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c
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0  Hit-Pak 1988

COMPUTER GAMES FROM

•

RELEASE DATE:
8th MARCH, 1988

HIT-PAK are proud to present "Ten Hit Games" in one present-
ation pack. Five cassettes for only E9.99 is unbeatable value for
money. (Also available on Disc formats). A superb collection of
Action Games producing hours of captivating entertainment.
Released in the UK on 8th March 1988 — Don't miss this
opportunity, get your copy now!
SABOTEUR
Ensi minnows*  Avoid dogs, muds,  mod ceiling mounted a id
personnel weapoos which we guided by video cameras CCM to
oche( side of the wershoese. You may M y,  ye use MAIO consperter
tontine!' to unlock M on loot of skill level I  bomb Go down
sowers. On your !mussy you shoold try to find a kiddie time-bomb
end carry rt to Me underground computer come  Use two mini-
trains whicb connect sewers to commuter centre Take toe meg
hme-bonsb withl Medlin Moo escape by helicopter M OM' ram the
roof of Me warelsous* 'you'll have * climb Me stanchions sad pomp
across Me gentles on the top Roof - deal be frIghtened of pumping-
ell a *creels)

SABOTEUR II
You take the role of the busies beenetitel sister who me i avenge
M r totally wounded broth., .. -
S A B O T E U R  
h e  
b r o k e  
i n t o  
t h e

control security boildnag mod mole a computer disk that contained
maims of the rebel loaders This disk also lield information mom
the dictetols huge missile silo Your ages time minion la to heed-
glide into this high security catoptes of buidmos and onclergromal
passages Itrirer 700 screens', 'smith Mr the pieces of mocked
computer tape dist control die missiles night petit redirect it
beton blast-off, that escape by motorbike dame the one and cab
exit tumid. The site is guarded at eight by massive android guards
with itante-therment vampire bets, sod deadly block moms

•
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Take-oil ham your be n and fly to die next factory fiends' pm tom
threaten the spacemine defences is you go The Mamma beaten
the spice stations and the rimber of space-moos increases with
each new stage. Bonin points are awarded lee destroying complete
waves of mines. Once Mite the factory a rm tin player most mos
around clearing the mummy' Detente robominn rapidly konie-le
to kill amply by minim contact Mame they may be shot first As
the paths are cleared a ponern of fixed markers is revealed This
oaten MUST BE MEMORISED and a nima te d,  emoted on the
control ono Score it  ma rle d lot destroying tone-rano& and Me
pants Cr. shown over the explosions Beam points ere awarded or
proconicm to the e ns el pathway clewed I f Me time lim it ,
exceeded lie . the combo at die top lett of the scream reads torsi
Men all remaining "fives" are lost and the pees ands

CRITICAL MASS
Keep nying towards die right of your screen Avoid all rocks and
mines Watch out for incoming shoos end snout to kill,  but dont
wa d. energy. If your efell guts destroyed, limn me your pot-peck
and follow the winter at the bettom oldie screen till yea had a new
slop iii a roplacomem pod Item lend oil the small mod pad mxt to
itf When you come loll, ,  m ilie u "' up the scram, wail for and Moo
shoat the robot guard, thee keep moving Ito avoid Me guided Mame
bond and shoot Me UMW t h e  middle of the two bree get.., than
move throogly quickly When you get to the anti-moner converter fly
in reverse this gives you rotto-dinisti thee spin around sold Moot
the prisms's:led energy concentrator rum se it is taluni•in energy,
before you get socked-in and vocctinsed

AIRWOLF
A. Stringfellow Hawn* a forma Vietnam camper pilot sod die
only eleri up, Ise hoe world trained to t h e  billion-doller helicopter
.
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the HAM Five importain LI S. nientists are beim held noose* deep
im a subtorrensan base bemetti the scontimig Anima desert As
Hawke, you most guide ANIWOlf mime foil M ult i cepabillites on
a series of pardons eighttiese s e i l  beim abort the retains
oll each scientist in turn Only deshoction of the deforms control
boxes setutegically positioned within the cation will allow
MIIWOLF to descend to Mu hood of the hese when the scientrett
ore held
r  ISM Universal City Studio Inc. All rights reserved AllIWOLfat
*  A Trademark of god licenced by Universal City Medic Inc

•

EASTERN AVENUE, LICHFIELD, STAFFS WS13 6RX
Consumer Hot Line: (0543) 414885

DEEP STRIKE
You item, control eta Wald War I SO W  Yew tablets protect awd
guide a eight if  tow bemoan •  lobo see as seam het damp aod
barracks Yee may loon land aod retool bolero Mediae got secs
again Keep your compass poems, vortical memo will nes mei Mein
flak and also roe out of Nei Sheet dowel ell pieties EXCEPT lor weer
own bomber which will fly dead ahead of you Avoid Mirage
balloons HI ma if  yew bombers pots M a  replecoutem will fly im
oho a few seconds. Bomb anything yoo like I f yam can stey cou
course and sonny* long amour you elieski morituelly pass over dm
onerere Mel dumps which ylIN eeltel wipe out

COMBAT LYNX
Yell will novo foot Mom which von met support with troops and
air cover Base t i n  on soilless empty of leaf and weapons, mod
the ability to instantly revrtalise impered boom tra m*  back Iron
the ether bases All the bases Mori I t h U  tefly momped sinews
Allied Mod melons leeVe wound the beetitheirl i o f
year carnet. You pronto Me only Mind air t w a t  l o o t
vehicles will Mewly commie so your bases unless mapped by the
milted land vehicles by Mites that you Moo emerge, orb, the other
weapons of your COMBAT LYNX baboons

TURBO ESPRIT
Ao anitetired supply car is canyim Mega to Ms towel Mins city.
One shot Me other, tow delivery can will drive is to moot IL and
Mee drive ell to their nido-inereys. Alm the Noah pick-op Ito
armoured supply car will leave die city Your Moslem is •  Moodie
delivery ca n attar tbay have roads thew pickops mad before they
disappear im dhow hidaaways rod to stop di. ameared empty tor
otter it has passed its drum ea do not car sod Wiwi I  loaves the
city. You will scone moos penis tor coming ihe dm! wouggien
ohm. rather than Moieties Mew Your vehicle will be a Leers
Esprit culpable of driving at ISil men

THANATOS
Fly till you get to a castle, than teed mad web up le mob gain Use
flame from cies*  mime to born down dos ge la tine  too eet Mame
go back and find a witch tted bonnets IMP Makes .id  set bac
Watch owl for Ma height on isersobsch who will Into tome pan
unless you run kapok him a libis bores with your claws Eagles Me
witch will refill your enemy In dos first coed* laid now die girl and
•Row Iser Is climb onto your neck Fly ado lie  nom coeds When
you find the book of spells, land sa l lei the girl coition bees Ely to
die last castle whore you will heel the coolant to weigh die
can cast her spell Land nearby

BOMBJACK II
Welch Mel Jack's beck! Our soperbees latobieck is ban @pie •
comic caper itt the *enema kind! This time wood cod doe* , -
ready her combat Um the mob key to fight your way threeel
reptile Wooed lova pit and on into outer-spece Hove you got Mimi
it t a k& lime  yes eel the meant agility to outwit doe memos DM
collect the treasure is over M o d ish ly cesepasMed se na te
Collect then iii Ito right oile r and get a hems Jack
C Immo, Ltd of Japan
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'Ibis one features some
lovely graphics, not

only the pictuesquee--'
back c i s ,  but alsoorously

animated characters."
ItootoN

"OVERALL atiii A high
quality, well thought
out game that gently *—

pokes fun at the whole
multi-event genre."

Epplaaser
---

SOILEN USOIS
MOM CPA VERSION

Why be serious when there is so much fun in taking an alternative
view of things? This ingenious but hilarious spoof will have you in
stitches, not to mention the river, canal, sack
You'll be racing in Naples, Boot Throwing at the Colosseum, Pole
Climbing in Verona and Running Up Walls in Venice! If you can still
stand the pace, try your hand at Balancing Plates, Jumping Rivers,
Pogo and Pillow Fighting.
Recapture the very essence of competitive spirit in this comical
collection of ALTERNATIVE WORLD GAMES!--•
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Gremlin dr a ht c a Software Ltd., Alpha House, 10 Carver  Street, Sheffield SI 411_ Tel: (0742) 753423



REGULAR BITS

7 EDITORIAL
Why aye man! ZZAP! gezzanew reviewa from the
land of the Geordie
8 UNDER THE BAUD-WALK
Further gratuitous gossip, courtesy of Mel
Croucher
32 THE RRAP
Lloyd Mangram introduces the ZZAP! version of
'Points of view'
47 ENTER THE HARLEQUIN
Walk with the Harlequin through the lands of JINX-
TER and BORDERZONE
54 MANOEUVRES
Philippa Irving reviews PSS's WWII wargame,
OKINAWA
68 TIPS
The cordon bleu returns, with more juicy morsels
to tempt your palates
76 SCORELORD
After a brief holiday, the metal one reappears with
the high-scoring heroes
78 THE HISTORY OF THE SOFTWARE
INDUSTRY
The penultimate chapter of Mel's hysterical his-
torical
91 CHEAP AND CHEERFUL
The budget section is positively bulging this
month with no less than THREE Silver Medals!
104 THE CHART SHOW
ZZAP!'s smart chart gallups ahead of the rest
1
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G.lenys takes a deep breath to announce the win-
ners of all but one of the Christmas competitions!
113 PREVIEWS
• a n d  introducing the spring collection: THE

TRAIN, TROLL, SKYFOX II, STRIKEFLEET,
POWER AT SEA and A n

FABULOUS FEATURES

39 ANO THE R DAY AT THE ARCADES III
Jaz 'n' Steve visit the 44th ATEI show at Olympia
58 P U L L
-
O U T  
P O S
T E R

A sweet Oh i poster, especially for Valentine's
‘clay
61 THE FUTURE OF COMPUTERS
Celluloid predictions examined
74 COMPUTER GRAPHICS
Z A P !  takes a look at some Digital Pictures

CRUCIAL COMPETITIONS

37 BMX BIKE
A brilliant BMX bike to be won in Firebird's whacky
caption comp
52 A DAY OUT AT COMBAT ZONE
Ten lucky winners get to go to Combat Zone,
thanks to Activision
67 A DAY AT ALTON TOWERS
Electronic Arts provides an all-expenses day at
Alton Towers for five ZZAP! readers

MA D  MARCH MAGNIFICENCE

11 GAUNTLET It
US Gold's sequel to the arcade classic
12 IKARI WARRIORS
After a long delay, Elite's classic conversion
arrives to much applause
24 PROJECT STEALTH FIGHTER
Superb air combat in Microprose's Gold Medal
winner

28 THE HUNT FOR RED o c r o B E n
Grand Slam's excellent computer adaptation of
Tom Clancy's novel
47 BORDERZONE
Tense espionage adventuring action from
Infocom
48 JINXTER
Magnetic Scrolls' humorous new illustrated adv-
enture
82 APOLLO 18
An unusual space exploration simulation from
Electronic Arts
92 PREDATOR
Activision's superbly atmospheric film tie-in
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A SIX GAME ACTION PACKED
COMPILATION FEATURING

KUNG FU MASTER Battle the deadly
guardians and demons armed with nothing

more than your own martial arts skills. EXPRESS
RAIDER Hold ups. robberies and rooftop fights a  wild

west classic. BREAKTHRU from 400 miles behind
enemy lines, recover PK430. A revolutionary
fighter in a revolutionary game. TAG TEAM

WRESTLING Body slams, drop kicks,
backbreakers and flying head butts —

stamina and teamwork are the keys to
championship success. LAST MISSION

Armed with the most sophisticated weapons
systems and guarded by a protective forcefield. return
to your invaded galaxy to face the most startling of

death defying odds. KARATE CHAMP Can you
master the kicks, spins, reverse punches and

blocks needed to retain your title?

SO MUCH EXCITEMENT YOU
WON'T KNOW WHICH WAY TO TURN!

CBM 64/128 ONLY E9.99 cassette E I 4.99 Disk

D A T A  E A S T ' S



WHEN THE
BOAT COMES

APOLLO 18 82 LITTLE GREEN MAN

CAL.

BATTLE VALLEY (SM) 98 MACH 3 0
BMX KIDZ 99 l i

9
7

MASTEII1S OF THE UNIMEREBORDERZONE 47 '
1 
1
9

BRAVESTARR 30 MINI-PUTT 15
CODE HUNTER 101 OKINAWA 55
DEMON STALKERS 84 POINT X 91
DESTRUCT 102 PREDATOR (S) 92
DROID DREAMS 98 PROJECT STEALTH FIGHTER
FOOTBALL FRENZY 48 (GM) 24
FRUIT MACHINE SIMULATOR RASTAN 20

60

102 SCRUPLES 84
GARRELD 94 SIDE ARMS 88
GAUNTLET II 11 SIDEWALK 88
GUNSLINGER 49 &JUNE 21
HUNT FOR RED OCTOBER 28 SUB-BATTLE SIMULATOR 91
I BALL II 97 TEST DRIVE 86
IKARI WARRIORS (S) 12 WORLD TOUR GOLD 31
10 80 ZIP 102
JET BOYS 20 ZYBEX (SM) 97
JINXTER 48

Accolade 2 7 ,  29
Activision 1 0 0 . 1 0 1
Cascade 4 8 ,  49. 50, 51
Compunet 3 2

Imagine
Logotron
Mac
Mic roprose

89, 103
35

112
10,53

CAL. 16,17 Ocean 6 6 . 83. 96. 13/C
EttiJ Software 33 Nebulae 33
Electronic Services 33 Phoenix 34
Elite 2.3 Robson 34
English Software 18 Sega AK 45
Evesham Micro 46 Telecomsoft 9. 95
Grand Slam 14,36 US Gold
Gremlin Graphics 4 6. 22, 23, 38, 73, 85, 87. 90
GOI 115 Virgin 57
Harwoods 60 = AP ! Hypermarket 106

If you've already flicked through
the pages of this month's mag, you
might have spotted a new face —
he's 18-year-old Paul Glancey. a
Geordie from Newcast le-Upon-
Tyne who has joined ZZAP! as a
reviewer.

He's a very enthusiastic games
player (he wouldn't  be here if he
wasn't)and has a big software col-
lection ('they're all original'). His
favourites include Wizball, Buggy
Boy, Encounter, Elite and Merce-
nary, 'but I like anything really'
His big claim to fame is that he
used to go to the same school as

Neil Tennant and Sting (so he
keeps telling us), and he once saw
Mirandhina in the street! Wow!

Connections with the famous
aside, he enjoys soothing
melodies and is keen film buff with
an affinity for sci-fi. good comedy
and classic French films

I hope you all make him feel very
welcome!

Julian Rignall

ADVERTISERS INDEX

GAMES REVIEWED
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ST VASELINE'S DAY
The Festive Season hasn't ended for certain
software loonies. After a Boozy Battersea
Blowout, the Burger Battle of the Bloated Budget
Barons is the next item on the social calendar.
I'm unable to reveal the identity of the young lady
who attempted to strip off her underwear while
dancing on the table, but I have SIMON
HARVEY's permission to tell all you Baudwalkers
that his Pubic Relations outfit, named Headlice,
or some such nitpicking name, is to sponsor a
spectacle to rival ancient Rome' s circus maxim us
in its disgusting depravity. In a gluttonous
attempt to sort out the budget men from the
budget boys, Firebird's SEAN BRENNAN and
Mastertronic's JOHN MEERMAN will attempt to
shove twenty-five Big Macs down their gob-
holes in fifteen minutes. If both should happen
to succeed they have the right to choose back-up
weapons. lohn reckons he's going for the fillets.
o-fish, Sean is bringing up the apple and
blackberry pies. I'll be dressed in a hair shirt
showing videos of Ethiopian refugees to show
my support,

SHROVE CHEWSDAY
I'm invited by that young Mt FREY to till my face
on the NEWSFIELD table at the annual charity
junket, the In-Din. The invitation arrives 30
minutes alter I hit Gatwick, having spent the
weekend in Berlin with a short woman of
uncertain years. I wouldn't dream of telling you
how advertising supremo ROGER BENNETT
tried to pour Miss X a glass of white wine without
first removing the cork, neither will I name the
software mogul in the padded glitter suit who
saw me safely to my hotel on account of the fact
that my brain had lost contact with my legs,
(thanks Pat). Still less shall I name the magazine
editor who passed out during my piano rendition
of 'Bald Headed Lena'. I know on which side mybread is buttered - both!

FESTIVAL OF THE BLESSED
MARGARET, OUR LADY OF
GRANTHAM, (Republic of
Xenophobia)

No doubt the person who sent me a doctored
copy of Virgin's Scruples is expect ing a response.
Well, chum, I found the references to my tax
returns faintly amusing, although the bits about
my medical history seemed a little below the
belt, to coin a phrase. What worries me is how
amazingly accurate you are. Kindly reveal your
identity by return of post, or I will look into the
career of Scruples programmer ELLIOT GAY,
with special reference to the Waddingtons law
suit regarding Monopoly.

8 ZZAP! 64 March 1988

DORIS DAY DAY (Virgin
Islands)
BOB WAKELIN, the anagrammatic
.A,cinkieblob, seems to be going for my colleague
ROBIN EVANS crown as Purveyor of Illustrated
Nipples to Children. His airbrushed
extravaganzas for Ocean and Imagine are vying
with one another to poke your eyes out with
musculature of the female ilk. But fear not, young
Robin has managed to squeeze at least five
ample pairs in to my latest episode of MERCY
DASH, in this month's GAMES MACHINE, and
all in the best possible taste! Speaking of which.
I seem to have forgotten to translate the following
names of software authors for my ever-faithful
readership. RAFFAH.E CECCO, the man
responsible for Exo/on, is Italian for 'hot
chocolate in the basket'. DUSK°
DIMITRIJEVIC, who wrote Phantom Club for
Ocean, is in actual fact a Yugoslavian medical
instruction meaning 'rub your skin with menthol
after sundown', LEE DOWTHWAITE, the
programmer of Firebird's Ricochet, is in reality
the late Lee Dorsey, reincarnated as a Yorkshire
terrier. Ocean's Combat School author IVAN
HORN used to be a unicorn, whereas
In fogrames Sidewalk perpetrators, KAMEL
BALA, GERARD COUROUBLE and DIDIER
CHAMFREY are French phrases meaning 'No
Smoking', 'lend us a quid comrade' and 'have
you finished your carpentry yet' respectively.
Finally there is absolutely no truth in the rumour
that Atari's Technical Manager LES PLAYER
changed his name by deep poll from Les Behan.

TOTAL ECLIPSE OF THE SUN
(Wapping)
As the Superpowers swill vodka-cola and
prepare to leap into one another's beds with
gusto (whoever he is), I am delighted to see that
the USA and USSR are dropping increasing
amounts of software on us, as opposed to
bombs. Those avowed Socialists over at
Mirrorsoft are spearheading the peaceful Soviet
invasion with an imported Russian intellectual
teaser called Terris. It's a bit like those IQ tests we
used to have before intelligence was abolished.
Our American cousins have taken a slightly
different approach, by launching Actionsoft
from their Piccadilly offices under the benign
leadership of COLONEL ROSENOW and
CAPTAIN JOHN PATTEN, who used to kill
people for a living, and now want to share their
experience with the rest of us, Their charming
wee press release opens up with the declaration
of intent, 'Colonel lack Declares War _ • _ 'and
goes on to describe their first release. Someone
had better nip round and explain English slang io
them, before they are asked to prove their
manhood by the Trades description chappies.
They've called their program
Thunderc hopper .

Mel Crouctiees

UNDER
THE
WALK

ROBIN DAY DAY (End of Tax
Year)
There I was, minding other people's business,
watching ROD COUSENS and his pals making
videos of themselves, so that their American
masters would be able to tell the sheep from the
goats, when my eyes fell upon the infamous
Electric Dreams Excuses Board. This is where the
recording angel notes down the more ludicrous
and pathetic porky-pies that programmers give
for not coming up with the goods, and there are
some beauties. There's young Master lolliffe's
'It's working, it's just coming up with garbage' !
Wee Gary makes the roll of honour with a classic
statement made while watching his work on an
expensive monitor, 'Um, well, it looked a lot
better at home on my telly'. Spare a thought for
Dave Wainwright's 'I've lost my girlfriend, I've
lost my roof, I should be in court right now, but
I'll try and get you the product by Saturday'_ And
even an older exploiter like me will protect the
identity of the young man who came up with 'My
arms fell off and I fixed the wrong bug'.

FORGIVENESS FRIDAY
(Clerkenwell Road)

I'm cut to the quick by all forms of criticism about
my work - it brings me out in a rash, makes me
suffer loss of body hair, and I fins myself waking
up in the middle of the night shouting 'chopped
herring on rye' over and over again. The letter
from P SHIRE of Manchester, in a recent ZZAP
Rrap, has upset megreatly. Not the bit about me
being boring (of course I'm boring to someone
disinterested in what goes on in the industry), not
the bit about me being similar to Minson's 'Fear
and Loathing' (I was writing this sort of garbage
before Minson was born, sonny), not the bit
about me and my ideas being unpopular II have
either produced, commissioned or predicted
every new aspect of computer software since
1977), no my friends - what has upset me is the
bit about the Baudwalk being 'BLASPHEMOUS
in style and content' I Yegods, is P Shire without
any understanding whatsoever! I am not a
blasphemer - I'm an evangelical atheist. I speak
not from ignorance, having been a Jew, a High
Church chorister, a Sunday school teacher and
a member of the Salvation Army, though not
necessarily in that order. Some of my best friends
are priests, vicars, monks, and even a
Monsignor, old cock, and they certainly find
nothing blasphemous in my ramblings! I
suppose you would rather I wrote for a magazine
about church architecture, like Gary Penn
working for 'Knave' would you? I'll tell you
what's 'blasphemous', you supercilious
grunffuttock -computer games and adverts that
celebrate mindless violence!
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lip Get to Grips with
Magnetron
Fully repaired and recharged after hisA
exploits in Quazatron, KLP-2, tha
wayward Meknotech of Steve
creation, is back in MAGNEIR
His destination, the spa
Quarteck_ His mission,
down the main reacto
Grappling with a hoa
KL.1)-2 must disme
their circuitry an
own power and weaponry.
Courage is the key, fear the destroyer and
only with your expert guidance can KLP-2
succeed in this awesome task.
Available on C64 cassette 1
.
8 . 9 5 ,  C 6 4  
d i s c

f14.95 and Spectrum cassette f  7.95.
Screen shots from Spectrum version'
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Preview The Future!
lig&
-

PROJECT: STEALTH FIGHTER

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 pilotNou
can experience that thrill of flying a revolutionary aircraft
previewing the edge of the future.

PROJECT: STEALTH FIGHTER. Another brillant simulation
from MicroProse. Available for the Commodore 64/128K.
Cassette £14.95. Disk £19.95.

i l k . 1 1 1 4 1 1
1
1 k

11111 11111 1 1 1
1 1 - B i l lMEW E l l  l i t  a

IIE 11111111willMil 1 • 6 . i n n y
S O  I N  M I  E l l  ' U M W  • I n  N N W

S ! P O U L  A  T I O i s i  • S O F T W A R F

Please send c o p y / i e s  of Project: Stealth Fighter CBM 64/128 El Cassette £14.95 El Disk £19.95 0  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+R Cheques payable to MicroProse Software Ltd.
or debit my Access/Visa card. Expiry date N o .

PSFizzia388
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MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL8 8DA. UK. Tel: (0666) 54326. Tic 43422 MPS/UKG.



GAUNTLET II
US Gold, £9.99 cass, £11.99 disk, joystick only
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tures i n  Gaunt let  and t he
Deeper Du n g e o n s ,  o u r

intrepid heroes Merlin the Wizard,
Quest& the Eli, Thor the Warrior
and Thy ra t he Valkyrie prepare
once again t o bat t le magic  and
mythical monsters in US  Gold's
sequel.

Before play begins, one or two

players select a character and a
colour. Players  c an choose t he
same character, but not the same
colour. After that, the first six dun-
geons are loaded,

There are 100 dungeons, each
one populated by  evil creatures
(including Sorc erers ,  Lobbers ,
IP. L o o k s  like Cam's in for a bit of GhostbustIngl

Demons and Death), devious traps
and obstacles. Repeated contact
with mons ters  depletes  energy,
displayed numerically ,  alt hough
food and cider can be picked up to
prolong l i f e .  S o m e  c i d e r  i s
poisoned, and if  drunk causes a

Gauntlet ifs smart character
selection screen

I ' k l i - L 1
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1
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111E.--11111111
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7
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5
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loss of energy and makes control
difficult.

Points a r e  s c ored b y  eit her
shooting c rea t u res ,  m o n s t e r
generators, o r  by  collect ing t he
objects scattered around the play-
ing area. These inc lude potions,
amulets and keys, which all have

their uses_ Keys are used to open
doors, a n d  b o t h  pot ions  a n d
amulets bes tow magical powers
such a s  ex t ra armour,  l imi t ed
invisibility, invulnerability ,  ex t ra
shot power and repulsiveness to
monsters.

Also lurk ing around t he dun-
geons a r e  dev ious  t raps  a n d

I'd have thought
that par t  o f  the
original
Gauntlet's appeal
was the fact that

it was something more or less
fresh fr om the arcades.  The
enhancements i n Gauntlet I I
are minor,  insofar  as they're
gameplay tweaks and minor
graphical improvements. That
doesn't necessarily mean that
it's a  bad game,  but I 'm left
wondering why anyone would
choose t o  pl a y  Gauntlet I I
rather than any of  the other
competent Gauntlet lookalikes
on the market now? The game
is quite entertaining, but I can't
say it's an essential buy.

ot

must aomn to Timing m e  tne first version of
Gauntlet a little lacking in variety - a situation which
has happily been rectified with its successor. The
addition of new features, such as the stun tiles, for-
cefields and acid pools, plus a fresh cast of crea-

tures make Gauntlet II a  more than worthy adversary -  and a
worthwhile purchase in its own right. The game's complexity
makes the two player option a favourite choice, and you soon
find out who your friends are when the 'I t' monster appears (it
tags you so that all the monsters chase you rather then your
comrade until  you leave the room or  'pass it on'!) The game
doesn't exactly belt along, but with so many characters, moving
walls and missiles whizzing around, this is quite understandable.
Grab a friend a friend and play Gauntlet

,

devices: s t un t i les  incapacitate
players for a short time, force fields
drain energy and take careful t im-
ing to pass, while crumbling and
moving walls threaten to trap the
unwary traveller.

I r e a l l y  l i k e d
Gauntlet, a n d
although i t  w a s
far t o o  easy,  I
found m y s e l f

constantly r etur ni ng t o  i t .
Gauntlet II is more refined and
has bet ter  graphics,  bi gger
and m or e  realistical ly a ni -
mated spr i tes and no bugs!
There are plenty of new fea-
tures, including t he  I t '  and
'That' m ons t e r s ,  t r e a s ur e
chests, movi ng exi ts,  extr a
types of shots, traps and hid-
den walls. The gameplay is far
more chal l engi ng t ha n t he
original Gauntlet and you really
have to battle through levels -
attackers seem t o be  much
more vicious.  The  acti on i s
best enjoyed in the two-player
mode, where any combination
of c ha r a c t e r s  c a n  fi g h t
through the dungeons.  Some
may think that this is a little late
-  especial ly w i th s o  m a ny
other Gauntlet clones out on
the mar ket -  but i f you still
enjoy the format, Gauntlet II is
well worth shelling out for.

PRESENTAPON 81%
Good printed and on-screen
instructions. Two-player mode,
with any combinat ion of charac-
ters.

G
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P
H
I
C
S  
8
1
%

Good throughout.
SOUND 30%
Feeble title tune and poor
effects.

NOOKABIlinf 83%
Instantly addictive and challeng-
ing.
utsusarry solo
With 100 tough levels to battle
through, there's plenty of long-
term appeal.

OVERALL 81%
A great sequel which should
appeal to Gauntlet fans who still
haven't t ired of the genre.
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!MARI WARRIORS
1  IElite, E9.95 cass, E14.95 disk, joystishogin.

uring a trip across hostile
jungle territory, an aircraft
carrying a  team of  crack

commandos crashes and comes
to rest in the thick undergrowth. All
the passengers perish, with the
exception of two dazed troopers
who are now laced with a long trek
to safety. Readying their weapons,
they gnt their teeth and embark
upon what may possibly be their
last mission

The lone commandos are con-
trolled as a solo game or with two
players acting as a team. Armed

only with their machine guns and a
supply o f  hand grenades.  t he
comrades yomp across road and
river in an attempt to reach friendly
territory before they meet a bullet
with their name on it.

As play progresses, the path-
way through the trees scrolls verti-
cally, with enemy men appearing
from the surrounding vegetation.
Decimation of these is rewarded
with points a nd a n occasional
token, whi ch i s  col lected t o
replenish t h e  player 's l imi ted
ammunit ion levels.

Negotiating the bridge over
the river Kwal
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O. A f t e r  almost two years, Mari Warriors finally surfaces on the 64

You mi ght be  forgiven for  thinking that a  Corn-
mando-type game released such a long time after
the genre had petered out has missed the troop-
ship. Any thoughts of  this nature are disproved,
however, by ikari Warriors. Al though the gameplay

isn't as sophisticated as some of the more recent shoot 'em ups,
and the graphics look slightly aged, it still has enormous blasting
appeal -  particularly in demolition partnership mode.  The one
player mode proves very difficult, but this adds to chal lenge
rather than detracts from playability and you just keep coming
back for more and more action. Sound is used superbly with an
excellent film-style soundtrack backing the destruction.  As I
said, the style is getting on, but it has taken until now to produce
a game that reigns supreme over the old soldiers.

12 ZZAP! 64 March1988

•
I never liked this
in t h e  ar cades,
but i t  has  been
translated to the
Commodore

extremely w e l l ,  w i t h  t h e
emphasis on playability rather
than fancy graphics or sound.
The action is very enjoyable
indeed, a nd ther e's a  huge
army of sprites to mow down,
blow up and drive over! At first
the odds seem heavily stacked
against you, but with practice
and perseverence, headway is
soon made. What I particularly
like is that you can work out
where to stage ambushes, and
there's nothing more satisfy-
ing than decimating an entire
platoon of  sprites! The  two.
player mode is great fun, and I
like the way you can shoot and
grenade your  ally -  it means
you have to concentrate even
morel The  di fficul ty level  i s
balanced just right, and you're
able to progress a little further
with ever y  ga m e  -  whi ch
makes the action very morish.
Ikan Warriors is very challeng-
ing a n d  addi cti ve,  a n d  i s
definitely wor th l ooki ng out
for.

An lkari tank trundles
into troublel



10. B e w a r e  the enemy chopper
as It roars overhead spitting
lead death in a blaze
of fire. Gosh!

IN. A  lone Marl warrior shuffles
past an enemy pillbox

As well as gun-toting comman-
dos, there are also gun emplace-
ments, helicopters and tanks to
avoid. All are invulnerable to mere
bullets, but can be ehminated with
an accurately thrown grenade.

—a_

The enemy routes are also lit-
tered with land mines, which only
become visible when a  c om -
mando is about to step on one,
making it just possible for him to
avoid an untimely death.
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To aid progress, both comman-
dos can become mobile whenever
tanks appear with a flashing 'IN'
symbol on top of  them. These
allow the players to drive across
the landscape and blast or squash
all and sundry. While in the tank,
the player is invulnerable to bul-
lets, but contact with a hostile gre-
nade causes a plume of smoke to
nse from the turret, and if the tank
isn't swiftly evacuated, the player
is destroyed in the explosion. A
diminishing bar  acts as  a  fuel
gauge, a nd  should i t  become
totally drained, the tank explodesin a similar fashion. This is avoided
by t he  col lection o f  gl owi ng
tokens, w hi c h pr ov i de  ex t r a
gasoline.

There have been

o i l
m a
n d
o -
s t
y l
e

many C o r n
-

eff: -
z games over  the

last f e w  y e a r s
but, a f te r  be i ng missing i n
action for over 18 months, Ikari
Warriors arrives to show that
the genre is still alive and kick-
ing. The  ga m e  i s  general ly
pleasing o n  t h e  e y e ,  a n d
although the backdr ops and
characters are a little blocky,
the overal l  effect is smooth,
polished and glitch-free. The
action is helped along by the
slightly w e e dy  b u t  sti r r ing
soundtrack w h i c h  j oyful l y
accompanies t h e  car nage.
Single-player mode is occa-
sionally frustrating a nd t he
large a m o u n t  o f  enemi es
seems to be designed with a
two-player game in mind, but
both are very addictive, con-
stantly tempting one to get just
that bi t farther.  I  kari Warriors
can hardly be said to pushing
back the frontiers -  but it's a
very good game and one hell
of a blast.

••- d

[ PRESENTA
Friendly control m

• one or two-player opti

1
G
R
A
P
H
I
C
S  
7
6
%

' Sometimes lacking In detail, but,
colourful and smooth in opera-

UND 74%
Rousing war movie-style sound-, track.

I HOOKABILITY 92%
Difficult, but incredibly addi
LASTABILITY 87%
Each game cces you prow
lust a little bit farther, templi
another go. It should be some
time before it loses its challenge.

OVERALL 89% !
A tremendously enjoyable shOdti
'Oen up which comes into its own
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MINI-PUTT
Accolade, E9.95 cass, E14.95 disk, joystick only
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simulation t ak es  a  les s
serious view of golf, and is

based on  miniature 'c razy ' gol f
courses.

The game starts with a selection
screen, where the player chooses
to practice a hole or play a course_
There are  four t o  choose f rom:
Deluxe, Classic,  Tradit ional and
Challenge Eac h course has nine
holes which are attempted in any
order in practice mode, but played
in sequence during course play.

When all select ions are corn-

After the barrage
of golfing simula-
tions of late, Mini-
Putt comes as a
welcome relief to

the less-serious golfer. All the
courses a r e  ver y enjoyable,
but are qui te simple to com-
plete. However ,  si nce ther e
are only a total of 36 different
holes, I feel that interest could
soon wane (a course designer
would have been a  welcome
addition in this case).  Move-
ment of the ball is fairly realis-
tic, al though a little inconsis-
tent at times. The cassette ver-
sion is marred by an intrusive
muttiload which takes ages to
set up and must be endured
every t i me a  ne w  game  i s
started. I  fi nd i t  di fficul t t o
believe that Accolade couldn't
have put  several  holes -  or
even a  whole course -  in at
once. Mini-Putt is a fun game
that's worth a look - especially
on disk.

Mini-Putt t a k e s
golf's l i t t l e
brother and con-
verts it into a very
enjoyable game.

The graphics ar e br ight and
colourful, al though some of
the more normal courses are a
little on the bland size, and the
sound i s  mer el y functional .
However, these aspects ar e
less important than the playa-
batty, which in this case is bril-
liant! Al l  four  cour ses have
something different to offer -
difficulty level ,  gr aphi cs o r
'novelty' items -  and once you
get the hang of  the  control
method, the pull is irresistible.
All t h e  c our s e s  a r e  w e l l
designed and presented, but I
really don' t  thi nk ther e a r e
enough of them. The cassette
muttiload is a drawback,  and
the action is constantly inter-
rupted as each hole is loaded
separately. I f you like golfing
games and want to try some-
thing a  little different,  play a
round of Mini-Put t

pleted, the playing area appears,
accompanied by power/accuracy
meters. an overv iew map of  the
' hole' and an update of the present
score.

Shots are directed by placing a
cursor in the desired position. The
swing is init iated by pressing the
fire button, whereupon the power
bar rises. A further press of the fire

Mini-Puffs simple graphics mask its challenging and enjoyable
gamepfay

The course selection screen from Electronic Art5' crazy golf
simulation

button causes the bar to drop, and
the accuracy meter grows along
the bottom, The bar is stopped in
a similar manner and the nearer
the centre line it halts, the straigh-
ter the ball rolls. Pressing fire when
the bar is either to left or right of
the centre line causes the shot to
veer accordingly.

There are many  obstacles t o
negotiate, f rom mundane objects
such as bridges, walls, water and
slopes t o  unusual barriers  l ik e
elephants, windmills ,  space shut-
tles a n d  ev en  t h e  Ta j  Maha l
,Patches o f  c o l ou r  c ont aining
arrows signify s lopes and cause
the ball to roll in the direction indi-
cated_

Complet ing a hole prompts the
next to be loaded, and at the end
of each course the final score is
displayed together with its par rat-
ing.

Ever since I was a
kid I ' v e  l o v e d
miniature g o l f ,
and n o w
Accolade h a v e

released Mini-Putt I  can play
the game from the comfort of
my armchair without having to
stand a r ound o n  a  r ai ny,
windswept gol f course. Con-
trol is a little tricky to master at
first, al though after  a  bi t  of
practice m a n y  s e e m i ngl y
Improbable s h o t s  b e c o m e
possible. Gr aphi ca l l y  t h e
game Is good: the obstacles
and backdrops al l  l ook very
solid. Sound is a bit of a let-
down though,  merely consist-
ing of a couple of short jingles
and the odd sound affect.  My
worst gr ipe,  however ,  i s the
slow a n d  al most terminal ly
boring mul ti load,  whi ch o n
several occasions marred my
enjoyment, since each hole is
loaded separ atel y.  De s pi t e
this, Mini-Putt i s an unusual
and often pleasantly frustrat-
ing game.

PRESENTATION 64%
Useful Instrixtions, mult iple
player options, but naff mul-
Woad_
GRAPHICS 71%
Colourful obstacles and back-
grounds, although there's not
much variety.
SOUND 55%
Adequate spot effects and a
couple of twee jingles.
HOOKABILITY 82%
Straightforward and addictive
from the start
LASTABILITY 70P/o
Although there are a limited
number of courses, the action
remains enjoyable.

OVERALL 78%
An offbeat golfing game that's
different enough to warrant pur-
chase.
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MASTERS OF THE UNIVERSE-THE MOVIE
Gremlin Graphics £9.99 cass, £14.99 disk, joystick only
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land o f  Eternia:  Skeletor
has taken Cas t le Greys-

kulle a n d  impris oned t he  s or-
ceress. He-Man's  only  hope o f
defeating Skeletor lies in recover-
ing t h e  Cos mic  key ,  a  dev ic e
enabling t ransport  through t ime
and space.

While e s c a p i n g  S k e l e t o r ' s
clutches, He-Man and his friends
materialise i n  m o d e r n  d a y
America. Separated from the Eter-
nians, the key falls into the hands
of a College student, and, thinking
it to be a musical instrument he
plays it ,  lit t le realis ing t hat  t he
sound has attracted the attention
of Skeletor a n d  h i s  ev i l  mi n -
ions • . .

The player takes the part of He-
Man who,  wit h his two compan-
ions Teela and Gwildor, must find
the eight chords necessary to acti-
vate the Cosmic key and take them
back to Cast le Greyskulle. T h e
action b e g i n s  i n  d o wn t o wn
America wit h He-Man searching
the streets for the missing chords.
He-Man is  direc ted around t he
flick-screen metropolis by joystick
and f r e q u e n t l y  e n c o u n t e r s
Skeletoes t roope rs  w h o  a r e
defeated by blasting.

Most chords  are  f ound ly ing
around t he roadways, whi le the
remainder are only obtained upon
the destruction of Skeletor's hen-
chmen a t  s pec ifi c  loc a t ions
around t h e  c it y ,  inc luding t he
scrapyard a n d  Charlie's  mus ic
store. Here, the action is displayed

in more detail as He-Man combats
his adversaries in close quarters.
A mid-air laser battle is also fought
once He-Man has found the flying
disk which resides on the rooftops.

To aid progress, a map of  the
urban labyrinth is provided and is

I found Masters Of
The Universe very
confusing dur ing
file s t r e e t
scenes, a nd the

process of locating places like
the scrapyard a nd Char l ie's
store were achieved only with
copious r efer ences t o  t h e
map. Every time you tur n a
comer, t h e  s a m e  s c r e e n
appears, but  wi th an altered
colour scheme and displayed
in a different orientation. If you
continually move in the same
direction, you effectively stay
within the same location s a i d
it was confusing). The remain-
der of the game is pretty stan-
dard, w i th colour ful  spr i tes
and some very pretty back-
drops. S ound  i s  n o  gr e a t
shakes, though,  consisting of
a weedy introductory tune and
harsh sound effects, Good fun
for t he  prospective younger
market, but eldsr players will
probably fi n d  t h e  sha l l ow
gameplay ext r emel y  u n r e -
warding.
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brought up by tapping the space
bar. He-Man's  friends Teela and
Gwildor also appear at intervals to
proffer advice and information.

Only once all eight chords have
been gathered can He-Man make
his way back to Castle Greyskulle

r—  f s t •  P
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In spi te of  the  unoriginal  acti on a nd mediocre
graphics and sound, I still managed to glean some
enjoyment  f r o m Mas ters  o f  t he Universe.  Wh a t
strikes me, though,  is how easy the game is. He-
Man can wander the streets fairly oblivious to the

troopers and their fire because they're so easy to dodge, and the
first game I played seemed to last for close to half an hour. In a
way this is good, because at least it means that it can be played
by younger garners, at which this Is ultimately aimed. Certainly
playable, but having a rather limited appeal for the more experi-
enced joystick-jockeys.

for t h e  fi na l  s howdown  w i t h
Skeletor himself.  Landing on the
precarious throne dias, He-man
must force Skeletor into the sur-
rounding abyss  t o  f ree Eternia
from his evil, and finally become
Master of the Universe.

While t he  rather
unchallenging
and str ai ghtfor -
ward ga m e pl a y
won't appeal  t o

older players, I think younger
computer us e r s  w i l l  fi n d
Masters of  the Universe enjoy-
able. Thi s  i s surely a  good
thing, since the game is based
on a  fi l m ai med directly a t
young children! The graphics
aren't spectacular ,  a nd t he
sound is by no means great,
but ther e 's  e nough i n  t he
gameplay to keep an ardent
He-Man f a n  gl ue d t o  h i s
monitor until the next episode
of Masters of the Universe.

PRESENTATION 60%
Decent on-screen appearance.
but the confusing gameplay is
inadequately explained in the
instructions

GRAPHICS 62%
The bland street scenes are sup -
plemented by more detailed
locations.

SOUND 38%
Tepid intro screen tune and stan-
dard blasting effects.
HI:K)KABI Lin' 56%
Confusing movement system
takes time to get used to, but the
objective is very straightforward.
LASTABILrry 46%
The shallow gameplay soon
takes it toll on the more hardened
campaigners.

OVERALL 57%
A simple but appealing arcade
adventure aimed -  and indeed
well suited t o -  a younger audi-
ence.
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SLAINE
Martech, £9.99 cass, E12.99 disk, joystick only
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Drune Lord cursed the small
village o f  Tautega and i t s

inhabitants. . .
Into t his  foreboding scenario

walks t he  wandering barbarian
Slaine Mac  Rot h and his  trusty
sidekick, Uk k o  t he  dwarf .  Th e
player's task is to guide the warrior
king t hrough t h e  s t ory  wh i c h
unravels before him,

The playing screen is split  into
two parts, the left hand side dis-
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mineral depos i t s  o n  t h e
moons of Saturn has turned

the solar system into one of  the
wealthiest parts of the galaxy. To
protect t h e s e  n e w - f o u n d
resources, a crack security group
has been set up. They wear armed
fetpacks. They cover their 'beats '
in pairs. They are . . . the Jetboys.

Evil Cy ris  B  de  Ville has  jus t
bought one of the moons in ques-
tion, built a fortress upon it, popu-
lated i t  w i t h  mec hanic al a n d
organic warriors  and  plac ed a
reactor at  it s  heart .  The reason
why has just become apparent -
unless he's granted ownership of
Saturn's other moons he's going
to destroy the reactor, wiping out
his own moon and irradiat ing all

20 ZZAP! 64 March 1988

plays t hought s  a s  t hey  c ros s
Blaine's mind ,  wh i l e  t h e  r ight
keeps the player informed of loca-
tions. objects of interest and situa-
tions as they occur.

Slaine's act ions are controlled
by 'capturing his  thoughts as they
float across the screen. A severed
hand i s  direc ted t o  t he desired
option a n d  fi r e  init iat es  t h e
selected idea_ Thus, Blaine is able
to move from place to place; man-
ipulate a n d  ex amine  objec t s ;
interact with other characters and
attack and defend himself.

Combat  is presented as a series

The latest chapter  in the decimation of  2000 AD
characters sees Slaine go up for the chop. Selecting
the 'thoughts' is an original idea, but I find the con-
stant a nd unrelenting concentration needed t o
direct Slaine*s every action extremely wearisome.

In fact, this proves to be a major hurdle since the gameplay isn't
terribly captivating. Combat appears frequently, but fails to be an
interactive experience since you never actually see anyone, and
all the action is related by text. Some of the smaller frames are
also di fficult to read,  wi th black words on a dark blue back-
ground! The only redeeming features are the soundtrack - which
is quite fitting -  and the smart comic-style graphics. Full marks
for innovation,  but i t's all a  bi t of a non-starter  as far  as I 'm
concerned.

JETBOYS
CRL, £9.95 cass, £14.95 disk, joystick only

Jetboys I s
immediately
reminiscent o f
Nemesis. Graphi-
cally i t ' s  v e r y

pleasant i ndeed,  wi th some
nice par al l ax scrol l ing a n d
attractive spr i tes,  b u t  t h e
gameplay i s very poor .  The
playing area is cramped and
the initial  weapon speed i s
slow, m a k i ng i t  extr emel y
difficult to pass the first level -
even with two players. After a
while my frustration exceeded
my wil l ingness to persevere,
and I don't think I'll return to it
unless I 'm in an exceptionally
charitable mood.

There are three Side Arms games this month: the
official conversion from GO!, Zybex and this - the
poorest of the lot. The odds are stacked against
you from the beginning. Aliens whizz in from either
side of the screen, making life very difficult for the

sluggish jetboys. Killing the guardian alien is also very tricky,
and it's very disheartening to die time and time again and have
to replay the entire level all over again. tt takes very little time
for frustration to creep in, and the computer to be switched off.
If you're after a good shoot 'em up, try Zybex -  it's much more
playable, has better graphics and costs seven pounds less.

