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Enter the 1988 Olympic Challenge with Daley
Thompson as you ‘work out’ in the gym, where
your efforts will directly affect your performance in
the competition itself - another first from Ocean.
Ten Olympic events include Long Jump,
Shotput, High Jump, 100m Sprint, 400m, 110m
Hurdles, Discus, Pole Vault, Javelin and 1500m.
You will need all your skills to build on what you
hope was, an impressive work-out, and, as is
necessary for all top flight athletes, your judgement
to select the most effective equipment for each
event is now vital — a decision which can win or
lose you a place on the podium.
This isn’t just another sports
[ 2 simulation, this is a Daley
Thompson ‘event’ where all his
talent and humour burst through
_ to make a thrilling and enter-

* taining game play for all the

~ family. Go for the Olympic Challenge!

AMSTRAD
COMMODORE
SPECTRUM
£€9.95

CASSETTE

1one: 061 832 6633 - Telex: 669977 OCEANS G - Fax: 061 834 0650

e, -

AMSTRAD
COMMODORE
SPECTRUM

14.95

DISK

ATARI ST
19.95

Also available for your Amiga
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ONTENTS

PROMINENT FEATURES

m MEET CHUCK VOMIT

Introducing the adventure beast who steals from the rich and eats the poor, then catches the
rich again and eats them as well,

E AMIGAVISION

32 pages of reviews and previews of 16-bit mega-games and just a dash of technical info for
prospective buyers.

m THE DEF GUIDE TO SHOOT "EM UPS
The best blasts from the past.

m RE-RELEASE ROUNDUP
New prices for old games — the budget labels add some classics to their catalogues.

HAVING KNIGHTMARES
We take a look behind the gothic cave-type scenes on Anglia TV's tea-time RPG show.
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‘REGULAR?’ ‘YES, THANKYOU
DOCTOR’ s

E EDITORIAL

Happiness is a cigar called Houghton.

B THE WORD

THE word . . . ? There's loads of them! Al
aboutindustry events. Oh, and 10things you
didn’t know about the eternal endomarph,
Gordon Houghton.

m CLASSIC COMPUTER
COCK-UPS

Mel Croucher inaugurates his new series in
which he brings you comedy, tragedy, horror
and farce (it says here).

m ZZAP! RRAP

Mr Mangram is moved by your missives, and
indulgesin more than his fairshare of laugh-
ter. Oh — and there's a pilchard in those
pages...

m PG’'S TIPS

12 paﬁes of hacking wonderments, this
month starring a mega-map of Thalamus'
DELTA.

E WALKER'S WAY

Martin Walker continues his candid account
of his programming exploits. And not a nude
lady in sight!

m OH NO! IT'S THE

CHALLENGE!
Paul operates on QUEDEX, but ends up
going under the knife himself!

m THE SCORELORD

WAITS FOR GODOT
A page of high scores in which classic litera-
ture is totally ignored.

BUDGET BITS
Which thrills are the cheapest — and why?

ZZAP!IBACK
How life was lived and games were played
back in Issue 18 (ie, when Paul still wore
flares and Paisley ties).

LOGON
Jason Gold relates his torrid tales of life on
the ‘Net.

EEX chars For

CHARTS' SAKE
You, the readers, vote for the best games,
vids and sounds around.

EEX] ereview paces
Maff checks out some upcoming releases in
the collective forms of THUNDERBLADE and
ARCADE WIZZARD from US Gold, BATTLE
ISLAND from Novagen and MICROSOCCER
from Microprose.
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LA CREME ET LES CRAQUERS SIZE UP THE COMPETITIONS
m CYBERNOID 2
We liked Hewson's game so much, we put it on the cover! — ‘ \

o
F4d ARMALYTE

Shoot 'em ups don't come much more polished than this Gold Medal winner from Thalamus.

m EMLYN HUGHES INTERNATIONAL SOCCER

game would drive even the sanest horse crazy.

Audiogenic’s superb action football

edl MIAKE MINE AN

EMLYN CcOMP
Wander lonely as an ex-footballer and win a

signed football and a pair of fab Hi-Tec train-
ers from Audiogenic.

il STAR RAY

Logotron's gorgeous DEFENDER variant leaves us reeling!

LS SPIT IN MY EYE,

TRA LA COMP
m If alternative comedy script-writing is your
VIRUS forté, you could win a Fluck and Law puppet
The co-author of ELITE turns up trumps in Firebird's 3D extravaganza!

of yourself, courtesy of Domark.
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*HARWOODRS
‘Buy a Bundie !

Save a Bundie’

. ACTION PACK 1

All our Amega ADD0 machines contain the following standard features
&1 MEG DISK DRIVE @ STEREQ SOUND @4086 COLOURS

@ MULTI-TASKING @ BUILT-IN SPEECH SYNTHESIS @ MOUSE
& TWO MANUALS @ OPERATION SYSTEM DISK

AS WELL AS AN AMIGA A500 OUR GREAT
GAMES PACK ALSO INCLUDES THE
FOLLOWING ABSOLUTELY FREE!!!

® interceptor @ Goldrunner @ Karate Kid || @ Leathemeck
@ 7., Modulator @ Mouse Mat @ Amiga Tutonal Disk
® 10 Blank Disks in plastic brary case

AFFORDABLE

* "HARWOODS
HOMBRE™

Alivays hns the
mark o Quiahty

and pnce

ORDERING %= ACTION PACK 2 MONITORS iy

Connects to AMIGA and others, with

ORDER BY PHONE Simply call our Hotline GAMES & MONITOR PACK our FREE lead.
- using your credit card AMIGA ASOOD (Pack 1) supplied with it :
CEM 1':'84 CDLDUH MGNIrDH 'Eﬂdﬁd El'a.fa.'lablﬁ' .Tlnlrlg 'Etl:lm‘&,l'

ORDER BY POST Wake cheques/PO's
payable to Gordon Harwood Computers

PAY AT YOUR BANK by Credt Transfer
FREE POSTAGE All goods UK mainksnd or

{N.B. This pack does not include a Modulator ® F'h1|li}5 monitor has JESEE SN |
switch and stereo sound [

MONITOR MADNESS I
COMMODORE 1084

MONITOR £229t
- - = PHILIPS CM BB33
just add €5 per item for next working day MONITOR Ezﬁgf

couner delveny
R

GFE.FCHL Local Gc:we_mmﬂln. Medical and LANEOUS NEW 1 MEG I
PLC orders welcomed MISCEL SWITCHABLE DRIVE £99.95 !

K_ EXPORT & BFPO orders a speciality 10-3%" DS/DD BLANK

{Deduct 10% from VAT mclusive prices) ?gézgr;’aﬂ(iﬁ%hﬁqﬁDDHE £149.00 DISKS in FREE Plastic ONLY :
OKIMATE 20 . Library Case with Labels £12.95 .
SERVICE ngfﬂjr:gu COLOUR PRINTER £149.95 Call for quantity discounts

e D 24HR . 0773 836781
o iprradpihadiony ool il G ORD o n
= HARWOOD
= HARWOODN
W H[AR

OF CHARGE within the Guaraniee Pariod!!

CREDIT TERMS

regsairs will ke rmade FREE OF CHARGE
& COLLECTION FACILITY - Any faulty computer
or mariorwill be collected from your home FREE
\DRILOOD
"I IS U

LICEASED CRECHT BRUKER

12-36 Month HP Terms Available subpect
to status. PLEASE ASE FOR WRITTEN
DETAILS TODAY

Dont forget, We

Piease cal and ses us where we will be only 1oo pleased tgﬁ
o damonsirats the amanng Amagd i our Showoom 0 sﬂTdss cE
; F

can EJ..E[.JD'-‘I' any 1 Remamber, we are not JUST another mail order compary mﬂ“”""ﬂ
ailable produc Bl prices: are what YOU PAY. and thera are T
o i\;ur .P'.M'lGNbA'FPE NDD:’JI?EDEE "_:Tﬂ:‘HAE. WAT B I:--‘I'L"Il.qa:pzE -.-:ll-ej Lr;-n-.nr:-u < DEPT ZAP
f0d:ry caftect-of e of 9ONG 10 PSS 69-71 HIGH STREET ' ALFRETON
:,::,r:.:,.._:,.ﬁ.:;:f:!|.||.J-:-!._Ire:.l iy svadabvity and are cumenlby D.EHE YSHJ‘HE DEE ?-DP




It's all change this month as we
bid farewell to the old and
welcome the new. Z2ZAP| 43
marks the adventofa newstage
for the magazine — no doubt
you've already noticed theslight
alteration tothe name.
However, even though the
name's changed, the content of
LZZAP! remainsthe same: still the
best selling Commaodore
magazine around, and noweven
bigger to accomodate the
Amiga. Cor blimey, guv’'nor, spit
in my eye, etc, etc,

50 what happened to that
cassette last month 7 Well, for the
full story, turn to page 8, and the
Word - there are legal reasons
invalved! The rest of the news
this month is a bit more normali
We bid a fond farewell to Glenys
Powell, who has now gone to live
andwork in Brighton {lots of nice
pebbly beaches there): our
cuddly results page is now less
cuddly for her loss, and there
aren't half as many teddy bears
around the office. Oh well ., ,
Taking her place as Editorial
Assistant (ie, the person who
does all the hard work) is ivien
Vickress — | hope you don't all
write to her to complain!

On an even happier note, our
reviewing team is now
complete! Say welcome, if you
will, to Kati Hamza, who has
come over from our sister
magazine, CRASH, to be our
Assistant Editor and reviewer
{amongst other things). She likes
to describe herself as a
scatterbrained, fastidious,
madcap kinda gal whao likes
nothing better than wiping her
nose on other people’s sleeves.

GOODBYE

She wears heavy-duty boot-ettes
and on off-days sports raggedy
Smiths and Suzanne Vega T-
shirts, accompanied by an
occasional brace or two.
Normally she dresses like a sane
humanoid — but then, ZZAP is
never normal, is it? She's got a
brain the size of a pla net?
Marvin's temperament to
match]), havinﬁ got a degree in
English fromt

of Oxford. We won't hold it
against her - since, she'll
probably punch usallinthe gab.

features, including a HUGE
Amiga section, a new adventurer
(Chuck Vomit —a violently
offensive Troll), another round
up of rereleases, a Def Guide to
Shoot 'em ups and a feature on
the new Anglia TV Knightmare
series. Ifthatisn’tenough, we've
also reviewed over 50 games!
Sorrytoallthose who are missing
Manoeuvres, but we just didn’t
have the space.

absolutely MEGA Christmas
special, ta-rar. Oh - and | hope
you like the new editarial page,
showing slices of low-life in the
Towers thisimonth. Well —it's
different, isn't it?

and

e dreaming spires

This menth's mag boasts five

Till next month then, and an

Gordon Houghton

A No-it's Magy
‘Mmonkey-map
Evans (God,
what a pratij)

Dawg? Give her another

meatballand she'll tell you

u . -

4 Nohiding undera bushel for these spring chickens of the softwars

A |5 itGroucho Marxor Deputy

industry. (Paul's outfit - £45, Small Man at C&A)

* m.,

METROCROSS 128
GAMES REVIEWED MISSION GENOCIDE 127
PANDORA (Amiga) 80
ACE OF ACES 129 | PINK PANTHER 3
ARMALYTE ;; POWERPLAY ‘.r:‘s
ARMY QUADRALIEN 8
ATRON 5000 72 | RED STORM 15
BARBARIAN 22 B8
BARD'S TALE 2 (Amiga) 42 | SCRABBLE DE LUXE 92
BATTLE STA s 127 | SINBAD AND THE THEFALCON
BEYOND THE ICE PALACE (Amiga) 79 111
BIONIC COMMANDO (Amiga) 92 muun(m‘ EB
BOMBIACK (Amiga) 76 | SOLDIER OF E 18
BUBBLE BOBBLE 128 [ STAR “m] i1
BUBBLE GHOST a4 :ﬁ s 93
CRAPS {Amiga) a7 GANG 98
CYBERNOID 2 (5) 16 | STREET ; 110
EMLYN HUGHES INTERNATIONAL SOCCER | SUB BATTLE SIMULATOR {Amiga) 46
[£7) 29 | SUPER CUP FDOTBALL 130
EXTENSOn (hrmigal o, 71 | TaNeLEavo0D 129
¥
FAERY T ga) 40 | THUNDERCATS (Amiga) 100
FIRE AND mﬂw 76 | TRACERS 56
AX4 OFF-ROAD 22 | VECTOR BALL ?a] 98
FOXX FIGHTS 27 | VECTOR BALL 130
GAUNTLET 128 | VIRUS 102
HELTER SKELTER 1071 | VIXEN 77
IKARI WARRIORS Ta iga) 69
INTENSITY 112 | WORLD s 129
KRAKOUT 129 | ZOOM (Amiga) g )
Microdigital Soft £i2-63
Bools 41 | Microprose 58
Byrite 119 | Ocean 2-3,64,123,135
Code Masters 28 | Official Secrets a0
Cintronics 119 | Prism Lelsure 104
baze 109 | SDC 115
Datel Electronics 148-149 | Silica Shop Ltd 49
Domark 26 | 58 Disks a4
E&I 19 S‘xﬂur Software 145
Electronic Services 38 | Telecomsoft 14,73
Electronic Arts 20-21,52-53,62-83 | Technical Developments 150
Evesham Micros 42 | Thalamus 48,57
Grandslam k1 I?hrlﬁe 42
Gramlin Graphics 12-13,90-91 | US Go 19,20,99,125,147,154-155,156
Harmwoods 6 | Video Vault 152
Infogrames 126 | Worldwide Software 119
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PSYGNOSIS
DENNIS?

Everything has to be labelled these
days. E pumbers, baked bean tins,
school uniforms — oh yeah, and
computer games, Psygnosis have
brought eut another ?tame for the
Amiga. Called Menace it's written by
David Jones and it logks pretty
darned impressive from what we've
seen,

Six of the most feared rulers ever
have ravaged and plundered
countless worlds to create their own
p-retty nasty planet, Draconia. A
single anrpaming fighter craft
could slip through its defence
systems undetected where a whole
fieet would be @annihilated. ., And
guess who's got the job?

NO SEXISM
PLEASE,
WE’RE
AUDIOGENIC

Sensing “thea rise " of sexism in
computer ‘software, thosé crucial

Harrovians,  Audiogenic, have
decided to put a stop to it all. They
are currentlyundérgoing researchio
find out just what girls want from
games - Peter Calver explained that
they would be bearing in mind the
fact that '?Er!s are more mature and
mare intelligent than boys of the
same age’ {quite right too= Kati),

8 ZZAP!64November 1988

GENIUS II?

Y : E
second Domark vefion “of  Trivial

. e Dt
Though still incorporating
tive question and answer f@

Pursuit, Genus Il - due ol
taken a different pathfrom!
An ‘enthralling’ new game |
New Beginning has beel
and will take you™{H
Galaxies {ﬁum yum — G
to reach the planet of (Gé
basically involves bujiing't
lecting luxury halse
answering questionsji
programme with Leﬁ_
it, in fact. Lt
What d'you mean, is
what d'you mean, whep
screenshot? Leave uSialone, |

0 LT
e

- we've been having a'had ture

recently

We bet you'll think Ehi
that is irrelevant foray
ticks. Well - you'd be right H
this is a particularly toligh 'n

kinda joystick, known only to"

friends as the Replay Microbi:
50 macho Is it that s g
switches, it's red and

got non-siip rubberifeet)

Gordon). A 1.4m cab|ai

laying for those of miﬂﬁ!' e
bly short arms, and'@ :

provided for those whe afeinto st
shafts (know wharra meafl. Ar

If you're keen on the pictures
above, pay £12.95 withallidue:

i

Oh, by the way, ZZAPliS

special Christmas hafdware found
up next month, which ingliiges. a

review of fave joysticks (3
other thingies)

50 keeps mﬁ
and bananas peeled for that, QK™

#f;u‘éa%’

.r._‘-'.

the
You

B

FIVE COIN-OPS
IN THE FOUNTAIN

OK, OK — so it's a bit of a strained title, but we don't

have ALL day to write these things, you know! An
int is, if you'll keep quiet for just one m

the
Mediagenic have
licenses for five SE

ay,
nute,

ust announced the signing of
A coin-ops, due for release next

i.rear. These are as follows (in no particular order, just
ike Kati's brain) dot dot dot

Altered Beast has players teaming
up to punch, kick and jump over ‘a
bizarre assortment of meanies' (ie,
the ZZAP! team). Each player's
character matures or alters as score
increases, turning from a normal,
PGsized human into a super-beast

original Sega coin-op?

somewhat reminiscent of Gordon
aftera : nut-session.

Galaxy one of those
Afterburner-like speed machines
that will have you gasping, panting,
and anything else that makes you
a:dted‘.ﬂit'-s set in the depthsl of
space, which is a pretty nasty place
full of yer usual obstacies like molten
lava {a cinch), raging fire fields
(eeeasy) ;
humeg. Keep your peeled and
your nose clean for further news as
and when,

Hot Rod is not so much a patented
arousal device as a race game
featuring 30 driving scenarios. Fuel,

and metearite storms (go

maney, engine trouble and stray
dogs Snu, only kidding, ha ha. ..
er. ..} are the basic ingredients for
ﬂ:& swm.stwpﬁﬂ i a ladle
and taste it, en it grooves
on down to your hip focal software
boutigue.

SonicBoom you in the WH]
of a deadly jet fighter as you blow up
just about everything in sight (are
there any bailoons in this game? or
wa? or inflatable sea-horses? No?

ell what else could we blow up?)
and tackle a huuuge end-of-ievel

aircraft carrier thingy.

Ace Attacker s a volleyball
simulation and ... er... well, it
simulates volleyball, doesn't it?

Mowves such as o -quicks, pack-
ataces and ﬁiﬁ %ﬁ}aum
you {aren't yo ucky onef) and,
well mr’:unf really. Look, Igoani!
read another news piece, will you?




10 THINGS YOU DIDN’T
KNOW ABOUT
GORDON HOUGHTON

Oh God! There's a huge, blubbery lard-ass coming this
! Aaaaaargh! Oh no—it's OK - it's only ZZAP!'s:
loving, half-human answer to the EEC butter mountain,
Gordon 'Don’t call me fat or I'll kill you’ Houghton. But is
there a man behind the cliché? Is there a sensitive, carin
human bainglhanth those rippling rolls of recon
pork? Does this obese, suety human pudding have a story?
Well, no - but listed below are 10 facts (all true) which our
crack team managed to uncover about him before being
crushed to death.

ir He was the model for the Ewok village.
fTu His hobbies include collecting china thimbles, silk flowers and wax

it. ¢
+r Gordon's father was a barrage balloon in the Second World War.
* He's fat,

e Thawaﬂ-nphnlstmadhﬂumﬁﬂnmtwhudlmmumu-

sheep, but was expelled for ravagi a sheepdog.

% Heis happiatmn at home with Rasher, Gammon and Oyster, his pet
pigs. .

77 Five things that Gordon has been mistaken for: Australia; the Queen;
an Editor; Chariton; Paul Glancey.

% His most vicious act was to kidnap and skin alive Paul's , Banana.
% Our token office overweight freak's ave meal includes three
chickens, 18lb of chips, 23Ib of assorted and a gallon of gravy

- all washed down by six gallons of beer!
* Three of hisambitions: to be God; to host Blue Paterlike hishero, John
Noakes; to grow gills and become a pilchard.

ACCOLADE’S CHRISTMAS
CRACKERS

Well, ‘wouldn't you credit it? Four
re-Christmas  sports  simulations
ave just been announced by those
masters of sims, Accolade, Serve and
Volley (pictured weap ) is an action/
strategy tennis simulation that
emphasises correct ball placement,
timing and stroke selection. It
features a revolutionary new
system: _strobe-o-strobe’ “(what?)
ahieS Whith make the action

@ m'mfisiic. Rack ‘em ('ere,
na,, Setc) is no ordinary

snogkec simiit also allows you to
deSigNAYeUr Bwn games complete
with theif ewni rules! Cor!
Altéraatively, you could pick up
k—thefirst full court three-

: ry
FastBresk—th

“DOn-threebasketball game for one or
twa players ™ or 7.X.0., an arcade
Nstyl&s Split-screen  boxing game
3turing large graphics and first-

rson perpective. All in all, it looks

lfiiﬂ “ﬁ}ng to be a happy

it's goir ;
ristmas farsports sim fans . . .

7, MUNCHORAMA
| GOES3D¢

Those ever so tuddly people and
demigods, gt Grandslam have just
téd-that they're going to
LthatTab 'n’ brill 3D arcade

Qeoooh! In this modern
tation of the classic, addictive,
#tc, etc original, our
friend, Pac, faces the
NEESOFElock Town, Pac Man's
@ntbox Land and Jungly

gtﬂemmm skin him alive - but
youlwoulantlet them do that now,
would Wou? Interested Pac-Man

rescU8rs sholld pay £19.95 for the |

Am "mﬂ'ﬁn in mid-October or
£9 95(€14.95) for the 64 version, due
dutmi_d{mmbelr.

g-"ﬁiﬂ"w{_!ﬂma for the 64 and \

,' }UM those nasty horrid
hpﬁt"&linky, Pinky, Inky and

BLOOD ON THE 64!

Its about exploration,
COMmmun ﬂ? and  ultimate
survival=it's 8 hard galaxy out there
and'only reugh 'n’ tough applicants
neegd @pply. - What are we talking
aboutd SN Captain  Blood from

Infagrames, éoming soon for the £4
mﬁ, £M.a% s Amiga (£24,95).

BEARARLN

{ Vector grafix. The only reservation

If it's any NG like the ST version it
“shoul Mtty impressive —there's
fa brillant  Jean-Michel  Jarre
: difack’ and some fantastic

We'have (s.against the variety — the
t

ﬁhl'ﬁ thing that we found lacking
With thie Amiga's rival . . .
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WHO’S THAT
GIRL?

aath, We co

TOE WORDS,EH?

I

foF ngwhere in
 LEN chih =hiﬂ-_i‘=_ﬂﬂu'§lh
e dragon? [s heplaying
‘or expert version? Are
| far it now

——

BUESS, WHIT THEPORKER 1S SAMING ANN Mo CouLp BE
“THE Feoud OWNEL oF P SILNED GoRTHRNGER! (snAneien )
MSWERS o A BLIND PIEM (T ) ToTHE Wb AODRESS M

10 ZZAP!64 November 1988

_THE 64 VIRUS

All 1 we' . 3 if that
ﬂf}!. qmﬁ%m'saﬂ“
virus going around. We're sick, and |
we're ashamed about 1t We won't

going around. We're sick,
do it again, honest. Anyway, the
point is, those brain surgeons at
Trilogic have come up with an everso
nice cartridge which enables you to
quickly see if there is a problem with
your 64 and identify which of the

s
joystick ports, tht:"aﬁ'nal, user and
car*tr'rdﬂe ports and up to ten million
other things {approximately). It costs
£18.99, and interested partiesshould
contact the Bradford company on
0274-691115.

SMARTER
THAN THE
AVERAGE
SOFTWARE

All right —we know ¥og/ Bear's been
out for a while on now — but
this piece of newsisn't entirely about
that, OK? It's more about Alterna-
tive, really — they're hoW making
claims to be the most suceessful soft-
ware house this summer=-which, if

it's true, just gbes to sk that

budget software i€ definitelytaking

over at last. Eoml X
Anyway, the stuff you're ably

more interested in IS that-a) Yog/
Beargotb1% in |ssue 32 andb) there
are a couple more games coming
from Alternative, These are SMX
Ninja and Endzone = neither of
which we've had for review (sob).
Budget houses hardly eversend out
games to anyong ﬂm:e% i

so we can't tell yolsswhatweth
them, can we (sob, 's0B)? OR well,
back to slaving overa hot wefd pro-
CesSOr. ' '

month’s cassette

now, reprinted

As you meght have quessed, Time Tunned is all about
Mm‘: tirne. But did you guess that it's an
arcade starring & gnare? No? Well strallon
dever chogs, bircause it is. Amyway, playing that Gniome
you must recover the parts of a map which, when
asimiled, explain how he can become Gname king,
The pleces ane scattered throughout histary, so guite a
bit of traveliing needs to be betore the task is
completed

Torecover the mag you have to salve seven torurous

MHWM|nhmb5uminﬁtim zone). These

are completed WU object
ound in different times, Qu::t?l few of the puzzle-
solving itema nead to be taken from one period of
history to another before a problem can be obeed -
quste & hefty task.

Thie game commences with the Gnomi relaxing in his
Iiving*mnin Gnome Mansion, Starting from hene you
mist first get the time machne operational before you
ekl ot e can el
com confrolled and can a i

1 ifmﬂmm depending an the situation he'sin,
i can b plcked up, dropped, set in mation or
miowed if he'sstamding reas them (doars, iftvete). Aks,

TIME FOR
A TUNNEL?

We bet you thought you were going to get away with playing last

instructions—well, you were wrong! There

wasn'ttime [:ragguns Inc)to putthem in lastissue, so here they are
m Issue 12 of ZZAP! (Hurrah!)

& loghtming belt can be fired when facing lefi or right.
Horwever, the Gnome has a problem as he can onky carry
wnhﬁ_lllilimt.hutdun't ir - Gnome has a
doset! This can be entered by holding down the fire
button for a few seconds. An object can then be
dropped there for retrieval later in the game, but
unfortunately only eight itemi can be heftin the closet
at once. The dose? can be cafled up at any time, no
matter where Grame i in history

Orice you have the time machine fully operational,
the adwenture proper can begin. There are seven varied
and very different penaods of time to be visited - eight
if you include the presant, The seen time 2ones are
Stone Age (9,600 BC), | Peruas {R93 BC),
Wythological Greece (86 BC), Colonial Salem {1652),
California Gold Fush (1849), Intergalactic Spaceship
{3456) and finally The Black Hde?!ﬁii Thee various
Incations in each period “flice' when mowing from one
o the oihes.

There are many objects within each time zone, but
the player must sart cut the wheat from the chaff
before being able to solve the Thee rest s just
peurededuction - well, it would be too easy of .
wouldn't t?



KATAKIS?
WHAT KATAKIS?

If you're feeling confused, fed up, surprised, amazed,
flabbergasted or annoyed because last month's cover
cassette, billed as Katakis, turned out to be Time Tun-
nel, here's the explanation.

Katakis was a horizontally serolling shoot ‘em upvery
much in the R-Type mould. In fact Activision, who hold
the license from Irem to produce the official R-Type
conversion (due for release later this year), thought it
was so much like R-Type that they had a case for egal
action. US Gold agreed to halt publication not only of
Katakisitself but of all promotional material connected
with the game.

ZZAP! had‘{'ust gone to press. Cover and reviews had
been printed, the Katakis tapes had been duplicated
but the magazine hadn‘t been distributed yet. The
cover cassette was classified as promotional material,
and US Gold had agreed to withdraw all promotional
material — this meant we were legally obliged to
remove the cassette from the cover. In fact, all versions
of Katakis have now been withdrawn — so you won't
see it on the shelves, either!

As for ZZAP! Issue 42, US Gold stepped in at the last
minute with an alternative cassette which turned out
to be Time Tunnel. In the resulting confusion, we were
?ivert to understand that this was a previously unre-

eased game — in fact, it had been reviewed in Issue 12
and gained an overall rating of 492

As the magazines had been printed, there wWas no
time to include instructions or any form of explanation.
The magazine had already been delayed several days
due to duplication of the alternative cassettes . any
further delay and you probably wouldn‘t have got
ZZAP! at all)

Forscheduling reasons, this month’s promised tape —
the Gold Medal winning Armalyte — has been removed;
but then, who can complain when there's a level of the
Sizzler-rated Cybernoid 2 and a stage from the Gold
Medal rated Hawkeye instead?

We'd like to apnl:g;ise to all our readers for all the
inconvenience caused by the mix-up — it was a situation
that was very much out of our hands. To help you make
the best of 'ﬁ'me Tunnelwe've included the instructions
on this page. Er . . . and that's it, really.

LZAP! MEGATAPE
CYBERNOID 2
AND HAWKEYE
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AND HAWKEYE
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ZAP! MEGATAPE
CYBERNOID 2 AND HAWKEYE

To try and make up for the disappointment of last
month's cassetts (and you weren't the only disa
pointed ones, believe usl), we've got a playable leval of
one of this Issue's Sizzlers, Cybernoid

Medal-rated Hawkaye on one cassette - beat that! A
level sach from two of the best games you'll see this
year-and it only cost you 25p more! (mumble, mumbie)

SRR e T
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IT's AMAZING
. WHAT A REAL
. COMPUTER

Spectrum cassette £8.99
Commodore 64 cassette £9.99, disc £12,99
Amstrad cassette £8.99, disc £14.99

For mail order please send your order and remittance {cheques
payable to British Telecom plc or direct debit from Access/Visa
card by stating card number and expiry date) to: The Marketing

Department, Telecomsoft, First Floor, 64-76 New Oxford Street,
London WCT1A 1PS.

Telecomsoft, First Floor, 64-76 New Oxford 5t. London WC1A 1PS.
Firebird and Firebird Logo are trademarks of British Telecommunications PLC, A LEGEND IN GAMES SOFTWARE




ssume for a moment that
the unthinkable has hap-
pened - the Russian Paolit-
buro has decided to go for world
domination. In the world's oceans
nuclear submarines prowl the wat-
ers, waiting for orders to release
powerful nuclear warheads.
Worse still — you're the captain of
an American submarine , . ,
You can select one of six sub-
mersibles or leave it up to a higher
authority to appoint one to Yo,

RED STORM RISING

Microprose, £14.95 cassette, £19.95 disk

You choose from four skill options
and ten missions ranging from
practice sorties, through real con-
frontations with Soviet task forces,
aircraft carriers and vessels, to the
ultimate encounter — World War
Three.

Mission orders follow, then
you're on your own. Sounding
General Quarters brings up read-
ings of your heading, depth,
speed, rudder and diving planes
status and a tactical display.

This VDU shows RADAR and
SONAR plots of the surrounding
seaways, as well as periscope
views, all of which can zoom in and
out. Keyboard controls call up
statistics on sea conditions,
weapons, acoustic readings
which could identify nearby ves-

and even the military satellites
which are relaying the information.

To go into all the game's
strategic subtleties would take
several pages, so to gain real
inside knowladge of how the prog-
ram works you'll just have to read
the lengthy manual yourseif!

sels and a computer database
holding information on every milit-
ary vessel you are likely to run into.
In certain large-scale scenarios
you can also revert to a map of the
Norwegian Sea Theatre to see
what ﬁect your actions are having
on the conflict. The map shows
both sides’ sea, land and air forces

Your
su rine oan turn defeat to v
as ﬁu .t oLt to i‘in% Ihl dea
war mnf(rnd 'ﬁul aevan kKnowmn.

skill as gq'ptn n of a nuni

A As usual, it's the presentation that distinguishes the MicroProse ==
simulation from all the rest

PRESENTATION 97%
Superb throughout. Keyboard
overlays, detailed manuals,
axcellent on-screen introduction
and animated scene-setting
sequences,

GRAPHICS 77%
Functionalin the game itself, but
excellent in the intermissions,
SOUND 35%

Sombre title screen dirge and
minimal submarine effects.

HOOKABILITY 74%

Plethora of controls and visually
uninspiring gameplay are some-

what off-putting at first.

LASTABILITY 93%
An enormous level of depth
means there's plenty to play for.

OVERALL 86%

A simulation of enormous mag-
nituda, but more suited to
experenced simulator buffs.

Islamic religious radicals sabotage
Russia“‘s huge 0il refiner
izhnevartovsk in Siberia.
destroys one third of the
roduction cu?uclt}'.

aces years o

ages and an

nation‘s
The Soviet Hnlg'ﬂ
cri ling emergay short-
ilﬂhuhl??z&d military.
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CYBERNOID |

Hewson, £9.95 cass, £14.95 disk
@The brilliant, xplosive and damanding sequel to ijnﬁfdhtaﬂm B4

i
ity o

l‘l nmlll n

poooo

J ust when you thought it was safe to climb back in your lean,
mean fighting machine, Cyberncid 2 appears! | didn't think it
possible, but this is much better than the original. Not only is it
tougher — one or two writers here (who shall remain nameless,
Maff) used all their lives getting off the first two screens - it's also
more varied. You've got more weapons (seven in all) and there
are harder aliens to face - all of them beautifully designed, col-
oured and animated. Each screen has its own method of tackling,
but that's not to say you can't just sit there beating the ¢*'p out
of any alien who comes within missile distance! Every part of this
game makes demands on some of your reactions — whether it's
frantically dodging ground-crawlers, trying to sneak a gap betw-
een bullets or simply precise blasting. But be warned - it's tough,
ang it's 1gu:.'-ing to take a lot of patience to master. Try our cassette
and see!

OMPES
e 20

aah! Beat them aliens,

blast them, maim them,
beat them into the ground.
Cor! Really gets rid of your
excess aggression playing this
game. All of a sudden | feel at
peace with the world. Not that
I'd call Cybernoid Il the easiest
game in the world to play. In
fact, under pressure, I'd prob-
ably admit to it being one of
the hardest. For a start, there
are loads more weapons,
bombs, nasties and meanies
than there were in Cybernoid.
Some of them are really devi-
ous too. Just when you think
it's OK to draw a sigh of relief,
you realise that the emplace-
ment you've just blasted to
smithereens had an even more
dangerous weapon lurking
inside it and by the time you've
thought about dealing with
that you're dead. And what-
aver you do, don't relax when
you're about to enter a new
screen. More often than not
there's some even more hor-
rific monster waiting to melt
you the minute you get to the
other side. f you like your

cookies really tough, you'll
love Cybernoid Il 'cos you'd be
hard pressed to find a tougher
cookie than this.



AV AR
gop23a

lthnught Cybemoid was a
hard act to follow, but boy
have Hewson followed it! For a
start, the graphics - talk about
impressive animation and bril-
liant explosive effects! As my
dad always says, it's enough
to take your breath away.
Phew! The in-game music isn't
quite as haunting as the origi-
nal Cybernoid soundtrack but
once you've heard it once or
twice it really starts to grow on
you. Oh yeah, | haven't said
anything about the gameplay
yel. It's not easy (I lost three
lives trying to get out of screen
one) but it certainly is addic-
tive. You always seem to be on
the point of death just as
you're discovering something
new and after that... well,
you've just got to go back to
the beginning again. In fact,
that's exactly what | think 1"l
do...

trp'uwnatmr;u ﬁﬂlm begin-
.

LASTABILITY 93%
B e

arved shool "em
up fans.

OVERALL 91%
mmmnﬂlmmm
on Its way 10 a higher accolada,



SOLDIER OF FORTUNE

Graftgold/Firebird, £9.95 cassette, £12.95 disk

ong. long ago, in a time
before anyone can
remember, a mystical object

known as the Zodiac Power
Source was made. t was disco-
verad to be a focal point for the
powers of evil and so was buried.
Many years have passed since
then and the Power Source has
found a suitable mind to move

Hi HYEF K 1

1025

(]
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towards. This mind belongs to Kril-
lys, a dabbler in the mystical arts.

Krillys learned how to separate
the elements of the Power Source,
but this caused a collision betw-
een it and another magical force.
The surrounding lands were
thrown into disarray.

Two adventurers have the ability
to restorae the land to order: Tar-

b &
99 8%

150

I HYEE 1

4 B E

tarus and Teron. They must search
the lands for elemental tablets and
restore the Zodiac Power Source
to its original form.

With or without a friend you can
take the part of one of these
adventurers. At the start of the
guest you have a limited supply of
magic shields, a defensive
weapon, a handful of money and a

cryptic clue given to you by a mage
just before the ground swallows
him up. Extra weapons, shields
and other objects can be bought
in shops found throughout the
anvironment.

To complete the gquest, you
must reconstruct the Power
Source and retum it to the old
man’s house before twelve moons
pass. Otherwise Krillys will control
the land (cue three dramatic
chords: da-da-DAAAAL),

Quite a few annoying delays and
many confusing symbols.
GRAPHICS 71%

An adequate main sprite travel-
ling through bland scenery.

SOUND 62%

Dodgy tune and uninterasting
spot effects.

HOOKABILITY 69%

Of course thare's the standard
‘lat's have a look around’
hook . .

LASTABILITY 59%
However, ‘looking around” so
many similar locations soon
becomes very tedious.

OVERALL 66%

A very disappointing release
from a partnership that should
have given us something really
special.




® ve » i g n— %

Sportsworld 88...
3

survival of the
fittest, designed

for the
toughest

The ultimate
collection of sporting challenges,
the unique test of skill, stamina, 4 -
dexterity and enduronce. f-"' f \L]l
Demonstrate your'e o master |

of strategy, o ball playing |
natural and leader of men
in the hallowed arenas of 4

Gofor gold on the athletics
track, the weightliffing arena
and the archery range.
Show off your finer touches
on the green baize and pool
table. Let off steam in the
grunt 'n’ gropple zone,
Prove you're o winner on

TAG TEnM American Fli:ICIfI:}D“.. Blg : 1'|'|E- all achon ten PFFI |une$
WRESTLING" League Baseball and | and rolling acres of the Go FOR TH.E
International Water Polo, ’ championship golf course. GOLD’

CBM 64/128 £12.99 cass

U.5. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 156

HM 540 . 4 By
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The Age of Chivalry

"The Crusader Of Justica: | B

+_For'the past 5 years you have beer away !'iﬁﬁﬂ%mdha-ﬂbly et ;Availab;ﬁ on G 6'4,
Land. When you finally raiur{1 home, your father, The King, has . - J

been deposed by your brulal uncle, and ferror and oppression - .. .._‘;F”T!_--FG- Amﬁtmﬁ'

now rule this once serene Kingdom, - e
You must recoverthe throne. -~~~ = g S
However, deceit -and treachery: are everywhere and you musi !

prove your hlrthﬂﬁrit . through guile and trials of combat in

arghery, arm-wrestiing and swor -play... < e
This is a magnificent adventure set in a medieval world, where

your strategy s as important as your strength. 3 : ars

* Distributed in UK by R S

- - I

b

ELECTRONIC ARTS, 11.49 STATION ROAD, LANGLEY, &
TEL. : SLOUGH (0753) 46465, DEALERS PLEASE CALL



he small village of Thelston

is harbouring a secret: the

most famous dragon slayer
of them all. Thoron the hunter
wished to pass his skills down to
his son, Hegor, so he trained the
boy from a very early age in the
usa of all weapons.

One day, there was a great com-
motion at the edge of the village;
curious, Hegor ran there only to
see his own father in the middle of
a ferocious battle with a huge dra-
gon. Thoron fought fiercely and
managed to force the beast to
leave, but as the dragon tumed, it
lashed out its huge tail breaking
the warrior's neck,

Hegor swore to avenge his
father's death and so went off to
the furthest reaches of the land,
slaying a great number of dragons,
but failing to find the beast that
killed his dad.

Years later, news reached him
of an evil force that terrorised his
home village. Returning home
quickly, Hegor discovered that the
tyrannical lord was Necron, Tho-
ron’s brother, who had tumed to
evil. What's more, one of Necron's
subversives was the dragon
responsible for Thoron's death.

You take the part of Hegor in the
fields at the entrance of the subter-

BARBARIAN

Melbourne House/Psygnosis, £9.95 cassette, £14.95 disk

have something that looks
age slash 'em up - which is exactly what this is.

ranean kingdom. Control is via a
strip of icons at the bottom of the
screen, causing Hegor to walk,

Hegor, the man with the hairy isn't exactly

onker wou maore approp-

16-bit versions of this game aren't really

enough on the 64 to with the tedi-

of skill -f;rﬂnuu hm e reailly required
or on are

screen all you've got to look forward

¥ A kinky monster in a horse-hair body stocking is only one of the dangers

you'll face in Melbourne House's Barbarian
#i ST A T A e
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h, life on the open road! If

you've always fancied

yourself as a cross-country
driver, with oil on your hands,
grease in your hair and a tiger in
your tank, get your gear and get
ready to roll,

Having chosen a course from
four different types of terrain
(boggy Georgia mud-flats, two
desart tracks or a Michigan winter
landscape), you select one of four
freaky four-wheelers for the race
(try saying that 44 times after a
lager shandy.)

ime for a saunter down to the
local auto mart and custom shop.
Here youcan b w all your money
on spare parts, fuel, mechanics
and extra tyres (not necessary if
you look like Gordo) or play safe
and just spend a bit.

