tracks of dubious perspective.
Indiana makes like 'Automan',
achieving sharp angled turns
with unbel ievable efficiency.
There ar e s o many niggl ing
points: the unintell igent colli-
sion detection,  poor  ani ma-
tion, the dire soundtrack and,
possibly the worst, a multiload
system that loads in level one
even when you've just died on
It. It's all there in memory, but
just to make sure, the program
loads i t  al l  i n again.  Indiana
Jones and the Temple of Doom
should be called Indiana Jones
in the Program of Doom

The s t u n n i n g
loading picture of
Indy gives rise to
high e x p e c t a -
tions. How e v e r ,

hopes are soon dashed when
you start playing. The action is
unbelievably frustrating,  a nd
the effectiveness of the whip
seems to vary from second to
second. The  'depth' of  plat-
forms doesn't register and you
hit objects four feet away sim-
ply because you pass behind
them — the collision detection
between spr i tes i s  equal l y
dodgy. The  tune rapidly irri-
tates, a n d  t h e  ga m e pl a y
becomes very repetitive once
the correct routes are known.
To cap i t all, there's a really
pathetic multi load system to
break up the action. Save your
money f or  somethi ng mor e
interesting.

PRESENTATION 38%
A very clumsy multiload system,
and no options.
GRAPHICS 44%
The loading screen is the graphi-
cal highlight — the rest of the
game is a jumble of poorly ani-
mated sprites and inept back-
drops.
SOUND 39%
An abysmal rendition of the
soundtrack drones along, sup-
plemented by weak effects.
HOOKABILIITY 46%
Initially spoiled by niggling weak
spots in the gameplay, and the
intrusive multiload only selves to
further dampen the enthusiasm
LASTABILITY 35%
Learning all the routes shouldn't
take too long, but even this may
prove too frustrating for some.

OVERALL 41c
1
/0

A startlingly unimpressive
arcade conversion.
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ZIG ZAG
Mirrorsott, £9.95 cass, £12.95 disk, Joystick only

lb Incredible 313 action in Tony Crowther's latest and greatest game
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AD and  t he set t ing is  t he
12th Dimens ion School o f

Star Flight. A  pupil is  faced with
the ult imate test: fl y through the
Matrix o f  Zo g  — a  bewildering
assortment of puzzles, aliens and
traps — and collect the eight Crys-
tals therein before the 144 minute
time limit elapses,

The Matrix  of  l og  is presented
as a  mult i-direct ionally  scrolling
3D landscape, comprised of long
passages, junct ions and miscel-
laneous buildings .  Th e  player's
ship is  v iewed f rom an overhead
position and is controlled via the
normal let t Mght  upf down c om-
mands. Turning comers, however,
is only achieved by rebounding off
one of the prisms located at every
junction. Th e  s hip ' s  c ours e i s
effectively 'reflected' in the face of
the prism; hit t ing a diagonal face
turns the Ship through 90 degrees,
whereas hitt ing a flat face (or the
walls of a building) causes the ves-
sel to do a complete about-face.
The miss ion objective, therefore,
is t o discover how to reach the

M  flat listening to the bril-
ihint tile music and sitting

slack-jawed, watching t h e
incredible title screen for  a
While, I finally started playing.
At first I hated it: the control is
very fiddly a nd  confusing.
Switching to the proper air-
craft controls, however, soon
put things right and allowed
me to play property. Zig Zag is,
without question, a technically
brilliant game. The landscape
scrolls smoothly and the way
that walls flick into existence
is incredible. Shoot 'em up
fans may not be so keen, but It
boasts an Impressive list of
options and there's enough
d e o  keep mare freaks and

142 ZZAP64 December1987

eight gems, since many areas are
only entered by part icular routes
determined by the positions of the
prisms.

There are also small switches in
the walls  and fl oor which,  when
shot or fl own over, toggle prisms

and sections of wall into and out of
existence. These form the basis tor
most of  the puzzles
- p r i s m s  
t h a t
apparently send t he craft  into a
blank wall are dependent on that
section o f  wal l  being switched
'Off'.

1

lk S u p e r b  30 landscapes make up the maze's labyrinthine interior

As the mission continues, the
craft is  attacked by  a variety of
enemies which range from bounc-
ing k i l ler f rogs  t o  s mall  c ube-
shaped aliens. Collis ion with one
of these results in a loss of one of
the player's five ships. Blasting the
aggressors earns money, which is
used to buy equipment  in one of
The shops found around the land-
scape. The obtainable hardware
varies in price and obscurity, from
Infra-red and X-Ray vision to the
vital Shield and Miss ile abilit ies.
Having bought  several o f  these
accessories, the player goes off in
search of the eight crystals which
he finds to finish the task.

Negotiating the Maze of Zog to
discover the eight hidden
crystals

SCORC 0 0 1 8 7 0
002200 H i -S C
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A 'ter a  l ongmediocre
manta, Tony Cro
to his old form with
Zig Zag. It's a strange c
between Zaxxon and an ar
adventure, and boasts
fabulous graphics and
addictive gameplay .  T h e
objective is  simple enough,
but actually achieving it is a
difficult and involved task.
Exploring the landscape is an
enjoyable occupation, a n d
finding t h e  loc a tion o f
switches and extra banks is
very rewarding indeed, giving
an even greater urge to con-
tinue! The smooth scrolling
backdrops have a true feeling
of depth, and the way walls
appear and disappear is very
clever indeed. The excellent
Music and sound effects also
deserve a  mention, and the
title screen is nothing short of
stunning. Z i g  Z a g  i s  a n
extremely slick and polished
program t h a t  h a s
thoughtfully designed
liantly conceived.
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round the first comer, to the instant you lose your last lit
you're hooked. It has one of the most unusual game styles I've'
seen, being a puzzle-solving shoot 'em up set in a maze. The
program is extremely polished, feels very smooth, and is
enhanced by an excellent sound track that, although slightly
repetitive, keeps the tempo distinctly up-beat. Perhaps the
nicest feature of all is the very humorous scenario which
explains the prize for collecting all c r y s t a l s :  'po
13thtlimension, untold riches, or S_ bend for two inNice one Mirrorsoft!

The mission doesn't have to be
tackled a s  a  brain teaser.  A n
option on the t it le screen allows
the player t o choose a  straight
shoot 'em up game by turning all
the puzzles off. enabling the ship

to mov e  f reely  throughout  t he
whole map. However, the mission
can't be solved in this fashion, but
it's useful for mapping. The control
method may also be changed from
standard to 'pilot'.

Tremendous use of colour is in force throughout Zig Zags many screens

SCORE 0 0 8 6 2 0
000606  H i - S e

CnSH i 7 S  h o m e  a n t i c s  W• • • • * * * *
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Plenty of blasting and strategy
in Tony Crowther's latest and
greatest maze game, Zig Zag

PRESENTATION 95%
Numerous in-game options.
equipment buying facility and a
stupendous title mean
GRAPHICS 88%
Perfectly smooth scrolling,
of fast action and beautif
polished titles •

SOUND 90%
Excellent title and game sound-
tracks, with the alternative of
high-class effects.
HOOKABIUTY 88%
The control method is tricky to
master, but once you start blast-
ing and buying it's VERY difficult
to stop
LASTAIIILITY 90%
An enormous map with masses
to find, retneve and shoot

OVERALL 92%
An unusual, but highly polished
Shooting and exploring game.
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TEST
THUNDERCATS
Elite, £9.95 cass, £14.95 disk, joystick or keys
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era. Wilycat and Wilykit are a
humanoid rac e o f  wildcats

who were forced to flee their home
planet, Thundera,  when  i t  wa s
destroyed. Set adrift in a spacec-
raft. they crash-landed on an alien
planet, ruled over by the inevitable
baddie, Mu mm- Ra .  a n d  h i s
despicable minions, the Molemen.
The Thundercats set up base in the
Cat s  Lair,  and confl ict  between
the feline heroes and Mumm-Ra
soon followed.