110. F o r  the lest time, We
pronounced Siemyal•
(cio the Ciaran
Brennan Book of
Obscure Languages)

of rounds. The player alternately
attempts t o  defend and  at tack
from the list of manoeuvres, which
include the ultimate deterrent a
warp-spasm.

Energy is displayed as a • warp
rating', wh ic h  i s  decreased b y
wounding, b u t  replenished b y
consuming food or resting. If the

I'm always one for a bit of innovative thinking, and
'Reflex' i s  defini tely something ne w  i n control
methods (although it's more like an 'out-of-control '
method). I t 's incredibly frustrating when you'r e
about to select a command and it suddenly zips off

screen to appear  elsewhere. This results in a frantic game of
chase-the-word which is confusing and hampers progress. The
terse location descriptions create little in the way of atmosphere
and I never felt totally ensconced in the story, which is really the
key to a playable adventure. Ten Out of ten for trying something
different, but I can't wholeheartedly recommend Slaine.

the others, thus rendering the min• a .  A  solo Jet Boy whizzes
erals unusable. a c r o s s  one Saturn's moons

i i i i i
- , _
t •  '
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eral major faults. The backgrounds are repetitive
and the sprites unimaginative. The difficulty level
Is very high, and it's very frustrating when you're
destroyed countless times by the alien at the end

of each level. The control method is similarly detrimental: the
turning speed and firing rate are both too slow, and the collision
detection is ridiculously inconsistent: generous and overly tight
by turns. I have serious doubts about the testability -  with only
four levels to master and nothing special in the gameplay to
draw you back it won't be long before Jetboys is permanently
relegated to the software bin.



current 'warp rating' is equal to
that required for the forthcoming
fracas, Slaine is sent into a strange
and terrifying battle frenzy that
decimates the opposition entirely.

PRESENTATION 78%
The sparse instructions proffer
no clues as to the game's objec-
tive. Generally polished how-
ever, with a useful RAMsave
option.
GRAPHICS 69%
Small but stylish graphics,
reminiscent of the comic illustra-
tions.
SOUND 73%
An atmospheric soundtrack, but
little else.
HOOKABILITY 57%
Initial appeal is severely marred
by the unusual method of acces-
sing commands.
LASTABILITY 39%
Shallow gameptay and the intru-
sive control method conspire to
make playing Statne a short-term
occupation.

OVERALL 45%
An interesting concept that
unfortunately fails to convey anydrama or action.

The Jetboys  aren' t  going t o
stand by and let such a vile despot
have his way. Two of the finest Jet-
boys are  ass igned t he  task  o f
destroying de Ville's forces across
four sectors of horizontally scrol-
ling terrain. Complements  to each
Jetboy's arsenal periodically  fl y
across the screen, supplying las-
ers, Quad blasters,  shields  and
extra speed.

Every alien destroyed adds one
unit to a timer. At the end of each
level is  a  guardian alien who  is
destroyed b y  repeated blas t ing
before the timer runs out.

PRESENTATION 66%
Options amount to little mon
,than a choice between one 01
two players.
GRAPHICS 78%
Pleasant backdrops and soritec:..
SOUND 56%
Competent, but forgettable
tunes accompany appropriate
effects.
Hoomunrre 70%
Initial frustration keeps you corn-
ing back for more
LASTABILITY 44%
but atter a while, hopes of enjoy-
able progression quickly fade.

OVERALL 52%
Nice to lock at, but suffers from
poor playability.

RASTAN SAGA - 1
1 1 1 1 1 1 1 1 1 1Imagine, E13.95 cass, E112.95 disk, Joystick only
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bited by  a  s talwart  rac e
of warriors, led  by  t hei r

king, Rastan•
After thwart ing the evil wizard

Karg in his plan to take the throne.
Rastan must now rid his land of
the h o a r d e  o f  d e mo n s  a n d
monsters un leas hed  b y  t h e
malevolent sorcerer.

The player's  task is  t o  guide
Rastan across the scrolling land-
scape in order to reach the lair of
Karg, where the barbarian king
faces the wizard in his most fero-
cious form - that of a dragon.

Along h i s  journey, Hasten
encounters all manner of devilish
foe, w hos e  deadly  contact
depletes his energy, represented
by a diminishing bar at the top of
the screen. However, one swing of
Rastan's s word swif t ly  removes
them f rom play.  Extra weapons,
shields, mant les  and armour are
found around the landscape arid
are picked u p  and used in  the
quest to defeat the wizard.

There are also natural hazards
to avoid:  lava pools  are swung
across on  ropes,  and  pools  o f
water jumped over.

As Rastan approaches the end

Once again the Imagine label heralds another half-
baked conversion in the shape of Rastan. The game
is reasonably inoffensive visually and aurally: Gal-
way's soundtrack is qui te stirring and the back-
drops a nd sprites,  al though lacking pol ish,  ar e

adequate.  The gamepiay, however, is extremely dull and not par-
ticularly well designed. You're able to make constant headway
for three quarters of the first level and then progress is drastically
halted by a series of ropes which must be swung across. The
precision needed to accomplish this is annoying, since up until
this point arcade skills are barely needed. Collision detection is
also at fault, and energy loss frequently comes from an adversary
a couple of character blocks away! Another average release from
Imagine.
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iti• T h e  warrior king continues Ns quest to defeat the evil wizard
Karg

This is so infuriating! The gameplay is monoton-
ously simplistic and there's little skill involved in
combat.  Collecting weapons is pointless: the mace
and axe are the two most frequently found, but they
have the same effect as Rastan's sword, so there's

little to be gained by picking them up. When I finally reached the
giant adversary at the end of the first level I couldn't get near
enough to use my sword without losing huge amounts of energy
-  which is very frustrating. I could go on to mention the ropey
collision detection, but I think I've said enough.  Suffice it to say
that this isn't a game I'd be happy about paying £9 for.

of each level, a  guardian being
appears and is  defeated before
he's able to progress to the next
level, which is loaded separately.

Here's  an ex am-
ple o f  a  poten-
tially g o o d
arcade conver-
sion let down by

poor i mpl ementati on.  T h e
graphics are quite impressive,
with well -drawn and colourful
characters (whi ch t e nd  t o
skate a b o v e  t h e  gr ound)
and decent  backdrops,  a nd
the sound, although repetitive,
isn't too bad.  Rastan's weak-
ness lies in its poor playability.
The main sprite is very slow-
moving, a n d  s l uggi s h t o
respond to the joystick, and
the di fficul ty level  i s  c om -
pletely unbalanced: the action
is either mind-numbingly easy,
or amaz ingly har d.  Gui di ng
Rastan over  the landscape is
simple, but the ropes and end-
of-level gua r di a ns  pr ov i de
almost impassable barriers. I
found i t  ver y frustrating t o
keep on fal l ing a t  the same
hazards time and time again,
especially as it takes ages to
get there! Imagine's conver -
sion of Rastan is very disap-
pointing -  it may look like the
original, but it plays Aothing
like It.

RESENTATION 71% 1
teat loading screen, a useful
usicieffects toggle, plus a

. m e  continue option.
GRAPHICS 61%
Somewhat Indistinct sprites, but
the backdrops aren't too bad,
and the scrolling is decent.
SOUND 67%
Choice of atmospheric but harsh
Galway pieces or sad sound
effects.
HooKABury 68%
The simple gameplay makes it
extremely easy to pick up and
play, and the ease of progress is
quite appealing at first.
LAsTAlmsry 36%
Monotonous arid frustrating
gemeoley soon sees it relegated
to the confines of the software
shelf.

OVERALL 42%
An inconsistent, unrewarding
and often dull arcade conver-
sion.

ZZAP! 64 March 1988 2 1





Have you got what it takes....
....to be an KT undercover cop?

A Coin-op Classic from U.S. Gold.
U.S. Gold Limited, Units 2/3 Ho!ford Way, Ho!ford, Birmingham 136 7AX. Tel: 021 356 3388
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secret Loc k he e d F - 1 9
Stealth Fighter and run the

gauntlet of  hostile missile bat-
teries, ships and aircraft over the
possible war-zones of Libya, the
Persian Gulf, the North Cape of
Finland, and Central Europe.

Prior to taking off, the budding
pilot is able to set the simulation
parameters via a series of option
screens. The player first enters his
name to create a  new pilot, or
retrieves a previously saved one
from disk, A geographical setting
is then selected, plus the option
to fly the Libyan mission with zero
risk from enemy fire, allowing a
new pilot to practice flight and
combat. Further options include;
level of conflict (cold war to con-
ventional war), type of target (air-
borne, tactical or strategic), enemy
skill level and level of realism (with
respect t o  landing a nd enemy
hits). All choices have some bear-
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I tell you about the superlative quality of the graphics?
The incredible playability, perhaps? No,  I'll tell you about the
incredible -  or should I say very credible -  atmosphere which
the whole package exudes, because that's what makes this
simulation something really special. If you overlook the slightly
sickening j ingoism of  some of the text,  the manual  makes
excellent and enlightening reading. The sections on dog-fight
tactics are particularly interesting, because after some prac-
tice it's actually possible to make use of them in the game!
Something else which adds to the aura of realism is the topical-
ity of the mission scenarios, which leave you half-expecting to
hear about a fai led Stealth mission over  one of the world's
current trouble-spots on the evening news.  There's just so
much depth and playability to this that any flight simulator fan
with a disk drive and twenty quid to spare would be crazy not
to buy it.

mg on the overall difficulty, which
is constantly displayed at the bot-
tom of the menu screens.

After an intelligence briefing, the
F-19 is armed for the mission cho-
sen. The action then shifts to the
jet itself, with the screen displaying
a wire-frame perspective view of
the locality, wi th the  Steal th's
instrument panel beneath. All the
gauges a n d  I ns t r um e nt s
associated with flight are present,
but the most important informa-
tion -  notably air-speed, heading
and altitude -  are displayed on a
Head Up Display (HUD) projected
onto a transparent plate onside the
front of the canopy. This allows the
pilot to keep an eye on the action
and target bombs,  missiles and
cannon without having t o look
away to check his flight statistics.

On the instrument panel there
are three main CRT displays. A
colour CRT toggles between an
area map of the whole war-zone.
which indicates objectives and
current position,  a n d  a  mor e
localised tactical m a p showing
ground installations. A  monoc-
hrome CRT informs the pilot of
such information a s  da m a ge
status, hostile identity, radio mes-
sages and weapons data. In the
centre of the panel is a  variable
scale Threat Display which shows
surrounding RADAR a n d  he a t
sources. The display can be tog-
gled between surface and air -
borne target detection and relays
the positions of aircraft and SAM
sites so that evasive or offensive

PROJECT STEALTH FIGHTER
Microprose, E19.95 disk, joystick with keys

•tAlcroprose's state-of-the-art let combat simulator

certainly hope  y ou don' t
I  intend saving any money this
month -not  with Project Stealth
Fighter around, anyway! Micro-
prose's latest simulation fol -
lows closely in the vapour trail
of Gunship, but still manages
to improve upon the gameplay
and gr aphi cs,  pr ovi di ng a
tense and atmospheric stage
on which to act out your air-
borne ambitions. The presen-
tation is of the same high stan-
dard, wi th all the trappings of
its predecessor  and enough
technical documentati on t o
keep any statistic freak happy.
The weal th of  missions and
opportunities of  play shoul d
make it a lasting investment,
and indeed the only reserva-
tion I  have is that some Gun-
ship pi lots may  fi nd Project
Stealth Fighter's style of act ion
a little too similar to its pre-
decessor. Personally, I feel the
mode of flying is sufficiently
different, and there's more in
the way of playability. Project
Stealth Fighter is excellent, and
sets new standards to which
others must now aspire.



action can be taken.
Another vital display is the Elec-

tromagnetic Visibility (EMV) LED
bar graph. This shows how visible
the Stealth fighter appears to any
hostile scanning by monitoring it's
current electromagnetic emis-
sions. T h e  F -1 9  h a s  be e n
designed t o  give the  lowest
RADAR profile possible, but flying
with the weapon bays open, for
example, increases its visibility.

Points a re  scored fo r  the
destruction o f  enemy targets,
including SAM sites and jet inter-
ceptors, as well as the primary
objectives, The  F-19 has four
weapon bays which each carry a
different set of rockets or bombs.
Whenever a  weapons bay i s
opened, a  free-floating s ight
appears on the HUD as possible
targets come into view. With mis-
siles activated, the targetting com-
puter draws a box around the foe,
which i s  then identified a nd
ranged. As the F-19 closes in, the
targetting computer attempts to
lock the missile onto the enemy
craft, altering the colour of the
sight when it has done so. This is
the optimum moment for a suc-
cessful shot, since the computer
can still lose the target if it moves
out of range.

Bombing ground installations is
achieved in a  similar fashion_
Laser-guided bombs are targefted
like missiles, bu t  free-fall o r
retarded-fall bombs are aimed
manually using a projected drop
sight on the HUD screen. When the
sight coincides with the target box
containing the  installation, the
bombs are released — hopefully
with destructive results.

The F-19 is equipped with three
defensive systems which deter
any hostile attacks. These are an
Electronic Counter-Measures sys-
tem which confuses radar-guided
missiles. an Infra-Red iammer to
evade heat-seeking missiles, and
a limited supply of multi-purpose
decoys which are used should the
two jammers be destroyed.A mission ends when either the
Stealth Fighter is destroyed or it
successfully lands behind Allied
lines. Ejecting lets the pilot live to
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fight another day, but can create
an embarrassing international
incident, and does little to earn him
the respect of the boys in the Offi-
cer's Club.

After the flight, the pilot is given

a mission score and a stealth rat-
ing dependent upon how well the
stealth technol ogy w a s  used,
Good combat performance may
be rewarded with a  medal, and

constant success results in prom-
otion f r om Second Lieutenant
through the ranks up to Brigadier
General.

T A S  M E = I - A S

TASS IH F OR M S !
The  p u b l i c  t r i a l  o f
2nd  L t .  e
i m p e r i a l i s t  s p y  p i l o t ,
c o n c l u d e d  t o d a y  a t  t h e
H a l l  o f  J u s t i c e .  T h e
s t a t e  d e m a n d s  t h e  f u l l
p e n a l t y  f o r  h i s  t e r r o r i s ta c t s .  P o r t i o n s  o f  h i s
a i r c r a f t  w e r e  r e c o v e r e d ,
p r o v i n g  t h a t  t h e  c a p i t a l i s t  p i g sc a n  b e  s t o p p e d  o n l y  b y  f o r c e .

' w h i l e ,  W a s h i n g t o n  g a n g s t e r s
d t o  t r a d e  a n  u n j u s t l y  i m p r i s -

-sov ie t d i p l o m a t  f o r  t h i s  c r i m -
! O u r  U M  a m b a s s a d o r  d e n o u n c e d

anOement f o r  i t s  i n e q u i t i e s ,u c t a n t l y  a i l r e e s  t o  t h e  t e r m s .
r e e s ! ,  k  i •  1 $  I  t •i - • t  to C i i i i i i  1  I t k l e  .
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've been waiting for  Prolect
1Stealth Fighter to arrive ever
since I saw an early version at
the PCW show in September -
and the wait has been worth it.
Microprose's l a t e s t  i s  a n
action-packed c o m b a t
simulator which boasts some
fast, ver y  real istic gr aphi cs
and great playability. There's
an incredible amount of mis-
sions to tackle, ranging from
training sess i ons ,  t hr ough
minor c ol d w a r  for ays i nto
enemy terr i tory a nd r econ-
naissance missions to a con-
ventional non-nuclear  conflict
-  the sheer depth is incredible!
The comprehensive series of
menus a n d  i nte r mi ss i on
screens help draw the player
into the action, and it's easy to
become total ly embroi led i n
the proceedings. The concen-
tration required to actually fly
the Stealth and the feeling that
you're realty flying a  mission
only helps sustain the involve-
ment. The  packagi ng i s tre-
mendous, w i t h a  keyboar d
overlay, two maps, a technical
supplement and a  very thick
manual -  which is a very good
real.i ( i f  y ou c a n s tand i t s
paranoid 'reds under the beds'
tone). Aft -in-all, Protect Stealth
Fighter Is superb,  and should
keep pr ospec t i ve  S t e a l t h
pilots ha pp i l y  fl y i ng  f o r
months.
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PRESENTATION 98%
superbly presented on-screen
and off, with well-structured disk
access and some great packag-
ing and documentation
GRAPHICS 92%
Convincing landscapes and
combat representation, and
clear instrument panel graphics
SOUND 51%
Effective engine and battle
noises.

MOKAMUN90%
Considering the simulator's
complexity, its surprisingly easy
to get into
LASTABILITY 93%
A wealth of missions, and plenty
of room for enjoyable progres-

OVERALL 96%
An utterly s e w or t hy  combat

mulator r a n k s  as one of
Hie



YOU CAN'T CALL IT A SIMULATION, THERE'S
TOO MUCH ACTION. YOU CAN'T CALL IT AN
ARCADE, THERE ARE TOO MANY REAL
DECISIONS. YOU'D BETTER JUST CALL FOR
BATTLESTATIONS!
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DIRECT YOUR POWERFUL SHIPS IN THE..
PACIFIC. EACH COMMAND REVEALS •

ARCADE ACTION AND SKILL
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POSITIONS. SEND IN THE MARINES
TORPEDO THE IAPANESE DESTROYERS.
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THE HUNT FOR RED OCTOBER
Grand Siam Entertainments, E14.95 cass, E19.95 disk, joystick with keys
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casts the player in the role of
a Russian submarine com-

mander defecting to the West. The
submarine in question is the latest
nuclear-driven craft, and is fi tted
with a  revolut ionary  caterpillar
drive which allows virtually silent
running_

The mission is divided into two
major parts: escape and rendezv-
ous. Escaping t he Soviet  Union
requires t he player t o negot iate
underwater obstacles and avoid
Russian submarines  and mines.
Rendezvous with the Americans is
then made more or less difficult,

I found this very
difficult t o  g e t
into be c a us e  of
the bewi l der i ng
speed a t  whi ch

the initial action takes place.
However, once you've worked
out a strategy for the first few
minutes, the action becomes
slightly easier and much more
attractive. The presentation is
particularly impressive,  w i th
the poster, recognition charts
and informative manual  com-
plementing excellent in-game
display. The graphics are bril-
liant a t  recreating a  suitably
technical a n d  s o m b r e l y
threatening atmosphere,  and
the i c ons  a r e  ver y  cl ear l y
drawn and easy to use. Once
you've got past the initial con-
fusion, the  scenar io's action
and realism mak e successive
plays very compelling.
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At first I had this down as one of those games that's
just too complicated to be playable. After several
run-ins with mines I began to get to grips with the
controls and displays, and my perseverance was
rewarded with a severe case of captivation. Every-

thing tha makes a good simulation is here in fine style — ease of
use, excellent graphics, comprehensive documentation plus a
feeling of realism and depth all add to the enjoyment. Some might
complain about the lack of sound, but silence with the occasional
sonar blip is all I 'd expect to hear in a submarine in the middle of
the Atlantic. So,  even i f it does sound cliched, I 'd say that
you're a simulation buff, Red October is definitely worth looking
at.

depending on the player's perfor-
mance during the first section.

The play ing screen is  div ided
into t wo areas: the top half con-
tains the major display area and
shows maps ,  s onar project ions
and a  3 0  periscope v iewpoint .

while the bot tom half displays all
the necessary icons,  messages
and gauges to control the ship.

The game is completely  icon-
I wish Cam would make up his
mind! Is the periscope supposed
to be up or down?
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The H u n t  f o r  Re d  Oct o b e r  is d e ta ile d ,  p o lish e d  a n d  h a s p le n t y
of depth (about 100 fathoms)

C fi T E R P I L L E E
HOP  R U M M I M G
D R I U E ,  5 I R
5 M I T C H I M G  D E
P R O P E L L O R  5 1

driven wi t h  cont rol be ing s pl i t
between four main areas: sonar,
engines, weapons, and periscope.
Selecting any one of these acces-
ses a  f urther series  o f  icons ,
gauges and readouts relevant to
that area of the ship.

Several opt ions  are  available
before and  during t he game:  a
position can be saved to or loaded
from tape or disk and a recognition
chart called up  detailing enemy
craft. These selections are acces-
sed by  pressing F l  , which also
doubles as a pause mode.

If t h e  s u b  i s  des t royed b y
another, o r  hit s  an  underwater
obstacle, a  news paper-s t y le
report o n  y our performance i s
given, which acts as a rating.

Following the dis-
appointment o f
Epyx' Sub Bat t le
Simulator, T h e
Hunt for Red Oct-

ober comes as something of a
reprieve f or  s ub simulation
fans. It's very hard to get into —
and the  40  page instruction
manual doesn't help matters —
but once familiarity wi th the
controls  is gained, the real lure
of the miss ion becomes  clear
(even t h o u g h  d e a t h  arr iv es
quite f requent ly  at  fi rst).  The
Icons are simple in both con-
cept and use,  and i t doesn't
take l ong befor e everything
becomes s e c o n d  na t ur e .
Graphically, Re d  October  i s
very good ,  especi al l y t h e
sonar scr eens a nd exter ior
v iews (note must also go to the
brilliant l oadi ng screen).  An
unusual t h e me  c lev erly  a n d
effectively brought to life.

PRESENTATION 93%
Comprehensive instruction
manual, pull-out poster, tree
badge, ship recognit ion chart
and very clear on-screen dis-
play, plus an ever-useful save
option.
GRAPHICS 80%
More than simply functional,
they contribute fully to the
atmosphere.
SOUND 51%
Minimal, but very effective.
HOOKABILITY 68%
Difficult to get into, but persever-
ance is swiftly rewarded with
compulsive action.
LASTABILITY 75c/0
Defecting is a tough and enjoy-
able task, but the appeal may
wane once the mission is com-
pleted.

OVERALL 81/o
A realistic, well-presented and
playable simulation which could
well appeal to arcade players in
need of some substance.



HELP THE FRENCH RESISTANCE, YES.
GET CAPTURED, NO THANKS.

(NEM  flOWI TA ATTACKINS FRONT
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Starvision, £9.95 cass, £14.95 disk, joystick only
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Nektron h a s  ens lav ed
three peaceful planets and

forced their inhabitants into sub-
servience. As  a  member o f  t he
Manoeuvrable Armed Comput er
Humans -  or MACH team -  the
player is is sent to destroy the tyr-

I'm a f r a i d t h a t
Starvision's Last
Mission variant is
a r a t he r  t e p i d
affair. I t's techni-

cally polished and quite addic-
tive at first, but the gameplay
is incredibly repetitious. Blast,
blast, bl ast  -  col lect a  f e w
symbols then off you go again.
The alien attack patterns are
all rather similar and progress
has be e n m a de  di fficul t i n
order to increase the enormity
of an otherwise simple task.
The backdr ops are neat,  but
the repeat area is quite small
so you tend to see the same
section time and time again. I
never got past the first planet,
but I  di dn't lose much sleep
over the fact.

ant.
The action starts with the player

hovering above a mult i-direct ion-
ally s c ro l l i ng  skysc raper-fi lled
screen int o which the Nektron's
allies rapidly  enter_ There are 23

Oh d e a r !  Y e t
another s a v e -
the- world- from-
the- a l  ien-
ho rdes b l a s t

'em game.  At  first I  enjoyed
playing MACH,  but  a s  t i me
wore o n  m y  pati ence gr ew
very thin. I 'm all for shoot 'em
ups, but I found this one frus-
tratingly hard to play, and even
after several sessions hadn't
got much further than the end
of the first planet. Graphically
the game is merely average,
with smar t but blocky back-
grounds and a couple of clever
sprites. The main character is
an odd little chap who moves
around well, but doesn't look
much like a matey in a space
suit to me. MACH isn't terrible,
but I can think of better things
to do with ten quid.

BRAVESTARR
GOI, £999 cass, E12.99 disk, joystick only
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of Tex Hex, who is currently
under the influence of an evil

spirit called Stampede. A remnant
of Ne w Texas '  pas t .  Stampede
wants to reign over the planet by
reincarnating the prehistoric Bron-
cosaur bones that litter the desert.

Unable t o  d o  t his  alone,  h e
induces Tex  Hex  t o  k idnap t he
ancient Indian. Shaman, and force
him t o  reveal t he magical spell
which completes the evil deed.

Hearing of  the dastardly plan.
Marshall Bravestarr heads for New
Texas i n  o r d e r  t o  res c ue h i s
teacher a n d  long- t ime f r iend.
Equipped Only with his trusty laser

• I • • • . ;• •croi
ll
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gun and saddle rocket, Bravestarr
has a mere nine days in which to
rescue Shamen;  t he passage of
time i s  cont inually  s hown by  a
countdown clock and the move-
ment of the sun.

The trail leads Bravestarr to the
mining town of Fort Kerium, where
he immediately enters into a run-
ning batt le with Tex's men and a
strange menagerie o f  birds  and
dogs, contact  wdh whom incre-
ments t he fatal t imer.  However,
blasting the baddies scores points
and, more important ly,  prov ides
Bravestarr wi t h  amulet s  wh ic h
give him extra fi repower or s top
the countdown clock for a few vat-

• •.,•••= u u t n  cowboy, add 8 couple Of oogs
and some dumpl ing-shaped aliens and throw them
all into an appallingly corny scenario. The result is
Bravestarr, the story of a rootin' tootin' bor n' cow-
boy in a game as plastic as the toys. The gameplay

is absolutely dire. Actions are per formed in a set order: even
though you know where and what the information is, when you
restart you have to painstakingly go there time and time again to
access locations. This rigid routine soon becomes incredibly
tedious and leads to the 'off' switch being gratefully depressed
remarkably quickly for a full-priced game. Bravestarr is unadult-
erated tripe -  designers Probe must have very lax standards to
let this through.
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Starvision's Last Mission clone sports some good graphics, but
is overly difficult

different types of enemy vessel to
be destroyed, specifically Vacil-
lators, Gyphons, and the Mother-
ships whic h guard each planet.
Only when a specified number of
Vacillators a n d  Gy phons  hav e
been destroyed does the Mother-
ship finally appear, eliminat ion of
which allows MACH t o progress
to the next, more difficult, planet.

MACH's  energy Is indicated by
a variable bar at the bottom of the
screen. Energy is lost on contact

with enemy ships and missiles, but
is replenished b y  shoot ing t he
Green carriers and collecting the
POW symbols released.

In addit ion to forward-fi ring las-
ers, MACH is also equipped with
up to nine smart bombs (replaced
from Red Carriers), and is able to
carry addit ional hardware, which
is gained upon the destruction of a
formation o f  Sc out  ships.  Th e
POW symbol thus collected acti-
vates one of the four ;cons at the

Although It's polished and looks quite nice, this Last
Mission clone isn't very stimulating. The difficulty
level is set very high, and my first couple of games
were very short affairs. After (grudgingly) spending
a lot of time getting to the second level, I was might-

ily peeved to find a rubbish backdrop and a completely over-the-
top target of 125 aliens to dastroyl  I  can see why Starvision
haven't put in more than three levels - you'd be hard pressed to
get past the second! At £10 MACH can hardly be called a worthyInvestment

GO!'s anachronistic cowboy continues his massacre of New Texas

Even i t  Bravestarr i s  s uppos ed t o  f a l l  I nt o t he
'younger players' market, there's no excuse for this
lama parody of a game. All aspects are of a very low
standard that I wouldn't expect to see coming from
a professional company such as Probe software.

Animation is practically non-existent,  collision detection (what
collision detection?),  shal l ow gamepl ay tha t  i s  practical ly
repeated to the pixel on repeat goes and ludicrous amounts of
enemies. I have no option but to dismiss it out of hand. The E10
price tag is a travesty.

Bravestarr is frustratingly boring to play: a case of
mindless blasting interspersed with laughably weak
adventuring. It only took a few sessions before I was
thoroughly sick and tired of the whole thing. The
graphics are very poor - the game should be retitled

'Marshall Blockysprite wobbles around Legoland'.  as the 'ani -
mated' blobs cripple across the rather amateur backgrounds.
Not a game I woul d heartily recommend -  even to my worst
enemy.



bottom of the screen, giving Mega
Blasters, Re p e a t  Fi r e ,  S u p e r
Shield o r  t he highly  destruct ive
Penetrator Beam.

The play er cont inues  i n  t h is
fashion unt il,  af ter t he third and
final planet ,  Nek t ron himself  i s
faced. Complet ion of the game is
rewarded with a password which
may be returned to Starvision in
order to enter their Amiga compet-
ition.

PRESENTATH)N 68%
Documentat ion is slightly lack-
ing, but there is a simultaneous
two-player mode.
GRAPHICS 59%
Tastefully coloured, but some-
what bland smooth scrolling
backgrounds. Alien sprites are
poor.
SOUND 62e/o
Good title tune, but the iingles
and effects are standard fare

HOOKABILITY 67%
A good blast for the first few
goes.
LASTABILITY 39%
Tedium soon sets in and doesn't
go away.

OVERALL 48%
An overly diffi •  -
lacking the n
sustain interest,

uable seconds.
Further exploration of  the town

leads Bravestarr to his saddle roc-
ket which enables him to visit such
places as Starr Peak, the Prairie
Mines a n d  a n  o l d  abandoned
ghost town. Here, Bravestarr gains
information a n d  objec t s  wh ic h
may be traded for further clues to
the whereabouts of Shamen_

Eventually, all the clues lead to
the location of Tex and Stampede.
who a r e  dest royed t o  facilitate
Shamen's release.

PRESENTATION 61%
A few game options, but the con-
trol, collision detection and gen-
eral game design leave a lot to be
desired.

GRAPHICS 42%
Barely adequate: blocky sprites
do their best to look respectable
SOUND 56%
Pleasant but repetitive title tune.
with mediocre blasting effects.
HOOKABILITY 40%
An appeal borne out of curiosity
more than anything else.
LASTABILITY 22%
Familiarity with the simplistic
gameplay breeds intense con-
tempt.

OVERALL 28%
A drastically weak toy tie-in

WORLD TOUR GOLF
Electronic Arts, Cl 2.95 disk, joystick with keys
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down that golf  cap and pre-
pare to tee into action. World

Tour Golf  offers armchair golfers
the opportunity  t o play eighteen
world famous golf  courses, f rom
St Andrews t o Shinnecock Hills,
plus a specially designed course.
A construction set also allows the
player to design courses, and save
up t o a max imum of  twenty-five
per disk.

The program offers a range of
options f rom t he  ma in  ac t iv ity
screen. Practice is available on the
driving range, putt ing green or by
playing a sample hole. A course
proper is selected from one of the
nineteen prov ided.  Addit ionally ,
there's t he opt ion o f  play ing a

match or stroke game against up
to three other players.

Each course is  loaded sepa-
rately and inc ludes a  variety of
hazards, such as trees, hills, water
and bunkers. A green can also be
wet or  dry, s loped or flat, which
affects the speed and movement
of the ball.

The play ing screen is  div ided
vertically and provides both over-
head and Leaden5oard-style view-
points. Fourteen clubs are availa-
ble, f rom Driver to Sand Wedge.
each selected from loystick. Shots

The  ma in  p la ying scre e n  of
World Tour Golf. showing both
overhead and 3D perspective
viewpoints

I I t_  ; T E E D U P  3 H 0  SIDS
STREIHE i 3  DODD

No prizes for guessing the standard of comparison
for Wor ld Tour  Golf.  The  Access version i s far
superior in every way. True, there are more options
with Electronic Arts' effort, but these do nothing to
enhance the gameplay itself. I don't really care what

my character's name is or how tar he can drive when the action
of making a stroke is so poorly represented. The incredible accu-
racy of the Leaderboard series made them very enjoyable to play;
you actually believed the stroke had been made in three dimen-
sions. World Tour Golf fails dismally: the ball wobbles around like
a Cruise missile with its guidance system up the spout, and even
putting has been made finnicky and unrealistic. Unti l  Access'
simulations can be clearly surpassed, I don't see the point of
creating another also-ran.

are directed via a moveable cross-
hair, and the stroke is controlled
from a Swing Meter, accessed by
pressing the fire button. A further
three presses  a r e  required t o
initiate t h e  backswing,  s e t  t he
desired strength of shot and finally
set the hook or slice on contact
with the ball.

Once near the flag, the overhead
viewpoint changes to that of  the
green it self ,  a n d  t he  put t er i s
automatically selected. Putts are
made by  s imply  aiming the shot
and determining the strength of
shot required.

Goff g a me s  a r e•
nnw aul t e wide-
spread on the 64.
When they're well
implemented (as

with the  Leaderboard series)
they c a n  pr ov e  addi ct i ve
because of  the multiple pos-
sibilities of final scores and the
ways in which they're attained.
World Tour Golf is  moderately
compulsive t o play,  but  the
sound, graphics and anima-
tion aren't as effective as the
Access simulations, nor is the
ball movement  a s  realistic.
World Tour Golf deserves minor
recognition f o r  i t s  novel ty
value, si nce there's a  whole
load of options (the player and
course customi sati ons a r e
particularly impressive),  a nd
the on-screen presentation is
Interesting in that it provides
both map and 3D views at the
same t i m e .  However ,  t h e
strained a n d  unr ewar di ng
gameplay doe s  nothi ng t o
make you want to tackle the
wealth of courses available.

PRESENTATION 86%
Excellent instruction booklet,
useful and interesting options,
and good on-screen layout.
GRAPHICS 58%
Reasonably drawn landscapes,
but the animation is weak and
the ball's movement terrible.
SOUND 5%
Pathetic effects.

HOOKABILITY 59%
The appeal of options and user-
friendly control system is par-
tially destroyed by the nail
graphics and animation.
LASTABILITY 40%
The poor gameplay and lack of
realism causes a level of anti-
pathy which even the wide range
of options doesn't redeem,

OVERALL 55%
A rough-hewn simulation which
offers no real competition to the
LefadertlORTG series -  many of
which are now available on com-
pilation tapes
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Dear Lloyd,
A sudden panic has hit the people
in the area I live. At first there were
only isolated cases but in a matter
of mont hs  i t  has  erupted I nt o
something s imilar t o  t he Black
Death.

JUST E39.95

* A  k  .6 ,  A  a  .g• v .A L I V E  A N D  o
K I C K I N G  I N
M I D D L E  A G E

'What is he talking about?' you
may a s k .  I s  i t  a n  inc urable
disease? No, i t s  even worse than
that! Everybody is  get t ing rid of
their C o m m o d o r e  64s a n d
upgrading to Atari STs. The 64 is
all of  a sudden being treated like

compunet
Explore the new world of networking!
COMPUNET STARTER PACK

for CBM 64 and 128
Your chance to log onto Britain's liveliest netvvorkt A local
call brings you 1000s of free demos and utilities, puts you
in instant touch with 1000s of micro owners, gives you the
chance t o  make YOUR mark  by  putt ing your  own
messages and programs onto the net.
Isn't it time YOU joined the on-line revolution?

only E39.95 gets you
•  I mprov ed  Compunet  mo d e m (120005)
• Three month's Gold membership (includes free

electronic mail as soon as you register)
• Plus, FREE, three month's  unlimited offpeak

connect — no network charges.
Phone 01-9972591 NOW with your credit card no. or send
39.95 to:

Compunet, Unit 26, Sheraton Business Centre,
Wadsworth Road, Perivale, Middx. UB6 7)13.

Now you too can access Com punett
Phone for details  of our  modem offer.

AMIGA and ATARI ST OWNERS!

10(81s, nobody  want s  t o  touch
them and they are being sold lef t
right and centre,

Once this machine was  hailed
as the best around and it  was in
great demand ,  b u t  n o w  t h e
second-hand columns are full of
cheap Ms .  Of all the Commodore
owners I  k n o w,  7 5 %  h a v e
upgraded to an Atari ST in the past
three months.

But not  me. I know my 64 has
years left in it  yet and I intend to
use it for that tong. But I only hope
other 64-owners  feel t he s ame
way, or its lifetime may be cut short
and a lot of  potential lost. Games
on it are constantly improving and
I feel that it is presently holding Its
own against the ST - although the
16-Bit machines are still in their

youth while Me 64 is in middle age.
But remember life begins at 40.
So I am staying loyal and along

with ZZAPI I hope to see the 64
stay alive and kicking,

Shaun Russell,  Co Durham

To tell you the truth, I  fond the fact
that people are upgrading to be
comforting. They're obviously fed
up with their Commodore 64s and
are selling them of f  to those who
are k e e n  t o  b u y  o n e .
Consequently, there's  a  second
generation o f  very  enthusiast ic
Commodore owners  -  who wi l l
keep t h e  6 4  mark et  alive and
kicking for a long time to come yet!
Don't  dispair -  every c loud has a
silver lining!

LM

N O T H I N G
S E U C K S  L I K E
S E N S I B L E
Dear Lloyd.
I remember that a long t ime ago Mirrorsoft  released a program
called Games  Creator that  al lowed y ou t o  mak e y o u r  own
incredible arcade games'. It cost £30 at the time, but then it sounded
really incredible. About  three years af ter this was released Code
Masters re-released it and sold it for t  1.99! I bought it, although the
tree games supplied looked and played like ZX81 games!

Anyway, a  while after this, Activision released Games Maker,
which let you make ' your own incredible arcade games'. Iwaited till
the price of Games Maker came down, and then I bought it as well.
On loading it, I discovered that it was a lot more flexible and user-
friendly. But after about three months of owning this program I still
had not made one single complete game_ The trouble with this one
was that it was far too difficult and complicated to use.

Now, when I heard that another game-designer was on my way,
a large shiny light bulb appeared above my head. When it arrived, it
got a ZZAPI Gold Medal award, so I went straight out and bought
it. On  ioading,  I  f ound a  very  easy-to-use, brilliant,  excellent,
incredible game-designer called Shoot  'Em Up Construction Kit.
Since buying this, I have made lots of games that I thought were of
very high quality.

Now on to the questioning bit. First of all, do you know if there will
be a Platform Game Construction Kit from Sensible Software? Do
any finished games need some sort of copyright it they are to be
published? Will any other software companies be releasing games
they have made with SEUCK? Is there any difference between the
tape version and disk version apart from loading speed?

By the way, Celebrity Squares was cool. Anyway, my message to
owners of Games Creator or Games Maker is: if you're not getting
anywhere with it  get SEUCK

Fraser Smith, Essex

Our legal correspondent says that the very act of  writ ing a game
makes it copyright -  there's no need to register anywhere - but to
prove that you wrote it before anyone else you should go through
the post ing-it -to-yourself -by-regis tered-mail-and-not -opening-
the- parcel-when-it-arrives routine. A Platform Game Construction
Kit looks very doubtful.

LAS



D O N ' T
F O R G E T
A B O U T
T A M A R A
Dear Lloyd.
I c omplet ely  ag ree  wi t h  y ou .
Lately, many  people have been
writ ing on and complaining about
letters. I thought I would, too

What has everyone got against
Mel Croucher? My associates and
I (yes, y ou,  Steven and  Mark )
happen to like this kind of humour.
I am complaining about  P  Shire
and his letter in Issue 33. It seems
he obv ious ly  h a s  a  v endet t a
against Mel to say such things as
' blasphemous i n  s ty le' .  Has n' t
anyone O u t  t h e r e  g o t  l a u g h
glands?

I sorely miss Tamara Knight, as
I found her stones light relief in the
middle of a host of other features
and reviews. I have been reading
ZZAP! since the beginning (I have
Issuel s i gned  b y  t h e  c urrent
editor, if  it 's still Julian -  they are
apt to change, it seems!) and I am
studying f or a B
-
r E c  
d i p l o m
a  
i n

computing, so I like some form of

AT LAST!

humour as a c oun t eqRi t  to my
highbrow studies.

I must  admit  that Hunter S (for
SLIMY) Mins on was  egocent ric
and above-it-all,  but  Mel offers a
brand-new v iew of  the sof tware
industry as seen from the arid side
of the fence

Another thing -  people have a
right to state their opinions. No, I
am n o t  go ing t o  crit ic ise y our
answers. Lloyd,  but  t he k ind of
letters that  say ' how could you
give s uc h-and-s uc h a  g a m e
92%?'.  L o o k ,  ev ery one,  t h e
reviewers are entitled to state their
mind (however little it may be ) .

suppose n o w s omeone wi l l
write in and say 'but the writers of
such letters have a right  of  t ree
speech, tool'. I know, but isn't all
of this becoming a bit boring?

I l i k e  s t ruc tured t h ings  ( my
problems in COBOL aren't!) and
compared t o  s o me  magaz ines
ZZAPI is the best of the lot.

Dean Smith, Essex
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N O T  B A U D  Y E T
Dear Lloyd,
Mr P Shire of Manchester (Rrap, Issue 33) doesn't like Under The
Baud-Walk and says it  therefore should be scrapped. Yes, his
opinion should be binding on us  all. Who cares that  there are
actually people who like Mel Croucher's  column,  Mr  Shire has
spoken.

Admittedly, he had a point about Tamara Knight, it wasn't brilliant,
but I did read every part. I read it, not for the story, but because I
didn't  want to miss any of  the absolute gems of humour scattered
through it. To be honest, I was glad to see the end of it, but Under
The Baud-Walk is fantastic. Met's sense of humour is brilliant and
leaves you wanting another fix. Thank goodness =API  allowed him
another column.

Therefore, Mr  P Shire, before dec iding his  column should be
abandoned, try hearing at least one opinion other than your own.
Let the majority decide because that's what democracy's all about,innit?

Keith McLemen,  Aberdeenshire

You can't hope to please all of the people all of the time - but we try
our best. It's just a shame that some are more intolerant than others.

LM

P R E D A T O R Y
M A R K E T I N G ?
Dear Lloyd,
A few days ago I went to my local
cinema, and postered all over the
place was an advert by Activision
for a competit ion to win ten copies
of Predator the computer game!
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I have also just heard that on the
video of  Platoon there will be an
advert of the game by Ocean, just
before the film.

I think this is a good thing for the
computer industry, as it advertises
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computers to more than just their
owners.

My theory is  that if  advertising
such a s  t h is  cont inues,  ma n y
people might rethink about buying
a computer.  Quite a  number of
people are put  of f  f rom buy ing
computers because they think it is
Just a 'dying tad' and has no future,
but if  they see that three or lour
years a f t e r  t h e  r e a l  h o m e
computer boom i t  is  st ill going
strong, they might decide to Invest
in one.

If more people buy computers,
it means  mo r e  games  wi l l  b e
bought a n d  therefore sof tware
houses will make more money and

maybe, jus t  may be t hey  might
lower game prices a bit, like what
US Gold did to the disk prices at
their CBM products.

I would be  very  interested t o
hear y our,  a n d  o t her  people's
views on this, as all my friends say
that t h e y  wi s h  t h e  c omput er
industry c ou ld  b e  b igger  a n d
maybe this is the way to do it_

THE GAMES MACHI NE i s  a
brilliant mall

Jake Barayev, London

thoroughly agree -  i t  can only
help to broaden the minds of non-
computer owners.

LM

T H E  L I G H T E R
S I D E  O F  T H E
F O R C E ?
Dear Lloyd.
I have been reading your mag ever since it started and have never
spotted such a mistake as on the front cover of Issue 33. Being a
really avid fan of Star Wars since I was a kid. I spotted that your very
clever artist Oh Frey put Darth Vader's mouth upside-down on the
picture in the background: he looks much happier on your mag than
in the film. I  never thought I would see such a mistake in such a
magazine_

Elliot Batt, London

It was a little joke. The coverline reads. ' f6000 worth of competition
prizes, enough to make even Darth Vader smile'. Understand?

LM

VIDEO SENDER
Transmits AudioNideo signal from a video recorder, satellite
TV receiver or computer to any number of TVs in your home
without any wiring!

Watch a fi lm from your video recorder on any TV in the
home! Simple to install. 12 months guarantee.
Send cheque/postal order £36.95 to:

PHOENIX COMMUNICIIIIONS
31 Nightingale Lane, Fettwell,
Norfolk IP26 4AR
ACCESSAIISA cardholders
0842-827267 FOR
IMMEDIATE DESPATCH
Cheque/PO, allow 21 clays for
delivery
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COMMODORE 64
RESET SWITCHES

Serial Port Reset Switch for only 22.50
Cartridge Port Reset Swich for only E4.50

Send cheque or postal order to:
ROBSON ELECTRONICS

Newcastle House, High Spen, Rowlands Gill,
Tyne and Wear, NE39 2BL

Prices include P & P
Please don't forget to Include your address

Dear Lloyd,
I am writ ing because I have two
points I  would like to put  to you
and your many readers.

First o f  a l l ,  I  g e t  v e r y
embarrassed looking at  software
in computer shops, because there
are always loads of kids about 10
to 13 years old, and I am 28 years
old. Not that I object to kids (I have
two o f  my  own) but  I  feel that
computer games are for them, but
I am so obsessed with games and
get such a kick out of them. Am I
just a big kid? Or is there anyone
else out  there who is  older than
me? Or am I the oldest computer
gamer around?

Secondly, a s  I  s oon hope t o
move up to a 16-Bit  computer.  I
want to ask this. When software
houses are asked about prices of
their games, they say it's because
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He says 'some would say 77API is losing its direction' and I think
he numbers himself among these. I hate to say it but I'm tempted to
agree. When I first got ZZAP! in December 1985 the only reviewers
were JR, GP and Gt... It gave the impression of a small bunch of
mates giving their honest opinions about games. It was a refreshing
look at computers.

Certain reviews, such as Nexus, sparked comments which were
amusing and original. You didn't  shy away from saying 'this game
is crap', and while it may not be the most constructive cnticism,
lade for a dynamic and interesting magazine. But  since then a

mixture of age, complaints from Mary Whitehouse sycophants and
hard work seems to have blunted the style, making the writing revert
towards a Cig 1/G style of reviewing,

When Gary Liddon left to start Thalamus. the magazine seemed
to lose some of  its sparkle. And when he returned recently for a
couple of issues his pages were among the funniest.