The race itself has you braving
the elements, avoiding obstacles,
driving through bogs and negotiat-
ing rivers. Symbols on the
dashboard give a colour-coded
indication of damage sustained by
various engine parts. If your veh-
icle becomes wunroadworthy or

ts stuck, it stops automatically
or repairs. (You did remember to
bring the right parts — didn’t you?)

Checkpoints, dotted along the
length of each track, are oppor-
tunities for repair and refuelling.

4X4 OFF-ROAD RACING

Epyx, £9.99 cassette, £14.99 disk,
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longer you stop the more
chance there is of other cars pass-
ing you.

ake it to the finishing line with-
out losing all three of your rigs, get-
ting zapped by the Doombuggy or
running out of fuel, and you might
just get a foot in the Hall of Fame.
And if that isn't worth working for,
what is?




climb, run, jump and fight. Moving
the pointer of the edge of the dis-
play causes a further set of icons
to appear which control the Barba-
rian's inventory (picking up and
putting down objects). Through-
out the maze are monsters and
guards which can be killed — either
with your trusty sword or other
weapons found in the under-
ground rooms,

SOUND 21%
Afew crunches, and that's about

HOOKABILITY 46%

As ever, there's the old explora-

Hon bug to lure you

LASTABILITY 24%

LR LTTIER') r-'|'f. |||||:E'-| LEIETRETHE
i il g s
4 Vroom, vroom. Or in this case,
trundie, trundie

PRESENTATION 84%
Loads of easy-to-use options -
an off-road racer's dream.

GRAPHICS 59%

Meatly designed four-wheelers
rev up against bland and boring
backdrops. The pre-race shots
are pretty neat.

SOUND 49%

Front-end ditty plus typical
engine drone.

HOOKABILITY 60%

The idsa captures your interest
atfirst...

LASTABILITY 46%

. . . but any initial enthusiasm
doesn't last.

OVERALL 56%

A technically competent racing
sim spoilt by incredibly labornious
gameplay and a total lack of vari-
ety.

PINK PANTHER

Gremlin, £9.99 cassette, £14.99 disk

a-dum, da-dum, da-dum
da-dum da-dum... OK,
it's not a very good rendi-
tion of the Pink Panther theme

tune but it’s the best we can do! !
Anyway, on with the review . . .

(g:; inky is at a bit of a *financial
disadvantaﬁa'. Oh, all right then
he's skint! His problem is that he's
got long arms and shallow pockets
- in other words he likes to spend
money. He enjoys luxurious living
but doesn't have the means to live
the kind of life he enjoys.

To allay this situation he must
find a job. Now what kind of job
would net him the most
money . .. AHA! That's itl A but-
ler. That way he can... er...
‘help himself’ to a few things while
the master is asleep. After pur-
chasing the correct items to pass
the interview, Pink starts work at
the first house. Unfortunately the
master is a slaaﬁwalker, s0 Pink
must guide him through the house
stopping him from bumping into
things, otherwise he'll wake up to
discover aur hero ‘on the rob’,

However, that wily old Panther
has a few tricks up his sleeve. He
can ring a bell to steer the sleep-
walker, catapult him around
objects and even inflate things.
Even more unfortunately, the law

A Red alert, red alert! The Pink Panther is about to clash with the
Amazingly Garish Purple Gramophone

(or lier as it is pronounced) don't

like his nicking habits and send
;;'IIS{}BCIBI' Clouseau to try and nab
im.

“ou take the part of the Pink
heio during his nocturnal wander-
inos, tying to keep the sleep-

e

walker from waking up whilst help-
ing yourself to his goodies. Can
you steal enough to afford a holi-

day in the sun? Can you be
bothered?

PRESENTATION 10%

Poor multiload, annoying delays
and few options.

GRAPHICS 25%

Average main sprite but every-
thing else is crap.

SOUND 9%
The Pink Panther thema has
been massacred (sniff).

HOOKABILITY 16%

You do have to look to see what
the graphics are like.

LASTABILITY 3%
Play it twice and you'll never play
it again.

OVERALL 14%

Aren't gremlins supposed to
cock things up? Well they've
cocked this up!
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ARMALYTE

Thalamus, £9.99 cassette, £12.99 disk
@Cyberdyne Systems’ graphically brillian]

fter the Damocles force
destroyed the hostile Hsif-
——__fan Khanate, the spacial

backwater known as
became a wasteland littered wi

disintegrated spacecrafl. The few
pilots who entered Delta refurned
with tales of hulks bearing artitacts
of tremendous technological

immmmmmmmummwhm
middle of them {hur, hurl)

advancement.
Many disregarded the stories as ell, after saying i - i
E ying in the Salamander review that | thought
jokes or legends. but one man w that Delta was the be-all and end-all of progressive shoot

believed. After a particularly crip-
pling Stock Market crash, Wood-
ward, the chairman of a Terran
mega-corporation sought out the
nearest bar where he could drown
his sorrows, Three Andromedan
Wilt-wines later, he found himself
being talked to by a bewhiskered
bar-fly whose tongue was obvi-
ously ciled with liquor, He was an
ex-member of the Damocles

'em ups before Imagine's release, the Delta follow-up game
arrives on the scene and blows every other game of the type out
of the water (well it would if they were in water and not in spaca).
Armalyte's graphics are startlingly good, with perhaps the best
use of shading I've seen on any 64 game. The scrolling is
smooth, the sprites and backgrounds colourful and the amount
of sprites on screen is incredible. Firing the second Super-
weapon for the first time brought yelps of amazement and
enthusiasm from the reviewers as all aliens in the vicinity flew
apart (groo). Enough of the graphics, onto the gameplay ...
Well, all | can say is it's brilliant. I'm being as quick as | can to
tell you how staggeringly good it is so | can have another go! A
huge round of applause and congratulations tp Cyberdyne sys-
tems for such a stunning debut. When's the next game due? |
can hardly wait, but playing Armalyte should help fill the gap!

8've seen some brilliant
Commodore blasts of
late, but Armalyte has to take

the cake as one of the best to
date. Everything about the
game is 5o highly polished that
it really does knock the com-
petition into a cocked hat.
Graphically, Armalyte is stag-
geringly good, with works of
science fiction art for sprites
and backdrops. Gameplay
meets this high standard and
whether playing in single
player mode with a remote
ship or double player mode,
the action is thoroughly
exhilarating. In the latter, | par-
ticularly liked the way that
both players can play either
very competitively, bumping
each other into aliens and ste-
aling your opponent’s
weapons before he can get to
them, or as a team, taking it in
turns to get through tiny gaps

in the landscape. However, |
had most fun when playing

with a mixture of both
strategies, as Maff will testify.
Armalyte is just brilliant, and
any shoot "em up fan should
be ashamed to miss out on it,
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force, who was court-martialied
and drummed out of the service
because of his drinking habits.
Yes, he said, he had oftrn been
through the Deita and seen the
hulks and their treasures, but
heavily-armed robot defence sys-
tmmmpfﬂvmmmlﬁd.anwnu from loot-
i :

nﬂTi'm the man grinned a drunken

gﬁanddmwmﬂam‘lnlliccylm‘
from inside his oily raincoat.
This, he told Woodward, was the
only piece of Hsiffan
anyone had managed to bring out
of Delta. Woodward had heard
rumours of the treasures, and
though the wine had long-since
taken effect, he was sober enough
to know that this was the key to his
company’s financial problems, Ha
bought man & drink: he had a
plan that couldn’t fail.

Yeah, that's what he told as
well, but now it's your up in

Deita, ﬂﬂg’g your tiny fighter into
the jaws of aight levels of Hsiffan
defences, on your own apart from
the highly dubious-icoking guy

they picked to partner you. You
hav&madmlt,‘tt,mmzﬁaam
have been treacherous sons-of-
bitches but they sure knew how to
buiid spaceships, and these struc-
fures are incredible . . . It's gonna
be a shame to blast them to
pieces.

_And there's bound to be plenty
of that — ing, that is. Wood-
ward had your ships kitted out with

the latest in laser armaments and

Thudﬂlonhm“mmmmwwihmmmuwm




Th'rs is incredible! Every-
thing about it is virtually
flawless: the graphics are
some of the best I've seen on
the Commodore, not only for
their aesthetic appeal but also
for the way they're used on-
screan — the combination of
threatening metallic space
terrain  with multicoloured
aftack patterns creates an
amazing feeling of involve-
ment in the intense action. And
there are so many aliens on-
screen at once - add these to
a cluttered landscape and you
think you'll never get through
alive! if you thought the land-
scape graphics were good,
just wait till you see the end-of-
level aliens - some of them are
beyond belief! It's packed with
suparb touches, from the
evocative Martin @ Walker
soundtrack to the ‘intelligent’
in-game aliens: the collision
detection is perfect - just
generous enough to allow
freedom of movement in the
tightest gaps. if we'd had this
in time for the Def Guide this
issue, it would easily have
been in the top 5: it's fantastic!
| can't praise it highly enough -
it you miss Armalyte you're
missing one of the best &4
shoot 'em ups of all time.

¥ You've gota split-second and its mega-decision time — willyou go
for the extra weapon or just settle for a speedy exit?

crystals
-Lmjmg in space? Better le ‘em

rechargeable super-weapons. But
then he would, wauldn'?ahé? He
won't make any money if you don’t
come back,

Hey, what are these

of heavy light. ..

wha . . . 7 They just transform into

bits of machinery when you shoot

them ... Look out you're gonna

crash into that one! H!

Uh? ann? happened. Wait,
itistit's

2 iz 3

i

-
]

QT [
I

look there attachad itself

to the ship. It's a laser unit, and it's

na@udmtn your fire control. Try = - =
tting that next crystal with more - o 4 ¥

sl'nts...lhluwmnfntn ltm — ;i

you've got... rear lasers. Wha P 3 4

else can you get? Vertically firing Tt - =

lasers, triple lasers, _ - — ___!_ "

mm.mabaﬂwmﬂ = l-lllrle‘ i

generator to recharge the super !il SEESE RNy i I

weapon faster. Try collecting two B | FEFFE T2 ; :

ff:sr::}rglnsarunitsandynugm R ER R R AR

e... : 3= :ves - -z E “_i_-_'“:

This i3 going to be easier than i' "T"T‘Ii! jtiiang

you thought... Or

not...

A, brilliant

LU LTI
.

OVERALL 97%

M
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There was only one wav
to improve the ongmal

Start a_gain from scratch




FOXX FIGHTS BACK

Image Works, £9.99 cassette, £12.99 disk

r Foxx is really in the

dog house. His family

has run out of food and
his wife has told him it's up to him
to restock the larder. Being a lazy
so-and-so0, Foxx isn't terribly keen
on the idea, but a few taps from
Mrs Foxx's rolling pin have man-
aged to convince him.

So, after picking up his trusty,
er, wall, rusty pistol off its shelf,
Foxx heads off along the scrolling
landscapa towards  Farmer
Kilimanjaro's place, fingering the
bumps on his head and wondering
why he married that old battleaxe
in the first place.

Foxx has to take back as many
comestibles as he can carry, start-
ing with apples, then moving on to
pies and sausages. The apples,
naturally encugh have to be col-
lected from the orchard inhabited
by ferocious squirrels which
endanger his pelt by pelting him

with nut grenades. Luckily, one
thing Foxx is good at is leaping,
ducking and running away, and
this stands him in pretty good
stead with the other perils which
come his way. These include
gangs of shotgun-toting beagles
which ride bicycles (uh?) and
chickens which bomb him with
deadly cholesterol-packed eggs.

The pistol Foxx starts the game
with can only fire slowly and isn't
very accurate, so it's a good idea
to keep an eye out for something
more useful —an M16 machine gun

SO L P e

A The flying foxx performs death-
defying acrobatics high above the
death-mongering beagles’ heads

for example. When Foxx gets hit,
he loses energy, indicated by a
lengthening tongue on the Pan-
tometer at the bottom of the
sCreen.

Luckily for him, Foxx can
replenish his energy by entering
rabbit warrens or chicken coops
and scoffing the sleeping inhabit-

ants. This also clocks up points
and can open up short cuts which
allow him to get from the farm to
his home in next to no time at all
and in complete safety.

PRESENTATION 79%
Clever pantometer energy
gauge is typical of the humorous
touches throughout.
GRAPHICS 82%
Jolly, cartoony sprites and nicely
scrolling roral backdrops.
Mi di!sg :':d.‘lé f perfect!

in By O y
frantic tunes,
HOOKABILITY 81%
Humorous gameplay and a
cracking pace make the game
fun from the outset.
LASTABILITY 71%
Mot much variation, but bound to

remain enjoyable for many plays.

OVERALL 79%

An unusual, but entartalning
vartation on the arcade adven-
ture theme.
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be my best game
three totally new race meets—Qua
Racing, Dirt Biking and Desert 1
Riding — each with five exciting
circuits, It's just like the real
thing — the burms, bumps and
ramps really work!"
‘Fifteen incredible courses
make Pro BMX the biggest
best BMX game yet!'

David Darling—‘Richard's Pro
X simulator is excellent —
now with 4 player action, two

tapes and a coior BMx poster
—It's amazing vajue at
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EMLYN HUGHES
INTERNATIONAL

SOCCER

Audiogenic, £9.95 cass, £12.95 disk

®Realistic and compelling action in the best footy sim avallable

the joystick during a game. Aprac-
tice option lets you famillarise
yourself with joystick skills by pit-

ting you nst a team s
members freeze whenever they
get the ball.

As well as these facilities, you
can play cup, league, champion-
ship, season or friendly matches,
and show or even print out fixture
and results lists. Up to four players
can play in competitions, two play-
ing together as a team against a
computer squad.

Once you've configured the
game to play the match of your

'‘know Saint, we seem ter

be makin’ more an' more

appearances in computer
magazines these days.'

‘Haha ... Aye, ye'raright there
Greavsie — there seems ta be a
new computer football game on
the market every week! Whose
name's on this one, then?'

'EEEEEYYYH! COME ON
TEEEEAMI!!'

‘Oh, himy ., "

Audiogenic's game of football,
Crazy Horse , begins on an

opening screen containing four
pull-down menus. From these you
can do the usual football game
feats such as choosing one of ten
skill levels as well as strip and pitch
colours, but you can also select
and edit teams and individual
player skills (such as speed), Satis-
factory squads can be saved to
tape or disk for future use.

The menus also bestow certain
abilities on the players, such as
back-heels and five direction kick-
ing, all of which are accessed from

cer, but EHIS’
. An

Wizt o

this,
crudeness belies its

'd bq_hfrv‘n
m—oﬂ’rn;mnﬁnm Soc

day Il for

to and when you

in
from posts

l:uuwmmmmmmlmmmmm'm

but EHIS wipes the floor both with it and

. Ignore
liant, as you can see from the
Simatass e aCHo s fectaet AR oy 0 sppaar, are fairly

oo i

e e elgads sy

st or score a 3
of mmm’ﬂmm»’ﬂ"ﬁm.m
Hmmmmmmh-mm
movement in particular is incredibly realistic: deflections

. ! I've no hesitation
uhmmmmmmwmaw

not bril-

available on the 64. The

in recommending

dreams, it's time to kick off. During
play, the standard scrolling grand-
stand view of the action is shown
with a display abave the pitch to
indicate the name of the team
member under each player’'s con-
trol. The computer puts the player
nearest the ball under joystick
control, but an option exists to
allow you to select the controlled
player from the joystick.

you might expect, the
game's authenticity extends tothe
objective being to score more
goals than the opposition before
the final whistie blows.

PRESENTATION 98%
Avastarray of options allow you
o reconfigure the game to the
nth degree

GRAPHICS 79%

Very fast and smooth, but allthe
graphics lack definition. The
relatively high mark is due to this
speed, coupled with the realistic
ball movement

SOUND 28%

Good crowd cheers and air-hom
noises but nothing more.

HOOKABILITY 88%

Some practice is required to
master ballplay, but the difficulty
selections make it easy to
acquire the necessary skills.

LASTABILITY 96%

The game's enormous flexibility
will hold your interest for ages.

OVERALL 90%

Quite simply, the best football
simulation available for the 841

¥ More options, leatures, extras and shots than Emiyn has designer

jumpers - and that's & lot!

—

* -
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THE GAME OF THE YEAR

“This ls a truly brilliant .
program and shouldn't be missed at any cost!” Zzap 64.
From U.S. Gold

THE GAME OI' THEYEAR

“A flippin’ good game — test drive one today.” Sinclair User
From U.S. Gold

THE GAME OF THE YEAR

This is the meanest fighting machine ever to hit the skies — The Pepsi Challenge Game of the Year.
From U.S. Gold.

CBM64/128  Spectrum 48/128K i Amstrad CPC Atari STE PC
£9.99 cassette £8.99 cassette @iﬂlﬂrﬁ_} | SE“ £9.99 cassette £15.99 disk

£14.99 disk £12.99 disk £1499disk  Amiga £24.99 disk
U.S. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388.
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Munch, munch, munch, BURP!
Is’pose all you wimpy
gristleguts were expecting that
ha namby pamby, pustulent
i ¥, PArp, thatjumpy, jaundiced
W%, jellyfish, that half-baked,
1 & half-human husk of a
I “ W, Harlequin to enter
Sl here...
: NN HA! But he didn't,
did he? So where is
he then, eh? where
is he?
w He'sdisappeared,
| he has—

"' o
,“‘l\&‘\ .

W% W disappeared
X 2% ) ) to the depths
W L8 of agreen and
- 7 Y slimy bowel.

1757, B And it serves
A LA the

¢

“ multicoloured

3 monkey- man right. Anyone

orth their weight in billy-goats
nows there’s a lovely great
stinking troll’s hole under
Ludlow bridge — so he picked'
the wrong place to go looking
for weedy monsters, didn’t he?
Well, old purple pants dropped

3 in justintime for lunch — a nasty,

'. - - l_lﬂu'b“
& i

74 gristly, bony, afterdinner

A% Twigletthing he was as well
*—notsobad when!l'dtried himin
a bit of thistle stew ... nice and
rancid . , . almostastenderasa
billy-goatinleather

underpants roasting on
== arustyspit...

& That horrible

fless Harlequin
urned out to have a
ot of useful
es in his
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sticky Andy Pandy suit: a Lord Of The
Rings solution (ha! solved that agesago),
a couple of tasty, scaly-bum lizards and a
fancy letter from some blubbery-
bottomed, big-bellied Houghton bloke.

That's when the penny dropped! If that
was ZZAP!'s Harlequin then there was a
job going spare up at King Street — my
chance to show the world what a clever
hintellectual troll | am. Ten seconds later
andI’'m grasping grubworm Gordo by his
smelly earlnﬂas Gimme the job or else’.
Threatened by a gobbet of my slimiest
and most acidic spit, he’s no option but to
agree. A bit of extra special squeezing ”%
and that fat excuse for an editor coughs 7
up an Amiga as well —which is a bonus, as
so far those puny 64 programmers have
been too scared to send anything down
to my hole.

Right, so now the blokein chargeisme
—Chuck Vomitthe Troll —and if anyofyou
squeaking sticklebacked adventurers
starts whingeing about stinking billy-
goats gruff or thinks its funny to go
around slobbering phrases like “trip trap,
trip trap’, you'll get wrapped round a
steaming spit, skinned upside down and

. m~

stuck sideways in a bucket
Billy-goats .

shot. ..

:1' » E

of rotting troll-
. . Bah!

FAERY TALE ADVENTURE

Mediagenic/Microillusions, Amiga £29.99

re you sitting Somehow the talisman that
comfortably? had protected his village and
Wiped your histﬁree sons (Julian, Phillip
noses? Rubbed | and Kevin) had got ‘lost’ and
away that goblins, ghosts and skeletons
nast were beginning to take over
crufflenut? the town. It was going to be a
Then I'll begin. | real riot of a party — corpses
e Once upon a and mediums, there was even
time when the fields and rivers | talk of billy-goat pie — but the
were uninhabited, and trolls tight-lipped old codger poured
could stomp on anyone they cold water on the whole thing
found, one Master at Arms and insisted on going for help,
decided to go and spoil it all, Not that he's quite as smart

¥ Guess what Mr crafty Cleverclogs forgot to put in his knapsack this moming?
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as he makes out. He comes
back with a death wound and
a garbled story: an evil
Necromancer is threatening to
destroy the land and unless
Someone manages to perform
seven consecutive quests, he'll
never be defeated.
Anysensible lad would think
twice before going on an
adventure like that,
Unfortunately, Julian, Phillip
and Kevin have all had a touch
too much of the sun, so they a/l

want to go. Julian sets off first,

This is a graphical adventure
(relying on the mouse) so a ot
of Jazza’s journey from home
through the surrounding
fields, forests and countryside,
is spent fighting goblins or

running away (told you he was
a sgoilspar‘t}. As ghosts and
goblins are alot more efficient
In battle than some snotty-
nosed kid, you probably won't
get very far at first. Once
you've notched up a few skulls
though, you can start using
some of the magicobjects lying
around, rummaging in boxes,
spending money and casting
spells — you know,
abracadabra, shazam,
minzaguinness . . .

The menu doesn't let you
perform anywhere near as
many actions as a text-input
adventure but you can still talk
to people, tradye with them,




orhing,

rothing,

Julinn lecked around bur discovered
lalinn focked arcund bar discovered

srat 35 Lek: 28 Knd: 15 Vi 23 Wirh: 20 5

A I've already been round all the rest of the village — where alse am | supposed to look?

eREd nround bor discover

icoverad

kel 1€

A& Santa, are you really up there?

n hidden ohiec

look for hidden objects and
unlock doors. These put
obvious limitations on the
puzzle factor (what are you
supposed to do without an
EXAMINE icon?) so in the end
most of the fun comes from the
sound effects — bogey-ing
down to the music — and the

raphics: you can even see the
Eubbles when somebody
drowns. Ah, Lunch.

if you like your adventures
like your billy-goat (well-done
and meaty) you might get a bit
fed up of alrthis sightseeing.
On the other hand, if you're
patient, fancy yourself as a bit
afaﬁﬁhtingmachine{buy, you
must have some imagination)
and like making maps, you
might want to give it a go.
Question is — should any
adventure really cost £29.997

Don't ask me — mine was
free.

ATMOSPHERE 85%
PUZZLE FACTOR %
INTERACTION 65%
LASTABILITY 73%
OVERALL 76%

& Mediagenic's Faery Tale Adventure: taking a leaf out of storybooks

TANGLEWOOD

Micrndeal._ Amiga £19.95

Ly al Here's

Y, something you

5 didn’t know:

" you've got an
uncle called
Arthur. He's
not from East
Enders and he

; ¥ doesn't have a
mate called Terry but he does
own the the mining rights to

T'ngly-wd. Spitin my eye, eh?

Isn't the world a smaﬁ place

guv'nor?

Well, yeah, it is a small place
and that'swhy T'ngl-y-wdisn't
on it — actually. It's "a small,
undistinguished planetin a
remote galaxy’. Arthur didn't
worry about it much until he

found out that it contained
some pretty valuable stones,
then he shot his mouth off over
a courle of pints of beer and
was elbowed out by the mining
company. Yup, those nice men
at the mining centre have
hidden Arthur's documents
and re-established the planet's
operational base. There's a
court case in ten days and
Arthur (sounds a bit like my
uncle, Ripperbile) needs to find
those papers or he's out on his
ear.

Now, who could he find to
help him out?

Personally, | think he could
have chosen someone a bit
more macho than a freckly,

skinny computer freak like you,
but beggars can’t be choosers
and anyway — Arthur wants
you for your brain.

You start your mission in
front of a computer console
which gives you control over
five of Arthur's clapped-out
droids. Most of them have bits
missing and they're liable to
break down but at least they all
work . .. well, sort of.
Different droids are suited to
different types of terrain and
some can be equipped with
extra data if you find it.

You direct the robots’
movements via a viewing
screen. Remote control
enables you to instruct them to
pick up, search and use helpful
objects like batteries or
magenta coins. Provided
they've got the right
equipment they can enter

%

phone booths, answer the
phone, explore buildings and,
ultimately, the control centre
itself,

This is definitely an arcade-
style adventure weighted
towards the arcade. Youmight
find the puzzles pretty devious
{they've gotto bereally hard to
fool Chuck Vomit) but it's all a
cLuestinn of having the right
thing atthe right time. Trouble
is, the right place doesn’t turn
up very often and you can
spend ages just chivvying
droids round a pretty borin
landscape, wasting power. The
sound (chug chug chug, chug
chug chug) isn"t much more
exciting either —and I'm a
Ereat Bay City Rollers fan so |

now what good music’s all
about.

If you like your adventures

grilled and ready to eat you
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Liable ?gh Me .
sht #alli=s on Tarmgleweod

Derature row
1?&‘5

appeal for homicidal Trolls

probably won't find
Tanglewood instant|
appealing. You muIJspend
ages exploring this deep and
mysterious world — there must

mi

4 Microdeal's Tanglewood: a gamae barely approaching average

Butwatch out—you might start
enjoying yourself!

be some juicy titbits ATMOSPH ERE 50%

?nmewhere - buti_l'rt takﬁs so PUZZLE FACTOR 51%

nntha get anywhere that you INTERACTION 42%
t decide to throw your

disk over the nearest hxdge LASTABILITY 45%

and cut your toenails instead. | OVERALL 49%

TALE II

- know some
A3 really good
Bl . words
i (slimegobbet,
v snotglobule,
“% greasebum,
N cockaleekee | | .
27 er...)but
: how about

shouting ‘death and drek’ next
time you've got a goblin by the
throat? Brill, eh? You can do it
all the time if you play Bard’s
Tale il. | really like those olde
worlde expressions—it appeals
to my intellectual soul. Death
and drek, death and drek,
death and drek . . .

Now, pull your fingers out of

34 ZZAP!64 November 1988

THE BARD'S

Electronic Arts/Interplay, Amiga £24.95

your noses and try to cast your
mind back to Bard’s Tale /.
Remember liberating Skara
Brae? Well now, instead of
enfuying yourwell-earned rest
billy-goat hunting, you're
supposed to be doing the same
for Tangramayne. Some evil
geezer called Lagoth Zanta has
stolen the peace-keepin
Destiny Wand, broken it into
seven pieces and hidden the
different Farts inthe middle of
a Snare of Death (dungeon
puzzle room to you, idiat).

As usual you can make a
team of up toseven grade 1 (ie.
gu HJ} adventurers including a

ard (not that hesings any real

¥ Face to face with a deadly Wood Sprite! Time for a song?

music — not one David Cassidy
hit) or use a team saved from
Bard's Tale One . As they hack
their way through more and
more villains (luckily for
Interplay, | didnt find any trolls
or there would have been
trouble) their experience
points increase and they
gradually improve their
character ratings.

The playing area is about
twice the size of the original
game, with extra dungeons, six
cities, castles and forests to
explore, but what really
distinguishes this tale from its
predecessor is the addition of
the puzzle element to all the
usual hack 'n’ slay. Using the
mouse (much easier than all
that key pressing) you can
spend ages lumbering around

iscovering secret magic
portals, casting spells, rescuing
princesses, using teleport
systems and generally leaving
your slimey pawprints on the
environment. People with an
above average IQ like mine
should enjoy all these extras -
anyone eise should cover
themselves with tabasco sauce
and jump off the nearest
bridge.

Ifyou're stupid enough to let
one of your party die, then you

he does a very nice line in
daggers . . .

Considering they're
confined to tge top left hand
corner of the screen, the
E;aphics are pretty impressive,

ost of the villains and
monstersare animated, there's
plenty of colour and a flame
actually appears when torches
are lit. Not bad, huh?7 | bet you
think they could have done a
lot with the sound as well,
don’t you? Well, you're
absolutely wrong because,
apart from a medieval title
dirge thereisn't any. Nope, not
asingle smid?‘enn, a squeak or
asquirt anywhere. | had to put
on my MUD greatest hits LP just
to cheer me up.

The Bard'’s Tale Il is probably
the best role-playing gameyou
can get—so far—forthe Amiga.
It's very well-presented and a
lot more chal enging than The
Bard'’s Tale | and while the
plans for an Amiga version of
Dungeon Master have been
shelved, probably the only
game that will improve on it is
The Bard'’s Tale lll. So — loaf on
down to your nearest Amiga
stockist and get it.

can always try paying for a ATMOSPHERE 77%

resurrlectéon Et thniz_.nezra-s:i PUZZLE FACTOR 749,

temple. On the other hand, INTERACTION 70%
ou could always save your

ﬁmne and bmi it all gt LASTABILITY 84%

Garth's Equipment Shoppe — OVERALL 80%

LORD OF THE RINGS

MELBOURNE HOUSE

SOLID SOLUTIONS

that they're following first and
then move N and SE twice to
reach the gate. Knock to alert the
gatekeeper. When he asks you to
identify_yaurself, type in SAY TO
KEEPER "UNDERHILL’, not Frodo,
whatever you do. You should
now be able to pass through the

Last month Harly left you
standing at the gates of Bree
with all your mates. Go back to
Tom Bombadil's house (NW, 5
W). Give a sword to each of your
friends and get ready to move
into the town of Bree. Make sure

e R R R B




With a bit of
help from some clever

clogs Paul Hardy and
Jonathon Dale (not that
| needed it), here's a few
hints to keep you going.

TOWER OF DESPAIR:If Malnor's
scream rings painfully in your
ears, cover them. Join the rods,
theninsert them. If the orb's too
hat to hold get it with a
gauntletted hand. You can only
jump the chasm once! To pass the
Demons at the beginning go to
the courtyard, mount the stallion
and go east until you outrun
them.

HOBBIT:Tell Bard to shoot the
dragon.

WEREWOLF SIMULATOR:In the
hall of records, SEARCH UNDER
Jones, Maorris and Doyle. In the
library, ask the librarian about
werewolves, SEARCH BOOK until
yn:d find an interesting one to
read.

DEMON FROM THE
DARKSIDE:Kill the Red Dragon
with the Sword of Truth. Give
Cerberus the bone. At the

bottom of the stairs EXAMINE

ate into the cobbled square of
ree.

The three doors leading away
from here need to be treated
very carefully. Don’t go North,
because that takes you straight
into the arms of the Black Riders
plotting your untimely end. If
you feel a bit peckish you could
make your way South to the
General Store for provisions but
thatisn't absolutely necessary.

The Yellow Door to the West
leads to the Long Low Room
otherwise known as Barliman's
Tavern. When the landlord asks
your name, answer Underhill.
Explore the room to the West,

en you return to the bar,
Barliman gives you a letter. It
informs you that Gandalf won't
be able to make it (sob, soh!).

But what's this? There's a
stranger in the room. Say hello,
then. Listen carefully to what
Strider says and when he asks you
to follow him wait twice before
taking the meal and going East.

Follow Strider all over until
you get to the Bare Hilltop.
There's a flat stone here with a
message from Gandalf.

When Strider stops along the
Broad Paved Road, it's time to
deal with the Black Riders, And
no, I'm not going to tell you what
to do then. If Iyw can't work it
out for yourself, you'll just have
to wait for next month's

instalment, won't you?

STAIRS, BREAK STAIRS, GO HOLE.
CarryWise and the littorch inthe
room of darkness. Herne wants
his horn back — it’s the one you
used to summon Charon the
ferryman. Outside the oak door
you need some HELP.

TEMPLE OF TERROR:Move the
rock to enter the temple. Use the
spoon to prise the lid off the
paint pot. Use the paint to paint
the glass cover to make a mirror.
Use the mirror to deflect the
forcefield.

ZORK 1:Carry the garlic to get
past the vampire bat and pray at
the altar to get the coffin out.
Wave the sceptre at the falls.
Give the egg to the thief to open
it. To get the brass bauble take
the clockwork canary to the
forest and wind it up.

ZORK 2:To open the door in the
tiny room, put the matunder the
door and open the key hole. Put
the letter openerin the lock. Get
the mat. To get the candy in the
team room, get all of the cakes.
Eat the green cake and go east.
Throw the red cake at the pool
and get the candies. Go to the
west and eat the blue cake.

ZORK 3:Give the bread to the Oid
Man in the Engravings Cave. To
cross the lake with the lamp, put
itin the chest and close it. The
table in the Scenic Vista changes
number - touch it to be

transported.,
RED MOON:To get rid of the
watchdog, put the pills into the

meatand feed itto him. To cross
the line, rub it out. Drop the
lump of chalk into the acid.

Ifound thislist scrunched up in Harly's damp back pocket along with
a couple of cute and juicy ferrets — they won't last long.

Don’teven think about ringing someone in the middle of the night
—apale adventurerdipped in tabasco sauce makes a tasty midnight

snack. If you're writing, remembe
want to get Chucked off a bridge.

Heroes of Kamn, Bored of the Rings,
Gremling, Vioodoo Castle, Zim !sﬂs Bim,
Mugsy's Revenge, Tropical Adventure,
Drracula, Holy Grail, The Pawn, Return to Oz,
Masters of the Universe, Robin of Sherwood,
Fourth Protocol, Price of Magik.
Christophe Brassart, 67 rue de |'Abbe
Lemire, 59200 TOURCOING, France,

Tower of Despair, Dracula, Adventu reland,
Zim Zala Bim, Castie of Terror, Time Tunnel,
Eureka.

lohn Paterson, B Bracadale Road,
Baillieston, G GE9

Tel: 041 771 77

Maordons I'Juestﬂ, Spiderman, Hacker
Migel "Memesis’ Richardson
Ted: 01 360 8325

The Golden Baton, Worm in Paradise,
Hobbit, Fourth Pratacol (Pt 3 anly),
Andrew Blackman, 133 Ashen Drive,
Dartford, Kent DAY 3LY. Tel: 0322 76887
5.30-8.30pm

Dungeon Adventure, Lord of the Rings,
Quest for the Holy Grail, Hampstead, Lords
af Time, Inca Curse, Espicnage Island, Planet
of Death

David Lemon, 14 Norton Place,
Dunfermiine, Fife K¥11 4RH Tel: 0383
728353 after Gpm Mon-Fri

Leather Goddesses of Phobas, Zork 111,
Terrormolings, Never Ending Story, Heroes
of Karn, Mission 1, Gremlins, Robin of
sherwood

Ron McKenzie, 3 Silverstream, Freystrap,
Have st, Dyfed SAB1 25N

Adventureland, SubSunk, Heroes of Karn,
Empire of Karn, Munroe Manor, Hacker,
Classic Adventure, All early Infocom titles,
Jinxter, Guild Of Thieves, Plundered Hearts,
Dracula, Hitchhiker's Guide, Mindshadow,
Tracer Sanction, Wishbringer, Trinity, The
Pawn.

Chris Flhnini.:ii Meola Road, Pt Chew,
Auckland, N land. Tel: 857074

Voodoo Castle, Heroes of Karn, Pirate
Adventure, Ten Little Indians, Hobbit, Lost
City, Gremling, Wizard of Akyrz, Quest for
the Holy Grail, Zim Sala bim, Island
Adventure, Castle Dracula,

r to include an SAE — unless you

Paul Flllnaﬂan. B . Belieek, Co
Fermanagh, M Ireland, Tel: 036565 594
The Hobbit, Erik the Viking, Castle of Terror,
Eureka, Voodoo Castle, The Count, Heroes
of Karn, Empire of Karn, Zork |, Zork I,
Exodus, Ultima (il, The Bogagit, Lards of Time,
Never ending :tnr;, The Hulk, Temple of
Terrar, Ultima IV, Seabase Delta, Kentilla,
Valkyrie 17, Sherlock, The fourth protocol,
The Helm, Wizard of Akyrz, Perseus and
Andromeda, Lord of the rirﬁs {part 1),
Emerald Iste, Quest for the Holy Grail,
Hacker, Colossal Cave.

Stevien Kelly, 4 South View, Whins Lane,
Simonstone, Burnley, Lancs BB12 7QU. Tel:
0282 74765 (between 6pm and 10 pm)

The Hobbit, Seabase Delta, Kentilla, Zzzz,
?ytrek, Robo City, imagination, Demon
night, Kobyashi Maru, Tower of Despair,
Time Tunnel, Citadel of Chaos, Eureka,
Sorceror of Claymorgue Castle, The Quest
For The Holy Grail, Rigel's Reévenge, See-ka
of Assiah (part one), Footbali Frenzy,
Velnor's Lair
Paul Hardy, 33 Fir Tree drive, Wales,
Sheffield 531 BLZ.

Hitchhiker's Guide, Zork I, Zark It, Planetfall,
Leather Goddesses, Cutthroats, Infidel,
Stationfall,

Dave Rogers, 15 Elm Terrace, Westfield,
Radstock, Bath, Avon BAZ 3XP.

Amazon, Borrowed Time, Castle of Terror,
Castle Adventure, Computer Adventure,
Draculil_fort 1, Grand Larceny, Haunted
House, Himalayan Adventure, Labyrinth,
Mad Mummy, Lllndihid-uw. Murder an the
Waterfront, Never ending m”t Mirja,
Raka-tuaViolcano, Scrall of Akhbar, Seabase
Deelta, Silver Mountain, Subsunk, The

Boggit, The Dallas quest, The Hobbit, Ultima
I'u',??mdnn Castle, Zork |, Zork 11, Zork I,
2zzz2,

Mario Moeller, 38 Greenvale Drive,
Greenvale, 3047, Vic Australia,

Uitima IV, The Bard's Tale, Voodoo Castle,
Phantasie |, Never Ending Story, Dracula,
The Prince of Magic, Borro Time, The
Pawn, Seabase Delta, Deadline, Zark i,
Wishbringer.

Derek Wong, 42 Ingram Road, Thomton
Heath, Surrey, CR4 BEB.

Hitchhiker's Guide, The Hobbit, Lord of the
Rings, The Shadows of Mordor, Guild of
Thieves, linxter,

Warren Lee Melia, 1 Thornhill Avenue,
Rishton, Blackburn, Lancs, BB1 4EZ.

Castle of Terror, The Hobbit, The Hulk,
Mindshadow, Holy Grail, Redhawk,
Snowball, Sl.nbsun{ Twin Kingdom Vallay,
Jot Gilan, 30 Tynedal Pansh

il i 50 Tym: @ Crescent, aw,
!;I:;ghtﬂl‘l—t.—iprh‘lﬂ. Tyne and Wear, DH4

Jack The Ripper, Dracula, Kayleth,
Mindshadow, Never Endin stor;‘..l
Derek Scott, St Peter's College, Saltley,
Birmingham, B8 ITE,

Starcross, Suspended, Suspect, Leather
Goddesses, Zork |, Zork I, Zork 11, Deadiine,
Planetfall, Infidel, Cutthroats, Ballyhoo,
Lurking Horror, Seastalker, Bureaucracy,
Trinity, Moonmist, Holl od Hijin,
Hitchhiker's Guide, Wishbringer, Sorcerer,
spellbreaker, Enchanter, The Pawn, Ultima
I, Ultima iil, Uitima IV, sherlock, Gremlins,
The Hulk, Terrarmalinos, The Fourth
Protocol, The Hobbit.

Billy Kavanagh, 49 Drake Hall,
Westhoughton, Bolton, BLS ZRA.

gmlr Ending Story, 222z, Quest for the Holy

rail.

