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SPECTRUM AMSTRAD

£7% £89%

SPECTRUM COMMODORE

MADBALLS GRYZOR
From Denton Designs comes a J LM T T Y Infiltrate the Alien Rebels’ !
gross reincarnation of those | | S| 'I ' \ 3 headquarters in KONAMI'S | ¥YC
freaky head-bangers — MAD | M " coin-op hit. Negotiate electric
BALLS. With really spooky g N T ﬂIr force fields and overcome wave th
graphics and a game-play that ' ] upon wave of fanatical querillas. |
will split your sides. Featuring e An essential game for all you i
Freaky Full Back, Slobulus, | — & " arcade addicts! |
Screamin’ Meemie and more, |

much, much more !



Enlist to become a captair, if
you've got the guts, in COMBAT
SCHOOL. Work your way
through seven gruelling events
in this, KONAMI'S arcade
blockbuster, and if you don't
make the grade there's a
penalty event or you're QUT!

COMBAT SCHOOL

o

MATCH DAY 1l
e e
i PP L

DISK

COMMODORE AMSTRAD

£12:%° £149

COMMODORE  SPECTRUM +3

This NEW Match Day is the result of all
the customer feedback and advice
on how to create the pinnacle in
computer soccer. Jump, head, volley
and kick (using the kick meter) with
automatic deadball set ups and
goalkeeper control. DIAMOND
DEFLECTION SYSTEM ™ ensures
realistic ball ricochet with full music
and sound FX. The very best in
football for your micro,

'm 15 the registered trodemark of

Ocean Software Limited
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Average monthly sales
for ihe period
JAN - JUNE 1087
Totak 77,483
LiK/Eire; 83, BO9

&) Newsfield Publications Lid 1087
Rockiord appears in ZZAP 84 by kind

parrnission of First Star Inc, whose
copyright he remains.

Cover by Oliver Frey.

THE FIRST REGULARS OF 1988

7 EDITORILAL
Ilnn'h:'aawiﬂ'n ZZAP! - Julian Rignall lays it on the

8 UNDER THE BAUD-WALK
The better half of Mel & Kim sharpens his axe
against the software industry

31 THE RRAP
mmmmloﬁm new leaves — paper ones,

41 ENTER THE HARLEQUIN

The wild one reviews RIGELS'S REVENGE, hacks
about with JACK THE RIPPER and is certain he's
played DEJA VU before . . .

48 THE HISTORY OF THE SOFTWARE
INDUSTRY

Mael Croucher continues his sardonic narrative of
the early days of computers

50 MANOEUVRES
Of tanks and barges; Philippa cruises the
GUADALCANAL and les into TOBRU

64 TIPS
Dan Gilbert takes over the tips section to raptur-
ous applause from Jaz

91 CHEAP AND CHEERFUL

By popular demand - the re-vamped budget sec-
tion: comments 'n’ alll

95 COMPETITION RESULTS

AMOTOS arcade machine, three Gold Soversigns

us plete set of Firebird budget games -
fMWMMwmm...

96 THE CHART SHOW
What's top of the best-sellers list this month?

102 AMIGA ACTION
The 64's big baby brother gets in on the act

lll“-l:d in *88 — IMPOSSIBLE MISSION Ii
BEDLAI?T“E‘I‘!TWAME: and PREDATOR :

e

CLASS OF 88

12 MATCH DAY Il

Ocean's sizzling footballing sequel

20 DEFLEKTOR

Stunning puzzle action in Gremlin's DEFLEKTOR

&9 HUNTER'S MOON

Sizzling Psychedelic blasting action from
Thalamus

70 INSIDE OUTING

Tumn yourself inside out in The Edge's latest
arcade adventure

78 720°

Addictive skateboard action from US Gold

88 PLATOON

Incredible combat action in Ocean's atmospheric
film tie-in

FEBRUARY FEATURES

38 FLYING TONIGHT

ZZAP!| takes a look at flight simulators — real

54 PULL-OUT POSTER

Major Dutch Schaefer and the Predator—put iton
your wall and impress your friends

57 A SENSIBLE GUIDE TO CONSTRUC-
TION

Conciluding Jogg' dissection of the SHOOT 'EM
UP CON UGMION KIT

NEW YEAR COMPETITIONS

37 VHSPLAYER AND PLATOON VIDEO
Abrilliant Saisho video player plus a Platoon video
for the winner of this great Ocean competition

46 COMPACT DISK PLAYER

Hewson are giving away a superb Philips CD/cas-
sette/radio/graphic equaliser ghettoblaster -
phew!

63 JEFFREY ARCHER NOVELS
Win a complete library of signed Jeffrey Archer
hardbacks, thanks to Domark

CAN'T WRIT T RERD. .-
o e N A

ZZAP! 35 should be on the shelves by February
l‘:‘lm—mdnﬁbytlw 12th - so hurry, hurry,
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MACHINE

We've kicked-off the New Year
with the first of a regular monthly
round-up of Amiga software.
Before you Commodore 64 own-
ers get up in arms and write in to
say that "this is ZZAP! 64 and not
ZZAP! 16-Bit', I'd just like to say
that there won't be any reduction
in review space for your favourite
8-Bit machine. To be honest, the
way forward is with the 16-Bit
machines, and it would be stupid
not to realise that, but ZZAP! will
continue to put the Commodore
64 first. As far as we're concemed,
the future is looking, if anything,
brighter for the 64 — every month
somebody out there proves that
you can teach an old dog some
spectacular new tricks!

Alread . 1988 is looking like it's
going to be a great one for the 64,
with a steady stream of post-
Christmas games already arriving
at the office, including Garfield,
which arrived a couple of hours

ﬁ_.-_"____,...-—-"" ,
_...--""‘.'-'- ;

GHOST IN THE

Epyx’s long-awaited Sub Battle
Simuwiator, Infocom’s new Border
Zone, Rastan Saga from Ocean
and Gremlin Graphics' Masters of
the Universe. We've also got some
very promising games to look for-
ward to in the coming months,
including Predator, Gauntiet I,
Cascade's Vietnam war game, 19,
Microprose's Project Stealth
Fighterand the one |'ve really been
waiting for — Impossible Mission |,
Looks like it could be a Happy New
Yearl

St

past our reviewing deadline, Julian Rignall
ADVERTISERS INDEX Hewson 36
‘Harwoods 24
A 72,73, 84. 83 Memory Store %
CRL g 93 Microdoc e
maom- : 31 m ‘95
Electronic Arts 60,81 Mirrorsoft 21
Electronic Services 31 Ocean 2,3,62,107
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GAMES REVIEWED Hunter's Moon (S) 69
1, 27
3  i%ows /|| COMMODORE 64

7 inks 4
Capp 14 Jack the Ri 43

ek o1 pack the Moper i|| RESET SWITCHES

feace g e : . .
Ef;..*';., m:chﬂ $§ HI :Fh 119 ;g Serial Port Reset Switch for only £2.50
and Smart amster i 1
e 20 Negs Phnt e it s an; Cartridge Port Reset Swich for only £4.50
?v" ;; '5.‘,_:'“ this World 5§ Send cheque or postal order to:
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G’DAY (Festival of St Peter
Wright the Innocent, Australia)

My New Year's resolution s a simple one. Itcan
be summed up in the phrase ‘everything to
excess’, But what have my chums in the wacky
world of software resolved for 19882 Well,
PAULINE ‘Leather’ GARSDEN tells me hers is
the same as it has been for 14 vears: never to
make a New Year's Resolution again. '| broke the
last one fifteen minutes after midnight on January
the First 1974." Whatever can she mean?
Infogrames supremo DAVID CROSSWELLER is
pithy as ever, not to mention streaming mucus,
He has resolved 'to stay away from Pauline
bloody Garsden when she’s gotthe flul’ My old
pal COLIN ‘Grange Hill’ JONES resolves ‘'lo
finish my West Country beat 'em up, which I'm
calling Ooh-arr Kung Fu!’

REMEMBRANCE DAY
(Republic of Amnesia)

| feel like giving DAVID KRAWCZYK a mention
for starting an MSX user's club, but firstly this is
aCommaodore rag, and secondly David is really
too silly a name even for me to write about. But
this is definitely the final entry in Under The
Baudwalk concerning silly names in computing,
and | am happy to give the last word to my friends
at GREMLIN. They have had the honesty to
rename the author of their Deflektor after the
amount of royalties due to programmers, as
recently agreed at the the Program Ravyalties for
Independent Computer Kids Symposium in
Geneva. So it is that the author's name COSTA
PANAYI translates from the original Phoenecian
as 'l work for peanuts’, Speaking of silly names,
| receive the most charming reprimand today.
Allow me to guote, ' Dear Mr Croucher, wemay
be taking libel here! Your totally unjust claims
have had a tragic effect on the fragile balance of
my children’s minds, in fact | have seen one
hiding in the corner with a BOOK! In the interest
of journalistic truth, | must correct your attack on
my husband’s name which implies a slur of a sex-
ual nature. STEFAN UFNOWSKI is in fact Polish
for ‘| know absolutely nothing about eroticism’,
Yours, Ann lknoweverythingabouteroticism
Ufnowski’.