However, having said that. since JR took over as Editor it seems
to have improved -  not back to its old style, but it's more energetic
and enthusiastic, as though the team regard the magazine as less
of a chore. (However. Takoushi's comments about CRASH were
groundless -  it has improved no end recently, with the Christmas
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The ins ide goss ip about  all the staff  changes at  CRASH was
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As for CeIVG being a  forerunner and in f rom the start, wit h
competitors l i k e  T H E  G A ME S  MACHI NE a n d  A C E  be ing
I lunchable. I  think  I T  speaks wit h forked but t ,  THE GAMES
MACHINE is infinitely better than CiS VG (slurp) and not only do you
remember to number the pages, but you also state which computer
every screen shot is from.

I think if computer-dedicated magazines are going to falter EMAP
has more t o worry  about  than Newst ield.  Commodore User is
passable, but  Sinclair User, with its apparent policy of giving any
exclusive rev iew a  Classic, such as  Nemesis,  is  rapidly los inghends_

About 8-Bits  being a  dy ing breed t h e  Commodore has
enough going for it to survive a while yet, though Commodore only
support the Amiga, and Amstrad's development of the Spectrum
promises better things. Software for 16-bit and consoles is still far
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Then again perhaps  I 'm wrong and Newsfi eld wi l l  go  bus t
tomorrow, but it's a reader's opinion and they're the ones who buy
the magazines.

Robert  Hayden, Northampton

like to think that ZZAPI has matured with age. Rather than just say
this i s  c rap' ,  t h e  rev iewers  o f f er  a  mo r e  objec t ive a n d

comprehensive critistsm, telling you exactly why ' i f s  crap'. Your
claim that ZZAPI is losing its direction seems to be groundless, as
you offer nothing to back up the statement.

LM

I N H 6  ARE T H E Y
K I D  D I N G ?

of development  time_ Then how
can Atari S T disks  b e  s old a t
E14.95 when C64 disks are the
same price, when the ST has over
four times more memory?

AJ, Essex

I don't think there's any age limit to
playing c omput er  games !  Th e
expensive d i s k  g a me s  a r e  a
strange Co mmo d o r e  t radit ion.
Anyway. most  Atari ST games cost
around E20.

LM

'Mt
get

od to all y4
on ,, , , a j e c t
•.D lvie.,NORAM

B07‘ 10. ti l l
IIRE, SY8 108 .

endeavour



The Ultimate
Maze Challenge
There are no random events in XOR's labyrinthine palace and there is no
premium on hand-eve coordination. You have all the time in the world to
work out the precise nature of the hazards you encounter. Logical
thinking, strategy and tactical problem solving areal! part of the XOR
experience. And XOR is not simply about finding solutions. If you can
solve the entire puzzle 115 levels plus an encrypted anagram), you qualilv
to be a member of the ORDER of XOR, with a certificate and a badge to
prove it.

...this is one of the most compulsive, cunning and
attractive programs live seen for some time! t h e
game is superb - a very classy original twist on the
basic maze theme" A+13 Computing

XOR's Features

- 15 graded mindbending mazes
- Each maze approximately 16 screens
- Super smooth high speed scrolling
- High resolution quality graphics
- High speed or step-by-step replay
- Intriguing logical problems
- Interactive dynamic puzzles

Also included in the package is an ICON
DESIGNER so that you can change the
appearance of the game characters to
baffle and delight your friends.

XOR No v available on;

Commodore 64 Disk
Cassette

Spectrum C a s s e t t e
Amstrad D i s k

Cassette
13BC D i s k

Cassette

XOR Designer Available for BBC
and Commodore computers.

Logotron Guarantee:
All orders dispatched irithin 5 41aus ot
receipt of order.
Faulty s(1ftinire will be replaced
munediately.
Postage and Packaging Free.
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C84 SCREENS

PAC - the world
9
s m o s t
famous computer character
is back. There are many
imitations but only one
original PAC-LAND.
This superb conversion of
the internationally famous
coin-op is not to be missed.

AVAILABLE ON: SPECTRUM; AMSTRAD; MSX Cassette 0 9 5 .
COMMODORE Cassette £9.95; Disk E14.95. ATARI ST; AMIGA E19.95.

You can obtain y
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Write now or send with a cheque or postal order to:
B & L Distribution, Units I &  2, Conlon Development, Water Lane, Darwen, Lancs. BB3 2ET.
Name
Address
Town

or Phone: 01439 0666 - our Credit Card 'iodine 1
1 1 1
1



Photograph. Steven Sonar

To celebrate the release of their great budget game, BMX Ktdz. Firebird
have on offer a rather snazzy Raleigh BMX bike—worth over El 1 0—plus
a copy of BMX Kictzfor the outright winner of our competition 30 runners-
up will also receive a copy of the game, plus a special t-shirt and a Firebird
baseball cap, as sported by the terribly trendy Jo Boner in the picture on
this very page.

Ebullient Jo is the programmer of BMXKictr, and just exactly what he's
doing in a telephone kiosk on a BMX bike we don't know. If you fancy tak-
ing possession of the bike so handsomely modelled by Jo, just send us
a suitable caption for the photograph on a postcard or the back of a sea-
led envelope, arid send it to the usual address of: WHAT'S JO DOING?
ZZAPI TOWERS PO BOX 10, LUDLOW, SHROPSHIRE, SYS 1DB to
arrive no later than March the 6th.

The most apt and original (if not the stillest) entry will be awarded the
first prize, while the 30 runners-up packs are to be apportioned accord-
ingly.
PiEtELSO note Mel me ehItoqs dectston I rm a l and no corresp3ndencal will be entered into_
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“The playability, design, variety and t i o n a l
realism snake this a sports simulation to
remember' "AtariST User

th and Inches gi -  you all the and-
g action of real football: the bombs,

blitzing, the goal line stands. You'll
rience graphics and animation
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"It's hard
to imagine that there can be

anything more exciting for the home based
football fan, even from the game's premier
spectacle..,S U P E R O W L "Animop
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"Winning at 4th and Inches demands
all the moves of the League's premier
quarterback plus the tactical genius
of a veteran lead coach
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US. Gold, Units 2/3,
Hollord Way, Hollord,
Birmingham 86 7AX,

Tel: 021 386 3388
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MecADES
The 44th Amusement Trades Exhibition International
Show at the Olympia in London is the setting for the
latest edition of your favourite arcade soap opera
saga. Julian Rignall and Steve Jarraft star as two jaded
hacks who risk life and limb to bring you a report on the
newest arcade games

BLASTEROIDS
Atari Games  have looked to the
past f o r  t he i r  lat es t  bat c h o f
games, the first of  which is Bias-
teroods, a  souped-up vers ion of
the 1979 vector graphic  classic,
Asteroids.

The general objective is still the
same — to enter and clear a series
of asteroid fields — but  there are
many new twists  and extra fea-
tures. For a start, the action can be
played i n  s ingle o r  dual player
modes, wi t h each player's  ship
capable of  transforming into one
of three different sizes. The largest
gives ex t ra  fi repower,  me d i u m
gives ex t ra armament  a n d  t he
smallest is  the most  manoeuvra-
ble, There's also an added option
during the two player mode of pin-
ing the ships together, with player
one controlling a large. but highly
manoeuvrable ship and player two
taking cont rol of  a rotat ing laser
turret on top of the craft.

Each ship has a limited supply
of energy  wh i c h  i s  deplet ed
whenever the ship collides with an
asteroid. Some asteroids release
energy crystals when blown apart,
which are fl own into to replenish
lost energy.

The ac t ion is  set  across four

galaxies o f  increasing difficulty,
with each galaxy split  into fifteen
different fields. As well as rocks,
each asteroid field contains a vari-
ety of  hazards to blast  or avoid.
Homing asteroids prov ide great

Blast-frorn-the-pasteroids' title screen giving a choice of lour
target galaxies

THUNDER
BLADE

SEGA's big launch of  the s how
was Thunder Blade, a helicopter
shoot 'em up. There are t wo ver-
sions of the machine: one which is
sat upon and spins as the player
flies t he chopper,  a n d  another
which fits inside a stand-up After-
burner cabinet.

The player takes control of the
Thunder Blade and flies a mission
through a  series o f  increasingly
hazardous landscapes. The action
starts above a vertically scrolling
city, a n d  Thunder  B lade  fl ies
above t he t al l  buildings,  whic h
scroll past in convincing parallax
fashion. The chopper is capable of
flying ' in'  and 'out '  of the screen,

problems, a n d  ' P o p c o r n '
asteroids expand and f orm s ta-
tionary obstacles when hit. There
are also alien ships — some heavily
armoured — whic h  y ie ld ex t ra
weapons when blasted. These are

The sector selection screen from Blasteroids showing the
digitised backdrops encountered throughout the game

automatically p i c k e d  u p  a n d
added to the ship's annoury when
run over, and include extra shield-
ing, fi repower and energy capabil-
ity, and cloaking devices.

&asteroids' graphics  are out -
standing, wit h the original vector
graphics beieg replaced by some
very s mart  digit ised backdrops
and sprites — the spinning rocks
are truly stunning! There's also an
incredible array  o f  atmospheric
sound ef fects and music ,  which
are surely the best ever heard in an
arcade game!  To  c ap i t  all,  t he
game plays extremely well,  wit h
just the right amount of difficulty to
sustain a challenge. &asteroids is
a thoroughly enpyable blast which
shouldn't be missed.

which effect ively increases and
decreases the range of its guns.

After this  s tage the v iewpoint
changes to b Afterburner- style' 3D
as the helicopter flies low through
the city — which looks thoroughly
convincing.

The action continues with alter-
nate parallax scrolling and fi rst-
person 3D viewpoints as the mis-
sion progresses from the city over
a sea, through a desert canyon,
into a system of caves and across
a forest.

The graphics are of a very high
Space Ha r r i e r  s t andard,  a n d
there's an excellent soundtrack.
but although Thunder Blade is out-

PAC-
MANIA

After a string of adventures in Pac-
Man, Ms  Pac-Man,  Pac -Man J r
and Pacland, that yellow creature
with an insatiable appetite is back!
Pac-Mania i s  v e r y  m u c h  i n
essence o f  t h e  fi rs t  Pac -Man
game, b u t  At ar i  Games  hav e
added s ome new ideas to keep
Pac-fans on their toes_

There are three levels of  entry
(plus a final level), one of which the
player chooses  before start ing.
The action is displayed in isomet-
ric perspect ive 3D,  wi t h  only  a
small port ion of the scrolling maze
shown at any onetime. Pac-Man's
objective is, as always, to clear the
maze of dots and avoid the deadly
clutches o f  t he fi ve marauding
ghosts. To  help Pac-Man along,
there are power pills  which give
him the ability t o destroy ghosts
and send them back to their pen,
although the effects are only tem-
porary. Fruits also appear and are
run in t o f or  bonus  points ,  and
sweets a r e  eat en t o  inc rease
speed or double points.

A new twist  comes  with Pac-
Man's ability to bounce — a press
of the fire button sends him leap-
ing into the air over approaching
ghosts. However,  on later levels
there's a ghost who also has the
ability to bounce!

Pac-Mania has some really neat
graphics — very bright and bold —
and there's a great upbeat sound-
track to urge you on. Each level
has a  dif ferent theme.  inc luding
Block To wn .  Pac -Man's  Park ,
Sandbox Land and Jungly Steps,
and some of the more advanced
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standing to look at and to listen to.
its  playability is severely lacking.
The control method is awful, and
trying to control the s it -down ver-
sion with its three-foot long joys-
tick is a complete and utter joke:
the response is unbelievably slug-

to T h e  Thunder Blade
plummets to Ear&
in a heap of twisted metal

1 mazes are huge!  Clearing lat er

levels requires a great deal of skill
and a good memory to remember
where those last few dots are!

▪  T h e  Block Town level from
Pac-Mania borrows heavily
from a well-known
plastic construction toy!

0. T h u n d e r  Wade turns
vertical scroller as the
chopper flies through
canyons using some
neat parallax effects

gish, and as the gameplay is very,
very unexcit ing,  i t  only  takes a
couple of goes for boredom to set
in. I t s  such a shame to see such
brilliant graphics and sound being
used to dress up a turkey like this.

With the addit ion of  new inter
,  o p
,

mission screens, Pac-Mania pro-
vides plenty  of  fun for Pac-Man
fans, and should definitely be tried.

Pac-Man in mid-bounce,
attempting to avoid
his spectral enemies

77AP! 64 March 1988 4 1
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SONIC BOOMBOOM

Level one ot SEGA's difficult and rather bland shoot 'ern up,
Sonic Boom

One of the simpler SEGA products
to appear at  the ATEI was Sonic
Boom, a vertically scrolling shoot
'em u p  s et  ov er contemporary
landscapes.

Taking control of a jet fighter, the
objective is to fly into enemy territ-
ory and destroy a set target, start-
ing wi t h  a  la rge a n d  heav ily
defended aircraft carrier.

The jet 's arrnoury comprises of
rapid-fire guns and a complement
of three smart bombs (detonation
of which is possibly the highlight
of the whole game).

The opposition's hardware con-
sists of  mobile tanks, static gun
emplacements and waves  upon
waves of  aggressive aircraft. The
resulting h a i l  o f  fi re  i s  rat her
difficutt to evade and destruction
of the jet signals the reappearance
of ear l ier  s c reens  wh i c h  a r e
negotiated once more.

Secondary armament is obtain-
able on contact with red and white

42 ZZAP! 64 March 1988

parachutes wh i c h  occas ionally
appear on destruct ion of  enemy
craft. A small fighter becomes • at-
tached' t o  t he player's  jet  and
thereafter acts as a second gun.
Several fighters can be collected
to create a small 'formation' which
fire in unison.

Loss of ships is reliant upon the
precision of enemy fire: secondary
ships may  be picked of f  one by
one, and a direct hit on the jet itself
destroys the whole formation.

Sonic Boom's graphics are sur-
prisingly bland for such a recent
game, wi t h  uninterest ing pas tel
landscapes a n d  fairly  s tandard
sprites. Only the set targets have
any real appeal,  but  t he player
doesn't really have that much time
to admire the scenery while under
the enormous  amount  of  enemy
flak!

The game plays very much like
Flying Shark,  and doesn' t  of fer
anything that hasn't  already been
seen.

GALA GA
88
First there was  Gataxians. Then
came Super Gataxians, Galaga
and Galpus.  No w c omes  Atari/
Namco's la t es t  ins t al lment  —
Galaga 88.

The ac t ion is  very straightfor-
ward: first of all the player decides
whether to use a single ship, or two
ships joined together for extra fire-
power. After that, the aliens swarm
on f rom the lef t  and right  hand
sides of the screen to form a group
in true Galaga style. Once they've
all arrived, the attack begins with
fervour. If left alone, a large alien
from the top of  the pack comes
down and extends a tractor beam.
which sucks up the player's ship(s)
If t hey  s t ray  int o i t s  prox imity .
These lives are 'lost', but may be
reclaimed if  the alien is  shot, t o
t o m a double ship or a giant blas-
ter ship (if a double ship is reco-
vered).

After the second attack wave,
the p lay er  part ak es  i n  s o me
'galactic danc in' ,  where f orma-
tions o f  unaggressive alien craft
emerge f rom either s ide o f  t he

XYBOTS
Atari's Xybots is very much like a
3D Bezerk-cum-Gauntlet clone.

One or two players take control
of Major Rock Hardy and Captain
Ace G u n  a n d  blas t  t he i r  wa y
through a  series  o f  3 D mazes,
picking u p  ex t ra weapons  and
goodies as they go. The action is
displayed using split screens, with
a status panel above each. Both
players run down the corridors,
blasting any  Xybot  robot s  who
dare show their metal faces, and
dodging s hot s  f rom t h e  mo r e
aggressive droids.

The c ont rol met hod i s  quit e
unusual: as well as the back, forth
and side-to-side movements, the
joystick is also twisted to spin the

P. P l a y e r  one arrives at
the supply centre

screen and are blasted for extra
points. Destroying them all results
in a  'perfec t  ' bonus  o f  10,000
points.

If you think all this sounds a little
like Galaga — you're right. The first
few wav es  o f  Galaga 8 8  are
replicas of those on Gaiaga, and
initially there doesn't  seem to be
anything new on offer apart f rom
some lovely graphics and thump-
ing good sound effects. However.
by wave five things change — the
player first survives a short verti-
cally s c rol l ing journey  be f o re
reaching t he play ing area.  This
section offers plenty of targets to
blast, and more than a few hazards
to avoid! As the player progresses.
the v ert ic al ly  s c ro l l ing  p a r t s
become longer and more hazard-
ous, and aliens become increas-
ingly aggressive.

Galaga 8 8  i s  v ery  colourful
indeed, and has  some excellent
sound effects, alien speech and
tunes. E a c h  ' galac t ic  danc in
wave is brilliantly choreographed
to move in t ime to the music, and

viewpoint, s o  t hat  players  may
look all around them. This is a very
useful feature, since robots  tend
to leap out f rom side passages!

Coins are picked up along the
way, and when t he heroes  exit
f rom t he  maz e b y  fi nding t he
elevator down t o the next level,
extra weapons and features can
be bought ,  inc luding extra shot
power, extra shields, maze map,
slow energy drain and robot map.

Occasionally t he players face
the giant master Xybot in a one-
on-one duel. Failure to beat him
means the end of the game, while
victory ensures progression.

Xybots provides plenty of chal-
lenge and fun, especially in t wo
player mode, and the gameplay is
different enough to keep you piling
in the ten pences. Look out for it.
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there a r e  s o m e  g r e a t  ' c u t e '
touches! Although the basic idea
is quite old, the game is very play-
able and was  the highlight of  the
show for both Steve and Julian!

yr- X y b o t s  otters some great robot-blasting action

to T h e  end screen of Galaga 88
gives a summary of the
player's route and
effectiveness of shooting -  an
occasionally depressing
statistic
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WARDNER
Platform addicts are sure to like
Taito's Wardner,  a  Ghos t s  ' n •
Goblins clone.

The hero and his girlfriend are
out for a stroll when all of a sudden,
evil Wardner appears arid spirits
away t h e  h e r o ' s  bet ro t hed.
Anguished and generally peeved,
the hero dec ides  t o  set  about
rescuing h i s  k idnapped lov er.
However, the road to Wardner's
castle is  a long and treacherous
one, and involves crossing mons-

to T h e  hero comes unstuck in Wardner

ter infested forests, swamps and
lava pits.

Extra weapons and treasure are
picked u p  along the way  as the
hero batt les across the Scrolling
landscape, and there's a shop at
the end of every level where treas-
ure can be exchanged for useful
items.

Although Wardner is devoid of
originality, i t ' s  surpris ingly play -
able and keeps  y ou feeling f or
loose change.

P. T h e  hero and heroine of Wardner are about to discover that you
should never accept a lift from a stranger

.111r1m.: :  •
H E Y ! !  T W O  F R I E N D S ! !

; I ' L L  T A K E  Y O U  T OFA N TA S IA .
FOLLOW M E !
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Take on the
challenge of

tthisrealistic
fl ightI
simulator 1
and survive
in the skies.

SEGA M e g a  Cartr idges give you screen af ter  screen of
real ist ic ,  eye-opening graphics,  excit ing adventures and hour
af ter  hour of enthral l ing gamesp lay.

1

c sraway., there was a special land.
Where peaceful draeonslived peacefol
lives. Until the attach. Vicious
creatures seching !mai extinction tor
the (a v e s .  *ion areW t h e i r  final hope .
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1

Fly a F14 supersonic
jet fighter in battle
with enemy aircraft
and helicopters
avoiding ground to
air missiles; timing
take off and landing
from your aircraft
carrier: an absolute
must for your
collection.
AVAILABLE MARCH

the famed arcade hit ZAXXON can
w be coloyed in the privacy of your

bottw in 1-D scope • Ev ade obstructi
no v e

waits and the laser barrier. kdvance
onward to draft*  the enemy -
llequires 3-1)1)*SSC5.
Ale Jla AXLE NOV.
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Thrill to
- the gripping,
- realistic

pace of this
breathtaking
Racing Car
Adventure!

4

Your cutnrades ha we been trePPed hY
enem.t troops, 'o u r t O  take
an a r m ultr e d hU gitt t o  r e v ut,  the ta .
VW action packed thootinggame

requiring a kiit u i eye and a stead
t _itadd• Req s
u I re s 
U g h !  
p h a
s e r _

mritu41/4 MAW Pi

I I I • • • • • • • • • • • • • • • • • • • •

Fly over the ba rrie rs. Careen around
the cOrtwr$ •  i n  a bight!. competitive
race against the ciocis
,AsAn.KILE Nins _  _

P L U S  3 0  O T H E R  E X C I T I N G  T I T L E S
Available from leading stores of Woolworths. John Menzies. Toys R Us, Kids Store, Toy and Hobby. Harrods,
Selfridges. W.H.  Smith, Virgin and your local computer dealers.

This etching strategic space fkinan2gante wisp require  o
l  . i . 0  to re%cur tour

rue llteS hi& A A  I pcomrades front an Wien ticemhip,
A vA l l , 4 h t  o f t ALtitun 'atr

Enjoy the thrill of
speeding over the
world's famous
roads in this Racing
Car Adventure.
Realistic effects as
lane changes, uphill
and downhill
terrain, sudden

, curves and many
more exciting effects.
AVAILABLE NOW
scrims ,iwg like n eras M O& Max hin•

•
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*  Extremely compatible
•  Xcellent value
*  Compact size
*  L o w  noise
*  External 8/9 switch
*  Rave reviews
*  Attractive appearance
*  Turbos, no problem
*  O n e  year guarantee
*  Runs cool
*  +Direct  drive motor

my only complaint was
that the label on the front of
the drivewas put on crooked I "

I wish the Excelerator had come
out two years ago

New lower price
Excelerator+
& GEOS
El 29-95
Excelerator+
& GEOS, PLUS
Freeze Machine
El 49-95
New lower price

A superb bundling otter 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 w h i c h  in clu d e Calculator, No t epad , A l a rm ,  e t c
Many more extensions are available, such as geor,ALC, geoDEX, etc
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admirably throughout. I t does
exactly what the 1541 does

Geofile
Geocalc
Geodex/Deskpack
Writer's Workshop
Fontpack I
Geospell

Prices include VAT Delivery FREE
Send cheque/ P 0 or ACCESS/VISA detail!
,Or phone with your ACCESS/VISA NO,
Same day despatch whenever possible
Govt. • educational P.  PLC orders acce
Callers welcome, open 6 days 9 30-5 30
Nrxt day delivery 15. 00 extra

"...the drive does have
dramatic improvements over
the 1541 in quality and
reliability.

" T h e  Excelerator+, though,
seems to cope faultlessly with
commercial software . "

Ight

Available from good computer stores or direct from Evesham Micros

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 .  l i V I V1  1 4 S E

T i e l e x  : 3 3 3 2 9 4
F a x :  1 0 3 8 6 1  7 6 5 3 5 4

This package formerly retailed
for E49.95
but you can obtain it
absolutely FREE with the
purchase of an Excelerator+,

rd rather buy an
Excelerator+ than a 1541C or
a 1570 or a 1571 "



The Harlequin casts his masked gaze over.finxter from Magnetic Scrolls. Datasoft's graphic adventure Gunslinger. Infocom's borderline
Borderzone and Alternative Software's Football Frenzy.

And there's hope in the Vale for lost souls, plus more of that Kayleth solution. So gird your diamond-studded lo ins. . .

BORDERZONE
Infocom, E19.99 Commodore 128 disk only

ehind th e  I ron
Curtain l ie s  a
world of espion-
age, i n t r i g u e ,
devious plots and
death, a n d
infocom's B o r -
derzone takes the
player in to  this

atmosphere of spy vs spy with a
real-time' adventure f u l l  o f
hrills, spills and suspense.

Borderzone is written in  three
chapters — The Train,  The Border
and The Assassination — which are
played in any order, though the
game works best when they're
tackled in sequence. Each chapter
is played against the clock, which
is set to run quicIdy or slowly to
suit the player's nerves.

THE TRAIN
Clattering along a win try land-
scape in a draughty train compan-
ment, the player is on his way to
Vienna via the (fictitious) neutral

country of Litzenburg, lulled into
a restful doze by the rhythm of the
train's movement. But his simple
life i s  suddenly ma d e  mo re
interesting wh e n  a  wounded
American spy enters the compart-
ment and hands him a document.

The American explains that he
has been discovered b y  t h e
authorities and must escape thetrain. He asks that the document
be delivered to his contact on the
platform o f  Litzenburg station.
confiding that this will help pre-
vent the assassination o f a top.
ranking American diplomat. His
departure is swift and leaves no
time for argument, and the player
has little choice but to do as he
asks.

The essential idea of The Train is
to hide all evidence of the meeting
with the American spy and of his
document, avoid arousing th e
authorities' suspicions. leave the
train without being followed and
safely deliver the document to thecontact.

This first scenario is a little disap-

pointing — it's quite easy to com-
plete, involving only eight loca-
tions, and is over very quickly. The
only challenge is remembering to
do everything to cover one's tracks.
such as hiding the film and remov-
ing the bloodstain.
THE BORDER
In the  second part the player
changes character — now you're
the injured American spy who left
the train rather hurriedly in the
first section. The spy finds himself
cold and alone near the border,
and has to get across without being
discovered.

Hampered b y  tracker dogs,
guards and a mysterious group of
men in a car. the American has to
traverse dark forests, swamps and
deep snow before attempting the
border crossing. There's also the
injury to his left arm and the bitingcold to overcome.

This chapter is played in  'fast
time'. although thankfully it can
be slowed down i f  the  pace
becomes too hectic iwhich i t
does).

Once again, the general idea is
to cover your tracks and carefully
avoid discovery. But the actual
puzzle content is very limited and
instant arrests are far too common.

THE ASSASSINATION
In the third chapter of Borderzone,
the player is a third character — a
double agent trying to prevent the

assassination of the American dip-
lomat wh ile  making the  KGB
think he's actually planning it. The
action takes place in and around
Ostnotz square i n  Litzenburg,
packed with security forces. Mov-
ing around and exploring the area
is dangerous and, once again, great
care must be taken not to arouse
suspicion.

Borderzone is unusual in its sub-
ject matter. but Infocom imple-
ment it very well and succeed in
giving the player a feeling of being
there_ The game comes with those
now-expected lit t le  extras that
Infocom provide with their adven-
tures — a book of matches, a busi-
ness card, a map and a very amus-
ing phrase book/tourist guide.

However, it's much too easy.
and I'm not sure I like the built-in
hint system (I prefer invisiclues).
Apparently this is a marketing ploy
— the player succumbs to the temp-
tation of reading the hints, quickly
finishes the game and soon needs
another Infocom product to play!
Yet perhaps Infocom are releasing
too many games, and should sit
back on their laurels and come up
with some deeper plots.

ATMO SPHERE
INT ERACT IO N
CHALLENG E
O VERAL L
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84%
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adventure

JINXTER
Rainbird/Magnet ic Scrolls, E19.95 disk only

Ming on the bus.
heading home ,
you sleepily con-
clude that life in
Aquatania i s
good. At least, it's
been good until
recently — b u tnow luck seems

to be running out for the small
community and its inhabitants.
Slowly, menacingly, a feeling ofbad fortune has settled o ve r
Aquatania. This new gloom hasn't
made much impact on you yet, but
it will a s  soon as you get off
the bus.

Approaching your Front gate,
you are suddenly visited by a repr-
esentative of the Department of
Guardians. He has been sent to tell
you why Aquatania is losing its
luck — and that you have been cho-
sen to do something about it.

A group of mischievous witches
have been plotting behind the
scenes t o  subvert society and
change the fortunes of the land,

the Guardian explains. COntillti•
ing, he tells you that to combat
these evil enterprises you must
Find five special charms and a bra-

ken magic bracelet.
Once a l l  these have  been

located, the bracelet can be reas-
sembled and, together with  the
charms, used to combat the power
of the witches and return good for-
tune to the land.

Jtnxter is full of characters you
can communicate with, including
a megalomaniac gardener, a trig-
ger-happy postmistress a n d  a
none-too-intelligent p o s t m a n
called Poor Bloody Lebling p re -
sumably a reference to Infocom
programmer David (Zork• Sorcerer
Leblingl

But none of these Aquatanians,
or even the many dangers that are
to be found in  fimaer, should
bother the player too much — you
can't die. This may at first takc the
thrill out of the adventure, but as
its style  becomes familiar the
player finds it  works very well,
allowing you  t o  get the  most
enjoyment out of Jirtrer without
too much caution.

Unfonunately disk access is hor-
rifically slow. Waiting as long as 40
seconds fora reply is common, and
no matter how good an adventure
is, that's quite a drawback.

The graphics are detailed anti
colourful (although slow to load).
and some objects In them can be
manipulated in minor ways even
when their presence isn't men-
tioned in the text description.

The prose itsellis positively drip-
ping with atmosphere, and often
amusing.

finxter is a large game with a
multitude of tasks to attempt, a
very impressive parser and an
unusual plot. It's a must fo r all
disk-drive-owning adventurers.
though the  disk-access t ime is
extreme and contributes to  the
low Interaction percentage.

91%

87%
83%

KAYLETH
US G O LD/ADVENTURESO FT
The description of the tablet found
in the tree last issue includes a clue
to what to do next: break it to find
a wand wh ich  requires closer
inspection for an idea of its pur-
pose. Now it's time to head back to
the elevator and level M I.

Find the nearest A
-
L a p  
c h a m b e
r

and input the code EPO. This takes
you to a bricked-off corridor which
is cleared using the Dexta cartridge
and a quick blast of the plasma
bolts. However, now is not the
time to venture beyond this point

we shall return here later.
Go down and enter another

code. AKN, to arrive at a rocky
knoll. Heading southeast and then
west from here takes you straight
into a fracas with some ferocious
Zemps. Never fear, the rod is here.
Whirl the cord to  frighten the
Zemps away, Now go south and
pick up the dime you find; then,armed with the three silver items,
the cubes rod and pyramid (you
did bring them, didn't you?) boldly
go west. The walls of the derelict
hall close In on you, but don't
panic.Enter the Socle for a clue. Listen
to the voice and drop the silver
three to descend and escape the
crushing walls. Go down to meet
the High Priest and take the mortar
and the pod (the lenses and pyxis
are no longer required). Go up and
re-enter the Sode but don't daily

ATMO SPHERE
INTERACTIO N 7 6 " / 0
CHALLENGE
O VERAL L

SERIALISEj

N U M B E R
SOLUTION'
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 (PART FIVE)
in the hall — go east. Examine the
pod and mortar for clues to their
use and head back to the local
Azap chamber.

Input ma p  code ELY, go up,
enter the elevator and press the
button for the ground floor. Go
back to the bar where you found
the Qnuts and have a chat to Broz-
nak the landlord, Give h im the
dime to gain access to the culxiid
and go east. Take the bottle you
find and examine it. look at the
screen while you're here and dis-
cover what ' Kayleth • means,

Head back through the archway
and go east to  the dome con-
structed of prisms. Drop the bottle
and the mortar, then go west and
north. Examine the mine dome for
a clue t o  which cartridge you
should insert before venturing
inside, and go into the dome. Once
inside, head east and have a look
at the machines in the Chromazin
reprocessing room. Remove the
Sena and insert the Masta car-
tridge, go west and enter the hover
plate.

This is where Yagmok's coat
comes in handy — it provides light
when you're down the mineshaft.
Down, southwest and then south
from the hover plate brings you to
a pool in which a pair of photon
cutters lurk. Take them and go
north, northeast, and down to the
mine face.

1
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GUNSLINGER
Datasoft/LIS Gold, €14.99 disk only

hey're big boots
to fill — but any-one can be the
next tough man
of the Wild West
in Guns l i nge r ,
where the player
is a Fully-fledged
cowboy. Shoot-

ing cardsharps, robbing banks,
saying things like 'howdy pard•
nee and generally being a nur•
sance to the very lapse law in them
Our parts y o u  can do all the
macho things those root in' tootin •
men did.

The player is a  retired Texas
Ranger, Kip Starr, whose friend is
facing a  Mexican  hangman's
noose. It's up to Kip to rescue him
— but not before the obligatory
shoot-out with the Dalton boys, a
fight with  them pesky redskins,
and a  perilous journey across
treacherous wastelands,

Gunslinger is a game of trial and
error g iven  the very limited voc-
abulary, the player has only to try
the commands obviously perti-
nent to each situation and the cor-
rect instruction is  soon found.
Needless t o  say, t h is  greatlyreduces the interest.

The th rill o f the poker game,
Kip's fear as he confronts gunmen
in a  life-or-death shoot-out —
Gunslinger fails dismally to evoke
these feelings.

Most of the screen is taken up by
a poor picture of the current loca-
tion, and there's also an on-screen
list of words available to the player
(which are  typed o r  input b y
selecting words with  a joystick-
controlled cursor). Below is a loca-
tion 'description' (extremely brief)— and each new location has to be
loaded from the disk.

Fortunately this takes surpris-
ingly little time, probably because
the pictures and text use very little
memory, so it's by no means tedi-ous.

It's a shame the same can't be
said about the game itself. There's
very lit t le  t o  d o  and  see i n
Gunslinger, and once again the
world of Commodore disk-based
adventuring takes a  giant leapbackwards.

DiN

L)

Cut the ore and take it back to
the reprocessing room, remem-
bering to replace the Masta car-
tridge with the Sena before enter-
ing the hover plate. Place the ore
in the chute, press the button and
retrieve the c-emzs tube. Return
to the rutted track outside the
mine and discard the coat.

Go back to Yurek's department
and give h im the pod (he looks
hopeful), then take him through

E X A M I N E  AL
Paul Bosley is stuck at the black tower in Kentilla. where the ward is
stopping his progress. He has the staff and has said •Sagagoo' but is still
having no luck. He's also having trouble with The Secret of Life — he can't
get out of the yellow cave. Can anyone help him? (Paul agrees with my
less-than-praising review of The Secret of Life, though he's determined to -
finish it.) His address, for any would-be rescuers, is 17 Mullins Close -
Oakridge. Basingstoke. Hampshire RG21 2QU.

Gordon McIntyre has written to ask if I'm to take the place of the
White Wizard and undertake an Infocom-seeking trip to America. The
simple answer to that is that I won't in the foreseeable future (humanly.
foreseeable future. that is) — though I agree it's a very interesting idea.'
Thank you for your adventure tips, Gordon.

Brian Stephens of Birmingham is 'stumped on how to make a fishing
rod' in Guild of Thieves. Well. Brian, you need the cue, needle/thread an
the maggot from the tub (found under the bed in the servants' quarters).
He also asks if I could include more tips for older adventures such as The
Hobbit and Mordon's Quest. One tip that I can provide straight away for
both these is that if they're not in your collection yet, they should be.
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writes to ask I l l  could print his club's address — he'd like all you clever
contacts out there to send him your hints and tips for his files.
mastery of the Queen's language is much better than my Norwe
Here's his address: Adventure Aviletingen. PcPstboks 191. 1349 Ry
Norway.

Goblin Towers is troubling Stephen Fenton of Stoke-on-Trent.
like to know if it is possible to scale the castle wall, and how to open th
grate which is locked from the inside, If anyone can help with this gam
write to Steve at Chestnut Tree House. Puddy Lane. Stanley. Stoke-on-Trent,
,Staffordshire ST? 9L11.

Remember y o u ' d  like the chance to adorn yourself in a ZZAPI T-shirt
(though you wouldn't look quite as good as I do), write to Examine All,
MAP! 64, Pt) Box 10, Ludlow. Shropshire SY8 MB.

the archway (he is protected f rom
the rays by the pod) to the elevator
and level M2. Leave the elevator
and go west, insert the tube in the
indent and then do the same with
Yurek. This series of events trans-
forms you from an android into
your old Zyronean self!

Stay put and wait for the final
instalment next  month, when
Yurek will put an end to the domi-
nation of the tyrant Kayleth

FOOTBALL
FRENZY
Alternat ive Software, €1.99 cassette only

his unusual adv-
enture is alterna-
tive software in
more ways than
one — the player
is cast as man-
ager o f  a  less-
than-successful
lootball t e a m .

it itsdmit  Rangers, and attempts
to get them into the Cup Final, The
adventure starts on a Wednesday
and the player has just three days
to 'fulfil his dream'. But Mu mhy's
Law rules and everything that can
go wrong does.

Written u s i n g  Incen t ive 's
Graphic Adventure Creator. Football
Frenzy has poor, blocky graphics
and bland location descriptions
like 'You are in a corridor. You can
go east'. In the first location, the
manager's office, the text says the
player c an g o  east o r  nor t h —

though in fact only west and north
are available. This sloppiness is
unforgivable in a game marketed
as a professional product.

A telephone index found on the
manager's desk has the phone
numbers of  important  contacts —
all of which are engaged at the start
of the game, wast ing the player's
lime and doing nothing to draw
him into the adventure.

Interaction work s  reasonably
efficiently and the game under-
stands logical commands we ll,
though the limitations of Incen-
tive's u t il it y make  themselves
obvious. Hu t  gameplay doesn't
score a single goal.
AT MO SPHERE
INT ERACT IO N
CHALLENG E
O VERAL L
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adventure

Once more you appeal to my better nature and wheedle
some help from one who knows. Walk wi th me now
through the Vale and see some secrets revealed

V A L E
OF

H O P E
THE HI TCHHI KER'S GUI DE TO THE GALAXY (Intocom): In the
Bugblatter beast's cave, cover your eyes with the towel. Look under the
seat in the Presidential Speedboat. Enjoy the poetry on the Vogon ship.

THE BOGGI T (CRL):  Throw the chocolates through t he window.
Smash the trap door in part two. Attack the Beholder in part three_

M1 NDS HA DO W (Ac t iv is ion):  Bang the rock on the steel to attract the
ship to the beach. Fight the man on board the ship in part two. Search
the man in part three and take his hat.

NEVER ENDI NG STORY (Ocean):  In part one, wait  unt il the eyes
blink and then go south. Say 'please' and go east to finish the game.

CASTLE OF TERROR (Mel bour ne House): Move the sack in the
mill,  then remove the rung f rom the ladder. Examine the ruins in the
church to find the cross.

I NFI DEL (I nfocom):  A pole is useful when on a barge.

PI RATE ADV E NTURE  (Adventur e International ): Crocodiles eat

"A)ete ore Sov,
res  tbot

IOU (\o
'01 ot\e'ne

.)Ate yoV tegAy.ftr

9 6 6 J  k ' f n i t t s 6V
.

•

fish. Pirates are a rum breed.

K NI G HT ORC ( Rain bird):  Grok has a map. The marrow is a mite small

PLUNDERED HEARTS (Infocom):  Spice makes the seducer sneeze

Clever
Contacts
All you wimps out there who can't complete
adventures without help — take heart. In these
hallowed pages are the names of your saviours, the
lads and lassies of the human race who offer aid to
the struggling Balrog-basher. Seek the game which
is troubling you —and if you find it, rejoice, for help
is but a phone call or letter away.
Adventureland, Adventure Quest,
Arrow of Death I, II. Ballyhoo,
Blade of Blackpoole. Borrowed
Time, Buckaroo Banzai, Castle of
Terror, Circus, Colditz, Crystals of
Carus, Cutthroats, Dallas Quest.
Dungeon Adventure, Emerald
Isle, Empire of Kam. Enchanter.
Erik the Viking, Escape from
Pulsar 7, Espionage Island, Eye of
Bain. Feasibility Experiment,
Forest at the Worlds End, Ghost
Town,  Golden Voyage, Gremlins,
Gruds in Space, Hampstead.
Heroes of Karn, Infidel, Invincible
Island, Kayleth, Kentilla, Leather
Goddesses Of Phobos, Lords of
Time, Lucifer's Realm, Magicians
Ball, Magic Stone, Mask of the
Sun. Mindshadow, Mission
Asteroid, Moonmist ,  Mordon's
Quest, Mystery Funhouse, The
Mystery of Munroe Manor. Ninja.
Perseus and Andromeda,
Pharaoh's Tomb, Pirate
Adventure, Planetfall, Pyramid of
Doom, Rebel Planet, Red Moon,
Return to Eden. Ring of Power,
Robin of Sherwood, Savage Island
I. Secret Mission, Ship of Doom,
Sorcerer, Sorcerer of Claymorgue
Castle, Souls of Darkon,
Spellbreaker, Spiderman, Strange
Odyssey, lass Times, Ten Lit t le
Indians, The Count, Golden
Baton, Hobbit, The Institute.
Jewels of Babylon, The Journey,
Never Ending Story, Pawn, Time
Machine. Wizard and Princess,
Quest of Merravid, Tower of
Despair, Tracer Sanction, Twin
Kingdom Valley. Ult ima I. IIJ fl y .
Urban Upstart, Ulysses and the
Golden Fleece, Valkyrie 17.
Velnors Lair, Voodoo Castle,
Warlords, Waxworks, Winter
Wonderland, Wishbringer,
Witches Cauldron. Wizard Akyrz,
Wrath of Magra, Zork I. II & Ill,
Z22.Z.
Bob Shepherd,  106 Highl ie ld
Street,  Coalv ille,
Leicestershire.

Heroes of Kam, Bored of the
Rings, Gremlins, Voodoo Castle,
Z'am Zala Bim, Mugsy's Revenge,
Tropical Adventure, Dracula, Holy
Grail, The Pawn, Return to Oz,
Masters of the Universe, Robin of
Sherwood. The Fourth Protocol,
The Price of Magik,
Chr istophe Brassart, 67 rue de
l 'Abbe Lemire, 59200
Tourcoing,  France.

Tower of Despair, Dracula,
Adventureland. Zirn Zala Him,
Castle of Terror. Time Tunnel,
Eureka.
John Paterson, 8 Bracadale
Road,  Balil leston, Glasgow
G69.
Tel: 041 771 7729.

Mordon's Quest, Spiderman,
Hacker
Nigel 'Nemesis' Richardson.
Tel: 01 360 8325.

Zork I. II & III, Adventureland,
Dangermouse in BEC,
Earthbound, The Helm, Mane
Celeste,Temple of Terror, Valkyrie
17. Temple of Vran. Mask of the
Sun. Lords of Time, Dallas Quest,
Infidel, The Mystery of  Munroe
Manor, Gremlins, Supergran,
Planetfall, Ulysses, Blade of
Blackpoole. Seastalker. The
Hitchhiker's Guide to the Galaxy.
Ult ima III, Search for King
Solomon's Mines, Skull Island,
Murder on the Waterfront,
Suspended, Cutthroats, Sorcerer.
Enchanter, Ninja,  Stranded, Hulk
Mindshadow, Lord of the Rings,
Stareross, Sub Sunk, Worm in
Paradise, Hampstead, Classic
Adventure, Colossal cave,
Terrormolinos. Robin of



Sherwood, Sherlock, Sorcerer of
Claymorgue Castle. Emerald Isle,
Wizard of Akyrz. Return to Eden,
Red Moon, Never Ending Story,
Escape From Pulsar 7. Perseus and
Andromeda, Golden Baton, Bored
of the Rings. Empire of Kam. Ket
3, Feasibility Experiment, Lucifers
Realm. Pilgrim, Secret Mission,
Treasure Island, Wishbringer,
Circus, Arrow of Death I & II, Ten
Little Indians. Ring of Power.
Quest for the Holy Grail, KentiIla.
Margot Stuckey,  14 Mar ampo
Street, Marayong,  NSW 2148,
Australia.

Houghton—Le—Spring, Tyne
and Wear DH4 7RP. Bally Hoo, Bored of the Rings,

Borrowed Time, Deadline,
Emerald Isle, Enchanter. Eureka
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(German, Arthurian,  Roman),
Gremlins, The Hitchhiker's Guide

Leather Goddesses of Pho bos, to the Galaxy, The Hobbit, Leather
Zork 1,11 & III. Deadline. Planetfall, Goddesses of Phobos,
Infidel, Cutthroats, Ballyhoo, Mindshadow, The Mystery of
Lurk ing Honor.  Seastalker, Munroe Manor,  Moonmist ,  Pirate
Bureaucracy, Trinity. Moonmist, Adventure, Planetiall, Planet of
Hollywood Hijinx,  The Death, Knight  Orc (part one),
Hitchhiker's Guide to the Galaxy, Seastalker, Ship of Doom, Spell
Wishbringer, Sorcerer, Breaker. Spiderman, Starcross,
Spellbreaker, Enchanter, The Stationfall. Tass Times, Lurking
Pawn, Ult ima I, III 6- IV, Sherlock, Horror, Tracer Sanction, Valkyrie
Gremlins, The Hulk, 17, Very Big Cave Adventure,
Terrormolinos, The Fourth Wishbringer, The Worm inProtocol, The Hobbit. Paradise, Zork 1, 11 6- 111.
Billy Kavanagh,  49 Drake Hall, Ian Gay, 18 Earsdon Close,
Westhoughton,  Bol ton, Westdenton,  Newcastle-upon-Lancashire BL5 2RA. Tyne NE5 2RL.

Zork I. I i&ffl ,Trinit y ,  Pawn, Guild
Never Ending Story, ZZZZ, The of Thieves, Knight  Ore, Jinxter,
Quest for the Holy Grail, Moonmist,  Hollywood Hijinx,
Tony Kinnear ,  49 Wainwr ight Cutthroats, Bureaucracy,
Avenue,  Hutton,  Br entwood, Wishbringer, Red Moon. Worm in
Essex CM13 2SZ. Paradise, Snowball, Return to

Eden, Price of Magic, Macbeth
(parts one, two and three). Kings

Imagination, Never Ending Story, Quest II, Adventure Quest,
Terrormolinos, Twin Kingdom Colossal Adventure, Dungeon
Valley, Bugsy Malone, Adventure, Leather Goddesses of
Hampstead. Robin of Sherwood, Phobos, Fourth Protocol, Lord of
ZZZZ, Quest of Merridavid, Upper the Rings. Bruce Marshall,  3
Gumtree, Merseyside Avenue,  Corfeton,
Craig Hunter ,  32 lowick Close, Cheshire CW12 4J2. Tel 0260
Elm Tree Farm, Stockton-on- 279786.
Tees, Cleveland TS19 DTI  Tel:

The Hulk, Spiderman, Voodoo
Castle, Hobbit, Pirate Adventure,
Merry Christmas, Robin of
Sherwood, The Price of Magik.
Lord of the Rings.
Nigel Leather,  45 Mor eton
Street, Wi nni ngton,
Nor thwich,  Cheshire CW8
4DH.  Tel:  0606 781028.