Tony Kinnear, 49 Wainwright Avenue,
Bren

Hutton, , Essex, CM13 252,

Bally Hoo, Bored of the Rings, Borrowed
Time, Deadiine, Emerald Isle, Enchanter,
Eureka (German, Arthurian, Roman),
Gremilins, Hitchhiker's Guide to the Galaxy,
The Hobbit, Leather Goddesses of Phobaos,
Mind Shadow, Munroe Manor, Moonmist,
Pirate Adventure, Planetfall, Planet of
Death, Kniﬂhl Orc Pt 1, Seastalker, Ship of
Doom, Spell Breaker, Spiderman, Starcross,
Stationfall, Tass Times, Lurkin Harrar,
Tracer Sanction, Valkyrie 17, Very big cave
adventure, Wishbringer, Worm in Paradise,
Zork |, Zork |1, 2ok I,

lan Gay, 18 Earsdon Close, Westdenton,
MNewcastle upoan Tyne, NES 2RL.

SMASHED, Dracula, Frankenstein, Kentilla,
Quest For The Holy Grail, Gnome Ranger |, Il,
Eureka i, IV, Zim Sala Bim, Cricket Crazy |,
Scott West, 10 Charnock Dale Rd, ﬁlnclrns,
Sheffield, 512 3HP,

The Hobbit, Seastalker, Trinity, Leather
Goddesses, Beuracracy, Hitchhiker's Guide,
Stationfall

Carl Kuttelwascher, & Robin Hill Drive,
Camberiey, Surrey. GLI15 1EG

Enchanter, Zork i, 1, 1il, Stationfall,
Plundered Hearts, The Pawn, Shadowgate,
Wishbringer

Julian Loveday, 23 Herbert Road, Emerson
Park, Homchurch, Essex, RM11 3LM,

Heroes Of Karn, Empire of Kam, Dracula,

Seabase Delta, Spiderman, Hulk, Lzzz, Quest

farthe Haly Grail, Lord of the Rings, Price of

Magik, The Pawn, Twin Kingdom Valley,

:H , 4 Corwallis Avenue, Clifton, Bristol,
58

Twin Kingdom Valley, The Hoblbit,
Hitchhiker's Guide, Return To Eden,
Terrarmolings, Dallas Quest, linxter, Deja

! . The Three Muskateers,
Pludered Hearts.
Steven Coomber, & Maysfleld Close,
Portishead, Bristol. 8520 9RL. Tel: 0272
844218 (6-9pm)

The Boggit, Hulk, Kayleth, Kobyashi Naru,
sherloch o o

William Stephenson, 10 Incheolm Terrace,
::u;ﬁ-nmnm!ury. West Lothian, Scotland.

Carruption, Tass Times in Tonetown, King's
CQuest H.

Siman Ball, 14 Castle Flats, South Street,
Ashb la-Zouch, Leicestershire, LEG 580,
Tel: 0530 415103 (5-10pm)

Zrzz, Kentilla, Seabase Delta, Token of
Ghall, Pirate Adventure, Voodos Castle,
Odyssey, Burkaroo Banzai, Redhawk,
Kwah, Colossal Adventure, Dungeon
Adventure, Im ible Mission,
Adventureland, Lord of the Rings,
Labyrinth, The Count, Rebel Planat. Sea af
Blood, The Bard's Tale | and Il, Jack the
Ripper, Legacy of the Ancients,
Frankenstein, Book Of The Dead, Temple Of
Terror, Neverending Story, Deja Vu, Masters
Of The Universe, Fourth Pratocol
Paul Shields, 35 Threshelford, Basildan,
Essex, 5516 SUB,

Iurb; Il, Gname Ranger, Knight Orc {parn
one),
Steve Parker, 13 Elizabeth Road, Seaton,

East Devon, EX12 205.
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CLASSIC C

In the twenty years that he’s been

involved with computers, THIS is the

series Mel Croucher has b

write! So in this, the first instalment of a
new series, he brings you comedy,
tragedy, horror and farce, and a sincere
hope that you enjoy his compilation of all-
time classic computer cock-ups:

een waiting to

The personnel officer of the
Fort Wayne Department of
Education is sued by Mr
Denis G. Walker, on the
occasion of his retirement,
The word-processed

citation thanking him for
years of faithful service has
been run through the
Department's new
automatic spell-checker and
begins ‘Dear Penis . . ., '

The expression ‘a sticky
situation” is given a whole
new meaning when a

European advertising
agency experiences head
crashes and damage to disk
drives over a three month
period. The data base for
advertising hoarding
bookings gets corrupted
and is swapped, but what
the programmer doesn’t
bother to check out is the
fact that back-up disks are
also corrupted. Posters are
booked on a calendar month

basis, and normally change
over on the first of each
month, or within a few days.
On the first of the month
following the computer
cock-up, 27 sites have
posters changed several
times within a few hours, 50
are not changed at all and six
have more than one pissed
off poster paster turning up
at the same time. In one
spectacular dispute two
men are hospitalised after a
battle of sticky ladders.
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DATELINE: Sydney,
Australia, June 1987

Long queues from outside
many of the 1,300 branches
of the Westpac Bank, after
massive computer failure
allows cash dispensers to
pay out unlimited sums of
money to regular customers
and total strangers alike. In
central Sydney, tramps and
winos set up a well-
organised cooperative
system with its own
stewards, allowing the city's
down-and-outs a

communistic maximum of
500 dollars each. By the time
the error is spotted, the bank
is down by millions, but at
time of writing is still too
embarrassed to put a figure
on the cock-up. It seems that
international cash
transactions were also
without any controls for
several hours, and foreign
devils gleefully ripped
millions electronically.

The Third World War begins
when the NORAD early
warning system indicates
that the United States in
under massive attack by
Soviet missiles, with a
certainty of 99.9%, and
MNATO hits the Red Button to
retaliate. War is averted only
after a computer operator
realises that the Ballistic
Missile Early Warning

Systemn radar has informed
its computers that the
missiles are homing in on a
very familiar flight path. In
fact, aflight path that is older
than mankind itself. Yes
folks, bothered to
inform the machines that the
Moonrises, so the computer
reckons it's an enemy
missile and orders usto nuke
it!

DATELINE: Malvern,

England, April 1987

Highly sensitive secrets from
the Ministry of Defence
Royal Signals and Research
Establishment are
discovered by a computer
student on a second-hand
machine he b“&ﬁ at an army
surplus store. the
computer's hard disk over
£1500 of applications
software is lurking, and the
data includes a complete
breakdown of past and
future budgets, design and
manufacture programs for

eguipment, classified files
with special ‘self destruct’
security codes, full staff
details, research details and
the security systems used by
the Ministry of Defence to
protect secret files. The MoD
are still suffering from brown
trousers because a second
similar computer has yet to
be tracked down. The price
that the student paid for this
saucerful of secrets? Forty-
five quid!




Today newspaper suffers
heavy losses during its first
few months, after owner
Eddy Shah has heralded his
new creation as state-of-
the-art computer
technology. Eddy Shah now
blames the financial mess on
computer disruption after it
discovered that the paper is
suffering from electronic
sabotage. Every time the air
conditioning cuts in the
computers go down,
resulting in the loss of all the

stories that have been k

in. Several journalists,
including the City Editor,
%l'l\!'ﬂ up the struggle and bin
their terminals in favour of
card indexes and bashed
typewriters. The situation
goes on for over 100 days
before anyone has the bright
idea to check the pawer
supply. Todayis aboutto go
down the tubes and is
eventually acquired by
Rupert Murdoch.

DATELINE: Colorado,
USA, February 1979

The supplies clerk in the US
army base places a
computerised order for
spare parts. Unfortunately
he types in computer part
number 4772 instead of
4972. Instead of a modest
little order requesting the

headlamp for a jeep, aseven
ton marine anchor arrives on
the back of a huge truck.
Believing computers to be
infallible, nobody bothers to
question whyan army base
1000 miles from the coast
needs a battleship anchor.

DATELINE: London,
England, 1985

A Park Lane hotel runs into
trouble with the tax man after
the wrong VAT software is
fed into its computer. All
billing and guest lists are
suspended, and the check-
in desk is described as
‘pandemonium’. The
situation in several hotel
rooms turns into something

from a Carry On film when
new guests are led into
bedrooms which are already
occupied by folk who can
best be described as naked,
whereas people trying to
check out are unable to get
their bills now that all records
have been flushed down the
electronic toilet.

DATELINE: Ferrara,

Italy, May 1983

Signor Victor Alfredo
Guilletto receives a bill from
the newly computerised
local telephone authority.
There are only three things
wrong with it: one, the bill is
for the equivalent of two and

a half million quid; two,
Signor Guilletto is not on the
phone; three, he can't
protest without a Ouijah
E-ua1 o gd because he died in

D 5 e A e B B o e

DATELINE: Cardiff,
Wales, 1985

Mrs. Russ Allen, marketing
officer of the Chapter Art
Ceantre, bans computers
after they try to sabotage his
entire establishment. The
machines are fed
inforrmation for three months
before it is discoverad that
the system has never
worked at all. Mr. Allen says,
‘the machine ate all our
information, including all our

historical records, and
refused to disgorge the
material’. Imagine all our
records built up over a
decade simply thrown into
the waste paper basket and
hurled into oblivion. The
machine is sitting like a
malignant being in the cormer
with nobody daring to touch
it again!

DATELINE: US Command,

EuropesNovember 1956

While the British are losing
the war in Egypt, and the
Hungarians are being
invaded by the Russians,
four computer-monitered
events conspire to tri r off
NATO’s standing order
response plan. At this time
the plan calls for ‘a single
massive nuclear attack on
the Soviet Union.' The
events monitored are as
follows: One, unidentified
aircraft are flying over
Turkey, h ing West. Two,
a hundred Soviet MiG-15
fighters are flying over Syria.

Three, a British bomber has
been shot down over Syria
by Russian MiGs. Four, the
Russian naval fleet is moving
through the Dardanelles.
The nuclear obliteration of
the Soviet Union is cancelled
when the aircraft over Turkey
are sighted and found to be
a flock of swans, the MiGs
over Syria are a small official
ascort for the Syrian
President, the British
bomber reports in to say that
it has mechanical problems
and the Russian fleet ison a
scheduled exercise.

The Eros escort and dating
agency goes bankrupt after
angry clients blockade office
premises, the car park and
phone lines. After the
installation of a
computerised data base for
match making, a temporary
secretary has been too
embarrassed to tell her
employers that she doesn’'t
know how to program the

machine, and has been
matching clients at random.
For some reason clients are
objecting to being paired up
with partners of the wrong
sex, age and inclination, and
inone spectacular casea 62

ear-old widower who has

een sent totally inaccurate
details about himself objects
to being listed as *a playful
virgin!'
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competition . ..

VERY LONG

dog shock - exclusive)

Dear Lioyd,

Onthe 17th of August | received
a tip off from Mr *X' of ZZAP!
TOWERS, Ludiow. So, being a
reporter of The Sun newspaper
potential, | followed up the
allegations that Gordon
Houghton the Editor of ZZAP! 64
was having an affair with the
puppy dog of Andrex TV
commercial fame. | followed Mr
Houghtonto 17 The High Street,
Dyfed, the home of Mr Charlton,
owner of Sian, the Andrex puppy
dog. Mr Houghton went inside
and 15 minutes later he was

Dear Lioyd,

I'm feeling abit sorry for myself this month since |, the
famous Lloyd Mangram, have been putinto black and
white—oh well, | hope the content of the Rrap will add
a bit of colour, Who knows, the mono might suit my
nature (mumble mumble) . . . Anyway, onto the hard
stuff: we've got some really c-r-a-z-y people writing to
this section of the mag nowadays, from someone who
thinks they’re the Cookie monster to a semi-human
with no sense of humour. Oh, and there’s an all-new
section, 'Pilchard of the month’, awarded to the most
abusive and cretinous letter we receive. First off,
however, is the winner of our shaggy dog story mini

SOFT, STRONG AND VERY,

(Gordon Houghton in love affair with Andrex puppy

seen Ieaving with Sian, hand-in-
paw. They then left for Mr
Houghton's apartment where
they went inside and closed the
curtains. Mr Houghton refused
to comment but we did manage
to get comments from Sian and
Mr *X'. Sian said “Woof, Woof'
while Mr'X’ said 'why aye man'.
Steven Howard, 111 Higher
Drive, Oulton Broad,
Lowestoft, Suffolk

Well, we thought it was funny!
LM

AMIGA ‘BACON’ REACTION

Flipping through the pages of this month's ZZAP!, | was
surprised to see the continuation of the debate concerning the
inclusion of material relating to the Amiga in your excellent

SEND CHEQUE/P.O.

. TRADE ENOUIRIES WELCOME

AT LAST! :

COMMODORE SPARES

AT DISCOUNT PRICES

ClAa 6526 E11.95 ROM S01227-0% £14.99
MPLU 6510 E11.99 ROM 201225-01 £9.99
PLA F06114-01 £9.99 SOLUND 6581 El4.99
ROM S0 1226-01 £9.99 RAM 4164 E2.99

REPAIRABLE C64 POWER SUPPLY UNITS £28.99 now £24.99
All prices include post & packing, handling and ¥ AT-send your faulty computer
and P.5.U. for estimate and repair from £9.99 + parts+ VAT,

ACCESS/VISA CARDS WELCOME

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL, FY5 3NE
Tel, (0253} 822708

Send large 5. AE. for full list
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publication. Dont think that I'm jumping on the bandwagon,
but | would like to air my views on this topical and controversial
subject.

lowned a Spectrum for the good part of three years, and the
entertainment value | derived from it has been great. At
Christmas, | upgraded to a C64, a step which | considertobe
a good one. Obviously, the differences between the two
machines are great, with extra colours and sound on the 64,
and faster processing time on the Speccy — but both machines
had a firm software base supplied by honest software houses.

Imagine my initial chargrin when | read about the ST and
Amiga. Two new machines that blasted away the ‘ antiquated'
and "humbile' B-bit machines. If | had waited a few months
more, | could have bought one of the 16-bit machines!
However, as the months progressed and | established a fair-
sized software collection (with ZZAP!'s help!) | realised that the
8-bit trailblazers were far from their graves. Despite superior
‘peripheral’ features on the more expensive machines, they
lacked the main ingredient that provided the hours of use that
the 8-bitters were still enjoying. Flashy graphics and wonderful
sound may grab you at first, but without playability and
hookability, how long will it be before the game lies on the shelf
gathering dust? Despite a few good games that emerged on
the new machines, there still has been nothing to use the full
power of both machines (save perhaps Interceptorand Carrier
Command?).

Should the Amiga be welcomed to the glorious pages of
ZZAP!? Several of your fellow competitors have already taken
that step, but it is reassuring to see that ZZAP! waited and
considered the prospect. If you take a look on the cover of a
couple of ZZAP!s, you will see that a vertical band on the right
reads ‘Monthly review for Commodore Software’. The
watchword here is Commodore. Don’t Commodore make the
Amiga? Also on the cover is a contradictory point: the title
reads ZZAP! 64. Staunch pro-64 fanatics might question the
future title of the mag: ‘ZZAP! 64 & 512°.

Personally, | think that the inclusion of Amiga reviews is a
good thing, giving us 64ers a chance to see what the future
holds, for there is no denying that the 16-bit market will
eventually eclipse the B-bit one.

Mark Dawson,Lowesoft, Suffolk

. . . The presentation is better thanit's ever been, and the new
staff seem to be establishing themselves. Gordon seems to
have the right ideas, and what shines through it all is that
although the team may be young, they all have enthusiasm,
and that is something that had faded over the years.

The recent debate over Amiga Action has certainly made
interesting reading! Personally, | think it's an excellent idea to
let us 64 owners know what's happening on the 16-bit scene.
There is ample room for both machines to co-exist—let's face
it, I'm sure if we could all afford an Amiga and its software, we
would all up-grade. As we can't, both machines will be for
different markets, each with their pros and cons. Look at the
better specification of 64 to the Spectrums but people still buy
both, and both markets continue to thrive. If | could, I'd up-
grade and keep my 64 for these reasons. The 64 user base is
too great for it to disappear overnight anyway, so let's have a
look at the superb graphics of a game like Carrier Command
on the Amiga, and let us all drool
Mr J F Venus, Winchester, Hampshire

I would tell Gordon about your letters but he’s engaged in a
very delicate operation — munching his way through his fifth
cream puff today. Any slight afteration in the air pressure due
to a change in the clacking of my typewriter keys and he might
explode. Oh —and sorry about the 'bacon’ bit—1'm just feeling
a ﬁr hungry at the mar;;renr. s

nyway, times are changing and we're inning to see
zznmngm as a C:omnmdqﬂrg rather than a pure.r;gﬁzt
magazine. That's one reason why we've modified the
magaz.fna 's name this month—and it's still called ZZAP!, isn't
it? After all, the computer industry hasn't been srandr'ng still for
the last three years, so why should we? Again, as we've said
before, the 64 stuffisn’t losing out —if you calculate the percen-
tage of review space given over to 64 games, you'll find it's
greater than that awarded to Amiga stuff.

One more thing— what can we doif, for the last two months,
we've had twice as many Amiga games as 647 Do we sit back
and leave these games unreviewed and provide you, the read-
ers, with a magazine of 100 or so pages covering purely 64
related issues and nothing else; or do we, like in this Issue,
expand the magazine to 172 pages to accommodate the extra




Amiga stuff and some extra features we wanted to write?
There's no real competition, is there?

THE CUCKO0O0
MONSTER

Dis is Cookie Monster, and me
going to bring you up to date
with Sesame Street Software
Scene. Firsttry and say dat three
times quickly with a mouth full of
COO-Kies yum yum yum yum.
Sorry, me get carried away
(burpl) M#ay. on with
software. From software house
Tellycomsoft come

igbirdbarian, the best-seller in
spell-em-up field. From oriental
masters Snufalupagus Three
come The Last fy and it
pretty good too. Two good
budget games are Guy Blade
and arguments between two
gouches over a pet worm, in
other words, Slimey's Mine (no
he's mine) they buﬂb-’n deserve
Silver Cookies so me eat them,
for them, num num num. Ah dat
better. Both budget games
come from Code Monsters.
From Elmocom, the adventure
called Ernie and Bert Could
Make Head Nor Tail Of it has just
been released but it no very
good. Tough cookies Eimacom.
Lastgame today is favouie of the
Count's from Grover Graphics —
itisten ... ten great games ha
ha ha. Oh well dis mghle
monster saying bye bye.
Gult__rldie Monster, Glasgow G41
4D

Well. .. er... MrMonster,
you're a complete and utter
raving lunatic, but we thank

for that interesting contribution
to our topical discussion page —
the page where eve. ly's
views are heard (cue jingle). And
now we go back to the studio for
the latest news on amateur
cabertossing inﬁaska. Tafay’s
reply was broﬁg to you by the
IF_E&HS L and M.

MR LOGIC
WRITES

Dear Lioyd,

Not being a person to fuss over
minor cock-ups (7) | have never
felt the need to write in to ZZAP!
and complain. Until now. Way
back in Issue 35, wee Paul
Glancey joined the ZZAP! crew.
Big deall He wasbom in a canoe
in Lake Michigan. Cor blimey! He
has never been to America. Lake
Michigan is in America. Weird.,
When he joined he was 18. His
birthday was on May 12 so he is
now 19. He was born in 1976
which makes him 12. | hope that

was just a printing error.
Andrew Head, South
Humberside.

Your parents have obviously
omitted to inform }._.-‘gf one

jor aspect of life. Have you
r:lﬂrfaaked all the way down
that great expanse of checked
Millets shirt, down those
ggrdumy frouser legs, n};;rh!

wn to the very soles of your
Adidas sneakers and thought
there was something wrong?
Well, Andrew, don't get too
worried about it, but that missing
link is a sense of humour. John
Noakes has one, so why haven't
you?

Send your mother out to get

one straight away.

HOW TO DO
IT

Dear Lioyd,
Recently r::u have been
receiving letters about people
using their Commodores in
different ways (like Benjamin
Dehkas with Psychedelia, and
Brian Wheeler with Outrun).
My friend and | decided to
incorporate Brian's idea on
Project Stealth Fighter. | sit
behind my friend's chair as he
plays and each time he has to
eject, | throw him out the
window. Good eh?
Donald Flemming, Broughton,
Lancs.

Remember kids, Donald is
highly skilled and knows exactly
what he is doing. This is not
something you should try at
home.

ATTACK
OF THE
MUTANT
BRAIN

Dear Lloyd,

| came in the Texas where the
magazine and a Newsfield
Publication - ZZAP! 64 not here
in the shop. Why? And in the
texas the game is out, same
before! Why it's no new game?
Please write the letter for me.
Tnak you

John Athinson, Scarborough,
N. Yorks.

| am deeply sympathetic to your
plight and recommend that you
consult another brain s
immediately. This sort of
unprofessional practice should

not be allowed to continue.
LM

Dear Lioyd,

| was looking for each word from
thelist of ten, and ringing itin the
word square when a faint smile
of joy spread across my face as
|came tothe last word. Butthen
—oh what heartache—| couldn't
find it anywhere. | searched
frantically for the Z which begins
the word.

Several hours later | breathed
asigh of relief, | had found the Z.
Butthen heartache and yet more
heartache the word didn't join
the letter in any direction. So |
had no other choice but to go
into a state of mental depression
and write this letter.

I have entered the competition
anyway without the word
marked down (because |
couldn't find it) and | don't know
whether it will be accepted or
not. Please help me.

Simon Jones, Northwood.

Take your pick from any of the
following excuses . . . 1) Er, ha
ha. It was a little joke. 2)
Weeesllll, the competition was a
BIT easy, otherwise wasn'tit? 3)
Sorry, it was a mistake, and Paul
(the man responsible) has been
ﬁlmmr'y tortured.

QUESTIONS,
QUESTIONS

Dear Lioyd,

1. Why has everybody

suddenly started asking

loadsaquestions?

2. Wf_;y do they number them

all?

3. There won't be a point 5.

4. | was really lying.

5. See, | told you | was lying.

6. | know all about bananas
anyway Mr Bananaman,

Bye for now

Robin Badcock, Wakefield.

... Uh? Sorry, what
was that?
LM

. . . After remaining a casual
observer to the rantings of the
notorious ZZAP) Flral:a, | have
finally decided to yield to the

cravings of my (metaphorically)
hormy pen:

1. Firstly, | hate those half-
baked dickheads who insist
upon numbering their stupid,
ignorant unconnected
comments because they
can't be bothered to
articulate their views into
&mpar, logical prose!

hat happened to humourin
this section? All we seem to
get now is a few 14-year-cld
pseudo intellectuals who
continually tell us how piracy
may be justified by applied

Freudian analysis ("Well, you

see, copying games makes

me all warm an' tingley . . .
h, right here . . . )

3. Pleasecanwe stopthe mass
debate on piracy? No one
will ever change their views
on it: the argument is
exhausted.

4. There is NO! point 4.

Ah well, back to the world of
dreams. | feel much better now,
thanks. Seriously thnu?h. | think
you can see my point. | feel the
magazineis ing strongerand
strat?ngar. Nl%ﬁta“bgst!

Murray, Hebburn,
Tyne and Wear.
PS — Who is this genius ‘The
Banana' (Issue 40) | love he/she/
it and | want to have his/hers/its
babies.

What do you mean there isn't

any humour in ZZAP!? Haven't
you heard the one about a tea-
fairy trying to pass himself offas

a ZZAP! reviewer by ¢
favour witha fa . ﬁyg‘ah, hﬁ'l"%,

Gordon) . . . ntastically brilliant,
rich and attractive editor?
“Nn. nor have |,
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ROUND THE
BEND

Dear Lioyd,

This letter is partly a complaint
about disk drives. Firstly,
whenever | try to load a game |
can't find the PLAY button.
Secondly, when | get it going |
can't find the STOP button!!
Lastly, and definitely not least of
all, the cassettes don't fit in the
disk drive. (As you can see,
reading instruction manuals is
not one of my alities).
Normally | get BIG BERTHA to sit
on the cassettes so they fit.

The main reason I'm writing,
though, is because | wish to
know ZZAP!'s address. What is
it, because | can't send any fan
mail until | know?

Ihave a64. As well as ZZAP! |
also get CRASH but their pokes
don't seem to work! My second
query is: why can't you buy
computer games in Mothercare
(my favourite shop).

y the way ZZAP!, I'm a bit
short of ten pounds (hint, hint,
ahem, aheml). So my friend told
me to eat more.

Arran Skinner, Barnet, Herts.

Funny you should know Big
Bertha. She sat on me once back
in '62 and it was a very enfoyable
experience. Unfortunately, | still
diidn’t fit into the disk drive and
we lost touch. Perhaps you
could put in a good word for
me...

LM

HEESED
OFF EGG
PEOPLE

Dear Lioyd,
After reading the ZZAP!
challenge (lssue 41 -
September) me, Phil, and my
good friend Rich were totally
outraged that you should referto
the game Ghuck::a.‘:‘bfgas ‘tacky
and only recognisable by OAPs',
We spent the best part of our
many years of 64 ownership
frantically searching high and
low for this most addictive game
of all time. It knocks the Gold
medals off the so-called
classics, ie, Spindizzy,
Impossible Mission and
Mercenary as far as activity is
concemned. Chuckie Egg almost
ot a headline slot on News At
en because of the hundreds of
millions of people that were
hooked on the game. It caused
an outrage, leaving M
Whitehouse in a state of turmoil
that she has never quite got
aver.

So, you see, this ‘tacky game'
isalive and kicking and if it is left
to myseif and Rich to kee
Chuckie Egg going, we will
battle through thick and thin to
stop this game being left to diein
the icy wastes of hell.

Yours Lividly, PhilHand Rich T

PS As we are upgrading to
Amiga 500s — hurrah, hurrah,
hurrah, no more shift and
runstop, no more boring
multiloads etc, etc—Are A'n" F
planning to convert?

As far as | know there are no
plans for an Amiga version. A
pity because | used to enjoy
playing Chuckie Egg until /
accidentally mis itfora
piece of cheese and grated it
into a moussaka. If anyone can
getme areplacement I'd be very
eful.
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Congratulations! After ten years of trying you've finally got your
name in print — and what an achievement, what can | say?

Well . . . nothing really. I think I'l leaveit up to the subject of your
prize-winning letter himself - PG.

(Thanks for your straight-from-the-shoulder opinion, Steve, but
no-one here has taken your quaint remarks to heart, least of all,
myself. If only you'd included your full address, | could have
rewarded Iym” honesty by sending you a little something — like a
fﬁ‘ad rat. I'm sure you could have been great friends. PG)

Now those evenings are getting darker I'm
finding less and less time to get on with my
gardening and more and more opportunities
for sitting down in an armchair with a strong
cup of Ceylon tea. Happiness! Well, nearly: |
can’t exactly sit in a chair for hours on end
with nothing to read and | can’t keep inviting
the ZZAP! team round. For a start, I've never
got enough for Gordo to eat and that new girl
Kati keeps wandering around muttering
something about ancient Egyptians and
making embarrassing comments about my
physique. So, unless you want me to lose all
my tea and hair gel to Paul and Maff, send all
your thoughts, musings, moans and
complaints to: LLOYD MANGRAM, ZZAP!
RRAP, PO BOX 10, LUDLOW,
SHROPSHIRE, SY8 1DB. | read them all,
though | can’t promise personal replies - I've
always been a bit shy that way.




One two three. One free too.

With Boots computer games you just can't lose. Buy any three from September
5th to November 19th and you get another one free. Just ask a sales assistant for
the special Collect Card’ and we'll stamp it every time you buy a game from our
large selection of titles. With three stamps on your card, all you have to do is

return to a Boots store. And then well give the game away,




Evesham Micros
All prices include VAT/delivery

OCEANIC
OC-7718

Previously sold as

A su e esenting extremely good value for money,

mn'lbpw?:r?g the mw:: OC-118 disk tgl'h"ﬂ {pr
‘Excelerator+") and the sophisticated GEOS system. Said by
COMPUTE's Gazette to have "dramatic improvements over the
1541 in quality and reliability”, the drive is a stylish and attractive
compact unit featuring a direct drive motor and its own external
FDW sBUJaply. GEOS brings the power of a graphic interface and
ated disk turbo to your '64 and includes geoPAINT, a ?rq:nc
many

eviously sold asl

hop, geoWRITE, 'a WYSIWIG word processor
Accessories

Desk . Many more extensions available - see below,

Oceanic OC-118 & GEOS ..... £129.95

Oceanic OC-118 & GEOS
plus Freeze Machine ............ £149.95

GEOS Applications

GEOS 84 .......onvrvrenrmssasrennne £24.95 GEOPUBLISH ...................... £32.95

JNATARI J\ATARI
520 STFM
SUPER PACK
OFFER

Special offer from Ataril
Package contains 520 STFM
computer with internal 1 Me
floppy drive, mouse, joystick, five
disks of public domain software
and £450 worth of sofftwarel

GEQFILE ... . £24.95 GEOPROGRAMMER .

GEOCALG ... EBM08 GQEDS 128 ......... .ocormeresns
DESKPACK+ 64/128 ........... £21.95 GEOWRITE

GEOWRITE WORKSHOP .... £24.95 WORKSHOP 128 ............ £32.95
FONTPACK+ 844128 ........... £16.95 GEOCALC 128 ..................... £32.95
GEOSPELL ...........ccoeenreeees E16.95 GEOFILE 128 ......... . E32 BEI

‘ﬁ? Fahcal; - E-:rl_f.zEddia Edwards Super Ski, k.'uéi: arriors,
undercats, Ranarama, Zynaps, Quadralien, Starquaks,

Roadwars, Xenon, Amamn; IIIIPGWhhaIL Black Lam .Garmm
Seconds Out, Summer Olympiad ‘88, Organiser Business Software.

Only £349.00

Software supplied includes: Marble Madness, Test Drive, Beyond the
K,

t!

While stocks las

oy dattvery 200 coe  [Evesham Micros Lid
63 Bridge Street
Evesham
Worcs WR11 45F
Tel: 0386 765500

Also al: 1762 Pershore Rd., Cotteridge, Birmi B30 3BH Tel: 021 458 4564

ALEOF ACES
ALE2

AMER. CVIL WaAR 1|
AMER. CIVIL WaR 7

LHEPS
BLACK TIGER
BEYONDICE PALACE |
BLOOD BROTHERS
BIONIC COREMANDO
BESTELITEWOL 1
BARBARIAN 1 & 2
BLACKLAMP
BEDLAM

BUGGYBOY
BARDSTALE | &2
BARDSTALE]

CARRIER COMMAND
CARRIERS ATWAR
CHUBAY GRISTLE
CROBSWIZE
COMBAT SCHOGL
CALIFORNIAGAMES
CYBERNOID

CHULK YEAGER
CHESSMASTER 2000

Dl
DEFENDER CROWN
DRAGONSLAIR 10r 2

[EDDIE EDWWARDS 5K

ELITEGPACK 10R 2
ELITE

EYE
EARTHORAITSTAT.
FERMANDET MUIST DIE
x4 OFFROAD RACING
ATH & INCHES

FLYINIG SHARK
FLASHPO

FODTBALL DIRECT,
FI5STRIKE EAGLE
FOOTRALL MAMAGER
FOOT. MAMAGER §
FIVE COMPUTER HITS
FUTURE KMIGHT

FREDDY HARVEST
FLINTSTOMES
FROSTEYTE
FIWVESTAR1.20R
GALINTLET

Gl HERD

GAME SET B MATCH
GARFIELD
GUILDOF THIEVES
GLINSHP

HALLS OF MOTEZLIMA
HOPPIN MAD
HERCLLES
HEADCOMCH

HEAD OVER HEALS
HERDS OF LAMCE
HOTSH

HYPERBALL
:EFILII.ATCIHJ

INT SOCCER
IMPACT

CASS
295
650

£00
E50
15,00
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'IT;uRYBRIDGE EOFTWARE

LATERSQUAD
MARALIDER

MAGNETROMN
1943
19BOOTCAMP
NETHERWORLD
MBGEL MANSELL GP
NEBULUS

NOW S
NORTHSTAR
NIGHTRAIDER
HODES OF YESOD

PEPSIMAD MIX

PETERBEARDSLEY

POOL 0F RADIANCE

POAWER P

PATTOM WS ROMMEL
L

PAPERBOY

RACE AGAINST TiktE
ROAD BLASTERS
RIMRUNNER

REACH FOR THE STARS
ROMMEL

RASTAN SAGA

ROBINOFWOOD
3 ]
SUMMER OL YMPIAD

L] H]
STREETFMGHTER
SINBAD & THRONE
STLNTEIKE S
SUPERICE HOCKEY
STRIFPOKER 2
STREETBASKETEALL
SOUIDGOLD
STARGLIDER
SEMTINEL
SEWIZE
SILENT SERVICE
SUPERSPRINT
SILICON DRE ARS
Tar
SHOOTEM UP COMKIT
STEALTH FRGHTIR
SKATE OR DIE
STREETSOCCER
SFY W SPY ARTIC
SPY WY TRILDGY
3 STODGES
TDGREAT GAMES 1 oo
JDCHARTHUSTERS
TERRORPODS
TESTDRIVE
TIMESCANNER
TIMESTOODSTILL

E

TANGENT

THE GAMES WINTER
TRIGGER HAPPY
TROLL
TIME & MAGIK
T1M1’-Wﬂm1'l

TARGET RENE GADE
THUNDERCATS
TERRAMEY

TETRE

TRIFAN

TWRECKS
TYPHOON
UNITRAX
VAMPIRES EMIPIRE
VINDICATOR

VIRLS

VIXEN

VENDOM
WASTELAND
WIZRD WaARE
WADSELE CLASS L BOARD
WORLD GAMES

CBM B4 TITLE
CASS  DISK ALTREALTY
BF5 00% ALIEN SYMDROME
B 995 AARGH
295 ARMY MOVES
6E5 999 BUGGYBOY
600 BUBHLE BOBELE
650 1285 BIOHICCOMMANDO
1045 BERMUDA FROSCT
895 1055 RACKLASH
9595 1055 BLACK LAMP
E00 595 BARBARIAMNPALACE
E50  9.95 BARBARIAMIPALACE
1000 3000 BATTLESHIPS
685 1045 BARDSTALE1OR2
585 995 CORRUPTION
£85 995 CALIFORMLA GARIES
695 555 CAPTAMNBLOOD
S5 850 CARRIERCOMMAND
695 1045 CHUBRY GRISTLE
E50 005 COMBATSCHOOL
550 CHESSMASTER
695 085 DALEY THOMPSONEE
695 B85 DWRKCASTLE
2.00 DEFENDER OF CROWN
685 995 DELLXEVIDED
B35 595 DELLIXEPRINT
650 995 DELUKEPRODUCTMOM
175 DELLUGE PAINT 2
550 B95 DUMGEONMASTER
BO95  0.95 DELUEMUSICOON KIT
B9% 995 EMPRE(INTERSTEL)
6.8 EMLIGHTENMENT
1045 EXDLON
650 985 EcO
600 995 FLIGHTSMZ
E50 995 SCENERYDISCTOR 1Y
E50 995 SCENERYDISC EUROPE
10.45  FAERY TALE ADW
ES5 095 FOOT. MANAGER
6.50 995 FERRARIFORMULA 1
695 1045 FOUNDATIONS WASTE
1355 GARFIELD
835 1195 GIGANOID
1045 GRYIDR
3.00 GLINSHIP
195 GT GLANA 5ISTERS
GO9S 9.95 GOLDENPATH
GO0 B85 GOLDRUMNMSER2
15 GUILDOF THIEVES
1475 GARRISOMZ
650 995 HELTERSKELTER
650 995 HEROSOF LANCE
[ ] 995 HITCHHIKER
685 995 MOTSHOT
B.00 895 #HOL W00 HIINE
650 905 HUNTFORREDOCT
995 1395 INTERCEPTCR
50 985 |MPACT
150 INSTANT MUSIC
615 INTELLITYPE
650  9.9% INT. SOCCER
6.50 995 T
695 995 JDEBLADE
600 935 NXTER
650 995 [EWELSOF DARKNESS
695 595 KINGOFCHICAGD
695 995 KNIGHTORC
995 LAND OF LEGEMDS
175 L'BOARD BIRDHE
5,00 LEATHER GODOESS
695 995 LEGEMDOF SWORD
695 995 MARSCORS
E95 995 MERCENARY COMP
095 11955 MICKEY MOLSE
195 195 MIMDFIGHTER
100 1943
E50 954 NEBULUS
650 095 NETHERWORLD
850  0.9% MIGHTRAIDER
685  B95 0O
885 1385 OVERLANDER
885 1195 P BEARDSLEY SOCCR
695 1045 PHANTASM
695 995 POWERDROME
im0 PHOTON PAINT
[ %] 5% PLANETARIUM
1055 POOLOF AADAANCE
.95 FLATOON
.94 PANDORA
6.9% FaWN
695 1045 OUADRALIEN
6.95 1045 ROCKETRANGER
BO0 995 ROADBLASTERS
695 1045 ROLLING THUNDER
275 ROCKFORD
£35 595 RETURNTOGENESS
655 995 RETURNTOATLANTIS
BSD  B95 SARGONCHESS
895 095 SKYCHASE
65  99% STARmAY
685 995 CTRIPPONERZ
500 SUMAMER OL Y MPIAD
65 995 SHERLOCKRIDOLE
650 995 sy TE
B30 895 SENTINEL
150 SCRARBLE DELLIXE
695  9.95 SUENTSERVICE
GO0 995 STARFLEET
635 895 STARGLIDER
695 BS5 STARGLIDERZ
B35 995 STARWARS
B35 995  (DEWWDER
95 1045 CERS
695  99% THREESTOOGES
045 TRBNTY
635 8595 TESTORIVE
635 995 (IMEAMAGIK
2.95 UMDY BAILITAR' S
6.50 895 viRUS
BOD 995 VERMMMATOR
350 WHIALIGIG
650 1195 wirmall
655  BSS  xENON
TORK
IYNAPS

P&P inc. UK on orders over £5.00,

TEL. ORDERS: D708 765271

Less than £5.00 and Europe add £1.00 per item,
Elsewhere please add £2.00 per item for airmail.

DISTRIBUTION

13.95
1355
1655
1655
165%
1194
15.9%
15.95
13.95
13.95
13.85
1385
1695
1695
1695
1655
1695
16.95
15.9%
16.95
16.95
16,95
15.50
1995
3|95
1595
]
]
1595
1995
1745
15.95
15.95

SPECIAL OFFER: £1 OFF all orders of £10 or more received by 10 November 1988
Please send cheque/PO/Access Visa No. and expiry date to:
TRYBRIDGE LTD, 72 NORTH STREET, ROMFORD, ESSEX RM1 1DA

Please state make and model of computer when ordering.




It's a funny old game being a
soccer star. One minute
you're a 70s football hero with
long trendy hair and even
hipper (cool, man) sideburns.
You've got a cheesy grin, an
even cheesier laugh and some
cheesy feet — and you score
goals ... well, not that many
goals. Next minute you retire,
become a TV star — thanks to
some very fetching jumpers -
meet Princess Anne and make
a lot of money using your
cheesy grin. Ten seconds later
(or thereabouts) and someone
from Audiogenic's knocking
at your door wanting you to
starin a computer game -
Emlyn Hughes International
Soccer, to be exact.

Amazing! Just when it
looked like your defending
days were finished, kids all
over the country are going to
start them again. Not only that,
they're gonna be doing hook
shots, back heels, starring in
practice sessions and editing
their players' skills (well, what
do you expect from the best
footy sim so far?). Well
guv'nor, (and you can put that
lamb chop away, missus)

E'EMLY
\ND'WIN'SOME
HOES " - rerey

oy

N HUGHES"

that's just the way itis—in this
game, you never know what's
going to happen at the end of
the day (‘aye, Greavsie, you
don’t’).

Hal! Fooled you! You may not
be able to predict the outcome
of a footy match but one thing
you do know for certain (well,
you know now we've told you)
is that by the end of the
working day on November
15th (Gordon's birthday - hint,
hint) some incredibly lucky,
boundlessly fortunate, dead
jammy individual is going to be
the proud winner of a football
signed by Emlyn Hughes
(gasp!) and a pair of well
valuable Hi-Tech laser
trainers (corl). Not only that —
24 other people are going to
get a pair of trainers each as
well. Cool

For a prize like that we could
have asked you to climb
Mount Everest in a pair of
clogs, steal Gordon's
favourite cream horn, stira
pudding with PG, or tell Kati
she's a pillock and survive -
but we haven't. All we're
asking you to do is to write a
poem of no more than 100

JIJTI I,

words, telling us what you'd
do if there was a flash of
lightning and you were turned
into Emlyn Hughes for a day.
Be as funny, wild, wacky, zany,
dead serious or totally
miserable as you like —but just
make sure all the lines rhyme
with the name of the famous
Crazy Horse himself
(*Hughes’', stupid!) Got that?
Good...