Really, this is an abortive attempt to get me to
publicise the fact that old Stefan has quit
Adventuresoft and is now heading up TARANN,
which only employs programmers with Very
Silly Names. And if they expect me to say that
their wonderful Captain America is about to be
followed by their even more wonderful Dream
Demaon, they must think I'm dafter than | look.
Mo free publicity from a man like me who has
been described as the Jack Nicholson of
Software.

ASCENSION DAY (Fiesta de la
Pantaloon Stiffado)

| am cheesed off with having my reputation as a
holy man abused. | was stupid enough to
stumble into print aboul certain charitable acts
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that | occasionally indulge in. | deserve no
sympathy for this, and freely admit that the line
between making others feel better and
massaging your own ego is a very thin one. But
the next person who rattles a tin at me, or asks
me to donate my software collection, or wants
me to prat about at some fund-raising farce can
o stick their head up a dead bear’s bum. The
test bit of moral blackmailing is by no less a bad
dream than CILLA BLACK, who writes me a
nauseating whine, and uses a deaf and blind kid
to put the screws on, Worra lorra borrocks, Cilla,
Firstly | resent my name being targeted by the
likes of overpaid hostesses of gutter television,
Secondly, | resent being patronised or in this case
matronised by the assumption that | am not
already helping certain kids. Thirdly, | resent
being blackmailed. Recently | got aletter from a
13 year old named Paul who *already has too
many damn problems of my own without having
my morale destroyed by you'. | greatly upset him
by killing off ‘Tamara Knight' with cancer of the
stomach, instead of marrying her off to the
neutron bomb. And in turn his sad little letter
Ereaﬂy upset me, Maybe he'll write to me when
e's 16 or so, and | can tell him how and why |
based Tamara on a very real young lady, Ho
hum. The final straw comes with tﬁis pathetic
note from a little girl who really does need my
immediate aid. ‘Dear Uincle Mel, please, please,
help me with my computer gaming. | have been
trying to play Footba J'Maﬂaﬁer for two years
now, and | still can't get the hang of it'. | must
reply right away. Ahem, 'Dear Roberta Maxwell,
the idea of this game is to take YOUR team to the
top, not to buy the entire League. Perhaps you
would be happier playing The Guild Of Thieves,'

MAUNDY TURDSDAY

(Panama)

Nice to see GARY PENN has picked up a bit of
work modelling for the artwork of Software
Projects’ Hysteria. There he is, nicely tanned and
rubbed down with baby oil, playing with his
Bullwarker, while two Cilla Blacks peer over
each of his well-muscled shoulders. All this talk
of nicely oiled gentlemen puts me in mind of
Ocean's DAVID WARD. For what it's worth
{about three double vodkas in Jersey next March)
it is is my unsolicited opinion that Ocean’s
pupation of Denton Design's Eco (A Game OF
Survival)is the mostoriginal concept | have ever
played since opening time. The publicity artwork
verges on the inspired, the graphics are a mixture
of Salvador Dali and Egyptian graffitti, and the
gameplay has all your favourite ingredients of 3D
vectors, extreme violence and sexual
intercourse — and that's while I'm still in the
amoeba stage! In fact Ecois the most imaginative
software product since | first thought it up in
1984. But it was in 1983 that an infant toddled
in to my palatial offices, school cap on his head,
Joe 90 glasses on his nose, with a computer
program. | seem to remember giving him a bag
of jelly Tots and iem‘ng his mum to sign a scrap
of paper making his soul over to me for all
eternity, or his 14th birthday, whichever came
the sooner. She was very suspicious of me, due

Mel Croucher’s

UNDER
THE

-WALK

to my finely spun shoulder-length hair and the
diamante ear-ring in my left lughole. Today, that
very same toddler has blossomed and flowerad
into a fine figure of aman, stalking the alleyways
of Portsmouth with his very own shoulder-length
hair and ear-ring, and JAS AUSTIN has gone and
programmed Slaine. | really hate to {Elllzhim that
| am now a balding husk, and that he is going to
have to change his whole image. It's so hard to
be a role model, so very hard.

ST.VALENTINES DAY (Virgin

Islands)

FERGUS McNEIL is another gentleman whom |
corrupted when he was fresh out of nappies, and
50 it is that | am deeply moved by his coming to
me in my role as role model and Godfather, to
gain Ieerrrliss.i.::-n for him to marry the lovely Anna.
| wish him every happiness, and naturally grant
my permission. |'ll even waive my usual fee and
droit de seigneur clause, so fond of him am 1. |
hardly dare ask what his New Year's resolutions
are, but that doesn’t stop me. Fergus replies, ‘I
resolve to become respectable and settle down,
just like you, Godfather, | resolve lo say nice
things about ROD COUSENS, like how brilliant
heis and please can | have acheque, just like you
Godfather, | resolve never EVER to let the
computer magazines do THAT to me again.’ Ah
Fergus, how alike we are. Give or take 21 years.

ANNIVERSARY OF THE
ABOLITION OF SLAVERY
(except Ludlow).

Modesty forbids me to claim responsibility for
the AlDS-like VIRUS that is contaminating
Commaodore disks. The Editor forbids me to
publicise computer raﬁ]nf rival publishers, so
I'munable to tell you about my amazing cartoon
series ‘Rebel of World Zero' in Unclear User,
wherein my hero released his electronic virus
three months before the real thing. It's so hard
being a role model,

CANDLEMAS (Lardsarse-on-
Wick)

One of the most revolting role models must be
Reg Smyth's Andy Capp. And the young lady
who has put her name to this moming's press
release that flops on my mag should
thoroughly ashamed nrherse!f. The game
involves encouraging young males to act like a
pig-ignorant slob, nicking your wife's handbag
50 you can pop down the boozer to attempt
adultery, get well oiled without paying for your
own drinks, blow kisses at the rent-man, and
when you've got him nice and hot, punch him
in the gob. On-screen options include ‘rob the
sod’ and 'give her some’. | do hope that some
national newspaper launches a moral crusade to
expose this sort of corrupting male chauvinism,
the Daily Mirror for example. What's this? A note
scrawled on the Press Release, ' Dear Mel, as you
are the nearest human equivalent to Andy Capp
that | know, blow a kiss in my direction . . .’
Eer, Andy Capp? Isn't he the Bishop of Durham{

Splendid fellow.




This i1s SEGA - the powerful new
video games system designed
specially for the home and the
whole family. It’s compact and easy
to assemble, and the high
technﬂlng\; gives you sharp video
images, vibrant colour and
realistic sound! PR

HOW MUCH
SEGA GIVES YOU

With Sega, you get a complete,
ready-to-use system. All you need
isa TV! The package includes

games console
(to run a card or cartridge),

a FREE copy of the hit arcade game
“Hang On”, 2 control pads,aTV
aerial fixture to let you watch TV
even when the console’s still
connected as well as a fitted

3-pin plug and a special mystery
game built-in and ready
for vou to find!

GAMES!
GAMES! GAMES!

Sports action, exciting
thrillers and great arcade
hits - there’s a feast of fun covering

S@@A

256k cards! And Sega has

1 megabyte and huge 2 megabyte
cartridges to take the 40 new titles
coming your way later this year
including smash hits Out Run,
Space Harrier and many more.

SEGA GIVES YOU ALL
THIS FOR JUST £00 05|

LIGHT PHASER
Take aim and

fire at your targets

with ease — and stunning realism!

3-D VISOR GLASSES

Get more out of your game -

More force, more action and more

e | amazing 3-D realism!

Choplifter™

Super Tenms@ Space Harrier™

F16 Falcon™ | ] {;'!‘:“ Run® |

World Grand Prix |®

Dmnhuiudmlm UK by Mastertronic Lid, 8- IUPau]“:[ml London ECZA 4]H. Tel: 01-377 6¥80
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You are one of the elite ... parachuting alone behind enemy AIRBORNE RANGER.Achallenging combination of danger
lines. The enemy controls the terrain, hidden in bunkers and and suspense. Available for the Commodore 64/128K.
machine gun nests .. .you may be surrounded. The action is Cassette £14.95 Disk £19.95.
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!

Pleasesend_____ copy/ies of Airborne Ranger CBM 64/128 [] Cassette £14.95 [ Disk £19.95 [] Further details.
NS A - Address

L

SOFTWARE

Post Code
lenclose£_____ including 55p P+P. Cheques payable to MicroProse Software Ltd,

or debit my Access/Visacard.Expirydate____ No. EED:[IEED:DID:D

JZZ/28E

AR
MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL8 BDA. UK. Tel: (0666) 54326.Tix: 43422 MPS!HK&.




FLYING SHARK

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

irebird’s coin-op conversion

of Taito's Flying Shark sees

the player take to the air in
the plane of the title.