During a daring raid by the Mole-
men, Tygra,  Panthro and Wilykit
were k idnapped,  and the Eye of

Lion-o continues his miss ion into M u m m
-
R a ' s  f o r b i d d i n g  
l a i r

Yet another  car -
toon s e r i e s
makes t he  j our -
ney f r o m  t h e
small scr een t o

64. O r  r ather  t he  t i t l e
sses ov e r ,  l eav i ng t h e
al c ont e nt  f a r  behi nd.
er way, Thundercats isn't a
plate d i s a s t e r .  T h e

phics are a strange mixture
digitised pictures, car toon-

style backdr ops  a n d  l a r ge
s of  plain colour ,  whi ch

ks odd -  but not  entirely
leasant. G a m e p l a y  i s
ightforward, but lacking in

control of  Lion-o (Lion-o the
floor cover ing,  presumably).
He can't run and defend him-
self at the same time, and can't
turn on the spot.  I f there are
molemen close on either side,
as you tur n to despatch the
second, l i on-o walks straight
Into hi m and gets thumped.
This is annoying since you can
react in time, but are unable to
do anythi ng a bout  i t .  Sti l l ,
Thundeccats has an irritatingly
addictive quality, and should
provide a challenge for a week
or two.
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Thundera s tolen.  Th is  mys t ical
jewel energises  t h e  S wo r d  o f
Omens, whic h in turn gives the
Thundercats their powers.  Since
Lion-o wa s  ent rus ted wi t h  t he
gem, h e  dec ides  t o  infi lt rate
Mumm-Ra's  fortress, castle Plun-
Oar, retrieve the Eye and rescue
his friends.

The play er takes  t he role o f
sword-wielding Lion-o and battles
across 1 4  horizontally  sc rolling
levels to castle Plun-dar. Through-
out the perilous journey, Molemen
attack, removing one of Lion-o's
five lives on contact. There are also
bottomless pits which the heroic

cat leaps across -  falling into one
spells instant doom. All is not bad

Having n e v e r
seen t h e
Thundercats o n
TV, I  c a n' t  s a y
whether o r  n o t

this l i c e nc e  c a pt ur e s  t h e
atmosphere o f  the  car toon.
However, a s  a  c om put e r
game, i t's good,  and has an
inexplicable addictive quality
that keeps you coming back
for mor e .  The  gamepl ay i s
similar to a  fast and fur ious
kung-Fu Master, and get t ing to
the final level should take a fair
bit of  practice. The graphics
are unusual, and while the use
of colour  is odd,  the overall
effect i s  ne a t .  The r e ' s  a
rousing Rob Hubbard title tune
some and the sound effects
are sui tabl y l oud.  I n  f a c t
there's onl y one  niggle: i t 's
possible to sit on level three
and knock up a n enor mous
score wi thout  doi ng much.
Thundercats isn' t  an essent ial
purchase by any means, but if
you enjoy hacking games, this
one has plenty of  chal lenge
and addiction.

though. and scattered throughout
the landscape are supply  boxes
which are broken to give either a
blaster, sword or extra life_

Progressing through the levels
gives Lion-o the chance to rescue
his allies :  bat t l ing successfully
through level three rescues Tygra,
Panthro is held on level eight and
Wilykit is found on the penultimate
screen. Wh e n  Wily k i t  i s  safe,
Mumm-Ra himself  at tacks i n  a
fight to the death. If the evil one is
despatched, the Eye of Thundera
is restored and the Thundercats
may live in eternal peace and har-
mony
.a. D i g i t i s e d  graphics  add to the overall look of Thundercats

First of all It was
TrAnqfnrmprq_ Thr
,Gobots a n d
Masters of the Uni-
verse. N o w

everyone's favourite bunch of
pussycats have been immor-
talised on your humble home
computer.  The game is a basic
hack and slay affair  which I
found qui te playable at  first.
However, as  time went  on I
became more and more bored
as I hacked away at the seem-
ingly endless droves of mole-
men. I  think beat 'em up fans
will enjoy playing Thundercats
9but I can't see it holding that
much of a grip on anyone else.

PRESENTATION 76%
Game restart and highscore
table and pleasant screen lay-out.

GRAPHICS 67%
An unusual ensemble of styles
have dubious aesthetic qualities.
Brilliant, although superfluous
parallax scrolling.
SOUND 79%
Good Hubbard title music, but
some of the on-game effects are
harsh and ill-suited.

HOOKABILITY 7 6 %
Enthralling action and strangely
addictive from the outset

LASTABILITY 7IY/0
14 levels should provide a good
platform for the player's hacking
and slaying talents.

OVERALL 74%
Fails to capture the essence of
the TV series, but entertaining
and addictive nonetheless.



WHEN NEW TEXAS SCREAMED FOR AN ARMY - EARTH SENT ONE MAN

On the far-flung wastelands of the plane e w  Texas the
discovery of Keriumbrings a rush of fortune seekers from all

corners of the galaxy. Some are good, but most are bad...
outlaws and gamblers, terrorising the merchants and robbing
the miars. Out went the cry for akn army of lawmen, but

• in reply the Earth Council sent but one —

STRENGTH
THE BEAR!

RS OF THE WOLF!

-..................:_, .
• .  Atarsluill Bravestarr - a man of

detemination, strength, justice and
bravery. A man blessed with amazing

animal poivers that give him unimaginable
• c a pa l?i l i tie s  and he needs them all in..,.
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Overcome them he does, aU that is
but one malicious and greedy
,individual. That outlaw is Tex Het, 0-

- who also possesses magical powers- w
the powers of darkness and evil,

•---..., i n h e r i t e d  from a lime long ago when New Texas was .
•••-..., inhabited by the monstrous Broncosaurs. In an era of

•• imitations Bravestarr is an original. A compelling mix4 col the exciting and unusual bringing into one, the
legendary old West and the space frontiersof the future.
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CONTINENTAL EUROPE
OVERSEAS ORDERS ONLY:
ENCLOSING P&P PAYMENT
FOR ITEMS AT £2.00

TOTAL PAYMENT ENCLOSED: E

All the goodies any ZZAP! reader could po ib ly
want (or we could think of) by mail, cour
of Auntie Aggie and our jiffy bags

All proceeds  go to the
NSPCC/RSSPCC

PLACE YOUR ORDER HERE

KIDSPLAY
Fancy getting Xeno, Spindizzy,
Deactivators, Bounces, MontyOn The Run, Barry McGuigan s
Boxing, Bounty Bob Stnkes
Back, Starion, Electroglide and
Skyfox in one brill Back Pack
compilation, and feel you're
also helping others?

Then grab this opportunity at
our great discount offer of only
C6.99 - E3 OFF the normal
E9.99 price! Cassette only.
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J O Y S T I C K S
G A L O R E
Don't let those aliens get
at you -  tool up with a brand
new joystick tram our
selection to suit all needs
KONIX SPEEDIUNG
The joyst ick that actually fi ts
your hand, with  a  fire button
angled for your trigger finger to
ensure accurate high-speed
action. So lid  steel break-proof
shall with  neat clicking  sound
for every precision move youmake
Normal price E 1 1,99 -  OUR
PRICE £10.99

TERMINATOR
Built like a hand grenade and
Just as lethal in action, this
totally new Danish design
packs top quality m icro
sweeties for top•notch control
and koo l h igh-scores.
Normally E19.95 -  ZZAPI
PRICE t  14.115!

STICK IT ON DISK
Slipped a disk? Then stock up with ZZAP! ZZUPERSTORE
Blank 525 "  single sided SS/DO 48IPI box of 10 disks E6.80
Blank 5.25" double sided DS/DD box of 10 disks E7.50
Store 'em in your very own lockable Disk Storage Box D D OM_
which will look after up to one hundred 5.25" disks -  Only El 0

NAME
ADDRESS

P O S T C O D E
PLEASE DEBIT MY VISA/ACCESS ACCOUNT E

eppoir-.•sla)
Caretildr 5 AlesesOceigoiel eret 'owe
,NAME _   —
ADDRESS

• • • • • — • POSTCODE
SIGNATURE
EXPIRY DATE
PLEASE CHARGE MY ACCOUNT NO:

1 1
1 1
1 1
1
4 1
1 1
1 1
1 1
1 1

SEND THIS FORM TO
ZZAP! ZZUPERS TORE,
PO BOX 20, LUDLOW,
SHROPSHIRE SY8 11313

Score like a pro with Dy na m i c s !
-
-
COMPETMON PRO 5000 (Normal)
Features arcade quality microswitehes, dual lire  buttons, robust
steel shaft and rubber return for smooth control and idnger
Extra long 1.5rn cord .
Normally £14.95 -  ZZAP!  Pr ice  t  13 .50

COMPETrrION PRO 5000 (Clear)
The desqner loyst ice has arrived! All the features of the Normal
PRO 5000 but with the added thrill of its unique see-through casing
which offers a tantalising peek at the hi-tech innards.
Normal p rice  E15.95 -  Ou r p rice  t  14-00

Two winners from Euro max

EUROPEAX PROFESSIONAL STANDARD
High durability, rapid response and ultra sensit ive movement accu-
racy from this advanced ergonomic design. Ideal for left or righthan-rl p lay 1 .5 m  cord
El 5.96

EUROMAX PROFESSIONAL AUTORRE
All the guatity of the standard, with the added bonus of the Auto Fire
Option for when the going ge ls tough!£18.95

PLEASE NOTE: JOYSTICKS AND DISKS 0 NLY AVAILA-
BLE IN UK AND EIRE!