Send this work of grand
literature (remember to write
it down first — and use a pen)
to:

MAKE MINE AN
EMLYN COMP,
ZZAP! TOWERS,

PO BOX 10, LUDLOW,
SHROPSHIRE,
SYs 1DB

Remember - if you don't
enclose your name and
address, we can't put your
prize in the post. And if we
can’t do that, you won't get
one. Nya nya nya nya nya.




Now you can afford
pertect data storage

The all new range of
Commodore Diskettes

Don't risk losing your valuable data.
The superb quality offered by
Commodore Diskettes ensures

perfect data storage, time after time s
at a price you can afford. = Commodore

The Original Disketts - Higher Quality, Lower Price

Trade enquiries only to SJB Disks Lid., the afficially appointed sole UK. distributor.




Il start again.

-

Stuart Bassett of Stockton has
sent in a cheat mode for this
Silver Medal game which gives
infinite lives! YEAH! WOWEEE! |
bet you're really excited about
that. Well, even if you're not, give
it a go anyway. What Stuart
reckons you need to dois collect
the Morph Helix (which allows
you to change Into the

Draconewt) and when you getto

your last life find a Morph slab,

Hello again, and welcome to this month’s bumper bonanza
blqnm of bnang, boing, bnung . . . Oh-nuts to the alliteration

Hello. Here are the tips, and there're a lot of them.
Phew. Right. Now down to business.

DRACONUS (Zeppelin)

]

turn yourself into the Draconewt
and get killed. You should then
be put back on the last record
slab with infinite lives.

A further tip from Stuart for
anyone stuck looking for the
Necromancer’'s staff. Collect
the Dragon Eye and go back to
the point where you found the
Morph Helix. You should now be

able to see a hole in the wall,
Enter to find the staff.

Ooh dear, not a particularly
ood game, but this doubtless
as its fans somewhere
(amongst the programmers’
families?). Anyway, if you find

the pounds just aren't piling up,
give this little POKE a whirl.

CHUBBY GRISTLE (Grandslam)

LOAD the game, reset and
POKE 3613,173 (RETURN), then
SYS 2994 (RETURN) to restart
with infinite car-park atten-
dants. Peter Custerson of
Bridgend in Mid Glamorgan is
the man responsible for that.

TO HELL AND BACK (CRL]

Tnguwlmﬂumplnminuwlssuu.hwmmfurim
get-down-and-groove-baby, POKEs for this mediocre Ghosts
'N' Goblins variant. Robert Troughton of The Cheat Machine
reckons you should LOAD the game, reset the computer and

POKE 32371,173 (RETURN) For infinite lives

POKE 32524,173:POKE 32483,173 (RETURN) For infinite energy
SYS 30464 (RETURN) To start the game

By the way, Robert, thanks for the copy of TCM issue 4, which |
must say was most impressive. Anyone who would like more
information on this rapidly-expanding publication should write
to Robert at 42 Browfield Terrace, Silsden, Keighley, West
Yorks, BD20 9PT. (Free publicity plugs, Inc.)

IMPOSSIBLE MISSION II (Epyx)

Yes, | know we've printed hacks for this game , but this
program caters for owners of the disk version. It gives munity
mmmmmmmmhmmﬂum
Cor, blimey! Tap skull with a mer! etc. Er, yeah,
right. The hack is

m Tommi Turpeinen of Finland, and just
requires typing in and RUNning.

.
o' 0 PRINT CHRS(147) “IMPOSSIBLE MISSION - i:
.:L T‘;(F:{TNET‘;EEESES;HNT T g ':.
:'. 2 FOR A=679 TO 762:READ B:POKE AB:C ::
"! ;lf:?:{;-ama THEN PRINT “ERROR IN DATA!™: :. <
:I' ﬂ%m‘r:mpm “IMMUNITY FROM SENTRYBOTS? 1|. : ~
o (Y/N) ":AS i

5 ]
. "~y THEN POKE 700,21 ¥ eI
o ggﬁﬁT:lNP’UT"GAMESPEED? (1-FAST,2-NOR- |

‘e
1 W, \
* 3 - SLOW)";AS e
o) 7 ACVALIAS)IFA<! ORA>3 TﬂEbTSEEHT o 2
®! 8 POKE 730,A+1:PRINT:PRINT o
o' PRESS ANY KEY TO LOAD o e
.li Q'POKE1QB,D'.WP|.|T 195511'_5:";525159 |l_.
e 10DATA 120,169,54,133.1, B .
| 11 DATA 242,2,149,183,202,16, 1 !
S} 12DATA032,213,.256,162:2001602 o ||
9 121 173.140,122,173,76, ¥
| 13 DATA 142, 3760 ;
® . DATA 172,169,169,162,0,160,234, o
®, . DATA 16,49,142,17,49,140,18,49 ! 2
o mDm‘A159,201.152.2.16(1.2#%1:;1.? e
® 47 DATA 47,142,74,47,140,75.47, "
1

®) 1gDATA91,47,142,92,47,140,9347 \*

® 19DATA76,1288,3.2 255,8,248

@ o0 DATA2,73.77.80
]

2
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Thalamus Star

November 1988

FREE

Awesome Armalyte has
looks like being Britain's

Top sports experts. say
they're STUNMED by the mag-
nificence of Armalyte on the
corky Commaodore 64/128 and

have given it their highest
accolades!
ZZAP! voted Armalvie a

Gold Medal with 979, [Fag;_'_\
24!

A Commodore Liser
| spokeshack said ‘lorks-o-lordy
| this game is so brill we'll give it
| @& Super Star’! fare you shure
| aboursh thsis? - Ed)

And Compurter Gamesweek
gave it a Fab award and a super
soaraway 93%:!

Passion screams

And 1t's not only the experts
who are raving - yes, YOU the
pubhc have been screaming
passionately for Armalyvie alter
the EXCLUSIVE showing of the
biggest blast since the big one
at the Personal Computer
Show!

A spokesscreamer for the
crowd at the Thalamus stand

EXCLUSIVE by HARRY BARSTOOL

'WHY ZETTLE FOR LESS vhen you can get ze best?!’ That's the
official comment on Thalamus's brand new bouncing blaster
Armalyte - and it comes from Dr Manfred V Flypaper, presi-
dent of Computer Research Associates pic.

won award after award and
biggest WINNER at the Seoul

Olympics, even though it wasn't entered for a single event!

told our reporter
Armalyre!

Armalyeel,
» Armalyie!’

Aliens in 'drome

But aliens who attempted 1o
invade the crowd and DISGUISE
themselves as copies of Arma-
{yte were thwarted by plucky
PC Show security guard Bill
‘Reg’ Prescott

Brave Bill battled for TWO
AND A HALF minutes with the
aliens after he discovered they
were unable 1o wear their iden-
tification badges. "Cor blimey
guv,” said a weary but proud
Bill, *it's more than mv job’s
worth letting them ereatures in
wilout their badges innit?”

Instead, they turned wp at a
Commodore reception at Lon-
don's push Hippodrome night-
club and are now OFFIGIAL
Amiga dealers for Imterstellar
Lone Four!
THE STAR SAYS: Britain needs
more men like Paul Cooper!
{shurely one ish enough? - Ed)

Satura!

Thalamuswear — they are

Cranky Thalamus boss Paul
Cooper demied it. '| deny this,”
said Cooper crankily,

But The Thalamuy Star has
PROOF: the label says *100%
Combed Cotton’, which means
green alien skin in Cooper's
cunfmng code!

Bleach party
Crazy Cooper claimed that the
T-shirts are WHITE and not

Lrany Goover skins baby from

IN A SHOCK statement last night top Thalamus sources
revealed that game-players now have the right to bare arms
— with a super sexy Thalamus T-shirt!

But therc is a hush-hush secret behind the trendy
made from GREEN ALIEN SKIN

GREEN. But The Thalamus Star
has planted (shurely “dishco-
vered' - Ed) a bottle of bleach
in & cleaning warehouse near
the Thalamus office,

And that proves that Cooper
has been BLEACHING the green
skin so il looks white!

THE STAR SAYS: Wil these evil
alfens stop at nothing ? Look ot
for a special T-ghirt offer soon!

ALIENS WIN THE
OLYMPICS!

Amazing ARMALYTE scoops world’s top awards

10 REASONS STILL
10 BUY HAWKEYE

it 1's really brilliam
fr Hawkeve won s GOLD
MEDAL in 27 AP!
|' .:.|' F’I:I'} ome level an this
month's cover cassetie!

7 Hawkeye 1 the best
srcade combuat game in exis:
tence!

o 10s a snep: £49.99 on cis
sete!

o And only £12.99 on dis-
ketle, F'l!u'xFHEE demos!

i 12 levels of manic action
with gorgeous graphics!
ir There are still more
prizes o be wonin the Gold
Rush!

‘r It's NUMBER ONE in the
Commuodore charts! (Gal
lup)!
ir That's 1en
leak! { Shere's one

and mo ms

Ed)

STOP
PRESS -

CORRUPTION
SHOCK!

A siX=minute mvestigation by Fhe
Thalarns Seer has uncovered a
shocking series of bribes in high
places. Documents obtained hy
our sleuth team show that anvone
including Government ministers
and senior Vatican officials - who
sends Thalumus a chegue or postal
order for just £9.%99 can receve a
casselle |.l.l'|1". of Hawkeye or
Armalyvie! And the a._||~.]|. COpy 15 a
mere £12.99! The bribes are appa-
rently made pavable to Thalamus
Ltd and sent 1o Thalamus at |
Saturn House, Calleva Park .
Aldermasion, Berkshire
RGT 40wW!

Dear Da
B g

Every month Dr Manfred V
Flypaper answers readers'
problem's. This month's star
question comes from Thelma
0"Wapping .

Dear D F, Ld.‘:l': hristmas | got
drunk at the office party and.
shall we say, bought an Amiga
I regret it now, but it seems 1o
turn my boyfriend on and he
always wants to, well, you
know, pluy Thalamus games on
it. It has got to the point where
he is pestering me tw ‘load it’
for him three times a day. |
keep on telling him | haven't
got any Thalamus games for
the Amiga but he just won't lis-
ten and | am afraid there is
something wrong with him. Is
this normal? What can | do?
W'z your lucky day, Thelma! Very
zoon Thalamus vill releaze ze bril-
liant Armalyte and Hawkeye on ze
Amiga, and rey have four new
titles on ze vay: Xenodrome, Bam-

ADVERATISEMERNT

boo, Hel and Search For Sharla. So
| vould zay zere vould be zome-
thing wrong viv your boyvriend HY
he did nof go crazy about zis vun-
derful softvare!

Do you have any questions or

funny true-life stories for Dr
F? Send them to: Dear Dr F,
Thalamus, 1 Saturn House,
Calleva Park, Aldermaston,
Berkshire RG7 40W.
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ST PRICE INCREASE
Due to a worldwide shortage of memory chips,
prices of many computers have gone up. From
April 1988, the Atari ST range is also likely to be I
affected. For details of any price increase, please i
return the coupon below for our latest literature.

SO MUCH FOR SO LITTLE'

There is nothing that can compare with the incredible value for money offered by Atari's
S520ST-FM. For only £260 (+VAT=£209), you can purchiise & powerful 512K RAM computer,
with & 85 key keyboard (including numeric keypad), MIDI interface, GEM, a palette of 512
colours, mouse controller, and a 512K built-in disk drive. The 520ST-FM has a TV modulator
built-in, and comes with a lead to allow you to plug it straight into any domestic colour
television sal. The mains transformer is also bullt-in 1o the keyboard, so there are no messy
external boxes. You couldn't wish for a more compact, pewerful and stylish unit. Atari ST
computers are now lirmly established in the UK, there are nearly 500 software tities already
available for a wide variety of applications and the list is growing all the time. And that's not
all. When you buy your new 5205T-FM (or any Atari ST compuler) from Silica Shop, you wii
get a lot more, including a FREE Silica ST Starter Kit worth over £100. Read the ONLY FROM
SILICA section on the left, to see why you should buy your new high power, low price 52058T-
FM from Silica Shop, the UK's No1 Atari Specialists. For further details of the range of Atari
ST computers and the FREE Silica ST Starter Kit, complete and return the re y coupon below.

ATARI 520ST-FM NOW ONLY £260 (+VAT=£299)
§205T-FM with VAT)  Upgrade from Si2x

512K RAM & mono monitor £399 (inc RAM to 1024K RAM £100 (inc VAT)

FREE OVERNIGHT DELIVER
Mpat gedars are oLt

campuier wiihin
orders are sed by ihe overnight 4 coutier servion FREE OF CHARGE to cusinewars within the
UK. This matfod o ansure mink caley mnd mai P

o BN BN D N S S O N N S BN O e S .y
‘ To: Silica Shop Lid, Dept /AP 43 , 14 The Mews, Hatherley Road, Sideup, Kent, DA 4DX

§ PLEASE SEND ME FREE LITERATURE ON THE ATARI ST §

I MrMra/Ms: coreeee Imiitimle: Sumame: .

E

SIDCUP (& Mail Order) 01-308 1111

i e B = =

-4 The Mews, Hatherfey Road, Sidcup, Kent, DATS 4DX l
LONDON 01-580 4839 B e L e L oy T T L
Lioft House (1st floor), 227 Tattenham Court Rd, London, Wi1P OHX ' ek oL ALy it Posicode:
LONDOM 01-6209 1234 ext 3914 ‘ Do you slrsady own § Computer

aelfridges (Tsf ffoor), Oxford Strest, London, W14 148
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This is a tip | discovered by acci-
dent ages ago, but seeing as
Trevor Fisher of Manchester has
just written in with the same idea
| though my light had been too
long under a bushel. As soon as
you run into a spore’s shot or a
worker cell and your ship starts
to explode, quickly press RUN/

HUNTER'S MOON (Thalamus)

you were quick anough in calling
up the menu, you'll be back in
the game with an undamaged
ship! The only problem is that
the screen area under your ship
must be clear, so if a worker has
laid some spores over your pos-
ition the cheat won't work. It
takes some practice, but once

STOP and push up to access the
menu. Go straight to PLAYER
OME and press fire, and now if

mastered it's really useful for
saving lives.

FOOT LOOSE
(Leg-end Productions)

Here's a (or even, footy} tip to out in games like
Gryzor, Green Spy Hunter and Slap Fight — all those which
use the space bar to select extra u;rmdlﬂmmmi
oeuvres. Having problems moving your hand from oystic
hhhﬂhﬂ?ﬂhﬂkﬂmmhhhw?ﬂymﬁu two
joysticks you can save yourself lives and frustration by

the one you use for movement and firing in two,
another in port one. Put the second one on the and place
your toe over the fire button. Now you can tap the fire button
with your toe and select extra weapons that way. Brill, eh? The
best thing about this tip is that the second 'stick doesn't need
to have movament switches, so you can dig out an old
ona give it a new lease of life. Thanks to Keith McLeman of
raserburgh for that piece of interesting information.

B

Golly Gumdrops, thisis abitofa
tough game, isn't it? Mot any
more, though, because Irvine
resident, David Jumani and War-
ren Pilkington of Manchester
have sent in some instant
simplification POKEs which |
wasn't able to test, because the
office copy of the game has
gone walkabout. If you want to
give 'em a go anyway LOAD up
the game, reset the computer
and stroke these keys:

BEYOND THE ICE PALACE (Elite)

*:E d

POKE 53918,173 (RETURN) For
infinite lives

POKE 17820,173 (RETURN) Gets
rid of most sprite collision
detection

POKE 7748255 (RETURN) For
255 spirits

There was some difference of
opinion over the SYS call,
though, for while David thought
it was SYS 2602 (RETURN), War-
ren was sure it was SYS 2062

AUF WIEDERSEHEN, MONTY

You may know about the cheat mode on this game — typing
MONTY at the bottom right of the screen before loading - but it
isn't terribly easy to use if you're unfamiliar with the 64's
keyboard. Fu Sang Li of Crewe has solved that problem though,
and this mini listing gets round all the fiddly cursor movement.
Just type it in, RUN it and start the tape to play a really easy
game.

®' . opiNT CHRS(14T)
o\ Lionx—_zma 10 2023:READ Z

]
29 1:NEXT A
| 7-POKE X+ 54272, NOR-
o iig:&"r}-{:mow | OAD THE GAME AS :

]
@) MALNEW
o' 5DATA 12.15,14,20.25
]
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(RETURN). Me, | just don't know
any more.

POKE 19123,173 (RETURN)

KLUTZ KORNER

The Mega Tips special back in Issue 41 had its fair share of
bloopers, most of which were mercifully restricted to Martin's
Mad Multipokes. Martin Pugh has since been in touch with the
details which will correct the damage, so instead of printing the
whole thing again, I'll just mention the corrections.

In the master program, line 4 should have read:
4 DATA 169,29,141,40,3,169,2,141,41,3,32 86,245

Thudlina of code for the X-15 Aipha Mission hack should have
read:;

7 DATA169,0,141,64,136,141,08,136,141,212,136,223,178,
76,235,2,-1

Hades Nebula also went wrong. The correct line is:
7 DATA 160,56,141,143,8,169,2,141,144,8,76,235 2

And the last one is the Monty on the Run (Kidsplay Edition) hack:
?1DATA 169,32,141,16,12,169,173,141,38,37.238,15,12,76,235 2.

I'm sure I'm not for this one. It looks like the ends
of the important lines in the Train Robbers POKEs disappeared
into some other dimension. To restart the action after the
POKEs, type:

POKE 2048,162: POKE 2050,189: SYS 2048 (RETURN)

And finally (thank Godl), the line containing the all-important
SYS call was missing from the Firefly Mega Muzik Routine,
which meant the hack did nothing at alll in the listing
again, but insert the following line:

35 5YS 4608

Terribly sorry about that. You'll be pleased to know that |
don't intend to make Klutz Korner a regular feature of PG's
Tips, but, er, well, you never know.

Ok, then, without any further ado, let's get down to the tips,
which this month includes an illustrated guide to Delta (rah,
rah!), maps galore and loads of the usual hints, POKEs and
i:h;aat modes. Batteries to power, turbines to speed ... let's
go
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Commodore 64/ 128 is & registered lrademark of Commodone Business Machines, ne, 188 is 4 registered trademark of Infernational Business Machines, Inc. All screenshots taken from 084, except Rack Em (18M PC compa tile)

reade siyle. Split-screen boxing game.
Large animated graphics, realistic first-
person perspective and great overhead view.
Land a punch and your opponent shows the
damage - everything from a black eye fo a
¥ split lip! Defensive and aftacking strategies,
L) one or two player capability.

ore choices and confrol than
any other team basketball
Lame. Superb graphics. 3D animation,
three-on-tfree team play and Ffull
court action,
Individual talents and

for each player, and a host of plays
and shots for you. Design your own
Plays with the exclusive Playmaker'




pool and snooker simulation following real

mateh rales. Animated 3D views including
superb overhead view for aiming, Choose the object
ball pockel. aim and shot power. Customise the
£ame fo your own house rules. Design your own
trick shots and save the best to memory.

most realisfic computer fennis pame
ever. Full fennis court 3D view. great
graphics. and three levels of difficulty.
Choice of grass. clay or hard court surface.
Compilete array of top-spin. sfice, smash, lod,
volley. forehand and backhand sirokes.
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Two freedom fighters lost in eight sections of a deadly galaxy are a lone Don’t miss out on
force, their own control and determination are the only things standing
between them and oblivion.
Featuring eight levels of frantic shoot "em up game play with stunning - - - or you'll hate your-
and original graphics, animation and superlative music and sound FX —it's O, m“',”_’“":L 2
an eye and ear shattering experience! :ﬂ;:'ﬂd“ﬁ'ﬁ:l“j&v o
Cassette: £9.99 your n‘.'n:p'y tﬂ: Armah-'tf
CBM 64/128 pisitee £1290 Coming soon for the ATARI ST and AMIGA L
The Storm plasma globe.
“Eight beautifully defined horizontally-scrolling levels . . . it's a mega-game”’ zzAp! Four “Yellow’ coded
Thalames, 1 Saturn House, Calleva Park, Aldermaston, Berkshire RG7 4QW =(07356) 77261 copies could win you a

super prize too!
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CanYou S\topThe Russia n

" Based on the NO.1 best-selling book Red StStm R
TJeriClancy; Larry Bond co-author, Copyright 1988
Enterprises Ltd and Larry Bond. Allsights ress

The storm has broken, MicroProse’s latest title is here.

This high technology simulation of strategy and tactics is
based on ane of the most dramatic and detailed stories of
modern warfare — Red Storm Rising, the international
best-seller by Tom Clancy and his technical collaborator Larry
Bond.

Working with the authors, MicroProse have brought the
book's intense action and excitement to your computer
screen. You are put in command of an American nuclear
attack submarine at a time when the two super powers
collide,

Standing between the Russian bear and global domin-
ation, you play a crucial role in the conflict. Missions take you

to an astonishing variety of undersea environments,
plunging you into challenging and exciting situations.

Prepare for action in this heart-pounding simulation.
Available for Commodore 64/128 Cassette £14.95, Disk
£19.95.

SOFTWARE

REDSTORM RESING by Toen Clancy © 1988 by kick Ryan Enterpram Lid and Lsrry Bond

Please send
Name (block capitals)

Copies of Red Storm Rising C64 Cassette Disk
Address

lenclose £
or debit my Access/Visa card. Expiry date

including 55p P+ P, Cheques payable to MicroProse Software Ltd

Post Code

o ) 8 5 5 5 ) )

MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GLE8DA. UK. Tel: (0666) 54326, Tix: 43422 MPS/ UKG,




114:POKE 4219,53 (RETURN)
POKE 12881.0:POKE

you could type

POKE 1212,12 (RETURN)
POKE 9462,173 (RETURN)

THE SENTINEL (Firebird)

Here're some cosmopolitan POKEs for this superb game which
happen to come from a Danish person, B Larsen and un Fran-
cais qui s'appelle JCT. Unsurprisingly, you just LOAD the gama,
reset and type in either of the following sets of POKEs.

POKEA176,234:POKE 4177 234 POKE 4217.76:POKE 4218,

13685, 76:POKE
13687.16:POKE 3437196 (RETURN)

This allows you to enter any landscape number and see the lie
of the land and see the positions of any sentries. Alternatively,

These two allow you to see through everything.

SYS 16128 (RETURN) restarts the game.

13686,23:POKE

BARBARIAN

(Psygnosis/Melbourne House)

Terherher... Pity about this
game ... Anyway, he said with
a smirk on his face, from what
I've heard from David Doll of
Borehamwood and M Fox of
West Drayton there's a really
easy-to-use cheat mode. Just
LOAD the game and on the
opening screen press C. The
screen should go red signifying

more, WHOOPEE!! (Sorry, but
I'm easily excited). Furthermore,
bridges will cease to vanish
from beneath your feet: but be
careful not to fall down pits,
because your newly-found
invincibility will leave you
stranded at the bottom. Wall,
no-one said it was going to be
easy.

ROLLAROUND
(Mastertronic)

Here's a sort of cheat mode for
this jolly little budget game
which comes from Andy Mawson
of Blackley in Manchester, Just
before you press the fire button
to start the game hold down the
f1 key, then press fire. Keep f1
pressed down and you should
skip all the levels you have
already completed.

RYGAR
(US Gold])

This is one of the worst arcade
conversions I've ever seen, ever,
ever, ever. But if you really have
nothing better to do (suicide?)
dig it out again and have a go at
this simple cheat from A Ridge
of Bristol. If you get a shield and
the level's time limit runs out
before the shield limit does, you
become invincible (almost).
COR! BRILLIANT!! (almost).

NIGHT RACER (Mastertronic)

How to make this game dead
easy: LOAD it as normal, reset
and type in the following instruc-
tions which come from Warren
Pilkington of Manchester.

POKE 4979,0 (RETURN)

SYS 2064 (RETURN)

The game will now restart but
the computer car's brakes will
have been sabotaged, prevent-
ing it from getting off the start
line. Now that's magic. Say,
‘Yes, Paul’,

NETHERWORLD [Hewson|

Edwin Brouwes, from some-
where in Holland, sent in some
POKEs for this rather nice game
of crystal collecting. However,
he forgot to include the SY'S call
s0 you'll need to use an Action
Replay cartridge or something
similar. As wsual, LOAD the
game and reset the computer,
then select the POKE option and

enter these:

POKE 12116,44 for unlimited
lives

POKE 81380 for unlimited
ener

POKE 7698, 18 for unlimited time

Now restart the game and kick
ass!

that sprite collision is now no

TASK I
(Databyte)

A couple of much-needed POKE
here for this reeeeal mean space
shoot 'em up, which unfortu-
nately are only useful for anyone
who owns a hacking cartridge
{until someone sends me the
SY5 call). Paul of the X-Rayz is
the person responsible for sav-

HOPPIN’ MAD
(Elite)

Infinite balls (I'm going to say
it... I'm going to sar ...
0000000-EEEERRRR!") and
unlimited time can be yours, yes,

urs, thanks to these Rehb

KEs. Our Dutch correspon-
dent states that you only nead
LOAD up the game, reset and

ing your joystick, and his advice | typain...
is to LOAD the game as usual,
access your cartridge's POKE | POKE 24447165 (RETURN) For
optionand ... waitforit. .. infinite lives

POKE 22797,165 (RETURN) For
POKE 32086, 173 forinfinite lives | infinite time
POKE 37180,0to 15 to selectany | SYS 20480 (RETURN) restarts the
of the sixteen levels game

RICOCHET (Firebird)

This is a pretty well-publicised | now start the game with infinite
cheat mode, but for the few of | lives (oooohl), the ability to
you who aren't already familiar | advance levels by pressing the
with it, here's how it works. | Commodore key (aaaaah!) and

LOAD the game and go to the | even a screen ner
redefine keys option and set | accessed by pressing CLR-
them all to 'Q". Now type in the | HOME (UUUWWAAAGHHH!).
mnalc word ~ | Thanks to S Trust of St Austell
GARGLUVSBIGBOTS ~ the | for that earth-shattering news.

border will flash and you can

SLAP FIGHT (Imagine)

Quite a few people have sent in | trated Slap Fighters might as well
this tip — among them, Mark | have a go. Start the game and,
Lucas of Hayes and Kevin Hub- | with your first ship, dnd?: the
bard and Richard Reid of Risley, | aliens and their bullets for as
but can | get it to work? No | | long as possible without shoot-
can't. With so many people | ing. When aynu finally do get hit
sending the same information | you should find that the game
in, | suspect | must be doing | will miss out a large section of
something wrong, so you frus- | the landscape.
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DARK SIDE (Incentive)

After those extensive tips in
Issue 42 you shouldn't really be
having too many problems with
this game, but it always helps to
have a few less limitations, such
as those on fuel, time and
shields. These Robert Troughton
FPOKEs give you an endless sup-
ply of all three - and all you have
to do is LOAD the game, reset
and type 'em in.

POKE 26272173:POKE
29005173 (RETURN) Unlimited
time

POKE 24891,173:POKE
24671173 (RETURN) Unlimited
fuel

POKE 26193,173:POKE
26221,173:POKE 29337.173 (RE-
TURN) Unlimited shield energy
SY5 36096 (RETURN)

RTIY

]

SUMMER OLYMPIAD [Tynesoft|

= YT
* - [ 3
Tl
TR ;n
=Lk l Lo Eendndd Bwba dum aia I

PACLAND

Did you know that the train | take home actually goes past the
offices of Tynesoft? If you did, why don't you ever wave?
Hunpl't.nnw.whmmlu.?ﬂh.m&m-ﬂpnfmmhm
sports-sim which come from Warren Pilkingion. The instructions
don’t give much away so you should find these quite helpful.

SKEET SHOOTING - The main tip here is DON T PANIC! You
should spend a few goes learning the sequence of skeets, so

have two shots.

to the opposing swordsman
followed by a
if you're too

as that's just as

make sure you're in first place.

then keep
to the right. The dista

that you can predict where the next one is going
position your reticle (DOOER! sorry, don't know
s0 that the skeet moves into it. Also, always remem

rhythm

to appear and
| said that)
that you

FENCING - The easiest way to beat the computer is to move up
pressing up and fire,
m‘ltahilhi : "ﬁ
to your opponent you won m, S0 wa
his ripostes — if they seem to be going under your arm, move
backwards a little.
TRIPLE JUMP - Nothing to it, really - just don't waggle too fast
ineffective as going too slow. Take off as near
to the line as possible at an angle close to 45°
end up with a leap of around 19.5 metres.
ﬂMNE—Smmam?ﬂpnimawiﬂruubyuﬂngmufnlnm
ioystick manoeuvres: right, left & fire, right & fire, left, right, up
hndomﬁmmhmalmhabﬁﬁckhundmdhimmu
the judges, push the joystick left instead of right for your first

movie.

HURDLES - This is all down to timing, basically
like mad. Just keep a moderately
jumping going until the end, then put on a spurt at the end to

and you should

, 50 don't waggle

of running and

(Grandsiam)

Having a few probs with cramp
in your arms after trying to jump
those really enormous lakes?
Well, things can be a lot less tir-
ing if you have a Competition
Pro Extra joystick. Just jump off
the springboard then engage
the joystick's slow mode and
you should float across to the
other side with the minimum of
effort! That tip was brought to
you by the Trevor Fisher Rubber
Company of Prestwich in Man-
chester.

m

ROAD
BLASTERS

(US Gold)

Urgh! What did they do to my
favourite arcade game? Oh,
well, best not to think about it | f
s'pose ... Nowfor you unfortu-
nates who aren't doing at all
well, here’s a ridiculously simple
cheat which first came from
Simon Walklate of Stoke but has
since been sent in by numerous
others, amongst them Paul Mill
of Bristol. All you've got to do is
pull back on the joystick when
the low fuel waming appears.
Your speed will remain con-
stant, but your fuel won't run
out. Alright, innit?

BALL BLASTA
(Zeppelin)

This is a canny game and no
mistake. For unlimited bats for
player one just LOAD up the
game as usual, close your eyes,
fumble around for the reset but-
ton, then press it. Now type in
the following POKEs which
comes to you from the legen-
dary Varkanoid and JOG of SUB-
ZEROQ. Oh, yes, it helps to open
your eyes again at this point.

POKE 6108,173 (RETURN)
Infinite bats

SYS 15808 (RETURN) To see the
end sequence

SYS 52992 (RETURN) or

SYS 2560 (RETURN) To restart

BIONIC COMMANDO (Go!]

The Lads of Belfast have disco-
vered a petite cheat in this rather
nifty game. Just LOAD the game
as usual, start playing and col-
lect an extra weapon. Now quit

L L e e

TGH T
L A A o ol o
ey 8, W e

RN R

the game and restart. You
should now find you are still
equipped with that selfsame
weapon. Good, no?
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APPROACHING R
PHANTIS

You must rescue ARKOS,
the hero of therebellion
against GREMLA, who has been >y
imprisioned. You combat . :
the kamikaze hordes, dodging ANSTRED
missiles and avolding balls of
incandescent magma, DRanRs
Once you enter the caverns of the
planet PHANTIS you fight your way o
thrl:ll.lgh. Rkl | e

STRUGGLING 2008
ON a_:u_uramn
After abandoning the ship you
capture an ADREC in order to
continue advancing on the planet,
A dagger Is the sole weapon
you rely on to fend off the
inhabitants. You fight against the
enemy troops. You have to steal a ;
weapon. And advance forward, i
straight ahead. Nothing can =
detain you. [ ¥ w

W

You cross swamps, .
mountalns and forests.., ATARI 5T
there are enemies all over,
The way to the prison becomes
more hazardous the further you L3
advance, You take command - S Fd %
of a helicopter, descend into s
the entrails of the planet, and 2
arrive at the prison. It is heavily i Ml
guarded. Will you be capable of '

freeing ARKOS?. fro—

* SPECTRUM *AMSTRAD CPC * COMMODORE 64 * MSX

e /JCASS ﬁg f;iw:[" &pisk _/2).‘_'75
* PC COMPATIBLES x ATARI ST

19,950

DISTRIBUTED BY
- iy - - : = r.
ELOCTRONIC  RTS
For & full broadstent descrbing e compless range or miomahon on vour neaest shockist weile 1o / 4
Ebnmnm Az, V148 Station Foad. Langley, Berkshire SL3 BYN, England. O cab ol i

ustorer Sevices Dept on G753 66866
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DR EVANS’

PErVY

aAmiGasapshot.s!

(Maffthe Rad-Lad exposes all about the shape of
Amiga gamesto come)

e20s0 2

| i 1 il
i
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SPEE mag OLM
raqrammers of the hugely suc o
G mTé5'f§E§md for the &4), are se'tE ;E;ﬁ.; °
s {Q?Fmelr first game on Mimmorsoft's m it :
Speedbu.“_ﬁ ort, nppmenﬂvinﬂuencedbv _;rics s Emﬂmmt
sk !rrpd'rhbnal pail-game character et M
mbmlr‘gﬁog requirnng you fo jostie for ’rha‘gg pc?n g
e " smi with your W .
l3c‘cn.xq‘;,'pl‘iﬁE.m " sn;mg r?&:‘swm find fokens on the ﬂoﬁr c?effr{?’t
s sy’ mebgﬂer speed of weapons o helpsyc: e
o t |mageworks are due to ra1eusq_=ir pe&das ik
mtlér h?g?:rgg; ot a price of £24.99. Let's hope IT's
m

XE‘.I"I‘DI"'I- gws'

OFF-SHORE WARRIOR (Titus)
As In Titus' last release (Fire And Forgef), Off-shore Warrior pits
you in a 3D ‘race to the death whilst blasting everyone else to
bits” format, only this time the action takes place on the water.
It's set in the year 2050, and you must compete in the race (or
batfle, whichever you think «is more appropriate) for the
entertainment of the gathered crowds, as a test of your
manhood (growll). Off-Shore Warrior should be released by

he fime you read this, but you'll have to wait for the ZZAP!
review to see what it's like.

SCORE PFPOS.
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e SION (Electronic Ars)

o
N a strange alien world n?g Eroducﬁon
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ouding race. Vs ot 3 usion places you
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The
.95 game should be available in
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CHESS (Electronic
Arts

ctronic Arfs is Battie Chess,
diional boardgame by
grcmmi nad for el

from @ chess game,

American programty ;
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e graphics are very
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(surprise. surprise) £2495.
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ation (| betthat came asa surprise).
Up fo six players caon take part in the four events, including
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Super-Skiisa 3D skilng simiul

d. of course, the ski |
hics and promises interesting and

some very nice alpine grap

axciting action. Whether it will live up o these promises remains

to be seen, but ihe guardians of decent software reviews here
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Rainbow Arts, £14.95 disk

s L

E dude you are — you've spent
ages practising the Hofmeis-

ter walk, you've got the shades
and the leather, the jeans and the
cap — so what's missing? What's
gonna get everyone really looking
at you?

Let'ssee ... hmm, a pineapple
print shirt, ghetto blaster, dinky

—]

T .
SFEED ERCH

type of shoot "em up

electronic Fil-o-fax (no), Spec-
trum, soya beans, soap on a string,
spaceship ... Spaceship! Now
that sounds more like it. So, what
are you waiting for — jump into your
nearast Rainbow Arts customised
Sarcophaser (gasy enough to find)
and get blasting,

If you manage to wipe out a
wave of aliens (nasty mul-

68 ZZAP!64 November 1988

verybody can tell what a cool

- W W W

LI Y

HHIZ
EARCOPHRSER v

A Scramble! Defend yourself! Prepare to meet your nemesis in our

ticoloured flying thingies that
belch bullets), avoiding upward
thrusting enemy tendrils, failing to
hit rocky outcrops by the skin of
your teeth and bilasting bonus

bubbles out of the way, an energy
pod appears. Collect enough of

T

L]

[ anshn L

qNEEEEN —

EOHE  SCORE 288

these pods and you can choose ta
array your lean, mean fighting
machine with an awesome array
of interstellar weaponry: turbo-
power, extra fire, backward blas-
ters, whiz weapons and bombs.
Get enough firepower and you can
even toggle between spray=bul-
lets and great big enormous mas-
sive mega shoot.

Have you noticed the great amount of shoot 'em ups
being reviewed in ZZAP! recently? | think it's great
because | really like shoot "em ups (really, Maff? -

Ed), and Sarcophaser Is a good one. The music
is pleasant, with some very nice minor chord
ive a very eerie feel to the game. The in-game
sound aren't that brilliant, . The sprites are
a little small and feebly coloured and some of the sounds are .
well, rubbish, to be quite honest: the alien t sounds like a
bad case of TB! Despite these handicaps, haser still man-

and I'm doing

fifteen quid - in fact that's
- 50 | advise you to check it out before shelling out for that £25
Breakout variant,

¥ Well - isn't THAT a huuuuge end-of-level alien? Cor blimey,
guv'nor

L3 r a L
FOMEFR ERCE HHIZ EOME

L
SFEED

SRRCDPHRASER v

SCORE h T4




Every now and again you come
face to face with a mamma alien of
huge fighting proportions. Shoot
this missile burping monstrasity,
without coming a cropper on her
extensively protected  spiky

armour plate, and you could be on
your way to becoming as cool as
you look . . .

well aimost.

they're sampled from a West-
ern starring an asthmatic cow-
boy. Luckily, addictive gamep-
Iardma to makes up for
al M;Mpluﬂy u:'ullann to
shoot plenty of weapons
to shoot them with, make for
fast and furious action which
keeps you on your toes every
of the way. The only
ods of nerve relaxation are
the face-offs with the end of
level aliens - by the time you
meet them you're usually so
tooled-up that a few seconds
of frenzied firing are all it takes
to dispatch them! At this price,
though

, Ssuch ;hurmuminﬁu
are easily excusable and I'd
say Sarcophaser is well worth
further investigation.

PRESENTATION 73%
Smoath controls and selection
systems marmed by a laborious
loading sequence between
games.

GRAPHICS 82%

Unoriginal ship, carefully
detailed backdrops.

SOUND 50%

Pathetic in-game effects fail to
live up to the funky title music.

HOOKABILITY 88%
One blast and you're hooked.

LASTABILITY 81%

Muiltiple weapons systems and
carefully graded difficuity ensure
hours of infuriatingly addictive
play.

OVERALL 84%

A top-quality low-price action-
packed shoot "em up with excel-
lentgraphics. Miss it if you dare,

Rainbird, £24.95 disk

cientists have discovered a
whole new network of uni-
verses. As each universe
acted like a section of ordinary
space, these areas were dubbed
‘realspace’ or ‘Eigenspace’.
Between them lie spacial warps,
which are linked by gates to the
Eigenspaces, rather like a fun-
house maze. For this reason the
network was dubbed the Whirligig.
Well, if you understood all that
then it's probably time for a rest in

'em up. Now, this would be
alright if the Star Trek-like bits
were controllable and the
shoot 'em up bits were play-
able - but they're not. Instead

the status screens are all front
and the b sections
are difficult, often to

the frustration. Why
nom:n decided to use a
‘continuous’' rotation

instead of an Astercids type
control method | don't know. |
seamed to whizz

your rubber room! What the game
entails is a search through some
4,000,000,000 spacial spheres
{aaargh! That's nine zeros!) to find
the five tracts of Perfect Space
wherein reside the Perfect Sclids,
which will yield the secret of time

SANRELEL S
FANTELLFS

A Penetrate that hole and you'll

enter another universe of plaasure

travel. With this, you can go back
in the fourth dimension to a point
in the cosmos untouched by
squalid lifestyles and apocalyptic
wars in space. Apparently, that
point is on Earth in the year 1988,

Each level is chock-a-block with
malevolent aliens who will stop at
very little to get your craft disinteg-
rating into the ether. Luckily, your
Meson class fighter has two
defence mechanisms — homing
missiles and chaff pods which are
a form of intelligent mine. Fire a
missile when nothing is around,
though, and it might just lock on to

i
:

since Lords of Midnight Mike has
a selling point of packing loads of locations
hﬂuhhmeﬁhlihﬂwh

graphics, Whirligig just isn't
nig through dozens of Eigenspaces wm"g

is exaggerated by lengthy pauses between levels. Ship
the neck, as the mouse is just too
control method. I'm sure Whirligig is technically

the mathematical structure of the game is

intriguing, but whether it's worth shelling out £25 to play is highly

four billion levels and

h, but the

R R e e R e

your own ship and blast you up the
impulse engines!