Roaring over vertically scrolling
enemy territory, the player battles
through Squadrons of fighters
which approach from the top of the
screen, intent upon repelling the
solo craft with a hail of bullets,
Ground defences also enter the
fray, in the shape of mobile tanks

and static gun implacements.

The Shark is armed with a gun
and an unlimited supply of
ammunition, plus three smart
bombs which are fired from the
plane to explode at a safe dis-
tance, destroying all enemies in its
path. The number of smart bombs
remaining is shown at the side of
the screen, together with the lives
remaining and the currant score.

0
O
O
b
b
0
O

=+
E

Oh dear, | feel a
severe case of

The arcade ver-

slon sports some the Biggles syn-
lovely graphics, drome coming on B Just when you thought it was
but isn't the most here. | can think safe to go back in the air. . .

of many vertically scrolling
shoot 'em up games involving

Flying Shark

awe-inspiri
game of all time. On the Supplementary firepower may

modore, you lose the graphics you as the daring pilot of an | | . ..qui : i Yet another
guired by collecting the float

and Gﬂ?ﬁfaﬂl?ﬂi - in m hlrauing Y flak | | ing symbols which are released difficult  shoot

a long line of vertically scrol- anti-aircraft missiles —so | | |, ;o1 the destruction of specific em up vertically

ling shoot 'em ups. The action why produce another one? attack waves. These endow the scrolls its way

is very tough from the outset, Graphically the game is good, | | Spar with extra guns, bombs and into the office to

and by the time level three is planes, depending on the colour t:n the likes of Hades Nebula,

aeroplane zooming across a| | . iihe downed aircraft. ngeance, Blazer and so on.

round and in the air are nicely detailed, smooth scrol- Points are awarded for eve Visually, the game is reasona-
ry' ]

ng incredibly aggressive. ling landscape. The difficulty successful 'kill', and accumulation | | ble, (a gh at times, green

plnnnil a on the slug- level is very high, with enemy | | ¢ i\tc s rewarded with addi- | | Planes attack across a grassy

gish side, making it difficult to tanks and aeroplanes spang-

areas and completely disap-

tional planes, up to a maximum of

nuidmmr bullets, and | ing

don't like the way the plane
has to move a quarter of the
way across the screen before
the landscape scrolls. Flying
Shark is by no means a

conversion, but as a Commo-

bullets all over the shop,
and initial interest is soon
replaced by frustration as
wave after wave of baddies
kick the hell out of you. All the
ingredients are there for a
good blast, but it seems that

nine. As a further incentive, the
total annihilation of enemy formas-
tions vyields a large bonus,
whenevaer the ‘one up’ symbol
flashes on-screen.

There are a total of five levels to

pear) and my ears are none the
worse for wear, but I'm afraid
that for me, Flying Shark proves
to bnlmurn a course in self-
restraint than anything else.
The game is very hard nrud

be conquered, each of which is | | @xtremely frustrating: you're

game it just has nothing the enemy have amuch better| | |,.4.4 in separately. A continue | | constantly assailed by swarms
dwﬂf exciting to offer. time than you do. option allows later levels to be | | of enemy craft who attack with
played again, rather than havingto | |unnerving frequency and

deadly accuracy. Flying Shark
does provide a challenge, but
satisfaction is hard-won, and
atthe expense of alarge chunk
of patience.

return to the first one each time the
game ends.

»  Vertically scroll your bi-plane over jungle territory in Firebird's
conversion of the Taito coin-op

PRESENTATION 69%

Crummy title screen and lacks a
restart. The continue option
redeems the awkward multiload
system.

GRAPHICS 79%

Colourful, but occasionally
blocky backdrops, with some
effective animation and smooth
scrolling. The sprites are
adequate in look and movemeant.

SOUND 70%

The main soundtrack is alright,
and the end-of-game jingles are
bland, but inoffensive.

HOOKABILITY 60%

The initial level of difficulty is a
hard factor to overcome.

LASTABILITY 57%
Proficiency maketh progress —
but it’s slow and often painful.

OVERALL 63%

Afrustratingly difficult shoot 'em
up of limited appeal.
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MATCHDAY Ii

Ocean, £8.95 cass, joystick or keys

@Brilliant footballing action in Ocean's sequel to Matchday

first released on the Spec

trum, and was critical
acclaimed as one of the best
sports simulations of its time. The
Commodora version, however,
was very poor and only ever
appeared on the They Sold a Mil-
liorn Il compilation. Now authors
Jon Ritman and Bernie Drummond
have collaborated again to design
the successor, Maichday I, with
John Darnell providing the 64 ver-
sion.

One or two players participate
in anything from a one-off match,
to a full-blown league or cup com-
petition. Before kick-off, the pla
is given a series of menus allow
him to change virtually any
of the game to suit his needs. This
starts with the option to compete
against either a human or com-
puter opponent, or aven have two
human players against the com-
puter. The colour of the teams'
strips and the pitch can also be
changed, and handicapping intro-
duced by giving one team the
advantage of starting the match
with a previously specified number
of goals (or to simulate a
two-leg game?).

12 ZZAP!64 February 1988

he original Matchday was |

B Ritman and Drummond's briliiant sequel to the dire Matchday
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F or five long years, Intemnat-
ional Soccer has been
regarded as the best football
game available on the Com-
modore. Now things have
changed - Match Day Il has
arrived. It's sheer is
unbelievable. There are 17
screens of options, allowing
nearly all of the game's
parameters to be changed.
Options include one or two
player games and twin player
mode - where both pf.m:u
play on the samea team. re
are league and cup competi-
tions, with the league perfectly
structured to challenge the
p to the full. One of the
real beauties is the way that
the players are selected to
receive the ball - the computer
always seems to select the
right player. The control
meaethod is incredible, and
allows a wide variety of kicks,
passes, vollies, chips and
backheels with the minimum
of hassle, and all dead ball
situations are fully controlla-
ble. The gameplay is very chal-
lenging - the lowest level is
tricky, and beating the high
level should take an awful lot
of practice. The best thing of

B The kickometer shows the strangth of kick — ideal for fouls!

Other factors that may be | ers, and the volume of sound
altered include attacking or defen- | effects.

sive tactics for either team, the During a game, the player con-
time played for each half, human | trols one man at a time, depending
or computer-controlled goalkeep- | on which footballer is closest to

all is that Match Day | plays just
like a game of football = which
is surely the highest commen-
dation one can give.

—
nother footy game? ‘Can
it bly be better than

p;i International Soccer?’
question on everyona's

lips. Personally | think they're
on a par. Match Day |I's playa-
bility is hampered by the lack
of speed during play, but the
amazing series of options
more than make up for this
deficlency. The kickometer is
a great idea and allows a skil-
led player to put together
some really intricate moves.
Howaever, when all is said and
done, | can only see this appe-
aling to ardent football fans -
it's too much like football,
and not enough like an arcade
game = it's up to you to decide
;Tuﬂwr that’s a good or bad

ng.




»  The players may hobble about the pitch, but the action is still quite hectic in Matchday I

the ball in play. Moving the ball
around is achieved using a ‘kic-
kometer' — a constantly pulsing
bar displayed both at the top of the
screen and above the currently
mntmﬂad tﬁl: er's head. The

ick is determined

button is preasad even to the
point of allowing the player to per-
form backheels when the meter
displays a negative amount. The
ball's dil‘ﬂl.'.'tl;‘l ﬂ-*: dﬂtﬂg:lnud by
the position joystick.

If a player has on of the
ball, he may either chip it, if he
kicks while running, or pass along
the ground if kicking when station-
ary. A player who doesn't have the
ball may 'lock’ his personal kic-
kometer by keeping the button
down. This means that when he
next touches the ball, he will
instantly volley it with the strength
dis above his head. He may
giso head the ball with any
strength he wishes by pressing the
button when the player is below
the airborme ball.

One player may affect the
course of another by ing into
him, forcing him to 55-kick.
Fouls are not catered for, so over-
zealous  challenges remain

The program supports throw-
ins, comners and goal kicks (which
provide a greatly increased kick
strength for realistic range), and a
realistic deflection systam

whereby the ball rebounds cor-

body,
n the direction and
ball and footballer,

urrah! Two good football
simulations in ona month!
This is a very accurate football
simulation, more than a
‘game’, as it allows the players
to perform most of the moves
they could want, even down to
backheels. Admittediy it's less
spectacular than Gary
Lineker's, but far more satisfy-
ing to play, as goals really do
have to be built up. The twin
player option is a superb idea
too, taken from the likes of
Kick-and-Run, and makes
matches far more entertaining
(‘over 'ere, son, on me "ed’), as
well as giving some variation
from the old one-against-one
style. The niggles about the
game diminish as you play it,
but are nevertheless annoying
- the slowness of the players’
movement, and the glitches
which occasionally cause the
ball to disappear. Some of the
computer ‘intelligence’ also
suffers from International Soc-
cer-isms, with control some-
times not being handed over
quick enough. These are insig-
nificant though, when com-
pared to the depth of the
gltma and the options availa-

@ before and during play. it's
too good to miss.