0 0 1 1 • • • • • • • •

TO CAP THE LOT
Blue ZZAP! 'baseball' style
cap with white embossed
ZZAP! logo and adjustable
strap to ensure one size fits all
Fab at E3.961



ME NOT TRIVIAL
TRIVIAL PURSUIT
CHRISTMAS HALF
PRICE OFFER
Join in on the fun everyone's
having with Domark 's  Triv ial
Pursuit with this pursuable
deal:

Buy a copy of the Trivial Pur-
suit start-up 'Genus' cassette
at £14.95 and get both add-on
packs of questions FREE -
Save £15.90!

If you already own the IP
Genus Edition -  then buy both
add-on packs for £7.95: A sav-
ing of E7.95!
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One day they'll ban dust, but in
the meantime it's one of the
biggest single keyboard killers

TRENDY NEW ZZAPI
DESIGNER T-SHIRTS
Three designs -  three full-col-
our ZZAPI covers with logo.
Start your collection now.
Available in two sizes: Medium
and porky XX Large. 50% cot-
ton arid 50% polyester.
Choose from WILD WARRIOR
(Issue 20). CALIFORNIA KID
(Issue 29). and ZZAPI ZZAP-
PING (Issue 25).

ZZAPI IN A BIND
Keep your mags safe in the nch
maroon binders with gold
logos. Each binder holds
twelve issues and comes with
plastic 'year' stickers to iden-
tify the 'vintage'.
£4. 30

around. But don't worry! We've
had some super quality covers
made specially for your
keyboard -chunky fudge style
64, super-slim modern 64C or
128.
CBM 84 MO O
CBM 64 C £5. 50
128 £5. 50

Here's your chance to fill in the gaps in your collection.All
those issues you missed, full of pokes reviews,
scintillating features and controversial commentary On
the  Com m odor e  c om put i ng conf r a ter ni ty

SPECIAL OFFER
*Order any three or four issues at the same time w e  knock 40p

off the total cost!
•Order  five or more issues at the same time —we knock 20p off each
Item!
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I would like to order the following ZZAP! 64 BACK NUMBERS
Please tick the correct box or boxes
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1
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PRICES
•  ALL BACK ISSUES NOW £1.20 EACH (including P&P)
•  OVERSEAS ORDERS: £2.00 per magazine

Name

Address

Please make c heques/postal orders payable to ZZAPI It is best to avoid
sending cash payments. Please DO NOT enclose ANY order with rnail to
the EDITORIAL side of the magazine as this will result in DELAYS! Send
your orders to the address below

PLEASE DEBIT MY VISA/ACCESS ACCOUNT El

I wish to pay by Visa/Access idelete as applicable)

Signature

Please Charge My Account No:

Postcode
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!

Name

Card Holder's Address

Postcode

VISA N u m b e r  col issues ordered

Less discount if a ppl i c
a bl e

TOTAL COST E

I enclose a CHEQUE or POSTAL ORDER for the TOTAL

BACK NUMBERS, ZZAP! 64 MAGAZINE,
PO BOX 20, LUDLOW, SHROPSHIRE SYS 1DB

Expiry Dale
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You could be on target for a totally
new experience using...

Now you can use your micro in a sensational new way with the superb Gamma-Strike "Plug
in" Automated Target Systeml It's totally unique - fully interactive with your micro - enabling you
to test your skill firing sofe guns with a whole variety of lull colour, full action Competition, Reaction
and Adventure games software, which drives and interacts with the target electronics,
THE INCREDIBLE GAMMA-STRIKE MEANS HOURS OF FUN FOR ALL THE FAMILY AT AN AMAZINGLY LOW
PRICE OF JUST £ 2 4 . 9 5  (Inc P & P & VAT).

SO EASY TO PLAY!
Simply plug in your Gamma-Strike target, load your chosen game, go for your guns __and fire'

The target automatically senses where your pellet impacts, feeding the information Into the
computer instantaneously. The effects are amazingly realistic - hear the blost os you fire t h e
ricochet of a near miss s e e  your score automatically displayed a n d  receive your micro's
congratulations when you're doing well Gamma-Strike can be used with most types of pellet andspud fun guns

GAM ESWARE E X T E N D S  HOME MICROS INTO NEW AREAS OF ENJOYMENT

Your Special Introductory Package contains;
•  Colourful hi-tech target , with built in sensors

and Interface for automatic scoring.
•  2 metre cable and plug for your micro's user

pod or bus.
•  2 plastic fun guns designed for safety,

accuracy and rapid fire. plus a large supply of
reusable soft pellets Load up to 20 at a lime

•  Software on cassette for 3 spectacular
games to play using your Gamma. Strike

1. 'Competi tion Shootout' An exciting game
for one to four players - multilevel with
fantastic sound effects :Stine your own
target shooting competition!

2. 'Voyager  19' For two players - with speech
music etc: Rapid alternate firing and
graphics displays Iwo fast and furious game

3. 'The Alien Team'. Con you penetrate the
defences and outshoot all members of the
elusive alien learn? A combined Target/
Joystick Game,

Gamma-Strike makes the perfect gilt and
comes attractively packaged with Instructions
and fully guaranteed_

Voyager 19 T h e  Allen Team
Screen Shots for Commodore 64

Send to G AMESWARE
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,

Liverpool Li 1DE
Tel: 051 708 7020

Please supply G A M M A - S T R I K E  target systems) at E24. 95 each
My Computer is a Commodore 64 / Commodore 128 / Spectrum 48K / BBC 'B'

(Dokite as appropciatei
I enclose a C heque/Postat Order made out to Garnesware, Value E N o

Name A d d r e s s

P o s t Code
If you're aiming for, brand new micro experience -

fill in this coupon and send for Gamma-Strike NOW!
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EARTH ORBIT STATIONS
Electronic Arts, £16.95 disk, joystick with keys
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tion of the importance of
space explorat ion as  a

commercially viable venture, EOS
(Earth Orbit Stations) comes as a
possible candidate as science tact
rather than science fiction.

Set toward the end of the cen-
tury, EOS centres around the con-
struction of  modular space s ta-

The concept  o f
building s p a c e
stations a n d
going on five year
missions to seek

out l i fe a n d  s t r ange  n e w
worlds i s  a  g r e a t  i de a .
However, the execution is very
poor i ndeed.  T h e  pr ogr am
constantly accesses the disk
and loads the extra data at an
toe-curlingly s l o w  s p e e d ,
forcing you to sit and stare at a
blank screen for  what seems
like hours. The other annoying
feature is that the game is also
incredibly easy t o crash! Al l
you have to do is insert the
wrong disk at the wrong time
and the machine completely
locks up. EOS has some nice
ideas, but  unfor tunately t he
gameplay i s  to( )  s l ow  a nd
unrewarding t o  b e  w o r t h
persevering with.

floc's. Up to four players take the
role of  aspiring Space Directors
and attempt to build and manage
space stations, produce profitable
products, conduct  research and
eventually
, a i m  
t o  
f u l
fi l l  
a  
m i
s s
i o
n

goal. T h e s e  mi s s i o n s  a r e :

Having a  k e e n
interest in space
technology,
hastily loaded the
program. At  first

glance, EOS appears terribly
complex and rather  impres-
sive, but looks can be decep-
tive. Once I  had familiarised
myself with the lengthy (and
unnecessarily ov e r c om pl i -
cated) instructions,  i t  boi l s
down t o the simple task of
repeatedly building space sta-
tion after space station, mak-
ing as much money as possi-
ble (a  fair ly straightforward
task), compl et i ng r esear ch
projects a nd selecting ne w
modules as  a nd w he n they
appear on the menu.  EOS is
laborious, repetitive, and more
or less crippled by a frequent
and pathetical ly s l ow  di s k
accessing system. You might
enjoy it but I don't.
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Chemicat tab

The option screens look nice, but are a pain to use

Research, Dry Dock, Shuttle, Mars
Rescue, Lunar Base, Space Col-
ony and the final opt ion,  Search
for Life.