The Golden Baton, The Worm in
Paradise, The Hobbit, The Fourth
Protocol (part three only).
Andr ew Blackman,  133 Ashen
Drive, Dar tford,  Kent DA1
3LY. Tel: 0322 76887 5.30-
8.30pm.

Dungeon Adventure, Lord of the
Rings. Quest for the Holy Grail,
Hampstead, Lords of Time, Inca
Curse, Espionage Island, Planet of
Death.
David Lemon,  14 Nor ton Place,
Dunferml ine,  Fife KY 1 1 4RH.
Tel: 0383 728353 after  6pm
Monday-Fr iday.

Leather Goddesses of Phobos, Zork
III. Terrormohnos, Never Ending
Story, Heroes of Karn, Mission I .
Gremlins, Robin of Sherwood.
Ron McKenzie,  3 Sliverstream,
Freystrop, Haver fordwest,
Dyfed SA61 2SN.

Adventureland, Sub Sunk. Heroes
of Karn. Empire of Karn, The
Mystery of Munroe Manor,
Hacker, Classic Adventure, all
early Infocom titles
Chris Fleming, 235 Meoia
Road, Port Chev,  Auckland,
New Zealand.  Tel:  867074.

Voodoo Castle, Heroes of Karn,
Pirate Adventure, Ten Litt le
Indians, Hobbit, Lost City,
Gremlins, Wizard of Akyrz, The
Quest for the Holy Grail, Zim Sala
Bim, Island Adventure, Castle
Dracula.
Paul Flanagan, 6 Corry,
Belieek, Co Fermanagh,
Nort hern I reland.  Tel:  036565
594.

Upper Gumtree, Bugsy Malone,
Never Ending Story.
Craig Hunter,  32 Lowick Close,
Elmtree Farm, Stockton-on-
Tees, Cleveland TS19 OTJ. Tel:
0642 587789 between 4pm and
10pm.

The Hobbit. Erik the Viking. Castle
of Terror, Eureka, Voodoo Castle,
The Count, Heroes of Ka rn,
Empire of Karn, Zork I & III,
Exodus, Uhima III, The Boggit,
Lords of Time. Never ending story,
The Hulk,  Temple of Terror,
Ult ima IV, Seabase Delta, Kentilla,
Valkyrie 17, Sherlock, The Fourth
Protocol, The Helm, Wizard of
Akyrz, Perseus and Andromeda,
Lord of the Rings (part one),
Emerald Isle, The Quest for the
Holy Grail, Hacker, Colossal Cave.
Steven Kelly,  4 South View,
Whins Lane,  Slmonstone,
Burnley,  Lancashire B312
7QU. Tel: 0282 74765 6pm-10
pm.

The Hobbit, Seabase Delta.
Kentilla, ZZZZ, Spytrek, Robo City.
Imagination. Demon Knight,
Kobyashi Naru, Tower of Despair,
Time Tunnel,  Citadel of Chaos,
Eureka. The Sorcerer of
Claymorgue Castle.
Paul Hardy,  33 Fir Tree Drive,
Wales, Sheffield S31 8LZ.

The Hitchhiker's Guide to the
Galaxy, Zork I Er II. Planetfall.
Leather Goddesses of Phobos,
Cutthroats, Infidel, Stationfall,
Dave Rogers, 15 Elm Terrace,
Westfield,  Radstock,  Bath,
Avon BA3 37(P.

Amazon, Borrowed Time, Castle
of Terror, Castle Adventure,
Computer Adventure, Dracula
(part one), Grand Larceny,
Haunted House, Himalayan
Adventure. Labyrinth, Mad
Mummy ,  Mindshadow. Murder
on the Waterfront, Never Ending
Story, Nirna, Raka-tua Volcano,
Scroll of Akhbar, Seabase Delta.
Silver Mountain,  Sub Sunk, The
Boggit. The Dallas Quest. The
Hobbit, Ult ima IV, Voodoo Castle,
Zork I. 11 & Ill. ZZZZ,
Mar i o Moeller,  38 Greenvale
Drive, Greenvale, 3047,
Victoria, Austral ia.

Ultima IV, The Bard's Tale,
Voodoo Castle, Phantasie I, Never
Ending Story. Dracula, The Price
of Magik, Borrowed Time. The
Pawn, Seabase Delta, Deadline,
Zork III, Wishbringer,
Derek Wong,  42 Ingram Road,
Thor nton Heath,  Surrey CR4
8EB.

The Hitchhiker's Guide to the
Galaxy, The Hobbit, Lord of ale
Rings. Shadows of Mordor.
Warren Lee Melia,  1 Thor nhi l l
Avenue,  Richton,  Blackburn,
Lancashire BB I 4EZ.

Castle of Terror, The Hobbit, The
Hulk, Mindshadow, Holy Grail,
Redhawk, Snowball,  Sub Sunk,
Twin Kingdom Valley, Voodoo
Castle.
Jeff Gillan, 50 Tynedaie
Crescent, Penshaw,

0642 587789.
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COMP

HUNT THE
PREDATOR
AND WIN A DAY AT
COMBAT ZONE

You've seen the film and read the review. r  now take part in the real
thing -  well almostl Winners of this great Activis4on competition will be
able to recapture the excitement of the hunter and the hunted during a
day out at Combat Zone (for an in-depth feature see ZZAPI issue 31).

Ten lucky finalists, plus selected members of Activision and the ZZAP
4team will be treated to a full day in the woods, blasting paint at each other

plus a copy of Predator - the game.
There are another 25 copies of the game on offer to runners-up, so

there's every chance of strolling off with a prize.
To take part in all this combative entertainment, all you have to do is

find the number of Predators hidden in the wordsquare below. Write your
numerical answer on a postcard or the back of a sealed envelope and
send the finished article to: HUNT THE PREDATOR COMPE11T1ON,
MAP! TOWERS, PO BOX 10. LUDLOW. SHROPSHIRE, SY8 1 DB, to
arrive no later than th4k6th of March.
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: R O T  A D E R  P A D O R P :

The first ten correct entries ottigge sack will be
notified as soon as possible, so please
remember to enclose your name, address and
telephone number if possible.
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THE START OF SOMETHING NEW
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YANKEE-PANKY
Chris tmas is over, and I wonder how many new computer owners
there are in the country. Signifi cant ly fewer than there were this t ime
three years ago. I imagine — the Commodore has v irtually
disappeared f rom Britain's  shops, and everyone I know who has
recent ly bought  a new computer has gone for a 16-Bit machine,
despite the prohibit ive sof tware prices.

The Commodore indust ry  is fl oat ing magically  in mid-air,
supported ent irely by its commerc ial success three years ago. But
the buoyant  American market  guarantees the Commodore's
immediate future — if not the quality  of its software.

The American infl uence is good for those who prefer strategy
games and adventures;  American houses produce fine games in
those genres. But  American arcade games at then worst  degenerate
into horrible and vacuous fi lm tie-ins with no artistic ment  and lit t le
entertainment  value, and at their best subst itute 'special effects for
playability  and content.

Look at it this way. The Spectrum can be compared to a low-budget
Brit ish TV series; poverty  (of technical capability, in the Spectrums
case, not of money) forces the producers to concentrate on the
aspects of  a drama which really  make it wort h watching and
remembering,  rather than rely on v isual effects. But  the
Commodore's  sprite facilit ies and sound often encourage game
writers  to act like Hollywood directors wi t h mult i-mill ion dollar
expense accounts.

That 's  not t rue of all Commodore arcade games, of course.
Hewson's  [ I ndium has good graphics and excellent playability.  But
does anyone remember those 'f ractal graphic ' games, wi t h layers
and layers of astonishingly clever landscapes? They looked
wonderful,  but  were dull to play — Act iv is ion's The AkioIon
part icularly  so.

Sof tware producers can get away with these faults — all computer
games are deceptively interest ing at first sight, because they move.
I remember being enthralled by those very first dedicated 'pong'
machines, on which you played an extremely primit ive kind of table
tennis wi t h two crude bats and a square ball. I was fascinated by
mov ing something on a TV screen — that was the most powerful
at t ract ion of the 'pong'  games. They  were never very playable,
lacking the desperate tacky addict iveness of other early games Like
the Breakout  clone group;  one soon realised there was no real way
of mak ing the ball spin, and that  the strategic possibilit ies were
therefore limited.

The movement  was the fascination, and though were are all very
blasé now, that 's still part of our reaction to arcade games. If a board
game has cheap and shoddy physical components, badly writ ten and
scanty rules and nothing of interest  for the players to do, it 's not
likely to impress anyone —even at first encounter. Even if it's glossily
packaged, it will disappoint  players who have to do something active
to enjoy a non-computer game.

But  computer games move and take quite a lot of the onus of
creat ing interest from the player. They stand in a grey area between
active and passive enjoyment;  between sports and involv ing games
on the one hand, and TV, c inema and theatre on the other. So
computer sof tware can somet imes get away  wit h being bad in the
same way  that  fi lms and TV shows can.

This  fi lm isn't very well-wnt ten,  the plot is highly  implausible and
I could pick any number of holes in it, the act ing is pret ty awful .  .
but  all the same there are some entertaining moments in it, and I only
went  to see it to sit back for a couple of hours and relax, and it's worth
E2.50.

This  game is really very s imple and silly, but  for a while there's
some interest in t ry ing to make the lit t le man jump over the pool arid
reach the Crystal Of Eternal Life hanging from that t ree. . ,  and the
mov ing snakes are very well-animated.

This  passive at t itude to TV, fi lms and computer games is
understandable,  and it 's all very well if there are also good fi lms
being made and good games being produced. And, after all, finding
something good in most fi lms and games is the sign of a receptive —
rather than overbearing and all-exc luding — crit ical facility. So don't
despair of Commodore sof tware's increasingly  American tone.

Next  month I 'll discuss the dif ference between strategy and
s imulat ion games and games in general — and in the meant ime,  don't
keep your v iews to yourself  I

1



OKINAWA I
PSS, E4.99 cass,
E9.99 disk

nother Sec ond
World W a r
game;  this  t ime
it 's one  o f  t he
Classic C o n -
fl icts s er ies  o f
old PSS t it les  at
reduced prices.

By M a r c h
1945, t he advanc ing All ies  had
reached t he is land of  Ok inawa
in s o u t h we s t  J a p a n .  T h e y
wanted to capture it to use as an
aubase a n d  harbour  f o r  t he i r
Invasion o f  J apan -  a n d  t h e
Allies cons idered t heir  assault
on Okinawa a dress rehearsal for
that invasion.

As so of ten in the Pacific con-
flict, t h e
-  
J a p
a n e
s e  
r e
s i
s t
a n
c e

and All ied losses were massive.
Kamikaze pilot s  sank 36 Al l ied
ships; 50, 000 US t roops  we r e
injured o r  k i l l e d ,  1 0 9 , 0 0 0
Japanese d ied .  I n  t he  f ac e o f
these fi gures ,  Amer ic an  c om-
mander Douglas MacArthur had
to revise his  es t imates  f or t he
capture of  Japan it self  -  af ter
Ok inawa he expec ted t o  need
five million men and suffer a mil-
lion casualt ies. So t he Ok inawa
experience helped persuade the
Allies t o  use nuc lear weapons
and e n d  t h e  w a r  w i t h o u t
another great batt le.

But i n  PSS's recons t ruc t ion
this h is t or ic a l  bac k ground i s
merely an excuse for yet another
game i n  prec is ely  t h e  s a me
mould as Falklands 82 and I wo
Jima. I f  you've s een ei t her o f
these, you've seen Okinawa.

Units s t ar t  a t  s ea a n d  a re
landed on the island. Then they
crunch a round  t h e  lands c ape
discovering enemy  unit s ,  s up-
plement ing their own fire power
wit h offshore assistance. There
are minefi elds ,  l o n g  r a n g e
sharpshooters, a n d  rules  t h a t
limit  ac t ion in  a t urn t o eit her
moving or firing. Every thing that
can possibly be t he same as in
Iwo Jima and Falklands 82 is the
same; nothing is added or taken
away. I f  you like I wo Jima you'll
like Okinawa. End of rev iew?

Well, not  everyone has played
those other t wo is land-bashing
games, so p r o c e e d

Af ter choosing f rom a gener-
ous eight  dif fi cult y  levels ,  t he
player ( wh o  leads  t h e  A l l i ed

forces) i s  pres ent ed w i t h  a n
unexc it ing t wo - t o n e  m a p  o f
Ok inawa.  The scenery is vaned
by mount ains ,  minefi elds .  v i l -
lages (which are not named,  and
are repres ent ed only  by  dots )
and n u mb e r e d  beac h-heads
(seven, d o t t e d  a r o u n d  t h e
coastline). A l l  t hes e  f eat ures
impose the usual k ind of  move-
ment  penalt ies on units crossing
them.

The g a m e  p r o c e e d s  i n
s t raight forward t w o - p h a s e
turns, wi t h the Allied forces get-
t ing t hei r  mov e fi rs t  af t er t he
computer h a s
posit ioned t h e  J a p a n e s e
defences. Th e  play er has  t e n
units  on the fi rst turn. Ten more
arrive on t urn three if  weat her
condit ions a r e  f av ourable f o r
landing,  a n d  o n  t u rn  16 -  by
whic h t ime t hey  are very  wel-
come -  another fi ve arrive.  A l l
player unit s  s tart  of fshore and
are pos i t ioned a t  o n e  o f  t he

seven beachheads ,  wh i c h  a re
arranged a r o u n d  t h r e e  ma i n
points, t h u s  ma k i n g  a  t hree-
pronged attack possible.

The c omput er  aut omat ic ally
deals wi t h  each of  the player's
units in t urn dur ing t he ac t ion
phase. On  a unit*s fi rs t  turn,  i t
can both land and then move or
attack; on  subsequent  t urns  i t
can move or attack, Characteris-
t ic of  the Ok inawa-s ty le games
is t h e  wa y  t he  play er selects
whic h enemy unit  to attack: the
computer highlights  the nearest
possibility  end asks whet her  i t
is t h e  t arget .  O n  a  negat iv e
response, i t  goes  t o  t he  nex t
nearest. I t  w i l l  h a p p i l y  g o
through all enemy unit s  v is ible
on the screen, pay ing no at ten-
t ion at  al l  t o  t he range of  t he
attacker.

This  is  f rust rat ing,  because if
you at t empt  to attack a unit  out
of fi ring range the unit  loses Its
turn:  and it's easy to hit the joys-
t ick but t on and at tack  by  mis-
take.

An inf ormat ion panel a t  t he
top of  the screen describes the
unit  current ly  in use, giv ing its
name, its fi ring range, its move-
ment  range,  i t s  defence fac tor
and its aggression factor.

Sit t ing on top of a minefi eld or
being up a mount ain increases
the def enc e fac tor,  mak ing  i t
more di f fi c ul t  f o r  enemies  t o
harm t he unit .  The aggress ion
factor is  a n  indicat ion o f  h o w
effect ively t h e  u n i t  c an fi ght ,
and i t s  reduc ed i n  c ombat  -
when it reaches zero, the unit  is
eliminated,

You c a n ' t  ex amine  e n e my
units  at all, but  when you decide
to a t t ac k  o n e  a l l  i t s  v a lues
appear in a s imilar panel at  the
bot tom o f  t he  screen.  Du r i ng
combat  -  which, like movement,
occurs ins t ant aneous ly  -  y o u
can watch the aggression factor
of both units go down.

The Al l ied forces are div ided
into infantry, armoured and art il-
lery divisions. The infant ry  div i-
sions have a range of  only  one
square, t he armoured div is ions
have a  range o f  t wo,  and t he
art illery  can fire f rom a great dis-
tance.
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The Japanese are  equipped
only wi t h  infant ry  and art illery,
so i f  y ou range t ank s  agains t
their me n  a n d  pi l lbox es  t hey
can't  shoot back.

But t he Allies '  major weapon
is the gunship line, which hovers
offshore and rains naval gunfi re
on any  part  of  the is land. Af t er
mak ing an ordinary  attack wi t h
a land unit ,  t he player can -  in
the early  turns  of  the game,  at
least -  have a go wi t h  t he big
guns. A n d  i n  t h e  ear ly  t urns
naval fi re  ef fec t ively  prov ides
t wo at tacks per  t urn on every
enemy unit.

It seems  wis e not  t o bother
res t raining your naval the, as its
quickly eroded by enemy act ion
anyway  - at the end of each turn
the player has to watch,  power-
less, as  s ubmarines  s t alk  t he

gunships a n d  p l a n e s  a t t ac k
them.

It's diffi cult  to plan a strategy
in Ok inawa s imply  because the
Japanese forces remain so well-
hidden i n  wha t ' s  pres umably
the is land's  t h ic k  jungle,  a n d
since t h e  v i c t o r y  c ond i t ions
declare t h a t  t h e  A l l i es  mu s t
eliminate all Japanese forces on
the i s l a n d  i t ' s  nec es s ary  t o
search every corner of  the map.
All you can do is send units  of f
hopefully  in  random direc t ions
and k e e p  t h e m mov ing  u n t i l
they f all over a Japanese div i-
sion. It then makes sense to stop
and shoot, and, if  your unit  sur-
vives. t o  c ar ry  o n  b l ind ly  i n
search of the next vict im,

And t h e  o b v i o u s  b r o a d
approach -  a  t hree-pronged
assault -  is  sugges ted by  t he
fixed beachheads.  L i t t le scope
remains for the st rategic  imagi-
nat ion of the player.

The units  appear as t iny  and
indis t inc t  counters  on  a  back-
ground v isually  ident ical to Iwo
Jima and the Falidands in PSS's
other s imilar games.  And  on a
less-than-perfect  colour TV  it 's
diffi cult  to make out  which side
each unit  belongs to -  only  col-
our dist inguishes them.

The s t r a i g h t f o r w a r d ,
unadorned nat ure o f  Ok inawa
may appeal to some players, and
the e ight  dif fi cult y  levels  pro-
vide a  progres s iv e long- t e rm
challenge. But  anyone who has
Falklands 82 or  I wo Jima wil l
fi nd nothing new in Okinawa.

It's no t  unplayable;  y ou can
spend a happily  diverted af ter-
noon root ing out  t he Japanese
and wa t c h i n g  y o u r  guns hips
being bombed.  A n d  t he E4.99
cassette vers ion is  reasonably
good v a lue f o r  s omeone wh o
part icularly  l ik es  t he  prev ious
games f rom the same mould,  or
hasn't  got either of them.

Ok inawa is also on PSS's com-
pilat ion Confl icts 2, where it can
be had wi th Battle for Mi dway
and I wo J ima for E12.99 on cas-
sette or E17.99 on disk,

PRESENTATION 59%
Dull a n d  occas ionally  a wk -
ward.
GRAPHICS 51%
A drab, featureless landscape,
t iny  indis t inguishable unit s  -
hardly  s tate-of -the-art  Co m-
modore graphics.
AUTHENTICITY 70%
Launching surprise attacks on
enemy u n i t s  i n  t h e  unde r -
growt h is atmospherically  con-
vincing, t hough I 'm beginning
to think every island campaign
was  conducted along ident ical
Imes!

RATABILITY 64%
A clumsy orders system of roll-
along menus doesn't  seriously
impair playability.

OVERALL 64%
Reasonably pr i c e d -  b u t
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ZZAP! 64 March1988 5 5
Of°



STRATEGY

DESPATCHES
FIGHTING OLD BATTLES
Dear Philippa
I'm glad to see a regular slot for
war games in ZZAPI .  It is. how-
ever. unfor tunate t ha t  t he r e
don't seem to be a great many
new releases of  'pr oper ' w a r
games at the moment,

Perhaps you could review a
war game from the past which
has pr oved ver y popular ,  but
may not be known to new war-
garners such as me.

Also, have you ever reviewed
the Wargame Construction Kit?
As I ' m  n o t  t h e  gr e a t e s t
strategist in the world I was hop-
ing t hi s  m i ght  he l p  m e  t o
improve, but I don't know if the
kit allows you to play against a
computer oppone nt  o r  j us t
against another human

A Lovell, Salisbury.
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I 'm often asked w hy  I  haven't
reviewed cer tai n games.  o r
requested t o  c o v e r  p a s t
releases. B u t  t h e  w a y  t h e
magazine works prevents this
kind of omniscient view -  I  can
only review the games that are
sent to me That 's  rarely more
than t w o a  month.  I  haven't
received a  copy of  SSI's War -
game Construction Kit yet, and
until I  do I  can't comment on it,
much as I 'd like tc0 And I  have
the same pr obl em w i t h past
games.

War games have l ong shel f
lives, and I  agree that i t would
be very useful to new war-gam-
era t o  d o  a  retrospective o f
golden oldies -  but I 'm afraid
Sean Masterson took his library
with him! Still, if loan manage to

round up the back catalogue of a
few companies there might be
some such article soon

PI

Dear Philippa
With the present Gulf crisis, do
you think US Gold will be making
an •incredibly realistic simula-
tion' of the said situation? Judg-
ing b y  US  Gol d's att i tude
wouldn't dismiss the possibility
lust yet!

What has  happened t o the
charts y ou menti oned? Ther e
were entry forms in Issues 29
and 30. but nothing in Issue 31.
Did it slip your mind?

Lastly, I 'd l ike t o tr y boar d
war-gaining A s  t h e r e  a r e
magazines for role-players, such
as Whi te Dwarf, I  was wonder-
ing i f  there are any specialist
publications or shops for board
war-gaming.

Lee Carl, Sunderland.

There a r e  magaz i nes w hi c h
cater for  miniature and boar d
war-gaming; they can be found
on sale in any large city branch
of WH Smith, But I don't know if
there is a specialist publication
for boa r d war -gami ng alone.
Does anybody have any sugges-
tions?

PI

Dear Philippa
I was somewhat amazed to see
Tony Bai ley recently wr i te t o
you about there being no Get-
tysburg simulation for the C64
There is a very good Gettysburg
disk-based pr ogr am f r om SSI
easily available in the UK.

You cannot have obtained a

catalogue from Strategic Plus as
I suggested in my previous letter
(naughty girl) -  the Gettysburg
game and three other  simula-
tions of Amencan Civil War bat-
tles in the series are listed (and
minireviews given) T h e  other
three bat t l es  a r e  Ant i etam,
Shiloh and Chickamauga. They
are i ntensel y deta i l ed w i t h
superb manuals, maps, colourful
graphics, m a n y  opt i ons a n d
superb gameplay.

I have no connection with any
firm -  I 'm just sad that  other
war-game-lovers don ' t  k n o w
about many of these excellent
games.

Thank goodness you are giv-
ing excel lent reviews of  SSG
games. Russia is the odd one out
menu-wise i n SSG's series of
battle games y o u  will find that
Battlefront, Battles in Normandy
and thei r  latest Hal ls of  Mon•
tezuma all use identical menus,

Halls o f  Montezuma is now
available and is even better than
Battles i n Nor mandy (you can
get it from Strategic Plus). Also,
SSG is about to release six US
Civil War battles on one disk.•
Keep up the good work.

Mel  Buckton, Watford.

The standard of presentation of
SSG games is superior to that of
SSI's
• 
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selection t o suit al l  tastes and
interest Bot h houses produce
excellent games for the serious
war-gamer. But something puz-
zles me; why is it that specialist
war-game publ i sher s a l ways
call themselves by a three-letter
acronym?

PI

Russia a nd Battl es i n Nor mandy.  whi ch have  al r eady been

11
0Many thanks to those who answered my plea for the solution to

Shard of Spring unfor tunate l y  I 've been unable to implement it,
and I think there might be a bug in my copy. In the secret passage
dungeon hidden in the mountains,  I come across what appears to
be a  force field; m y  par ty is continual ly looped backwards and
cannot proceed. I f this is a puzzle and not a bug, all I need now is
the solution to it

I 'd l ike to pr int strategies for other SSI games in future issues,
but I can only do it if you submit them, and I 'd particularly like to
see suggestions for  successful play in the excel lent SSC, games

tewed in Manoeuvres.  But hints, tips. strategies and POKEs for
:war  or strategy game ever produced for the Commodore will

be equally welcome!
Lords of  Conquest from Electronic Ar ts relies on a few very
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that though it's enjoyable it's too easy once you've worked out how
to win.  Here are some guidel ines to help you get the sulky corn-

•-' . put e r  opponent to throw in his electronic towel:

Some territories are utterly use-
less. such as  those on smal l
islands wi thout a resource-pro-
ducing territory_ Be happy to let
the computer, which likes con-
quenng anything available, take
them over,

Conversely, bl ank temtor ies
next to resource-producing ter-
ritories are of vital importance.
Make sure your  resource-pro-
ducing ter r i tor i es a r e  w e l l -
guarded in the initial selection.
and go for adjacent resource ter-
ritories i n  particular .  I n  t h e
selection phase, the computer's
tactic is to stop you bui lding up
a power block. It's probably bet-
ter not to return the attack

Wood equal s power ,  espe-
cially if you're playing on a map
made up of lots of islands. It's a
good tactic to try to grab all the
wood during the territory-selec-
tion phase, build a boat as soon
as possible,  l oa d i t  w i t h  a
weapon and a horse, and set sail
for t h e  computer 's treasury.
Absurdly enough,  i t wi l l  often

position thi s on a  smal l  sel f-
owned island before there are
any boats  o n  t h e  boar d:  i t
doesn't always notice that there
is a chance of a boat being built
immediately
. Build cities aggressively Not
only do they count toward the
victory condition and double the
resources all  around,  but  they
add defensive and aggressive
points to their own and adjacent
territories; so bui lding one on
your front l ine can make more
sense t ha n  bur y i ng i t  de e p
within your own land.

If you're playing on the high-
chance level, always take risks if
there's nothing more construc-
tive to do that turn. Even unpos-
sible odds can pay off occasion-
ally.

Don't forget to move weapons
into territories as you conquer
thorn. Though you run the risk of
losing t he m  i f  t he  attack i s
unsuccessful, i t 's  vi tal  t o  get
your armaments arranged in an
pattern useful for offence.
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rt of the Don Dore Nostalgia Collect,

kensed Worldwide by Don Dare Ltd,
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Commodore 64 1  cassette 0195 disc 111.95
Spectrum 41111281+2 cassette LZ 951+3 disc (14.95
Amstrad CPC cassette L7.95 disc t 14.95

Play Dan Dare - or the Mekon in this foiiaw up to Dan Dare
-
. " T h e  P i l o t  o f  
t h e  F i
i t i r
.  t h e  
1 1

game that %Kis voted the ZZap 64 Arcade Adventure of 1986, ond was deciared a Crash
Smash, C V G  Hit! A Sindair User Classic, and your Sinclair Mega Game, Dan Dare -
Mekons Revenge is not to be missed!

decidable Pon, off good niecaien or direct from Virgin Garnet. 24 Vernon Yard, Portobedo Rood. London Wit 30X,

Commodore Screen

story fo
The Mekon has a s  ever, £ o i .  revenge on
the Planet Earth. in this bid to become ruler of earth the
has developed a new genetically engineered race
SUPERTREENSI
To save the earth someone must destroy the Melton space ship
before the Super treens can be launched. There is only one way to
defeat the Mekon -  face to face. There is only one man for this
mission. D A N  D A R E !
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69 - 71 High Street Alfreton Derbys TEL 0776-636781
Official Com B u s i n ess  Centre

HEY 411/C'D•
Just look at our Excellent Service and Guarantees...
*led have to be a Bandit to get a Setter Deal!!
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Jis technology
advances. new and

more unusual
applications are found
for computer systems.
ho•til have thought that

computers w Quid he used to
colour old black and 14 hite

films, or be ahklo telly nu the
quickest way todrise home?
Soijust what has the future

in store torthe computer?
IZAP! takes a look at some of

the predictions seen in sci-fi
films over the last 32 years.

4 Some ideas seem quite
plausible, others

completely ludicrous
, or are the?

Julian Rignall and
Steve Jarratt report. 111
110ZZAP164 March 1988 61



Inside the MCP, Flynn (Jeff BrAliges)talke to RAM (Barnard
Hughes)

the Les& S t e t
-
t i g h t e r  
I N  
i n t e r e
s t i n g

instimuch that the storyline
involves a computer acting as a
talent scout. ' l
a s t  
S l a t  
l i g h t
e r '

arcade machines appear up and
down the country and are played by
millions of avid video garnet h
Little do players realise that what
theyle actuallv playing is a

62 ZZAI164 March 1988

simulation ot a real space battle,
When Ales Grogan (Nick r 'aside)
breaks the world record and
finishes the game, he's tracked
down and whisked into space to
tom the Slat tightei t orps and tight

in a stellar wai
RidletS t  Oti '‘ Blade Runner. set

in 2028, sees computers used
criminal investigation. Harrison
herd plays Rick Deckarti, a
futuristic private eye who's given
the lob of backing down the
replicants - genetically engineered
humans_ Amongst his equipment

V A l e x  Grogan Wick Cas t*  goes through Ns p r e
-
g o m e  e A e r C l i e u e

Iii The Last Startoghter

is a Voight-Kampf compuici
w
h
i
c
h  
i
s  
u
s
e
d  
t
o  
d
e
t
e
c
t  
r
e
p
l
i
c
a
n
t
s
L
.

their lack of emotional rcspouse t,
set questions, and a home
computer capable of breaking
down and enlarging sections ot
tiotuigrani phiititgiaphs

In a Sillailar vent itobucim 14es
pOnettill maiithuiite computer to
identify a suspect. Having taken a
photograph of his quarry. ROtIOCOp
(Peter Weller l feeds the picture into
the Police Headquatters computerwhich then identities the character
by breaking the photo down into
tour parts • hair , eyes, nose and
mouth. dild Inkling the best
possible mulch trom its data base of
id e n t ikit  ph:ture s.

imputers are often seen
pei forming medical functions, such
as the diagnostic unit in %lien. andthe one used in Outland to
determine the type of drug being
used by the men who cai.upy the
mining settlement on hi

After a few brief shins tit shifting
it) molecular models, the nun
finally displays the drug's
thadeL:tilar StfueiuiC and its
chemical 101111110a. a complex task
but one which still remains a
conceivable expansion ut today 's
technology
. Robert 14'ne's heavily
technology-nriented thriller, The
Andromeda Strain also employs
iiimputers to carry out the more
repetitive ILIIICII011S of research. A
deadly sii us is unwittingly brought
back to Lan h at a id ti space probe
and a seem labotatory is assigned
to had the antidote in a race against
time. C'omputers are employed to



A Terminator offers a brief look at
a Weak computer-controlled
future

monitor the effect of different
chemicals on the virus which is
finally contained and destroyed.

The intensive data-handling
properties of computers use often
recognised by film-makers. In
remake of the classic 'SA Min The
Fly, David Woneriberg utilises d
large computer system it ingaitibe
and co-ordinate the immense
amount of data necessary for the
successful breakdown and
It A  typical home computer of

2017,as depicted in
Stade Runner

reconstruction of eccentric
Scientist Itrundle (Jeff t ;oitiblunij
- and his tiny passenger. The finalcut actually features screen

A home computer is used to
examine a hologram
photograph in Wade Runner

er
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A D a r k  Star's obstinate Bomb 20
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graphit, taken trom an Atari ST to
create the appearance ot
believable computer system

This theme is taken to its
extreme in Troll, where Flynn (JO
Bridges) is scanned by lase',
broken down into a string of data
and reconstructed inside an
intelligent mainframe computer,
which has an evil personality in the
shape of the malign Master Control
Program, effectively represented
by David Warner.

Many of the electronic
environment scenes were
produced, logically enough. bY
computer graphics, giving the hint
a strange , inherworldly qualityhithertrikire unseen,

Computers are being used mot,
and more as interpreters to cross
language barriers between racesand, as In Wins h  a Close
Facuuntersul the 11 bird Kind. even
species

The hist inictio live COnVe Sa
between mankind and aliens 'snots
Ise arrieriout under the auspicesril
a large maintikune. which
interpretsaild iesponds to the aural
and visual stimuli flour the alien
mothershipCr niununicat ion between nian
and toil ipuler is often achieved tly'
the apparently standard method of
voice activation. The next step
would therefore appear to be direct
links, via the nervous system One
uchexperimciit was carried out on

a homicidal ierorge Segal in The
Terminid Main

I l e  IC C t i n t p u t c r - c o n l i
.
, b i l e d

electronic terntinals ate implanted
into Segal's brain in order to
it:strain his violent lenitencies.
I rifortunately, he becomes
'addicted' to the signals sent to
cancel out his natural impulses and
incensed by the SellSatiOlib he goes
on a rampage of vitoleme andmurder.

Perhaps the ultimate extensionof the communications theme 'stile
link between man and machine by
thought alone Clint Eastwood
lindb that he has tothinli in Russian
trocontrol the superplane Fireluxthe film of the same name.

All aspects of the plane's
secondary functions are accessed
by merely 'thinking the required
commands. Pick-ups inside his
crash helmet amp' it% arid transiel
the minute signals, interpret them
and activate the specified
equipment, leaving the pilot tree Ili
handle the difficult job of actually
dying the MACH fi jet
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Thought transferral also
featured in the classic '50"s film.
Forbidden Planet. A huge alien
computer svstem (roughly cubic.
measuring 20 miles on a side) picks
up the subconscious thoughts and
fears of the stranded Doctor
Moebius (
W a f t e
r  
P i d g
e o n )
,  
a
n
d

translates them into a physical
entity: the monster from the Id.

An interesting, and not too-far-
fetched idea, is explored in
Douglas TrumbuIrs Brainstorm,
where emotions and experiences
are interpreted by computer.
captured on tape and 'played back'to another individual.

The system is finally used by one
of the women scientists, who has a
heart attack while alone in the
office, and the machine captures
her death throes, effectively, but
only fleetingly represented by some
incredible Trumbull effects.

Computers being used to work
out war strategies are nothing new.
and one of the first examples
appears in Ken Russell's 1967
adaptation of Len Deighton's
Billion Dollar Brain. An enormous
super computer funded by crazed
Texan Oil tycoon Ed Begley is the
'brains' behind a plan to bring an
end to communism. Michael Caine
playing Harry Palmer for the third
and final time manages stay alive
long enough to thwart the plan.
Nowadays the huge set with white-
coated technicians teeming
through lines and lines of
wardrobe-sized Honeywell
computers seems almost
laughable. but at the time the
technology was state-of-the-art•

Another war computer appeared
in WarGames (1983), which
features Matthew Broderick as a
teenage whizkid who taps into the
government's early warning
computer system via his modem.
Thinking that he has found a gamehe takes the side of Russia and
starts an "attack'. The computer
thinks it's for real and ends up
Irving to launch a missile strike!
Although the film is generally
corny, it does make one pause for
thought.
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A D a v e  Bowman Weir Duties) removes HAIL% central memory
circufts in 2001— A Space Odyssey

Technology goes one step •
further in Dark Star, John
Carpenter's superb 1974 black
comedy, which follows the antics of
four bored spacemen who've spent
the last twenty years travelling
around the galaxy destroying
unstable planets with an arsenal of
intelligent Thennostellar Bombs.
A freak accident results in one of
the bombs failing to launch, and it
sits in the bomb bay refusing to
defuse itself. Finally, one of the
crew has to go down and try to talk
the bomb out of detonating
with dire consequences!

Since thc conception of artificial
intelligence, computers have often
been portrayed as having
megalomaniacal tendencies, and
it's not uncommon to see future
civilisations and communities
being ruled over by their digital
counterparts.

John Boorman's Zartkia has an
intelligent computer acting as
nursemaid to two different human
cultures in the world of 2293:
providing weapons for the
barbarian faction and preserving
the memories and experiences of
the more advanced group,
effectively making them immortal.

Presented as an extremely
advanced system. the device is
constructed from a large diamond
crystal which stores its immense
wealth of data as patterns of
refracted light.

George Lucas' first cinematic
venture features a similarly
controlled populace. TRX 1138
focuses on the insular society to
whom THX 1138 belongs
(registration codes have long
replaced the family moniker tomake identification easier because
children are produced via test-tube
science rather than natural means).
Although no real hardware is
displayed, the ordered, antiseptic
environment is starkly brought
across. Robot guards patrol the
drug-restrained inhabitants and
THX's escape is successful only
v H A L ' s  brain centre with a

weightless Dave Bowman (Kan
-Duties) floating into view
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A T h e  Terminator lAmold Schwatzeneggell sets his sights on a
fleeing Linda Hamilton.

because the main computer decides
that the budget allocated to
recapturing him has been
exhausted!

Colossus: The Forbin Project
(101) involves the production and
operation of the largest computer
ever built - Colossus_ Designed to
handle most of the Western storld's
defences, the machine begins to
exhibit megalomaniacal
tendencies. With control of every
nuclear missile silo under its all-
encompassing circuits. (Colossus'
extensive communications
network finds and links up with the
equivalent Russian

supercomputer) global control ishisitheirstits. Mankind
(represented by the tormented
character of Forbin) has little
option hut to accept his neO, ruler.

Colossus itself is shown as a huge
series tof terminals and monitor
screens. very much in the vein of
the technology of the day. As it
grows in intelligence and power.
Colossus proposes plans for theconstruction of a voice activated
interface complete with eerie
metallic voice for himself, and
later. when asked if he is the most
powerful machine in the world.
Colossus replies that that honour is

v  D r  Chandra (Bob Balaban) reprogams HAL in 2010 - Odyssey
Two

to fall on the machine that he is
currently designing!

The theme of an intelligent
computer gone 'mad ' is brilliantly
depicted as a sub-plot in Stanley
Kubrick's 2001 - A Space Odyssey
. The success of the American
mission to Jupiter relies heavily on
the on-hoard computer -one of the
HALAtaal series of machines
(Heuristically programmed
ALgorithmie computer).

HAI. monitors all aspects of ship
functions and also takes time out to
busv the two conscious astronauts.
Dave Bowman Keir Dullea) and
Frank Poole t Gary Lockwood).
HAL is voice operated, with
replies being given in a soothing
male voice with a slight American
accent (Claude Flain.5). and is
capable of 'seeing' using the many

red lenses that are .posit toned
around the vessel. Discovery.

Having received secret orders
which contradict his fragile code of
ethics. HAL decides that the
mission is too important to be left
in the hands of humans, and
promptly kills the scientists in
suspended animation and the co-
pilot.

After retrieving his comrades
body, Dave Bowman re-enters the
Discovery and begins to shut down
HAL's main brain functions in
what proves to be one of the films
more harrowing sequences.

An updated and improved
version of the computer appears in
the sequel. -  Odyssey Two.The SAL-90011 comes with a lush
lemale voice and a blue lensinstead
of a red one!

Another computer with ideas
way above its station is the geodetic
construction which 'stars' opposite
Julie Christie in Demon Seed. A
giant research computer is put in
charge of the house and begins to
des clop a personality of its own.
Eventually it conceives a rather
disturbing example of the ultimate
computer/human interface, adevice which inseminates Miss
Christie. who then gives birth to a
rather unusual offspring _

Jratnev Cameron's Terminator
(1984) deals with a bleak future
where computers and machinesrule over human slaves. Arnold
Schwarzenegger plays the
Terminator, a qborg who travelsback in time to assassinate Sarah
Connor (Linda Hamihots). whose
child will lead the human resistance
army of the future. Mechael Richt,
starsas Kyle Rees. a member of the
army who's sent hack to protect
Sarah. 'I l e  computer got smart'he says It had connections with
everything - it started the war andnow it wants us all dead •

The ultimate logical extension of
the inte l l i
g
e nt 
c o m p
u t e r  
s y s
t e r
n  
i
s

proposed in Star Trek - The Modest
Picture, where the deep space
probe Voyager is detected by an
advanced alien species derived of
electronic ancestry.

Seeing the small craft as a simple
predecessor of themselves. they
construct a gigantic computer
system around Voyager to enable
Its data-seeking mission to
continue with optimum efficiency.
Again. intelligence increases to the
point where it begins asking itself
the prime questions: 'What am
Why am I here. Where did I come
from?',

The entity it has become
recognises its earlier programming:
to send signals back to Earth.
Believing its -
m a k e r  
t o  
r e s i
d e

there. the Voy age r being heads for
its home planet. where it
eventually merges with humans
(Captain Decker and Science
Officer Ilia) to transcend its purely
logical lifeform and achieve a
higher state of being. This signifiesthe ultimate evolution of the
computer: almost limitless
deductive powers plus the ability to
make emotive judgements about
the universe and act on them
accordingly

Hopefully, the far-reaching
vision of film-makers and writers
can help to inspire and guide those
with the technical ability to fulfill
the computer's pot,ential.
Imagination is only too often
limited by the constraints of
technology.
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TAKE A TRIP
TO THE BLACK

H
FIVE FIRST
PRIZES OF AN
ALL-
EXPENSES
PAID TRIP
TO
ALTON
TOWERS
PLUS 50
RUNNERS-
UP PRIZES
OF
APOLLO
18

Electronic Arts took one large step for mankind in releasing
their space exploration simulation, Apollo 18. To com-
memorate the event, they have on offer an all-expenses-
paid trip for five lucky winners to Alton Towers — Britain's
foremost theme park. Many pleasures await such as the
Black Hole, Grand Canyon Rapids Ride, the Corkscrew,
the newly-opened monorail — and many more exciting
rides and events. First prizes also include a copy of the
game and a selection of EOA paraphernalia: T-shirts,
mugs and so on.

There are also 50 runners-up prizes of copies of Apollo
18 on offer so, get your thinking caps on, and try to answer
the space-oriented questions set below:

1. Who was the first man in space?
2. Who was the first American woman in space?
3. Which Apollo mission was the first to land on the moon?
4. Who was the third man to set foot on the moon?

5. Who carried out the first spacewalk?
6. What was the name of the first working shuttle pro-
totype?
7. What were the first words to be uttered by the first men
on the moon?
8. How tall is a Saturn V rocket?
9. What was the name of the first habitable American
space station?
10. Which Apollo mission nearly ended in disaster?

Got them? Good. Write the answers down on a postcard
or the back of a sealed envelope and send them to: WALK-
ING ON THE MOON COMPETITION, ZZAPI TOWERS,
PO BOX 10, LUDLOW, SHROPSHIRE, SY8 1 DB, to arrive
no later than March the sixth.

Please include name, address and telephone number so
that we can contact you as soon as possible.
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ATHENA (Imagine)

YOGI BEAR
(Piranha)
Having trouble keepi ng Yogi
Bear out of the clutches of the
Park Ranger? Well,  Retoert W
Troughton of Keighley, W Yorks
has the answer in the form of
this quick and easy reset POKE.
Just load the game as usual,
reset the Commodore and enter
POKE 6478,0:SYS 2067 (RE-
TURN) for an unlimited supply of
Yogis.

NINJA
HAMSTER
(CRLI
If, by some strange and inexplic-
able reason, you're finding your-
self being beaten up by an evil
gang of marauding animals, try
out t his  RVV Troughton POKE
Just load the game, reset the
computer a n d  e nt e r  P O KE
18480,171SYS 16435. t o  s t op
any attacks.

TRANTOR
(US Gold)
No sooner out than cracked! The
hacking chap responsible for
these POKEs is David, who lives
in Kent.  He  has made things
considerably easier by sending
in s o m e  unl i mi ted e ne r gy
POKEs_ Loa d the  game a nd
reset the 64, so that you can
enter

POKE 6571,234 (RETURN)
POKE 6572.234 (RETURN)
POKE 6573,234 (RETURN)

Then type SYS 6454 to restart
the gone.

I'm sure you'l l  agree that playing Miss Warrior Queen (year
unspecified) is a pretty tough business. However, Athena has a
knight in shining armour going by the name of Kipperrnan, who's
helping her out with this unlimited energy listing. Type it in, RUN
the listing and press play on tape to become one totally hard
girlie.

so: 100 DATA 32. 44, 247, 32,
•  2 ,  169, 181
•1 110 DATA 141, 203,2,16
•  : 255,  255, 169
• 1 120 DATA 195, 141, 126,
sis
t
, 
1
6
9
.
1
7
3
,  
1
4
1

.
1 
1
3
0 
D
A
T
A 
1
0
5
.  
5
9
,  
7
6
,  
O
.

•  1 4 0  FOR L-415 TO 458:
▪ 1 5 0  POKE 157,128:SYS

108,245,169, 32.141,202.

9, 1, 141, 204, 2, 96,141.

1.169.1.  141. 127, 1. 96.

128, 0, 0, 0. 0, 0, 0, 0
READ A:POKE LA:NEXT
415

JACK THE NIPPER
(Gremlin Graphics)
If you type in the following listing and RUN it before pressing
play on tape,  an unlimited supply of Nippers are yours (god
forbid). Exceptionally useful, especially when used in conjunc-tion with the map.

•  I

•  I
•  I

• 11
•
fel
•  1

1111
•  1

100 DATA 32,44,247,32.108, 245,169,19,141,134,
9
110 DATA169,1,141.135,9,76.16,  8,169.32, 141.
114
120 DATA 6.169, 1. 141.115, 6, 76, 0, 6, 169, 238,
141.170
1300ATA 199, 76, 16, 128,1,2,3,4,5.6,7.8,9.10.
11, 12
140 DATA 13, 12.11,10, 9,8,7. 6, 5, 4, 3, 2,1, 0, 32,
32, 32
150 FOR L-256 TO 297:READ A POKE LA:NEXT
160 SYS 256

720
0 
(
U
S  
G
o
l
d
)

Kipperman, that prolific and slightly mysterious tipster, has
devised this l isting-without-equal which should help out all you
frustrated skaters -  it gives unlimited tickets, time and money.
Just type In the listing, RUN It and press play on tape.