\

| 2
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'Ere we gol "Ere we gol "Ere we go! (classic prose courtesy of
the Dan Gilbert School of Sporting Anecdotes)

unpenalised
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PRESENTATION 96%

An absolutely amazing array of

options and superb use of joys-
tick — the occasional glitches are

i annoying, though.

GRAPHICS 72%

Very effective, but slow

SOUND 79%

Great title tune, and suitable
sound effects.

HOOKABILITY B1%

As it 1S football, the rules are
pretty obvious, but some of the
controls, especially the kic-
kometer, are tricky to master

LASTABILITY 92%

Three increasingly tough skill
levels and the incredible options
should keep a football fan happy
in the months to come

OVERALL 90%

Probably the most accurate
football simulation to date, and
despite some flaws, is a
thoroughly enjoyable kickabout.
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ndy Capp, the flat-capped

MNortherner is once more in

financial trouble. His pre-
cious dole cheque has been sto-
len, and his ever tolerant wife Flo is
demanding money again. Andy
hasa in which to retrieve his
chegque AND raise some money to
keep Flo off his back.

On leaving his house, our anti-
haro finds himself in the familiar
surroundings of his neighbour-
hood, where he walks along the

I've been reading
the Andy Capp
cartoon strips in
the Daily Mirror
for years, solwas

interested to see how this

game would turn out. The ver-
dict? Well, it's not too bad. The
game itself is fairly easy to get
into, although mapping is an
essential part of play, since it's
quite easy to get lost in the

maze of similar-looking
streets. The graphics are gen-
erally wvery sombre, and
although they capture the
spirit of the cartoon, after sev-
eral sessions | was left with a
vaguely depressed feeling.
The poignant soundtrack
merely enhances the feeling
and far from enjoying the
action, | found it all rather sad.
Andy Capp could be a little too
close to the life that many
people actually lead to be con-
sidered entertainment.

IANDY CAPP

After many years
of hilariously
funny cartoons in
J.R the Daily Mirror
newspaper, Mir-
rorsoft have at last taken our
favourite Northern lad, flat cap
and all, and immortalised him
on the computer screen. The
game designers have cap-
tured the essence of the car-
toon strip very well, creating
all the ambience of a bleak,
Northern coal-mining town.
The characters are excep-
tional, and the animation is
simply brilliant. Aesthetics
apart, however, the gameplay
does tend to pall quite quickly,
since Andy's activities are far
from thrilling, and walking
around town can be continued
for one or two minutes without
actually meeting anyone or
being able to enter a building.
The sound effects are totally
unsuitable, made up of just a
few pings and tromping noises
as Andy strolls around. The
optional musical SCOre
doesn't improve on the situa-
tion either. Arcade adventur-
ers might like it, but action wal-
lahs beware.

many streets, and enters unlocked
buildings such as the pub, police
station and even the local Job
Centra.

gAY N L0 Ll i
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sirip with brilliant accuracy

The Lancashire lad must find out
who has stolen his cheque by
ﬁatharing as much information as

e can from the characters he
meets. Poor old Andy needs a
drop of Dutch courage before
interrogating his friends though,
s0 a visit to the local pub is the first
order of the day. Andy’s state of
inebriation is constantly monitored
by an ‘alcometer’ shown below
the main screen.

Actually getting into a pub can
be difficult, since the rent man fre-
guently waits at the door to collect
Andy's money. There are others
who also give Andy a hard time,
especially the local bobby who
knows that Andy is on his wanted
list.

If Andy feels that ab individual
should be taught a lesson, he can
use the boxing glove icon at the
bottom of the screen to engage in
some gentlemanly fisticuffs.
Punch-ups quickly reduce his
alcohol level, however, and a pub
must be found fast! If he engages
in too many rounds of boxing he
can find himself up before the
judge with a hefty fine to pay. He
must also be careful that in the
scuffle, he doesn't lose his wallet.

Such things can only worsen
Andy's sad plight, so to augment
his scant financial resources, Andy
can take a chance on picking the

P Andy relaxes in his normal environment — hic!

B e 4 1
e A Lo s AN £ 2Py
The cartoon-style graphics of Andy Cappfollow the newspaper

winner of the next horse race, and
with a bit of luck scrounge some
cash from the barman or get away
with Flo's handbag without her
knowing. If all else fails, he can

always get a job!

The impressive
graphics on Andy

seduce the

unwary games-
ter. The characterisation is
incredibly effective and wvery
accurate indeed, while the
game itself is nicely polished,
even down to the darkening
sky as night falls. Unfortu-
nately, the mission confront-
ing the playar is hardly an
exciting one: Andy has to wan-
der all over town, speaking to
people, obtaining money and
drinking. The action Iis
humourous and quite cap-
tivating at first, but the long
periods of inactivity soon
inflict a feeling of boredom -
the game becomes as tedious
as the life portrayed of Andy.
The droning soundtrack
doesn't help either, which is
almost depressing. Andy Capp
is a charming little game,
which could well appeal to
many people, but don't be
fooled by the smart graphics
and the character licence.
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AMSTRAD

Will you endure the X12 Fighter Simulator and emerge

an fce cool space Mghter at the pinnacle of his powers or

like many more will vou be reduced to a nervous, gibbering

wreck M for no more than Intergalactic tapol trading ships.
Omly the premier cadets of the Stellar Imperium's pliol

academy will ever find out and Its uplo to merclless Instructors
te ensure that only the elite survive,

It's space age frenzy... IU's interstellar turmoll... IU's Bedlam!
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PSYCHO SOLDIER

Imagine, £8.95 cass, £12.95 disk, joystick or keys

nce again the voluptuous
Athena is whisked through
time and space to fightin a
world far removed from her own.
Finding herself in an alternate real-
ity where demons rule over their
human captives, she decides to
seak out the cruel overlord and
despatch him, freeing her com-
rades from oppression.
The mission takes place over a
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horizontally scrnilil}%eba::kdmp of
urban desolation. landscape
consists of six levels, each thirty
screens long. Athena battles her
way through the landscape and
walks along one of four *floors® set
ona above the other.

Progress is hampered by con-
crete blocks, which are removed
by blasting, and the overlord’s
minions whom she shoots with her
laser. Her arsenal is further
enhanced by a limited stock of
bombs, fired via the space bar.

The power of both laser and
bomb can be increased by gather-

ing icons which are occasionally
revealed when the obstructing
hard core is destroyed. Bombs
have differing capabilities, indi-
cated b{ the colour of the energy
bar at the bottom of the screen.
The number of bombs carried is
also shown on-screen.

To further increase her chances
of success, Athena can destroy
the globe which occasionally
appears and transform herselfinto
a on, which bums a path
through the overlord’s defences.

At end of each level a build-
ing blocks the way, and is razed to
the ground to progress. Only when
a pile of rubble remains does the
next level load.

On the sixth level is the evil
Overlord, who is des by
repeated blasting to complete the
mission.

»  Tough-girlie Athena battles her way through a war-tormn
alternate reality
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tion of a pause
on, fairly
standard. The multiload is
lengthy.

GRAPHICS 62%

Simg : lide

C thy drawn

SOUND 60%

Average soundtrack and effects.

HOOKABILITY 62%

Frustrating from the outset, and
the action isn't exciting.

LASTABILITY 51%
Six tough levels, but there's a
distinet lack of variety

OVERALL 57%

An average c ion of an
none- i g2 arcage
machine
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GALACTIC GAMES

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

n a planet far away from

their original home, the

Olympic Games take a
Galactic tum,

Competitors are faced with five
unusual events: the 100m slither,
space hockey, psychic judo, head
throwing and the metamorph unfortunately it's
marathon. also pretty dire.

In the 100m slither, racing | | Control is slow and often slug-
worms speedily slide along the | | gish, and added to the fact that
track, bunching their bodies in | | many of the events are hard to
caterpillar motion. Rhythmic joys- | | master, | can’t see many
tick wobbling induces the fastest | | people returning to it very
motion, and occasionally a ‘super | | often. The mu is pretty
slither' may be used to zoom up | | laborious and one point that
the course — although care must | |really annoys me is the
betaken not to overheat the worm. ‘humourous’ information

Once the worms have been dis- | | printout that appears periodi-
missed, space hockey appears on nal#mdurh the game — usually
the agenda. Here, two spheres | |at nning of an event.
enter a giant playing field and | | The first time it's funny, sec-
attempt to drive a living puck into | |ond time it's a little tedious,
the oppaosition's goal. and by the third time you feel

Mext is psychic judo, where two | | like screaming. It's slow, end-
mindbenders stand at either end | | less and has to be endured
of a coridor and attempt to game after game. Galactic
destroy each other with energy
bolts squeezed from their | | but at the end of the day
stomachs. When an energy bolt | | sad to say that it on
has been released it's directed to | |it's face, a long way short of
avoid the defensive shields that | | the finishing line.