'Research' is a simple project to
help acclimat ize the player(s) t o
the game and it s  operat ion. To
complete t h i s  s c enario,  e a c h
Director builds a profi table space
station and follows market trends
(as outlined in the EOS news sec-
tion) to choose the most profitable
activity.

Each s pac e s t at ion i s  c o n -
structed f rom purpose built  sec-
tions that fit together using special
connectors. Start ing wi t h  c o m-
mand, power  life and logist ics,
further sections are added from a
wide range of industrial modules.

Once a  monet ary  b a s e  i s
developed, research i s  entered

1. T h e  complex graphics belie its inherent simplicity

into. Instead o f  earning money,
these modules collect technology
points, and the director with the
highest a mo u n t  o f  po in t s  i s
deemed t o  h a v e  ' w o n '  t h e
Research mission.

A similar method of play is used
In later projects, but definite mod-
ules are needed for their success-
ful conclusion,  I n  order  t o  ge t
these modules ,  t h e  technology
required f o r  t he i r  cons t ruc t ion
must b e  researched. A  manned
lunar base, for instance, can only
be set up once the technology to
produce fabrications in space, and
the necessary transportat ion has
been researched and developed.

The f our part ic ipants may  be
human or controlled by the com-
puter, and the game in progress
may be saved to disk at any time.
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EOS i s  a n
involved g a m e
from t h e  s t a r t
Practice i s
definitely

required before you can get
around to playing a  mission
'seriously', let alone complet-
ing one! The vast array of mod-
ules for  attachment provide
plenty of  scope f or  stati on
construction, and with seven
missions, the possibilities are
endless! The time taken to pro-
cess e a c h tur n coul d have
been speeded up, and possibly
the instructions coul d have
contained a couple more dia-
grams for the first-time player.

PRESENTATION 38%
Slow and cumbersome disk
access, badly structured menu
system and limited and slightly
confusing instructions.
GRAPHICS 55%
Adequate representation of sta-
tions and modules.
SOUND 23%
Pathetic title rendition of
Strauss" Blue Danube' and
meagre beeps to confirm selec-
tions thereafter.
HOOKABILrry 25%
It takes quite a while to wade
through the instructions and
lengthy disk operations.
LASTABILITY 32%
There are plenty of missions, but
single player mode is fairly point-
less and the computer is a poor
adversary.
OVERALL 40%
An admirable idea, but the
design and implementation is far
below expectations of the asking
price.
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GO!, £9.99 cass, £11.99 disk, joystick oni
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mad Dr Megalornann, has
issued a  gr im ult imatum:

submit h i m t h e  Pres idency  o f
America o r  suf fer t he consequ-
ences o f  a n  ex ploding under-
ground germ missile!

With the fatal deadline only an
hour away .  Capt ain Americ a is

Well, what a less-
than-auspicious
start for GO! Cap-
tain A me r i c a  i s
pure r u b b i s h .

While i t does in fact look and
Sound quite good, the gamep-
lay is repetitious and dull. Just
to make it even worse, it's hard
too. An annoying aspect is the
program's persistence on run-
ning the same ol d l ok e T  By
the time you read this the Tube
will self-destruct'.  Cue static,
then, 'Only joking - this time,.
This si de-spl i t ter  a ppe a r s
every t i m e  y ou r estar t  t he
game, which is really irritating.
Come o n ,  G O !  l e t 's  s e e
something a bit more playable.

TEST

called upon to enter the multi-level
bunker, better known as the Doom

I used to col lect

h i l l  Mar ve l  c o m i c s
years a go,  a n d
therefore
received this with

nostalgic interest.  However ,
my hi gh hope s  wer e  s oon
dashed. T h e  gr aphi cs  a r e  I
unusual, a n d  t h e  Ca pt a i n
America sprite is great -  but
apart from that,  there's little
else of merit. The gameplay is
original, which is a nice thing
to see, but it's also very con-
fusing and severely lacking in
variety. Captain America wan-
ders a r ound t he  seemi ngl y
alien env i r onment  l ook i ng
completely out  of  place.  I t 'd
have be e n nice i f he'd been
battling some of his old Axis
enemies, or some super villain
rather than j ust sl inging hi s
shield a t  a  ser ies of  bor i ng
automatons.  Perhaps GO! can
have a  second crack a t  the

I licence.

HOW TO BE
A  COMPLETE
BASTARD
Virgin Games, £9.95 cassette, joystick or keys
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has dec ided t o follow-up
his book with a computer

game. Th e  play er cont rols  t he
obnoxious author around a Yuppie
party h e  has  gate-crashed and

I'm a great fan of
'sexy' A d a
Edmondson,  and
have followed his
antics from 'The

Young Ones' to 'Comic Relief'
-  he's hilarious! So, why don't
I fi nd this game particularly
funny? Maybe it's because the
so-called humour is incredibly
infantile. When you have fea-
tures l i ke 'far tometers' a nd
'weeometers',  i t  doe s  ser i -
ously make me wonder  what
computer games are coming
to. The  graphics ar e total ly
pathetic, wi th feebl e spr i tes
staggering around a series of
unclear a n d  uni magi nati ve
backdrops. The £10 price tag
has got to be the funniest thing
of all.
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IC

tries to offend as many guests as
possible, caus ing them to leave.
While doing this, he at tempts to
score points for carrying Out par-
ticularly horrible deeds,  such as
putting c lingfi lm ov er t he t oi let
and hurling d o g  mes s  around
the room.

The display  is  in 'Bastavis ion'
which c ompris es  t w o  v iewing
screens, each of which can display
four different angles of the trainee
idiot. This  means that the player
views his protegee f rom the side
and behind simultaneously.

While roaming the house, Ade
searches household furniture for
items to help carry out his horrible
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Tube, and neutralise the missile
before it releases its contents.

The whole Doom Tube is con-
taminated with the toxin, the con-
centration o f  wh i c h  inc reases
towards the bot tom of  the shaft.
Captain Americ a only  operates
safely on levels with a lower toxin
level than his  immunity  count  -
entering a  room t o the contrary
proves rapidly fatal.

The Tube is inhabited by robot
guards who fire upon the hero. Mr
America isn't defenceless though,
and has an armoury of six shields
which destroy the aggressors on
contact. If a shield is thrown cor-
rectly, i t  re t u rns  t o  Cap t a in
America. However, if one is thrown
beyond the confines of the screen.
It's lost for good.

To reach the missile chamber.
Captain America has to locate the
parts of a password and collect the
ingredients o f  a n  ant i-tox in t o
increase his immunity level.

When the vault is reached, the
complete password is entered to
neutralise the missile and save the
USA_

The b o o k  i s
amusing i n  a
lavatorial sor t of
way, but unfortu-
nately t he  com-

puter version falls flat on its
face. Once you've seen all the
jokes and done all pranks, the
action becomes very tedious
and there's very little urge to
continue. T h e  spr i tes  a r e
poorly ani mated,  a n d  t h e
background gr a phi c s  a r e
pathetic. Sound effects are a
rarity, and the title tune isn't in
character with the action. Ads
moves around the house at a
staggedngly s l o w  s p e e d ,
which makes the action terri-
bly frustrating.  I f  y ou  want
to be both amused and enter-
tained, buy the book and put
the change towards a couple
of good budget titles.

pranks. The mos t  significant o f
these include urinating and pass-

PRESENTATION 47%
Restart and music on/off
options, but the instructions are
very unhelpful.
• GRAPHICS 69*/0
Well detailed and nicely coloured
backgrounds and reasonable
sprites.
SOUND 61%
An unusual, but oddly pleasant
title tune, with fairly average

• spot effects.
HOOKABIIIIY38%
Poor instructions lead to confu-
sion and the garneolay only
serves to compound this.
LAsTABlisrt 35*/0
The repetitive and difficult
gameplay gives Captain
America little lasting appeal.