• I1 1 0 0  FOR 1-=• 320 TO 376:READ A:POKE LA:NEXT•  I
I 1 1 0  POKE 157.1281SYS 320• 120 DATA 32. 86, 245. 169. 80, 141. 100, 8

es, 1 3 0  DATA 169, 1,141, 101, 8, 76, 16.8, 169
• I 1 4 0  DATA 193, 141, 224, 4, 169. 1, 141, 225
•  i 1 5 0  DATA 4, 76, 0, 4, 169, 173, 141, 28, 29
• I 1 6 0  DATA 141, 89, 31, 141, 24, 32, 141, 19
lot 1 7 0  DATA 34.141, 216, 21, 141, 113, 32
•1 1 8 0  DATA 169, 252, 141, 27, 46. 76, 80, 8
•  1 9 0  DATA 26, 26. 1, 16, 32, 54, 52, 32.9
et  2 0 0  DATA 19, 32, 20, 8, 5, 32, 23, 15, 18
• I, 2 1 0  DATA 19, 20, 32, 13, 1, 7. 1. 26, 9, 14

1 2 2 0  DATA 5. 32. 19. 9, 14, 3, 5. 20, 19. 12
I 2 3 0  DATA 9, 3, 5, 4. 32, 2. 18, 5,1.  4, 42

•  2 4 0  DATA 169. 13, 141, 208, 13. 76, 0, 192
•  I 250 DATA 173. 32, 208, 141, 33, 208, 238
•  ; 2 6 0  DATA 32, 208. 96, 169. 2, 141, 33, 208
•  2 7 0  DATA 108, 245, 3, 2, 12,1.  32, 2, 12, 1
•  2 8 0  DATA 32, 2, 12, 1, 32. 32. 32. 23, 8, 1
•  : 2 9 0  DATA 20. 32. 1, 32. 23, 1, 19, 20. 5, 32
• 1 3 0 0  DATA 15, 6, 32, 19, 16. 1, 3, 5, 32, 1
S
i  
3
1
0  
D
A
T
A 
1
4
,  
4
,  
3
2
.  
2
3
,  
8
,  
1
,  
2
0
,  
3
2
,  
1
,
3
2

41
1

S
i5
1
0
0  
D
A
T
A  
1
6
2
.  
2
9
.  
1
6
0
,  
2
,  
1
4
2
,

 I 110 DATA 86, 245, 162, 3, 142,
1 1 2 0  DATA 141, 96, 46. 76, 235,

•  I
1 1 3 0  FOR 1-= 528 TO 554:READ

• 1 1 4 0  NEXT:POKE 157,128:SYS
•  t

40, 3, 140, 41. 3, 32
206, 1, 96, 169, 181
2, 0, 0, 1, 1, 2, 2. 3
A:POKE L,A
525

•

•
•

OUEDEX (Thalamus)
If you're feeling a little down because you can't get very far
Stavros Fasoulas' latest, take heart! Here's a great listing •
that POKEs-person par excellence, Kopperman which givmited time. •

Simply type in the listing, RUN it and press play on tape -  y
know the routine, so get going. lab

de



OUT RUN (US Gold)
That fiat person, the Kipper man returns again with an ingenious
list to aid all you ailing Testarossa drivers. All you have to do is
Insert a rewound Out Run cassette into the C2N, type in the
listing, RUN it and press play on tape - and unlimited time isyours

•  I 1000  DATA 32. 86, 245, 169, 104 :
•

i
I l l  1010  DATA 141, 208, 8, 169, 57 ii
•
i  
1
0
2
0 
D
A
T
A 
1
4
1
,  
2
0
9
,  
8
.  
7
6
,  
1
6
,  
8 
1
1
0

•  I 1 0 3 0  DATA 169, 93, 141, 200. 4 i •i 1 . .
•1 1040  DATA 169, 1. 141, 201, 4, 76
ai
l  
1
0
5
0  
D
A
T
A  
0
,  
4
,  
1
6
9
,  
4
4
,  
1
4
1
.  
1
4
0  
I
l
l

i i
•  1 0 6 0  DATA 135, 76, 157, 148, 0, 1 1 0
o
:  
1
0
7
0  
D
A
T
A 
2
,  
3
.  
4
,  
1
6
9
,  
1
2
,  
3
2
.  
1
8
6  
1
0

•  i 1080  DATA 255, 32. 189. 255, 32 I *ii 1090 DATA 213. 255, 32.44. 247, 32 1
4 aral

I 1100 DATA 108, 245, 32, 86, 245, 96 l o• I
1 1110 DATA 238. 32, 208. 76. 252. 32 :  •

e
l  
1
1
3
0  
F
O
R 
L
L
-
-  
3
2
0  
T
O 
3
5
7
:
R
E
A
D 
A 
'

i •
• :  1140 POKE LA:NEXT 1
.
1 
1
1
5
0 
P
O
K
E 
5
3
2
8
0
,
0
:
P
O
K
E 
5
3
2
8
1
,
0 
I  
•

,
n
,
t

"' I 1160 POKE 157,128:SYS 320 i  le
0
1
i
r
e

_---deb,...-m-_,,,deb...-deb-di.--A, _  -  I

Rebb of Delta 87 also has a POKE for Out Run players, although
this one is merely for fun. Simply load and reset the game and
type POKE 33397.34. Restart by typing SYS 38045 and off yougo. Rubbish, isn't it?

FLYING SHARK (Firebird)
Good old Preben Hansen of Denmark has come up with the
goods for the cassette version of Firebird's difficult coin-opconversion.

Load the game with a reset switch Installed. When instructed
to reset the tape counter, stop the tape and reset the computer
as well. Now type the following lines of BASIC

POKE 12822.234; POKE 12823,234
. P O K E  
1 2 8 2 4 . 2 3 4  
( R E T U R N
)

for an unlimited bomb supply
POKE 7166,234:POKE 7167,234:POKE 7168,234:POKE
7169,234,POKE 7170,234:POKE 7171,234 (RETURN) for an unli-
mited supply of Tiger Sharks

When you've done that, you can get things going again by typ-ing

POKE 2048,162.POKE 2049,0 POKE 2050.160:SYS 4096 (RE-TURN?

And press the fire button and start the tape rolling!

ACTION FORCE (Virgin Games)
Mother quickly-developed POKE -this time for the toy-based
shoot 'em up. Pop the rewound tape into the deck, and typethe following

100 DATA 32, 85, 245, 169. 14, 141. 97. 3, 169. 207,
141, 98. 3
110 DATA96,169.173,141,  211.144, 141, 247, 144,
108. 253, 0, 14, 207
120 FOR L=52992 TO 53019:READ A:POKE
LA:NEXT:SYS 52992

1
I .
1
1.
l
e
1
le
1
11

Save it for future use. and RUN the listing. Press play on tape
when directed to do so, and the game loads and runs with
unlimited ammo, bombs and immunity to all attackers.

-
O
P

HYSTERIA (Software Projects)
Getting hysterical about Hysteria? Well, never fear, for Mr
Troughton is on the ball once more, with this helpful little listing
to give you unlimited energy. It also makes it possible to face
the end-of-level Guardian by collecting just one star! Type in
the listing, RUN it and press play on tape.

Also, to provide yourself with different weaponry from the
beginning, try typing some of these into the higliscore table:

JOFFA SMIFF
SLARTIBARTFARST
STEVEY BIG NOSE
JOE KISS A GRAM

CANNINGS
SOUND N VISION
TONY BARSTOOL
PLEASE CRASH
THE CBM AMIGA

-
I• , 1 0 0  DATA 32, 44,247,32, 108, 245.169, 99,141,134,
•  g  i •
•1 110DATA169, 1. 141. 135, 9, 76, 16. 8. 169, 112, 14t t
i e

i o
• 1 2 1 6
•  1 2 0  DATA7.169.1 ,141.217,7,76, 0.7, 169 , 96 . 1
41
,
•  2 0 4  •
• i  1 3 0  DATA 14, 169, 2, 141, 183. 15, 76, 0.8 t o 1
1

• , 1 4 0  FOR L=336 TO 380:READ A:POKE L A : 7 7  _ i sI 1 5 0  SYS 336 i •
er

You'll be able to tell If they have an effect, as they DON'T appearIn the highscore table!

VENGEANCE
(CRLI

This is a bit hard, so this Kipper-
man POKE comes as something
of a relief. Just load the game,
reset the computer and enter
POKE 3 0 0 6 0 . 2 3 4 . P O K E
30061,234 (RETURN). Now type
SYS 18432 (RETURN! a nd a n
Infinite supply of spaceships are
there for  your  enjoyment and
pleasure. Str i ke a  l i ght  a n d
squeeze me a lemon!

AGENT X II
(MAD)
Mastertronic still haven't sent
us this for review' Oh well, while
we're wai ti ng f or  our  review
copy, how  about  using these
two codes on yours.  Stephen
Bond fr om Sutton Coldfield in
the West Midlands has found
out that by typing GORMENGH-
AST or MEGALOMANIA, you'll be
transported t o levels two and
three respectively. Great!

RISK (The Edge)
Not content with POKEing Rygar, The Biz has also provided an
unusual listing for RISK. Load the game, reset the computerand enter this...

.
1
• 
1
0 
R
E
M 
M
U
S
I
C 
H
A
C
K 
B
Y 
B
I
Z 
O
F 
C
M
C

l 2 0  POKE 54296.15•
e
l  
3
0  
S
Y
S 
5
0
0
5
3

I 4 0  FOR L=1 TO 8:NEXT L
0:  5 0  RUN 3 .111

RUN the listing to hear that excellent Hagar tune. Press RUN/
STOP and try experimenting by changing the value of 8 in line
40. Wheee! What fun!

RYGAR
(US Gold)
I thought this conversion was
utter rubbish, but if you bought
it, try out these unlimited lives
POKE& Just load and reset the

game, s o  tha t  these
entered
POKE 3 8
1
9 ,
1
6 9

POKE 3820.191
POKE 3821.244

If you want to restart the game
(and I  can qui te understand i f
you don ' t )  t y pe  S Y S  2 3 2 5 .
Thanks to The Biz of CMC.

can be
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TIPS

S =  S TA R T D Y N A m I r E

a =  BIRD O W P / P E
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TIPS
DEFENDER OF THE CROWN •
The following listing enables you to start the game with men -
already in your army -  just replace the question mark with a
number between 0 and 255. Don't be too greedy, however, as
trying to move with too many c a u s e s  the game to crash.
Cheers to Mick Mills and Al -  t h e  college courses are
going well!

•
4
1
1
1
1
1
1
1
0
1
"
'

'
F
O
R

•1 A,8:NEXT
o

l A - - 4 0 9 6  TO 4203J'IEAD 8:T-7-- T+8:POKE I
N 2

• I  2  READ

es THE 8 : P O K E  5/788 0.8:S--813:0--,-C7:IF13<1 t •

I
s
o

•  4156

0; 3IF T-----I2036ANDS>3133ANDS<3900 THEN SYS 1 0

•

t
f
b

•  : 4 PRINT "DATA ERROR" o•

o

.1 70 DATA 1
6 9 ,  1 5 ,  
1 4 1 ,  
5 6 ,  
8 3
.  
7 6
.  
O
.  
8
0
,  
3
3
.  
4
2
,  
1
6
9
.  
t
o

-
o 16 141. 177,•1 •

l
o

••  I

• 0  20DATA 32,1469, 76, 66, 65, 169 1, 63.194,169,36,141,64, 794,169, t o

i

. 1
;
1
0 ,  
3
2
,  
1
8
6
,  
2
5
5
,  
1
6
0
,  
1
6
.  
3
2

16, 141,65. 1
9 4 ,  
7 6 ,  
1 8 .  
1 9
3

t
i

I 30 DATA 133, 173. /65, 1 7 5
, 2 0 1 ,  1 ,  .
1 0 4 ,  
7 4 0

• I  169, /6. 72. 1
6 9 ,  9 ,  
7 2 ,  
2 0 8 ,  
4

,208 10, 104 t o
.1 40DATA /65./73.145, 174.200,96, 169,8,170, 1
6 0 ,  t
•

t•

•  0 50 DATA 189. 255, 1
6 9 ,  0 ,  1
6 2 ,  2 ,  
2
0 0 ,  
3 2 ,  
2 1 3 ,  
2 5 5
,  
7 .

i •

• ;  120, 162, 255. 154, /89, 1. 17, 157
ri

•

l
•

•1 60 DATA 1, 1, /89. 13/, 17,157, 131, 1,202,208,241, 711Ie t 769, 16, 141. 134. 1, 76, 3. 2
t
o

I

le

i

•  1 46, 8, 169, 80, 1
4 / ,  5 3 ,  
8

o r 100DATA /69.89, /41,53,8, 169,202. 1 4
1 , 5 4 ,  8 ,  7 6 ,  ' •

re, 110 DATA
o

, 9, 1
4 1 .  
5 4
,  
8
.  
1
6
9  
0
.

•  ; 120 DATA ?:REM SOLDIERS
•  1 130 DATA 1
4 / ,  6 ,  
2 .  
1 6 9

•  t•  : 140 cwr-A 7:REM KNIGHTSt 150 DATA 74s 1 ,  1
2 , 2 .  / 6 9I 160 DATA ?:REM CATAPULTS

I / 7 0  DATA 1
4 1 .  1 8 ,  
2 ,  
7 6 ,  
8 0 ,  
9 ,  
I
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,,, l b ,  16
0
,  3 3

•

e

I .1le

r•
; •

COSMIC CAUSEWAY
(Gremlin Graphics)
Cohn Robinson of Kirkby, Liverpool has hacked his way through
the technically advanced codeways of this amazing game, and
the result of his efforts are the following POKEs which provide
infinite time. You know the routine -  load the game, reset the
computer and get typing...

POKE 14978.234 (RETURN)
POKE 14979.234 (RETURN)

And type SYS 8608 (RETURN) to restart the game. If you haven't
got a reset switch (if not, why not) here's a 'look no red button
required' listing from Tom and Ian Fraser. Type in and RUN the
listing before pressing play, and the game loads and runs with
a suspended timer...0 Almisma

•1 1 FOR lz•-592 TO 613:READ X POKE I,X:NEXT 0
"of 2 SYS 592

•  I 10 DATA 32, 86, 245, 1
6 9 ,  9 6 .  1
4 1 ,  9 9 ,  
8

•  o D A T A  1
4 1 ,  9 5  
c o

20D47A 32, 16. 8, 7 4 7 .  //e4 7 1 0

BUGGY BOY (Elite)

,
1
1 
1 
P
; 
1
1
1
; 
1
1
1
1
•
7
1
.
F

:-1;71)am•

•

Those Ruislip hackers supreme, Tom and Ian Fraser have been
rifling through Elite's latest and have come up with this unli-
mited time listing. Just type in and RUN the program before
pressing play on tape, and you'll be able to win the race everytime!

et 10 1
-
5 7 6
•  : 20 REA

l
e

D AIF A-•=256 THEN SYS 576 •
•7 30 POKE A:1,1+ /:GOTO 20 o  •i l l  1 6 6

40 DATA ,  43, 134, /95. 164, 44, 1 32, 196 ; I I
o 7 50 DATA 32, 86, 245, 1
6 9 ,  8 8 .  
3  
t •

ios 60 DATA 169,2, 141 1 4 1 ,  243,
, 2
4
4 ,  
3
,  
7  
1
,  
i
•

• :  70 OATA 104, 104, 7
6 9 ,  1 0 7 6 ,  
3 8

, 1
4
1 ,  
2
6
,  
4
,  
1
6
9  
7
.

•  8 0  DATA 2, /4/.27, 4, 7
6 9 ,  5 5 ,  /
3 3 ,  1

•90 DATA 76, O. / DATA 7 4
.
1
6 9 9 6  
9 6 ,  
1 4 1 , 9  
1 5
6

00 6 .  0, 8, 256 1•
I .

PSYCHO SOLDIER (Imagine)
Use this Tim and tan Fraser listing and kick alien ass! Just type
in and RUN the program before pressing play on tape, and
Infinite Athenas are yours. Yum!

or 20 SYS 544
o
t

o / 0  FOR lz•-- 544 TO 61 7:READ 'CROKE 1,X:NEXT l
a •

0 : 30 DATA 32. 86, 245. 1
6 9 .  4 8 ,  
1 4 1 ,  2
3 2 .  
3  
i i .

/ 40 DATA 1 6
9 . 2  ,  
1 4 1 ,  
2 3 7 3
7  
1 6 7
, 2 ,

169 7 4 ,

l •
7

7 50 OATA 96. /41, 34. 8, 1
6 2 ,  0
,  ,  
,  
1 6 5  
o t ,

l
'
o 
6
0 
D
A
T
A 
2
, 
2
4
0
, 
2
5
2 
,  
3
2
4
8

, /69, 96, 1
4 1 .  
8 2 .  
8 .  
3 2  
; I
,

•  : 70 DATA 41, 8, 32, /67. 2, /65, 2,240. 252 o  •

I

01 80 DATA 1
6 9 .  9 6 ,  
1 4 1 ,  
1
4 5 ,  
8 ,  
3 2
,  
9 2
8

, .  169 r t .
6. 0, 1307,1

, 
9
0  
D
A
T
A  
9
8
,  
1
4
/
.  
1
1
6
.  
1
,  
/
6
9
,  
2
,  
1
4
1
,
1
1
7  
I
.

• f  110DATA 7

•  o /00  DATA /, 76, /88, 8. 769, 165, 147
, 8 ,  2 3 2  ; .

t

That•s
3nything in:
send them in
PO BOX 10, LUO'
if you
, 
i p
s  
a
r
e  
l
o
•

vO4l•

SHROPSH[
lood•YeLl

thi,
[)0KEs or ) 5  -

'API I .J[01E1
,
1

never knov,
• E 3 0  softwari



i-14•Ir rn771.11
s ts ..

" I V  I  1  1 1 1 1
,

It's here-The return of Elvin Atombenderl

Unsurpassed Espionage Action...

_From the lift you enter the first room...

But where to next?

Who or what is lurking behind these cars?...

Can you access the next tower?

„Could the final P.I.N. number be here?„.

Camineders s4iizs t I 4 • 9 9  disk E9.99 cattette
Amstrad t 1 4 . 9 9  disk tO 99 unsettle

IBM PC & Compabbles E2 99 disk COMING SOON!

Alter tyro year 's wait at List its arrived—the sequel to beat all sequels! Impossibfii
Mission II retains all the fun and strategy of the original as once again you embark
on the challenge to find a safe route to Elvin and the final showdown where he will
meet his end! Search each room, find code numbers, objects and keys to help you
with your mission, You must avoid or destroy the guards
and robots that patrol the five towers or risk being
destroyed yourself.
Successfully dispose of Elvin and your quest
Eshalf over! Now your Mission becomes
truly Impossible as you strive to escape
the lowers, avoiding guards, robots,
mines, trap doors and elevators
without detection!

TM

Running Running into more trouble'

„Why is the robot guarding that table?.

A message on the tape recorder?

• • • • • • • •

L l x .4ce
emrnintwi
1 uniol 21I
SetrontEl

Quick! Escape from Elvin!!

I l l0 = 1 :
1
0  
T
a
r

,011m e w l  ile4ganoul gni
ken. P fl  PION LIS God

$ 4 1
,
1 4 1
4 :,:
„  
f
i

'
S
i  
t
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41 T h e  new opening sequence for 'Opportunity Knocks combines
col-animated characters and computer generated
backgrounds
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and this beautituily modelled frog on a Iliy pad

Lunhhumg ZZAP: s occasional series on high-powered computer systems In
everyday use, Steve Jarratt, Nik Wild and cameraman Cameron Pound pay a
visit to the offices of computer graphics company Digital Pictures, and speak to
Chris Briscoe and Pete Florence, two of its founders.

Imagine six t hocolate Smarties racing across an
obstacle course, negotiating a chocolate pool
full of chocodiles (crocodiles made from Smartie
tubes) and climbing a vertical snakes-and-
ladders board complete with animated reptiles.
Imagine all this in photographic detail, full colour
and moving smoothly. Got it Digital Pictures
did. But then their stock-in-trade is the rendering
of moving images by computer graphics; images
which would be expensive, time consuming or
simply impossible to create by conventional
methods.

Originally based in the experimental
department of the Slade College of Fine Art in
London, the company was first instigated in
1982 by Paul Brown and Chris Briscoe, who
were later joined by Steve Lowe and Pete
Florence from the Moving Picture Company.

Working with a /30,000 second hand C330
Eclipse, their first work was released in the Spring
of 1983 in the shape of an advertisement for
Michelin 'MX' tyres. Prepared using their new
high resolution, solid-shaded animation
rendering package, its amazing point-of-view
shots actually moving from within the tread of the
tyre to extreme wide angle shots were merely a
taste of things to come.

Over the last five years, Digital Pictures have
continually improved and expanded upon the
number of staff, amount of equipment and the
limitations of their visions, culminating in the
Access and Yoplait Yogurt advertisements, both
of which have recently received awards (and the
latter of which is soon to be screened in the UK
-  watch Out for it).

Digital Pictures' latest project provides a series
of animated maps to illustrate the four-part BBC
documentary, 'The War in Korea'. Rather than
rely on static or cel animated maps to show
forces' manoeuvres, Digital Pictures were
commissioned to produce a series of fractal
landscapes complete with moving icons, seen
from a constantly shifting viewpoint. The total
footage lasts six minutes and took over six weeks
to complete, due to the complexity and speed
with which the fractal-based images are
generated.

The rather lengthy process of creating high-
quality computer generated imagery is now a
well-oiled routine, optimised by Digital Pictures'
structured and professional set-up at their West
End headquarters.

After receiving a client's brief and completing
designs and storyboards, images are plotted as
wireframe graphics on one of two Silicon
Graphic IRIS (Interactive Raster Imaging System)
workstations. The 3031 and 2400 support eight
and four megabyte memories respectively, and
operate at around 0.25 mips (million instructions
per second). The hardware isn't particularly
impressive, but the dedicated vector software
make the machines extremely powerful tools,
enabling the real-time animation and design of
sequences to be achieved quickly and with
relative ease.

Mathematical models of three-dimensional
objects are created by using arrangements of
standard polygons, or by physically inputting
spatial co-ordinates from drawings or solid
models.

The completed animation script file is then
ported over to one of the company's mainframes

to be rendered solid in low resolution. The
sequence may then be viewed and modified as
required before the complex smoothing,
texturing, and shading is begun.

The body of this work is achieved by Digital
Pictures' Data General MV 10000SX and MV
15000 mainframes. The 10000SX boasts a 24
Mb internal memory plus a special math board
for trigonometric functions, while the 15000 has
a 16 Mb memory, full floating point math
functions and runs 3 0
-
4 0 %  f a s t e r  
t h a n  
t h e

10000. Both machines have access to a 1.2
gigabyte hard disks on which finished frames
may be stored prior to dropping down onto one-
inch videotape oreven 35mm pin-registered film
stock.

For the last two years, Digital Pictures has been
part of the Molinare Vision group of companies,
which includes Molinare post production
graphics department, Visions post production
and editing fac ility, and TSI Video. Thus, Digital
Pictures has direct, on-line access to videotape
editing facilities, Quante! Paintbox hardware,
telecine plus film and video studios, providing a
complete, compact, coordinated and self-
sufficient environment in which to practice their
art. Graphic sequences may be composited with
pre-recorded material on film or videotape -
anything from stock footage to traditional cel
animation and captions - using sophisticated
first generation digital techniques.

The current hardware at Digital Pictures tops
the 11M mark, but as both subject matter and
techniques become increasingly sophisticated,
new equipment is required to keep up with
production times. At the moment, it takes
roughly an hour's worth of mainframe time to
complete a single frame of animation - over a

day to produce a one second sequencel The
whole Smarties ad took over 7500 man-hours to
prepare, from initial storyboarding through to
the final cut and videotaping.

All the software programs currently used by
Digital Pictures have been designed and written
by members of the team. Their latest rendering
package has improved 'anti-aliasing' (the
averaging of several shades which appear within
one pixel to create a harmonious and realistic
edge to objects) and sophisticated texturing
enabling the impression of many types of
surfaces to be created and overlaid to build up a
heavily textured surface,

They are also developing their fractal routines
and expedmenting with a 'momhing' package

which allows the smooth transformation of one
three-dimensional object into another, in true
Disneyesque fashion.

Software is constantly being redesigned and
upgraded, and new software is often created for
specific projects and with an eye to future
hardware. In fact, Digital pictures are currently
evaluating the new breed of RISC machines
(Reduced Instruction Set Computers), such as
the Whitechapel 20 mips workstations, and are
confident that with 10-15 of these machines,
they could produce a full feature film in 12 to 18
months (the company have in fact been
approached with regard to producing sequences
for a prospective feature, but such projects are
well and truly under wraps).

With the wealth of projects queueing up at
their door, (including a new Central TV logo and
animated sequences of atomic models for a
forthcoming Horizons programme) Digital
Pictures certainly fulfill their legend of being the
'leading edge'.
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720' (US Geld)
214,000 Matthew Sears. Worcs.
213200 ACG. Stamford, I rma
121,400 Christian Bessie, ROMIced, Esaex

ALJENS ( -Electric Dreams)
420,650 Tony Jones, Abercherier, Aberdeen
143.500 Patesh Solanki , Forest Gate, London
126,500 Paul Griffiths, Llandudno, N Wales

ALLE'YKAT (Heyman)
16.298250 Michael Lylde
,  V i b o r g ,  
D e n m a r k
14.582.700 Jean-Claude Zell, Hoenhesm,France
9.770,650 Duncan BurtKe, Calverley Leeds

AN I M A°  (Palace Software)
Completed In. ,
3:04 John Green, Galore, Huddersfield
306 M Gooday, Behop's Stanford. Hens
3:07 Marlin Walsh, Hayes. Meade

ARKANOKI (Imagine)
1,378,040 Falco Cleethoraes, S Humberside
1262,190 Jonathon Webb, Higntaidge.
Somerset
1,173,170 Stephen Boyce, Harrogale, N Yorks

ARIMOUROKLO (Code Masters)
60E100 Paul Griffiths, Llandudno, Wales
45.000 Rainer Limbach, 3501 Espenaal. W
Germany
29.300 Ade  Grreetus, Croat:Keough. E Sussex

MJIF WIEDERSEHEN MONTY (Gremlin
Graphics)
51.223 Casey Gallacher, Swallow/lot ,
Reading
29.178 Alex Morn ague-Smith. Trowbridge,Wets
22,563 Alan Harraterlem, Finke l% Hants

BANGKOK KNIGHTS (Syirtem 3)
69,247 Faisal Hamad, Perth, Scotland
33 590 Christian Besser, Romford, Essex

BARBARIAN (Palace Sotiwara)
283,600 Grant Mundy. stony Strafford,
Keynes
200,800Jan Fanner, London 3W16
160,000 Paul Griffiths, Llandudno, N Wales

I3EAPARIDER (Activision)
1,607,528 David Brownlee. Bonnyngg,Midlothian
980,420 Steve Jansin, ZZAPI Towers
642,704 Michael Sung. Peterlee, Co Durham

BMX SIMULATOR (Cociareastors)
9,285 Jan Farmer, London 5W16
6,285 Barry Mills, Denny, Soonand
5.200 Stuart Price. Fife, Scotland

EIREAKTHRU (US Gold)
246,000 Vincent Old. Wellingborough,Norman's
138,050 Paul Gibson, Sunderland. Tyne And
Wear
'111.900 Gary Rice, Colchester. Essex

80884.E 80138LE (Firebird)
4.539,400 Jonathon Stead. Huddoefield, W
Yorks
3,905,100 Sanon Benison, Sheffield, S Yorks
3,880.210 Brat Crossley. Rolhwell, Leeds

BUGGY BOY (Elite)
106,580 Julian Agnelli, a API  Towahs
98,780 Gad Kaaveney, Huddersfield, et Yorics
92,890 M a im Peal, Northeaerlon, N Yorks

BULLDOG la me lla  Graphics)
2,238200 Gary Fooliti, Droyleden,
Manchester

4111110 4111110 t i •  41111110
4110 4110 4110 4110 444, 41110 gio goo

4110
4111110 4110 4 1 1 0  4110 I M M O

411
0 
4
1
1
0  
4
1
1
1
0  
4
1
1
0  
4
1
1
0  
4
1
1
0

4•0 4110 4110 4110 4110 4110 MO CD
4111110 4111110 4111110 4110 4110

COBRA (Ocean)
285,900 Philp Stevens, Alfreton, Derbyshire
150,100 James Wheeler, Gillingham, Kent
93,400 Patnck Green, Burnley. Lanes

COMBAT SCHOOL
249,030 Steven Packer, Cheimstord, Essex
241.090 Paul Inman, Yardley, Birmingham
157,940 D Barn, Northumberland

COSMIC CAUSEWAY (Gremlin Graphics)
284,814 David Booth, Ridding, Derbyshire
217,438 Julia,  M ora l,  ZZAPITorvers
154,566 Seen Richards. Stockport, Cheshire

DECEPTOR (US Gold)
27.050 Steven King, Plymouth, Devon
13.620 A D e  Get, Haarlem, Netherlands
13,510 Trenoy Gaetan Brussels, Belgium

DEFENDER OF THE CROWN (Mirraranit)
Completed by:
May 1200 Hennk Sylow, Arhus, Denmark
July 1200 A Mitchell, iluddersliekl. W Yorke
November 1200 Guy Melding. Slough. Banks

DELTA (Thalamus)
1,992.579 Micheal Autert, Exeter, Devon
1,767200 Richard Ryan, Sutton Coidfiled. W
Mice
1,258.430 Colin Redfern, Hopwood, Lanes

DUET (Elite)
278,050 Dean Fergusson, GllhngPwn
, K e n t256,640 Jag). Eningshell Park,
Wolverhampton
174,290 Sloven Alkingon, Oldham, Lance

ESCAPE FROM SINGE'S CASTLE
(Software Protects)
109,642 Paul Rage, Newport. Ise  of Wight
104,800 Loon White. Consen, Co Durham
92,742 Craig Knight, Krryworth, Notts

DEPRESS RAIDER (US Gold)
223200 P Sampson, Victoria Australia
122.250 unils Jomar, Sweden
79,550 Frenoy Geelen Brussels, Belgium

THE EQUALISER (The Power Hauge)
21.850 Stephen Boyce, Harrogate, N Yorks
20,620 Dean Stinton, Bo9ey, Southampton
14,850 Jonathan Richards, Attlebarough,Warts

M I L O R D  (Howson)
145.205 Richard Paigeter, Coventry. W Mids
143,180 DerwelOsboume, Hornsea, N Humbs
142.810 Jela Ettingshall Park.
Wolverhampton

FIRETRACK (Electric Dreams)
1,518130 Brian Wescombis Swindon, Wills
835.640 Darren Cole. Chingford, London
664,960 Kristian Bruun, Copenhagen.
Denmark

4111111P 4110 4 1 1 1 1 0  41111110 4111110 4 4 4 0  4 1 . 1 .
MD 4 1 1 0  4 1 1 0  4110 4110 4110 4110 4110 a  4110 4110

4110 M P  O D  4110 41111fiED 4110 4 0 1 0
*WINO 4110 4 1 1 0  IMP  411111110 4110 4110 4 1 1 1 1 1 0
4110 4 1 1 0  I M O  4110 4110 4110 4M•  4110 4 1 1 0
4110 4 1 1 0  4 E 0  4M0 4110 MP  GO 4110 1 1 1 0
4 • 1 0  o l l )  4111110 4110 O D  t i b  M E M

GUNSHIP (TAlacproas)
278,785 Richard Mellor, Bridgewater.
Somerset
276,9110 James Wheeler, Gillingham. Kent
271,835 Mark SilVill. Leer/gate, Co Durham

HADES NEBULA (Nexus)
383,200 David Theys. Schilde, Belgium
378,100 Willy PrIltsmam °doom, Netherlands
237,467 Mike Green, London

HEAD OVER HEELS (Orman)
89,300 lain Thomson, Kilmauna Scotland
88.820 Gecl Keaveney, Huddersfield, W Yorks
88.140 Richard Lunn, Loads, W Yorks

HERCULES (Alpha/Ornaga)
1,159,860 Thomas Brows, Lundltale, Norway
999.870 Rob Evans, 'tong, Hots
911,300 Steven Boswell -
T e l f o r d ,  
S h r o p s h i r
e

HERO (Firebird)
334.129 Lawson Davies, Mid Glamorgan, SWales
297,845 Michael Palmer. Maidstone. Kent

BALL (Firebird)
104,040 Marc Johnson, Brou, fon,  Chester
60249 Edward Marshal, Haxby. York
52.389 flier Rumboict, Bottesford, Notts

INTERNATIONAL KARATE+ (System 3)
441,000 Stephen Cargill, Uommatet Essex
331.000 Jan Farmer, London SW IS
283,500 Enc Watson. Berwick-on-Tweed,
Northumberland

INTO THE EAGLE'S NEST (Pandora)
2.548600 Lee Andrews. Leighton Buzzard.
Beds
2,186,800 Guy GrIcang, Slough, Be lts
1637.600 Peter Rielly, Bury-SI-Edmunds.
Suffolk

IRID4S ALPHA (1Jemesett)
599,760 George Bray. Annthoroe, Doncaster
349.520 Colin Rodent, HOrWOOd, Lanes
204,390 Jonathan Wood, Edgeware. Meidx

JAILBREAK (Konami)
392,500 Clinton Mitchell, Petersheld, Hanle
307,000 Justin Peter. Petersfield, Hants
195.500 Paul Gibson. Sunderland. Tyne And
Wear

JEEP COMMAND (Bug Byte)
518,550(3 Meetoen, 2230 Schik:le. Belgium
303.990 J Gheorgtesor (Runsort), Melbourne,
Australia
250.350 Dave Breed, Cullercoals. Time &
Wear

KNUCKLEBUSTERS (Melbourne House)
26,300 Gareth &Whore, Port Maquas
i.Australia
11,700 Craig Bent, Farisvicelh, Manchester
8.300 Steve Dianne*, New Eilharri, London

KRAKOUT (Gremlin GrilONal4
26,292,790 Janice Nicolie, OCC. Gurreev
21.164,770 Michael Erkmans. The
Netherlands
12.740.800 Dave & Brett Wamurton, Cneshire

LEADERBOARD (US Gold/Access)
NOVICE
-54 John Williams, Kingswinlord, W Mich
-41 David Farrow. Hesste, N Hurnbergade
-39 Robert Smelt, Edgbaston, Birmingham
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-27 Jonathon Webb. HTghbndg., Somerset
-25 Robert Troughton. a ighiey,  W Yorks

PROFESSIONAL
-37 John W8iarns
, 
K i n g s w i r r
l o r d ,  
W  
M i d
i s

-33 Philip (Whey, Kingswinford W Mice
-31 Paul Wootton. Waking, Surrey

LEADERBOARD: EXECUTIVE ECHTION (US

Gold/
N I CE-29 Steve Jones, North End. Portsmouth
-26 Graham Kane, W  Mids
-25 David Dunn, Shaftesbury, Dorset

AMATEUR
•28 Steve Jones, North End, Portsmouth
-19 G McKenzie, E Lothian, Scotland
-19 G Soda s,  Cornwall

PROFESSIONAL
-34 Paul Weatten. Woking, Surrey
-31 Steve Jones, North End, Portsmouth
-18 Stewart Rogers, Tunbridge Wells, Kent

LIGHTFORCE (FTL)
4,128.700 JAP. Ellingshall Park,
Wolverhampton
3,769.200 J Hurley, Toothril. Swindon
3,584.950 Lae Andrews, Leighton Buzzard,Beds

MARIO BROTHERS (Ocean)
449.380 Jake E, West Bromwich, VI Micts
313.980 U N A Jomer, Sweden
255,800 Jim Gallamts, Albans, Greece

MEGA APOCALYPSE (Martach)
173.540 J Constable, veymingion. Noothants
145.589 Sean Richards, S t
o
c l i p o i t ,  
C h e s h i r e

135,520 Steve L .  Guridiford, Surrey

METROCROSS (US Geld)
1. i19,100 Matthew Raymond, Para Hills.

Australia
1,117,900Jan Farmer, London SW1S
1,116,200 Mateo*  Sears, Worcester

MILK RACE (litestertranic)
6,085 Slephen Lynch Crawley Down. Sussex
7,966 Kristian Fulfill, Estover, Plymouth
7 964 Chns Raymilarn. Beeper, Derby

MONTEZUMA'S REVENGE (Detabyte)
I 127,500 W Drew. Brisbane. Australia
801,800 Jennifer Yates, Bollon. Lancs
459.650J Schreurs. Melbourne, Australia

MUTANTS (Ocean)
208,568,830 Cohn Greenaway, Bellasi
66,209,750 Steven Packer, Chelmsford,
Essex
51644.50041e Bonner. Southboume

NEBULUS (Heiman)
48360 Jblan Rignall. ZZAPt Towers
19.080 Damon Cloak Harlow, Essex
19.370 Soggy Vaghttia. Rugby, Warvackshea

2.165.900 Peter Walker, Adelaide, S Australia
1,825,700 Roger Alexandersson, Goteborg.Sweden

FIST I I  (Melbourne House)
1 .753.1.00 Steven Ron. Kettering, Northers
-
Its
1,560.800 God Kaaveney, Hocideraflold. W
Yorks
1,220.000 Steven Guilloye, Oldham

GAME OVER (Imagine)
145,550 Dean James, West Bramwell,  W
IWOLsncts
98,400 Mike Thomas, Caerphilly, Wales
54250 E Sa PauiaSt13, 20510 Turtw, Finland

GHOSTS N  GOBLINS (Elite)
920.800 Casey Gallacher, Swallowrield,
RRFirlinci
897,256 Michael Thronbonvw, Cneckheolon,
W Yorks
5311190 Chnstian Moor, Norwich, Norfolk
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NEMESIS THE WARLOCK (lliterteeisi
37,460 Anthony Scotthorne, Worksop No t ts
14.290 Andrew Scully, Brinclifte, Sheffield
12.710 Mike Thomas, Caerphilly, Mid Glare

I OWA MASTER (fillesteirtrocticl
495,1340 Gordon Shearer, Homes. Morayshire
198.880 Robert Fuller, Downharn Mwitet,Norfolk
196,315 Michael Pthl, Kurnia, Sweden

NOMAD (Ocean)
5.284 John Gneorgrusor. Runsoft, Australia
4,085 Paul Want, Harrogate. N Yorks
3,885 Paul Tudor, Slourbodge, Pedmore

OINK (CRLI
553,800 Lawrence Haeam Chorleywood,Harts
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465,147 Jamie Polon, Downfield, Dundee

O W  AND LISSA (Firebird)
19,820 Lee Barker North...ch. Cheshire
14.1198 Stuart Scattergood, Address riotwitturted
13.715 Hendenk Engelsrnan, Maassluis,
Holland

OUT RUN (US Geld)
53.926.680 Julian Ronal!. Z2AP! Towers
11,053,310 FIG, Witney, Oxon
9,334.570 Peter Collins. Rainham, Kent

IIMMP M U M  I I MMO  I M I N P  MID IND P M  1 1 1 = 0
0 1  P M  4 =  M P  PM0 MIM MP  I M  010 1 = 0  M P
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41. I M P  tEMEP 41•15 1111 4 M 1 0  4 =0
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4110 M I  = P I MP  M D  41 ,  S P  MO M D  M I  IMP
M I S  I M E P  M b  M I  MP pup i mp imEmp

PANTHER Nitestertronicl
350,040 Marc Johnson, Broughton, Chester
327,740 Eddie Varier. Sydney, Australia
278,830 Donovan James, West Bromwich, W
Midlands

PAPERBOY (Elite)
489.552 Neil Clark, Hairthern, Essex
486.352 Edward ClOonnell. Hillingdon, Midrib
390,995 Michael Aubert, Exeter Devon

PARADROID •  (Haweea)
112.850 Robert Paul Smith, Etimunion,
London
86.500 Brian Yeo, Tartootton, Ayrshire
63,200 Adam Boobies. Tarbotton, AyeJrfire

PARAIAAX (Ocean)
106,850 Ail Kerswell„ Guildford, SurTeY
89,300 Jason Berke. Crenleigh. Surrey
78.400 Adam Pracy, Newton Flclrnan.Norwich

PARK PATROL (Firebird)
999,990 Greg Murphy, Moreton, Wirral
999.990 Donovan James, West Bromwich, W
Midlands
996,130 Steven Atkinson, Oldham, Lanes

POD (Mestertrenic)
4,212,000 Paul Hatie, Newport, Isle at Wight
2.178,890 Grahanou Rae. Bo'ness. Scotland
1.408,440 Karsten Toksing, 8832 SKAIS,
Denmark

PROHIBMON (integre/nos)
$18,280 Rocroard Pargeter, Coventry, W Mods
58.370 Andy Gasket!, Bootle. Merseyside

OUEDEX (Thelemus)
918 Michael limtionake. Worksop. NonS
875 God Keaveney, Huddersfield, W Yorks
760 Steven Packer, Essex

QUARTET (Acthisionl
2,874.500 Ache Griffiths, Crowborough, ESussex
910.900 Les Ozovets, SI Peter Port, Guernsey
440,300 Spencer Matthews, Fettriam, Moddx

RANARANIA (Hawson)
4.828.400 Richard Learesetter, Witham, Essex
1.822.200 Craig Knight. Keyword. Notts
1E15,000 Steve Dawn, Radford, Nottingham

RE-BOUNDER (Gremlin Graphics)
11,250,073 Craig Knght, Keywonh. Notts
2,470.584 Marc Hooge. Selby, N Yorks
1,438.372 Robin Strickland, London El

RED LED (Starlight)
386,750 Pool Griffiths. Llandudno, N Wales
364,350 J Heeks, Mager,  Chestwe
287,800 Gary Smell. Basingstoke, Hants

RENEGADE (Imagine)
50.400 John Bich . New Malden, Surrey

RIVER RAID (Firebird)
310,710 Mike Green, London
309,395 Peter Garnett, Chariot, Manchester
259.235 Julian Rignoll, ZZAPI Towers

ROAD RUNNER (US Geld)
788.580 Glenn Bo ck. Garnsbcrough, Linos
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282.880 Paul Dunstan, High Wycombe, Bucks
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7,335,335 Janice Noodle. CICC, Clumsily
3,125,100 Jame Oirrirlge, Gargling,
Nottingham
2,655.200 Alan Smith, Grenrothers, File

SABOTEUR IDureill
E2.789,600 Gareth Mitchell, W  Yorks
11:2,11 5,200 Per Jomer, Orebro. Sweden
r_2,038.200 Linus Jomer, Orebro, Sweden

SCOOBY 0 0 0  (Elite)
304.700 Robert Wakefield, Newcastle, Stoke-
on-Trent
275.800 Michael Eley. Wirnfoome, Dorset
248,600 Sean McOonagh, Jarrow. Tyne &Wear

POMIIM I M M O
PM M I  P M P

41M0 I M O  M P
PliMp M E M

MD MD  Mb M I P
MID pap I M  MP  M I  IMP

IMP M a  MEMO M I  M D  I M M P

SLAM BALL (Americana)
7462.680 Carleton Shaw, London, N10
5,001 720 C Harbinson Rumney, Cardiff
5.504,870 Gavin Burnett, Westhill. invernsts

SLAP FIGHT (Imagine)
586.000 Matthew Viveash, Chinnor, Oxon
423,850 Manias Luktoen. 13900 Werindo,
Sweden
214,550 Gareth Williams, Swansea, W
Glamorgan

SPUT PERSONALITIES (Demerit)
683,500 Keith Lenton, Haiesowen, W Mods
680,400 Mrs L Hayden, London E 16
670,200 Daniel Fisher, Chesterfield.
Derbyshire

SPORE (Mastertronic)
936.470 Orernivel Stockport
901.000 Neil White. Cralgentinny. Edinburgh
860,870 Cairn Menicle
, 
C r a g e n t i n n
y ,

Edinburgh

STAR PAWS (Software Pro)ects)
468,306 Stephen Laxities, Leighem PtyMeoth
462.337 kn n y  I m n d h e i m ,  Norway
453,960 Gary Shield, Stockport. Cheshore

STAR WARS (Demire)
973.958 Matthew Speddings, Forbeek, Notts

STARGUAKE (Bubble Bus)
287.783 Niger Froud. Gocialming. Surrey
287.140 Dye KnudSeu. 5033 Fyglingsdateu,
Norway
273.687 Per Kieltander, Stenungsund,
Sweden

STREET SURFER (Bubble Bus)
21,108 Jonathan Stock, Denton.
Northampton
16,270 Howard Clarke, Inverness, Scotland
15,811 Ade  GnflithiL Crowboxopgh,E Sussex

SUPERSPRINT (US Gold)
962.300 Eric Watson, Berwick-on-Tweed
Northumberland
271,500 Matthew Sears, Worcs.
154.900 Dear, Thomas Machyruleth Wa les

TENTH FRAME (US Gold/Access)
AMATEUR
300 Stefan Alexandersson, Goteborg,Sweden
300 Adrian Armstrong, Bartord, Warwickshire
290 Les Stahl, Queensland, Australia

PROFESSIONAL
300 Stefan Atexandersson, Goteborg,
Sweden
290 Adnan Armstrong. Bedard, Warwickshire
233 Ned Taylor, Bracknelt, Be lls

TERRA CRESTA (Imagine)
481.400 John GlIeen, Golcar, Ruciderskeid
402,100 Michael Dunaleve, Adelaide. Australia
371,800 Robert Hemphill, Port Glasgow,
Renfirewahire

THING BOUNCES BACK (Gremlin
Graphics)
3.769,925 Alan Wescombe, Swindon, Wilt
2.053,532 Witham Cortagroan, Tipton. W Mods
1.877,555 Casey Gallacher,

TOY BIZARRE (Activision)
275,770 Michael Sharpe, Peterborough,
Cambs
223.420 J D Oliver. Ipswich, Suffolk
144.700 Shent Salami. Cato, Egypt

TRAILBLAZER (Gremlin Graphics)
1.738.820 Paul Bun, Oosterhoul, Holland
1,286,219 Niel Rumbold. Botteeford, Notta

TRAP (Alfigsdli)
1.445100 Colin Boa. Brampton, Cumbla
4.81900 Lawn, Sewn. uverpool L23
429.510 Cohn Bayne. Gienrothes, Fite

LICHI M ATA (Martecit)
1,055.690 Lulus Joiner. Sweden
382,590 Nicosia Gieien Brussels. Beigkim
378.760 Mark Sexton, Lancing, W Sussex

M O W N  + (Howson!!
575.005 Tim Goictee Address not supplied
478.025 Neville Lewis. Port Talbot, S Wales
2441505 Michael Lyldke, Viborg, Denmark

VIDEO MEANIES (Masteroonicl
362.103 Abid Hussain Longeght,Manchester
250,541 Stuart Scattergood, Ciwycl, N Wales
250,381 Michael Palmer. Maidstone, Kent

VOIDRUNNER (Maistertronic)
6,492,260 Richard Hawkons, Woking, Surrey
6.253,825 Grant Bannister, Luton Beds
5,997.3260 Rice, Southgate, London

WARHAWK (Firebird)
9,646.524 John Eddie, Fraaerburgh,Aberdeenshire
6,830.786 JUStIO Gregory, Longton, Stoke.-on-Trent
8,229,526 Glenn Haworth, Swallow. Lava

WEST BANK (Gremlin Graphics)
304 550 Lawson Doves Mrct Giamorgan, SWales
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210,000 Jon Cullen, Hilloste, SlOckport
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154,140 Craig Wills Taunton, Somerset
152,735 Steven Medcrall, Rayseigh, Essex

WONDER BOY (Activisien)
467,540 P Sampson, Victoria. Avelraila
372.680 Pintel TOmer, Ramat Gan, twee
369.710 Casey Gellacher. Swellowheld

KEVIOOS (US Gold)
1328.549 Colo Greenaway. Ballysillan Rd,B O W
824.380 Fintan Brady, Virginia, Ireland
412.940 Matthew Ward. Bromley. Kent

YIE AR KUNG-FU II (linegirre)
288.300 Carl Adams, Tooling, London
183.300 tan Coulter. Leeds
168100 Steven Bromley, Bromley. Kent

(Rhino)
761200 Tim Goldee, Address not supplied
701,250 Howard Clarke, Inverness, Scotland
671,450 Jake E West  erciewich. W Mids

U N A  (Firebirti)
23,445 Julian Rignalt, ZZAPI lowers
21,375 Jason Chippendale, Hall Green, WMids
19,460 Michael Brown, Northaaerton, N Yorks

ZOLYX (Firebird)
524,318 Rob Houstey. Themetomead. London
361,725 Ado Waller, Thamearnead, London
295,693 Paul Cropper. Wokingnarn Barks
ZONE RANGER (Firebird)
26,906 Lawson Danes, Mid Glamorgan, S
Wales
21,408
.1 
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70.316 Marc Spence Middleton, Leads
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120.470 Damian Boocock, Coma. Lams
102,325 Willy Proisman, Odoorn, Netherlands
73.670 Barry Mills, Denny, Scodand

SKATE ROCK (Bubble Bus)
326.380 Briar. Hambley, Prescol. Merseyside
288.430 Justin Cole, Huddersfield, W Yorks
239.020 Sean Wacker, (Runsolit), Australia

SKY RUNNER (Cascade)
5869_700 John Doyle. Klimamoch, Ayrshire
5585.700 Palest, Sotanki, Forest Gets,
London
5321.250 Stuart Scattergood, °Beside, Clwyd

WOOL  DAZE (Microms9e)
126,910 Anthony Duke ' rRunsoftl,
Melbourne, Australia
120 .7eu
--
L io r
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104.340 Scott Moore, Fixby. Huddersfield
v ir tue

1 .1 2 3 ,3 5 0  J as o n  CO WI N_  We d n e sb u ry . ,  W
M i t t s

ZYNAPS (Newton)
209.375 Earnonn Scanlon. CO. knew Iceland
198,440 Mark Andrews. Netherton. W
162,300 Mike Thomas, Caerphilly, Wales

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.
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r: OMPUTER
e  PEAT_
PART THREE

Mel Croucher's historic
encyclopaedia of the people and
events that changed the world of
computing. Cartoons by Robin

Evans.