Galactic Games is
certainly weird
and wacky - but

the opponent erects. if the bolt

KNIGHTMARE

Activision, £9.99 cass, £12.99 disk, joystick
and keys

deal, Activision have released a | to show the next scene. Com-

game based on the popular chil- | mands other than movement are
dren's TV programme, | achieved from the keyboard,
Knightmare. The original featured | whereby single key presses repr-
a team of kids directing a | esentthe verbs and nouns of the
blindfolded friend around a com- | command.
puter-generated labyrinth of puz- The knight's objective is to
zles. In this version, the player | escape from the castle, collecting
guides a helpless knight around a | items to help him do so, and avoid-
similarly perplexing series of dun- | ing the creatures that dwell within.
geons. Occasionally, the knight encoun-

The display features cutaway | ters magical creatures who set rid-
aD, viewing rooms as pages in a | dles that must be answered cor-
book. Each time the knight moves | rectly for safe passage. Failure to

I n an extremely strange licensing | from room to room, the page tums

B Activision's highly polished but dreadfully obscure arcade
adventure

»  Ascene from the head-throwing
event from Activision's
Galactic Games

gets through, points are awarded.

Head throwing follows. The
competitors in this sport are a
strange pair, who are obsessed
with removing their heads and
throwing them as far as they can.
This action takes place on a small
track down which competitors
run. Before the foul throw line, they
rip off their heads and throw them
into the air. There are three throws
per contest and the longest throw
wins.

answaer within a time limit or select-
ing the wrong response from those
provided, results in death.

To aid the knight in his guest, he
may consult the twin oracles that
monitor his progress. These con-
sist of one good and one bad, who
attempt to help and hinder him.

ket. If the TV programme had
been as difficult as this, the
old contestants wouldn't

Not content with
bringing us
Earthbound ath-
letic type games,
those cheerful
chappies from Activision are
taking us out to the stars to
thrill to such events as the
metamorph marathon, head
throwing and psychic judo.
Control of most events is a
touch on the finnicky side, and
even when mastered | often
felt that | wasn't totally in con-
trol. Graphically, Galactic
Games is a bit of a mixed bag,
varying from average on the
100 metre slither, to

naff on psychic judo. Sound is
also disappointing, with a few
annoying effects and no tune.
It's not exactly one of my fav-
ourite sports games, and can't
be called a bargain at £10, but
it's fun to play — for a while.

The player can gain many clues by
examining their comments and
statements.

The knight also finds magic,
which may be used for a variety of
purposes. Where, when and how
to use the spells must be deduced
by the player.

The knight's life force is repres-
ented on the right of the screen as
an ever decreasing candle, which
recedes more rapidly when under




The last event is the metamorph
marathon, during which one of five
forms — runner, burrower, jumper,
flyer or rest state — is adopted by
the metamorph to negotiate the
everﬂhanging terrain, The energy
supply of each form is limited, so a
little planning is required to finish
the course.

GRAPHICS 41%

Vary from below average to

pathetic,

SOUND 32%

Grating and annoying spot

effects are used throughout

HOOKABILITY 45%

Mearly all the events have awk-
s, making
ter

LASTABILITY 36%

frustrating gameplay
reward don't make for

attack. The knight may defend
himself when in possession of a
weapon, by rapidly pressing the
fire button to inflict damage on the
attacking creatures, n the
wick is completely burnt out the
knight dies and the player's guest
is terminated.

PRESENTATION 81%

Fairly clear instructions, with an
ornginal and polished display and
a particularly useful RAMsave
option.

GRAPHICS 71%

The sprites lack animation and
definition, but the backdrops are
atmospheric.

SOUND 5%

Merely a few pathetic sound
effects.

HOOKABILITY 47%

Hardened adventurers may find
the going straightforward, but
occasional explorers are thrown
in at the deep end.

LASTABILITY 68%

The large maze and taxing puz-
zles should keep most players
struggling for a while.

OVERALL 66%

An unusual and interesting idea
that suffers from laborious,
obscure and unsatisfying
gameplay,

ynesoft have digitally cap-

tured five winter sports: ski

jump, downhill ski-ing, the
biathlon, slalom ski-ing, and bob-
sled.

From the preliminary options
screen, up to six competitors enter
their names and select the nation
they wish to represent. After
choosing the events they wish to
take part in, the action begins.

Ski jumping begins with the
player at the top of a 90m run.
Pressing the fire button starts the
‘birdman’ on his high-speed des-

@ lsl:.rﬂ', that famous
tune, those jerky graphics . . .
erk! Comparisons are bound
to be made with Winter Games,
but Winter Olympiad comes
nowhere near the slick Epyx
standard of nearly three years
ago. Winter Olympiad just goes
to show that even decent
gfaphlcs can't rescue a
the animation and playa

lack polish. Although there are
plenty of events, none are par-
ticularly exciting, and it only
takes afew plays for the action
to become . The
Solid Gold compilation, com-
plete with Winter Games and
four other classics, is available
at the same price .. . .

cent. At the end of the ramp, the
player launches his skier into the
air, and keeps his skis horizontal
through flight.

awarded points
covered and style.

The skier Is
for distance

similar
the presentation of three of the
events arﬁhm n-l:mn-tt
terparts. However, aren
as playable, and | tired of them
""‘mﬁ
slalom is It,
3D isn't ml effective. It's a
shame that the sprites and ani-
mation aren't up to the stan-
dard of the backdrops,
because it would have added
polish to an otherwise

WINTER OLYMPIAD 88

Tynesoft, £9.95 cass, joystick only

Mext is downhill ski-ing, where
the player negotiates a 3km tree-
lined route in the fastest possible
time. Hazards come in the form of
logs and rocky outcrops, which
are jumped over.

The biathlon, a tortuous test of
marksmanship and stamina fol-
lows, With a rifle slung over his
shoulder, the player makes a long

w4 =1 |
ME T R—=RE
P The view from the top of the
ski-jump in Tynesoft's Winter
Olympiad

trek across snowy landscapes and
stops at checkpoints to shoot at
targets. There are three
checkpoints in all, which the com-
petitor visits within the fastest pos-
sible time

Ski-ing makes its final appear-
ance in slalom event. Weaving
left and right through the gates, the
player must be sure to keep yvellow
flags on the right and brown flags
on the left otherwise penalties are
incurred and added on to the
finishing time.

The final event places the player
in a bullet-shaped bathtub inside a
twisting 1.5km icy trench. This is
the highly dangerous bob-sled,
which involves guiding a sled as it
rockets down the run at speeds in
excess of 90 mph. A steady hand
is required, otherwise it turns over
and tha race is lost.

As a bonus, Tynesoft are run-
ning & competition for Olympiad
players, the first prize being a trip
to the 1988 Winter Olympics in
Calgary, USA,

o =Jwm =] "

PRESENTATION 76%
Very good on-screen presenta-
tion, but the multiload is slow
and arduous.

GRAPHICS 72%

The backdrops are quite good,
but sprites and animation are
generally poor,

SOUND 68%

Plenty of tunes and jingles, but
the emphasis is an quantity
rather than quality.

HOOKABILITY 75%
the action is by no means thril-
ling.

LASTABILITY 58%

Mone of the events offermuchin

no compulsion to return for
repeated plays.

OVERALL 66%

Fairly good, but Epyx's Winter
Games is far classier.

ZZAP!64 February 1988

Pretty straightforward, although

the way of challenge, and there's
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or keys

remlin's new logic game is

set within the confines of

an optical circuit, the com-
pletion of which is dependent
upon the correct manipulation of a
laser beam.

Each screen holds a laser
generator and receiver, which
must be connected by an unbro-
ken beam of light. The beam is
directed by a series of mirrors,

DEFLEKTOR

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

LEVEL .
NoECEES P
|

Something to reflect upon:
Gramilin's unusual puzzie logic
game

>

transfer the beam from one part of
the screen to another.

There are also obstructions,
which datrimentally affect the path
of the beam — the system over-
loads if the beam comes into con-
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some of which auto-rotate, but
most can be turned manually by
positioning a pulsing icon over
them, holding down the fire button
and moving the joystick.

Other equipment aids the path
of the beam, such as a refractor
which sends the beam out ataran-
dom angle, and fibre optics which

» Things do tend to get slightly complex . ..

et e R HEIY
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tact with mines, absorbing blocks, Flﬂl'll:gi,ﬂ mm mﬂt. mﬂu
is directed back along itself, or the

beam length becomes too great. | |action becomes a total mind-
The extent of the overload is repr- bender, requiring great care,
esented by a bar which expands speed of thought and a good
as the laser overheats. judgement of angles. On top of

z
£
%
:
i

Each circuit can only be com-
pleted when all the grey cells have
been destroyed, and a constant
power drain imposes a time limit
on the proceedings. A practice
made is included, allowing three
screens to be played with a slow
energy drain. This allows familiari-
sation with the action, and no
score is recorded for the effort.

i
:
i
gg

PRESENTATION 70%

L Comfortable control method,
p and the game is reasanably

polished.

GRAPHICS 73%

Thelaser beamiseffective, rapid
and believable, while the
sCreens are simple but
adequate.