Missiles, chaff and fuel are all in
limited supply, so one trip through
a packed Eigenspace can leave
your reserves low, forcing you to
restock at supply depots.

Guiding your ship through a
stargate places you in gatespace
through which you are transported
to the next sector; the network of
numbered Eigenspaces and star-
gates is based on certain rudimen-
tary mathematical relationships
and formulae. The key to success
is to use these to plot optimum
routes to the five areas of Perfect
Space, numbered 6, 28, 498,
B,128 and 33,550,336. Space
Invaders was never like this!
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WARRIORS

Elite, £24.99 disk

dynamic duo of crack
commandos have
received a desperate may-

day plea from a commander of the
US forces, who has been captured

Ll ity

|
.

T T TTTT

|
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by a vicious 'n' nasty group of

revolutionaries, Unfortunately,
their plane crashes before reach-
ing its intended destination
(perhaps our hasty heroes should
have remembered to take a pilot
with them), leaving miles of hostile,
soldier-infested jungle between
them and General Bonn. The only
available course of action is to
hack a path through the under-
growth.

You and a friend take up the
story in simultaneous two-player
shoot 'em up action (wild-eyed
loners are catered for by a one-
man frenzied fire 'n’ fight option),
The vertically scrolling jungle
scenes reveal enemy bunkers,
bridges, forts and gun emplace-
ments amongst the natural fea-
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A Mo need to shoot those soldiers - just drive over 'em!

tures of rivers, sandbanks and
varnous types of foliage — jam-
packed with guerilla soldiers,
tanks and helicopters.

Foot soldiers can be killed with
a single buliet but hostile vehicles
and outposts need to be tackled
by grenade. Both types of ammun-
ition are limited. Luckily, destroy-
ing gun emplacements or red sol-
diers leaves a flashing icon, which
can provide extra supplies and
firepower and bonus lives or fuel,

Fuel prolongs the life of empty
tanks boarded by the warrior. They
are easily identifiable by the word
'IN" on their turret (apparently big
flashing neon signs are the height
of fashion for the tank-about-
jungle this surmmer). Once aboard,
you are impervious to bullets but a

grenade or anemy shell will

irreparably damage your tank (a

plume of smoke emerges from the

turrat). You only have a few sec-

onds to bail out bﬁfore you're

blown into small, gristly pieces.
Isn't war hell?

PRESENTATION 77%
Standard arcade options with
the addition of pause and restart
facilities.

GRAPHICS 75%

Accurate repr m1| ictions of the
arcade original’'s, so they do look
slightly dated

SOUND 69%

Competently programmed but
unfortunately it only mimics the
repetitive coin-op tunes

HOOKABILITY 85%

The mixture of jungle running
and tank driving is difficult but
enjoyvable to play.

LASTABILITY 71%
Exploration of ever-deeper parts
of the jungle is brilliantly addic
tive

OVERALL 74%

Anaccurate conversionof anald
but plavable Comimando variant
but a high price to pay.




Domark, £19.99 disk

ack in the old days, if you

wanted to be like Luke

Skywalker, you had to grow
your hair long, spend hours per-
fecting a wide-eyed goofy grinand
use a broom handle for a light
sabre. Imaginative? Maybe. Cool?
Absolutely not.

Just when your reputation was
really at an all-time low, the con-
version of Star Wars appeared.
Coping with that was a sinch.
Question is, can you still cope
when The Empire Strikas Back?

Your main objective sounds
dead simple: reach the protective
safety of a huge asteroid. Trouble
is, you only have five shields and
you've to survive four levels of
danger first. Get hold of your
nearest snowspeeder because
first of all you play the part of Luke.
Probots are trying to transmit pic-

.....

ST EARLES

tures of the Rebels' power
generator to Darth Vader and
you've got to try to shoot them
first.

Immediately, you're face-to-
face with small AT-ST and huge
AT-AT walkers: you've got a
limited number of tow cables to fire
before you make it to the rebel
basse. Mext, look cool, because

A 'Use the force, Luke, use the force’ - and boy, do you need it!

loss of one whole shield,

Hit a certain number of targets
on each level and you're awarded
a JEDI letter. Collect all four, and
you attain true Jedi Force, a power
which makes you invincible
against all Dark Side enemies fora
imited amount of time.

So, put that in your pipe and
smoke it, Darth.

or 5 '--:1..

Han Solo’s in the hot-seat next.
The Millenium Falcon is under
attack from Imperial TIE fighters -
if he manages to blast them out of
the way all Han has to cope with is
the asteroid field. Easier said than
done: every collision involves the

¥ Domark's The Empire Strikes Back — the most faithful version of

the coin-op to date

TIE FIGHTERS

PRESENTATION B1%
In-game instructions, difficulty
levels and bonus sequences — if
you had to put 10pin the Amiga,
you'd almost be playing the
coin-op.

GRAPHICS 53%

Faithfuil to the slightly outdated
original though just a touch too
slow when the screen gets
crowded.

SOUND 51%

Tinny Star Wars title tune plus
sampled speech and one or two
unexceptional effects.

HOOKABILITY 84%

You've just got to see whether
you can complete all four stages
inonego, ..

LASTABILITY 79%

.. . and whether you can do il
again, with more points or fan-
cler flying.

OVERALL 82%

An excellent conversion —
atmospheric, addictive and
faithful to the coin-op.
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Players, £14.95 disk

ur Amiga's had all its
going to take from you and
has decided to turn the
tables. Using the home-made
laser digitisation equipment that
you recently interfaced it with, the
computer ‘somehow’ sucks you
into its binary by-ways and plonks
you behind the handlebars of a
light-wheel for a game of Atron
5000. What a good plot. It makes
you wonder why no-one's made a
film like this (IRONY WARNING).
Atron is a battle to the death
between you and another rider,
fought in a series of scrolling
arenas, littered with obstacles.
Each light-wheel moves around
the arena at a fixed speed, leaving
a wake of pure energy (deadly to
the touch) with which he has to
fence in his opponent. Both riders’
positions are shown on separate
scrolling displays allowing each to
keep an eye on whatever traps the
other might be laying.
Clever riders can make use of
icons which appear in the arena.
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- Aargh! Collision! Banana!

Each icon is one of two colours,
corrasponding to the colour of a
light-wheel. A red bomb, for exam-
ple, erases the trail of the red rider,
while a yellow bomb does the
same for the yellow rider. An 'S’
puts one light-wheel into turbo
mode, consequently making it alot
harder to control, but also allowing
skilful riders to enclose their oppo-
nents quickly. The ‘M’ arms its col-
lector with a missile which can be
used to blow an escape route

through an obstacle. When a ‘W’
icon is activated, a wall is instan-
taneously built right in the path of
our opponent, inspirng big
aughs all round. (ie, HJE HA).

The fire button activates a
weapon. The fact that you can col-
lect icons of your opponent's col-
our means you can make life fun
for him by giving his light-wheel
turbo speed just as he's
approaching a wall. What a nice

e

e

o R

.
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PRESENTATION 86%
Single and two player options,
along with three speed settings.
Effective split screen display and
high score table saves to disk.

GRAPHICS 79%

Mot brilliant, but differing arenas
provide more variety than most
games of this type.

SOUND 65%

Good sampled effects and
reasonable whooshing and cor-
nefng sounds.

HOOKABILITY 90%

Play is fast and the many cun-
ning methods available fyc:r Wip-
ing out your opponent can make
the action very satisfying.

LASTABILITY 82%

Each game takes you through all
12 arenas, so there aren't any
graphical secrets to uncover, bul
the urge to bump up your score
is hwﬁ nough, and the two-

player option will keep you going
for months!

OVERALL 87%

An exceptional varfation on the
old Tron theme, especially
addictive in two player mode.
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Spectrum
cassette........... £7.95
Spectrum +3 £12.95
Commodore 64

cassette........... £9.95
Commodore 64

' R s £12.95

For mail order please send your order and remittance {cheques
payable to British Telecom pic or direct debit from Access/Visa card
by stating card number and expiry date) to: The Marketing
Department, Telecomsoft, First Floor, 64-76 New Oxford Street,
London WCTA 1PS.

® Telecomsoft, First Floor, 64-76 New Oxford 5t, London WCTA 195,

Commodore 54 screen shots

Firebird and Firebird Logo are trademarks of British Felecommunications PLC, A LEGE N‘D IH ﬁ.ﬁ'ﬁM‘ES SOFTWA.RE




ELECTRONIU ARTS'

Home Computer Software




Arcana, £19.99

Instead of

strains of pipe music and
ambrosial melodies, Mount
Olympus is echoing with loud
voices, the clash of armour and
unmentionable four-letter words.
Therg's one four-letter word we
can mention though and that's
ZEUS (you know — the one with the
beard and the thunderbolt). Borad
with all this quarrelling he's
devised a contest to shut them up
once and for all.

The new enhanced version of
Powerplay (the original Amiga
game was released last year) fea-
tures 21 hand-drawn portraits of
all the characters in addition to
improved graphics and more finely
animated challenge screens. Play
itself remains pretty much the
same: up to four players choose a
difficulty level and pick a team of
warriors from a suitably godlike
selection,

Gods take it in turns to decide
on a piece and answer a trivia
question. Get it right and you're
allowed to move the appropriate
character one square in any direc-
tion on the multi-coloured board

the harmonious

(differant colours represent differ-
ent trivia subjects). As questions
are answered correctly, each
character accumulates wisdom
points; a score of 25 or more gives
you the option to mutate to a
nigher grade of character (and
there are some pre-tt-y UGLY
ones on later levels).

If you concentrate for too long
on a particular piece, other mem-
bers of your team begin to get the
hump. Occasionally they'll start
maoving about and stretching their
legs of their own accord. ry to
move on to a square occupied by
an opponent piece and you're in
for a fight... well, a challenge
really. As if by magic you're trans-
ported to the site of a blazing lava
pit or a gorgon's lair. The players
compete against each other to
answer the same questions. The
more questions you get wrong, the
closer you get to falling in the lava
pit or being turned to stone by the
gorgon's fatal stare,

Lose a challenge and you're
demoted a character grade.

There's noc grade lower than one
50 if a grade one piece loses a
head-to-head it vapourises and
disappears from the board.

d This is one stony glare you won't forget

¥ Go on - you can beat a dog, can't you? Well, in Powerplay, even the dogs have brains, so you'd batter watch out

As I've been hooked on trivia games ever since |
watched my first episode of Sale Of The Century, |
could hardly control excitement when | heard
ﬁ;tmm’zna'shhshm “ﬂ'?.ﬂthﬂ?;r"lﬂﬂﬂhlhﬂlﬂﬂ

rsons, for a start). On all formats, Powerplay is still
the best fix of computerised trivia around - it manages to invoive
all the players all of the time and doesn't give hours of playing
time to the smarmy smart alecs who've to memorise the
questions beforehand (like Paul). Having said that, the new
enhanced Amiga version isn't all that different from the original.
The character portraits do add a bit of interest but one of the
challenge screens has been sacrificed for the extra animation —
and a few more sound effects would have added to the atmos-
mmsmpmhahlythumuwuﬂunufﬂummtdm't

buying it if you've got the original.

There's just one snag. If you
make all your opponents disap-
pear there's going to be nobody
left to praise the smartypants.
Serves you right, clever clogs!

This was one of

on the good ol
64, because it
wasn't just a lit-
At least the 64 eral translation of a question
version of Paow- and answer game — it was also
erplay had a fun! | partic liked the jolly
sense of humour challe m in
—you'd haveto go rgs version lacks
far to find much sillier chal- suffers as a result)-in fact, it's

lenge music — which is basic-

Apart from the graphics, formal ‘epic’ h works
do look pretty good, all the extramaly well, not least
other Amiga im nts because of the su pics of
leave me cold. the the challenging armies. The
characters keep going off and random element adds a touch
of fate which can sometimes
h g bl.l‘t'“‘lll'l. mt
would the game of the gods be |
without Fate? The clever ques-

ﬂtht:tmﬂmmhkmkﬂow
answer, you're to
find it in the time alm.dﬂn
the whole, it's the kind of game
Igo crazy over an aspir-
ing smart-arse), and if you're
into trivia too, check it out.

l
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Styrength 1w
Kecovery

1c

PRESENTATION 88%

SOUND 55%
A few sampled effe
ta write home about

HOOKABILITY 86%

a [_'n.JI.[;-.

LASTABILITY 79%

A hugea question file ensures
g per
(7] to play

OVERALL 82

Fit for the gods
got the oth
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Titus, £24.95 disk

he world stands on the brink
of holocaust: the Intergalac-
tic Liberation Organisation is
threatening to destroy the Earth, A

werful force is needed to restore
gadom to the world and -
wouldn't you know it? — that force
turns out to be you.

Equipped with the Thunder
Master — a four wheel drive
armoured vehicle with a roof-

Elite, £24.99 disk

his is a game featuring a
superhero. Ha! You
expected me to tell the
underpants joke didn't you? Well
I'm not going to tell the underpants
joke so there, NYAH! The
superhero in guestion is Bomb

.| Jack, star of arcade screens

hout the land as he, risking
life and limb to save the planet

from . . . (blah, blah, blah).

Now, some nasty character
from somewhere ville in some-
where else land {uhag. | don't know
where exactly, but it's got to be
somewhere so let's leave it at that)
has taken a severe dislike to many
of the world's most popular tourist
spots - namely the Great
Pyramids, the Parthenon, Disney-
land, Miami Beach and Hollywood




mounted missile launcher and an
wian&l air assault craft called the

under Cloud (hard, or what?) -
you must drive through six key
areas to destroy the ILO craft.
Enemy tanks and helicopters can
be vapourised with your gun, for
bonus points; in two-player mode
a friend can control the Thunder
Cloud. The aircraft’s fuel supply is
maintained by boarding the Thun-
der Master from above.

PRESENTATION 79%

Neat hi-res introduction pictures
and novel two-player option

GRAPHICS 67%

Some attractive detail let down
by poor 3D animation,

SOUND 65%
Lm | {irrelevant) samples and
P e Music

HOOKABILITY 53%

ast actionis moreof an
yance than a source of
nent

LASTABILITY 38%
Th ki do nothing to
orid-saving quest.

- and has planted a number of
bombs designed to blow them to
bits. In case anyone decides to try
and thwart his plans, he leaves an
army of robot warriors at each
scene to guard the bombs. You
take the pat of the daring
superhero in his race to defuse the
bombs before they detonate, by
leaping across platforms picking
up the explosives as you go.

So off to save the world you trot.
In fact you're in such a hurry, you
manage to put your underpants on
over your tights. {Oh no! | said it!
Aaaaarghl)

PRESENTATION 52%

A few standard options and the
title screen looks as though it's
only there because it has to be.
GRAPHICS 59%

Decent backgrounds but there's
naff all good about the sprites.

SOUND 23%

Well, it's intune . . .

HOOKABILITY 30%

As soon as you hear the title
music you know it's going to be
rubbish . . .

LASTABILITY 25%
. . . and it doesn't get any better.

OVERALL 39%

Yet another poor arcade conver-
sion of Bomb Jack — the game
must be doomed!

Martech, £19.99 disk

n those days when the bus

is late, there's a bumper

edition of Gardener’s
Quastion Time and you can’t find
your deodorant, cheer up - life on
other planets i= EVEN WORSE,
Granath, for instance — a planet full
of whopping great prehistoric
monsters constantly on the look-
out for a tasty bit of lunch.

The only human being still left
alive is Vixen, who was raised by
foxes and is mistress of a pretty
nasty whip. Her struggle to survive
this hostile environment s
depicted in the form of a series of
timed horizontally scrolling levels.

Sensibly equipped with bikini
and leather lash, she jogs along,
leaping chasms, climbing steps

iam?ss to an underground bonus
evel.

At this point the foxy lady stops
being a lady and turns into a fox.
Underground goodies include
mega gems and mega whips. Cal-
lect them all and you're back on
the surface resuming the whip-
hrasr?‘;ng battle to survive. Epic,

u

and whipping crowds of prehis-
toric blobs into the ground. Hitting
headstones reveals bonus objects
and fox time icons. Collect enough
of the latter and you're granted

M

. e R A, sl el el e R el e @8 e
O T it S ki A Yl b, S el bl i, S

4 Inthe caverns, where gem collection is the primary occupation of

the femala wearafox

e

& Wi ek e # i

GRAPHICS 35%

Featureless main s

Avarage in
2an drum

HOOKABILITY 26%

C

LASTABILITY 15%

but not much longer

?VERALL 25%

lly unoriginal collect 'em up
¥ F
W 10thing at all to get

lather about
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W

our
Y school really had a hard
time finding you a job. Just
saying ‘| wanna be an "ard man!'

you're in the Special Operations
Corps (SOC), you've been sent on

big bucks just so that they can practise holding down the fire

button f-rf .l"ulﬂﬂil:ll going through two joystick movement pat-

ten
disk under the grill and
rnu'lboalumdnmynu;
wo
production of this utterly awful 'game’.

MOVES

Imagine, £24.95 disk

careers officer In | a well dangerous mission to steal
information from the enemy.

You must fight your way over a
bridge in your jeep, through air
defences in your helicopter and
finally, on foot into the headquar-
ters themselves, proclaiming
yourself a hero! OK, OK and a'well
‘ard geezer' if that's what you
want ...

Good griefl Come on Imagine, | thought the Amiga
*;nnmaﬂmtludpu through the ‘Never Mind

Game, Look At The Graphics' phase! The level
of gameplay in Army Moves is so minimal that it
annoys me to think that people may have paid out

asn't exactly helpful. Still, now

on from the stringent stick manoeuv-

instant death, and a return trip to the start of the
minutes' play, you haven't vengefully put the
it bubble its way into oblivion,

k dreaming of happier timas.

's natural resources caused by the

- -

¥y "l.u'l"lr!ﬂ u:‘l F‘

turkey

I must admit I've
never seen the
arcade game, so
| can't comment
on whether this is
an accurate conversion or not,
but if it is faithful to the coln-op
i g gbiera oo
wou a T

tan pees puahnﬂntunﬁi Arm¥
Moves just doesn't utilise any
of the Amiga's power to create
fantastic graphics and realis-
tic sound. They'd be passable
on the humble 64, but on the
Amiga re nothing short of

. The action is fiercely
difficuit and the only way to get
through level one is by

peatedly sh s
and backing oi?l'um tji:'emm

engrossing HIW ever. If

you like your Amiga, then don't

mtﬁﬁ it suffer by loading this
o it.

A |f you're insane or a little bit quirky, Pay 25 quid for Ocean's

PRESENTATION 28%
Ahighscoretable . . . andthat's
it.

GRAPHICS 21%

Bland sprites and sparse back-
drops utilise little of the Amiga's
potential.

SOUND 12%

Constant unmelodic title track
and pathetic effects.

HOOKABILITY 33%
Frustratingly hard from the word
90

LASTABILITY 29%
.. . and very boring.

OVERALL 24%

Almost non-axistent gameplay
makes this very poor valusa for
money

P

o1

layers, £9.95 disk

t you had a fresh planet to col-
onise, probably the last name
you'd think of (barring a few
unacceptable

her options)

If there's someone you don't like very much lurking
at the bottom of the list of your best mates, here's
just the game you should spend ages persuading
them to buy. Just think - they'll never get that tenner
back. It's not the minimalist stick-insect graphics or

gameplay"
all isn't it? Well, erm .. .

no. gameplay is basically
m | can guarantee that
n

the
Brcther oo.

ten seconds of starting

iﬂ-rnllnhnm.rou’ﬂh

if you're unwise, you'll
k to have

the annoyingly grating tune so much as the appalling gameplay.
For a start, the long-range scanner doesn’t show any of the other
lazercycles so you can't see who you're not meant to be bumping
into. Fun, huh? Turn a corner into a gaping, wide, enormous gap

Atron 5000 a and you end up crashing head first into an invisible wall (even
day, since this is funnier). Unless head-butting is your favourite sport, use your
a hopeless 3D brain and give this one a miss,
one of the more addictive | | ¥ well, of course you did - you moved the joystick, didn't you?
: l:?:l m T g v e
grates; and P LRSS HED
ics are basic . ,

ZZAP! 64 November 1988

would be Spazm. Pity the Spaz-
maoids didn't think like that . . .

Hawin saddled themselves
with such a depressing name, the
Spazmoids need something to
cheer them up —so (wait forit) . . .
they flock to the lazercycle arena.
Obvious really. In glorious 3D, you
try to get your computer-control-
led opponents to crash into the
energy trails emitted by their veh-
icles or the arena walls.

If you win, you're a hero, if not,
you're dead. Isn’t sport great?

PRESENTATION 50%

A whole range of arena patterns
and other menus including three
difficulty levels — not that this
helps.

GRAPHICS 29%

Basic wire-frame 30D which gets
filled in occasionally.

SOUND 31%

Repetitive tune plus really irritat-
iNg game-over sequence.

HOOKABILITY 7%

Less hook than Frank Brunao with
his ams in plaster . . .

LASTABILITY 5%

. . and even less long-term
value

OVERALL 9%

A pathetic parody of a Tron-style
game, with crippling controls
and as much exciterment as a day
with Paul Glancey.




Elite, £24.99 disk

var since you were a boy
you've heard stories of the
distressed land beyond the
Ice Palace of the dark lord. You
always regarded these tales as
mere fantasy, but the simple truth
of the matter is that the tales of the

atrocities have merely been dis-
torted from the truth over years of
telling.

The thing is, the battle is still
being fought . . .

One legend which has stayed
the same for as long as you can
remember is the tale of the blessed
arrow. The forces of good were

| like a bit of a
Ea«,rond e i
the Ice
Palace takes
. things a bit farl It
looks and sounds very nice,
but play is made discourag-
ingly difficult by the !E&#ing
mnmnshrsu’ which lurk nu{t ;ﬂ
rea your wnpam
sometimes out of sight) then
pounce or fire at you when
there's no room to take eva-
sive action. There is some
compulsion to to the end
of the first level, hutlh resto

= dullsville, dad! It's a pity Elite
haven't used their resources
on converting the original
e M
ng appears
an imitation. | know that I'd be
much more keen to spend £25
on that.

gradually being overwhelmed by
the forces of evil and s0 needed
the help of the wood spirits. Since
there was no way for a messenger
to escape to summon help, they
were relying on someone to find
the arrow and bring the spirits to

tham.

Guess what? One day, whilst
you were walking in the woods,
you saw something shimmering in

the undergrowth. It was an arrow.
Driven by the forces of the
woods, you find yourself walking

A The surroundings may be chilly but the action is pretty hot Beyond

tha lce Palace

Grrr! Anybody wanna fight? I've just been playing
Beyond the Ice Palace and it's really put ma in the
mood for a good punch up! The maddening
tionind by this game took its toll onlhnioml:l
| was using, which ad a few microswitches
when | started mashing it into
impossible to avoid the monsters or shoot them, so ?ynu uﬁ
dead through no fault of your own. Infuriating, huh? Well, as
thutwnm‘tbndmuugh,ﬂugammumumndufupen
compulsion over you, so you have to keep going through this
agony again and again. The graphics and sound are above aver-
age in quality but could have been better, and once you'ra
aﬂnlmt ﬂmmm | think you'd want more than three levels
I'll kill anyone who says different!

desk! Sometimes it's just

¥ He who laughs last is probably about to kill you

as if in a dream, towards the land
beyond the Ice Palace. The world
you eventually see is a desoclate
wasteland, the trees dead and
decaying, the buildings shattered
ruins. You don't really gst time to
take in the desolation of your sur-
roundings, as a flight of demons
sWoop in towards you.

Y¥ou hurl your weapon at them in
a last-aitch attempt to save your-
self, only to find that another
weapon 15 in your hand as if by
magic, ready to fight again, And
so, with an endless supply of
weapons and the help of the wood
spirits when you are really in
trouble, you wend your way further
into adventure, along platforms
and up precarious ladders, fo do
battle with the evil warriors and the
dark lord at the heart of the land
beyond the Ice Palace. OK, OK,
we won 't use that phrase again,

nd The Ice

Pa is the
latest in a line of
‘Ghosts 'n' Gablins
variants and yet
ng.nln the new game isn't as
n: 'H'm original. The

times, the

trus and main

character animation are par-
ticularly impressive, but occa-
sionally the effect is let down
by poorer sections such as the
bland and repetitive building
graphics. The sound is none
too astounding either, consist-
ing nf a drab soundtrack and
spot effects. As for
blﬂ?m well, there isn't

to it, and what's

there is difficult. | suppose
that's because there are only
three levels, so they don'twant
you to finish too quickly, now
do they? Well | was finished
playing after a short while
because | got a bit fed up of the
same old thing all the time.
Have a look If you're a fan of
the ra, but | can't see a lot
of being that enthused.

PRESENTATION 61%
Plot-divulging opening scroll
and a few options, comprisi ::31‘
key definition and music on/

GRAPHICS 72%

Vary in guality, but the spries
and backdrops are generally
wall-defined and animated.

SOUND 66%

Average music and inoffensive
effects, but not much o createa

spooky atmosphere.,

HOOKABILITY 63%

Alittletoo difficult to getinto due
to the evasivae enemias.

LASTABILITY 69%

Just a tad repetitive.

OVERALL 70%

g‘lﬂ‘_f above average Ghosts
bilins game.
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s the human race edged

closer and closer to a nuc-

lear suicide in the latter
years of the twentieth century, the
Maincore Computer Development
research team joined forces with
other European scientists to set up
the Pandora project. its purpose
was to find new forms of life more
intelligent than man and to apply
their knowledge to attempt to
patch up the problems of the
human race. Due to the expected
length of the mission, the project
called for a completely self-con-
tained environment capable of
maintaining life for a limitless
period of time. For this reason, the
research and design team
developed the Pandora system, a
seventh generation computer, to
control tEte environment on the
ship — also named Pandora — as
well as the security systems,

The computer was fitted with an
experimental component, Bio-
Rhythmic Stabilisers, which could
not be tested fully due to the alien
conditions required to put the
computer through its paces. It was
suspected that if the Stabilisers
were to malfunction, then the
computer may express violent and
aggressive tendencies. This was
considered such a remote possi-
bility that Pandora was fitted as it
stood.

For decades after its launch, the
ship Pandora was treated much

8

i
]

:
:

é‘

like a foreign island, with its own
nationals running their own sys-
temn, the computer rather like the
lord of the land. Only now, 200
years later, is it considered to be
worth maore than the usual amount
of attention, because instead of
maintaining its course the ship ig
an its way back to Earth, and it's in
a hurry.

You play the part of an inter-
galactic salvage operator, who
must board the Pandora and dis-
cover as much as possible about
the situation on the ship and return
as many artifacts as possible, so
that scientists can discover what
alien conditions caused the sys-
tem to go wrong.

Fully equipped with chapel, pri-
vate chambers and squash court,
the ship Is bursting with clues.
Corpses litter the corridors and
exploration reveals plenty of pretty
peculiar objects (what are you

A Inthe Pandora’s chapel, and the resident clergyman looks like he eats

Atheists for breakfast

E?ifg
]

§
z
H
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H
§°
:
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g

fgé

supposed to do with a Mobian
brain — | ask you?).

Those humans still alive will usu-
ally want something. Provide them
with the appropriate thingy and
they'll usually give you some
incredibly wvaluable present in
return. Get too close to somecne
(droids included) when you're not

carrying the right object, though,

i AmS - §
......._.._... : —t

i Skinheads, maniac laughing thieves, mad musi-
; cians, solo squash players, priests in batman out-

fits, megalomaniac motor droids —you name it, Pan-
dora's got it. Right from my very first go (in which |
got completely , by the way) | was hooked.

?wmmm.lmmmmnh
different rooms all the other people — which is great
'cos most of them are ' mad. Once got into the puz-

zles can forget about catching that episode of s
og = you'll be playing, massacred and trading right
wﬁmﬂﬂdﬂnuw‘ldlm lt:r.m:unla:lI'ult'vmJ:Ia:tu-r:’it a

hltmmnuﬁmdmhﬁmkmrdpm“mum.hnm
from that | couldn't find anything to complain about. Shame ~ |
was looking forward to a good gripe . . .
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and, no questions asked, you'rein
the middle of a fight. Though you
can control the power your
punches, unless you have a
weapon, more often than not,
you're likely to lose.

Survive all this and you just
might make it back to the shuttle -

A S0 what do you do now,
arcade adventurer? (Cue

diabolical laughter)

?
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PRESENTATION 84%
Loads and loads of outstanding
in-game features, butth y
messages are a tad too

GRAPHICS B6%
Impressively detailed with plenty
of humorous touches.

SOUND 80%

Funky tune with sampled

guitars

HOOKABILITY 90%

Immediate playability ensures
instant appeal . .

LASTABILITY 85%

and with so many puzzles
it's bound to last.

OVERALL 87%

A boxfull of tricks, puzzies and
antertainment, more absorbing
than a Fiesta kitchen towel

Logotron, £19.95 disk

n the mid twenty-first century,
I'Ihe strange Cuadrafien forces

begin to appear in increasingly
high numbers. Until recently they
have been rather annoying, but no
more. Robbing ships and stealing
supplies was all their activity
added up to; but now they are act-
ing much more menacingly,
threatening to invade the colony
worlds of our solar system. They
have already killed humans with-
out robbing the craft, an act which
suggests that something Is
afoot . . .

You are a travelling technical
engineer, specialising in danger-
ous situations involving nuclear
power and other radioactive
power sources, and are not to
pleased to be dragged out of bed
to rush to Jupiter's Astra station.
When you hear the reason for your
hasty summaons, your agitation is
replaced by increasing apprehen-
sion. It appears that for some
reason DyMSEC  (Dynamic
Magnetics System of Entropy
Control) has gone haywire, shut-
ting off the central computer's
external communications circuits
and ignoring the rising reactor
temperature. But that's not the
only problem . . .

Astra’s main purpose was to
transmit energy along quantum-
quantum beams to long distance
stations and installations. How-
ever, it seems that the Quadraliens
have found a way to travel along
these beams and have infiltrated
Astra station. So your task Is
twofold; search the ship, dropping
collant barrels into reactor shoots
and reducing the entropy to keep

ALIEN

the core temperature down, and
find and destroy the mother Quad-
ralien - otherwise, their forces
could extend throughout our solar
system, leaving a trail of devasta-
tion wherever they go.

The central computer has

locked out all the higher levels, so
you must clear the lower levels o
reveal an access code which will

R SRR

enable you to use the lift to the
uppermost levels of the reactor
station. However, due to the high
levels of radiation in the plant after
the malfunction, you can't person-
ally enter the rooms. Even a strong
radiation suit won't protect you.
You must send in six remote
drones to carry out the tasks
required. These range from a stan-
dard ‘tug’ type drone to laser
armed hunter drones.

You must succeed in securing
the station. The aliens have
already tapped into Jupiter sta-
tion's power beam. Who knows
where they could infiltrate ne click,
bzzzzzzz . .

"

i P've jus
ron for hints but that seems a
arcade - even if it does have a
see
::ttlil a wam .hmnr.ﬂyzu'u
. time coupled a lunatic strea
: o “...w G : you

¥ Nice graphics, huh? Who needs them when they're tagged onto a
game about as entertaining as a night out with PG and ME?

PRESENTATION 52%

Good in-game presentation, but
rubbish instructions and clever-
clever puzzles,

GRAPHICS 81%

Clear, colourtul, sharp and tech-
nically very good.

SOUND 53%
Mot a great deal of it, and what
there is is hardly atmospheric,

HOOKABILITY 28%

instantly difficult.

LASTABILITY 36%
You'll quickly get very bored of
running around in circles

OVERALL 37%

An exampie of how not to pro-
duce an arcade/strategy game

ZZAP! 64 November 1988 81







yof soccer with the gratmtous vIDlEﬂL‘&
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& and the klcking, bargmg tactics of your
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ball played in a space age ice sta-




y firstdabbling in the
16-bit market was on
the Atari ST about a
year and a halfago, and I must
admit to thinking to myself,
‘Phwoar! These Atari machines
area bit good, eh?’; atthat
time | stood by the factthatthe
ST could hold its own against
the Amiga andwas cheaper to
boot. Since then I've seen the
power of the Amiga and my
outlook on the situationhas
changed —drastically’

Well, let's compare the two
machines and see why | think
you should buy an Amiga . . .

PROCESSORS

Bath machines use the same
rocessor, a 16/32 bit Motorola
L althoughtheST's actual
processor speed is greater than
the Amiga's, running at 8MHz

If you managed to catch the last issue of ZZAP!
that the team rather like the Amiga — but wit
£400, what makes the Ami
Evans has looked at both machines and provides a personal
interpretation of what he sees as the many advantages of

to the Amiga’s 7.14 MHz. This
factis often used by fans of the
ST to defend its case, The

problem is that with the 5T, all

graphics, sound and other
?mtﬂﬁing tasks run directly

rom the processor, whereas
the Amiga has a plethora of
custom chips (well, a few
anyway), which allow it to
carry out tasks more efficiently
and, perhaps more
importantly, fasterthan the sT.
The custom chips themselves
are really the key to why the
Amiga appears to be a more
impressive machine,
controlling the é.]raphir.i and
sound independently.

GRAPHICS

The most obviaus attribute of
the 16-bit machines is their

amazing graphical capabilities.

The ST has three graphic
modes: 640x400 in twe colours
which requires a monochrome
monitor, 640x200 in four
colours and 320x200 in 16
colours. Any of the colours may
213 {Eieded from a palette of

The Amiga boasts four
modes: 640x400, two modes
using 16 colours (either
320%400 or 640x200) and
320x200'using 32 colours: All
colours are selected from an
extensive palette of 4,096,
ei?ht times the number of
colours on the ST, There is also
a HAM (hold and modify)
mode, allowing all 4,09
colours to be d?splayed ona
static screen, a feature not
implemented on the Atari. The
Amiga also has eight hardware
sprites, hardware scrolling and
a bit Blitter — a chip whic
allows large amountsofscreen
{or other) data to be moved
very quickly, allowing fast on-
screenmanimation.

As you can see, the Amiga
certainly wins out in the
graphics field, with more
colours and more powerful
graphic utilities,

hyMake friends
With dh Peniga®

ou may have noticed
the ST at just under

a the one to buy. this Christmas? Maff

Commodore's 16-bit wonder.

SOUND

Being a great music fan,
spending most of my money on
records, | consider sound and
musicto be very importantina
computer. Due to the guick
release of the ST, Atari
plumped for a cheap and
available sound chip — similar
to the ones found in the
Spectrum 128 and Amstrad CPC
machines. The chip itseif is
rather limited, anﬁr offerin
the user three channels and a
square-wave oscillator. For all
Ecu non-synth users, I'd better

riefly explain, in myown way,
about sound waves . . .

There are four basic wave
shapes; square waves (used for
string and other ‘thin’ sounds),
sine waves (for a more ‘pure’
tone), sawtooth waves (givesa
hard edged sound) and noise

{gives a rasping or hissin
tone). Combinations of these
wave-shapes go together to

make ‘real’ sounds, which is
why a computer needstomake
use of them to create realistic

—.ﬂ'"'ﬂr
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effects. Since the ST can only
produce square waves, this
severely limits its capacity for
music and effects, unless
sampled sound js used — but
this takes lots of memory and
processor time.

The Amiga is much better
catered for sound, with the
custom ‘Paula’ sound chip
(why do Commodore like
giving their components
peoples’ names?). The chip
features four stereo channels
(thus giving ei?ht altogether),
nineé octaves of pitch, complex
waveforms and both AM and
FM'sound sources (as used in
Yamaha's DX synths). Also, due
to the complex sound
structures within the chip,
samples can be used with less
processor power to give
startling results (check out the
sampled whale-song in
stargliderZ or the powerhouse
loading tune of Star Ray).

Well, it seemsthat the Amiga
comes out tops in the sound

comparison as well! The paor
STis flagging a bit . .

EXTRAS

S50 what else have these
machines got apart from sound
and graphics? Can the ST
redeem itselfin another area?

Well one thing that the ST
has is a built in MID! interface,
which hasmade it very popular
with musicians with an
extensive electronic music set-
up. The enly problem is, after
spending your moneyonthesT
and buying your MIDI synth/
drum machine/sampler or
whatever, the sequencers for
the ST usually cost aver £200!
Since there is a plug-in MIDI
interface for the Amiga, and
the software is much the same
price as the ST's, only thase
with a view of serious session
or studio work would find the
ST abenefit, unlessyou've used
a particular sequencer or
editor and want to stick with
what you know.

As far asdisk storage goes,
the built-in disk on the Amiga
holds 880 kilobytes of data on
doublesided 3.5" disks, as does
the Atari 10405T, The 520ST
only holds 360 kilobytes as
standard, although all three
systems can be expanded with
additional flo ?diskdriues or
even hard disk drives.

However, to run an Amiga
opanormal TV youwill needa
TV modulator which will set
you back around twenty quid,
whereas the 5T has a built in
modulator - just a peint of
interest,

SOFTWARE

Up until fairly recently ST
owners werebetter catered for
with new games releases, but
the Amiga has caught up, and

—
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now we find just as many
releaseson the Amigaasoi the
5T. Usually we find, however,
that use ofgraphicsandsound
Is more impressive on the
Amiga thanthe Atari (but not
in all cases).

Recently, we ran a side-by-
side tést of the Amiga and 5T
versions of Starglider 2,
comparing speed and
playability of both. It turned
out that the 5T version ran
everso slightly faster, probably
due to the way in which the
graphics are drawn, needing
quite a lot of processor power
toscalculate the 3D positions.
However, the general
consensus of opinion in the
ZZAP! office was that the
Amiga version was more
atmospheric, due to the
amazing sound and more
subtle sﬂading, and
subsequently more playable,

For more software appraisals
on the Amiga, you'll have to
read ZZAP! won't you?
(subscriptions still
available) . . .

CONCLUSIONS

By now you should have
worked out which machine
comes gut tops! Even with the
‘Super ST' on the horizon, the
Amiga is still the machine to
buy, the already large user
base ensuring that software
will be widely available: a
pointwhich maybein question
when Atari release their new
machine.

So, all kids out there still
using B-bit machines, with
Christmas on the way, it's time
to start dropping hints! Oh,
and by the way, all you aduits
still using 8-bits, couldn't the
phone bill wait just a /ittle
while longer...?




@Fast and graphically impressive Defender variant

T e o s e — ——

Logotron, £24.95 disk

who dismisses
as nothing
more than a tarted-up Defen-

der obviously doesn't realise
that any competently-prog-
rammed reproduction of the
Williams classic is bound to be
a wvery playable game. By
adding Eorgnnrus parallax-

scrolling backdrops, marvell-
ous sound effects and ship
enhancement icons, the prog-
rammers of StarBay have
come up with a game that's
even better to play than the
originall The essential fine
joystick control is there too,
it's just a pity that the vap-
ourisers are detonated using
the mouse button — a section
of the keyboard would have
been easier to find in frantic
moments (though instructions
are included for building a
more convenient vapouriser
trigger]. However, minor
gripes like that shouldn't put
off anyone looking for a fast
and addictive shoot "em up, as
this is almost certainly the best
game of its type that I've ever
seen,

Il young people have

dreams of fame and adv-

enture and you, of course,
are no exception. Ever since you
first saw Eaglain Muscle battling
against the Spon-Thrigg mutants
in his fighter, you've wanted to join
the space academy. Then, one
day, your dream comes true -
you're accepted into the StarRay
cadet school.