— F I F  T Y
O N E
—In Part Two of this wee series. I wrote that without SF

writers, the scientrsts and inventors wouldn't have been
mentally prepared to turn fiction into reality. But there were
others who dealt in future prediction as advisers to
government and industry. As far as computers are
concerned. FRED W TAYLOR is our man_ In 1907 Fred
addressed the American Society and predicted, By the
end of this Century. a clerk sitting in his office will be able
by the manipulation of a few scales to give all the
instructions that are required for the execution of a piece
of work, in a minimum time, however complicated'.
Taylor's most enthusiastic disciple was a young gent
named Henry Ford.

— F I F T Y
T  W  —

MARC BRUNEL. Three men were responsible tor the
creation of the automation that allows you to buy cheap
micros, to read this mass-produced magazine, and to
enjoy the dubious benefits of the technelogical age. The
first of them was Si( Marc Brunei, who was not only barmy
enough to name his son Isarnbard Kingdom, but was also
genius enough to invent the modem factory. In 1808 he
built a factory in Portsmouth Dockyard, where you shoved
trees in one end and got pulley blocks out the other end. In
1970 l had the pnvilege of throwing a switch on Brurbel's
conveyor belt, to bring back to life his robots. It worked test
time after a 50 year silence!

— F I F T Y
T H R E E —

HENRY FORD, In the 1920s, Brunel's mass-production
techniques were adopted by Ford, and he single-handedly
gave the general population access to independent
transport with his cheap Model-T oar, leirthout Fore we
shouid never have had the wheel clamp, the breattalysei
and back-seat rumpy-pumpy

78 ZZAP! 64 March 1988

— F I F T Y
F O U  I t  —

JOHN SARGROVE was an English genius, and chances
are you have never heard of hint In 1947 he designed the
first completely automatic factory to cobble together
electronic circuits, Production, control, inspection and
testing were all to be carried out electronically_ Nobody
would back him_ In 1956 he designed a robot-controlled
factory for making television sets, where new models could
be constructed only 48 hours after they had been
designed. Nobody would back him. Now where have I
heard that before?

— F I F T Y
F I N /  E —

MICHAEL FARADAY The most famous Director of the
Royal Institution (not the place where the Queen Mother
keeps her deranged cousinsl, Michael Faraday was
probably born at the stroke of midnight between Friday
and Saturday. hence his surname. In 1833. Faraday
discovered t he effects o f  silver sulphide as  a
semiconductor, the basis for all electrical theory, without
which the electronic computer would be impossible.

—F I F T Y
S I X  —

JAPAES CLERK MAXWELL, I n 1664 a  Scottish
mathematician named Maxwell suggested that there were
such things as radio waves. He was petted with uncooked
haggis haggis by angry conservatives for bang such a
Smartypants.

—F I F T Y
S E V  E N —

GUGUELMO PAARCONI. Christened by a belching vicar,
Marconi harnessed Maxwell's theoretical radio waves, and
on July 27th 1986 he sent a radio message 300 yards from
the London Post Office headquarters to Queen Victoria
Street.

—F I F T Y
E I G  H T —

VAIDEMAR POULSEN, Sounding like a cure for acne,
Vaiderner is the man we must thank for the invention of
electronic data storage. In 1898 he produced the
TELEGRAPHONE, the forerunner of the modem tape
recorder. It was a smash hit at the Pans Exposition in 1900,
using a steel wire which was connected to a magnetised
microphone, and then played back trough headphones.
Valclemar was way ahead of his time and magnetic
recording sank without a trace for 50 years, hanks manly
to the rise of mass-produced music recordings on fiat
discs. Ah. dear Valdemar. I know just how you felt.

— F I F T Y
N I N  E  —

PROFESSOR REGINALD FESSENDEN. It has previously
been thought that Nan Freeman. now aged 106, was the
was the worl's first computensed disc jockey. This is not
so, in 1906, Reggie Fessenden broadcast gramophone
records to ships steaming away 50 mem off the North
Arnencan coast, using auto-changers, time signals and

even jingles! It is my firm belief that the titanic was
deliberately scuttled to avoid hewing one of those bloody
awful Gilbert and Sullivan songs.

— S I X T Y —
JOHN LOGIE BAIRD. I refuse to make any feeble jokes
about Mr. Baird's middle name, his career was a big
enough joke in itself. A failure in the boot polish business,
Baird went into jam bottling, before experimentation with
medicated socks. He began toying with televisual
experiments in 1915, and took out his first patent 8 years
Later, On the Second of October 1925 Baird transrneted
the first ever television picture, the face of Vielliam Taynton,
a man who happened to be changing the hand-towels in
the bogs at the tent On November the Second 1936 the
first high-definition TV service lithe world was launched
from the Ally Pally, using Baird's hopeless spinning disc
system. It was scrapped after three months, and we should
al be extremely grateful for that. It was crap,

— S I X T Y
O N E  —

VLADIMIR ZWORYKIN, The unsung hem of television,
without whom we would not be able to play our computer
games in the piracy of our own homes. Zworyitin, a refugee
from Bolshevik Russia, invented true television in 1923,
four years after arriving in the Stales. His patent was loran
electronic system for shooting televised patterns through
the airwaves, and it was bought bye little outfit called EMI
In 1934 they Killed up with Marconi to produce cameras,
transmitters and receivers for domestic IV A 14-inch by
11-inch black and white screen retailed tor around eighty
quid, the rest, as they say, is history,

— S I X T Y
T W O  —

AUGUSTA ADA BYRON, The first computer programmer
was a woman, a genius, the only child of the incestuous,
club-footed. dope addicted Lord Byron, and 100 years
ahead of her time. in 1643, at the age of 28. Augusta Ada
published the world's first book on programming. Nobody
understood it except her friend Criarlie Babbage, the
inventor of the Difference Engine, and nobody could prove



or disprove her theories simply because the computer
wasn't invented until the Second World War. She died at
the age of 36 from consumption, which was extremely
popular at the lime

— S I X T Y
T H R E E -
-EDGAR VARESE. I've tried hard to identify the first

computer programmer who actually used a computer, and
I failed. The furthest I can go back is to 1916, when the
pioneering musician Edgar Varese said, 'I'm looking for
new technical mediums which can lend themselves to
every expression of thought. Varese used a series of
recorded discs to store and retrieve his data, played
through wind-up gramophones! He then went on to
describe the interactive disc, and the manipulation of
sound, data and visual image. Unfortunately, the great mac
died in 1965. aged 82. too soon to see his visions become
reality.

— S I X T Y
F O U R -
-HOWARD MKEN. The earliest documentary evidence I

have for a 'computer program' as understood today, is by
the professor of mathematician at Harvard Unrversity,
Howard Aiken 11 is dated 1939. I 'm sure that the
Engdishman Alan Turing beat him to it in 1936, and that the
German Konrad Zuse was programming away back in
1935, but 1 just can't prove rt. My crystal balls assure me
that I'm right.

— S I X T Y
F I V  E  —

JOHN VON NEUMANN. From those wonderful folks who
brought you the Hiroshima and Nagasaki open-air gigs,
Von Neumann was  the first specialist computer
programmer. He was a mernber ot the US Atomic Energy
Commission, and helped program the machines that
developed the atomic bomb. In 1945 he wrote the
infamous 'First Draft' which gave the first ever complete
specification for a computer system, and went on to
develop the hydrogen bomb using a computer called the
'Mathematical Analyser, Numerical Integer a n d
Computer', the hideously appropriate MANIAC. His most
famous program is the one that worked out the death toll
from radioactive fallout, and I trust he rots in Hell, if he has
had the grace to snuff it

Ctr-e

— S I X T Y
S I X  —

JOE LYONS. How ironic that the most traditional of British
institutions should be responsible for the first ever
specialist computer. The father of the corner tea shop
decided that he needed a computer to handle his business,
and finding that there was nothing suitable for the job.
Lyons decided to gel one built himself, The Lyons
Electronic Office or LEO, began operation iri January
1954, and could handle the payroll, tax forms and print out
the pay-slips fix15,000 workers. lt ran the stock control for
150 tea shops, kept the shop manager's books and even
predicted future trends! LEO was the pioneer for all future
conenercial computer applications, and rt was soon
adopted by the likes of the Ministry of Pensions and
National Insurance, and the Ford Motor Company. In 1961
Joe Lyons sold LEO to English Electric, and in 1968
tecame ICL Not many people know that.

— S I X T Y
S E V  E N —

NORMAN Krra In 1958, Norman Kitz realised that his
name was an anagram of Zit Kom Man, and determined to
discover the antidote. To this end he constructed ANITA,
'A New Introduction To Arithmetic'. which was the first
electronic calculator. She was expensive, bulky and
temperamental, but she was very, very fast indeed, and
when Kitz sold her licences to Olympia in the USA and
Sharp in Japan. ANITA revolulionieed offices worldwide.

— S I X T Y
E I G  H T —

KEN AND STAN OLSEN. Before 1960, computers were
the size of a woolly mammoth and slightly less reliable. The
Olsen brothers changed all that They started producing
'logic modules', because they thought that the name
'computer' was a bit net, and they read in Fortune
Magazine that no computer company was making a profit
at the time. They made $3,000 profit during the first year of
production of their POP-1, which was the first ever
minicomputer. It consisted of four coffins, each six-feet
tall, needed 2,500 watts of power to drive rt. and cost
$120.000. It was slightly less powerful than an Amiga. By
1965 it was the size of a Fiat Panda, and cost $18,000, ten
years later it weighed in at $9,000 for something the sae of
a desk.

— S I X T Y
N I N  E  —

GODFREY HOUNSAELD. In 1965, an EMI scientist asked
his outfit for a slice of the profits they were making out of
the Beatles. He reckoned that he could take the computer
skills used and abused by the military, and make it work to
benefit people, as opposed to leaky missiles and ruptured
nuclear reactors. Hounsfield harnessed computensed
enhancement to a narrow beam of X-Rays, and produced
the first 3-dimensional internal picture of a human being;
the celebrated BODY SCANNER He was awarded the
Nobel onze. Over 20 years later, the lunatics who force us
to pay for Body Scanners with jumble sales and sponsored
slamclancing deserve to contract bladder cancer.

— S E V E N T Y - - -
PROFESSOR ROGER ASHER. If you thought that US
Gold's 'Vietnam' computer game was a be on the surreal
side, it was nothing as bizarre as the real thing. In 1966,
Professor Fisher was the first dorsal-sphincter t o
mastermind a real war on a computer. 'Task Force Alpha'
cost over three billion dollars, and countless thousand lives
of American forces and Vietnamese men, women and
children. To date, Fisher's wee experiment rates as the
largest exercise in computerised warfare, with the Alpha
computers aiming and dropping bombs and chemical
weapons from aircraft, chemically sensing targets on the
ground. firing plastic pellets into anything warrn-blooded

in the battle zone, and exploding radio-controlled mines.
After killing all the trees and buffalos, and being tooled by
the Vietnamese urinating on trees, the automated
Americans lost the war against the local peasants. Fisher's
work lives on, and his system is currently in use in
Nicaragua. along the USArklexican border, in South Africa
and around the North Sea oil-rigs. It doesn't work there
either

— S E V E N T Y
O N E  —

°SSP K FLECHTNEIM. (I swear I didn't make this up.
honest.) In 1949 the German historian with a name
borrowed from W C Fields announced a 'new science' -
Prognosis or Futurology. He was only 42 years too late
since our old chum Fred Taylor beat him to it. Why
Flechtheim is important is that he predicted that it would
all be done by computer simulation.

— S E V E N T Y
T W O  —

GORDON E MOORE. Have you ever heard of Moore's
Law' Unlike shredded cabbage in mayonnaise (Coleslaw),
zits appearing every Friday evening (Boyle's Law), the
capital of Norway lOslawl and that tall bald geezer in the
Carry-On films (Bernard Bresslawl, Moore's Law has yet to
be disproved. It isn't based on any scientific principles, but
marry of us in the computer business refer to it constantly.
In 1964 Moore said, quite simply, the power of computer
circuits doubles every year. whereas the cost of computer
memory decreases by one thousand percent every ten
years. Work it out for yourselves and get a crinkly mouth.

— S E V E N T Y
T H R E E -
-ALVIN TOFFLER. In 1970, Toffier wrote a weighty best-

seller titled 'Future Stock', in which he described the
advance of computers and technology as some sett of a
'psychological disease a n d  most  people are
grotesquely unprepared to cope with it.' Nearly two
decades later it seems that he was dead wrong. Kids have
taken to computing with no fear whatsoever, adutts have
accepted it with a son of smug resignation, and as for the
Old? Well, in our sort of society we don't give a monkeys
about them do we?

— S E V E N T Y
F O U R -
-DAVID A WOOD, Branch Manager, Midland Bank,

Portsmouth. On November 19th 1977 he heaved a deep
sigh, scratched his noble head and said, 'You've had at
least halt a dozen totally different careers in the last 15
years Mel, what the bloody hell are you piddling about with
noviq "Fear not,' I answered, 'I'm going to change the
course of home entertearnent for ever. Lend us a few
quid.' It you are reading this, David, I thank you once again.

— S E V E N T Y
F I V E
—MR AND MRS UGH! So there they were, kids off at Sunday

school, pterodactyl gently stuffed and roasting, nothing in
the papers. bored Out of their prehistoric skulls. Mr Ugh
Idly tossing a smallish rock, Mrs Ugh absent-mindedly
scratching patterns in the pebbly del: And so it came to
pass that the basis for all computer games was invented;
PING PONG by Mr Ugh and NOUGHTS AND CROSSES
from Mrs Ugh, I don't care if you call it California Games
and Hunt For Red October, there are only two variations in
games software, and I'll prove it next time around:

ZZAPI 64 March 1988 7 9

1
1



I
t
'
s  
n
o
t  
e
a
s
y  
b
e
i
n
g 
t
h
e  
T
o
p 
G
u
n

of the space fleet -  whenever
there's an alien invasion you get

called up for action.
This particular mission requires

the player to fly deep into the heart
of the attacker's giant mothership.
The action starts with the player's
spacecraft being dropped from a
transporter ship at the beginning
of the first of  four  horizontally
scrolling levels.

Each section is filled with blood-
thirsty aliens, missiles and gun tur-
rets, and both the floor and ceiling
conceal hi dden hazards, Occa-
sionally, glowing smart bombs are
discovered and can be flown over
to destroy all visible enemy craft.
Alternatively, blasting turns them
into extr a firepower  whi ch I s

IhpSpat

Although were at
a t i m e  w h e n

•

to t o  features some amazing
, g r a p h i c s  and great sprite

animation
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10
Firebird, 0 .95  cass,
£14.95 disk,
joystick only

boo n  Lwow 5 new 51100I em up 15 certainly u very
eye-catching affair! The visuals are superb,  wi th
some temfi c landscapes and loads of gorgeous
sprites whizzing around.  The use of colour is tre-
mendous throughout-especial ly in the end-of-level

guardians, which set new standards tor large animated graphics.
Unfortunately, the single load means that there are there ate only
loot snor tisn ieveis, so it's a little low on variety. lo's qui te a
difticuit game, so beware: it'll have you tearing your hair out in
moments. Death sends you back a couple of screens and, just to
add insult to injury, all your previously added weapons disappear.
I can't but help think that those with less patience could tire of lo
pretty quickly but  hardened blasting freaks shoul0 enjoy the
(albeit limited) action.

shoot em ups ate
two a peril'''. F e -
bird h a v e

released lo. The gameplay es
nothing special and you could
probably fund sever al  v e r y
similar games on the shelves
of y our  l avounte  computer
shop -  but I enjoy it nonethe-
less. Gr aphi cal l y i t ' s  v e r y
pretty, w i t h s om e  amaz i ng
alien shi ps char gi ng ar ound
the scr een a nd gi ant  guar -
dians at the end of each level -
the enor mous laser -spi tting
skull is my favourite. Timing is
of great importance, as many
ot the obstacies need to be
disposed of in a particular pat-
tern. r his is my only rein gnpe,
as many frustrated hours were
spent trying to find the suitable
path ar ound obstacles.  l o i s
very har d,  b u t  I  t hi nk  i t 's
deserving of per sever ence.

that str ikes y ou
are the absolutely
amazing
graphics -

they're stunning,  wi th some
fabulous b a c k d r o p s  a n d
beautifully-drawn a l i e n
sprites. The giant caterpillars
are incredible, and the end-of-
level guar di ans  c ou l d  b e
straight f r o m  a n  a r c a de
machine! Sadl y though,  t he
gameplay isn't overly exciting.
The action is definitely chal-
lenging, but it didn't take long
before my attention started to
wander. Apart from the impre-
ssrve graphics, there's nothing
on offer  that  hasn't  already
been s een i n  Nemesis,  Delta
and Zynaps. It's doubtless that
lo will appeal  to many,  but if
you've already got a couple of
horizontally scrol l ing s hoot
'em ups in your collection, I 'd
think twice before buying lo.



automatically added to the ship on
contact.

As the player progresses further
into the alien vessel, increasingly
hostile alien hie-forms appear in
the form of giant caterpillars and
bomb-spitting jacks. I f  the ship
hits a n  enemy object, i i  i s
destroyed and one of the three
backup ships comes in to  theaction.

At the end of each level dwells a
very aggressive !Tont guardian

who is disposed of to progress tothe next level. When all four levels
are conquered, the mission starts
again, but with faster and more
aggressive aliens.

ZZAP! 64 March 1988 8 1
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PRESENTATION 79%
Options amount to a one or two
player mode, but the game is
thoughtfully laid out.

1
G
R
A
P
H
I
C
S  
9
8
%

The use of colour is stunning,
id the backdrops and sprites

:lie incredible.
SOUND 79%
Competent throughout.
HOOKABILITY 87%
The straightforward blasting Isaddictive from the outset.
LASTABILITY 69%
Four tough levels to crack, but
the gameplay is ultimately repet-
itive.

OVERALL 80%
A graphically superb shoot 'em
up which, although unoriginal, is
bnth rhallpnging and playable



kPOLLO 18
Electronic Arts/Accolade, £9.95 cass,
E14.95 disk, joystick and keys
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dreamt o f  bec oming a n
astronaut and experiencing

the unique sensat ions o f  c on-
temporary space travel? This new
release f rom Accolade puts  t he
player at the controls of an Apollo
moonshot wit hout  t he need f or
years of rigorous training.

The mission is  split  into seven
sub-missions, wh i c h  t a k e  t h e
spacecraft and its crew from Mis-
sion Control to the lunar surface
and back.

The ac t ion s tarts  a t  Mis s ion
Control, with the rocket shown on
the main viewing screen above the
player's control panel. The rocket
systems are set on an initial tele-
metry screen, and when the status
of each is green, all systems are
go!

After a  fi f t e e n - s e c o n d
countdown the launch procedure
begins. Timing is crucial, and an
error display comprising a moving
red bar is shown. At specific points
in t he  launch,  t he  bar  sweeps
across the display and the fire but-
ton is pressed the instant the bar
reaches t he centre point.  Points
are awarded for accuracy of t im-
ing, while errors lose points and
also increase the probability of an
aborted mission. During the latter
part of  the launch the player also
controls the rocket's gyros, whichare in constant  mot ion and are
held stable t o prevent  deviat ion
from the planned trajectory.

If orbit is achieved, the next part
of the mission begins. The objec-
tive is to undock and re-dock the
Command Module with the Lunar

Is I t ' s  all systems go here at Houston - beep!

Module. The joystick is  used t o
keep the approaching craft in the
centre of a set of cross-hairs, and
the fire button controls speed. The
approach mus t  be accurate and
within a minimum velocity to be
successful.

As the Command Module and
the Lunar Module cross the void
between the Earth and the Moon,
correction manoeuvres are carried
out. A f t e r  a  fi v e - s e c o n d
countdown the player holds down
the fire button to activate the roc-
kets. A careful eye is kept on the
burn panel s o  that  t he rockets
don't fi re for t oo long,  in which
case the manoeuvre is repeated at
the expense of the score-sheet.

Landing the Lunar Module on
the Moon is  nex t  on t he fl ight-
schedule. The joystick is used to
keep the craft within a flight cor-
ridor, and fi re but ton ignites the
engines t o  s l o w t h e  descent .

ACC018420 have certainly managed to capture Me
atmosphere of a space flight, with some excellent
graphics and plenty of realistic speech being used
to enhance the feeling of 'being there'. Some of the
effects are quite outstanding,  especially the take-

off sequence — but you have very little time to see them because
you're so busy watching the control panel on the lower half of the
screen! Completing the seven sub-missions requires quite a lot
of perseverence, and flying a fully successful program should
take some doing! My only reservation is that because the sub-
missions always appear In the same order, the gameplay might
become ultimately repetitive. Still, Apollo 18 offers plenty of solid
entertainment, and should greatly appeal to those who have a
keen Interest in space exploration.
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Straying f rom the corridor aborts
the current landing and moves the
player onto the next of  the three
landing sites_ Failing at  all three
leaves the module with too lit t le
fuel to attempt further landings.

After a successful landing, the
astronaut c limbs  on to the lunar
surface and moon-walks towards
the Surv ey or I l l .  De f t  joys t ick
handling is required to cross the
distance as  quick ly  as  possible
without over-balancing.

On the route home, there's one
more sub-mission to be underta-
ken. S u i t e d - u p  a g a i n ,  t h e
astronaut at t empt s  t o  c apt ure
three satellites one at  a t ime by
space-walking t owards  i t ,  a n d
capturing i t  wi t h  a  direc table
' space hook ' .  T h e  t i me  a n d
number of  capture attempts dic-
tate the player's score for this sec-
tion.

Finally, the player prepares for

splashdown by  guiding the cap-
sule through Earth's atmosphere
at an opt imum angle so that fric-
t ion-induced heat doesn't destroy
it and its crew. The joystick is used
to keep the cross on a gyrating ball
central. The more t ime this 'eight
ball" is  off-centre, t he higher the
temperature rises and the higher
the risk to the crew.

With the final sub-mission com-
pleted, the capsule splashes down
to a hero's welcome

I'm a  great lover
of s pa c e / fl i ght
simulators a n d
was attracted to
Apollo 18 as soon

as it came into the office. From
the start, a superb atmosphere
is generated by the digitised
graphics and speech,  not  to
mention the  realistic visuals
on the Mission Control screen.
Unfortunately, the player has
to pay such strict attention to
the k nobs  a n d  gauges  he ' s
s t ruggling t o  c o n t r o l  t h a t
some of  the best sights go
unseen. I  ha v e  m y  doubts
about the game's testability.
Completing all seven stages is
quite a difficult task, but once
the player has seen the whole
game there's only the promise
of the occasional 'unexpected
problem' to keep him coming
back for  more.  I  enjoyed the
several plays I had, but I don't
think the game will appeal  to
persons l a c k i ng m y  m i l d
Interest in aeronautics.

PRESENTATION 88%
Extensive instructions, high
score table, restart and pause
facilities.
GRAPHICS 89'/0
Excellent all round, with the odd
digitised pic for good measure.
SOUND 90%
Few sound effects, but plenty of
incredibly realistic speech.
HOOKABILITY 83%
The lengthy initial stage is at first
obtrusive in its constant recurr-
ence, but the lure of the sub-mis-
sions keep you playing.
LASTABILITY 64*/0
Complet ing all seven sub-mis-
sions is tricky, but the challenge
wanes after a fully successful
mission.

OVERALL 8 1 %
An entertaining and detailed
simulation which should appeal
to spa
,
:  
f a
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Wri tten once again by Jon Ri tman and Bernie Dr ummond this NEW Match Day is the
result of all the customer feedback and advice on how to create the pinnacle in computer  soccer.

Pit yoursell' against the CPU or wi th 2 players-full league or cup competition with unique code -  save facility.
Jump, head,  volley and kick lusing the kick meted to move the bail rrom player to player wi th automatic

deadball set ups and goalkeeper control,
O ND DEFLECTION SYSTEM TM ensures realistic bail

ricochet and the action comes with• -
ruff music and sound FX.
If you want the very best in foot-

SPECTRUM CO MMO DO RE  b a l l  for your micro then there s only
one choice... MATCH DAY II wi th
multi-menu system makes the home
computer come alive L90.21
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Ocean Software Limited • Ocean House • 6 Central Street' Manchester • M2 5NS Telephone 06 I 832 6633 Telex 669977 Oceans G

A  W O R T H Y SUCCESSOR T o
T H E EVER  PO PU L AR  M AT C H  D AY

F O O T BAL L  SI M U L AT I O N  —
A  G AM E  WH I C H  H AS

R EM AI N ED  I N  T H E R EAD ER S
C H AR T S F OR  3 YEAR SI



A  QUESTION OF SCRUPLES
Leisure Genius/Virgin Games, £12.95 cass, £14.95 disk, joystick only
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game has now spawned A
Question of  Scruples — The

Computer Edition.
The program supports between

three and ten players, any of which
may be computer controlled. Each
participant has a different charac-
ter make-up: human players select
their own personal characteristics
while computer players have pre-
determined personalities.

BE TWE E N A P T  LY I NG  F O R
AND B E I N G  O F F E R E D  A

NEW J O B  Y O U  D I S C O V E R
YOU A R E  P R E G N A N T  D O

YOU T E L L  Y O U R
P O T E N T I A L  E M P L O Y E R ? . . •
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sometimes have nasty side
effects. I n  t h i s  c as e  i t

resulted in the awakening of Cal-
vrak, a malicious and unbelievably
ugly entity that now resides in the
labyrinth. The players task is sim-
ply to find and kill him.

At the beginning there are four
options: a one or two player game,
entry into the construction set, or
load a previously saved scenario.

On selecting the former option.
the quest begins in the first of 100
dungeons, which are loaded sepa-
rately. Each one has its own title.
offering some clue as to what can

84 ZZAP! 64 March 1988

A face is chosen from a scrolling
catalogue o f  mugs hot s ,  a n d
selected visages appear at the top
of the screen to signify the charac-
ter in play.

To start, eac h player is  dealt
f rom three to five 'dilemma' cards,
and a  s i n g l e  a n s we r  c a r d ,

111. O h ,  no! That's all we need:
a baby Cameron!

be expected; some levels have a
specific goal which is achieved in
order to descend to the next dun-
geon.

The screen is div ided into t wo
parts: two-thirds shows the mult i-
directionally scrolling playing area.
and the remaining third is an infor-
mation panel which displays the
players' health status and score.
Also shown are three icons repres-
enting appropriate at t ributes:  a
helm (armour), a belt (strength) and
a wa n d  (magic  power).  Thes e
decrease over t ime and increase
with the discovery of relics.

On the way to Calvrales lair, five
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all-encompass ing shadow of Gauntlet. Even though
the adversaries are different, the actual gameplay is
very similar using keys to open doors, collecting
food for  energy,  destroying monster  generators,

gathering magical objects to aid your quest and so on. Demon
Stalkers is reasonably well presented, and has more depth for the
solo player, but the poor  implementation and rather unprofes-
sional graphics do little to endear it The scrolling is pretty awful,
the sprites are very flickery, and the less enemies there are on
screen the faster  the action becomes (single opponents are
annoyingly rapid). An average arcade adventure with limited app-
eal, except to hardened Gauntlet fans in need of some variety.

responses on which are limited to
'yes'. •  no' and  'depends ' .  The
objective is to get rid of dilemma
cards by selecting an opponent to
ask the quest ion on the card. I f
their a n s we r  a n d  t h e  as k ing
player's answer card match,  the
dilemma and answer card are dis-
carded and a  new answer card
dealt. The main strategy is there-
fore to choose the person most
likely to give the desired answer
for t h e  c hos en d i lemma c ard,
based on their personality traits.

It the answers don't  match, the

DEMON STALKERS
Electronic Arts, £9.95 cass, £14.95 disk, joystick with keys

I'd have thought
the original  i dea
of t h e  Sc ruples
board game was
to pr ovoke di s -

cussion amongst a  gr oup of
friends, and perhaps to reveal
previously unrealised person-
ality traits to the other players.
This social  element is com-
pletely l ost  i n the  computer
Interpretation, with any debate
being l imited to a  choice of
four ter se statements.  T h e
game I s  wel l  produced,  but
this shortcoming just killed it
for me.

I've never played the board version of Scruples, but
it appears to take a lot of its entertainment value
from the  social  intercourse which occurs during
challenges. Thi s computer  version removes any
such interaction on both levels: single player mode

speaks for  itself, and in multi -player mode,  participants are
prompted to choose a particular reason for  their reply, rather
than having to debate the point. After playing both solo and group
games, I soon became very bored indeed. This lack of interest is
a shame, since Scruples is very stylish, smart to look at and well
presented. I'd advise you to purchase the board game if it's pos-
sible to play in a group.

II. D e m o n  Stalker plays rat catcher in Electronic Arts' lacklustre
Gauntlet variant



f
opposing play er i s  challenged,
whereby t he  remaining players
(both human and computer) vote
on whether t he answer given is

The value of con-
verting b o a r d
games t o  c om -
puter for mat  i s
debatable: w ha t

you gain in options you lose in
atmosphere. Particularly with
Scruples, t h e  a t m os phe r e
relies on who your opponent is
(and knowing their character),
and t he  mul ti tude of  var ied
responses that can be given to
any one  question.  The boar d
game is basically a set of cards
which i ni t i a te  occasi onal l y
furious debate: the computer
game lacks this passion sim-
ply because you can't relate to
a line drawing and a bar chart
in the same way you can to a
human opponent.  The option
to pl a y  w i t h a  num ber  o f
friends makes up for  this in a
small way,  but  even so,  you
only ha v e  l i mi ted potenti al
responses, a n d  s o  I t  a l l
becomes predictable.  All  the
moral dilemmas of the original
are ther e,  b u t  t he  ga m e 's
potential remains untapped.

dif ferent  k inds  of mons ter are reg-
ularly f ac ed_ e a c h  o f  wh i c h
behaves differently. Contact  with
these is detrimental to the charac-
ters heal t h  and while monsters
and t h e i r  generat ors  c a n  b e
destroyed, s ewers  ( f rom whic h
rats appear) cannot.

After t h e  f ourt h dungeon,  a
scrolling message appears giving

Demon S t a l k e r s
has plenty of vari-
ety a n d  a tmos-
phere, b u t  t h e
gameplay is mar-

red by its graphic presentation
and poi nt l ess  s ound.  T h e
scrolling is irritatingly juddery
and the characters are poorly
animated and lack definition.
The dungeons are quite varied
in design and offer  plenty of
problems t o  overcome,  a nd
there are different creatures to
battle. The clue-scrolls add a
twist to the action, and there's
even a screen designer -  but
you can't really escape the fact
that this is very much like the
original Gauntlet. Fans of the
genre have two choices this
month -  this and US Gold's
Gauntlet I I .  The  latter  i s far
more pol ished,  otters better
playability and costs only four
pence more

true to character or not. The winner
of the challenge gives one of their
dilemma cards to the losing party,
and t he game cont inues in this
fashion unt il one player has been
relieved of all their dilemma cards.

PRESENTATION 86%
Good instructions and packag-
ing, and great on-screen presen-tation.

GRAPHICS 63%
Plain cards, with average faces
and animation.

SOUND 18%
Droning title tune and simple, ill-
suited effects_
RookmuLrry 44%
Slightly confusing at first,
severely lacking action in,
Single player mode.
LASTABILITY 40%
The 230 questions and 2,750
answers should keep the ga
relatively fresh for a while i f
can be bothered to play.

OVERALL 41%
A disastrous single player game,
only mildly reprieved in its multi-
player mode. The real board
game costs about the same as
the cassette version!

players more irformat ion or
,  t h eguest Participants then have the
opportunity t o  inc reas e t h e i r
health status by answering a 01 ;es-
tion correctly_ To progress further
they must also solve a puz?le with
the help of a cypher included in the
packaging.

PRESENTATION 89%
Excellent ins truc t ions ,  many
useful options and clear on-
screen display.

GRAPHICS 57%
Varied, but bland barkdrops
with awit il scrolling. Poorly
animated monsters and dull
main characters.
SOUND 41%
Few spot effects arid the
occasional tune.
HOOKABILITY 78%
Aesthetic considerations apart
the game's variety and instant
playability is a great pull.
LASTABI my 61%
100141)i/els arid the Option to
construct your own, but some
frustrating aspects spoil the
action_

OVERALL 65%
An unpolished Gauntlet clone
which lacks bite_
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The reactor wants to live, its automatic defense
mechanisms may not ... only you are the

difference between continuing calm or almightydestruction.

, From  the creator of the superb 'Super Huey
Helicopter Flight Simulator' series, Paul

'Norman, comes another amazing challenge to
your powers of reason and reactive skills.
biding yourself within the central computer of

a nuclear power plant, things suddenly start
• i n g  wrong and if you fail to act quickly and

ke the right precautions then danger will turn
to crisis and the safety of millions of people and

thousands of square miles is leopardised.
A drama and challenge of chilling realism and

awesome consequences.

CBM 64/128
E9.99
CASSETTE
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CBM 64/128
E11.99

DISK
U.S. Gold Ltd., Units 2/3 Holford Way, Holtord,

Birmingham B6 7AX. Tel: 021 356 3388



SIDEWALK
infogrames, E9.95 cass, E14.95 disk,
joystick or keys
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plans t o  take t he love of
your life to the Live Aid con-

cert have been threatened by the
sudden theft of your motorbike. To
save the day the component parts
of the cycle and the two tickets for
the concert have to be found-and
all before 7:30 pm' After this your
fickle girlf riend is  threatening t o
leave for the concert with some-

It's been one of those days. Someone has stolen
your motorbike, you have to grab a couple of Live
Aid concer t tickets before they're all sol d out,
Sounds just like real life doesn't hi  Sidewalk is one
of those games that's simple to get  into,  but

reasonably hard to complete, and is quite often frustrating - but
luckily in a pleasant way. Cartoon-style graphics have been put
to good use, especially the pictures that appear at the sides of
the screen when you speak to other characters, or engage in a
little fisticuffs. Sound is not quite so hot, with a rather feeble
tune that  just about manages to stagger  through the title
screen. Sidewalk is an enjoyable adventure type game, whose
playability will diminish rapidly once completed.

TEST DRIVE
Electronic Arts, E9-95 cass,
E14.95 disk, joystick with keys
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The a f t e r n o o n  c r u i s i n g
around in a sports car, but

can't af ford the rental, Test  Dnve
provides t he chance o f  get t ing
behind t he wheel of  one of  five
classic marques.

Initial selections are made from
a Porsche 911 Turbo, Lamborghini
Countach, Fe r r a r i  Tes tarossa,
Chevrolet Corvette or Lotus Esprit
Turbo. The  chosen vehic le then
appears on a two-lane road, which
is viewed in first person 3D.

Electronic Arts' sports car simulation is certainly
different, but unfortunately as a 'simulator' it fails
on several counts: the interior graphics are very
smart, but the exterior views are slow to update
and do little to create a realistic driving experi-

ence. The course never afters from the initial blue sky/brown
cliff view, and finally control  of the cars is awful: they're all
unresponsive and unrealistic to 'drive'. Cassette users should
also beware the load time, which is terribly long, taking around
15 minutes to set up a game. A noble attempt, but I can't recom-
mend Test Drive, simply because I don't  think that you'l l  be
playing it past the end of the first week of purchase.
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body els e. . .
The player uses the joystick to

stroll h i s  on-s c reen a l t e r  e g o
through t he  mean  s t reets  a n d
alleys in the search for information
leading to the bike's recovery. This
comes f rom interact ing wit h t he
shady charac ters  w h o  inhabi t
them in one of three ways.

A character can be asked one of
several s e lec t ab le  ques t ions .
appropriate to the hero's current
circumstances a n d  wh a t e v e r
information he has already man-

The object ive is to survive long
enough to reach the top of  'The
Rock' -  a  hazardous  wind ing
roadway set  between a perilous
Cliff e d g e  a n d  a n  unforgiv ing
mountainside.

HGVs, r i v a l  s p o r t s  c a r s ,
potholes and water slicks all con-
spire against  the driver, together
with the local Highway Patrolman.
who penalises  breakers  o f  t he
speed l imi t .  Wa r n i n g  o f  h i s
impending appearance is given by
an in-car radar alert.

Hitt ing either the mountainside
or the cliff edge results in a 'write-
of t  and only five cars are provided

V
Y
.
0

How n u c h  d o  y o u  c h a r g e ?
Piy b o y f r i e n d  w i l l  s h o w  y o u  s o n e  n a n n e rs

le T h i s  is about as close as Carrell get to owning a Lambarghini

aged t o  gain.  Some  ques t ions
elicit a n  immediat e  response,
either favourable o r  unhelpful,
while others  are only  answered
upon some form of remuneration.

Some of  the uglier characters
may hold a piece of the motorcycle
and only give it up after a fight. A
description o f  t h e  opponen t
appears on-screen, and while the
hero at tempts to kick, head-but t
or punch him into submission, two

emptying beer glasses represent
each pugilist's diminishing energy.
If the hero's glass empt ies com-
pletely, he  loses consciousness
and t he game.  Fortunately, los t
energy can be replenished by visit-
ing a bar where the beer is free!

If t he  hero c omes  across  a
potentially nas t y  conf rontat ion
when his strength is  low he can
choose to escape to a safer part of
the street.

Well I haven't got it, honest

Although lacking in a few departments, Test Drive
does prove quite appealing. The on-screen pres-
entation could have been a lot better, particularly
the dashboard which is a bit bland, but the initial
choice of five cars is great. In practice, however,

the cars aren't particularly varied in control  or  design.  The
screen isn't very quick to update,  when compared to games
like Buggy Boy for instance, nor does it have the same addictive
qualities -  mainly due to the poor controls and lack of variety.Test drive it first.



1

The action is  represented .n a
distinctive cartoon s ty le as  t he
hero patrols the streets, with the
ability to move into and out of the
landscape a l o n g  t h e  s t reet s .

The t y p i c a l l y
well-drawn
Infogrames
graphics hi t  m e
right i n t he  eye

when Sidewalk l oaded.  T h e
stylish seediness of the back-
drops and characters creates
a pe r f e c t  se t t i ng f o r  t h e
gameplay, w h i c h  unf or t u-
nately returns the compliment
grudgingly. T h e  di r ecti onal
control is sometimes contus-
ing, and al though the playing
area appears to be quite small,
I was never exactly sure where
in the network of streets I was.
Something that surprises me,
considering the games strong
adventuring overtones, is how
short a game can last. After a
few plays I was able to find all
the pi eces of  the motorbike
and was close to completing
the objective. Overall, a smart
game which falls between the
arcade a n d  a dv e nt ur i ng
stools, a nd ends up i n No-
Man's  Land.

to reach the summit. Each level is
completed by  reaching the next
gas s tat ion,  wh e r e  t h e  play er
receives a full tank of petrol and a
comment on his pert ormance from

The idea of being
able to drive one
of fi v e  amaz i ng
sports c a r s  i s
great, but  unfor -

tunately Test Drive falls short
of its potential  in many fields.
The graphics ar e very bland
indeed, and there's little detail
on the road or  mountainside.
Movement is Jerky, and other
cars a n d  t r uc k s  a r e  v e r y
blocky and completely destroy
any sense of realism. The con-
trol method is poor ,  and the
difference be tween c a r s  i s
hardly noticable. Once you've
completed a level, there's little
to dr aw you back,  a s  sub-
sequent levels mer el y of fer
heavier r oad traffic.  The last
nail in the coffin is the incredi-
bly cumber some mutti l oad.
Not only does it take ages to
set a game up, but if you want
to change cars, you have to
reload the entire program! Test
Drive could have been special,
but unfor tunately Electronic
Arts have missed the  mar k
completely.

Below the main display man inven-
tory screen which shows any items
collected as well as the state of
progress regarding t h e  rec on-
struction of the motorcycle. Other
characters are also depicted in a
large cartoon on the right  of  the
action screen, with one showing
the hero's  state of  health on the
left.

Live Aid awaits, but not forever
-  so go for it!

PRESENTATION 73%
Good options and screen layout
but confusing controls.
GRAPHICS M%
Highly-detailed and distinctive
cartoon-style.
SOUND 56%
Unremarkable title tune and jing-
les, with appropriate spot
effects.

HooKABILrrif 73%
The adventuring urge is strong a'.
first

LASTABILrry 52%
Once completed, the action
loses its appeal.

OVERALL 67*k
Original, playable. but sadly
flawed.

the local pump attendant, detailing
time, score, and his personal opin-
ion of both.

When the game ends, there's an
option t o replay the course with
the same car, or start again with
another.

PRESENTATION 66%
A good range of in-game
options, but the slow multiload Is

major annoyance.
GRAPHICS 65%
Impressive still shots, but
interiors are let down by feeble
3D

SOUND 40°/.,
The engine noises are weak, but
reasonably effective. Title musty
is dross.

HOOKABI WY 73%
The lure of high-speed driving is
quite strong, although the long
cassette loading t ime is not par-
ticularly helpful.
USABILITY 31
9
/0
The lack of variety and excite-
ment soon kills any urge to con-

IC.

iVERALL 46
(1
/0

An unusual driving simulation let
down by average graphics, poor
sound and ult imately repetitive

from this fast moving authentic drag racing
simulation.

4
Jump to the smell of burning rubber as you

"burn-in" your tyres. Recoil from the heat of
your turbos as you gun your engine. Feel the
snap of the G Force as you release your clutch.
This is the world of drag racing as recreated by
Shirley Muldowney, 3 times world champion in
Professional Top Fuel Dragsters. Tensely wait
for the Christmas tree lights, then pop your
throttle and power your way down the 440

yards in head-to-head challenge with Shirley
In one of her best championship races.