SOUND 80%

A tuneful Benn Daglish sound-
track, and some very suitable
effects.

HOOKABILITY 82%

Easy to use, interesting to play
and addictive.

LASTABILITY 75%

Plenty of circuits to attempt,
although once completed a few
times they may not represent
such a strong lure,

OVERALL 81%

An excellent puzzle game requir-
ing fast reflexes and logical
thought.
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A NEW WORLD FROM RUSSIA |

“. .. one of the all time computer classics . . . unbelievably
addictive . . . it's perfectly simple and simply perfect " 94% Zzap 64

Available on Commodore 64/128 Tape and Disk - Spectrum Tape and Disc -

Amstrad CPC Tape and Disk - Amstrad PCW Tape and Disk - BBC/Electron Tape
and Disc - MSX Tape - Atari ST Disk - Amiga Disk - IBM PC and Compatables.

Published by Mirrorsoft Ltd. - Athens House - 66-73 Shoe Lane + London - EC4P 4AB
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The Anti-Nuclear Party have reprogram-
med power station robo-equipment to
empty the containment vault and attack
all human staff. They have scattered
eighteen canisters of highly dangerous
radioactive fuel-rods throughout the
seven-storey building. You have 30
minutes, an armour-piercing machine-gun
and a personal jet-pack. You have the
latest anti-radiation suit. The building has
decontamination showers that may help
you; but you will be fighting against time,
intense radiation, robo-weapons, and all
of this in a hostile environment with
~dangerously open floors, and the ever-
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HEY AMIGO...

NOW YOU DON'T HAVE T0 BE A BANK

ROBEING BANDIT 70 AFFORD Afl AMIGA /
N, AMIGA AS00 . .,

Built - mfmﬁmﬁ ﬁﬁ:ﬂh -Tasking
(D FREE - Defender of the Crown Worth £2995
\ FREE - Goldrunner -Worth £24-95
2 FREE-Joystick  Worth £7.95
' FREE -Deluxe Paint - Worth £24 95
5 FREE-Mouse Mat Worth £7.55
(@ FREE- -TVModulator Worth £24-95

%ﬁg w wﬁ;;w, ,mproved AMIGA 2000 wir

AMIGA EXTERNAL +Pack exfr&;w mfzﬁ)m FREE

DISK DRIVES AMIM SOFIWARE

OMMODORE 1Meg.. £ 245.95 -SAVE OVER £43

CUMANA 1Heg. 212935 -SAVEVER €6 ..y g g
DRIVENOW & e A= and many more
w; REBH Always i Sfock - Phone Now
HARWOODS
; COMMODORE 64
HARWOODS VALUE -PACK
DUALPACK DEAL Commodore C64.C2N Cassette Unit,
Amga A500 AND Moonraker Joystick.
BIES 6 Game Value Pack -
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£11.95 disk, joystick only

BONE CRUNCHER

Superior Software, £9.95 cass,

ono the dragon and his chum

Fozzy live In a castle, and

eam a crust by selling soap
to monsters who bathe in the sea
nearby.

Each of the castle's chambers is
displayed from an overhead view-
point and scrolls around as Bono
tunnels from room to room. Soap

I;ul:m'l > m
or

ware's bread and
butter products
are all Boulder-
look-a-likes. Bone

dash

manages to shine through.
Unlike Boulderdash, Bone

Cruncher lacks the necessary
ﬁmﬂnul&nnnh,loaﬁ‘qﬂu
ame unexciting. i you're a

of the classic a -
zle format, this is better than
most. For me h, the

magic is starting to 3

erk, Drutt and Boni have

decided to journey further
into the creepy domain of the
Bad Tempered Thing by going
through the Trap Door,

The player takes charge of both
Drutt and Berk, and swaps betw-

i

i
%g

is manufactured by collecting old
skeleton bones which litter the
castle and boiling them up in one
of the many cauldrons.

Five skeletons are needed to
produce a single bar of soap,
which is then taken to a waiting
monster, shown undertaking his
ablutions. When five monsters are
clean, Bono and his buddy enter

late for that. Bone Cruncher is
simply a competent Repton/
Boulderdash variant with one
or two neat touches. ﬂgr:ruz-
zles are entertaining and the
ﬂm.t? um well pmunlilud,
excepting grotty scrolling.
R o el et
you got one just
this in your collection . . .

*  Bono and Fozzy in a bit of soapy bubble

ARG D G AN,

Wy o e o 1

THROUGH THE

TRAP DOOR

Piranha, £8.95 cass, £13.95 disk, joystick with keys

een them by pressing the fire but-
ton. There are four regions to
negotiate, and progress is made
by solving a series of puzzles and
avoiding the castle’s less friendly
inhabitants. Keys give access to
later sections, and there are
sweets and toadstools which are
consumed to give Berk special
characteristics.

Progress is made by using the
two characters together, since the
smaller Drutt can gain access to
places that Berk cannot reach.

e

»  Thecute 'n’ cuddly graphics of Through the Trapdoorbelia the

game's annoying nature

- BOKUS
q 12000

CLANANCLALANQOA0AREE - Op

the next chamber.

& are many hazards to
avoid, including skeleton-eating
spiders, and trapdoors —which arg
fatal to the touch — and glooks,
which block Bono's path.

Superior have incorporated a
password system which allows
access to later chambers without
having to replay previous levels.

PRESENTATION 88%

Good documentation and excel-
lent in-game presentation,

GRAPHICS 53%

Plain objects and backdrops,
with humourous but limited ani-
mation on the main character

SOUND 61%

Initial chorus of sampled spesch
and monster screams, followed
by a repetitive Michael Winter-
barg ditty,

HOOKABILITY 64%

The game's aim is reasonably
simple, and the first few prob-
lems are quite challenging.

LASTABILITY 49%

There are 22 moderately enter-
taining chambers to negotiate,
although you may becoma
bored long befora the last

OVERALL 56%

A polished, but mersly average
addition to an already jaded for-
mat,

PRESENTATION 68%

Poor instructions and reasona-
ble in-game presentation.
GRAPHICS 82%
,Big and very nicely animated
‘characters, but the backdrops
are a little bland.

SOUND 32%

Poor effects throughout.
HOOKABILITY 45%
Frustrating control system pro-
vides a major hurdle to the first
time player,

LASTABILITY 38%

Thera's plenty of game to be
had, but the final solution is
obscure and playing is more a
question of endurance than
enjoyment,

OVERALL 44%

A very disappointing sequel to
Trap Door, and a difficutt and
unappealing game in its own
right. "
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LIFEFORCE

CRL, £9.95 cass, £14.94 disk, joystick or keys

n early transport project
invoived the production of
nuclear fuelled Flexible
Robot Caterpillars (FRC's) capa-
ble of moving people and heavy
loads. Radical changes in Govern-
ment saw the FRC project take on
an increasingly military role. All

Although
Lifeforce is played
at a rather plod-
ding rate and isn't
particularly

polished, it manages to offer
some entertainment. The bas-
relief graphics backdrops are
effective, but they're marred
by the very jerky scrolling and
a pretty poor-looking bunch of
adversaries. Quite a bit of
strategy is required to make
safe passage through the city,
and | don't think a little cartog-
raphy would go amiss. if you
enjoy blasting games which
require thought as well as a
fast trigger finger, Lifeforce
could provide some, albeit
limited, enjoyment.

By all accounts, |
shouldn't like
Lifeforce. The
scrolling is poor,
tha control Iis
awkward and often fiddly, and
the tank is slow. Moving
through the rubble of blasted
walls sometimes proves
difficult, and it's possible to
get the tank momentarily
‘trapped’ due to the poor colli-
sion detection. This becomes
really frustrating while under
attack from aliens at the same
time! Despite all this, 1 still
found myself wanting to play.
The radar provides a good
source of tension, because if
you don’t constantly watch for
the FRC's, one of theam comes
whizzing around the cormer
straight into you, ending the
game, and blasting the swift-
moving caterpillars is gquite
entertaining. Lasting appeal
may not be all that hot, but
Lifeforce provides a reasona-
bly worthwhile blast.

alactic playboy, Freddy
Hardest, has been on
another binge! Tanked up
with Dutch courage, he wants to
take on the world — but space

pilots shouldn't drink and fly. Inan
inebriate blur, Freddy crash-lands

26 ZZAP!64 February 1988

FREDDY HARDEST

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

his ship on the planet Ternat, site
of the aggressive Kaldar head-
guarters. With his ship destroyed,
he's there to stay until alternative

---------

k  Some of the subtie bas-relief graphics on Lifeforce

went well until the FRC's mal-
fl.llnc:tinnad and overran the capi-
tal .. ..

Project ‘Lifeforce’ aims to
recapture the city by sending a
one-manned tank to destroy the
FRC's and collect the valuable fuel
rods from their nuclear reactors.