OVERALL 36%
The Marvel Comics' hero l
o o ktotally out of place in this ill-con-
ceived and poorly executed
Shoot 'n' search game.

ing wind ,  preferably  i n  publ ic
places for maximum offence. The
potential f or these acts of  inde-
cency a r e  meas ured o n  t w o
meters either side of  the screen,
which increase the more Ade con-
sumes or imbibes.

Ultimately, A d e  at t empt s  t o
score points  for grossness, and
when he manages to make a guest
leave, one of the letters in 'Com-
plete Bastard' lights up at the bot-
tom of  the screen, His  unsavoury
task is deemed complete when all
the letters are lit.

PRESENTATION 59'4
Good packaging, but an awk-
ward and unclear display
GRAPHICS 31%
Tiny, badly animated and
monochrome backdrops,
SOUND 42$'0
A few effects and an unsuitable
title tune

HOOKABILITY 52%
The display isconfusing, but the
pokes amuse
LASTABlurt 34%
It doesn't take long for the
humour to wear thin, and once
this happens there's little to keep
you playing.
OVERALL 33%
A poor attempt at a dubious con-
version



Deligned by Denton for maximum addiction and excitement. /, ,
/

Flashpoint is not a quest to save the universe, or a mission to shoot everything in sight.• •
•—  F l a s h p o i n t  is a game; a game of strategy and speed enabling you to change both yours•

and your opponent's Mayfield in a 3-D space-time contest.
A game of lightning action and re-action, you
decide where and when to do battle p o si t io n  4
,
! ' ,
quickly re- d ep lo y F a s t e r  S c a n  at speed.
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the highly  successful Las t
Nin1a is  Sys tem 3 ' s  long-

awaited mart ial art s  s imulat ion,
Bangkok Knights.

Huge 'cartoon style' sprites and
mult i-directionally scrolling back-
drops port ray  t he act ion as  the
player travels to Bangkok and par-
takes in a kick-boxing champion-
ship. Cont rol is achieved in what
has become 'standard' fashion for
beat 'ern ups :  all eight  joyst ick
positions are us ed f or  dif ferent
attacks, with a further eight obtain-
able wit h the but ton depressed.
These moves range from high and
low punches  t o  shin and head
kicks. What isn't so standard is the
optional ' intelligent '  at tack  sys-
tem. I n this  _mode each joyst ick
position c orres ponds  t o  t w o
attacks: a  short and long range.
The program knows how far the
player is f rom his opponent,  and
the computer selects the attack
with the correct range needed to
hit — very useful for the first-t ime
player.

When t h e  c ombat ant s  a r e
locked in battle, the strength and
enderance meters at  the bot tom
of t he sc reen c ome  int o play .
Strength is related to the number

Po H u g e ,  smoothly animated
figures give Bangkok Knights
an added dimension
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of exhausting moves a player has
executed. Many  head kicks, f or
example, t ire the fi ghter quickly,
while punc hes  a r e  f a r  m o r e
economical. Endurance is s imply
an indicat ion of  how much more
damage a fighter can take before
he is knocked down. The winner is
the first to knock down his oppo-
nent three times.

The player starts as a country
boy, arid proves his worth by battl-
ing a series of local hard-men. Man
Chu Man is the first opponent and
is fought on the edge of a high cliff.
Next comes a jungle confrontation
with the psychotic Bambo_ Finally
the budding boxer takes a trip to
the market place in the centre of

Battling il out in a downtown
Bangkok marketplace

town where that duckin' and divin'
cheeky chappie, Killa Kale, is con-
fronted. Only  when these three
foes are defeated can the cham-
pionships be entered.

In the finals, the player contests
four bouts against eight  different
opponents. Each of  the fighters
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are l y  back in favour
again, wit h International Karate
-+ a nd Renegade last month,
and n o w  Bangk ok  Knight s .
Although not as perfectly pro-
duced as IK+, this is just as
playable, with a large variety of
opponents and attack styles.
The sprites a r e  amazing,
they're incredibly big, very well
animated, a n d  a r e  c o m -
plemented by classic sampled
sounds when blows land, or
one of the fighters collapses.
I'm not too sure about the
computer-aided attacks — it's
a good idea, but not on a game
of this type where reactions
and joystick handling should
be a premium, It smacks of a
'help' mode in chess. In Its
favour, It does at least enable
novices to  learn the  game
quickly. Still, that's my only
niggle — otherwise Bangkok
Knights i s  s upe rb,  a n d
shouldn't be missed.



has a specialised move, including
deadly blown kisses. swift kicks to
the lower regions,  toe-s tomps ,
head butts and as  a  light  joke,
Ninja Magic!

Only when all eight fighters have
been disposed o f  Is t he t it le at
Champion awarded -  but  it 's  a
long and hard fight to the top.

The attention to detail Is superb - right down to the curieceous signbearer

Ow Fi ght i ng action in the kick-boxing ring -  obviously sponsored by System 3

S y stem 3'a latest release is beautifully designed, andpushes the beat 'ern up genre to its limits. 'There are
features which set it apart, most notable of which is the
characters that battle across the excellent backdrops.
sheer size alone is stunning, but add to this some great an
tion and you have a truly impressive game. Perhaps its
appealing facet -  and one it shares with its predecessor, The
Last Noma - is that it's so well produced. It's full of neat touches
that make it interesting and pleasant to play, such as the screen
'fade and the way the players appear and disappear, Bangkok
Knights may only be a beat 'em up, but for tans of the genre it'sten quid wisely spent.

n  eat 'em up fans have nev
had it so good! The lates

offering of Oriental violen
has a humorous slant, and i
very, v e r y  playable. T h
graphics are marvellous, with
huge, beautifully animated
sprites fighting across equally
good backdrops. Some of the
moves are great, and I particu-
larly like the way the fighter
splats like a concertina when
he gets knocked on the head.
Programmer Mark Spruthers
has also done wonders with
the controls -  as well as nor-
mal fighting mode, there's also
the 'intelligent' joystick option
which lets you concentrate
more on dodging blows, than
Ckmiling them. The action Is
nicely structured, and the intro
tights before the contest give
'do player a chance to warm-
up for the really tough guys
(and girls).  Bangkok Knights is
a very playable and entertain-
ing be a t ' e m  u p ,  a n d  I
thoroughly recom y o u
try it out.
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game was first conceived in
the late 1940's,  and s ince

then has  appeared in many  for-
mats -  Scrabble,  Sc rabble De
Luxe, Travel Scrabble and Pocket
Scrabble. Now the range is further
expanded with a computer version
of Scrabble De Luxe.

As expected, the game follows
the rules of the board version. At
the start an options screen allows
any combination of four human or
computer opponents to be cho-
sen. Comput er players are indi-
vidually set to one of eight levels.
One to four have a limited vocabu-
lary and are therefore more suita-
ble for a novice. On levels five and
eight the computer also responds
with any  of  the acceptable two,
three and f our let ter words  and
extensions f ound i n  Chambers '
20th Cen t u r y  Dic t ionary  a n d
Chambers' WORDS,  t he offi cial
Scrabble reference books .  Th e

N. T h e  computerised
Scrabble board,
Cam, what's a 'FEMME'?

X 1  5 ALPHA MISSION
Activision, £9.99 cass, E14.99 disk, joystick only
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a t error is t  organis at ion
who have secretly placed

an armed space stat ion in orbit .
Unless their demands are met. the

Behind the fanci-
ful pl ot  o f  X-15
Alpha Mission lies
a r e a s o n a b l e
shoot' e m  u p .

Fighting thr ough t he  l evels
requires a  l ot  o f  ski l l  a nd
endurance, w i t h  t h e  ki l l er
satellites proving the toughest
opponents a s  y ou near  t he
space station. The  simplistic
vector-style gr a phi c s  a r e
effective a nd wel l  executed.
Sound ef fects a r e  a  rar i ty
though,  wi th t he  tunes a nd
effects proving totally unsuita-
ble. The lack of variety betw-
een the first three levels, both
In gamepl ay a n d  gr aphi cs
makes it rather tedious to play,
and onc e  compl eted,  ther e
isn't much of  an incentive to
warrant another attempt.
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After reading the
scenario o n  t he
inlay, I  had hi gh
hopes. However ,
they wer e  s oon

dashed after  a couple of ses-
sions. Although the program is
very sl ick,  wi th some gr eat
graphics a nd clever  effects,
the gameplay isn't very excit-
ing. There is a challenge there,
but the action is so repetitive
It's hardly wor th persevering
with. If programmer John Van
Ryzin ha d put  a  l i ttle mor e
thought into the game design,
X-15 Alpha Mission might have
been good,  but  as i t stands,
there just isn't enough to war-
rant the E10 price tag.

station's full destruct ive power is
to b e  t urned o n  a  number o f
unspecified American cities.