After several months of inten-
sive training, including 1Q and agil-
ity tests, you take the final flight
axamination over the barren sur-
face of the ice planet Charon —
named after the ferryman of the
river Styx due to the barren
appearance of this soul-destroy-
ing world. The interim period of
waiting for the test results is one of
the tensest periods in your life.
Eventually the marks arrive

¥ The sinister alien computer
complex of level four

l first played Defender in our local leisure centre about eight
years ago and still remember being impressed by the new
way of displaying the action. The only significant games at the
time were Scramble, Asteroids and Space Invaders (how many
readers out there actually played the original?), so naturally
Eugene Jarvis' game caused a shift in the direction of video
games. Lots of games since have been remoulded versions of
Defender, and StarRay follows suit. Not that this is in any way a
bad thing, in fact it's great! | loved Defender, | love Dropzone and
now | love Starray! The graphics are impressively varied, with
colourful multi-layer parallax scrolling and the sound -well . ..
the tape containing the main tune has been blasting from my
Walkman almost non-stop! Actually, a couple of records in my
collection sound like this. My only reservation is the price. If it
were under 20 quid it would be bordering on a Gold Medal - but,
at 25 quid, I'm not sure. Buy it anyway!

and . .. you've made it! You have
become a fully fledged SiarRay
pilot!

Your designated ship is a state-
of-the-art gull-wing fighter cratt,
fitted with bog-standard military
lasers and wvapouriser bombs.
Additional features can be auto-
welded onto this ship by collecting
glien munition pods (sea info box),

Your first tour of duty is on the
planet Gorbaxa, a storage facility
on the outer reaches of the Forces'




& lwonder if Patrick Moore does this in the sky at night?

Network, The planet is used for
holding the Kryptium Energy Cells,
the major source of fuel for the
huge Star Cruisers. The Cells must
be constantly guarded, not just
because of the rarity and value, but
also because of their hazardous
properties. They are linked to a
series of energy towers which the
alien lander craft plug into, turning
them into dead spires of metal.
Next, you're posted to Sirion, a

keap you busy in lavel two

¥ Giant bees, roving prehistoric birds and mutant mosquitoes will

holiday planet where the dense
]errgla W ation is getting just a
ittle too dense for the inhabitants'
liking, as it threatens to spread
over the transport rails within a few
hours. The Forces' Network:have
placed Exterminator Robots (in-
tergalactic trademark] on the
planet in order to hold back the
creeping undergrowth, but the
ungle wildlife decides {o attack.

our task is to protect the robots

by blasting the alien gfn?ssnrs.

After the statutory home leave
for family visits ('Hi, Aunty Gladys,
I've brought this bit of alien
spaceship for a souvenir'), you're
off to Sharion, where the gradually
freezing ozone layer is being pol-
luted by young extra-terrestrial
joyriders.

Now that you've got used to the
easy patrol sectors () you can fly
out to the outer unknown regions
i&:r a sp:‘.:t of vagabond blasting!

8] |

f it weren’t for the fact that

Maff, Paul and Gordo have
been hogging the Amiga for
the last five hours, | wouldn't
be seen dead writing about
Starray - I'd be playing it. Like
Defender in the arcades and
Dropzone on the 64, it's one of
those games that you just
can't put down - not even for a
bacon sandwich with a double
helping of tomato sauce. Even
without the gorgeous
graphics, the incredibly
smooth parallax scrolling, the
cool and froody soundtrack,
the atmospheric effects and
the astonishing array of
screaming, snorting, soaring,
sighing aliens, Starray would
be astoundingly addictive -
with them its practically per-
fect. My only gripe concerns
the price: as a jazzed-up ver-
sion of Defender it's not exactly
original so the most it should
sellforis£20, .. RIGHT, move
over Gordo, | want a go!

PRESENTATIO

Free audio cass

90%

od load-

game' option, but no two-player
mode,

GRAPHICS 89%
Well defined with s
ling, but the sp
times too small 1
tinctive.

SOUND 87%

In-game sounds vary from a

excellent loading music,

HOOKABILITY 94%
Instantly playable due to the sim
ple blasting format

LASTABILITY 92%

Seven levels all with differing
atmospheres and harder alien
waves,

OVERALL 90%

An excellent, brilliantly addictive
game; £25 s a little high—but it's
worth it.
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I rAam

. so | won't. I'll talk about the game
Mirrorsoft, £19.99 disk instead (Yeah, good idea, Maff —
Ed).

Sky Chase is set in Fightertown
USA (no, I've never heard of it
either) where new Air Force
recruits are trained. You take the

elling a joke about The Village
People singing ‘In The Air Force’
bt | didn't think it was very funny,

I‘was going to start this review by

¥ Aserial acrobatics 'n' trix made Cameron feel a bit sick

THEHST
104) MISsiLES

G juc-aa'Fsmmu L |
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part of one of these recruits as he
embarks on a flight test which con-

sists of head-to-head aerial
dogfights set within a restricted
area.

Obviously, the Air Force don't
want to have expensive planes
destroyed by rookie pilots blasting
each other out of the skies (the
paperwork for trainees killed is
horrendous) so all the flying takes
place on computer simulators
against the machine or another
cadet in one of seven types of air-
craft: from an FA/18 Homet to a
paper aeroplane (believe it or not).

The display shows a first person
view from the chosen fighter with
your opponent displayed as a wire
frame plane in your display - plus
the view from their plane. If you
think you're suitably hard, you can
switch off the computer's display
in one-player mode and rely purely
on instruments only to catch the
enemy.

Along with the choice of plane,
various other options can be
changed on the title screen. They
inclu rid size, G-force toler-
ance, bullet strike area and other
details.

N
HEHST
MISSILES fo )

AMMO 0086

PRESENTATION 93%

Very easy to control with a
waalth of options.

GRAPHICS 75%

Very fast but slightly bland air-
craftand ?r graphics which
don’t really push the Amiga's
capabilities.

SOUND 51%

Minimal in-game sounds and
pleasant, if a little misplaced, title
music.

HOOKABILITY 80%
The simpilified flying action s

instantly appealing.

LASTABILITY 72%

The single player option won't
keepits hold on you for long, but
the two player option makes up
for this.

OVERALL 78%

An exhilarating flying game — at
its best with two players at the
controls,




Discovery Software International, £19.95 disk

Here we are again with | Arkanocidontothe Amiga, you take
another game about round | the part of a rather athletic round
people (wot?). Well, Pacman | person, running about on a grid
was round, Harvey Headbanger | trying to change the tile colours.
was round and now Zoomer is | This is done by surrounding the
round (thus ends our entry for | square with your trail, which you
Most Tenuous Start To An Intro Of | automatically leave behind. If you

{see MONSTERS box).

Also littered around the maze
are objects to help you in your caon-
test, either giving you an advan-
tage or giving the monsters a dis-
advantage (see PICK UP box). If
the nasty monsters of Zoomland | you lose all three lives before com-
trying to kill you, each with their | pleting 50 levels then the monsters
own movement characteristics | win and you lose (boo-hool).

The Year). manage to change all the squares,

In this release from Discovery | youcanmoveontothe next plane.

Software, the converters of As always, however, there are
MONSTERS

JAGGERNAUT: Follows Zoomer around
the grid. One touch is fatal

WORMLETTS: Wander around rubbing out
Zoomer's trail

ANGLEHEADS: Randomly wander the grid.
Slow Zoomer down when touched

SPHEROIDS: Walk up and down one line.
One touch is fatal

BLACK HOLES: Swallow Zoomer up

PICK-UPS
ICE CUBES: Stop the enemy cold (groan)

]
%
m SWEETS: Bonus score or more speed
& MONEY BAGS: Bonus score
a APPLE: Fills all squares it touches
ﬁ POTION: Temporary immunity
(E.- GLUE: Slows down the monsters

ROCKET: Finishes the grid

MYSTERY: Who knows . .. ?

It's interesting watching the games industry going
back to its roots, and turning up games like Blas-
terolds, PacMania, Better Dead Than Alien and now
Zooml, which is a 3D version of Amidar. Like the
other games I've mentioned, Zoom! proves that the
old format isn't at all tired out, and the addition of excellent
i graphics and good sounds help it stand out in today’s market full
of innovations. Gameplay is simplistic, but the frenetic chaseab-
out action provides of fun. The dual player mode and col-
lectable icons boost the enjoyment as ever, but | can see the
action becoming a teensy bit repetitive over 50 levels which just
provide differing screen layouts. Even so, twenty quid is a
reasonable price to pay for such classy entertainment, and I'd

say Zoom! is definitely a game you should look up.

¥ Don't get too near those gorgeous, pouting lips - one kiss and they'll
swallow you up

S0t

BilaBaa

CE TO CONTINHUE

(S RN T

8la88aa

LR
§ & & ¢

A Cameron's been drawing pretty patterns — he doesn't seem to
* realise it's the squares he's got to fill

PRESENTATION 92%
Fantastic introduction piece,
ability to start on any of the first
ten levels and numerous humor-
ous in-game touches.

GRAPHICS 90%

Brilliant sprites, funny animation
and all-round good use of col-
our.

SOUND 94%

A load of great samples and
tunes.

HOOKABILITY 90%
The simple gameplay iz an abso-
lute doddle to get into . . .

LASTABILITY 91%
... andit's just as easy to get
completely hooked.

OVERALL 89%

Another old game-given a new
lease of life andit's well funny to
boot!
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bedroom somewhers in

theworld . . .

Player one: ‘There's no
such word as pyx.'
Player two: “Yes there is, I've sean
'It L]

Player one: 'Well let's look it up
then.'

Player one scrabbles through a
dictionary.

Leisure Genius, £19.95 disk, mouse with keys

Player one: ‘Here. A pyx is a chest
inwhich coins from the British mint
are weighed. Now that's on atriple
word so that's 54 points.’

Player two beats player one
senseless with the dictionary.

If this means nothing to you then
you've probably never played
Scrabble, a game which causes

m

w

or years all Scrabble has meant to me is boring
Sunday afternoons visiting relatives, when they
decide to get the old games out after Antiques Road-
how has finished. For this reason (not to mention
the poor reception the other versions were given) |
release an Amiga version. | sup-
pose that putting it onto the Amiga enables more words to be
stored in the memory, but the subject matter doesn’t really allow
the programmers to stretch the machine to its limits. If it had

wonder about how wise it is to

more arguments than Trivial Pur-
suit and Monopoly put together!
This new release from Leisure
Genius contains all the elements
of the original board game.

It opens by presenting a series
of options menus, allowing you to

Carmeron 5

SCDRE: 37
rffjﬁTﬁiifrﬂﬁij
Rodders 3
SCORE: 66

Comeron is
thinking. ..
MAKER 16

TILES LEFT: K 62

set the number of players, the time
limit and whether to see the tiles
and the computer thinking. The
board is then drawn and play
begins.

You must enter a word on the
keyboard and select whether it

Scrabble is rather a tame idea for a computer game
in today’s fast-paced market, but an old classic is
always worth a try. Board and tiles are very well
displayed, and are as functional as their
equivalents, once familiarity has been ga

. The

animated figures playing the game and digitised , maybe, options menu adds a lot to the xma - hints and tile reshuffles
but then that would beimtplﬁallhr.'ﬁhtm‘m is simply are a great help if you're stuck for a word. The viability of pur-
a standard Scrabble game with nice presentation: nothing more, chase is dependent on whether you like board games; if you do
nothing less (like me}, you'll love this conversion. If not, forget it.

GO!, £24.99 disk

en years ago, alien forces

invaded planet Earth (al-

though | can't say | noticed.,
Mo, that's silly. Forget | said it).
They began to drain the planet of
its valuable resources, leaving
behind nothing but desclation.
Since these forces now control the
food and water supplies, they have
been able to impose a tyrannical
rule over the human race,
threatening the use of a powerful
missile to destroy the globe if their
needs are not met,

An elite fighting force has been
in secret training and is now ready
to defeat the cruel alien leaders,
These are... the Bionic Com-
mandos.

Soldiers are hand picked and
brought to the peak of physical
fitness to deal with any eventuality.
After this training they are given a
further advantage; every Com-
mando is fitted with an extendin
bionic arm, useful for climbing an
swinging through trees, swatting
aenamies and catching objects.

You play the part of one of these
Commandos, heading the infiltra-
tion team into the enemy base. The
game begins with you being drop-
ped by parachute into the forest at
the entrance to the enemy stron-
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. Play the B4 version if you
if you can't, that's still

no excuse for wasting money
on the Amiga version.

can,

BIONIC COMMANDO

acco
inside the Amiga.

enough, so it quickly

What have GO! done to the game that | enjoyed so
much on the 647 What
fact that the tragic ruin of
scrolling, which | would have thought was easily
with the powerful graphics hardware
ding the grappling claw to something
off-screen leaves the program bewildered as it can’t scroll fast
shunts the screen a few pixels in the
required direction and retracts the arm before it can grab some-
thing. When you finally do get a claw-hold (several extensions
later), you've probably been overrun by enemy soldiers who've
nly appeared from the new screen section. The bad scrol-
ling also affects weapons collection as shooting goodies fre-
quently drops them into a corner of the screen, so of course, one
step in the wrong direction can result in them scrolling into obliv-
ion. Graphics and sound don't reach the standard | would have
expected either - all in all, a very disappointing conversion.

ravates me most is the
gameplay is the screen

¥ Bionic Commando a rather disappointing game which is a pale
shadow of the 64 version




o

should go across or down. The
start point is clicked on with the
mouse and the word placed on the
board. You can decide at this point
to reject the word and enter a new
one if the score is below what you
expected. Play continues thus
until all the tiles are drawn or there
are no more spaces for words.

Various other options are
included, such as 'hints' from the
computer, the ability to juggle the
letters in your rack and an option
to replace some or all of the letters
in your rack.

PRESENTATION 90%
M 5 options and easy
con

GRAPHICS 73%

yoard and tiles, with
all appearancea.

SOUND 8%

The odd ping, but nothing else

HOOKABILITY 63%

Well how much doe
bie grab you?

LASTABILITY 63%

Again l'.]t".f'lf‘l"lff" an how much
you like Scrabble

OVERALL 70%

Nicely presented conversion of
et which has obvious limi-

ghold. The forest is patrolled by
troops of enemy soldiers, armed
with grenades and rifles, as well as
killer beas and deadly flying crea-
tures that biff you from abowve.

If you can survive this, you then
travel into the aliens’ castle dodg-
ing robots and cannons, followed
by the base itself. At the end of the
fitth stage lies the central launch-
ing computer, the destruction of
which should ensure the safety of
the human race,

PRESEHTATH]H 34%

rol method, no
ror -ﬂru::l and slow multiload give
the player an instantly poor
IMpression

GRAPHICS 69%

Some beautiful backgrounds
quate sprites, but awiul

scroding

SOUND 80%

Good tunes (especially level
twa), but the Amiga can do bat-
tar

HOOKABILITY 38%

Th ng is just too tough from
¥

LASTABILITY 37%

Five large and well drawn levels,
but the process is frustrating and
ultimately boring

OVERALL 35%

A very disappointing conversion
.rrr‘q the power of the

Capcom, £24.99 disk

ard is not the word for it.
You're harder than hard,

harder than wvery hard,
you're even harder than the har-
dest that ever... erm... was

really hard. You're so hard, in fact,
that you've decided to prove it to
the rest of the world. The meanest,
nastiest, vilest street fighters of
five different nations have agreed
to take you on in one of the dirtiest,
most underhand, no-holds-barred
strest fighting contests in the uni-
Verse ever,

As Ryuyou take onten well-hard
geezers in locations ranging from
a railway siding somewhere in
America to a pagoda some place
in Japan. These are not the sort of
guys you'd like to meet on a dark
night. Most of them haven't got
any more elaborate weapons than
their hands and feet but one ortwo
have raided their plggybanlcs and
come equipped with shunkens,
bits of lead piping and even a pair
of boxing gloves.

Each opponent is faced sepa-
rately: whoever gains the best of
three bouts is the winner. In two-
Blayer moda Ryu and Ken (not Bar-

ie’'s Ken, however) battle it out
first to decide which one will take
on the rest of the world.

Just to show off even more you

can test your reflexes in the bonus
levels by at‘temptinﬁ to Fermrm a
karate chop on a pile of concrete
slaﬁns. They're pretty hard as
well ..

of those ‘pretty but total
wouldn't be true - ulihuw
the sound isn't that much

your Action Man.

I've just spent about half and hour
Fighter and 1 still haven't worked off
aggression. | mean, how can you work
aggression when all u
h, ‘:imlgh str::t fi hturs collapse in

roug [+] a pathetic
hewnt mfutThetwu—phwrmnﬂﬂmﬂw

hmmmhnhltm“ﬂ'sururaplsy-dfbammmm
Hun.ﬂduum'tlnuuhdmuucapmmnf

ics are fairly unremarkable and
mﬂmmdhnﬂmhmﬂmmﬂmﬂghtﬂrmﬂmm

. S0, if you want to work off all

knock

the slow-motion ga
undhyanyﬂiwat

" Even

energy bar has

. If this is a top-quality beat 'em up then I'm a one-
eyed Rumanian greengrocer. Talk about easy - you
study the moves to be able to

practically everyon

right through to the last toughie on my first go -
exactly say much for the product's lastability. |
can't say | was overly impressed by the graphics, the so or
fact| can't say | was overly impre-
the bonus section takes ages to
react to your frantic pushing of the joystick — by which time your
gone back down to minimum (great). If you're
after a beat 'em up leave this one lying on the shelf.

e out in under a minute. |

A Eventhough he's twice your size,

this Block Head is stilldead easy
to beat

PRESENTATION 27%

Option to start in any one of four
countries plus the odd message
from your street fighting friends.
Mo real two-player option,
though.

GRAPHICS 44%

Finely detailed characters, unex-
ceptional backdrops; very slow
and jerky movement,

SOUND 40%
Fairly standard tune —

nothi
special. i
HOOKABILITY 39%

As you're beating everyone in
sight you'll want to play through
itonce. ..

LASTABILITY 15%

. . but not twice,

OVERALL 21%

So feeble that you really will be
able to beat ‘em all up - first go.

ZZAP!64 November 1988 93
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Infogrames, £19.95 disk

guick haunt around that

cosy castle, a nifty screech

at its occupants and a bit
of telekinesis in a set of spotted
designer sheets is all you'd set
your heart on. 'It"ll be a laugh, ' you
thought to yourself, 'appearing at
windows, sticking an axe through
my leg, carrying my head in my
arms, walking around in suits of
armour, letting rip with blood-
curdling screams — well rad’. As it
turns out, a laugh is just about the
only thing you didn't get. A shame,
because you got a lot more than
you bargained for.

When the window you climbed
through siammed behind you and
the nasty rain was shut out, even
your spectral form couldn't pass
through it again. There was. . .
are you sure you're ready for this?

T T T T O mE T TR T
e Y =t - B
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A That's the spirit! (Corny Captions Ing)

¥ There's a ghost in the machine . .. er... well, in the house
anyway

=R e

¥ (Cue West Ham supporters) 'I'm forever blowing bubbles . . .
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W's not very nice... OK, brace
yourself . . . (da-da-DAAAT) & wic-
kedly nasty, horribly bloodthirsty,
incredibly bad (urggggh!) EVIL
FORCE livingin the haunted castle
(boo, hiss)!

Brian the terrible {and he really is
terrible, vou can't get much mora
terribler than Brian) has done a job
on you good and proper. As if
being a right nasty piece of work
{and ugly too) isn't enough, he's
nicked your eternal soul. Not that
he wants to do anything with it: one
look and he's totally bored, Brian
would much rather tear a chicken
limb from Imb. In fact, he's just
plain cruel (probably tore the legs
off spiders when he was a kid) and
leaves it bobbing tantalisingly in

Anyone who
thinks that com-
puter games are
lacking in imagi-
nation or original-
ity at the moment would be
forced to change their mind
after playing Bubble Ghost. The
concept of a ghost blowing his
soul around a castle full of
spiked objects is just s0-0-0-0
wierd! Having said that, | have
to stress that it's great fun to
play, each screen requiring
aven more dexterous mouse
handiing than the last — things
get very tricky on the later
levels. A special mention must
go to the game's use of sound,
which comprises a catchy title
tune (which Maff informs me is
‘Well Atmospheric’), and some
humorously appropriate
sound effects, such as the
ghost's hacking cough when
he's made to blow fortoo long.
If your software collection is
crying out for something dif-
ferent, Bubble Ghost is just
what you're looking for.

front of you, suspended in a soap
bubble (the rotter!).

You're a ghost {but a very nice
ong, honest), so you can't exacty
grab hold of it: touch it and your
hand just goes right through.
There's nothing for it — you've got
ta find another way of taking it with
you when (or should that be if?)

you escape.

So what can you do? Think,
think, think, scratch your head a
bit, think a bit more, summon up
your guardian spirit... oh no
that's in the bubble... eat a
banana, take a bath, blow — yeah,
that's it — blow the bubble about!
Dead (geddit?) easy!

FUCELE SMESY

& Life for a ghostly entity is not
as straightforward as it seems

Dead easy my bottom! You have
to flip around the bubble, huffing
and puffing and following it about.
And you've got to remember — this
is the home of an evil spirit (boa,
hiss — really loudly this t:mﬂs, 50

Fans of the cute and curious, take a look at this!
Bubble Ghost is one of that Increasingly rare breed,
the totally original game. Furthermore, unlike many
such oddities, the gameplay is not so way out that
the player is left confused as to what's going on. In
fact, the idea is very simple but success demands quite a bit of
deft mouse-manoceuvering, especially as you progress to the
later halls. The practice option is very handy indeed, but the
game would benefit from a level select system. The early halls
are too easy to provide a lasting challenge so it becomes slightly
tedious to have to negotiate them to get back to where you were
last game. But why am | being so pernickety when a game is as
much fun as this? Erm, | don't know, now you come to ask . . .

C
E score: 8850
score:188458pueeLE:

——— e
e L @

there are plenty of traps littered all
over the shop: nasty impaling
spikes that pierce the bubble, evil-
looking heads (haven't they got
any manners staring at you like
that?) which block your path, fans
to blow you off-course and burrni-
ing candles — and you know what
happens when a bubble crosses a
candle flame, don't you?

But don't forget that bubbles
aren 't the only things that you can
blow about [kyak, kyakl Quiet at
the back, missus!). After all, what
happens to candles when you
blow at them?

Let's hope they're non-flamma-
ble designer sheets,

ar - [
Iy W "
S e

Whenever | play
games that have
beean converted
from one 16-bit
machine to
another, | always think ‘What
will be different?, "Will the
gameplay be as good?' and
other equally fascinating
things (we get the general
idea, Maff — Ed). I've played
Bubble Ghost on the Atari ST a
few times, and these ques-
tions cropped up when |
loaded uﬂ the Amiga version.
Luckily there was nothing to
worry about. As soon as the
imprassive title screen
appeared, backed by the
amazing music, | realised that
the programmers at ERE had
used the extra power of the
Amiga to good effect. The
game itself has lost none of the
addictive qualities of its Atari
incarnation, in fact I'd say that
the wonderful sampled effects
make it even better! | know it
may not look so great in the
screenshots (and it's not that
exciting to watch someone
else playing) but when you
have a go for yourself, that's
when Bubble Ghost comes into
its own.
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Microillusions, £19.95 disk

n the 21st century eve

city in the world is lin to one

central computer-controlled
system. Not surprisingly, police
are already on the trail of hackers.

The Tracers' battle against the
hackers is depicted on a grid of
squares, each of which represents
a node. They move across the grid
leaving a trail of corrupted nodes
which cannot be passed through
until that hacker is taken off-line.
Also on the grid, of course, is the
Tracer, who similarly lays an
impassable wall of nodes around
the hackers, hoping to force them
into a trap.

The hackers aren't stupid,
though, and are just as keen to see
you leave the system, so they
employ the same entrapment
strategies to get rid of you.

Because e user's mind is
linked to the system, being thrown
out can cause physical pain and
terrible psychic damage - an
experience known as a 'bumn’.
Cluite obviously, a person can only
stand so many burns before sign-
ing for a one way ticket to Dr
Julius’ Laughing Academy, but a
burn's effects can be overcome to
a certain degree by picking up

major

LR iy o A BT b B,

A ‘Mot as much fun as a poke in the eye with a pointed stick - but a
decent 'light-cycle' game nonetheless

Hackerdust — a narcotic sub-
stance used by the hackers to
allow easier entry intc computer
systems.

Your mission as a rookie Tracer
starts with the selection of a piece
of music designed to increase
adrenalin flow in the ‘pilot’ and
then choosing a tactic. The hac-
kers in the net monitor these deci-

S I M U L 4

Epyx, £24.99 disk
Ralive the naval battles which

your armchair to enter the nearest
time machine. This game gives
you the Captain’s cap and leaves
you to it, beneath the waves of

made history in World War 1l
- and without even leaving

¥ ‘Yyawn ... Is that a ship over there? What? Oh, all right, I'll go back to
sleep ... zzzz..."'

ferarus Bl E] <

s 330kl L}
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oceans seething with hostile ves-
sals all eager to give you a good
kick up the stern.

The gauges and buttons essen-
tial to the control of a submarine,
such as depth, heading and speed
indicators are all presented on one
screen. Also shown are two sub-
screens which display maps, a
side view of the submarine, status

readouts, HADAR and SONAR
pictures and exterior views from
the top of the conning tower,
through binoculars (VX magnifica-
tion) and, of course, through the
periscope (yaaawn ) Also on
the control panel is a message
window which relays warnings
and information from the crew.

In addition to a target practice
mode, there are B0 different mis-
sions to compiete, 24 in which you
play an Amencan captain fighting
the Japanese in the Pacific, and
36 in which you command a Ger-
man U-Boat against British and
American shipping.

To combat the onslaught of
enemy planes, aircraft carriers,
destroyers and patrol boats, your
submaring is ippad with for-
ward and aft-finng torpedoes, a
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4 Looks like someona's in trouble,
Brian

Once all the hackers in a sector
have been destroyed, you move
on to the next, tougher ‘precinct’,

N 80%
| different
. 5 and musical

! Ja 5
GRAPHICS 42%
Very simple grid and sc

yout, but the game
demand fancy graphics
SOUND 59%

0 mainly of nice j'ﬂﬂ r

cessant drum sequences

HOOKABILITY 82%

Games of this type are always
initially addictive,

LASTABILITY 69%

Progress through the levels only

VERALL 74%

3y good example of a Tron-
a0f
ngths and weaknasses

deck gun and an anti-aircraft gun.
All are targeted and ranged
automatically through the peris-
cope.

Missions usually last for several
hours and so the programmers
have thoughtfully supplied options
for loading and saving games to
disk. 'Snice, innit?

PRESENTATION 69%
Keyboard reference guide
( & In handy, but trying to
eep all the controls on one
& has resulted in the dis-
play looking crampead

GRAPHICS 42%
Screen update |s slo
graphicsaraonly s
they aren't very convincing
SOUND 45%
Reasonable samples of sirens
finng torpadoes and explo
HOOKABILITY 51%
Lack of atmosphere hampers
the attraction of in-depth mis-
SIONS
TY 57%
A .-.r1

challenging mis-

f you're prepared to take the

risk, one of the fastest ways to

big money these days is a quick
flutter — and next on the list is
gambiling. Playing the tables in Las
Vegas is a bit of a pose, but when
the tables win the unlucky gambler
i left without a tuxedo to his name.

Now the risks of such vices are
gone, Craps Academy allows you
to lose your shirt without any risk
of bankruptcy or having your knee-
caps shot off by casino-owning
gangsters.

This is an icon-driven simulation
of Craps, in which players place
wagers on the roll of a pair of turds.
Mo. Dice. A turn at the table |s
begun by setting the amount you
wish to bet. You then select one of
the several types of bet available
by placing your chips into an out-
lined area of the table. The table
display is three screens long, so

PAlS FLACE EllY

M PICE HIMBER NIMEER

Microillusions, £19.95 disk

o A Well er,it's . ... er. .. well, you know whatimean, don'tyou ... ?
. I mean it's obvious, isnt it? t's cr- (sorry, no more space)

S

s o

you can imagine that the betting
options are guite extensive, cover-
ing just about all combinations of
roll, each with its own set of odds
and its own silly name,

Select the Roll Dice icon and
watch the dice bounce down the
table. The stickman (the person
who runs the game) then com-
ments on who wins what and the
chips are reapportioned accord-
ingly.

Play passes thus between up to
four gamblers untii only one
remains solvent.

Lay CIME
ik Gons

ARTDICE g

[
jZJ

NS 7
ten with the

novice in mind
GRAPHICS 60%
Nicely drawn and smoothly ani-

mated table and dice, but that's
it

SOUND 25%

Mot much apart from sampled
chip-counting and dice
effects

HOOKABILITY 24%

Lo ons make
1 into uniess

y difficult o
ve played the gama before,

LASTABILITY 27%
e to play for except extrachip
graphics.

Vi

OVERALL 26%

A complicated and unrewarding
gambling gamse
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MAD, £9.99 disk

Two robot protagonists battle it
gut on pitches constructed on
hills, ridges and valleys. You use

After the appal-
ling 84 incarna-

A Goalmouth action and the crowd

FER AnaEE=gpe

go wild

PRESENTATION 39%

he smart alec designers of | your droid to put a ball into the tion of this weak ; ; ;
I the future have devised a | opposition's goal area at the far futuresport, | had ?%}'ﬂﬂﬂ-ltmgtﬂdih%p;t!ﬁﬁlllftad
revolutionary game that | endofthe pitch-beforeanoppos- slightly  higher NG e "E '“"'FI'-" idn’t existon
poses absolutely no danger to | ing droid bumps itaway and steals | | hopes for the Rrrﬂgn version, Pu{:ifmyt engthy pauses are
human lives — Vectorball, possession. Simple, eh? Those hopes have been iritating.

dashed. From the opening
screen you know the game
isn't going to win any awards

GRAPHICS 70%
Smoath, effective pitches and

solid droids give the whaole thing

for presentation. Missin h
eciting optiona, tedious music | | Bl
! Phwoar! Is this game brilliant? Nope. In fact, the and lengthy pauses are irritat- SOUND 67%

only improvements it has over the dire 84 version
are scrolling pitches and improved droid sprites. On
i g ‘r?m“"“mmp""ag“‘“""‘“’

an e sopo - until
you've selected your choice of game and waited a e two’
and a half minutes hmmhmmhm.m
couldn't five three-screen pitches have been stored on
e A T e e s s prusy
nlnnniﬂubuﬂ-ﬂd‘o?huﬂy hlﬁlfﬂﬁ-lﬂiﬂﬁ
Fumn.Ewnwu,ﬂupﬂchhﬂthnﬂmim-lhmgnﬂnt-
ng hills and bu on ball-bearings! The options listed in the
Mm nging the ‘thn:lh hhwould have

Iped nataly they weren game, Just
like the playability, in fact.

ing enough, but actually start-
ing the game reveals worse,
The droid control is, to put it
mildly, difficult. As if trying to
use two different control
methods in close succession
isn't difficult enough, the pitch
appears to be made of glass;
one bump from your boister-
ous opponent and you end up
out of sight! After several
games I'm almost sure | was
close to mastering it but, just
to spite me, the program
crashed. Small mercies, eh?

- DTRZT 6Als

Thump 'n’ thud effects and a six
sacond long title tune.

HOOKABILITY 41%

Long pauses are an immediate
put-off and the control method
demands much perseverance,
LASTABILITY 36%

Repetitive and annoying.

OVERALL 48%

Poor execution makes this an
uncompelling futuresport game.,

PRESENTATION 21%

A large score table and a bonus
stage aren't raally enough
GRAPHICS 16%

Wabbly sprites and bland, indif-
lerent backdrops

! 3 SOUND 54%
Players, £14.95 disk 6 g No sound effects but a reasona-
I . B WIS ble tune plays throughout
Egaﬁnﬁgﬁl?{,: ,-;hi'gﬁ, t: b 1 around! The animation is a real lluﬂh—lﬂgahugh HOOKABILITY 12%
gang of psychopathic characters mince as If their shoe laces are Instantly annoying action
thugs who enjoy dispensing phys- tied together! vire of offensive man- doesn't induce much
ical violence to innocent passers- m:ﬂ + to an weak right jab while his Kpep playing
by. Mickey can only make friends ios fire g - wkw out LASTABILITY 7%
it he wipes out the hoods who lucky to make it to the end of the first -1 take that you'll BLa it oo .,m. e
make up a rival gang, The Disci- very . to the the E.‘[I_-Jli:!ETI".'I_J..d-!I:_. frustrating all the
ples, and takes out ifs leader, the | | @Walts game ever. Just pick up one of i
rooriocs Coe blown upl Wl what doyou expectfor 16 quia? Misch more then | | [0311 3.7V IR: &7
ron man Mickey can deliver : ; : o
quite a smack in il'}:e mouth and mhMMm. fmhﬂlﬂl- i ubject matter
when duffed-up enemies drop
R their weapons, he can pick them | w if you see this in the High STREET,
s up to use himself. Er, and that's it, GANG up on it (Geddit?) Oh -
* really. please yourself, then
| |was expecting to see when
i |sawthatthiswasa something hmmmmw
Giana Sisters, but this is the worst Amiga I've
. "] seen. The is sluggish and ummln,
After ling to reach the end of level one, being greeted by
the most bonus level able was not amusing. The
Vo joi & sirwet kind of pliemes, cpled ab e
you a gang. :
violent score table ﬁf:rnlly P'l:ll'lﬂhl violence and is
fairly unforgivable. go so as to say that Street Gang
shouldn't be sold in its present form.
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Elite, £24.99 disk

5 everybody knows, the
Thundercats, including
Lion-o, fled their home
planet of Thundera just before it

was destroyed, and are travelling
the stars in their lone spacecraft in

search of anew home. They crash-
land on the Third Earth only to be
threatened by ancther peril: the
Ever-Living Mumm-Ra has kid-
napped Tyara, Panthro and Wilykit
and stolen the Eye of Thundera, a

.
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Eiite’s Thundercats

| don't know what all these kids see in the Thunder-
cats cnrtmnm[?l!-sd}. m-gligt and ::huractar;‘m
ropey even a five-year 's ramme. Well,
that's neither here nor there; the
popular, so there hutubaacury:umrgnm
license. The the

drawings and
mchn,huttfmnmnjustduum‘thddtm. It's simply a
mnnuufmnninglﬂttnmﬂuhlnuywrwwthmnﬂhﬂu
monsters and jumping over obstacles — not really very thought

. With a character license such as this, Humlylhz-ng

& Gun in hand, Lion-0 fends off the attacks of the evil mutants in

magical gem set into the hilt of
Lion-o's Sword of Omens. Lion-o
has to fight his way through 14
horizontally scrolling levels to get
them back.

Luckily, the Sword of Omens is

-

=
>

¢

gﬁku:ﬁu-
‘l"u'l!;I

still powerful enough to crack
enemy skulls and break into sup-
ply boxes which hold blaster pis-
tols and extra lives (phew!). A lifa is
lost on contact with a mutant, by
falling into one of the pits which lie
between platforms, or failing to
complete a level within the time
limit.

As you approach Mumm-Ra's
fortress, Castle Plundar, your aims

The gameplay in
Thundercats
hoids little over
that of Martech's
tedious Vixen. It's
more or less the same type of
walk right-crouch-fire proce-
dure but, unlike Vixen, play is
challenging because the
weaker weapons (the Sword of
Omens is particularly puny)
make defending Lion-o
nst the oncoming hordes
mutants a tortuous test of
reactions. The inclusion of
rescue missions give the game
the sense of purpose that
Vixen lacks, but apart from
these factors the game is
unremarkable. After several
trips as far as the end of level
two, | found the whole thing
growing more and more tedi-
ous. I'm sure that even ram-
pant Lion-o groupies would
want more from a Thundercats
game than the short-lived thrill
of seeing their heroes on the
computer screen - this prod-
uct wouldn't provide them with
much beyond that.

It's a sad fact of
life (sigh) that the
production of

most tie-ins is a

of cat liberation are realised. Tygra
15 rescued on completion of level
three, Panthro can be saved on
level eight, and Wilykit on stage 13.
The final level is a showdown
between the leaders of good and
evil, as you face the mighty
Mumm-ra, who stands guard over
the jewel. Destroy him, and the
Thundercats return to their lair for
a relaxing bowl of cream,
Miaaacoowwwwww . . .

PRESEN

Hiat

LITY 72%

packed romp, albait a

LITY 66%
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Audiogenic, £14.95 disk

hat do the words Helter
Skelter mean to you? A
spiral-shaped chute that

you slide down on a mat? Well for
the moment forget about that,
because the game Helter Skelter
has got nothing to do with slides or
mats, but plenty to do with plat-
forms and balls.

Tha game takes place in one of

Quite often,
games gain
acclaim just
because they'rea

bit wacky, which
makes reviewing this a bit
dodgy. Helter Skelter is a wacky
sort of game, so I'm sceptical
of givin%it a high mark. But I've
played it quite a bit now and
it's starting to drive me up the
walll The control is a bit tricky
at first since the ball seems to
have quite a lot of momentum,.
It takes a while to start moving
and even longer to stop. Once
this has been overcome, you
can really get into it. It's not the
sort of game where you have
just one more go, it's one of
those games where you just
keep playing and playing "till
you go bug-eyed! The
password system means that
you don't get too bored by
having to play the lower levels
all the time (but the high levels
are really hard!) and the screen
editor may extend its
lastability. There's nothing
else for it, it's got to be another
highly acclaimed ‘wacky’
game!

those well weird ‘other dimen-
sions' we're always hearing about.
This time the strange environment
is a collection of rooms littered
with walls and platforms which you
must bounce about on. Oh, by the
way, the reason you're bouncing
about is because you are a rubber
ball (well, | did say it was weird)
(Just like you, Maffy-babes — Ed.)
Some rooms wrap around so that
zooming off the edge of the screen
places you on the opposite side. In
these rooms are bunches of crea-
tures, ranging from square-
headed gonks to oversized blue
Crows,

Above the head of one of the
creatures hangs a yellow arrow.

.'L

BONUS ICONS

-Dw Ends the level,

Q

This marks the thingy that needs

to be bashed by you, thus remov-
ing it from the screen. If, however,

you land on a monster not marked
by an arrow, it splits into two smal-
ler creatures (but they don’t spiit
any further than this), making more
work for you. All the creatures
must be killed in the correct order

betfore the timer runs out, other-
wise one of your lives is lost.

As well as being able to move

left and right, you can hur yourself
at the floor to increase your
bounce — but be careful, since

This is an unusual game in every respect, from the
odd and basic sound effects to the gameplay itself.
It's very cute, though, and I'm a real sucker for
cutesy products (How to keep an idiot happy: give
me a game of Bubble Bobble or Little Green Man and
I'm well content). All the creatures are neatly and imaginatively
drawn, which makes you think that some of the simpler screen
designs are going to be easy — don't be fooled! There are some
real pilchard levels in there! At this comparatively low price it's
well worth a look, whether you like buck-toothed aliens or not.

Letters form the word EXTRA for a bonus life.
@rmpmruy stops the monsters from moving.

Adds time to the clock.
Temporarily stops the clock.