The fuel rods are stored in the
FRC's heads, which are stopped
by successively destroying the
individual sections of their bodies.
The remaining head unit becomes
immobile, and the rod is picked up
when driven over. When all eight
fuel rods are safely stored aboard
the tank, the player exits to the
next, more difficult, leval.

A variety of alien species inhabit
the now-deserted city, which are
blasted or avoided, since pro-
longed contact is detrimental to
the tank's shields, finally resulting
in its destruction.

The tank boasts an impressive
armoury, including lasers, heat-
seeking missiles and smart
bombs. Both the power cells for

transport can be ‘borrowed’ . . .

The mission is split into two sec-
tions. In the first, Freddy makes his
way to the Kaldar base across a
horizontally scrolling landscape.
Every step of the way is fraught
with danger, and deadly creatures
are dodged or blasted, and
chasms jumped over. Freddy has
five lives, and one is lost every time
he falls foul of a hazard.

»  Don't drink and fly: Freddy makes a partially subterranean

landing on Ternat

Lifeforce is
nothing techni-
cally impressive,
having distinctly
average graphics
and sound, but it is attractive
for its unusual adversaries,
and the seek-and-pick-up
weapon system. This helps
sustain the action as it
requires continual attention to
ansure weapons remain
armed and working. However,
the game is by no means a
polished product and strug-
gles to maintain interest overa
Ianq period - the creature
you're trying to track down
only appears on screen briefly
and in between times the
action is laboured. Not a won-
derful game by any means, but
there have been worse.

When the first section is com-
pleted, Freddy gains access to the
next, which is loaded separately
from tape, Here, our playboy hero
attempts to steal one of four col-

trludl%:ow un\‘.;ll but all to no
avail. me lllfl‘lil.l"lﬂﬂ’I
titled as ﬂ!:':h because of the
three Dinamic games, this one
is by far the most difficult. After

just
where going to land, the
game “takuum on new ;ﬁmnd' H




the shiglds and lasers plus the
separate armaments are located
within small rooms around the
cityscape, These are collected by
blasting the retaining walls and
simply driving over the cannisters
in question.

There are eight FRCs located
around three parts of the city, and
when all are destroyed, the mis-
510N is complete.

PRESENTATION 59%

Inconsistent documentation,
unhelpful instructions and an
annoying delay between goes.

GRAPHICS 56%

Chunky sprites and fair bas-relief
backdrops, backed up with jerky
scrolling.

SOUND 19%
Little else but white noise effects.

HOOKABILITY 65%

The slow and often awkward
gameplay offers limited instant
appeal.

LASTABILITY 44%

If you like the action, there are
thraa tough levels to complete.

OVERALL 58%

A reasonably enjoyable blast
and collect game.

our-coded spaceships from a
multi-level underground comple.
To activate a ship, Freddy finds the
correct Captain's log, nuclear
energy cells and hyperdrive
instructions.

While making good his escape,
Freddy also battles his way past
the base's deadly inhabitants and
a selection of their robotic guards
~life is tough when you're a galac-
tic playboy.

PRESENTATION 45%

Restart option, but there's a very
long delay between games.

GRAPHICS 67%

Smart, but repetitive backdrops,
and limited animation.

SOUND 49%

Dire titie music, and the sound-
track and spot effects are merely
adequate.

HOOKABILITY 52%

Very frustrating from the outsat,
and the urge to battle through
the first section isn’t strong.

LASTABILITY 35%
Theaction soon bacomes repet-
itive, and the second section
offers very limited enjoyment.

OVERALL 42%

A combination of twa very poor
games.

I, ALIEN

CRL, £9.95 cass, £14.95 disk, joystick or keys

ollowing a nuclear war on
Earth, the entire livestock
population has become pra-

maturely extinct. In order to feed
the remaining people, mankind
travels the Galeu{y in search of new
sources of protein.

A small alien creature has been
capturad by one such Terran ship,
but decides to flee in an attempt to
reach an old escape pod deep
within his home planet. Taking the
role of the creature, the player bat-
tles his way through the starship,
across the planet surface and
finall-lfI into the sewer system,
which leads him to the pod.

The alien begins his bid for free-
dom within the confines of the
spaceship. The small animal
negotiates the ship's complex
serias of corridors by moving from
deck to deck using colour-coded
teleports.

The ship is full of unfriendly
beings, contact with whom
reduces the alien’s energy toward
a fatal zero. Blasting the creatures
results in different effects: some
leave energy crystals behind
which are collected to replenish

lost energy, mutants drop acid
flesh which is used for extra fire-
power and ‘transmitters’, which
turn the alien green and reversa
the controls.

Fellow prisoners are moved
around the ship in *trans-cells"—a
hamess which prevents escape.
Contact with a trans-cell releases
the prisoner, and if ten prisoners
are freed, the alien is rewarded
with an extra life. Care must be
taken, however, since blasting the
trans-cell also kills the captive.

A bomb has been planted in the
ship to stop the alien's quest,
which is reset before the
countdown timer reaches zero,
Once the reset panel is found, the
alien is safe to seek out the exit to
the next level.

P The little ET attempts to waddle his way to safaty

ey TH

PRESENTATION 57%
Theinstructions arelacking, and
apart from a restart there are no
other options

GRAPHICS 58%

Colourful backdrops
array of fairly unimpra
sprites.

SOUND 46%

Tuneless title music, and a few

HOOKABILITY 55%

Mapping is essential from the
outset — a factor which might
well put players off

LASTABILITY 58%

The going Is tough, and should
provide a challenge for those
who enjoy the action

OVERALL 62%

An average and moderately
entertaining arcade adventura.
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GARY LINEK
SUPERSTAR

SOCCER

Gremlin Graphics, £9.99 cass,

£14.99 disk, joystick only

n direct competition with
Ocean's Match Day Il comes
Gremlin's  latest big-name
licence, Superstar Soccer. Similar
to Mr Ritman's game, this gives
the player the dual aspects of
management and real playing

action, but approaches them quite

differently.

When the player starts, he sets
up the league as he wishes,
choosing his team name and
whether there are seven or fifteen
league games per season. He then
examines his team, deciding
whether to trade old players or
recruit new ones, and arranges
them in a six man farmation.

The game is structured into four
divisions of sixteen teams, withthe
player's team starting in the fourth,
playing both league and cup
games. Any of the four division
tables can be examined, as well as
any teams’ statistics, set-up and
list of players.

When the player starts a match,
he can change the control of the
coach, centre forward and goalie
to human or computer. If all three
are set to computer control, the
player can elect not to watch the
match, but just let the computer
work out the result. The player may
also pick team colours, set the
speed of the timer (from normal to
15 times faster, for shorter games),
and either practice or play league
games.

The player only has one footbal-
ler to control for the whole match—
the computer follows the action on
the ball, which means that the
player's centre can be a long way
off screen. When the player has
the ball, he can either pass, by
holding the joystick towards a
player and tapping the button, or
shoot, by holding down the button.
Shots can also be made if the ball
is in the air, resulting in either a

»  The only thing missing is a pitch invasion . . .

15T HALF

F - i
‘18 . .:.f-,;

»  Gaz Lineker -~ England superstar, football prodigy and blobby

yellow sprite

‘bicycle’ kick or a header, depend-
ing on the height of the ball.
henever there is a break in
play, such as a free kick or a goal,
the coach can change team tac-
tics for both defence and offence,

making them either aggressive or
passive. Substitutions can also be
made, using the two allowed, to
replace tired or injured players.

DISK VERSION
PRESENTATION B0®%:
Very detailed, with an easy-to-
use management system,
Lengthy loading periods and
unraalistic scores detract from
its authenticity

GRAPHICS 76%

Realistic ball movement and very
fast play give the graphics a con-
vincing ook,

SOUND 51%

Mo tunes, but some nice effects.

HOOKABILITY 86%

Very easy and enjoyable to play,
with depth, action and goals to
Keep you going

LASTABILITY 60%

An extensive league and cup
system should keep you busy,
but eventually play becomes
repetitive

OVERALL 74%

A pleasant and well-produced
foothall game that is very play-
able, even if it isn't that true-to-
life,

TAPE VERSION
PRESENTATION 59%

The instructions fail to mention
the one-match-only game struc-
ture, but otherwise the presenta-
tion is acceptable.

GRAPHICS 76%

Realistic ballmovement and very
fast play give the graphics acon-
vincing look.

SOUND 51%

Mo tunes, but some nice effects.

HOOKABILITY 82%

Very easy and enjoyable to play,
with plenty of action and goalsto
keep you going.

LASTABILITY 47%

Only one match can be played at
a time, and even though the
action is enjoyable, the novelty
of winning soon wears off

OVERALL 58%

Avery limited version of the disk
gama, lacking an on-going cam-
paigr.
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Planet 1

Here you must destroy the ro-
bots warning-system, the slave-
leaders and this dreadfull robot.

| Starvision Software Aps,

' .# ._ i 3]

With both Mega-Blaster and
repeat-fire active, you can blast
your way through to planet 3.

HE EZEMD OF K s, Lt

B |
Planet 3

The final planet is full of myste-
rious robots, and a giant army of
special space force troopers.
Beat the final robot and win!