Only o n e  c ours e o f  ac t ion
remains: to send a pilot, flying the
X-15 spaceolane into orbit to seek
out and destroy the space station.
That pilot is you.

After a mission briefing from the
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whizzes past the cockpit

Pentagon c ont aining t h e  v i t a l
access code for the space station,
the mission begins. The X-15 is
flown through three levels of  the
atmosphere, eventually reaching
outer space. Each level has its own
brand of  enemy craft ,  inc luding

entire vocabulary  contains  over
20.000 words -  so prepare to see
words t hat  y o u  nev er thought
existed!

Each player is given seven let-

missile-firing helicopters, jets and
killer satellit es  wh i c h  a r e  a l l
destroyed by  accurate shooting.
Cruise mis s i les ,  howev er,  a r e
immune t o  t he X-15's  armoury,

and are avoided by rapidly climb-
ing or diving.

Once t h e  s p a c e  s t a t i o n
becomes visible, placing the cross
hairs over the station's centre is
met wit h a  prompt  t o input  the
access code given at the start of
the miss ion.  Success ful c o d e
entry prompts  the launch of  the
excursion module, which has to be
flown through a mass of asteroids

1



ters. randomly apport ioned f rom
the standard set of  98 plus t wo
blanks. A word is made and placed
on the board in such a way that it
fits in with one of the words already
there_ The seven let ters forming
the rack may be 'juggled ' around,
allowing the player to view the tiles
Ina random order. Placing the tiles
is accomplished by  typing in the
full word and posit ioning a cursor
on the board where the first letter
is to be. Typing 'A o r  ' D' places
the word across the board or down
accordingly. Unfortunately ,  t h e
'board' provided is  displayed in
monochrome rather then the nor-
mal beige wi t h  r e d  a n d  b l u e
squares. While this forms no major
drawback, it 's a rather poor sub-
stitute f o r  t he  rea l  t h ing  a n d
becomes harsh on the eyes after a
heavy playing session.

Once a word is posit ioned, the
computer dis play s  t h e  s c o r e
gained by  as  placement ,  tak ing
into account any new words made
and the premium squares the word
falls on (double word and let ter
score, and triple word and letter
score). A prompt  asks if  a  new
weft' is to be positioned, and if the
score is adequate, a response of
'N' ends the turn, and the next
player's rack is displayed.

As the computer's vocabulary is
finite, i t  oc c as ionally  c o me s
across a word during play that it
does not recognise, and a chal-
lenge is issued. If it turns out that a

After J o h n  V a n
Flyzin's pr evi ous
effort, HE RO .  I
expected s om e -
thing a mite spec-

ial. Al l  t he  i ngr edi ents a r e
there, but while the graphics
and style of the game are quite
polished, the repetitive nature
and lack of variety lead to a
swiftly diminishing Interest.
The graphics are clever, wi th
some pretty nippy vectors, but
the X-15's all-important lasers
are inaccurate,  Hel i copter s
and jets can only be destroyed
when they appear  ful l  size;
blasting an approaching dot is
useless. Both sections do hold
a challenge of  sorts, but the
shallow nature of  the game
becomes apparent on repeat
plays. I really don't think that
X-15 Alpha Mission holds very
much in the testability stakes —
I'm bored with it already.

n order to successtuiiy land on the
station's surface.

On landing, a group of  remote
control robots disembark and are
guided across the station surface
in order to seek out and connect
with the exterior weapon systems.
Once a  droid i s  securely inter-
laced, it  is  then ordered to self-
destruct, effectively disabling that

player's word  does  not  i n  fac t
exist, it is removed and the current
turn forfeited.

The game continues in this fash-
ion until either one player uses all
of his tiles and no more remain, or
neither player can place any more
tiles. The computer then displays
the final scores and asks if another
game is to be played_

A feature o f  this  version is  a
built-in clock which allows contes-
tants to play against an adjustable
timer_ This can speed the game up
tremendously and also adds the
tension of being under pressure to
finish a turn within a short period of
time. The clock may be set from a
lightning ten seconds to a more lei-
surely 9 minutes and 59 seconds.

Aesthetic niggles apart, Scrab-
ble De Luxe is about as good as
one can expect f rom home com-
puter. I t 's  easy to use, fast, and
provides a  bri l l iant  opponent .
There are plenty of options which
also make the game user friendly
and adjustable to suit the human
player. If you're a fan of the board
game, b u t  l ac k  a n  opponent .
Scrabble De Luxe is an almost
essential purchase.  Thos e wh o
haven't played before should try it
Out — not only does it get the old
grey mat t er c lank ing bac k  int o
action, but also helps expand your
vocabulary AND is highly enjoy-
able. Scrabble De Luxe may be
pricey, but  you'll be playing it for
years!

particular system. When al l  t he
weapon s y s t ems  h a v e  b e e n
destroyed, the last robot  is then
directed to the central power sys-
tem wh e r e  t h e  s t at ion fi nal ly
explodes.

PRESENTATION 78%
Annoying delay at the beginning,
but otherwise decent.

GRAPHICS 67%
Extremely quick vector graphic
enemy craft, but fairly average
thereafter.

SOUND 40111
Uninspiring title music and in-
game effeCts.
Hook/marry 58%
After the compulsory (and some-
what tedious) lift-oft sequence,
the first shoot 'em up Section
provides moderate excitement.LAsTABILrry 45%
Once the first section is mas-
tered, the second section
shouldn't provide too much of a
hurdle for the hardened games-
ter.

OVERALL 46%
A brave attempt at a strategy,
Shoot 'ern up, which unfortu-
nately falls short of the mark
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Hewson, £8.95 cass, £12.95 disk, joystick or keys
•  Incredibly compulsive platform/puzzle action

Slam

NEBULUS
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trouble is brewing_ Some-
one h a s  b e e n  bui ld ing

giant t owers  in t he sea without
planning p e r m i s s i o n ,  a n d
Destruct° Inc has been given the
job o f  demolishing t hem.  Th e
player takes the role of the unfortu-
nate worker who has been given
the mission.

The demolit ion expert arrives at
the bot tom of each tower by sub-
marine. He's a typical Nebuiese: a
fat. lit t le green biped capable of
lumping and firing energy blobs,

To successfully destroy a tower,
the worker reaches the top within
a set t ime limit  This is easier said
than done, and requires the worker
to negotiate a series of platforms,

steps, lifts, and doors which run all
the way around the outside of the
building. The action is displayed in
3D, with the tower rotating as the
worker walks around its exterior.
Walking up steps, or using lifts to
reach a  higher level makes  t he
screen scroll vertically.

The worker's  progress up the

The Destruct° Inc worker begins his ascent of the first tower

T here's no doubt about It, Nebulus is sheer inspiration -  it'scompletely original and beautifully designed,  and I  defy
anyone to play it and keep their cool. Not since Bo u Iderdash has
a game been so playable and frustrating. Each level has been
brilliantly thought out, so that you always get a little bit further
with every go.  However,  when you just begin to think you're
doing well, some horrible trap or puzzle claims that last life, and
you have to start all over again. This gameplay is incredibly
rewarding, but never quite satisfying enough,  so you have to
return for 'just another go'. Consequently,  once you start play-
ing it's very difficult to stop -  work completely ground to a halt
in the office! The marvellous gameplay is supported by some
Incredible graphics.  The  3 D rotational  effect i s absolutely
amazing, and the main sprite is superbly animated. Even the
sound effects are good! Nebulus is a wonderful combination of
platform action and mind-bending puzzles, and offers days of
solid play -  buy it at your peril.

tower is hindered by  a variety of
obstructions, ranging from bounc-
ing balls  and rotat ing aliens t o
flashing wa l l  bloc k s  a n d  fl y ing
eyeballs_ Bounc ing  b a l l s  a n d
flashing blocks  are destroyed by

energy b lobs ,  wh i l e  a l l  o t her
hazards a re  avoided.  Failure t o
dodge any moving object, or step-
ping onto a disappearing platform
results in the worker falling. He's a
hardy beast and is able to drop any
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le I ncr edi bl y  effective parallax scrolling on the s u b
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distance, as  long as  a  plat form
breaks his fall. However, dropping
into the sea is fatal, and one of his
five lives is lost. A life is also lost if
the t ime limit  expires before the
top of the tower is reached.
When the highest door is entered,

the tower is destroyed and sinks
rapidly into the sea. The worker re-

Riding an elevator on the second level
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boards his mini-sub, and enters a
horizontally scrolling bonus  level
where he attempts to catch fish by
firing air bubbles at them_ After this
brief interlude, he is deposited at
the base of the next tower to con-
tinue his  work .  There are eight
towers in all, each requiring a dif-
ferent strategy to complete them.