Allows you to hit any monster.

every bounce decreases your
bonus,
Occasionally an
appear on the screen, giving you a
slight advantage. if you think that
the screens are too hard then you
can alter them to your own design.

icon  may

Ir"‘

Aaaaagh!
Ngaaaah!
Wyagggg! Right, |
think that's
waorked off all the
aggression haf an hour of
Helter Skelter has just given
rise to. And all because of an
innocent little bouncy ball and
a couple of evil-grinnin
potato heads — aah! Yeah, well,
now I've picked my shredded
nerve ends off the floor let's
get on with the comment. The
graphics aren't exactly the
sort to take your breath away
(have you been eating garlic
again — Ed), the ga isn't
overly astounding, but the
package as a whole is more
addictive than Saturday Night
Live after sharing a pint of
Barbican with PG down The
Bull. For some reason that
infuriating red ball never quite
nn-n_n whare you think it willl f
you're axpeacting fancy
presentation and over-the-top
Amiga graphics, give this one
a miss, but if all you're after is
a good old-fashioned mega-
addictive, well-hard game
then get this - you can afford
£14.95|

¥ Soitdoesn'tlook like much. What's the matter with you—can't you

play a game unless it's got snazzy graphice?

ZZAP!64 November 1988

PRESENTATION 95%

Two player simultaneous action
and a useful password systemn,
as well as the screen editor

GRAPHICS 81%

Cartoon-like sprites and colour-
ful platforms

SOUND 56%

Nice speech and some DX7
sounds (what's a DX77? Those
who don’t know should ask
Maff]).

HOOKABILITY 74%
The strange control is a tad
difficult to handle.

LASTABILITY 89%

Lots and lots of levels to keep
you occupied for a long time

OVERALL 86%

A playable and enjoyable near-
‘budget’ price platformer which
should appeal 1o all fans of
cutesy gaming
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most
attractive feature
is undoubtedly
the excellent 3D
rendering of a
solid environment, which even
extends to exploding trees and
lsaping fish! It's a little surpris-
ing, then, that the technique
wasn't bolted onto a game
which was a little more
involved. That's not to say that
the game isn't a lot of fun as it
stands, though - in fact, it's
most exhilarating to swoop
down over hills and oceans at
enormous speads and blast
the hall out of anything blasta-
ble. The keyboard control
method is by far the easier to
use, as the mouse is so vague
that you usually end up pitch-
ing and yawing when you only
meant to pitch. The audio
effects are disappointingly
basic on the whole, and distant
gunfire sounds like a DIY
enthusiast with a hammer and
| was often given the impres-
sion that there was someone
falling down the ZZAP! Towers
staircase. Any road up, | liked
it loads, and | reckon anyone
who fancies a new approach
to the combat flight simulator
should definitely check Virus
out.




B b

& Just think: all the people inside these houses will die, unless you stop the virus spreading — asah!

rale and greater accuracy makes
it a more dangerous foe than the
Drone.

Even more lethal than the Mut-
ants are Fighters, which have the
same  wanlonly  dastructive
instincts but an even higher rate of
fire, Fighters are also equipped
with a shield which means it takes
two laser hits to destroy them,

Other alien craft only make an
appearance on the game's later
levels; Bombers enter the
from the second level fiying a
fived course and dropping hngh
density wvirus bombs on
parachites.

The first thing that strikes you about Virus is the

B dead impressive 3D: you can spend hours just flying

around, getting used to the controls, spiralling to

great heights and pulling up just before you crash to

the ground - before you even begin to think about
the game. When you come down to the action, it's all very impre-
ssive — a bit like a modified 3D Defender - though it's sometimes
a tad difficult to tell just exactly where you are in space. The
sound effects could have been a lot better (they aren't much of
an advance over the ST version), but they don't detract from what
is a brilliantly innovative and extremely playable game. Be
warned though — it's very tricky at first; and if you're to explore
its rewarding depths, perseverance is the order of the day.

¥ Atense and tortured moment - can you really get this deadly alien crash-diving into the ground?

VIR s -~

T il il

Tha Aftractor s the most
dangerous of all the alien craft, but
its appearances are merctl'ully sel-
dom. As well as firing destructive
lightning bolts at the ground, the
Attractor is equipped with a tractor
beam which it uses to pull the
Hoverplane towards it, drawing off
your fuel.

There are also rumours of a new
alien spacecraft whﬁm; may
appear at any stage in game,
wielding a secrel weapon! Ooooh!

I first saw this on
the ST (not being
at Newsfield
when they bor-
rowed that spotty
great Archimedes) and was
pretty impressed. If | hadn't
seen Starglider 2 or Carrier
Command I'd still be very keen;
however, the combination of
fast, 3D action and a brilliant
plot in both those games tends
to overshadow this produc-
tion. But don't let that worry
you! Virus is one of the more
impressive Amiga releases, its
only fault being the lengthy
amount of time required to
acquire control over your
hoverplane. Once this skill is
acquired, you're well on your
way to many hours of enjoy-
ment: whether it's just flying
around, blasting the hell out of
anything that moves, or simply
acting as a defender on patrol,
thla %a e's compelling. Fire-
inbird are coming out
wi‘th some superb Amiga prod-
ucts these days, and this is just
another to add to the list.
|and watch out for the sea
monster!

PRESENTATION 85%

Redefinable keyboard or mouse
options and intelligent demo
mode. Nice in-game touches,
such as leaping fish and a sea

| monster.

GRAPHICS 90%

Fast and exhilarating 3D effect,
with one or two outstanding
details,

SOUND 53%

Sampled sound effects range
from very good to pretty silly.

 HOOKABILITY 83%

| Contrals take a little getting used
to (particularly mouse), but
Hoverplane manoeuvring
becomes instinctive after a short
while.

LASTABILITY 79%

| Plenty of levels, but though the

| action is always challenging, it

| doesn'thave agreat deal of vari-
aty.

OVERALL 84%

An excellent and innovative
game, but Virus is an acquired
taste.
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OK, OK, it’s a one-off.
I know we said we
weren't going to do
shmups as a Def guide,
but public demand
dictated otherwise. So
here it is, for all you
readers who wrote in -
but no calls for a Def
guide to platform
games, because we just
won’t do one, OK?
Good.

Desperate to stay
awake over the long
winter months?
There’s nothing better
than a good shoot ’em
up to keep the
reactions taut, the
senses keen and the
adrenalin flowing. Join
us on a trip through our
top games from this
massive genre which
goes back to the dawn
of logon time . . .

The shoot "em up has long been one of
the most popular game types amongst
gamers who wanted to bring

the excitement of the arcade into their
oum home. The genre has several
bramches 1o 1, usually classification
comes dowm to the way the action is
displayed — single-screen, vertical-
serollers, horisontal-scrollers, and
30" blasters — but the roots of all these
lie in such seminal (sounds a bit
nuusund ) comm-ops as Space Invaders,
Star Fire(a fun but reperitive 3D space
blast by Extdv), and the archetypal
Defender.

The Commodore 64, with its
hardware scrolling, eight splittable
| sprites and excellent sound chip makes

SUIDETO,,.

SHOOT ’EM UPS

ira simple task for a good programmer
to recreate the destructive fun of the
arcades. Fndeed, it 15 only since coin
shoot"em Iacausfs ml:mmbacmm
an miegrail parl o EamIng scensd
that the graphics and audio hmitations
of the machine have begun to peep
t h, and even then, only m a
mﬁuigafpwﬂymmwucd cases,
With the right peaple shotoing it cwhat
to do, the old 64 is still quite
capable of bringing all the fun of the
arcade shoot "em up to the monitors of
the masses, and we're sure it will
continug to do so for some lime to come.
In the meantime, let's have a look at
the best blasters the Commodore has
managed to accumulare in ifs six and a
halfvyear life span. The games we'll be
scrutinising in this bumiper round up

are.

All brilliant games we’re sure
you'll agree, but one had 1o be
singled out for special
accolade, and after much
deliberation, and painful head
scratching (Gordon had a pair
of scissors in his hand at the
time), we selected what we
considered 1o be the most
original and addictive shmup
ever: the one and

only . . . Wizball.

Sensible Software’s first real success
came with Parallax, also released by
Ocean in the autumn of 1986, The
shoot "em up action takes place over
five elevated planetary zones which

scroll in all directions following the
movement of the player's aircraft,
the IBIS. When not blasting aliens
into the middle of next week,
computer infiltration is the player's
main occupation, for the circuits of
each level's Central Computer hold
plans for a massed invasion of Earth.
To access the main computer, the
Egy:r must first obtain a password
m the many subcomputers
hidden in hangars around the level.
Breaking into these computers
requires security kards which are
held by scientists who only
relinguish their kards when
drugged. What makes Parallax such
a great game is its terrific
implementation ofa perfect blend of
ga_%t types. Graphically it is lovely,
with spectacular parallax scrolling,
but sonically it is even better and
there are frequent
ZZAP! office as 10

15 in the
ether or not

the music is the best heard on a 64.
Not the mindless blast you might be
looking for, but a terrific game

nonetheless.,
OVERALL

92%
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WIZBALL

ndoubredly Sensible

Software’s best game to

date, Wizball just missed out
on 2 Gold Medal back in ZZAP!
Issue 27 - a fact that surprised many
gamers (including several of the
current ZZAP! team).

Play takes place in the eight weird
and wonderful levels of Wizworld, a
once beautiful planet drained of all
its colour by the malevolent Zark.
As an amiable wizard, the player
anempts to bring colour back to the
world by shooting and capturing
floating paint droplets then mixing
the collected primary colours to
create each landscape’s three target
colours. However, also infesting
each level are Zark's minions which
are shot to release magic pearls, used
to bolt extra firepower and gadgets
onto the standard Wizball.

Maost important of these is a mini
Wizball carrying a cat (called Nifta),
which, as well as being a sort of
‘multiple’ weapon, is used to catch
paint droplets. Apart from the three
primary colours, there are another
five droplets to collect, some of
which have detrimental effects on
the player’s progress, by making the
scenery invisible, for example, or
rendering the cai uncontrollable.
Others bestow extra lives on the
player or give the cat the ability to
withstand 128 collisions rather than
the usual nine.

Ocean, £8.95 cassette, £12.95 disk

T

(Paul) Not to put too fine a point on i,
Wizball is mothing short of being a
work of mad gemius! The amount of
thoughtr put o this game 15
exemplary, with a marvellous plot, so
many neal control touches, termfyingly
addictive play, beauriful graphic
desigr and some of the best mustc you'll
ever hear from a Commodore. Apart
from the addinion of more levels, there
are no improvements which could be
made fo this game — everything you
could possibly want from a piece of

169160

Ay

¥ !

compruter entertaimment 15 in there and
nothing has been compromised. I don’t
Enot how it missed out on a Gold
Medal back in Issue 27, but hopefully
the DEF award will go some way to
reconciling thar small misdemeanor,

{(Gordon) There's noi much [ can add
to that: for me, it's a toss up berween
this and Dropzone, with this winning
by wirtue of s onginality. The only
fawlt I found with ir was the initial
difficuley, but the subsequent gameplay

cl
aoonon

makes up for thar by abowt a
millionfald. It's crammed with cute
touches (not something you normally
find tn a shoot "em wup) and 15 almost
totally unmigue, I've played it and
completed it, and I still play it — if you
ever see Il ving around, snap it up,
because 1r's not only the best shoot "em
up around, it's one of the best pames of
all ime.

OVERALL 98%

Thalamus put together the talents
of Stavros Fasoulas, Bob Stevenson
and Rob Hubbard and the result,
Delta, was received 1o much acclaim
back in the spring of 1987. The game
15 one of the many Nemesis clones
which were to spring up, riding on
the popularity of the arcade game,
but Delta’s superb sprites and
landscapes, and its glorious
soundiracks make it something
extra special. At the time of its
release there were some misgivings
about the game's playability, due to
success having a heavy reliance on
pattern learning, but this proves not
to detract much from the game's
appeal, and Delta was, and still is,
the cause of many long and sleepless
nights among members of the
ZZAP! team who are desperate just
1o sée the next level.

OVERALL 92%

Thalamus® first game,
Sanxion,
was a horizontal scroller too, this
time with ten levels of Earthbound
action. As a member of the Sanxion
defence corps, the player fights off
screen after screen of invading alien
forces using only the standard
weaponry of a laser cannon. Each
level 15 rounded off with the
destruction of a mother ship, then
the player progresses to a Re(ren
station where bonus points are
collected against a time limit by
catching, |judgmg or destroving
drone ships. After finishing the first
ten levels, the player can move on to
the more demanding night missions.

This was released before the
‘extra weapons' bug really hit the
Commodore games scene and
Sanxion's playability suffers slightly
in comparison with that of the newer
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breed of shoot "em ups which boast
a large and varied armoury.,
Luckily, this deficiency is only a
minor one, and is compensated for
by Sanxion’s design, speed, silky
smooth graphics, and excellent Rob
Hubbard soundtracks. If a fast and
uncluttered blast is what you're
nﬁ:r, you could do far worse than
nis.

OVERALL 84%

Now one of the worthy inmates on
Hewson's Four Smash Hits
compilation, Zynaps made its first
appearance in September, 1987,

his is another of the horizontally-
scrolling progressive-weaponry
breed which has the player
dispensing death to twelve levels
packed with alien types and their
motherships. Zymaps has fast action
and lovely graphics going for it, as
well as a nicely implemented
armoury of weapons and an
ergonomic method of selection for
once. Counting against the game is
its excessive difficulty level which,
coupled with the player being sent
back to the start of the level every
time he dies, makes Zynaps rather
too frustrating 1o be very addictive,
OVERALL 80%

Hewson’s Paradroid was Andrew
Braybrook's first game to really
cause a stir on the Commaodore scene
and is still hailed by many as a
classic. Init, the player takes control
of an *influence device' which has
been transported into one of a fleet
of space Dreadnoughits, the crews of
which which have been overrun by
their servant robots, now under the
control of an alien force. Play takes
place on the decks of the
dreadnoughts which are viewed

from above, with the screen
scrolling in all directions to keep the
influence device central. Initially,
the player is equipped with the
minimum of facilities - a small laser
and the ability 1o fly - but by
running into other androids, the
influence device can attempt 1o take
control of their weapons and means
of motivation via a sub-game of
circuit capture.

Paradrimd is very much a thinking
man's shoot "em up, and providesan
extensive challenge for even the
most accomplished gamer. Look out
for the speeded-up Competition
edition which was released on a
double pack with a souped-up
version of Uridium, speaking of
which . . .

OVERALL 95%

Braybrook's follow-up 1o
FParadroid took the action to the
outer surface of the Dreadnoughts,
placing the playver in a small and
highly-manouevrable spacecrafi
pitted against squadrons of alien
fighters. Play consists of destroying
hostile ships while avoiding the
many upright obstacles which
clutter the bi-directionally scrolling
surface of each Dreadnought until a
klaxon sounds. The plaver can then
land his ship on a landing strip at one
end of the Dreadnought, and initate
its self-destruct sequence (gaining
bonus points). After a spectacular
disintegrating ship effect, play
progresses to the next level wherea
ship with a different deck layout
must be conguered.

Uridium lacked the depth of
Paradroid, and though it's easy to
get hooked on the fast shooting
action, after a while play becomes
monotonous and formulaic. The re-




released Uridium+, now featuring
on compilations, only had extra
levels to entertain the player, but
mindless blasters should find this
satisfactory for a while,
OVERALL 74%

Hewson and Llamasoft joined
forces to bring 64 owners Jeff
Minter's Iridis Alpha, a game of
surreal blasting over the two
opposing surfaces of the planet
Indis. The bcsir:gcd planet is having
its energy tapped away by
belligerent z\rma.ns, and the only
way the planet's inhabitants can
combat the invaders is with a
squadron of walk-or-fly Gilby Robot
Fighters. The screen in FA is split
horizontally 1o show two
doppelganger Gilbies on opposing
sides of the planet. Play can be
switched between them to eliminate
Zzyaxians on both sides of the planet
and in so doing, accumulate energy,
the level of which is shown by the
Gilby's colour. Finishing each level
requires a planetary core to be filled
with energy collected by the Gilby,

The only detraction to this game
& a product of the typical Minter
outlandishness. However, once you
get over the confusion compounded
by high speed play (which moves in
two directions at once) and the
complications of entropy levels,

Iridis Alpha is an enjoyable and
exhilarating blast, dgﬁ.ymtely one
worth looking out for.
OVERALL 87%

The flick-screen blaster,
Cybernoid created quite a stir with its
smart graphics and tremendous
sotinds earlier this year. You take
the controls of the Cybernoid craft,
gent 1o retrieve the nches of the
Federation which have been stolen
byagang of space pirates. Clouds of
luser fire are essential to coerce the
pirates into giving up their booty,
though you have a limited supply of
| missiles and shields which do the job
equally well. Another very
challenging and very addictive shoot
‘e up, made even more attractive
by its aestherics and suitably ass-
kicking weapons — absolutely
egsential when faced with mobs of
such blood-thirsty space bandits.
Check it out.

OVERALL %0%

After being programmed by
Archer Maclean for Arena Graphics,
then being released by US Gold,
Dropzone eventually found its way
onto the Americana budger label.
The is more or less a clone of
the Williams arcade classic Suargate.,
i fast bi-directional horizontally-
scrolling game with a look of
Defender. Donning his jet-pack and

rapid fire laser weapon, the player
goes on patrol in the skies of the
Jovian moon, lo, on the look out for
a number of stranded scientists.
Swarms of aliens are also after the
scientists, dropping androids to
assassinate them while ethers seed
space with bombs to kill the heroic
jetman. Fortunately for him, the
jetman is equipped with a number
of smart bombs and a cloaking
device which can be used 1o defend
his person and his charges in heated
moments.

The first thing that strikes you
about Diropzone is that play takes
place at very high speed, making it
highly reminiscent of the cult
Williams games in which success
depends heavily on large supplies of
luck as well as skill, The exhilaration
experienced during play is terrific
and the game is superbly addictive,
Without doubt, a ::fcssm example of
the genre which should be hunted
down and played until the tape
wears out and you have to buy a new
one.

OVERALL 97%

Novagen's ageing Encounter is a
version of the arcade hit Battlezone
which avoids the potential slowness
of Commodore vector graphics by
instead using speedy character
sprites to display large flving saucers
and enormous spherical shots whiz-
zing in and out of the screen.
Gameplay is simple — you drive a
tank around a plain cluttered with

vious level with one less shield. For
its time, Encounter was something of
a marvel, and even today, fast,
addictive and thoroughly satisfying
blasting action make it something of
a favourite in the ZZAP! office.
OVERALL 82%

Take a trip into the world of the
Balls, in I, Ball and take the role
{roll?) of a spherical hero who has
taken it upon himself to rescue four
of his rotund chums from the vile
Terry Ball. Play takes place against
the clock on up and down scrolling
levels littered with obstacles and
clectrified objects which give I, Ball
a nasty puncture. Similarly danger-
ous are the assorted peons of Terry
Ball who make a nuisance of them-
selves until I, Ball can blast them
with his bubble gun. Other
weaponry is available by collecting
the occasional power disc, providing
side lasers, rear guns, extra time,
turbo charging, hyper brakes,
shields and the ultimate Rainbow
Ripple Laser. Behind its excellent
gmrhics and Rob Hubbard tune, [,

1 is a very simple game, and
though there is always the challenge
to collect the extra weapons, once
you are fully equipped, you're
pretty much invincible. The only
difficulties you are really faced with
then are caused by running into elec-
trified abstacles because of the over-
keen inertia on the control. Other-
wise, the game is well done and
definitely worth the budget price

tag.
OVERALL 81%

A variation on the vector graphics
arcade game Grravitar, Thrust places
the player in a small delta-wing ship
with a mission o destroy enemy
planetoids by destroying a reactor,
then making off with a spherical
Klystron pod. Since installations are
usually built into caves which reach
inside the planetoids, some fancy

P ——— e o e . e A e - i S i S i T T e e e e e e e e
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large black towers, using a radar
scanner to find and destroy a quota
of aliens who are just as eager to
destroy you. Once the level’s alien
quota has been filled, a warp gate
opens to take the player to the next
level. While warping, you must
guide the tank berween an onrush-
ing barrage of spheres which
threaten to send you back to the pre-

flying is required from your ship,
which can rotate clockwise and anti-
clockwise, thrust and fire bullets.
The ship is also equipped with a pro-
tective force field which can be used
to double up as a tractor beam to
draw fuel from ground-based tanks
and lift Kl n pods from their
pedestals. ?hr player has 1o man-
ipulate the controls with care to pre-

ZZAP!64 November 1988

vent the (almost) free-floating pod
trom going into a spin which renders
both 1t and the ship completely out
of control. This makes dextral play
essential and progress through the
many mazes of caverns is great fun
and requires great skill and thought.
Advanced players can pit their wits
Against reverse gravity and even
invisible caves, and believe us, the
incentive 1o get that far is very
SITONE.

OVERALL 91%

Firebird's I'o is a product of Bob
Stevenson and Doug Hare's Kinetic
Designs and as you would expect,
scores highly on graphics and tech-
nical accomplishment. It places the
player in a ship traversing four hori-
zontally-scrolling astral landscapes
populated with all manner of alien
ships, laser emplacements and mis-
sile silos to dispose of. Extra
weaponry is available when certain
hostiles are shot to leave a glowing
Ereen . This can either be cap-
tured for use as a smart bomb DrsEul
again to transform it into a faster
laser or a wing-tip gun pod. Use of
these is essential as play progresses
and the player comes across giant
caterpillars made of spheres, and
huge and spectacular end of level
aliens. The graphic depiction of
aliens, landscapes and even their
bullets is nothing short of superb,
but gameplay is excessively difficult,
and so crossing the same landscape
over and over again when the end of
the game seems to be in sight, is dis-
couraging, and frustration is more
likely to keep you plaving than
unbridled enjoyment. Waorth a look
if you're the sort of cocky sonovagun
who takes Dropzone 1o pieces with-
out breaking into a sweat.
OVERALL 78%

Zybex heralded the launch of a
new budget label, Zeppelin, and it
certainly got the newcomers off to a
good start. Very much in the vein of
the arcade game Side Arms, the game
a.llﬂwsuncur two players to take off
in their jet suits over 16 right-to-left
scrolling levels, unleashing five
[ypes u(Bt:Itcl.ric death upon the
oncoming hordes of alien rypes.
Shooting the malcontents releases
weapon icons which give our heroes
bullet guns, eight way shots, pulse
weapons, force walls and rail guns,
and the strength of each can be
increased up to four times by collect-
ing the same icon repeatedly.
Graphics throughout the game are
beautifully designed, particularly
the backdrops the effect of which is
stunning on later levels. Helpfully,
firing is automaric, with the fire but-
ton only being used to switch berw-
een weapons. Such features help 1o
endear layer tothe game almost
m:.rm:dut:ﬂ- and when yvou consider
this hasa £2.99 price tag, it becomes
an even more tempting buy,

OVERALL 89%

The Steve Evans oldie, Guardian
is difficult to get hold of these days,
though it does appear on an Alligata
twin pack with another Evans classic
Eagle Empire at a very low price.
The game is an almost exact clone of
the arcade Defender. All the usual
features are in there — smooth two-
way scrolling, the radar scan, the
humanoids, the malicious kidnap-
ping aliens. Anyway, suffice it to say
that if vou were one of the ones who
rlil.'_l.rtd the original so much that it
eft you with a nervous tic, you'd
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better get hold of this and a good
supply of tranguilizers.
OVERALL 87%

One of the greatest injustices of
recent times is that Hunter's Moon
{ Thalamus) didn’t receive the sales

it deserved. Pr%ammed by ZZAP!
diarist Martin Walker, the game
puts the player at the controls of the
starship, Hunter which finds itself on
the wrong side of the galaxy, an
unfortunate consequence of flying
too close to a black hole. Of course,
gering back to the right side of the
galaxy is the game’'s objective, but to
do that the player has to negotiate an
entire system of alien cellular
growths, which is divided into sev-
eral multi-directionally scrolling
levels. Once four hyperspace co-
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ordinates have been found, play can
move onto the next level. Berween
each level, the player takes partina
bonus game in which the Hunter has
to fight off a bombardment of spores
from approaching worker cells.

Playing Hunter’s Moon is an extra-
ordinary visual and aural experi-
ence. The cellular formations seem
almost too beautiful to destroy, and
some of the effects border on the
psychedelic. The title music is
superb, but the in-game sound

ects are more remarkable, mak-
ing extensive use of pseudo-speech
noises. The player has as many
optionsas he could wish for, and the
game even allows a choice of ship
colour, and a range Df‘F mmjjﬁ‘umm
engine types which effectively alters
the control method. All these and
compulsive blasting gameplay make
Hunter's Moon a treat for the senses
and the adrenal glands.
OVERALL %%

Reviewed back in the salad days
of ZZAP! (Issue 1 to be precise),
Actvision’s Pastfinder was rewarded
for its unusual but successful mix of
arcade blasting and strategic gamep-
lay. Set in about 6,000 ?m&gatll[:;lﬂ,
the game puts the player at the con-
trols of a Leeper craft which has as
its means of locomotion a set of four
spindly legs which allow it to walk at
varying speeds and jump over obsta-
cles on the vertically scrolling land-
scape. Each level is but a small sec-
tion of a large, irradiated landscape
throughout which are scattered hos-
tile mutants which can be shot with
a laser weapon, ‘artifacts’ which
yield bonus points, and extra lives
or defensive ociuﬂmmt. Available
equipment includes heavy metal
shields and deradiators to combat

the high radiation levels in certain
108 ZZAP!64 November

LL 1Y | inin
Ll iminim

gy

L O Y T T T ]

areas of the landscape, a beam shield
to protect the Leeper from enemy
fire, and a scrambler to prevent the
enemy from detecting and tracking
the Leeper. The object of Pastfinder
is to explore the whole landscape,
collect artifacts and deliver them 1o
bases where the player is rewarded
with bonus points or limited
immunity to radiation.

Although by today's standards,
Pastfinder hasn’t much to offer on
the graphics or sound fronts, it still
scores very highly on playability.
Gameplay is strikingly *different’
bt this adds to the fascination, and
there is certainly plenty to maintain
the initially high interest level - for-
tunate, as the game’s more subtle
touches only come to light after
lengthy plaving. Another game that
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isn't in great abundance these days,
but a prolonged search amongst the
budget bins may well prove fruitful.
OVERALL 91%

Being an unrestrained blast,
FTL’s Light Force found instant
favour with the ZZAP! tearn back in
Issue 22. In it you take it upon your-
self to rid the distant Regulus colony
of rancid aliens and their associated
surface structures. There is little to
ﬂu:il]mnu apart from pumping the
fire button to launch laser bolts up
the vertically-scrolling screen, but
what is there is well presented, fast
and addictive. The graphical repres-
entation of aliens and landscape is
excellent and Lightforce sports a
superb Rob Hubbard soundirack
which adds to the freneticism of
blasting. The main drawback is the

e's lack of levels — there are only

our —and once they've been mas-

tered the game begins again with
difficulty level only slightly
increased, so it should be easy to
continue playing indefinitely once
you're accustomed to the alien
attack patterns,
OVERALL 77%
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1 WIZBALL 6 PARALLAX
Ocean Ocean

2 DROPZONE 7 THRUST

U'S Gold Silverbird

3 HUNTER’S MOON 8 PASTFINDER
Thalamus Activision

4 PARADROID 9 CYBERNOID
Hewson Hewson

5 DELTA 10 ZYBEX
Thalarmus Zeppelin Games

Sothere you have it. Bullshit. The ten best shoot"em ups the Commo-
dore has ever seen— or rather, the ten best shoot 'em ups we’ve seen on
the Commodore.

By looking at the best features of our top ten, it’s clear that there are
three factors essential to the perfect shoot 'em up. The action has to get
the adrenal glands working overtime by making heavy demands an
the your ability to think fast, and move the joystick even faster. Exhil-
aration is the name of the game, and this only comes by repeatedly pur-
ting you in the tightest of spots and giving you the opportunity to escape
with the skin of your teeth barely intact. The best shoot "em ups will
leave you either screaming or sweating (or both).

Equally important is variety. How long would you be able to play
the original arcade Space Invaders for these days? Not very long?
That’s because the action only changes in its level of difficulty, and
the player isn'treally offered any new challenges — just stay alive and
keep accumulating points. Nowadays, a good shoot *em up needs
either graphic variation (changes of scenery or alien types) or at least
attack patterns.

Take the example of Delta. The variety and beauty of the back-
drops and aliens has the player coming back for more with the belief
that the next level can’t possibly look beiter. The alien blasting levels
are also interspersed with column dodging and asteroid blasting levels
which also help io dispel those feelings of monotony.

Butwhere would a shoot"em up be without its weapons? As the pro-
ducers of such arcade games as Nemesis and Side Arms discovered
a few years ago, you get more satisfaction from blasting aliens with
some kind of pretty hard armament, so pea-shooter lasers are out.
However, it is excusable to have a reasonably puny weapon at the start
of playifit can be used to easily obtain loads of types of bolt-on mega-
weapon later in the game. It 1s important that the limitations of the
game don’t hold back the aggressive urges of the player, and from all
the shoot ’em ups we've seen, be they home micro or arcade, we decided
the most desirable death-dealing extras to be made available are prob-
ably as follows:

1. Increased shot speed —allowing only a single shot on the screen
at once can lead to frustrating deaths.

2. Multi-directional fire — three-way then eight-way is usually a
good level of progression, and multiple firing saves the player from put-
ting himself in untenable positions.

3. At least one drone ship which emulates the main craft’s
firing and remains indestructible — useful as a shield or just for mes-
mng out fiery justice to whole hordes of enemies at once,

4. Homing missiles or bombs — maximum devastation ensured.
5. Unstoppable weapons — ripple lasers or beam weapons a la R-
Type are graphically impressive and profitably deadly for whole
ranks of hostiles,

These provide the feeling of supreme power essential 1o the whole shoot
‘em up philosophy. Such games are (we're led to believe) helpful to
the release of the animal aggression we all have asa legacy from our
prehistoric ancestors, which is kept pent-up during our daily lives.
Blasting cathode-ray robots is a far more acceptable alternative to
real-life destruction, though some would argue that one leads to the
other. What do you think?




LOOKING FOR SOMETHING

10am-6pm Fri, Nov 18
10am-6pm Sat, Nov 19
i0am-4pm Sun, Nov 20

Book your ticket now for the
show that has everything:

# The complete Commodore hardware
range.

* All the very latest in software — both
entertainment and business.

* Peripherals that will add totally new
dimensions to your machine.

* Technical advice from the UK's leading
Commodore experts.

... @nd, most important of all, you'll
discover bargains in the form of many
hundreds of special show offers.

You can even save £1 a head before you
get there by using this advanced ticket
form.

You’ll find it at

The 12th Official

commodore

computer show

SNER

Advance ticket order

I Please supply: Bl
[ Adult tickets at £4 (save £1) ..., L A= i
I Under-16s tickets at £2 50 (save £1) ... £........... |
Total € iiiiias)
| [l Cheque enciosed payable to Database Exhibitions Ltd. |
| Please debit my credi card account: [0 Access [1Visa |
:IllllIlllIiIIllllllJI
el
| 160) | I
I - (AN, g TR e T i S
| gr e AT 1 ot S TR L S e R l
I R e i
| - |
POST TD: Databass House, Adlington Park,
| Adiington, 4NP. |
I Presre: ompens: e e :"-";.T I
Lﬂm credit card number and full address AEZEJ

Champagne Suite &
Exhibition Centre
Novotel, Hammersmith, W6

And you just mustn't miss the wonderful world of
Amiga — where you'll be able to see for yourself
the ultimate in personal computing

No matter which Commodore maching you use —
from the C64 up — you'll find just what you are
looking for

All the leading companies senvicing each sector of
the Commodore market will be on hand to
demonstrate their latest developments.

Traditionally the liveliest Commodore event of the
year, this pre-Christmas show is one you can't
afford to miss

| How to get there

By Underground: Nearest tube station is Hammes-
smith (Piccadilly, Metropolitan & District Lines).

By Bus: 266, 714, 716, 290, 30, 72, 73. T4.
Car parking facilities available at the Novotel.

DATABASE EXHIBITIONS
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f you wanna be a real soccer
star, you've got to start on the
streets. Pelé did . . . Maradona
did... Johann Cruyff did...
Paul Glancey didn't—which is why
Pelé is a megastar and Paul Glan-
GB‘; isn't. Funny old game, innit?
ight, now we've established
you're going to be famous, let's do
it properly, shall we? First: the
pitch—there's the soft and slippery

your boots and
whirl: | think it's

this one a

STREET SPORTS SOCCER

Epyx, £9.99 cassette, £14.99 disk

iRt SR
1] L

turf of the park (watch out for those
little canine calling cards) or just
the plain old, ordinary backstreet.

Second: tha team. You can pick

mﬂ;ﬂ;&ﬁ hﬂ:{hgt:
ro - . I'm

work up the right for another game of Street
Sports ﬂﬂ"lllﬂml’m to beat that fatso
last thing | dol
comment. First off = this is not a very
mgn'tm”mmmiuam

play. that's exactly
down to the park with a group
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three players from a selection of
rough and ready streetwise kids.
Spin a coin to find out whether you
ar your opponent (human or com-
puter) go first and the most Epyx
(ho ho) match on the block is ready
to bagin.

Pressing the joystick button
toggles batween members of the
team. In addition to basic passing,
receiving, shooting and kicking,
you can play a variety of fancy 'set
shots' and block an offensive
player.

Fouls result in a penalty shot and
offsides (an offensive player with-
out the ball gets behind a defen-
sive player)] mean automatic
change of possession.

Matches are played over a set
time limit or untii one team
achieves a preset winning score.

PRESENTATION 76%
Multiload may annoy cassette
users. Otherwise — a wide range
of options including team selec-
tion and three difficulty levels.
GRAPHICS 75%

Bright and bold but the players
still suffer a bit from 'the chunks',
SOUND 53%

Unoriginal front-end tune com-
plemented by sparse in-game
spot effects.

HOOKABILITY 78%

You've just got to beat your
maies.

LASTABILITY 70%

Lack of tactical variety may dull
your original enthusiasm slightly.

OVERALL 75%

Just as much fun as kicking a ball
aboutin your back garden—ana
you can't break your neighbour’s
windows (aaah! Takes allthe fun
out of itl — Ed.)




SINBAD AND THE THRONE

OF THE FALCON

Mirrorsoft, £14.99 disk only

ur macho Middle Eastern

hero, Sinbad, has received

a desperate plea from his
childhood sweetheart, the Prin-
cess Sylphani, To weaken the
throne of Damaron, the Black
Prince Camaral has transformed
her father, the Caliph, into a falcon
(nasty trick, huh?) And — wouldn't
you just know it7? = Sinbad's got to
change him back . . .

In a mere few months, our swar-
thy chum must search the many
cities of the surounding conti-
nents for the help of four main
characters.

Libitina is a sorceress with eyes
for Sinbad. Information is difficult
to gain from her, but she can give
Sinbad strength if he is willing to
put himself under her spell; Iris the
Gypsy is a wise old woman whose
information is invaluable; finding a
Genie's bottle grants you three
wishes which could save the day
when disaster strikes. The Sha-
man is the most vital of the four, as
only he knows how to release the
Caliph from the Black Prince's
gpell. To converse, pick one of
three sentences for Sinbad to
speak, being careful not to say
anything which could offend.

Your quest also takes you
through several arcade style
games. Use a crossbow to shoot
down the treacherous Pteranoxos
before it can relay your position to
the Black Prince. Jump between
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4 Abirdseye view (well almost) of
our haro's finger—frash from the
captain's table

underground platforms and avoid
faling rocks when Camaral's
magic causes an earthquake. Kill
the boulder-hurling Cyclops with
only a make-shift sling. Steer your
ship, the Sabaralus, around reefs
to save drowning sailors. Pick the
jewels out of the eyes of magical
statues. Cross swords with some
of the most dangerous brigands in
the land. Blast the alien hordes
with your plasma disruptor can-
non. Er, no, well, that's one thing
the game doesn’t let you do . . .

¥ You could almost mistake him for Douglas Fairbanks (well we

could, anyway)

. huasrtakis

dlamaron
Chalagka
Ennos
cettin
Fgnas
HRisis

e pbinasepiomey S e gty

PRESENTATION 90%
p

Film-style antation through-

77%
Appropriate Middle Easterm inci-
dental music.

HOOKABILITY 82%

Lovely assthetics and the prom-
ise of varied gameplay are
attractions.

LASTABILITY 76%

Plenty of action, but entry into
some subsections seems too
random, so0 the atmospheraisn't
as good as it should be.

OVERALL 80%

Very good, action-packed adv-
anture with planty to keap you
ocoupied.
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he Terran Exploration Com-
I pany operatives, whose job
it is 'to seek out new life and
new civilisations' have come
across just what they were looking
for. Unfortunately, the new life
form they have discovered is a
us hostile mutant which
nds that the best way to while
away the solar hours is to infest
visiting space stations and beat up
defenceless colonists.

Under such circumstances, the
crew of the Canis Major space sta-
tion have decided that evacuation
is their only hope, and it's up to
you to get them from the platforms
where they work to any one of five
escape shuttles at the far end of
the station.

The colonists emerge from the
Canis Major's airlocks, then run
across the deck towards their
rescue vehicle, a drone ship which
Is under the control of your surface
skimmer. Picking up colonists is
simply a matter of flying the sur-
face skimmer from its launch pad
to a clear site near an airlock and
calling the drone. When the skim-
mer launch pad flashes, that plat-
form's quota of colonists has been

, 50 landing the skimmer
back on its pad moves you to one
of three other decks further along
the station.

Death stalks the decks in five
mutant forms. Spores are the
easiest aliens to dispense with,
and until they can land, they are
vulnerable to collision with the
skimmer, the drone or each other,
If a spore does manage to land, it
mutates into a Stalker.

The Stalkers bounce up and
down, vandalising the deck until

INTENSITY

Firebird, £9.95 cassette, £12.95 disk

towards the drone, hoping to
destroy it and all its occupants.
More ambitious Stalkers cocoon
themselves inside a Podule, until
their transformation is complete
and they burst out as a Tracker.
These homeinonyou . . . aaargh!

As you might suspect, progres-
sion through the decks reveals
increasingly adept and deadly
breeds of the above, but to help

they get bored and leave, or
mutate. If it spots a colonist, a
Stalker can capture him and
mutate into a Nuclon, a malevolent
fireball

which moves

slowly

The graphics are in Braybrook’s normal bas-relief
style and the opening screens look as though you're
about to be flooded in a wash of Alleykat-style con-
fusing menus. However, once the shock of seeinga

&ﬂtgoidqlnnﬂuthn'ullmt’m has worn
off, you start to think, ‘well what's happening here?' The first

couple of games don't give a lot of enc but for some
reason you find yourself drawn back to the com for ‘just
one more go'. It's not as frenetic or exciting as Graftgold
releases, but it's still quite and One for Brayb-

rook fans to look out for and for casual players to try for them-
selves and see if it grabs them.

how to work me up into a frenzy of
activity, | can tell you (‘ere, no, missus, quiet at the back, etc)! if
the action was a bit more mainstream (perhaps blasting as well
as collide and co | think Intensity might have been widely
hailed as another B k classic. As it stands, | would only go
as far as saying it's one of his better games.

you keep up with the increased
difficulty level, Intensity has a sys-
tem for buying better rescue
equipment. EvecE time a colonist
is saved, a large R (Resource Unit)
is released from the skimmer's
launch pad; at the end of a level,
accumulated Resource Units can
be traded for skimmers and
drones which are able to fly faster
and over higher obstacles. These
are produced on a production line
which requires a longer period of
time to build more advanced craft
- s0 you'll just have to wait for
those go-faster stripes, won't
you?

Pldml-mml original
and the graphics look great
but none of it really grabs you
hyﬂn;u er I:ull.wmﬂ-
ever normally grab
by. nf;“m:n:“m-ﬂmaz
me Pf“l'"
Paradroid, but you can have too

¥ Graftgold's latestlacks the polish of their greatest (Boring rhymes Inc)

PRESENTATION 91%
Attract mode, and user-friendly
options for one or two players
with joysticks in aither port, col-
our and monochromea modes
and volume control, Disk version
saves highscore lable.

GRAPHICS 88%

Small but very nicely animated
sprites. Familiar bas-relief
dacks.

SOUND 70%

Tuneful music, but spot FX are
vary Paradroid.

HOOKABILITY 78%
Unusual playing style takes
longer to get into than that in
most games.