But be careful. Don't red light, smoke your
tyres or  blow your  engine t h e r e ' s

a long season ahead.

CBM 64/128
E9.99
CASSETTE

CBM 64/128
E11.99

DISK
U.S. Gold Ltd., Units 2/3 Holford Way, Holford,

Birmingham B6 7AX. Tel: 021 356 3388



SIDE ARMS
GO!, E9.99 cass, E11.99 disk, joystick with keys
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under threat of extermina-
tion, t h i s  t i me  f r o m a

megalomaniacal a l i e n  c a l l e d
Bozon.

The fate of Our world lies in the
astro-gauntlets o f  L ieu t enant
Henry and Sergeant Sanders -  a
pair o f  c rac k  robo-s hip pi lot s
who've been ordered t o  ent er
Bozon's h u g e  u n d e r g r o u n d
empire. Here they brave level after
level o f  inc reas ingly  f eroc ious
attacks as  t hey  fl y  through t he
weapon-fi lled caverns,

Side Arms is played either solo
or as  a  t wo-man team,  As  t he
space warriors  progress  across
the horizontally  sc rolling land-
scapes, they're attacked by aliens
in no less than fifteen guises. As
well as yielding points when shot,
some hostiles also leave behind a
POW symbol which is collected to
increase the speed of shot by up
to three times. Alternatively they're

blasted, causing them to change
from P O W  t o  W O P  ( wh i c h
decreases shot speed), and then
into a small graphic representing
one of four other weapons: MBL is
a heav y -dut y  M e g a  Baz ook a
Launcher; 3-Way  shot releases a
volley of  fire; Tail Gun fires rear-

The question arises: how did software houses make
their living before horizontally scrolling shoot 'em
ups? The only motive for squeezing Side Arms onto
the market can be derived from the fact that it's an
arcade conversion which shoulp appeal to lovers of

the coin-op original. Unfortunately,  i t's these people who are
most likely to be disappointed, because this conversion hasn't
all of the original arcade features. To those not knowing exactly
what to expect, Side Arms shouldn't prove too disappointing, as
it's qui te playable and mildly addictive, but  there are better
games of this type available in the budget range.

Side Arms is the second game to appear on the GO!
label this month and is, in my opinion, the better of
the two. Graphically it's good: scrolling is smooth,
end both the character  sprites and backgrounds
are colourful and well drawn (al though the back-

drops do tend to be a bit psychedelic at times, and the wearing
of dark glasses is recommended).  Sound consists of a thin and
instantly forgettable tune plus average effects. Despite the ardu-
ous multiload, Side Arms is fun to play and has enough in it to
keep ardent zappers happy for a while, al though unfortunately I
found that the final screen was all too easy to reach. Overall a fun,
if rather standard shoot 'em up.

ward, and Auto is a rotating device
which unleashes mult iple las er
beams i n  a l l  direc t ions .  Eac h
weapon obtained is then selected
individually by using the SHIFT key
to cycle through the arsenal.

The Alpha/Beta symbol is also
picked up for improved individual
firepower, or to enable the combi-
nation o f  ships  int o one,  more
powerful vessel, which lasts until
the controlling player is destroyed.

Eight separately loaded levels
are negot iated in order to reach

111. L i e u t e n a n t  Henry and Sergeant Sanders attempt to save the Blue Globe I am the tyrannical Bozon (well that's
what it says here)
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Bozon's ult imat e weapon,  t h e
'Mobil A r mo u r  Sent ipet ' ,  a n d
destruction of this signals the end
of the mission.

GOI's version of
Side Arms  bears
little relationship
to t h e  a r c a d e
game I've played,

except for  the fact that there
are two controllable blobs on
screen at the same time. Gone
are the vertically scrolling sec-
tions and the lovely R-Type-
style graphics.  Instead we're
left wi th a  monotonous one-
way scroller across some pale
and unrelated landscapes, set
to a n  i nept  version o f  t he
arcade soundtrack.  The mul-
tiload system is a real pain -
especially when all it seems to
do is load more of the same.
The two-player mode is mod-
erately enjoyable,  but  ther e
are plenty of other shoot 'em
ups mor e  deserving of  your
hard-earned cash.

-
1
1
P
'

PRESENTATION 69%
Intrusive multiload, but retains
the arcade's two-player option
and has three skill levels.

GRAPHICS 63%
Unadventurous but adequate
sprites and backdrops
SOUND 29%
Appropriate blasting noises, but
a pathetically weak and reedy
soundtrack.

HOOKABILITY 76%
Simple and addictive laser cal
nage.
usmansry 57%
The mission is long, but the
action is repetitive.

OVERALL 61 'Yo
A playable conversion let down
by the omission of some of the
arcade's more appealing fea-
tures.
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LEADERBOARD PRODUCT INDEX

ALL THE FEATURES OF WORLDCIASS LEADERBOARD IN THIS GREAT NEW 4 COURSE COMPILATION A

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 golf
fanatic.
From the infamous Pebble Beach Course on
the California coastline to the historical
course of Muirfield, Edinburgh4 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.

U.S. Gold Ltd. Units 2/3 liolford Way. Holford. Birmingham B6 TAX Tel: 021 356 3388
SPECTRUM • 3

GLEMMOOR
Length:
7131 yardsPar: 72

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

PEBBLE BEACH
Length: 6799 yards

Par: 72
Record:

Tom Kite 62

MU1RFIELD
Length: 6894 yardsPar: 71

Record: Peter Butler 65

LEADERBOARD 9.99c 9.99c 9 . 9 9 c  9 . 9 9 c
14.99d 1 4 . 9 9 d  1 4 . 9 9 d 24.99d 24.99d
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SUB BATTLE SIMULATOR
, Epp, £9.99 cass, £12.99 disk, joystick with keys
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a budding Commander o r
Kommandant t o navigate a

WWII sub through sixty different
missions, with the choice between
a single assignment or a full war-
t ime command.

There are six bas ic  command
viewpoints accessed f r o m t h e
keyboard: Periscope, Map. Radar,
Sonar plus  Binocular and Tower
views while on the surface. In addi-
tion. a n  inf ormat ion p a n e l  i s
situated beneath the main display

The Epyx pedi g-
ree i s  about  a s
good as you can
get, bu t  they've
certainly brought

their batt i ng aver age dow n
with this one. Initial high hopes
fade in the light of this termi-
nally languid,  acutely bor ing
simulation of zero appeal. The
interior visuals are bland, flic-
kery and slow, while the frame
update on the external view is
similarly awful. The final casu-
alty is the incredibly lengthy
time buffer between key pres-
ses a n d  acti vati on o f  t h e
selected action T h e  gen-
eral feel ing i s of  a  compl ex
program attempting to run in
BASIC. Avoid it like the plague.

POINT X
Powersoft, £9.95 cass, £14.95 disk, joystick only
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nary, i t s  the player's task
to infi lt rate a  vert ically

scrolling area of enemy territory in
order t o destroy the point  'X o f
the title.

Both ground-bas ed ins t al la-
tions and  airborne at tack  c raf t
constantly assault the vessel, and
are dest royed b y  forward-fi nng
bombs and laser cannons.

PoMt X suffers from a lack of
variety and some rather scant
graphics
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Sub Battle Simulator's bland
graphics do little to improve the
sub-standard gameplay

Throughout t h e  miss ion,  t h e
ship's defence shield is drained by
enemy h i t s ,  s ign ifi ed  b y  a
diminishing white bar. This is par-
tially replenished by collection of
pods wh i c h  f requent ly  appear.
Occasionally, t h e y  a l s o  h o l d
improved weaponry ,  wh i c h  i s
automatically a d d e d  t o  t h e
armoury.

There a r e  t e n  levels  t o  b e
negotiated before the final assault
on point • X', and should the shields
be c omplet ely  dra ined be f o re
reaching t he  goal,  t he  miss ion
ends

screen.
Missions include North Sea pat-

rols and search-and-destroy mis-
sions in the South-West Pacific.
The difficulty is metered in levels
from one to four, and affects per-

I'm no real  fan of  simulations but  even so,  the
gameplay in this offering is just too tedious. The
graphics do nothing to create any kind of atmos-
phere, and the sound is instantly forgettable. The
range of options and E pr e  usual comprehensive

instructions help to generate the right climate, but this is shat-
tered once play begins! This should be an experience of sus-
pense and decision-making under  pressure, but the constant
disk access and slow movement ruin it. For me, the action is just
too turgid and the on-screen viewpoint too bland to warrant
praise.

How many more of these vertical scrollers are we
going to see on the computer  shelves before the
genre becomes exhausted? To be fair, I can't comp-
lain too loudly about this one -  at least it's playable
and has reasonable graphics and sound (except for

the ti tle music which is a  raucous cacophony).  I t's all qui te
polished, but overall there's nothing on offer that hasn't already
been seen in previous budget titles, and therefore the El 0 pricetag is most unrealistic.

Quite c l e a d y
based on the old
arcade g a m e
Xevious
t 
P o i n
t  
X  
i
s

definitely lacking
in originality. The graphics are
sparse, and the alien craft and
constructions are very simple.
The ship's movement is a little
slow, but smooth and respon-
sive nonethel ess.  Pr ogr ess
past the first few levels is quite
easy, but any extra equipment
collected c a nnot  b e  t a k e n
through t o  t h e  ne x t  level ,
which seems rather pointless.
I'd hav e pref erred t o  s ee a
muc h s maller price tag,  but  I
wouldn't be too disappointed
If I'd bought it.

formance in  several ways:  later
levels have noon-board navigator,
more dud shells are fired, enemy
ability i s  inc reased a n d  dept h
charges are dropped more f re-
quently.

Missions somet imes las t  sev-
eral hours, and may be saved to
tape or disk for convenience.

NB: D I S K  VER SIC IOONLY.
A CASSETTE VERSION HAS
SEEN ANNOUNCED A N D

TEDSEPARAMLY
1 A S
E D .

PRESENTATION 63%
Excellent instructions, but poor
on-screen presentation. The
constant disk access is a pain
GRAPHICS 27%
Bland, unrealistic and uncon-
vincing,
SOUND 1.5!/0
ineffective throughout.
HOOKABUSTY 29%
The slow and tedious nature of
the action imparts an almost
instant feeling of antipathy.
LASTABILITY 22%
The lack of reward and action
300n leads to complete bore
dom.

OVERALL 24%
A complex simulation marred by
an appalling lack cif olayabliqv.

PRESENTATION 48%
Rather inconsistent and
inadequate documentation and
In-game options and a highscore
table are lacking.
GRAPHICS 57%
Neat and tidy, but lacks variety.
SOUND 52%
Competent loading music, but
appalling title track, accom-
panied by fairly standard effects.
HOOKABUITY 62%
Dead easy to pick up and play.
LASTJUNLITY 46%
The ten levels provide a moder-
ately alluring challenge.

OVERALL 51%
Standard XevrouS clone -  enter-
taining but hardly fresh.
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TEST
PliEDATOR
Activision, E9.99 cass, E14.99 disk, joystick with keys
Wi g h t  for your life In Act ivIsion's game of tense jungle combat
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Capitol Hill diplomats on a
_ t op s ec ret  mis s ion h a s

crashed in a hostile forest behind
enemy lines, In a covert operation,
a crack guerrilla team -  lead by
Major Alan 'Dutch'  Schaefer and
consisting of  s ix seasoned mer-
cenaries -  is  sent in t o find and
bring back the lost men.

Hovering i n  t h e i r  hel ic opt er
above the diplomats' last reported
position, Dut c h and  h is  s quad
drop to the jungle fl oor and dis-
perse in t o  t he vegetat ion,  wi t h
Schaefer himself taking the rear-
guard,

Almost immediately ,  Schaefer
comes a c r o s s  t h e  c r a s h e d
helicopter, but  there are no signs
of life a n d  no sign of his team
either, until further on up the jungle
path he finds one of his men dead

and mutilated beyond the normal
bounds o f  guerrilla warfare, His
weapon remains however, which
Dutch collects to supplement his
own small arsenal.

A group of  screaming vultures
attack Schaefer in their haste to
leave t he bodies  of  more of  his
mutilated comrades, hanging from
trees -  skinned. There's definitely
something mons t rous  i n  t h e
jungle

F irs t  off, go and see Predator-
I
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game:  Act iv is ion have worked
hard t o capture the look  and
feel of  the movie, and to a large
degree t hey ' v e  s uc c eeded.
The scenario st icks closely to
the original plot ,  and the ten-
sion and atmosphere created
as progress  is  made helps  to
sustain interest .  Predator is  a
visual t r ea t :  A r n i e  t r udges
along in a conv inc ing manner
and t h e  jung le  i s  ex t remely
effective. The  alien is  a mit e
disappoint ing,  but  it 's  hard to
convey any  feeling of  s ize or
mass in a  s imple sprite.  The
soundtrack is  quite effect ive,
with t wi t t er ing b i rds  i n  t h e
background a n d  a  s ui t able
gurgling no is e  a s  t h e  a l ien
watches y our  every  mov e!  I
must  admit  to fi nding it rather
diffi cult  t o  progress  pas t  the
fi rst t w o  s ec t ions ,  b u t  t h e
act ion is certainly  compuls ive
enough t o mak e you want  to
keep trying.
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another great  fi lm -  but
just  for a change the quality of
both are on a par.  Predator is
superbly presented on-screen
with a n  ex c el lent  p i ec e  o f
parallax scrolling giv ing a very
conv inc ing effect  of  watching
the ac t ion  f r o m beh ind  t he
undergrowth.  The at tent ion to
detail all round is very tangible.
Witness the fl at -topped Arnie
graphic  and the realism of  his
gait  and recoiling gun act ion.
The al ien t rac k ing sequence
adds t o  t he  s inis t er a t mos -
phere by  sugges t ing that  the
Predator is always behind you,
thus urging you on to the end
of the game. In fact the actual
alien is  something of  an ant i-
c limax af ter the fevered build-
up! One t hing that  niggles  is
the s l i g h t l y  t r i c k y  c o n t r o l
method w h i c h  m a k e s  i t
diffi cult  to gun down some of
the gueri l las  and vultures  in
frenzied mo me n t s .  O v e r a l l
though,  a  play able c el luloid
t ranspos it ion whose close plot
links should give it  enormous
appeal to anyone who enjoyed
the movie.

Following a short  introductory
sequence. Predator is presented
in a honzontally scrolling format
set across four, ten-screen loads_
The fi r s t  t w o  s ec t ions  s e e
Schaefer r u n n i n g ,  j u m p i n g ,
punching and blas t ing his  way
along the jungle path. Before he
reaches his planned pick-up point,

.,• • • • • • • •



the Ma jo r  crosses t hree s epa-
ratety-loaded landscapes ,  o v e r
which h e  runs  t he  gaunt let  o f
guerilla ambushes. Schaefer car-
ries three hand grenades which
are thrown over long or short dis-
tances t o  eliminate part icularly
aggressive adversaries.

Apart f rom leaving cadavers on
the path, the Predator also makes
his presence k nown along t he
route as he tries to shoot Schaefer

U u n t i l  recently, the film tie-in genre consisted of a verymotley gr oup of  programs.  However ,  thi s has  really
changed of late, with Platoon and now Predator showing what
can be done with a little thought and imagination. To be honest,
I've been hoping that Predator would be good, as the fi lm ranks
as one of my favourites —and I'm glad to say it isn't a disappoint-
ment. The visuals are excellent:  the jungle scenes are fantastic
and Arnie is brilliant ly  designed as a suitably chunky flathead.
The animat ion is s imilarly  superb, with met iculous  at tent ion to
detail — his arm pumps  as each bullet  sprays out, and his facial
expressions dif fer as he looks  up or down.  The whole game
mirrors  this  thoroughness  and indiv idual ef fects  t rans form it
into something special:  the scrolling foreground,  the suitably
atmospheric  sound, the colour change as the alien sights you,
the grey -s k inned corpses  — t he lis t  is  almos t  endless.  The
gameplay  follows the fi lm closely, with the first two levels being
shoot 'em ups, and the emphasis shifting in the final loads to
hand-to-hand combat and problem solving. The end-of-game
sequence is absolutely  brilliant ,  and is  the ic ing on the cake.
Predator is a superb t ie-in and really hits the mark.

with his beam weapon. The screen
alters colour to represent the Pre-
dator's viewpoint, and a triangular
sight appears on the screen which
tracks the Major and is avoided to
prevent loss of life.

The next two loads feature the
final encounter with the beast him-

self, which follows closely to the
plot of  the fi lm. Here, Dutch uses
his s t rength and intelligence in
order to outwit  and finally kill thealien.

PRESENTATION 89%
Plenty of options, separate intro-
ductory and end-game sequ-
ences, plus a generally smart
appearance.
GRAPHICS 94D/0
Superbly detai led parallax jungle
backgrounds, complemented by
the great Arnie sprite and some
good special effects.
SOUND 8.3')/0
Thumping good soundtrack and
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effects help to enhance the
atmosphere.

HOOKABILITY 91%
The great film-style scenano and
ease of play are a strong initial
lure.

LASTABILITY 81%
Actually defeating the Predator
should take some time, and the
action is very enjoyable — if a
touch repetitive.

OVERALL 90%
Plenty of action, mayhem and
destruction. Abrilliant tie-in of an
equally brilliant film.

ZZAPI 64 March 1988 9 3



LTEST
AJAIltFIELL
3IG FAT Hi D E A L

The Edge, £9.99 cass, £14.99 disk, joystici
, v i t h  k e y s
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Monday: Garfi eld ' s  b e l o v e d
Arlene has  been captured and

imprisoned in the city pound. The
task of rescuing her falls on his big.
fat, hairy shoulders.

The player takes the role of the
lasagne-loving feline.  Combina-
tions of the joystick and fire makes
him jump,  walk, pick up and drop
items, k i c k  (spec ifi cally  Odie),
move into the screen and use/eat
an object and fire on its own tog-
gles his stance between hind legs
and all fours.

The screen is  div ided into t wo
sections: t he t op three quarters
displays G a r fi e l d  a n d  h i s
immediate surroundings, while the
remainder contains a status panel.
The most important information is
shown by two bars which register
Garfield's energy  a n d  lethargy
levels: as  the bars  diminish, t he

My second fav -
ourite c a t  (after
the one  i n Tom
and Jerry) finally
claws h i s  w a y

onto the 64 screen, and quite
an impression he makes, too.
The Edge have done a marvell-
ous j ob in recreating the fat
feline in pixel form, and the ani-
mation a n d  gr a phi c s  a r e
splendid. T h e  gamepl ay
hardly the  most inspired I 've
come across, though,  and the
charm and humour  ar e only
effective for the first few plays;
once the novelty wears off, the
game's true nature becomes
clear. Mapping is advisable for
completion of the game, and
while the exploration and puz-
zles pr ovi de a  decent chal -
lenge, the leisurely pace of the
game and occasionally obsti-
nate control method reduce its
overall a ppe a l .  D o n ' t  b e
seduced by the character and
the looks: Big, Fat, Hairy Deal is
an ar cade adventure,  a nd
you don't like them, you won't
like this.
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OH BO Y  O H  B O V . . .  1  H A M  m O ADAY S . . .

N. D o w n  in the cellar, a giant rat scurries back and forth much to
Garfield's dismay

hungrier a n d  m o r e  t i r e d  h e
becomes respec t ively .  E a t i n g
food r e p l e n i s h e s  G a r fi e l d ' s
energy, and rest ing restores his
zest. Should either meter drop to
zero, the game ends.

Whenever an object  or item of
food is picked up, it's displayed as
art icon on the status panel, The
panel also shows which items are

Garfield is basically a standard arcade adventure,
but the detail and presentation endow it with all the
qualities of a top-class game. Graphically it's very
impressive: the detail  on Garfield is exactly right.
precisely captur ing his arrogant but  humourous

stance. The animation is superb on all the characters: Odie in
particular is brilliant, with his slavering tongue dangling out and
an idiot-happy grin on his face. The background graphics are a
little disappointing,  though all are well-suited to the cartoon-
style scenario. The title tune is appropriately bouncy and jolly
and suits the game perfectly, as do the witty scrolling messages.
The instructions could have been a lot more helpful, but this is
only a minor criticism. The only real gripe is the price: a couple of
pounds lower, and I'd have given it an even warmer reception.

lie T h e  happy family scene: Garfield, Jon, Odle -  and foodi

currently in the possession of Odie
and Normal.

To res c ue  Ar lene,  Garfi e ld
explores the flick-screen locations
in and around Jon's house, includ-
ing nearby shops, the park or sew-
ers. and makes  use of  objects,
such as newspapers, tin cans and
the ubiquitous lamp, all of  which
hold unspecified functions. S e v -

I really love Gar-
mid, o u t  m u s t
admit t o  be i ng
somewhat dubi -
ous a b o u t  t h i s

officially l icensed game.  The
Edge have certainly captured
the spirit of the cartoon strip
with some lovely backdrops
and spr i tes,  but  they'r e l et
down by the gameplay. At first
it al l  seems fun as  Garfield
kicks Odle,  si ts in his chair,
walks across the table in front
of Jon and pulls funny expres-
sions b u t  once  you ge t
down to actually playing the
game, y ou suddenly real ise
how shal low i t  is.  Basically,
Big. Fat, Hairy Deal is an arcade
adventure which requires the
player to pick up the correct
objects and drop them in their
rightful place. The location of
objects never  varies, and i t
doesn't t a k e  l o n g  be f or e
you're following a rigid proce-
dure game after  game.  The
puzzles ar e very straightfor-
ward and I don't think it'll take
long to solve them -  and after
that there's nothing to keep
you playing. It's a shame that
Garfield's onl y  deficiency i s
such a crippling one -  if more
thought ha d gone  i nto t he

ame desi gn,  i t  coul d have
really special,

eral foes obstruct him in his quest,
such as angry shopkeepers, large
rats or the hyper-energetic Odie,
who rapidly  ac t s  a s  a  f el ine
soporific.

Progress through the game is
constantly mo n i t o r e d  b y  a
scoreline held to the right of  the
status panel.

PRESENTATION 71%
Sparse instructiOns, but the on-
...•.creen display is clear and infor-
mative Long pause between
plays
GRAPHICS 92%
Large, beautifully animated
haracters set against good,

oon-style backgrounds.
SOUND 84%
Great title tune and good spot
off elute

HOOKABILITY 87%
e's character is ven,
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LASTABILITY 59%
MrInv locations are graphically
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tie format is a very family
Once solved, the appeal

• d to rapidly wane.

4VERALL 79%
r',1;ccessfully captures the spirit

?lie cartoon strip, but is sadly
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Following hot on the heels of the international award winning adventures The Pawn
and The Guild of Thieves comes finxter, a sophisticated and immensely bumourous

\ adventure from Magnetic Scrolls.
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Oh Na Not Another
Magnetic Scrolls Adventure
'up. Sorry. The team that gave
you The l'ihrn and The Guild of
Thieves weren't satisfied with
international acclaim, the best
graphics in the business, and a
parser so smart it'll understand
every word even you type.
"Let's improve the system," they
said, "Let's do epeit better
graphics," they said. "Let's have a
crazy fairground and a cloud that
thinks its a World War II fighter
pilot, and a peculiar bloke in a
herringbone overcoat, and a
railway disaster, and a plot to
destroy civilization. Oh yes —
let's not forget the World's
Strongest Beer. Right?"

we said, "calm down. Take
it cdv." But would they listen?

Jinxter. Maybe now they'll be
satisfied

*Text Only.

Avallable /tow fon
Atari ST £24.95 *Apple 11 E 1 9 • 9 5
Amiga E24.95 Amstrad PCW £24.95
C,64 Disc E19.95 Amstrad 6128 £19.95
IBM E 2 4 . 9 5  At ari  800 E 1 9 . 9 5
MAC E3 4 . 9 5  *Spectrum E I S . %

konbod n d  thr Rambud logo Jur repintcrod
if  Ademirkl of Britoh Trictommum.;31kon PLC-
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SPECTRUM,
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- COMMODORE
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It's called...

IFRANKIE

What if you could buy all these hit games in a special pack for the price of one...Wouldn't that be fantastic?
And what if there was an extra FREE game included say the best selling

martial-arts simulation "Yie Ar Kung Fu". Wouldn't that be sensational? 4 1 1  •k\\'w440-4ste"
,
,,

Arli of course it's courtesy of Y o u
can buy

/ i t  on
December 1st

411IbP  t o  0 . K 2
Ocean House • 6 Central Street Manchester .M2 5NS • Tele • hone 061-8 •  33 Telex 669977



BMX K1DZ
Firebird, El 99 cass, joystick with keys
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to progres s  t h rough a n
increasingly diffi cult  series

ot tracks within a predetermined

This i s  a  v e r y
well-presented
game marred ini-
tially by the rather
frustrating

gameplay. The exact method
and number  of  stunts to be
carried out is a bit vague, and
it's really a matter of trial and
error before you can complete
the second level. Get past this
Initial awkwardness, however,
and the game becomes more
enjoyable. I t has a very good
front end: a brilliant title tune
with some really clear speech,
an extensive high score table
with mor e  gr eat music,  and
some h u m o r o u s  h i p - t a l k
judgements o n  your  per for -
mance. Add this to the appeal-
ing gamepl ay a nd i t 's  wel l
worth a look.

time limit, whilst  performing a set
number of stunts or wheelies. The
courses consist of steep hills and
scroll f rom left  t o right  in accor-
dance with the biker.

Collisions w i t h  o t h e r  r iders
result in a decrease of  'spokes',
which are supplemented by  col-
lecting glowing wheels. Energy is
similarly depleted as time passes,
and is  replenished by  collect ing
cans of fizzy pop.

' B e  one of the BMX kidz
In Firebird's budget bike
basher

Thrill t o  t h e
delights of  BMX
racing i n  t h i s
rather s i m p l e
racing g a m e :

charge along the track, pick up
the objects strewn around and
race for the finish line. Graphi-
cally the game is quite decent
the backgrounds appear solid
and wor k very well ,  but  the
sprites a r e  a  tr i fl e messy.
Sound is very good with some
intelligible speech and a great
Rob Hubbard tune on the intro
screen. I t takes a few games
to gain full control of the bike
as you fling it through gravity
defying stunts, but overall BMX
Kids i s  a n  enter taining t w o
quid's worth.

PRESENTATION 80%
Polished appearance and lots of
neat touches external to the
game itself.
GRAPHICS 67 c
1
/0
Large, bold and colourful back-
drops. but weak sprites.
SOUND 92%
Good, clear speech, superb
tunes and some suitable sound
effects.
HCH)KABILrry 63%
Frustrating beyond the first level,
but it's simply a matter of learn-
ing how to perform stunts.
LASTAERLITY 72%
Six courses, plus the ever-pre
sent urge to improve your tim.
and score.

OVERALL 79 %
A well-presented and playable
budget game with good pater
tial for enjoyment.

iBUDGET TEST

ZZ4P!'s monthly round-up of budget software
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Firebird, 0 .99  cass, joystick only
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cess of  its predecessor with a
combination o f  plat f orm a n d

shoot ' em up action. The player
guides his ball around a series of
single-screen landscapes, bounc-
ing from platform to platform and
avoiding o r  shoot ing t he aliens
along the way.

Features a r e  a d d e d  t o  t h e
sphere, inc luding t ime warp fac-
tors or fuel injections, and a key is
collected to enable the player to
transport to the next landscape via
an exit. Play starts on any one of
the first fi ve levels, and fifty are
completed in order t o finish the
mission.

T I H E  0 1  : 0 5 : 1 0  S P O K E S  2 0  S K I L L  0 1 3 3 2
NEOI r etis*A r x e c e i n e  e  ezeoLvmunet cc).1.9e7

This sequel  is a
very d i f f e r e n t
game t o  I ,  Bal l .
since t h e
emphasis is more

on pl atfor m skil ls, wi th t he
blasting taking a  back seat.
Therearen't as many customi-
sations available, and some of
the or iginal 's cuteness ha s
been lost,  partly because of
the small hi-res graphics and
dull, si mpl i sti c backdr ops.
Still, it's a very playable game
once you get hold of the ini-
tially a w k w a r d  c o n t r o l
method, evert if it is extremely
frustrating a t  t i m e s !  T h e
speech is 'brill', and the effects
are appr opr i ate enough,  i f
nothing speci al .  T h e  on l y
major faul t i s that on some
screens you have to wait tor
something to happen before
you can progress: i t s  not  a
matter of skill, just patience.
Even so,  I 've no hesitation in
recommending it.

'Get ready, go for
it', says the sur-
prisingly c l e a r
voice a t  t h e
beginning of this

brilliant col lect 'em up/ pl at-
form game.  Graphics are sim-
ple but clear, and are adequate
for this type of  game.  How-
ever, i t ' s  pl ayabi l i ty t h a t
counts, and I, Ball II certainly
has plenty of that. Each screen
is devious,  enter taining a nd
challenging. Sound is limited,
but what's there is great. The
voice comes out  wi th such
ego-boosting utter ances a s
'far out ' ,  'gr oovy '  a n d  ' o h

F l
e .  
G
o  
o
u
t  
a
n
d  
b
u
y  
t
h
i
s

a now -  you won't regret

PRESENTATION 82%
Clear display and icon system.
with good introductory sequ-
ence and choi,e of level entry.
GRAPHICS 54%
Bland, colourless and simplistic.
but well-drawn and adequate.
SOUND 87%
Excellent speech and good in-
game effects.
HOOKABILITY 93%
The unusual combination of plat-
form and shoot 'ern up formats
proves highly addictive.
LASTABILITY 91%
Fifty levels of blasting action,
each of which requires a skilful
combination of timing and preci -
ann.

OVERALL 90%
Amore than worthy sequel and a
very entertaining game in its Own
right.
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erronsts have captured the
last two medium range nuc-
lear missiles, and the player

has been given thirty minutes to
annihilate all enemy installations.

Starting f rom a central HO, the
player guides either a tank or a
helicopter over the two-way hori-
zontally s c r o l l i n g  l ands c ape ,
destroying t he s ix  terronst  out -
posts and two missile silos on the
way. Specific points are awarded
for des t roy ing dif ferent  ground
targets, and bridges are repaired
by helicopter so that the tank can
progress. Fail,  and t he world is
destroyed.

kw S u p e r b  parallax combat action
In Ra c k
-
I t 's  
B a t
t l e  
V a
l l
e y

-v.. T h i s  i s  a n
extremely w e l l -
presented ga m e
In a l l  r espects.
The a t t r a c t i v e

title sequence leads you into a
very playable and compulsive
game. Graphically, i t's excel-
lent: the tanks and helicopters
are beautifully drawn and ani-
mated, a n d  t h e  four -l evel
parallax backdr ops ar e  very
smart! it's a very easy game to
get into, and the presentation
makes it even more appealing;
the di fficul ty i s wel l  gr aded
making it challenging without
being fr ustr at i ng.  B u y  i t
immediately.

98 ZZAP! 64 March 1988

BUDGET TEST

Everything about
this game is bril-
liant, f r o m  t h e
amazingly realis-
tic gr aphi cs,  t o

the gr e a t  soundtr ack t h a t
pounds away throughout.  The
scrolling i s smooth and very
fast as you thunder around the
landscape in the wonderful ly
animated tank and helicopter.
For this reason playability is
high, and great fun is to be had
blowing up rocket launchers,
early warning radars and so
on. The additional pressure of
the timer  is an added Incen-
tive, mak ing  Bat t le Valley an
exercise in ordered panic. This
is the best excuse to spend a
couple of  qui d I 've seen I n
quite a while.
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CODE HUNTER
Firebird, E1.99 cass, joystick with keys
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style arcade game in which
the player controls a Code

Hunter i n t r u d e r  d r o i c t  I t s
designed t o  dismant le an  alien
battleship's defences by entering
its computer network and placing
bombs in the alien guards' path.

Some nodules  bear  symbols
indicating specific functions which
affect t he droid's  movement  o r
diminish its status, as represented
by an energy bar at the foot of the
screen, When an  alien collides
with a bomb it's destroyed, leaving
behind a coded data device. Col-
lect all of  these before the Code
Hunter's energy is depleted and
the next level is tackled. Once all
of the sixteen levels are disabled,
the battlestar is disarmed.

" P uz z l i ng  platform action in
Firebirci's Code Hunter

The b r i g h t
graphics a n d
unusual s o u n d
are an immediate
pull w h e n  y o u

load C o d e  Hunt er.  A l l  t h e
sprites are large and well-ani-
mated and have a completely
alien feel to them, though the
Code Hunter  dr oi d i tsel f i s
slightly di sappoi nti ng.  T h e
diagonally scrolling starfield is
attractive, t hough i t  l ook s
more like snow than anything
else. The gameplay isn't overly
original, but the difficulty level
is very well graded,  since the
first levels are fairly easy to get
Into a n d  l a t e r  o n e s  a r e
extremely unf or gi v i ng.  I f
you're looking for something a
little strange in the platform
genre, try Code Hunter.

This is one of the
most enj oyabl e
games I ' v e
played t h i s
month! T h e

graphics are very br ight and
cheerful, and create a strange
atmosphere perfectly suited to
the gamepl ay.  T h e  s ound
effects are similarly alien, con-
sisting of curious whines and
groans. T h e  ga m e pl a y  i s
excellent. Code Hunter makes
the s t r a tegy r equi r ed v e r y
arcade-oriented, a n d  a s  a
result it's very compelling: you
just make enough progress to
balance frustration against the
urge to continue. I fully recom-
mend it.

HISCORE 00148
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ON 68%
Useful instructions and clear on-
screen presentation.
GRAPHICS 87%
Bright, bold, colourful sprites
and backgrounds, smooth
parallax scrolling and a convinc-
ing 'alien' feel.
SOUND 64%
Few effects, but completely
appropriate to the atmosphere.
HOOKABILITY 88%
Unusual and bright graphics
make it attractive, and it's very
easy to get into.
LASTABILITY 80%
Only sixteen levels, but these
require a lot of thought and prac-tice,

OVERALL 83%
An excellent and unusually-
designed budget 'game which is
both playable and compulsive.



OSMIUM
The Power House, E1.99 cass, joystick with keys
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player f rom success. This
left t o  r i gh t  horizontally

scrolling shoot 'ern up is filled with
alien f o r ma t i o n s  w h i c h  a r e
destroyed o r  avoided. Icons are
collected by  shoot ing to prov ide
extra features such as increased
speed and firepower. At the end of
each level a large mothership is
destroyed in order to progress.

ZYBEX
Zeppelin Games, E2.99 cass, joystick with keys
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horizontally scrolling shoot
'em up set across 16 worlds.

Cassalana and Rinser are two
fugitives attempting to escape the
death penalty by seeking out the
Zybex crystal whic h guarantees
amnesty.

The p a r t i c i p a t i n g  p l a y e r s
negotiate each of  the 16 worlds,
collecting teleport crystal which lie
at their centres to allow access to
following levels. The Zybex crystal
is concealed at the end of the last.

The action always begins on the
first world (Arcturus), but once this
has been completed.  any one of
the next eleven are chosen. Obsta-
cles are found in the form of alien

This  is  s imply  an
ex t remely  deriva-
tive a n d  u l t i -
mately t e d i o u s
shoot 'em up. The

action i s  nei ther  f a s t  n o r
attractive: i t's al l  a  case of
being in the right place at the
right time. The unusual bounc-
ing s c reen prov es  appeal ing
for a b o u t  t h r e e  s e c
o n d sbefore i t starts to make you
feel sick; the gameplay takes a
little longer but has the same
effect. The speech is reasona-
bly clear ,  but  sounds l ike a
miserable Fl ow e r pot  M a n ,
while t he  sound effects ar e
similarly substandar d,  c on-
sisting of just blips and weak
explosions. As a whole pack-
age, it's dull and uninspiring.

The p r o g r a m -
mers have man-
aged to find just
the right balance
between frustra-

tion and the urge to continue,
and as a result the addiction
level is high. Graphically Zybex
is excellent: the parallax scrol-
ling starfield is complemented
by some beautifully drawn and
detailed backdrops,  and col -
ourful, well-animated spr i tes-
you even have the option to
change the colour of your own
player! Given a choice betw-
een this and the conversion of
Side Arms, I  know which I 'd
choose.

' N e w  budget company Zeppelin's first release, Zybex, involves
plenty of frenetic. two-player blasting action

Uridium-meets-Delts in Powerhouse's poor shoot 'am up, Osmoum

40%
I L  • It's quote remark-

able how anyone
can h a v e  t h e
cheek t o r ip of f
Delta s o

shamelessly. Even to compare
it is an insult to the Thalamus
game, since this is very much
a poor man's version. Unfortu-
nately, i t has also taken the
one annoying aspect of Delta:
the necessity of collecting cer-
tain icons to ensure progress.
After a reasonably good front
end, t he  gamepl ay i tsel f i s
appalling. I t only takes a few
goes before boredom sets in -
after all, everything has been
seen before. The vomit-induc-
ing bouncing screen is the last
nail In the coffin.

clusters, which are destroyed by
five kinds of weapon -  Bullet gun,
Eight-way, Pulse, Wall and Rail -
each of which has four strengths.
Firing is constant and weapons are
selected by pressing the fire but-
ton. Extra lives are gained every
10,000 points or by picking up a
floating suit.

PRESENTATION 41%
Reasonable title screen but
nauseous bouncing display.
GRAPHICS 35'4
Derivative sprites and bare,
weakly-detailed backdrops.
SOUND 37%
Pitiful noises and average title
music.
HOOKABILrry 280/0
Frustratingly difficult once icons
have been missed, and dull even
if they haven't.
LASTABILITY 31%
Ten levels, but nothing new in the
gameplay to draw you back.
OVERALL 33%
A cheap and decidedly uncheer-
WI version of Delta.

-
k
%
•  
•  
-  
•
-
•
•
•  
A
g
3
t
•
t
-
:  
•  
•

•

This is one of the
more i nnovati ve
examples of  the
budget shoot 'em
up genre,  and is

certainly one of the best pre-
sented. The graphics are very
otherworldly: t h e  b a c k -
grounds a r e  be a ut i f ul l y
designed and conceived and
support a  stunning r ange of
colour a n d  shadi ng,  whi ch
gives a very professional feel.
There's plenty of furious blast-
ing ac t i on,  f o u r  br i l l iantly
graded weapons t o  col l ect
(what seem the most powerful
weapons ar e not  always the
best -  a  ne a t  touch)  a nd
enough levels t o  k e e p y ou
coming back for more. At this
price it's a steal.

PRESENTATION 85%
Simultaneous two player m
colourful title screen and zo -
friendly progression systen
GRAPHICS 91%
Colourful, beautifuliy-animated
sprites and excellent, detailed
backdrops.
SOUND 70%
Good title music and appropriate
spot effects.
HOOKABILITY 87%
It's not very easy at first, but once
vou collect a few weapons, the
urge to continue playing IS
irresistible.LAsTABurry 81%
Sixteen worlds to explore, and
the variety a l i e n  resistance and
difficulty level means it's not
going to be easy.
OVERALL 93'
3
/0

An excellent program which
overshadows many similar full-
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BUDGET TEST
FRUIT MACHINE SIMULATOR
Code Masters, E1.99 cass, joystick with keys
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lation' af fords one to four
players t he opportunity to

play a  fruit  machine adapted t o
computer format,

Up t o £1.20 is  inserted at  any
one t ime,  and a game is played
either until the money runs out or a

predetermined winn ing  l imi t  i s  a mo u n t s  are won f or  combina-
reached. Whic hev er  g a m e  i s  t i o n s  of fruits and symbols, addi-
selected, normal fruit machine ele- t i ona l l y .  if the letters CASH-BASH
ments a p p l y :  p rede t e rmined

Winning simulated money
In Frud Machine Simulator Simulating a fruiv  t

o n
m
a c
h i
n e  
o
n  
a

computer  i s  a
pretty poi nt l ess
idea: i f  you can

only w i n si mul ated money,
why bother ? Code  Master s
obviously deemed it wise to do
so, and have made a bad job of
a bad idea. Sonically it's very
derivative: t h e  m u s i c  i s
reminiscent of  Monty on The
Run, and the sound effects are
occasionally Paradroid. On the
positive s i de,  t he  ga m e  i s
neatly set out on-screen, with
convincing moving reels, and
there's some initial pull to see
what i t  has t o offer .  I  soon
realised that this was very little
however, since the ease with
which you win money and the
completely n o n - v a r i e d
gameplay make i t  very dul l
indeed.

I tatpra.
W
hA .
A t i  
i t

(S7
/

are illuminated, one of four gambl-
ing sub-games is played.

Code Ma s t e r s '
• a t t i t u d e  t o  t h e

budget m a r k e t
seems to be one
of plagiarising an

existing a nd popul ar  format
and stamping 'NEW.  release'
all over  the  inlay. Take this
game: the meretricious pres-
entation and Jazzy inlay com-
plement the  gaudy graphics
and sound;  these el ements
conspire to replace the tun of
real gameplay.  The  di fferent
game elements (of which there
are far too few) are badly pre-
sented on-screen and pr ove
compulsive f o r  a b o u t  t e n
minutes -  then you realise that
i ts all far too easy and depen-
dent on luck rather than reflex
or j udgement.  Reasonabl y-
drawn scr ol l i ng r ee l s  a n d
flashing l ights don't  make a
game.

SUPER BURNER'S M a r l1



PRESENTATION 56%
Sparse instructions but good on-
screen layout.
GRAPHICS 63*/o
Neat and tidy, but there are only
three or four screen's worth,
SOUND 41%
Some bland and uninspiring
music and sound effects.
HOOKABILITY 35%
Very straightforward, but not
very addictive.
LASTABILITY 11%
Ifs far too tedious a subject for
simulation in this way t h e  lack
of any monetary gain negates
the object of the exercise.
OVERALL 18c
1
/0

A tedious and pointless time-kill-
er

ZIP
The Power House, E1.99 cass, joystick with keys

ip i s  a  vert ically  scrolling
shoot 'em upset over the five
brother worlds of Alpha Cen-

tauri. Alien formations are shot in
order to progress. Extra features
such as  lives, smart  bombs  and

All :
1  
t i
• .
4
)

litI

Vertically s c r ol -
ling s hoot  ' e m
ups a r e  al l  t oo
common on  the
64, a n d  ther e 's

really no excuse to pr oduce
one as awful as this. Zip is a
wishy-washy. unprofessional
version o f  War hawk,  w i t h
fewer, more frustrating levels,
and l ess al i en formations -
they're simply repeated over
and over again. Graphically it's
nothing special: the  screen-
glitch i n  t h e  scr ol l i ng i s
amateur, and the sprites are
very unimaginative. I can find
nothing whatsoever to recom-
mend it.

Commodore Screens

Championship Sprint TM
TM & C 19845 Atari Games Corporation. All rights reserved.

Electric Dreams Software. Authorised User.
Mail Order: ActisisionIUK) Ltd

Units 3 & 4 Lloyds Close
Finedon Rood Industrial Estate

Northampton NN8 45R
Tel: 0933 76768

Commodcge 64/128 Cassette {19.99)
and Disk (114.99) 7A Spectrum 48k/128141+

(19.99) Amstrad CPC Cassette (19.99i
and Disk (114.99)
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I find it annoying
that some budget
software c o m -
panies s t i l l
appear t o  b e

using their pricing policies to
mitigate t h e  pr oducti on o f
games such a s  Zip.  Screen
glitches, t e r r i bl e  col l i s i on
detection a n d  b l a t a n t l y
plagiarised gameplay do not
endear me to programs in the
slightest. The programmer has
used one or  two raster tricks
on the title screen, but obvi -
ously for got  t h e  techni que
when i t  came t o the actual
game, which exhibits a rather
wobbly top border  whi le the
screen scrolls, The sprites and
sound ar e particularly unim-
aginative, a nd the numerous
bugs knock any hint of gamep-
lay on the head.  Zip is simply
rubbish.

AL
GA M E S

Zip: vertically  scrolling
frus trat ion

extra s p e e d  a r e  ga ined f r o m
shooting ground bases imprinted
with letters corresponding to their
effect.

PRESENTATION 24%
Average oh-screen display, poor
title screen and a generally
sloppy throughout.
GRAPHICS 23%
A terrible screen glitch, uninspir
-ing aliens and a feeble ship.
SOUND 25%
Weak blips and a mediocre title
tune.

HCN3KABILITY 21°A0
Annoyingly difficult to play -
made worse by the overly-criti-
cal collision detection.
LASTABILITY 11%
Few levels and few alien forma-
tions: not worth anyone's time.

OVERALL 16%
A weak game in every depart-
ment,

ARCADE SMASH
CHAMPIONSHIP SPRINT
Licenced from Atari Games

your driving skills are put to the ultimate
test. Ramps to jump, random obstacles

to avoid,— driving blind through oil
streaked underpasses!! There's no limit
to excitement — because you can make

up the circuits!!!

ATARI
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stuck in analien spacecraft
with only one hour to live.

The play ing screen is  div ided
into t wo  halves: an  informat ion
panel below and a two-way  hori-
zontally sc rolling s hoot  ' em u p
above. To escape, Cy  collects or
swaps t went y  dif ferent  obiec t s
scattered around s ix  levels and
destroys all host ile droids  along
the way. Electrodes and pulsating
bombs also hinder progress, and
as t ime goes by, his oil runs out
and rust sets in.

This g a m e  s uf -
fers f r om termi -
nally a ppa l l i ng
playability. It's far
too difficult to get

into because o f  t he  stupi d
swiftness w i t h  w h i c h  t h e
aliens and their bullets move.
The instructions don't explain
much either, but at least there
are s o m e  i n - g a m e  t i ps .
Graphically, it's crippling: tedi-
ously derivative sprites and an
uninspiring main character are
set agai nst cr ude and uni n-
teresting backgr ounds.  T h e
title m u s i c  i s  abysmal l y
simplistic but at least It com-
plements the in-game effects
(some o f  whi ch have be e n
swiped from Future Knight) and
the l a u g h a b l y  i nd i s t i nc t
speech. Don' t  buy  i t  unless
you're into mental castration.