4 4

often find it amusing how
the amount of hypo given to

a game is often inversely prop-
ortional to the quality of the
finished product Nebulus is
another case in point No pre-
release advertising, one demo
game at the PCW show, and
that's about I t  The game is
absolutely superb; simple,
totally original, and brilliantly
executed. G r a p h i c a l l y .
Nebulus is flawless. Watch the
rotating towers from a couple
of feet away and I challenge
anyone not to be totally con-
vinced. If this Isn't enough, the
parallax scrolling in the bonus
section is equally incredible.
This gameplay hasn't been
neglected either: the word 'ad-
dictive' fails to amply convey
the lure that Nebulus holds.
Forget film tie-ins and 'offi-
cially licensed' games -  true
originality wins through every
time. Buy it and believe.

PRESENTATION 95
4
%
Beautifully presented, with all
the in-game options necessary_
GRAPHICS 97%
Truly stunning effects tor the
tower rotation, and excellent
parallax scrolling in the bonus
stage.
SOUND 88%
High quality title music, and
thoughtful effects throughout.
HOOKABILITY 97%
Absolutely impossible to stop
playing -  even though its
infuriatingly difficult.
LASTABILIff 91%
The eight towers require enorrn-
ous perseverance to crack, and
even when they've been con-
quered, there's always an
improved time to go for.

OVERALL 97*/0
One of the most innovative
games ever. and one which adds
a whole new dimension to the
platform game format.

I  n what has to be the most
amazing month for software,

my money goes on Nebulus as
the most entertaining of the
three G o l d  Meda ls ,  T h e
graphics have seriously got to
be seen to be believed -  still
shots CANNOT do them jus-
tice. Their quality is in the ani-
mation: the parallax scrolling,
the tower  rotation,  a nd the
cute little green al ien are all
stunning. This game is not just
technically brilliant though, as
the programmer has managed
to captur e the  most elusive
element of all -  addictiveness;
I'm not  sure whether  i t's the
Boulderdash t h e o r y  o f  ' t h i s
time I'll beat it', or the slick
presentation that  makes the
whole exper ience of  playing
enjoyable, but  you just keep
coming ba c k  f or  mor e .  I t
seems t h a t  He w s on ha v e
again shown the bigger  soft-
ware houses that  qual i ty i s
what counts,  not just a good
idea, an expensive license, or
glossy advertising. Keep it up!
The software industry needs
games like this.

ZZAP! 64 December 1987 1 5 7



REVIEW

COMING SOON TO A
MONITOR NEAR YOU

US Gold have been busy this
month, with two arcade conver-
sions and a new RPG in the final
throes of completion.

The first of the conversions is
Sidearms, Capcom's one or two
player horizontally scrolling,
progressive shoot 'em up. The
two fighters fly across an alien-
infested landscape, blasting for
all they're worth. Occasionally a
dead alien yields a bonus pod,
which enhances the ship's
defences or offences when col-
lected,

In two player mode, both ves-
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11. S i d e a r m s  takes the form of a two-player Salamander variant
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A S k a te boa r di ng looks like its coming back into fashion. with US Gold's
720'

sels appear on screen simul-
taneously, theoretically making
the assault easier. Occasionally,
both merge into one craft for
particularly difficult areas -
such as the end of a level.

The action is very frenetic, and
looks like being almost as good
a blast as the original.

The second arcade conver-
sion is Atari's 720 ', a technically
amazing skateboard game
which is currently being prog-
rammed by Space Harrier
author, Chris Butler,

The player collects tickets in
the multi-directionally scrolling
Skate City to gain access to one

GOrs latest RPG/arcade
adventure promises a wealth
of spelling, shooting and
searching

of the many skate parks. Once
inside, he works on his
techniques in both freestyle and
competitive action, performing
as many stunts as possible to
earn bonus points, hopefully
building up to the 720 -  a man-
oeuvre in which he performs two
complete revolutions while air-
borne.

Chris Butler has coped mag-
nificently, transferring much of
the original feel into the game
while maintaining a high graphic
quality. The game should be
available the New Year - so look
out for a review in the coming
months.

In a different vein, GO! are cur-
rently working on a new RPG to
compete in the LlitimalBard's
Tale genre. The game, Wizard
Warz, is the tale of a
megalomaniacal warlock deter-
mined to become Chief Wizard.
To achieve this end, he travels
the countryside, fighting
monsters and other wizards,
building up an arsenal of spells
as he goes.

The screen format is standard
for this type of game: a small
graphic display of the land, sur-
rounded by information about
the player's character and his
enemies. For combat, the dis-
play is magnified, with the
opposing parties duelling in a
small arena, set in the surround-
ing countryside. The player has
an armoury of spells which to
cast, each one exhausting the
opposing wizard in a different
way.

While the idea behind the
game is not the most original,
the approach is novel, with a
greater than usual emphasis on
combat and high quality presen-
tation.

itlenhc
It may have escaped your atten-
tion, but Piranha are in the final
stages of completing Judge
Death, the latest computer ver-
sion of a 2000 AD comic star. In
this latest release, the player
controls psi-operative, Judge
Ander son-Judge Death's living
nemesis -  in a mission to find
and destroy all four of the Dark
Judges: Fear, Fire, Mortis and
Death.

In its present stage of
development, the game involves
two shooting sequences. In the
first, picture-bearing targets
flash on randomly for a few brief
seconds. Some have images of



The mind blowing sequel to the No. I
smash hit. Mdiclive„ frantic and packed

with so many new featunia it's a totally new vibe,
*Over I 00 levels of pulsating WIWI as you lake on the

powers of your favourite player', even if theyone aktady
In piar5. Discover the hidden gilts ad theSecret Room,

come face io lace with the fears a n d  mash
Out for the Death Curse of this

acid puddles. forcelields and moving exits make
your progress aB the more difficult. But throe are
mystical amulets to be pined Mild' wI enhance
your powers to repel the monsters, walk
through walls or iwrease yew fire paws You may even
move some of the maze walls to your advantage. Gauntlet It
to not L a  nutter episode in this enthralling crusade.
kis a n e w  experience In action packed adventure.

The mind blowing sequel to the No.1 smash hit!