Commodore 64/128
Cassette £9.95
Disc £14.95

Rodosvej 42, DK-2300 Copenhagen S, Denmark. Tel: (+45) 1551 441




Extremely compatible
Xcelient value
Compact size

Low noise

External 8/9 switch
Rave reviews
Attractive appearance
Turbos, no problem
One year guarantee
Runs cool

+Direct drive motor

C e S S O B I S O

.my only complaint was
that the label on the front of

Excelerator+
and GEOS

Excelerator+
and GEOS, PLUS
Freeze Machine

£179.95

. | 'wish the Excelerator had come commercial software . "
DUt two years ago . . .7

A superb bundling offer that combines
the critically acclaimed Excelerator+ with

the super sophisticated GEOS (Graphic Environment
Operating System). GEOS is the GEM-like operating system for
the 64/128 from which you can access geoPAINT, a full-featured graphic
workshop. geoWRITE, an easy-to-use WYSIWYG word processor and the Desk
Accessories which include Calculator, Notepad, Alarm,  etc.
Many more extensions are available, such as geoCALC, geoDEX, etc.

“_..the drive does have
i ccaterator behaied dramatic improvements over

admirably throughout. It does ::ﬁaéi?] i
exactly what the 1541 does .. ." 2

the drive was put on crooked!...”

.. The Excelerator+, though,
seems to cope faultlessly with

Geofile ..
Geocalc .
GeodeﬂDeskpack
\¥/riter’s ‘Wﬂrkshnp ..........
FONIpack i, ...............
GeospelbZsaig, ... ... ...

Prices Incluue VAT. Delivery FEEE"

Send chequie/P.O. or ACCESS/VISA details

Or phone with,your ACCESS/VISA No.

Same day despate b whenéver passible.

Govt, educational, & PLC orders accepteds, :
Callers welcome, open.o days 9.30-5.30 G Telex: 3XE
MNext day delivery €5.00.extra Fax: ([0O3286)

This package formerly retailed

" £49.95

but you can obtain it
absolutely FREE with the
purchase of an Excelerator+.

. I'd rather buy an
Excelerator+ than a 1541C or
a 1570 or a 1571,




"MAGS AS A
PUBLIC
SERVICE

Dear Lioyd,

| read with interest the collection of complaints nst the
ideaofa game 'ghetto’ in Issue 32. The extracts these
letters were fair , and maybe some deserving

important role advertisers ina

E125pnnamis Inmvﬂaw%ﬂmt. .thiswhula

the demise of the computer 'mag’ raises an even greater issue.
Today's society, ﬂepeclaﬂyln Britain, is governed by market

~ rrmnﬂ'lly
. congratu

forces. Emphasis is now placed more than ever on capital, Many
iwmﬂduguaﬂ\atﬂushasladtc:aneglactandwanmmgmpthr
4 sarvices to the public Gaftmnlyﬂnm veriss' comment that ‘mags
will hardly be missed' is ominous. As far as I'm concerned Bruce
. can speak only for the company. He seems to hate the idea of
hmaﬂnasmmngnmm from the good in the

of computer software misissutlmnanml'm
SR ki it oA S, 18 otk o
an scrutin important us
to defend this service, or at least understand the pressures it

undergoes,
Certainly Bruce Everiss’s comment should not go unheeded. We

have been warned!!!
Raymond Devlin, Aberystwyth, Dyfed

.r my remarks have found some sympathetic consideration,
were weli-meant and definitely serious. In the past, both
and CRASH have been gently accused by pundits of

to the reader behind-the-scenes matters that are
thought to be 'trade secrets'. | can't see the point in that
attitude, we all live in, play in and eat because of the industry

ZZAP! represents. The advertiser as well as the reader is important,

but it is the reader who buys both the product and the magazine,

and so deserves to know, in things work.
For sensible words, mdacﬂadhawarﬂwuﬂ?emmaf

£30 of software. Think long and choose wisely . . a

&8

" FOOTBALL B CRICKET )

SPORTS SIMULATIONS FROM E & J SOFTWARE (Established 3 Years)

& CLASSIC Sralegy Garmes pached it GENUINE & REALISTIC Faatres

PREMER#- GAN ¥OU HANDLE ALL OF THIS 7 Py of ismme Home & Asay - Unigus & Gomprshenarve Transier Mame Feanee
F.I Taasm & Sutsmmae Selcton - n-Mach Sutmitincm - bdlch g - Taem dosele - Traniler Desasds - T Sall Leesls
4 Balary - G T Joit Cfters - Biachings - Barew Charme - + MLICH MORE

EVROPEAN ¥ - THE MOST COMPLETE ELADPEAN SMULATUON YOU CAM BUY | - Home & Away Legs - Pesany Shom-Oun
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Saem G - TEXT MATGH SMULATION: Masch Tener, Mames § Becorded Goal Soomes, Comens, Pres Koy, Goal Trmes

Craboond Goat, Garding Off, injury Tema, Panalias, Booking - « MUCH MORE

WL O CROARMPYONS - A COMPUETE WORLD CUP SSAULATICN -Setect Frisndies - Squsd of 75 Payers - Ouaitpng Rounds
2 in-Mhaich Gebsituses - Daopinary Tabls - Setea Tow Cpponens : Save Game - 7 5kl Lty - Exma Time - Peraby 5ot

Cun - TERT WATCH SIMLIATION irchudieg: Bookngs. Goal Times, Mamed & Recoeoed Goal Sooeers. ingury Tima, Corary. Free

Mk, Makoh Ciock, Penalbes -+ WUCH WUCH MORE

CRICKET MASTER - A SUPERB SIMULATION CF ONE DAY CRICSET - Waatfury, Wickst § Cutbsld Consisens - Banng §

Tacten - Taam Seiecton - Fael Sgn & bedum Pecs Bowlers - 4 Type of fatanen - Seect Fiskd Lpsu! - 0 Skl Liresti

‘Whes - By - Mo Ball - Dropped Camcte « Soormtoand - Bafing 8 Bowiing Anabysis « Fun Flate - Bun Sngle Cpion - 1. Game
Speedn + WUCH MORE, Prce ichdes & FREE pant of CRICKET MASTER St

Bofrware Specmam Commodors Aeramad
ddvalals bty Ay 48 128 B4 128 CRC

T aps [ 7% % | Tapa 5 10 Diac Taps ¥ e
PREWIER il L E10.88 T s 1848 Er s Eies
ELROPEAN | 0 B E1nEa s g4 na na
WORLD CHAMPIONG 6.5 ET0.96 ET RS E1d a5 758 Cilgs
CRICHET MLETER s En1 88 ] 5 ) (oL Cri s

GAEAT VALUE Doy any & Gl and deoisn £ 00 o sowi - SLPERS VALLE Suy 1 parmes and deduer £1.00 rom o'
FANTASTA? VALLIE buy 4 gares aind shedkor? [ 00 friem fidal A Giames svadebile By BAL OFCER ke IWWE ATE devpaich
by Tet Clarks Pos. Pricas inclsde P 8 P sk ©1 00 pumside LK) snd incude nsiruciona. PLEASE STATE MACHINE AND TAPE

o DesC
Send to: E & J SOFTWARE. Room C3, 37 Westmoor Road, ENFIELD, Middlesex. EN3 TLE _/

AT LAST!

COMMODORE SPARES

AT DISCOUNT PRICES

CIA 6526 E11.95 ROM 00122703 £14.99
MPU 6510 £11.99 ROM 90122501 £9.99
PLA 9061 14-(4 £9.99 SOUND 6581 £14.99
ROM 901226-01 £9.99 RAM 4164 £2.49

Cod POWER SUPPLY UNITS £19.99
All prices include post & packing, handling and VAT - send your faulty computer
and P.5.U. for estimate and repair from £9.99 + pans + VAT.

AMIGA AS00 £479 - AS500 DISCOUNT SOFTWARE
SEND CHEQUE/P.OD, ACESS/VISA CARDS WELCOME

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL, FY5 3NE
Tel. (0253) BZIT08
TRADE ENQUIRIES WELCOME Send large S.A.E. for full list

FROM BRAZIL

Dear Lioyd, be played worldwide and not
Your magazine has bean on only in ; i
mlnhﬂﬁ:ntcanmn:nrg print a m'tﬂill notice 'not
Before that we o mﬂ non-European
R o merathod T
shed a new

an BBM 64 entertainment, wonderful mw

the first time we had before the good work and let us know
us all the glory of British what can be done about our
production. Since then we wait complaints.

the arrival of each Brazilian &4 ' Sa
monthly issue. But we have P , Brazil
some complaints. Why does I'm not sure, but | expect your
ZZAP!take so long to get here? el is similar to
We bought the October issue that in States,

mﬁy Why do_so.many running at 60 hertz (Britain’s
gﬂmaanutmnanma runs at 50 hertz) and this can

mrmvwewgmm Emgrm runs. But the major
was rather eren