102 ZZA PI 64 March 1988

BUDGET TEST
DROID DREAMS
Bug-Byte, E2.99 cass, joystick with keys
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Bug-Byte s e e m
to b e  havi ng a
pretty bad time of
late, a n d  Dr oi d
Dreams doe s n ' t

help their reputation at all. The
game i s  amateur  i n  ever y
respect, from the punk) main
character through to the ter-
minally frustrating gameplay.
Several da y s  of  speculation
have fai l ed t o  successful ly
determine: 1 )  w h a t  t h e
digitised speech i s trying t o
say; and 2) what exactly it is
you have to do t o progress
past the first section. A terribly
inept game, i l l-conceived and
hopelessly overpriced.

le B u g  Byte's appalling budget shoot 'em up, Droiri Dreams
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PRESENTATION 39%
Poor instructions, blocky on-
screen display, but an occa-
sional in-game tip.
GRAPHICS 26%
Dross background graphics
offset by unimaginative and
poorly-animated sprites.
SOUND 25%
Abysmal title music leads into
merely functional in-game
effects.
HOOKABILITY 18%
Extremely difficult to get into — a
situation aggravated by the poor
instructions.
LASTABILITY 14%
The action doesn't get any more
compelling once the fundamen-
tals have been breached.

OVERALL 13%
A very weak budget game of
absolutely no value
whatsoever.

LITTLE GREEN MAN
Bug-Byte, E2.99 cass, joystick with keys
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Men has escaped abduction
but is  stranded in a foreign

land. To escape he negotiates the
hazardous horizontally  scrolling
landscape, collects energy f rom
depots a n d  fi na l ly  en t e rs  a
spaceship, i n  whic h h e  returns
home.

111. T h e  eponymous green person
strolls around an unusual but
appealing alien landscape

This i s  a  v e r y
unusual g a m e ,
but quite playable
nonetheless. The
odd and imagina-

tive l andscapes col our ed i n
eerie shades of  bl ue give a
totally alien feel, and the buck-
toothed, b i g - n o s e d  m a i n
character is appealing enough
to draw you back. The sound is
equally extraordinary: a  low,
synthesised ba gpi pe  noi s e
and a squeaky smattering of
speech c rea t e  a  humor ous
and un f ami l ia r  a t mos phere.
The gameplary isn't very origi-
nal, and it can be very frustrat-
ing at times, but it's demand-
ing enough t o  be  endur ed.
There's no front end,  and i t
does have some major faults,
but if you're prepared to stick
with it you could well find It

Bug-Byte's
record i n  t h e
budget field isn't
an i m pr e s s i v e
one, b u t  t h i s

game of fer s  h o p e  f or  t h e
future. I t  isn't brilliant, but  i t
does have a certain mindless
appeal: gui di ng a  distended
frog-like creature ar ound an
unbelievably frustrating series
of pitfalls and ladder's is quite
enjoyable f o r  a  whi l e.  A n
annoying feature is the delay
between lives: a sequence of
closing t h e  s c r e e n  a n d
recreating the character at the
nearest 'teleport' takes far too
long, a n d  severely detracts
from t h e  pl ayabi l i ty.
simplistic, i t's stupid and it's
fun; w i t h patience,  i t  coul d
even prove worthwhile.
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PRESENTATION 58%
Generally reasonable, but mar-
red by the tedious delay bet weer
goes.
GRAPHICS 66
1
)/0
Original and unusual backdrops
and a cute, fairly well-animated
main character.

SOUND 47%
A curious synthesised bagpipe
and a humorous smidgeon of
speech.

HOOKABILITY 69%
Difficult to get into, but it some-
how sparks a determined effort
to progress.
LASTABILITY 45'Y°
The little variety proves tedious
after a while.

OVERALL 52%
An average arcade adventure/
shoot •em up with unusual ele-
ments which could prove appe-
aling.
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2 2
( 1
7 )  
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Microprose

2 3
( 1
8 )  
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D
A
S
H

Prism

24 (-) OUT RUNUS Gold

2 5
( 2
0 )  
D
E
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Thalamus

2 6
( 2
7 )  
S
U
P
E
R  
S
P
R
I
N
T

Actrosion

27 (-) 720'
)
US Goid

28 (25) ',BALL
Firebird

29 (-) MATCHDAY IIOcean

30 (-) GAUNTLET IIUS Gold
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' CHARTS MARCH 1988

(/) DELTA (21 %)
Thalamus
Main Marne - Rob Hubbard

6(5) THE
System 3
Title Tune - Ben Daglish

7 (6) WIZBALL (49'6)
Ocean
Main Theme- Martin Gatway

8 (-) SKATE OR DIE (396)
Electronic Ms
Title Tune - Rob Hubbard

NI

12
(
3
)  
A
R
C
A
D
E 
C
L
A
S
S
I
C
S 
e
l  
1  
%
)

Firebird
Main Theme - Rob Hubbard

3
(
2
)  
S
A
N
X
I
O
N 
(
8
%
)

Thalamus
Loading Music - Rob Hubbard

4
(
4
)  
M
E
G
A 
A
P
O
C
A
L
Y
P
S
E 
(
6
%
)

Martech
Main Theme - Rob Hubbard

5
(
9
)  
I
N
T
E
R
N
A
T
I
O
N
A
L

KARATE + (5%)
System 3
Title Tune - Rob Hubbard

9
(
8
)  
!
M
A
L
L  
(
2
%
)

Forebord
Main Theme - Rob Hubbard

10 (7) GAME OVER (2%)
Imagine
ritte Tune - Martin Galway
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ZZUPERSTORE
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CONTINENTAL Et/ROPE
OVERSEAS ORDERS ONLY:
ENCLOSING P&P PAYMENT
FOR I TE MS  AT £2.00

TOTAL PAYMENT ENCLOSED: EI

All the goodies any ZZAP! reader could possibly
want (or we could think of) by mail, courtesy
of Auntie Aggie and our jiffy bags

,Adooll1

U.

All proceeds go to theNSPCC/RSSPCC

PLACE YOUR ORDER HERE

KIDSPILM
Fancy getting Xeno, Spindizzy,
Deactivators, Bounces, Monty
On The Run, Barry McGuigan's
Boxing. Bounty Bob Strikes
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 -  O F F  the normal
£9.99 price! Cassette only.

W 0 l f t r e ^ r
W

NAME
ADDRESS

• • •

'So t
,
N t i
4  
t t
• I
D
I
C
E

1 vvIT W
4 1  
T O
titi I Gb5k0.

1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1
SEND THIS FORM TO
ZZAPI ZZUPERSTORE
1PO BOX 20
1 
L U D L
O W ,

SHROPSHIRE SY8 113B

S c o r e  l i k e  A  D M  W i t h  t h i l l i t i t t i e l t r .
,

G A L O R E
Don't let those aliens get
at you -  tool up with a brand
new joystick from our
selection to suit all needs
KONIX SPEEDKING
The joyst ick that acluaity fi ts
your hand, with a  fire button
angled for your trigger finger to
ensure accurate high-speed
action. So lid  steel break-proof
shatt with neat clocking sound
for  every precision m ov e  you
make.

Normal once C11.99 -  OUR
PRICE C1 0 .6 9

TERMINATOR
Built li..e  a hand grOnadie and
lust as lethal in  action, th is
totally new Danish design
pecks top quality m icro
switches for top-notch control
and koo l h igh-scores
Normally C19 95 -  ZZAPI
PRICE £ 1 4 .9 5 !

COMPEITTION PRO 5000 (Normal)
Features arcade quality MoCrOSwttehes, dual fire buttons, robust
steel shaft and rubber return for smooth contro l and longer life .
Extra long 1 .5m cord .
Normally C14.95 -  ZZAPI  Pr ice  I t  13 .50

COMPETITION PRO 5000 (Clear)
The designer loyet ick has a rn ve d
1
All  t h e  
f e a t u r e s  
o f  
t h e  
N o r m a l

PRO 5000 but with the added thrill of its unique see-through casing
which offers a tantalising peek at the hi-tech innards.
Normal price C15.95 -  Ou r p rice  £ 1 4 0 0

Two winners from Euromax
EUROINAX PROFESSIONAL STANDARD
High durabiety, rapid response and ultra sensit ive movement accu-
racy from th is advanced ergonomic design ideal for te ll o r nght
hand p lay. 1 .5m cordeis_es

EUROMAX PROFESSIONAL AUTOFIRE
All the quality of the standard, with the added bonus of the Auto Fire
Option for when the going gets tnughi
Ele.95

PLEASE NOTE: JOYSTICKS AND DISKS ONLY AVAILJ12..",
-
.

BLE IN UK AND EIREI

-  -  —

P O S T C O D E
PLEASE DEBIT MY VISA/ACCESS ACCOUNT C

tessaW es asekebist
Cwitutats s M aws tit daister a a
0
.
1
)

NAME
0 0 *  0 0 0 0 0

ADDRESS
POSTCODE

SIGNATURE
EXPIRY DATE
PLEASE CHARGE MY ACCOUNT NO:

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 £3.95!
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THE NOT TRIVIAL
TRIVIAL PURSUIT
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 05.90!

If you already own the -
r pGenus Edition -  then buy both
add-on packs tor £7.95: A sav-
ing of £7.95!

,

TRENDY NEW ZZAPI
DESIGNER T-SHIRTS
three designs -  three full-col-
our ZZAPl covers with logo.
Start your collection now.
Available in two sizes: Medium
and porky XX Large. 50% cot-
ton and 50% polyester.
Choose from WILD WARRIOR
(Issue 20). CALIFORNIA KID
(Issue 29), and ZZAP! ZZAP-
PING (Issue 25).

Stop vacuuming your
machine with
ZZAPI DUST
COVERS
One day they'll ban dust, but in
the meantime it's one of the
biggest single keyboard killers

ZZAPI IN A BIND
Keep your mags safe in the rich
maroon binders with gold
logos. Each binder holds
twelve issues and comes with
plastic 'year' stickers to iden-
tify the 'vintage'.
£4. 50

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 64 £5. 00
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 Commodore computing confraternity

SPECIAL OFFER
•Order  any throe or four issues at the same time - we knock 40p

off  the total  coat!
• Or der  five or more issues at the same time - w e  knock 20p off eachi tem !
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BACKNUMBERS

PLEASE DEBIT MY VISA/ACCESS ACCOUNT E

I wish to pay by Visa/Access (delete as applicable)

Signature

Please Charge kly Account No:1
Name

Card Holder's Address

Postcode

En16 ;Mk Number of issues ordered

Loss discount if applicable

TOTAL COST E

I enclose a CHEQUE or POSTAL ORDER f or the TOTAL

BACK NUMBERS, ZZAP! 64 MAGAZINE,
PO BOX 20, LUDLOW, SHROPSHIRE SYS !DB
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PRICES
•  ALL BACK ISSUES NOW £1.20 EACH (including P&P)
•  OVERSEAS ORDERS: £2.00 per magazine

Postcode

Please make cheques/postal orders payable to ZZAP! Ills best to avoid
sending cash payments. Please DO NOT enclose ANY order with mail to
the EDITORIAL side of the magazine as this will result in DELAYS! Send
your orders to the address below

Expiry Date
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Interactive trio'eo Entertainment with
THE SEGA MASTERSYSTEM
Put an arcade machine in your living room with this great new
extra to your exsisbng computer. It's the ideal gift for yourself
or a friend, and the collection of games cartridges is growing
steadily!

Sega Master  Systems The complete and ready to use system. All
you need is a TV. Package includes games console (to run card or
cartridge, a free copy of the hit arcade game Hang On, 2 control
pads, a Tv aerial fixture to let you watch TV even when the console's
still connected and a 3-pin plug already fitted. Plus a built-in mystery
game!
£99. 95

Sega Light Phasan Take aim and fire at your target with ease and

accuracy. Comes with free game, Marksman Shooting/Trap Shoot-
ing.
£44. 98

3-D VISOR GLASSES
Glasses plug into the card port - and
playing the special 3-0 games!
£39 . 95

AND THE GAMES
CARTRIDGES!
Mega Cartridges -  all at
E19.95

Choplifter

you get extra realism when

World Grand Prix
Action Fighter
The Ninja
Black Bell
Pro Wrestling
Wonder Boy
Quartet
Fantasy Zone
Enduro Racer
Alex Kidd in Miracle World
Zillion
Secret Command

Sega Cards - all at E14.95

Super Tennis
F-16 Fighter
Ghost House
TransBot
My Hero

Two-Mega Cartridges with
twice the power - all at
£24.95

Space Harrier
Rocky
Outrun

Mega Cartridges for the
Light Phaser at E19.95 each

Shooting Gallery
Gangster Town

3-D Games (only for use with
glasses) -  £24.95 each

Missile Defense 3-0
Zaxxon 3-D

Enter the world of
NINTENDO HOME
ENTERTAINMENT SYSTEM
Enjoy the amazing 52 colour graphics and arcade quality sound
of this great new system from the top makers of coin-op arcade
machines!

Nintendo brings you the control deck, mains transformer, two hand
controls, and one free Super Mario Bros Game Pak -only £99991

Super Nintendo Delux also gives you the amazing Zapper Gun,
which lets you shoot moving targets on screen from up to 16ft, and
your very own Robotic Operating Buddy (R.0.8), plus two free
gasmes. Gyromite and Duck Hunt. All for t  1159.99

Or choose to complete your sat in stages:
Zapper Gun at E19.99
R.O.B. at E4141.99

And now for a selection of games
Wrecking Crew E28.50
Excite Bike £28.50
Mach Rider £28.50
Golf £19.99
Soccer £19.99
Kung Fu £19.99
Urban Champion £19.99
Super Mario Bros E19.99
Donkey Kong 09. 50
Popeye £19.50

Zapper Gun Games
Duck Hunt £28.50
Wild Gun Man £28.50
Hogans Alley £28.50

Gum Shoe £28.50

R.O.R. only Games
Stack Up £31.50

Please note that Games Consoles and Cartridges are onty avail-
able for  the UK.  Al so Cartr idges and Hardware ar e NOT
included in our Special Software Discount Offer elsewhere on
these pages!



TAPE LOADING PROBLEMS
ELIMINATED WITH

I I

LED LIGHTS FOR
ELECTRONIC TUNING

PERMANENT ADJUSTING KNOB

ACHIEVES 100% LOADING SUCCESS EVEN ON THE MOST
OBSTINATE TAPES

LOAD IT GIVES YOU:
•  100% LOADING SUCCESS
•  PERMANENT HEAD ALIGNMENT ADJUSTMENT
•  LED LIGHTS FOR EASY TUNING TO OPTIMUM SIGNAL
•  GUARANTEED FOR ONE YEAR
APPROVED BY COMMODORE AND LEADING SOFTWARE HOUSES

YOURS
£39.99
INC P +P

FROM ZZAPI FOR ONLY

Please send me a LOAD IT cassette deck as fast as you can! I have
filled out the coupon and enclosed a check/postal order for E39.99
made payable to Newsfiel d Ltd.

Name
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.
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.
.
.

• • • • • • • • • • • • • •

Postcode

LOAD IT OPFER, 27-API 64 PO
BOX 20,  LUDLOW SHROP-
SHIRE SYS 'IDS

MAIL A EL
fl  OFF ANY OF THESE GREAT GAMES!
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PROJECT
STEALTH
FIGHTER
Macroprose,
£14.95

HI G HLY  RE CO MME NDE D I
APOLLO 18
E lectronic Arts, E9.06
MINI-PUTT
Electronic Arts, £9.96
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PREDATOR
Activision, r9 99

HUNT FOR RI D M Y O S I N
Grand Siam Entertainment', £1496GAUNTLET II
US Gold. ES 99
!KAM WARRIORS
Else, Es 06

AND THEN THERE 3
DEFLEKTOR Gremlin Graphics, E9 99
INSIDE OUTING The Edge, E9 95
720 US Gold, E9.99
PLATOON Ocean, E9,95
PAATCHDAY II Ocean, E8.95
HUNTERS MOON Thalamus, 19,99
TETRIS Merorson E8,95
SIDEWALK Intogrames, 29.95

TEST DRIVE Electronic Arts, E9.95
RASTAN SAGA Imagine. £8.95
MASTERS OF THE UNIVERSE Gremlin
Graphics, 0,99
BRAVESTARA E V  99
DEMON STALKERS Electrontc Arts. £9.95
SIDE ARMS GO!, E9.99
GARFIELD The Edge. 29.99
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SPECIAL DISCOUNT OFFER
I would like to order the following game(s) and understand that I may
deduct El off the quoted price for any single order, or E3 off any pair of
games ordered (for example, I can deduct E4 from the total prices of three
games, or E6 from four games). I've listed them below, and enclose a
cheque or postal order made payable to NEWSFIELD LIMITED.

itName   z p a
Address

Postcode

wish to pay by Visa/Access (delete as applicable)

Signature

PLEASE DEBIT MY VISA/ACCESS ACCOUNT t

Please Charge My Account No

1 1
E spiry Data

Trru NORMAL PRICE

SUS-TOTAL

DISCOUNT CLAIMED

PAYMENT ENCLOSED

MAIL ORDER, PO BOX 20, LUDLOW,
SHROPSHIRE SYS I DB



Hello again. I hope you enjoyed the new look results
page last month, and that you like this months glori-
ous double page spread even more!

I often receive letters enquiring about the results
of competitions, usually from people who don't
believe their entry could have been bettered -  a
recent example being the Mastertronic Motos com-
petition. May I state that all competitions are judged
fairly, and that the overall winners are always
checked by the Editor. His word is final, and no cor-
respondence shall be entered into.

Right that's the serious bit out of the way, let's get
on with the results from all the competitions in Issue
33

SIGNED BALLS
Gremlin Graphics have 15 footballs, all signed by Gary Lineker. and
copies of Gary Linekees Superstar Football to give away to the
readers who put an ' X' in the correct place in our Spot the Ball
competition - all the following managed to do just that .

Nicholas Bur ne,  Mi ddl esex,
TW7 5I3L; Stephen Mai etta,
Belvedere, K e n t ;  S t e v e n
O'Brien, Gi l l i ngham,  K e n t ;
Paul Bailey, Merseyside,  L37
6EY; Stuar t Brooking,  Berks,
SL3 8BG; Rober t  Macintyre,
Cheshire, SK8 3AT; Guninder
Phull, S o u t h  H a r r o w ,
Middlesex; Julio Baker,  Low-
estoft, Suffolk; Darren Screen,
Northumbertand; D a v i d
Hickson, Dur ham Ci ty,  DH1
4NL; Chr i s  Hunter ,  Br oom-
par k OH? 7WW; Sam Calver-
ley, Nor th Humberside,  HU4
TTA; James Brodie,  London,
Eta 2J1-1; Davi d F  Harr ison,
South Yorkshire,  DN12  20L;
Simon Mclivenna, Surrey, CR4
7AW.

Don't despair i f  you 're  n o t
amongst the above -  read on,
because there are also 25 copies
of the game to be won

John Birch, Surrey, KT3 3EN;
Bail  Janssens, 9160 Hamme,

Belgium; L u k e  Chae l e ton,
Newcastle, Co Dubl in; Scott
Hales, Rothwel l ,  Nor thants;
Dan-en Baggot, South Glamor-
gan, CF6  7 0 D;  Steven Led-
sham, Cheshire, WA7 6AA; Mr
N Havard, Swansea, SA2 91Y;
David Jones ,  Far nbor ough,
Hants; Michael  J A Peacock,
Warwickshire, C V 3 7  7 A Z ;
Ross Melrose, Sighthill, Edin-
burgh; El T Mackay, Essex, SS7
4HG; M i t c h e l l  G o o d w i n ,
Stoke-On-Trent,  ST4 SSA; Mr
P Gi bbs,  Dor set,  BH8  OJR;
Haden King, North Greenford;
Andrew Skinner ,  Newcastle,
NE15 ODD; Andr ew Coogan,
Co Wicklow, Eire; Brett Patter-
son, Sheffield,  S2 5SB; Victor
Green, Hounslow,  Middlesex;
Marcus Falconer, Cambs, C82
40P; D  Mans,  Ruper t South,
Leicester; David Fairweather,
Lancashire, B62 41,A; Anil Hall,
London,  El i  3NT; A Hoekstra,
1422 R X  Ui thoom,  Hol l and;
Philip Lester ,  Lei gh,  Lancs;
Stuart Scatter good,  Cl wyd,
CH5 48Q.

DIE SKATING
COMPETITION
I didn't know skate boards were still so popular until all your entries
came 'rolling' in (ha ha ha, get it). Martin Brain of Bristol, BS17 3AX
has won the shorts, skateboard and a copy of Skate or Die that
Electronic Arts are giving away, with his drawing of 'The Bully' (see
picture) - happy skateboarding to you Martin!

There are also prizes for ten runners-up, who are each to receive
a pair of shorts and a copy of Skate or Die .  .

Duncan Schmel i ch,  Not t i n-
gham, NG16 3FN; Steven Van-
gstone, Nor th Cardi ff,  South
Wales; Jon Cole,  Hants,  P07
5DD; Si mon Gardner ,  Gl os,
GL10 3LF; Richard  Monks,
South Humber s i de ,  D N 4 0
1 LW; Aten Skinner, Kent, TN 16
1DY; I a n  H e d g e s ,  W o l -
verhampton, W V 1 0  9 0 Z ;
Stuart Pool,  West Giam, SA2
1EX; Christopher Smart, Wilt-
shire, S N 1 0  2 P D ;  J a m e s
Robinson, Surrey, SM1 2PS.

AND 2 0  second runners-up
prizes of the game..

B Collins, Merseyside, LA 5I)J;
Stephen Ni el d,  Lanes,  B B 5
40T; Mar k  Lawrence,  South
Humberside, D N 3 3  1 D N ;
Richard Wi l son,  Mi ddl esex,

HAO I X ;  J o h n  Rawci i ffe,
Lancs, P R 5  3 P A ;  A n n e
Johansson, 10900 Hango, Fin-
land; Na t han  K e mp ,  Hant s ,
GU14 OHR;  M r  T  Hol mes,
Hampshire, B H 2 4  3 H Y ;
Nicholas Ka y ,  Manchester ,
MC23 8 W H ;  Chr i s t ophe r
Sharpe, Eas t  Sussex,  I N 2 2
2BA; Chr istian Russell ,  Nor -
folk, N R 7  9 U P ;  D a r r e n
Simpson, Carl isle,  Cumbr i a;
James Upright,  Bedfordshire,
LU6 2 AL;  Cr a i g Cather al l ,
Leeds, I S10  3TF; Egon Han-
sen, Hul l ,  HU1 0  6I4F; Da l e
Ashton, Lancashire, BL5 2EW;
James Bur ton,  South Yor k-
shire, S64 8HG; Stuart Chap-
man, Dorset, BH21 1 WI; Chris-
topher Leech,  Bedfordshire,
MK43 0EA; Stephen Edwards,
West Midlands, B65 9,11-1.

PACLAND ARCADE
COMP - ARGUS
I thought it was about time we had a Pac-Man competition, as it's
third on my list of all-time favourite games' It's certainly a great
competition, with Argus Press giving C50 worth of 10 pence pieces
away to the first person out of the bag with the correct answers. The
lucky winner is. wait for it .  . Mamunoor Mien, Cheshire, SK3
OSY. Well, Mamunoor when you go to London, have a go on Pac-
Mania the new arcade game for me - it's brilliant

The next ten correct entries are going to receive a jaunty red
briefcase with Pac-Man and his family on the side. Are you going to
be amongst them?

Peter Davi es.  &Gl amor gan,
CF6 8 0 N ;  P a ul  Ti ther idge,
Hants, S 0 5  2ND; Nick Shen-
nen, Sur rey,  G U1 7  7PIF: M
Fraser, Middx, 1WI  4RG; Paul
Cassidy, Merseyside,  WA1  1
9JU; Mr  P Healey, Blackpool,
FY5 31-LI; Asheesh Si r daw,
London, P48 7JS; Chris Taylor,
14.1reland, BT20 4PL; P Bruffel,
Lancs, D L i t  4 B E ;  D a n
-
e n
Ashcroft, Shr opshi r e,  T F 1 0
SZ.

TOP 40 VOTING DRAWWINNERS
WINNER (E40.00 worth of soft-
ware plus ZZApl T-Shirt): S Lee,Surrey. GU2 51.1r.
RUNNERS UP  (ZZAP! T-Shin
and Cap): Ruth Sherrin, Bath,
Somerset; Stephen Dunne ,
Blackpool, P rl 400; Gavin Bur-
nett, Inverness, IV1 2.A.J Martin
Pabari, Surrey. GUIS 2EJ.



RASTAN MUSICOMP
Many of you seemed to enjoy drawing musical instruments from the
stone age, and some of your entries were quite rude! The best one
came from Paul  B Mason who lives in Birmingham, 844 801-I
-  he's w on himsel f a n  amaz i ng Casi o SK-400 keyboar d
Also on offer are two Ocean sports hold-ails (they're great, because
I've got one), each containing ten Ocean games and an Ocean
T-shirt, and they go to: Wayne Evans, Herefordshire, HR6 9LU and
Bamaby Caulfield. Worcs, DY10 3YLI.

Ocean also have 20 copies of %Man Saga to give to the next best
entrants. See if you're amongst them
Colin Woodward,  Lance, WN3
MD;  Justin Zajac, North Can-
terbury, New Zealand; Andrew
Fiddy. Bucks,  SLY 901;  Jon
Matthews, Wednesfieid,  Wol -
verhampton; Andrew Swatton,
Bucks, H P 9  1 S G ;  E dw a r d
McCandless, Scotland,  0A20
3AZ; Lee Crawley, South York-
shire, 571 2JW; Darren Hogg,
London,  N5 2L0; John Clarke,
Beds, SG19 2DR; James Gray,
Glasgow, G21 3AP; David Hig-

gins, West  Yorks,  HX2  7HG;
David Hicham,  Dur ham City,
DHI  9 W C ;  Mar t i n Wooton,
Hertz, 504  ONY; Shane Parris,
Gwent, NP7 OPY; Ian Mildred,
Barks, RG 1 1  1 J U;  Gr aeme
Sheppard, S unbur y ,  T W 1 6
6HA; Ri char d Ta ng,  S out h
Wales, CF2 4NL; Martin Willis,
West Mi dl ands,  C V 3  4. 4J;
Andrew Bee, Devon, P18 lITG;
Vincent Ashton,  Lancaster ,
LA2 6H P.

HE-MAN
PUMPING IRON
Readers of any age can enter a Spot the Dog -  sorry -  Difference
Competition, and everybody seemed toll had loads of entries, and

nathan Day who lives in Gosport, Hants is the lucky winner. He's
n going to be a real He-Man with all the weight training gear he's

t won. All you other chaps and chapesses please read on to see
you're amongst the lucky 50 who receive a commemorative T-
in and a copy of the game

Barr, Helensburgh, Dunbar -
nshire; Roy Freeman, Beds,
2 7HR; P J Bailey, WAi ds,
12 4RH; Philip Jones, North
mbley, Middlesex; P Webs-
, Norfolk, PE30 4DW; Arthur

C Knight,  Scotland, D04 9JZ;
Mr  S  Lamb,  Nr •Knebwor th,
Harts; S a m  C a l v e r l e y ,
N.Humbs, HU4 7TA; Nicholas
Brooks, Pidsea,  HU1 2  9AW;
Kevin Hutchi nson,  Ty ne  &
Wear, NE37 1NJ; N Balg,  Lon-
don, SE2 OEX; Gregory Asbury,
Staffs, W V 1 0  7 H E ;  J a s o n
Lowles, Sussex,  BN2 5  3DD;
Keith Cor m a c k ,  Aber deen,
Scotland; P a u l  L o w s o n ,
Co.Durham, DL15 ODY; Scott
Mackenzie, Kent,  CT10 2UW;
Paul Maund.  Hants, P05 40R;
J Hogg,  Worcs,  DY14 9YA; S
Khan, London,  S W1 6  8AG;
Renze Deol str a ,  9 5 0 1  A v
Stadskanaal, H O L L A N D ;

yid F Harrison, Doncaster ,
Yorks; Ger a i nt  Pr i tchar d,

odd, L L 5 8  81-U; G a r y
Smith, Yor k,  YO6 3SX; Bar -
naby Caulfield,  Worcs,  DY10
3Y0; Craig Lawton,  Sheffield,
53 9 J X ;  S i m o n  Ba x t e r ,

Keldgate Park, Beverley; Mr B
Mooney,  Tyne & Wear ,  NE37
3EL; I a n Carruthers,  Batley,
West Yorks; Dave Nash, Oxon,
OX 7011; John Rowel i ffc Ley-
land, Lance; Br ian Paterson,
Lance, BLS 4,IG; Sean Harri -
son, Bristol, BS14 9SA; Steven
Clarke. Ty ne  &  Wear ,  NE28
OEX; Chr i s Hunter ,  Dur ham,
DH7 7NN: Simon West, Hants,
S022 6140; Stephen Bai ley,
Staffs, S15 70A; Jason Daw-
son, Notti ngham,  NG 6  BEE;
Nick Cooper,  Bucks, MK88BS;
David Banks, Beds, MK45 5DT;
Christopher Gr een,  Doncas-
ter, DN4  90S;  Ni ck  Howel l ,
Glos, G L 5  3 T X ;  Ni c k l e s
Andersson, S F - 6 8 6 2 0
Jakobstad, FINLAND; Michael
Blackburn, Surrey, GU6 7HP;
Peter Taylor, Eastbourne, East
Sussex; N e i l  Cor di ngl e y ,
Shropshire,
SY7 OBO; John Harvey, Wool-
wich, S E 1 8  6 S A ;  Da r a gh
Brown, Dubl in 1, Ireland; Neil
Harris, Staffs, DE13 80E; Ste-
van Leakey ,  Ascot ,  Ber ke;
Master Jonathan Bull, Some-
rset, TA9 3/413.

DOMARK'S STAR
WARS SCREEN TEST

Well, this Is one competition I've been looking forward to judging -
I was interested to see whether you readers could answer those
extremely difficult Star Wars questions set by Julian and Steve. I
thought they were a little bit too hard, and wasn't surprised to see
a few wrong answers creeping in here and there. Nevertheless.
Michael Stockton of Cumbria, LA8 OAS managed to get all the
answers right, and has won himself an Amstrad Colour TI ,WHS
video recorder with remote control.

Don't despair if you aren't that lucky guy, because you could be
amongst the runners-up who are each to receive a copy of Star
Wars on video - if any of you would like to invite me and my cuddly
Ewok round to watch it with you, please do .  .

Lee Russell, London,  E7 OLF;
Kirsty Bar ker ,  Not ts ,  NG 1 9
9AZ; Peter Fair, Buckhurst Hill,
Essex; Tr evor  Fox,  Nor folk,
IP24 2US; Alex Cheatle,  Sur -
rey, R H 7  6 BP ;  M  Honnor ,

Somerset, BA18 OR(); Rober t
Briggs, Hum bs ,  H U 7  4 J E ;
Anthony Palmer, S Wales, CF2
3RR; R Farrington, Wirral, L43
7YN; Shaun Daly, Shrewsbury,
SY4 41.10

INSCRUTABLE
SCRUPLES
This mega competition was sponsored by Virgin, who are giving
away a weekend for three people in Amsterdam PLUS E50 spending
money for each person -  and if that's not enough, the Scruples
board game and computer game as well! The lucky winner is Ken
Richardson, Tyne and Wear. NE9 6TL. and he'll soon be on his way
to Holland. Sob, sob! It doesn't seem fair does it? Oh, well, h a v e
start to entering competitions in other magazines.

For the following ten people who also answered the scruples
questions with enormous wit there are copies of the board gameand computer game •

David Fai r weather ,  La nc a -
shire, BB2 41-A; David Ernest,
Den Bos c h,  Hol l and;  P a ul
Brettle, W e s t  G l amor gan,
SA1 1 4 AA;  Andr e w  Tar ski ,
Glos, GL11 40F;  Martin War -
nett, South Wales, CPI  9H0;
Simon Gr een,  Br istol ,  B S 8
3HW; James Hefferan,  Ma n-
chester, M24  I  LB; A Healey,
Lancs, 4NE; Somerset,  TA19
9RA; Paul  Welch,  Beds,  LU2
7PP.

But don't go yet, because you
might be among the next 40 win-
ners who are each to receive the
computer ga m e .  G e t  r e a d-
i ng. . .

H C  Mikkelsen,  6900 Skjern,
Denmark; J ona t ha n S t e e d,
London,  WS I SL; Barry Bolton,
Cleveland, 1 5 2 3  1DW;  Br ett
Patterson, Sheffield,  52  5SB;
David Brown,  South Humber -
side, DN37 OLA; Andrew Den-
son, Wol ver hampton,  W V 5
7EA; Bimal  Rathod,  London,
NW4 3P0; Kevin Clarke, Che-
shire, Clat7 30Y; Steven Fos-
ter, Herts, E N5 21'S; Karl Drink-
water, Manchester ,  M32 9TA;
Andrew Wi l l i a m s ,  W e s t
Glamorgan, SA10 8EF; Christ-

cipher Sharpe,  East  Sussex,
I N22 2 BA;  Ni c k y  Str echa,
Middlesex, EN12 8LE; Andrew
Cross, Nottingham, N G10 MO;
All Gaani,  London,  SE1 4LN;
Michael Ri mmer ,  Cheshi r e,
WAS 28E; Alan Wright, Shrop-
shire, TF10 7RH; John Brook,
Oldham, 0 L 2  6 RT;  S teven
Lounds, Not ts ,  NG 1 6  3 HP ;
Robert Foden, Cheshire, CW8
2XL; Warren Gee, Lance, WN5
BUG; Laurence Taylor, Gwent,
NP2 4J0; Michael Tanner, Sur-
rey, CR4  1ND; Jim Caldwell ,
Ayrshire, KA3 6HU; M Cannon,
London,  E 1 2  6I l l e;  Dona l d
Crease, Perthshire, PH3 1 BW;
S Huthwai te,  London,  S E 4
I YO; James Clear, Essex, CM7
(ILIA; Davi d Tate,  Cheshi re,
SKIS 1 TU;  Mar t i n Tucker ,
Notts, NG18 5AD; Paul Adams,
Hull, HU10  7TE; Mar k Huck,
Tyne a nd Wear ,  NE38  0E0;
Morgan Eves,  Norfolk,  NR12
OSZ; Ri char d Smi th,  Staffs,
877 3JG; Mar k Taylor, South
Glamorgan, CF6 5AH; James
Broad, Middlesex,  TW2 7SR;
Geoff Robertson, Merseyside,
WA1 1 8 DS ;  Dani el  Rober ts,
East Sussex, BN9 UPS; Floyd 0
Donoghue,  Mi ddl esex,  H A 8
8YH; Matthew Davies,  Shef-
field, S18 SS&

GREMLIN MIDI HI-FI
The Christmas spirit must have really got to Gremlin Graphics, as
they're giving away another mega prize of a Phillips Midi hi-fi sys-
tem. It was an easy competition, a wordsquare, so there was no
excuse for anyone not to enter. The winner of this great h i s  Robin
Tooth! of Nottingham, NOB 3AL and he'll soon be listening to his
favourite sounds in super-loud stereo!

There are also 30 copies of Cosmic Causeway being given awayand they go to. . .

Stuart Farmer,  Surrey, M H O
1 AB; Stuart Leckie, Glasgow,
G89 96E; Nicholas Gain, Tyne
and Wear, NE15 8HL; Duncan
Henwood,  West Midlands, 890
MH;  Julian Dickinson, Lincs,
LN2 3 HP ;  P a u l  Campbel l ,
Northern Ireland,  8 1 2 0  3EP;
David Higgins,  We s t  Yorks,
HX2 7 H G ;  Thom a s  Whi te ,
Lance, BB1 1  4 NN;  Thomas
Jagiello, Stafford,  ST17 4EZ;
Paul Mor r i son,  Notti ngham,
NG3 38P; Steve Kirkden, Kent,
DA7 6RE; R  J  Me n.  Shr op-
shire, IT118HJ: Philip Wafters,
Dyfed, S out h Wal es; Dav i d
Hope, South Wales, CF37 4EY;
Henry Howells, Warwickshire,

849 5HD; Roy Freeman, Bed-
fordshire, L U 2  7 HN;  Shaun
Stribling, Wickford, SS11 80X;
Hussin Shammout,  London,
Wl ; Bruce Stratton, Beds, 1U6
2NB; Karl Harrison, Cwmbran,
Gwent; Richard Deverill, West
Midlands, 8 6 3  30D;  Andr ew
Edwards, Wor cs,  B9 8  9HR;
Steven McDonal d,  Scotland,
0D4 7LS; Michael Napier, Tyne
and Wear, NE15 BM; Paul Mal-
colm, Oxford,  0X4  5C/X; Vin-
cent Old, Northants, NN8 3AF;
Irian Jamadar, London,  NWI  0;
Matthew Davi es ,  Sheffi el d,
S18 5 5 8 ;  Stuar t  Br ooki ng,
Barks, S L 3  8 8 0 ;  R o b e r t
Gudger, Preston, PR3

OK, that's all folks! I hope you think the winners page is a little
bit more sparkly lately - if so I'd like to hear about it. If you have
any queries or  complaints about ZZAP! competitions,  don't
hesitate to write in to GLENYS POWELL ZZAPI 64, PO BOX 10,LUDLOW. SHROPSHIRE, SY8 1 DEL

I suppose I 'd better  go and do all the sorts of things that
girlies do. That reminds me, next month I'll have a few things tosay to all the girls out there who read ZZAPI

See you soon!
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F e b r u a r ySUPER
MIRRORSOFT
DAY
OUT bikes and also to attempt the noble

sport of archery.
Following a healthy lunch, the

finale of the day was a two-stage
The lucky winners of the ZZAPY race on the quads and Argos. with
Mirrorsolt Mean Sneak competi- the  winner being awarded a corn-
lion were recently treated to  a  memorative cup,
Super Action day out. T h e  rain stayed a wa s and everyone

A group f ro m ZZA P !  a n d  present had loads of fun thanks to
CRASH (plus some o f  the less the  guys from Super Action who
pleasant factions o f  Newsfield) provided the equipment and kept
were invited to partake a crash- everything running smoothly. and
course in  driving eight-wheeled Pa t  Bitten and  Mirrorsoft f o r
Argo ATVs, frame-buggies, quad- organring the competition.

MAG COMPONENTS

HAVE GOT IT
Whatever you want, we can supply it :-
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Whatever computer, we can repair i t : -
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Over many years we have built upon our huge
range and are now expanding into two premises:-
MN COMPUTERS M A D  COMPUTERS
31 STATION ROAD A N D  4 0 6  Bordesley Green Rd
WALSALL WS2 9,11 B O R D E S L E Y  GREEN

BIRMINGHAM B4 5NE
e  (0922) 649695

112 ZZAPI 64 March 1988

THE PHOENIX
SENDER .  .
The Phoenix Ltd Video sender is a
compact black metal unit which
comes complete with adjustable
aerial, a mains lead and a cable
which plugs into the FM socket of a
video or computer. The signal thus
received is then relayed by air to asuitable television.

In operation, the unit proved
quite reliable. but picture quality is
easily subject to intereference, giv-
ing an occasionally 'snowy' pic-ture.

Its real use is in conjunction with

Available now are a couple of new
simulations from US Gold, Cher-
nobyl, by Paul Super Huey Nor-
man. crams a whole nuclear power
plant into your home computer.
Millions of lives depend on your
handling o f  the  intricacies o f
atomic fission, and failure means
only one thing: two-headed sheep.
Good news for disk owners: only

a video, where several televisions
can be serviced by a single player.
Computer users can free them-
selves from the ever-short FM lead
by employing the sender to inter-
mediate between the TV and com-
puter.

In practice this seems a litt le
worthless, as you need to sit quite
closely to the television screen to
use a computer, so it doesn't really
fulfill any major need. At 03.50.
the Video Sender is very much a
luxury item.

FALL OUT
TOUCH DOWN

£11.99, with the cassette version at
£9.99.

4th tt Inches from those simula-
tion-masters, Accolade, brings the
grit o f  the Grid  Iron into your
home. Acclaimed as better than
Hardball, tell set you back £14.99
on disk and £9.99 on cassette.
Reviews next issue!

PORRIDGE
AND THE
SILENT
COMIC
Not satisfied s‘i i  h simulations. US
Gold have also announced two
moon-to-he-released F.:Mtn, Acoin-op conversion entitled Shack-
k'd runs thc gauntlet of the dun-
geon-style format, with the player
exploring 112 levels of a prison in a
desperate hid for friends and free-

dom.
The officially licensed ('ha rile

Chaplin game is also an imminent
release, and allows the player to
create. edit and watch a  silent
movie. Whether or not the game
will live up to its potential we'll just
have to .;ee

MORPHEUS
OUT
AT
LAST

After mu ch  le g a l wrangling,
Andrew Braybrook's Morpheus isto be released on the Rambird
label. The price of £1495 On cas-
sette and £17.95 for disk includes a
40-page instruction booklet, plus
free poster and badge.



PREVIEW
COMING SOON TO A
MONITOR NEAR YOU
Palace's sub-label Outlaw,
which brought Sensible
Software's Gold-Medal-winning
Shoot 'Em Up Construction Kit
to your 84, is now using the
talents of another famous
software development house -
Denton Designs. They're
currently designing and
programming Troll, described
as 'a slice of pure arcade
mayhem'.

Troll takes place in a weird
world of mirror images called
Narc, where the troll of the title
is under constant attack from
goblins. Much to their discredit,
these goblins take pleasure in
dropping him through one of
their holes into another
dimension.

Fortunately, our hero has his
own supply of escape holes, and
if fighting off the goblins proves
a little taxing he can lump
through the floor to another
location -  where perhaps
there's a way out of this
unpleasant world.

It's weird. It's wacky. And it's
in the shops in early spring, so
you can bet we'll be reviewing it
In an imminent issue.
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Digital Integration, masters of
flight simulators, are set to
release a new • 3D arcade action
and military strategy' game
based on Lockheed's YF-22A
Advanced Tactical Fighter. The
player takes the superplane
over enemy territory, using
state-of-the-art technology to
destroy their forces.

AlTcer tainly sounds good,
and if DI can keep the action fast
it should prove a worthwhile
blast. Release is planned for the
end of January at £8.95 on
cassette and El 2.95 on disk.

Power at Sea is a naval-
combat simulation based on the
Second World War Battle of
Leyte Gulf. The player is Captain
of the US Fleet and his mission
Is to capture the Leyte Gulf
within 96 hours, using a
battleship, a cargo troop ship
and an aircraft carrier with
fighter-bombers.

Strategic thinking and arcade
skills both contribute to Power
at Ser. an 'On the bridge'
section allows the player to
direct the fleet, and there are
four battle sequences with ship-

e D i g i t a l  integration's new Advanced Tactical Fighter cruises at
zero feet

to-ship, ship-to-air, air-to-ship
and ship-to-land fighting.

Programmed by Accolade,
Power at Sea is due on the
shelves around now, costing
£14.95 on disk and £9.95 on
cassette.

The Train: Escape to
Normandy is another Accolade
product set in the Second World
War - and the plot seems to be
based on the 1965 film starring
Burt Lancaster called The Train.

The action is set in France in

The command deck in Power at Sea

1944, where the player takes the
role of a Resistance leader,
Pierre Le Feu, whose mission is
to capture an armoured train
carrying French art treasures
stolen by the Nazis. The train
then has to be taken through
enemy lines to safety in the
Normandy town of Riviere.

The train is armed with
machine guns at its front and
rear and a 50rnm cannon at its
midpoint, and points are scored
along the route by destroying
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A B l a s t i n g  enemy kamikazes out of the skies is all part and parcel
of Power at Sea

enemy aircraft, artillery and
gunboats.  Capturing enemy
stations and bridges and
protecting the art treasures
from damage also builds up the
score.

And as well as simulating
combat,  The Train puts the
player in the shoes of the train's
engineer. An injured Resistance
fighter named Le Duc gives
advice, direction, inside
information and enemy alerts as
well as decoding whistles and
bells and relaying messages
from the Resistance.

Electronic Arts have signed
up Lucasfilm to produce Strike
Fleet, another naval-combat
simulation, but set in the present
rather than the Second World
War. Again strategy and arcade
action are combined as the
player controls a whole fleet of
modem warships through ten
dangerous missions in the
world's trouble spots.

The size and outfitting of the
fleet is selected at the beginning
of the game, and the player then
directs it from a command
centre, or gets in the thick of the
action and watches the battle
from the bridge of one of his
ships. The objective is to rise

PREVIEW

OP- T h e  Train: Escape from Normandy - its getting there

Sink your boats in Electronic Arl's new Strikalleat

through the ranks by completing
all ten missions with minimum

11- b l a s t  into space with the new improved Skyfox II

losses to the strike fleet.
The Strike Fleet press release

boasts about great sounds, 3D
graphics, and 'gut wrenching'
action, which we should be able
to verify in the very next ZZAP!.
Meanwhile, the game should be
out and about on the shelves by
the time you read this, priced at
C14•95 - so far on disk only.

EA's other release is Skyfox 11,
the evocatively-named sequel
to the successful Skytax, which
Sizzled way back in ZZAP! Issue
5. This time the Skyfox has been
upgraded from a super fighter
plane to a super spaceship to
take the battle against the
Xenomorphs back to their home
in the constellation of Cygnus.

Again, the game is a flight/
combat simulator giving you ten
different missions to
accomplish and five skill levels
to beat before you reach the
rank of Ace of the Base. Neutron
disruptors, photon pulse
bombs, anti-matter mines and a
Deceptor cloaking device allow
all Federation Warpwarriors to
kick some heavy Xerlomorph
botty!

We can't wait. But you'll have
to -at  least till next month, when
the game is going to be
reviewed. Join us then!
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BEAT THE SYSTEM. . N o w  for the crew of FIREFLY there is no home -  just a desperate
mission to eliminate the mechanoid army which has colonised the solar system
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