SCREENSHOTS FROM MARI ST VERSION

CLS. Cold Ltd., Units 23 Holford Way, Hogord,

Birmingham 66 7AX Tek1021 356 3388 A T A R I  8
G A M E S•

• I A '  featimet aleaSablk• ortfrilliorsk•n)

SPECTRUM 48/128K
L8.99 TAPE
CBM 64/128

t9.99TAPE L 1 1 • 9 9

ATARI ST
L19.99 DISK

AMSTRAD
L 9 . 9 9  TAPE L  1 4 . 9 9  DISK



El OFF ANY OF THESE
GREAT GAMES!
Normal retail prices are quoted, just
knock off the discount on the form below

SHOOT 'EM UP CONSTRUCTION KIT
Outlaw, E14.95
NEBULUS
Hewson, E8.95

GGY BOY
E9.95

,  * • • • • • • • • - - - _

M A R  MOTE: This otter Is e W i e s t  to the
diesaewits detailed We e ,  no s la w  a  be
ameba teedi es Beescrilect• este diassmats,
se Ott IS Z Z A P I  NOlI Order bulk busing db.
waseldb Al the sa w  w e  restereed I  h a w  31
thI  32 of ZZAPI, M gt BM litgady W W 1 *  we
.Eldesetalth o ve n , . sose is poWSt. b P a
atal base le  welt We e r than named le r I tote
asalatiWich We a l yet W e  M e w &

HIGHLY RECOMMENDEDI
STREET HASSLE (Melbourne House) E9•95

READERS'
SPECIAL DISCOUNT

OFFERS
E3 OFF

ANY TWO

BANGKOK KNIGHTS
System 3, £9.99
ZIG ZA0
Mirrorsoft, E9.95
MANIAC MANSION
Activision, E14.95 (DISK ONLY)
SCRABBLE
Leisure Genius, E12.95

ALL INCLUSIVE OF
VAT &

AND THEN MERE'S
EOS (ElectrorPc Arts} E16•95
INTERNATIONAL KARATE +(System 3) E9.99
OUEDEX (Thalamus) E9.99
SOLOMON'S KEY (US Gold) E9.99
ENLIGHTENMENT (DRUID III (Firebird) E8.95
YES PRIME MINISTER (Mosaic) E14.95
SUPER SPRINT (Activtsion)E9•99
X-15 MISSION (Activismon)E9•99
IMPLOSION (Cascade) E9.95
DISCOVERY (CRL) £9.95
CAPTAIN AMERICA (G09 E9.99
ACTION FORCE (Virgin) E9.95
YOGI NEAR (Piranha) E9.95
INDIANA JONES (LIS Gold) E9.99
HOW TO BE A COMPLETE BASTARD (Virgin) E9.95

SPECIAL DISCOUNT OFFER
I would like to order the following game(s) and understand that I may
deduct El of f  the quoted prlce for any single order, or E3 off any pair of
games ordered (for example, I can deduct EA from the total pnces of three
games, or E6 from four games). I've listed them below, and enclose a
cheque or postal order made payable to NEINSFIELD LIMITED

Name Z  Z32
Address

Postcode

Signa ture

PLEASE DEBIT MY VISA/ACCESS ACCOUNT t

I wish  to  pa y by Visa tAcce a S I  de le te  a s a pphca ble l

Please Charge My Account No:

Expiry Date

TITLE NORMAL PRICE

SUB-TOTAL

DISCOUNT CLAIMED

PAYMENT ENCLOSED

MAIL ORDER, PO BOX 20, LUDLOW,
SHROPSHIRE SY8 I DB



PALAITI
After the enormous success of
Barbarian on many machine for-
mats, Steve Brown and his team
at Palace Sof tware are set for
their next stunner, Rimrunner.  In
The highly original scenario,  a
race of insectoids is under
attack from a mutant  breed of
arachnoids (spiders to you). To
defend themselves, the insec-
toids have built  giant  domes to
live under on each of their plan-
ets, but these are powered by
generators which require con-
stant maintenance to keep them
working properly.

The player controls  an insec-
toid given the responsibility  of
keeping the domes  work ing,

1 and travels f rom generator to
generator around the rim of the
dome on the back of his trusty
dinosaur steed t h e  Rimrunner.
Hindering him in his task is a
huge number of aliens, which
attack in waves as he runs betw-
een generators. This forms the
main body of  the game, and is
depicted as a fast, horizontally
scrolling shoot 'em up.

Should the player maintain the
generators for the required
period of t ime, he completes
that level and moves on to the

next, more diffi cult  planet.
The game should be a

polished product ion,  featuring
parallax  effects on the horizon-
tal sc rolling backdrops,  more
brilliant  Richard Joseph music

URE YOUR
REGULAR'

, 2 7 1 5 5 I - M a i r  k 7 M . E . W . 1 7 4 1 . 4 0•  • • •

The hero of Palace's new horizontally  scrolling shoal 'em up has an unusual mode of transport

and FX and some surpris ing
touches: at the start, the
player's  insect calls his beast by
whis t ling,  as if calling a dog, and
when the beast dies, he turns to
a skeleton beneath the rider!

1

PREVIEW

ELECTRONIC ARTS'
Competing with US Gold's 7200
is Elect ronic  Art 's Skate Or Die,
another skateboarding s imula-
t ion writ ten by the authors of
Summer Games, In this version,
the player chooses to enter one
of five dif ferent  compet it ions,
three based on profess ional
events and two specially
des igned for the game. The
three 'real'  events are Ramp
Freestyle, Downhill Race and
Ramp Hill Jump,  in which up to
eight  players compete for the
highest  points and best times. In
the t wo special events, Pool
Joust ing and City Downhill Bat-
tle, the player competes against
an opponent  e i t h e r  a second
player or one of three computer
adversaries. It's certainly look-
ing good,  but  you'll have to wait
unt il next month for the review.

41 Y e t  another skateboarding
game-bet t er go and dust off the
old 'board!
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PREVIEW

lam
Judge Death boasts some smart Mega-City  One graphics

ENGLISH
SOFTWARE

Another firm marketed by US
Gold, English Software, are cur-
rently working on Octapolis,
which they describe as 'shoot
'em up action united with chal-
lenging platform encounters'.
This means a strange mix of per-
spec tive platform action, with
split-screen scrolling and a
spaceship flying over the top!

The player takes control of a
pilot who has been chosen to
tackle the defences of a planet
called Octapolis. This planet is
the last obstacle to the
Imperium's attempted Galactic
domination, but it has one of the
most impenetrable systems
ever created, based on blocking
attacker's thought patterns. It
has taken 200 years to find a
pilot immune to the mental
power of the planet, so the role
should not be taken lightly!

In what looks like a merger
sure to be stranger than Zig
Zag's maze and shoot 'em up
theme, Octapolis is truly
attempting to break new ground
— it should at least be interest-
ing.

162 ZZAP! 64 December 1987

A O c t a g o n s  features vertically
scrolling split-screen blasting
action

the four judges, which are shot
for points, and others have inno-
cent citizens, which are
avoided. Similarly, in the second
sub-game, dark judges appear
in the midst of a crowd of citi-
zens, and again must be care-
fully shot, as hitting innocents

impairs the player's score.
The game is currently at an

early stage of development, with
rather rough gameplay and
crude graphics. Underneath,
however, the action feels quite
playable. We can but hope that
Piranha manages to fulfill the
game's potential.

Space sections of Octapofi s boast 'Parallax perspective horizontal
scroll'!

r i l t  1 7  " t t  f r i o t i r

•

: I  it  rt r t  t i n  r!



CAMERA!. ACTION!. ENTER ME SLAPSTICK WORLD OF SILENT MOVIES!
A,Mention all you budding film directors! Here's your opportunity to become a D irect  the crazy antic

movie mogul directing none other than the

4 *  * * * * *

*misty Charlie Chaplin!
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select scenery, props and
backdrops. Then it's
SCENE ONE—TAKE ONE...
CAMERA-. ACTION!

s of Charlie as he performs stunts and plays the fool with
the rest of the cast. Replay each scene is the editing suite:

hut be warned—a resboot will be costly and you
could go over budget!
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fibs! The critical acclaim
of the audience will deter-

mine whether your box
office earnings allow

you the budget for
another M irk Or

7 1 1 1 1 b
* k a v e  
y o u  
w i t
h  
a

flop and a trip
along skid

row!

E9.99 Cassette E14.99 Disk
E8.99 Cassette

E9.99 Cassette E14.99 Disk
E19.99 Disk
E24.99 Disk

S.r .. f • - • • •  41., 51



INTRODUCING

FREE SCAPE

I P I N K
41111715

SOLID
3 DIMENSIONAL

GRAPHICS

• • • •
- 1
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SPECTRUM
COMMODORE

AMSTRAD CPC
Cassette £14.95

Disc E17.95

Mitral - An abandoned Moon A n  unstable Moon about to blow A  defence system set on automatic -
Lasers that don't miss - Scanners that hunt you out. Mitral is MASSIVE . .

"The 3D presentation is Spectacular" SINCLAIR USER. " A  Major Breakthrough"AMSTRAD USER.
"A New 3 Dimensional Reality. WOVVI"cRAsH.

THE DRILLER EXPERIENCE -  IT'S JUST LIKE BEING THERE!
1987  INCENTIVE SOFTWARE LTD. ALL RIGHTS RESERVED, l i t r t a n k l u  IS A TRADEMARK OF INCENTIVE SOFTWARE LTD
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