LASTABILITY 86%

16 levels, but just a little more
variety would have given it even
more long-term appeal

OVERALL 75%

An excellent game, but doasn't
have the broad appeal of Brayb-
rook’s pravious works bacause
it isn't an out-and-out blast.
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WALKER’

4WPA1Y>

By Martin Walker

With a slow sweeping cut, he
parted the mist, and then leapt
upward, borne by invisible wings
which protected his earthly
form. Askaroth hurled bolts of
lightning towards him, but they
passed harmlessly to each side.
As the blade rent the skies, the
flames enveloped the upsurper,
and the mists closed once more
about him. They spun faster and
faster, tearing the figure ever
higher. And then a great scream
was heard; a long wailing cry that
drew no pity. The usurper spun
helplessly, his blade breaking
into thousands of tiny fragments
which were hurled into the void.
The body flapped limply as it
began to fade and then return to
its own dimension. The figure of
Askaroth faded withit, and with
a final roar of defiance, Askaroth
returned to his own domain,
leaving the dust king and his
subjects once more in their great
hall, where they hurried to
relight the smoking brands and
bring light once more into the
kingdom. The king stood before
his throne, and smiled. ‘This
month's diary is a bit fierce!”

Saturday 6th August

Well, the music 1o be played during the
Armalyte disk level loading sequence is
complete=a floating and open ended sequence
that should give a few well-earned peaceful
moments during the lull between levels,

and prepare for further onslaughts 1o come.
The only piece left 1o finish now is the ‘game
over’ tune. This needs to have immediate
impact, as mosi people will only be hearing i
during the time it takes to enter their initials in
the highscore table. It also needs to be suitably
stirring to give a sense of achievement.

Sunday 7th August

During the afternoon the *game over' music
was finally completed. and it only remains to
add my fadeout routine (written for the demo
disk) to the actual music player, for use by the
‘custommer’. It quite often sounds betterto fade
the music before starting the game to give a
smoother transition (more about that when
the coding is started tomorrow).

Monday 8th August

The {ade routine [rom the demo was
streamlined for addition to the player oday,
and at the same time [ decided to add the
facility to trigger a fade at any speed from
within a track. The most important thing for
customers is to have an easy time with
installation. During the mastering ol Humter's
Moon we found it very tricky to time the
loading music so that it faded out at the end,
Alterall, you need to find the best time to start
the fade, set a timer 1o do it, and then keep
tweaking the fade speed until the track just
fades to silence as the music finishes. The
Armalyte loading music triggers its own fade
automatically and then switches the music
player off as soon as the track dies away. | can
even do a slow fade over 30 seconds if needed!

Tuesday 9th August

Another sound effects commission saw me in
Southampton today. together with demo disks
and notepad. It rt.'alT doessavealotof timein

the long run to discuss exactly what is needed

particularly. Ii's strange that programmers can
sometimes have little idea what th.:iy really
need until you produce some sound effects —
but it's amazing that they can soon find 32
modifications that must be made, Thisiswhyl
like to discuss it fully first (and of course it's
nothing to do with getting treated 1o a free
lunch - thanks Neill).

Wednesday 10th August

Aftera call from Robin in Exeter with
information on some design changes to
Armaiyte, 1oday saw me extending the "game
over' music, and also making a few tweaks 1o
the sound effects (Whoops! - don’t read
yesierday's entry guys). I'vearranged to travel
down 1o Exeter next Tuesday to see some
surprise additions to gameplay, and let them
see how a newcomer copes with the new
features. This is a vital area of game testing —
how many games have you seen that are just
too hard or 1o easy? This one has been played
over months and it shows. The big problem can
be that programmers become too good at their
own games, and so the feedback from an
outsider can be invaluable = they all certainly
gave me plenty of that with Hunter's)

Thursday 11th August

This morning the latest Armalyre disk arrived,
with various improvements and the dummy
music installed. The final compilation of in-
game music at the requested memory location
took about an hour and a half, although 1 still
made two mistakes which ook a little tracin
before the title tune burst forth at the starn o
the game. As the tracks themselves are only a
small percentage of the total music file, [ even
managed 1o squeeze the casselte loading music
into the game file, and this is going to be re-
used as an extra 3 minute piece during the in-
game demo mode {a total of 10 minutes of
music — what amazing value for money!).

During the afternoon, after several phone
calls and a few hacks to install a couple of new
sound effects, it became a race 1o get the final
music and sound effect files on disk in time to
catch the post back to Exeter. | made the final
collection with five minutesto spare. Thinking
about the expert audience watching my every
move in Exeter next week, [ then replaced the
microswitch on my joystick fire button. It was
beginning to feel a bit *soft’, and I'll need every
possible advantage 1 can get!

Friday 12th August

The new sound effects commission was started, b
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allowing the player to relax the trigger finger before you start work — with sound effects,




and also a decision to update the sound effects
module and editor to bring them up to the
standard of the music editor, The sound effects
produced are fine. but the editor seems so slow
and lacking in refinements after working for a
month with the supertweaked music editor.
The coding was completed for the module itself
during the afternoon, but as I'm away to the
wilds of Lincolnshire again this weekend, the
editor will have to wait until next week.

Tuesday 16th August

The big day. After limbering up my joystick
trigger finger during the 120 mile journey
down to Exeter, my big moment arrived at

1 1am. The latest version of Armalyre was
ceremoniously loaded up, and with a
breathless hush descending over the
assembled throng, I plunged into test-pilot
mode and entered the experience. And what
an experience! [ just couldn'i stop playing all
day — the new features are stunning.

Possibly my most favourite feature is that
you can play in such a variety of ways,
choosing different combinations of weapons
each time you play, and even swapping super-
weapons in real time to deal with particularly
tricky elements as you play. Every time
Cyberdyne see someone play, they see a
different approach. I know I've produced the
musicand sound effects (which Cyberdyne
Systems were well pleased with, I'm happy to
report!) but this game is my favourite on any
machine since Delta, and that's a BIG
compliment, With any luck the review should
be in this issue. so you won't have to take my
word for it alone — BUT MISS IT AT YOUR
PERIL! I've spent more time playing this than
any other game this year!

Wednesday 17th August

Various readers from different pans of the
country have been writing tome care of ZZAP!
and Thalamus, and your feucrs make very
interesting reading. Many thanks for taking
the trouble, guys! I'm afraid that [ can't reply
to them all personally (1 already work a 70
hour week and write the diary!) but would like
to especially thank Chris Hester for his epics
{the postman needs a barrow to wheel them up
the path).

Andrew Roberts sent in many ideas for
Citadel! (some of your thought processes must
run parallel to mine, or else you've seen my
gameplan!) Rest assured that many of your
ideas were already included, and the hidden

doors will play an important part in the game.

Your idea of collecting “command credits’
{although Morphens used a similar scheme) is
novel in that 20 will earn you an extra ship and
30 allow you to skip the present level, Hmmm.
Passibilities!

A Farrell (hi, Al) has paid me a handsome
compliment in wanting to purchase my Music/
S5FX editors. As you've probably realised from
recent diary instalmenis, the music and SFX
editors are being used solely by me for
commissions, 50 I'm afraid that they won't be
available commercially. The demos that were
sent out are sample musical pieces only, with
naeditor on board (for obvious reasons. Hack!
Hack!).

Your query on how to achieve parallax star
scrolling is really outside the scope of thisdiary
to answer in ‘depth’ (unless ZZAP! want to
avoid these awful puns and give me a separate
technical bit!) but briefly, it's all done with
characters. By defining a single siar in
successive positions across one character, and
then flling a whole screen with it, you could
have 1000 moving siarsat once with very little
effort! Different layers are achieved by using
several characters, each having a stng‘fr star
which is plotted across the character "square’
at a different rate.

Finally, Keith McLeman compliments me on
my Hinter's Moon sound effects, and voices a
topic which is mentioned h&r many people—the
difficulty in achieving good sound effects in
games.
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There really is no substitute for fiddling! |
probably learnt most about producing
particular sounds by using one of the early
keyboard synthesisers in a band — no presets,
no memories, and only one note at a time. I
Kuu gol a good sound you had 1o remember

ow (o make it again! The latest keyboard
sounds can be so complex that many musicians
don't even attempt 1o program them
themselves, but use commercially available
diskstoload new banks of vaices. And ifit'sany
consolation, looking at the game inlays will
show you that many top programmers have
their SFX produced by specialists — I'm very
luck to be able to doeverything myself! Just to
prove the point, today I rewrote the SFX editor
and added some new features to help with the
latest commission = no commercial package
could ever be that lexible. Experiment with a
music utility just making different sounds, and
when you get to grips with how to get a
particular effect, think of ways 1o improve il
when you write your own AFX program!

Thursday 18th August

After producing some more spund effects (the
art is knowing when a sound ‘fits’ and then
leaving it alone!), it was back to Citadel. Since
the essence of the game is triggering the traps
to find equipment, keys, doors and nasty
surprises (1) the graphics editor was booted up
o iry some designs lor trapdoor opening. This
sequence is important, since it provides most
of the [eeling ol exploration. The timing will be
crucial — if the doors open oo quickly there's
no nail-biting fight with your pursuers before
being able to grab a vital piece of equipment;
too slowly and you can escape too easily if
there's something nasty being uncovered
underneath!!

BB

Sunday 215t August

A very interesting weekend, with a suprise
guest—none other than Mr Riggers himself! As
you might expect, most of the time was spent
playing games, and once again out came the
old Atari 800! Forsheer playability, some of the
old games take a lot of beating, and for the
record the ‘faves’ were A, E. (Broderbund),
Cuatfaw/ Howatzer (APX) and Bristles (First Star).
On the state of the art front, my trusty 5T had
atreatin the form of a first glimpse of Starglider
2. What an experience! Although 1 did little
more than the tourist bit, wandering around
havinga peek at everything, there seems more
than enough 1o keep most games players
happy for weeks, if not months — it certainly
makes up for the lack of depth in the original,
and look how many people still enjoyed that
{including me!). Finally, following a perusal of
the complex Trip-a-trom (the new Minter mega-
package} we ended up listening to the music
from Armalyte whilst ﬂuv[ng a session with
Colourspace on the ST,

background details and colour to the
landscapes, as well as produce the normal
baddies, using sprites, In fact, since the main
problem with any multiplexor is making sure
that it is mever passible for more than eight
sprites Lo altempt o occupy Lthe same
harizontal *strip’, this will Fl{-ip a great deal b
fixing spritesin position on the landscape. If al
thesprites may be moving. the alternatives are
a lot of effort to ensure that the wrong
combination can never occur (Armalvie) or
nasty flickers and lurchers (Zyaps, for one).

Thursday 25th August

The return of the cities! At long last a major
advance for the Citade! code, namely the
addition of the main collision routines todetec
walls and other land-based obstacles. The
coding proceeded smoothly, and by the end of
the day I could move smoothly through the
corridors with a real sense of solid matter
beneath my feet (7). The only minor bug that
still needs sorting out lets MONITOR gel
impaled on a pipe occasionally, but that
shouldn’t take too long to trace tomorrow,

Saturday 27th August

I have just experienced the weirdest set of
coincidences! Yesterday | managed to trace the
pipe impaling bug, alltrlhl'n spent some Lime
‘gametesting’ with Paul Beecher, my special
visitor for the afternoon. In the evening,
Belinda and | noticed a poal of water forming
on the kitchen floor — a pipe had started
leaking!! Afier attempiing to stop the escaping
water, we spent the night with the water
turned off at the mains and listening to
gurgling all over the house. Then the next
morning, to cap it all, before the plumber
arrived a circular dropped on the mat
promising to ‘Add a'special magic of magic 1o
your kitchen'! Perhaps it meant a swimming
pool. Groan {and yawn), I shall have to be very
cautivus when 1 add the explosion routines to
Citadel!

Tuesday 30th August

After a session which saw my latest sound
effects commission nearly complete, Cirade!
returned to the monitor for various small
improvements, in preparation for the next big
addition over the rest of this week. In fact, after
perfecting the wall detection, | spent the
evening starting my very own sound effects file
with a menacing clang.

Friday 2nd September

Over the last few days the traps have started 10
evolve, Since that elusive feeling of *being
there' is needed, | have decided 1o remember
thesiate of all traps on a particular level, sothal
they are still the same when the player returns
to the spol. This will allow strategies 1o
develop, since some situations will call for
indestructible baddies to be lured into
ambushes, once the player has discovered
suitable city defences to commandeer {and has
not fallen into the traps in person!). To help
with the feel, the initial sound effects have
been installed, and can now be tweaked ‘in
action’.

Monday 5th September

Wednesday 24th August

Another lew days spent in the comparative
comfort of the sprite editor. IU"s very easy to get
lostin this one, as you can not only design the
little beasties but also join them together,
overlay them for fancy work., and even prepare
animated sequences (o try out ideas! After
settling in for a long session, a definitive trap
opening sequence was generated.

Using the multiplexor will allow me 1o add

The final day of this instalment, and the start
of various new routines. The plaver's bullets,
landscape sprite position updating and other
vital areas all involve the multiplexor Lo
someextent, so some study in this area is
needed. A lot of things are beginning to come
together, so [ expect to have a playable
demonstration completed by the end of the
nexl instalment. Until then, keep your eyes
twitching and your joystick fingers sharp (or
perhapsthat should be the other way round!)
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WORRA
LORRA BALLS!

CAN GLANCEY ACHIEVE THREE DEFEATS IN A ROW?

L4 AP
SHALLENSE

Yeeehaa! | had been gleefully awaiting this Challenge
for quite a while. Over recent months, my champions
have met their match against Houghton the repulsive,
unstoppable blob, and even the new ZZAP! inmate and
chimpanzee-lookalike Maff Evans. But there is one |
can always depend on - that most uncoordinated and
imbecilic of reviewers, Paul ‘It's a Weapon' Glancey,
whose turn it is this month to meet one of my worthy
fans and once again show off those game-playing
‘skills' which previous encounters have proved exist
only in tiny doses.

Fool that he is, the weedy boy-wonder was still eager
to keep the ZZAP! end up, and so when presented with
the file of Challenge entries he was happy to tip them
on the floor and sit amongst them for a while. When |
told him that he was supposed to be choosing an
entrant, Paul grinned his simpleton’s grin and handed
me the form he had been chewing for the past half-
hour. A resident of the Northern metropolis of Redcar,
15-year-old Wayne ‘Mooch’ Moore was the one cho-
sen to thrash the hide off the retarded squirt, so |
despatched one of my more sentient minions to call
his home, and inform him that the challenge would be
E test of skill on the Fasoulas game of rolling balls,

uedex.

The day of the Challenge vomited
up the Challenger and his travel-
ling companion, Graham ‘Gaffer’
McCafferty — but where were the
ZZAP! chumps? It transpired that,
to try to put Wayne further ill at
ease, they had wvacated the
Towers, leaving the boys in the
hands of the soclal deviants work-
ing in the office of The Games
Machine,

When the ZZAP! louts finally
turned up after their mid-day
butty-binge, they were surprised
to find Wayne and Graham
unfazed by their uncouth manners.
Their corpulent leader sugg'fmm
the implementation of ‘Plan B', but
seeing as none of them had had
the foresight to think up such a
plan, | demanded that the pro-
ceedings begin.

¥  Even the devious help of an axtra arm cannot save the stringy pillock

from defeat in the first round

‘I'/“\\'

\-.\ ,
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\
A  To assist In his victory, my nobla Challenger, Wayne Moore, Is given a

chemical injection, a silly umbrelia hat and some hi- intensity X-ray
Spe.

. \\3&]‘“ \\f‘f; |
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With all the grace of an Arcturan
Juice Shark, Wayne drew out his
tool for the job — a tried and tested
Konix Speedking joystick. Mean-
while the ZZAP! apes carriad their
champion to his seat in front of the
monitor and thrust a Powerplay
Cruiser "stick into his puny fist,

Paul begs for a practice session,
a request | magnanimously grant.
Wayne has already been practis-
ing and innocently remarks that
during his practice sessions he
has been averaging a score of
around 950 points. The sound ot
the four ZZAP! faces falling is one
| shall never forget — Paul's highest
score 1o date is only 527!

Keen to get the slaughter going,
| deliver my rulings for this chal-
lenge to the competitors, The
competition is to be the best of
five, five-minute rounds. In those
five minutes, the players can start
as many games as they like, and
all scores will be totalled at the end
of the round. After demonstrating
the workings of a digital stop-
watch to the mentally-bankrupt
Hamza woman, we are ready to

.
clock starts and my chal-
lenger immediately begins his
ame in the maze of disappearing

rs on Plane 8. Glancey moans
that before the competition had

4 My Challenger seeks inspiration from the meagre-brained Hamza creature, whilst Houghton tries to psyeh him
outwitha cross-eyed glare

._.:.. h S

A  Meanwhile, his X-ray beams turned on full, ‘Mooch’ the cool guy cruises to an ‘average’ B46 points in gams two

even begun, Wayne repeatedly
restarted the game on that plane
until he was placed in the only
maze he knew how to complete. |
take advantage of the moment and
cuff the scrawny, whingeing
maladapt round the ear, but see
there is substance to his gripe.
Wayne offers an excuse concem-
ing the poor quality of his VDU at
home, but | sanse that he is more
devious than | first thought . . .
Sensing a pleasurable time is
ahead | indulge in a Flash 'n’
Domestos cocktail,

Whimpering, Paul tums his
attention to the game, beginning
on level one. Exhibiting an usually
high level of control, he bounces
his on-screen ball around the five
sub-planes and manages to finish
with 55 of his original 80 time units,
The skinny wimp must have been

snorting Harpic, since he then
enters the bonus stage, diligently
watches the movement sequence
and then heads off in completely
the wrong direction. Before | can
question the stupidity rating | had
branded Paul with, | check his
score only to find that the bonus
points have been added on any-
way! He continues to exploit this
bug all the way through his game,
but when time is calied his score
only reads a minimal 464.

Meanwhile, to my immense
satisfaction, Wayne has clocked
up a mighty 852 with 81 time units
left, so he is declared the winner of
the first bout. Ecstacy!

My challenger is keen to restart,
and the next game is duly initiated.
Wayne uses the same tactics as
before, but this time shows his
confidence by holding a discus-

sion on his Quedex high scores.
Paul noticeably withers every time
the Challenger says the words, ‘I
clocked this twice at the week-
end’, and tums up the volume on

pain of what is to come

his monitor hoping to drown his
opponent's demoralising utter-
ances,

But the effects of the chatter are
quickly exhibited. Bumping out of
control, Paul loses vital seconds
on the first plane and in his panic,
forgets the opportunity to cheat
and he completes the bonus stage
and collects his points. Thinking in
consecutive numbers, his next
port of call is the key-collecting
maze of Plane 2. The moronic
ZZAP! microstar seems to know
this plane well, and swiftly locates
the goal, finishing with 49 time
units. After again completing the
bonus level, Paul moves on to level
3 which he finishes with only 8 time
units to spare. Panic at once sets
in, and seeing that he needs more
time he quickly jumps to Plane 7
where bonus time is easy to col-
lect. | find myself smirking as the
scrawny pillock steers his ball into
a goal square, thus prematurely
ending the lavel.

So disgusted is he with his fail-
ure that he ends the game with
only 261 points, and quickly
begins another. Seeking fast
points and being unable to think in
mathematical terms higher than
seven, he selects Plane 1, then 2,
then 3. In the middle of Plane 3 the
clock s stopped and the score
taken — 189 points, which added
to the 261 of the first game makes

¥  Glancey is pistol-injected with a sense-enhancing drug, to increase the
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a staggeringly flaccid score of 440
points.

Despite the hindrance of some
amazing bottle-bottomed glasses,
cool-headed Wayne begins the
gecond round on his favourite
Plane 8 and completes it with
e@ase, netting 82 points straight
away. Plane 1 is next to fall, fol-
lowed by planes 4 and 3 which he
sails through. At the end of the five
minutes his score has reached a
mammoth 846 points, one which
he describes as ‘'ummm . . . aver-
age'. The ZZAP! hangers-on seem
to be getting the idea that this
kaﬂ challenger is more than a
match for their home-groan com-
petitor, and threatening rumbles
Issue forth from Gordo's stomach
while rumbilng threats escape
from his repulsively flabby jowls.

way ba enactad at homa)

A  As the winners proudly display their trophies, the ocbnoxious prattis hacked to death in the background . . .

Maff gives Paul a good shake to
make sure he still works, and
reports that he is more or less
ready to start what could be the
deciding bout. On confirmation of
readiness from my challenger, |
issue the order to begin.

Wayne obviously realises the
devastating effect his voice has on
Glancey, and while Paul gets
going on Plane 1, he waxes lyrical
on his maths teacher's lack of
humour and the umbrella hat
bought for him by a slave girl from
Peru.

However, the mentally flaccid
freak of the computer industry
seems to have developed some
kind of resistance to such distrac-
tions, and quickly runs through
Planes 1 to 3, even completing the
bonus levels as he goes! Problems

¥ The ritual dismembarment begins (Remamber kids, the ZZAP!
team are fully-qualified murderers, and this scene should in no

)

left, right and centre. With only 24
uhits to his credit, Paul enters
Plane 5, the puzzle plane, but finds
completion in such a short time
impossible, and to the groans of
his entourage, Paul's sphere
explodes.

His five minutes are not yet up,
though, and Glancey quickly
restarts the game and goes
straight for the high-scoring level
7. After picking up 103 points
worth of time, he completes the
Plane and enters the bonus round,
finishing just as Kati, that crude
Austm-%gyptian hybrid, calls time.
Maff takes his socks off and adds
up Paul's total score on his toes —
397 from his first game and 123
from the second - 520 points.

In the meantime, Wayne, too,
has been having problems. Obvi-
ously applying his chatty tactics
and playing the game has been too
demanding, for after scoring 583
Ecints and completing five planes,

e runs into a skull on level 6 and
terminates his first game. A sec-
ond game is quickly started and in
the remaining time, Wayne man-

5 to knock up a highly respect-
able 360 points — that makes a
totally invincible combined score
of 954! HAHAHAHA! Excellent! |

his humiliation total

arise in Plane 3 as Paul runs for the
goal. My stentorian laughter cir-
cuits kick into overdrive as | realise
that the impish dolt has missed
one amulet and must begin jump-
ing over the electric seas to look
for it. Eventually it is collected and
he can leave the Plane, but care-
less jumping has taken its toll and
he finishes with only a few time
units to spare.

He quickly tries to boost his flag-
ging time limit by entering Plane 7.
Again, careless jumping brings the
Plane ta an end too soon, and he
finishes with 57 time units. After
regressing to his cheating
methods in the bonus section, the
chump E!umps for the downhill
race on Plane 4, which he bumps

4  Theodious Geordie offal is dragged away to a cold storage unit,

and bounces through, losing time

knew | would win!!|

| congratulate Wayne on his
utter trouncing of the feeble fool
and hand over a voucher which
entitles him to £30 of software, and
bid him and Graham farewell,

Meanwhile, back in the ZZAP!
office, Paul's enraged compatriots
exact their vengeance on the eter-
nal loser. After watching the dis-
memberment party for a while, |
retire to my torture cruiser in the
stratosphere high above Ludlow,
where | can uncork a titanium flask
of Hydran
brandy, a
mixture of
herbs, spices
and concent-
rated nitric
acid. ..

v
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Commodore 64/128 discs
Popular S5I titles:

BATTLE OF ANTIETAM E19.95
BATTLECRUISER E19.95
BATTLEGROUP £19.95
COMPUTER AMBUSH £22.95
ETERNAL DAGGER £14.95
GEMSTONE HEALER £13.95
KAMPFGRUPPE £19.95
NAM (VIETNAM) £13.95
PANZER GRENADIER E19.95
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24 863,249 God Keavenay, Huddersfield, W = Susses

Y ieis ™ 154 400 Michaal Garmatl. Hathald | He
19,201 100 Martin Lear, Huddersfield, W 151, B85 Danied Carrall, New Malden
ik
13,783,472 Adam Buckwood, Halasowen, W -
G646, 050 Phillip Davies, Pencoed, Mid Glam Mids

550,400 Danial Bnggs, Tomransyille, 5

Australia Thryras

|.,|ri-||I

OUT RUN (L 5 Gold)
B2,128.800 Mark Crossthwate. Stockport,
vt i

0 b06 Juhian Hare, Hampton, Middx

SLAP FIGHT [Imagine)

A 425 Vilya Harvey Farih, Ausirain
800,950 Shawn Sutton, Southampion, Hanls
586,000 Matthew Vivaash, Chinnar, Oxon

467 650 Lawson Davies, Pencoed, M Glam

ALIEN SYNDRAOME [Ace)

223,610 D Emmina, Stratlord, Londan E15
134,300 Mika Thomas, Caerphilly, Mid Glam
111,100 Matthew Upton, Embey Castle, Worcs

ARKANDID Il = REVENGE OF DOH
(Imagine)

254,780 Rober Pascoe, Truso, Carrwall
247 550 Bret Crossley, Leeds, W Yarks
174,170 J Cripps, Peterborough, Cambs

BARBARIAN (Palace Software)
452,200 Martin Kelsey, Dore, Bheflield
334 500 Knss, Northodl, Midds

298,600 Mark Woodmaon, Feltham, Midds

BATTLE VALLEY {Rack-It)

1,986,700 Marc Spence, Leeds. W Yorks
1,949,000 Darren Brookes q Eaton, Notls
1,931 350 Hshard Leadbatter Witham, Esses

BEAT IT (Mastertronic)
913.510 Dean James, W Bromwnch. W hMids

BIONIC COMMANDO (Go)

1,081,780 Paul Evison, Buxton, Derbys
02 480 Danigl Hambury, Beccles. Suflalk
89 930 Wayne Fowler, Basildon, Essax

BUBBLE BOBBLE (Firebird)

8,692 430 Richard Pembridge, Wirral
Merseysioe

7850 570 Anthony Melarang), Runcom
Chashire

T OO, 100 Lngh Bartley, Ledds, W Yorks

BUGGY BOY (Elita)

145,640 Robert Pascoe, Truro, Carmwall
124,690 Jonainan Dood. Parkipnds
MNorthampton

122,600 James Harms, New Cross, London

COMBAT SCHOOL (Ocean)

325,980 Mark (The Carcus). Swindon, Wills
306,080 Paud Exton, Gresnmaunt, Lancs
304 020 Mick Fraee, Doncaster. S Yorks

COSMIC CAUSEWAY (Gremlin Graphics]
BAT 460 Gavan Flower, Wernbee Australia
501,240 Matthaw Holdaway, Coulsdan
Surriny

550,653 lan Kay, Enbeld, Madds

CYBERNOID (Hewson)

124 800 Babak Fakhamzadeh, Deiff, Holand
87 365 Andirias Panopoulos, Athens. Graace
63,975 Jason Goodchikd, Tattershall, Lincs

DRILLER {Incentive)

3,498,450 Ged Keavaney, Huddaershald, W
Yorks

2,226,000 Kudly Bix, York, N Yorks

& 063, a0 Damel Fesher, Chestoerfiold. Daerbys

GAUNTLET Il (US Gold)

Thoe

12,761,453 Gead Kaavenay, Huddersheld, W
Yorks

10,100,476 Martin Lear, Huddersfeld, W
Yorks

7.511.438 Adam Ruckwood, Halesowen, W
Msds

32,860,112 Mark Crossthwals, Stockpant
Cheshare

11,296 318 Gad Keaveniy, Huddersheld, W
TOIRS

4 202 401 Martin Lear, Huddersfied, W Yorks

Lt

9,817 642 Ged Keaveney, Huddershisid, W
Yarks

FO6E2 517 Martin Lear, Huddersteid, W Yorks
601 448 Small Paul, COP, Newcastia upn
T..l.".-_-

GHEAT GIANA SISTERS [Go/Rainbow Arts)
74,764 Matthew Phypers, Sunmynill, Desby
69,175 Andrew Stephengon, Wakefield, W
Yiarks

B0, 775 Gragme Agnew, Kilbarchan, Fientrews

GRYZOR [Qcean)
2802 200 Michard Lunm, Lesds, W Yorks
892,700 David Pocock, S Coydon, Susray
B20.900 Daren Burke, Romiord, Essex

GUMNSHIP (Microprose)

327 670 Paul Kister, Chpe, Garmany
315,130 Glann Archar, W E.-u_l-:,:r'._ Ausiralia
302 3540 Paul Gritdithe, Liandwdne, N Wiies

HAWKEYE (Thalamus)

2,080,600 Zap Treahy, Brickam, Devon”
1,060,600 Kamal Ali, Warcs Park, Surrey
BT, 100 Lea Barker, Northwach, Cheshire

HUNTER'S MOON (Thalamus)
618,450 Lea Lawenson, Larwick, Shetland
473 0 Fsurin Battisom, Suttaon-m-Ashiieid

2 175 Matihew Uplton, Elmiey Castle
Waores

IKARI WARRIORS [Elite}

381, 700 Nail Head, Stourbridge, W Mids
256, 100 Mick Frere, Doncaster. S Yorks
338,900 Danial Ody, Harrow, Alickox

IMPOSSIBLE MISSION Il [US Gold)
104,000 Les Smath, Southampton, Mamgshirg
102,800 Phitlip Grawvatt, Whatehaven, Cumibing
52 BOO Daren Burke, Romiord, Essax

INTERNATIONAL KARATE + (System 3)

484,100 Daniel Carrall, New Malden, Surrey
473,100 Terry Baudram, Colndale, Londan
441,000 ‘.::Il-}'.-lu-: 1 Cargill, Upmmengter, Egsax

10 (Rainbird)

1. &00, 170 Jeremy Daalder, Adelade, 5
Australa

481,650 Mark E.::l1-pur=q Marwich MNosfolk
03 140 Sir Hans, Ackmaar. Helland

MEGA APOCALYPSE (Martech)

211,730 Pater Clarke, Hartlepool, Cleveland
197,260 Liam Dysrand I.-rrnr'-g'.r_nl Sguare
Londan MW

187,940 Mark Brew, Wokingham, Berks

MORPHEUS {Rainbird)

1,321 485 Richard Pembincge, Wirra?,
hersaysida

1,266,774 LZap Treaby, Brixham, Devan

1 212 241 |an Brown, Warmers Bay, Australia

NEBULUS [Hewson)
201,240 Matthew Moriary, Hurst Green, E

B3, 246, 590 Marin Lear, Huddersteld, W

Yokt

PAC-LAND {Quicksilva)

B4 990 Jake E, Wast Bromwich, West Mads
344 950 John Donnelly, Southamgton
Hampshes

230,410 Alan Churg, Tavistock, Devan

PLATOON (Ocean)
1,162 100 Livm Dysrand, Hamngion Sguans,
Londo NW1

1,004 600 Michasl Auben, Exegtor, Devan
0498 000 Alan Smith, Peckhasm, L

PROHIBITION (Infogrames)

530 260 Robert Pascoa, Trura, Cor
C26 260 Siuan Wannop, Accrm
155 Sehastian Stephen, Viclona,
Bustralia

PROJECT STEALTH FIGHTER
[Microprose]

64,580 JK Hugget, Huddersfiela, W Yorss
e, ma0 Jonathan Perkes, Woodiord Gresn
Essex

1.170 Rober Fullerion. Hawkshaw, Lanes

QUEDEX [Thalamus)

1010 Craig Archer, Viclona, Ausirahs

9949 Steve Pradl, Laighton Burzard, Beds
O3 Magrtin Huisent, Numansdort, Holland

RE-BOUNDER [Gremlin Graphics)
11,230,073 Crasg Knight, Keyworth, Notts
2 470 584 Marc Hodage. Selby. N Yoarks
832 Robert Wikson, Oldham, Lancs

ROAD BLASTERS (US Gold)

1,114,080 Mark Taylor, Barry 5 Glam

1,064 6B0 MNail Wihile, Cra ¢, Edenbuirgh
1,020,900 Dimil Lockey, Bshop Auckland
Co Durham

}?DAD RUNNER [US Gold)

ROLLING THUNDER (US Gold)

749.410 loan Pritchard, Powys, Wabes

¢ 30,530 Kalvin I".lp_'-n]-:_] Hayle Carmwall
324640 Tobias Olalsson, Ockero, Sweden

SALAMANDER {Imagine)

232185 Paul Evison, Buxton, Derbivs
232,045 Steven Lounds, Eastwood, Matis
138610 Stephen Packer, Chelmsiord, Essox

SAMURAI WARRIOR [Firabird)

1,827 Wayne Fowiler, Basildon, Esses
732 Ml Head, Stourbrudge, W Mids
617 Lawson Davies, Pencoed, M Glam

SKATE ROCK SIMULATOR (Mastertronic)
95 050 Stephen Bambrough, Heaton
Neawcaste Upon Tyme )

126,380 Brian Hambley, Prescol. Mersayside
294 270 Martin Lear, Huddersfisld, W Yorks

SLAMBALL |Americana)

15.943.250 Dean Betts, Edenbmoge, Kan
11.078:440 G Leshe, Barwick upin T
Meorinumberiand

8,203,820 Phalip Gravett, Whitehaven
Cumbria

SPORE [Mastertronic)

960, 100 Nedl White, Craigentinmy, Edinburgh
955, 460 Terry Rediern, Buxton, Derbys

947 875 Matthew Cundy, Tavistock, Devon

STAR PAWS [Software Projecis)

B4 7 228 Matthaw Smith '."p'arr--".mr:m
Chasiarn

641,582 K Daniats, Northolt, Madds

624 567 G Woodhouse, Basmow-in-Furness,
Curridang

TARGET RENEGADE {Imagine)

436, 100 Beat Crossley, Leeds, W Yorks

426 TO0 Nl Maedkng, Whitehaven, Cumiria
346 900 Diareel Carrol, New Maloen '51'._,-|||--,.

TETRIS (Mirrarsoft]

78,986 Stuan Scattergood, Deesde, Clwyd
4 Hadfax, W Yiorks
ki, Ludinghausean, W

Germany

THING BOUNCES BACK [Gramilin
Graphics]

3,760 925 Alan Wescomba, Swncon, Wils

; Ikam Cafiaghan, Tipton, W Mids
55 Casey Gallacher, Swallowhald

THUNDERCATS (Elite)

2 5640 600 Steven Aenandar, Cullybachey
Ballymena

2 566 822 Martin Laer, Hudoerstald, W Yorks
1,450, 700 Matthew Smith, Warnington

Chashirs

TOY BIZARRE (Activision]

545850 Byorn Maken, Papis, Finland

324 0 Anil Khiadun, Tottenham, Landaon
0 Mechast Sharpe, Peterborough
—dmis

=4
-

TRAZ (Cascade)

176470 John Glynn, Newcastle, Stals
650,000 Steve Lea, Guildford, Surray
23,650 Kudly Bix, York, M Yorks

URIDIUM  [Hewson)

575005 Tim Galdea, Na Fixed Aboda
478025 Mevile Lewis, Port Talbol. 5 Wales
335,350 Wessel Joubert, Bellast, RSA

ZENJI [Firabird]
56,250 Mark Crosathwaile, Stockpor

C re
40,225 Mike Gilwngs, Porlsrnouth, Hamls

33,150 Owen Gorman. Cas Habbyeey, Co
Managhan

ZOLYX (Firebird)

605,681 Edward ¥Yu, Raynes F

524,118 Rob Housley, Thameaamead, London
477,413 M Buaser, Cheadle, Cheshire

ZYBEX (Zeppelin)

445,150 Ged Keaveney, Hudderslield, W
Yorks

348 050 Sieve Lee Guiciond, Surney

397 850 Marnos Stylianddes, Landon, SW16

IYMNAPS (Hewson)

J9R A50 Steve Lee, Cuilldiond Surray
272 800 Mail Burton, Torguay, Devan
248 600 Torban Beanat, Freemantie
Ausiralia
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WANTED

Wanied: ZZAPIBA issues 1,2, 3, 6,7, 8, 10,
11. Will pay £1.50 for sach issue, Must be in
w condition. Cortact Roland on
BA5963. Ring quickly and get a gama

Top programmer requires Commodone B4
computer for development wark. Will £T0
plus your P+ P costs. Ring (0524) 33 any
lime and ask for Jim. Disk drive slso wantsd,

dack Charftons ‘Maich Fishing' game on

cassatte or desk for CBM 64 machine. Contact

A Jones, 55 Codsall Rd, Tettenhall, Wal-
W\E 300,

WANTED Datel Electronics Digital Sound
Sampler anclor Migi Interface for CB4, Must
ba in good condition. Good price (around £50
for bothy paid. Phone Jem on {07T82) 504569
batween 4pm and Spm,

FOR SALE

mmm.1a1 dlkn: drive, C2N tape rec-
, modam, joystick, books, \
and E600+ Mmhm.ﬁaﬂ[mmwm:
0306 730253 after Tpm.

Must sadl 200 DS/DD blank disks ml'mh:l..r{‘-
ﬁ;m 10for £5 {cost me £7). Ring 01-
. Ask for David,

m&l Hhanpu.malt:wm.can,m
mousa, Simons Basic, 2 jo : and
£300 worth of mm
TV Special plus maore. All worth CB00, sall
for E2000 Plaass contact (Fak) 710648,

CBM 64, tape deck, joysticks, inc. 2 remala
controd joysticks and trackbadl, over 100 ori
nal games inc. Predator, Propect h
Fighter, World Games and Hysteria, loads of
mags £230. Phone 0705 329673 after Bom.

Commadora 64, dataselte, dusicover, joys-
tick, loads of top m simulations etc., all
In mint condition, loadsadoah, Saill for
£110.00. Tedaphona: 01-883 2584 anytima.

€84, 1541 disk drive, datasatie, ik,
case, plus latest software mnm %
the bot, no oMers. 01-B80 4647 aftar Tpm,

Commaodors 84, datasatie, joystick, books,
rnnq:ﬂmand over E300 warth of Inc,
Mini Office I, Elite etc. Only £270 ono. Tel:
0636 73961, Ask for Kevin.
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READER

CLASSIFIEDS

Cad,
mouse, cheess, Music Keyboard Overlay, 2
iumﬂs&m?mﬁas.tﬁmmmfuﬂ enal
@ wtil mquumm—m« ing
ong. Phone Steve on 01-893 atter

1541 disk drive, CZN datlacassette,

CBMBAC, two lape decks (one a Load it), E350
worth of games including Wizball,
Babble, Sanxion, two joysticks worth £550,
Sall for £300 ono. Phone: Widnes 051 424
6518 after Gpm. Ask for Michael. Hurrybl

CBM1541 disk drive, Freaze Machine and
Litildisk, C2N, loads of books and magazines,
over £1500 worth of Eﬂﬂﬂgﬂﬁ demas on
disk and tape, latest tites, pOWBrpacK,
G4 computer nol included, Claaning kit
?;mms condition, bargain £250. Tel 0273

C84, 1541 disk driva, ickE, casseite rec-
mmﬂa i d disk and tape

aids phus wall over 100
| packed Into 40 disks. For quick sals
ono. Phona: 03317 71483 (after 4pm). g

CBM B4, C2M, 3 all ZZAPS,
£450 of mmmem Last
Ninja | and Il, Platoon, We are the Champions,

Impossible Misskon I, deﬁ Hu?:ln. Pac
Land, Barbarian Il, SEUCK, £150. Tal: 01 297

ZZAP! 64 November 1988

Bra4,

Maga 5 Masier Syatem plus
Hmmwmm Minja. All as good
&s new, worth £165, will take £80 ono. If
Interested ring 0760 21435 any tima,

C84, 1541 disk drive, CZN datacorder, MPS
801 printer, printer paper, over 50 tems of
software (mostly games) and 30 disks, Rocket
powered Expert mﬂﬂm mouss, books,
ks, WANT FAST . £400. Ring Dan

el 04022 22581,

CBME4, C2N, two , over £250 worth
of gamas. 15mMﬁwmaqukﬂud-
an and music book. All in excellent con-

|
;‘tglun ono. Phone (01) 550 BE9E.

C84, C2N datassiie, two hchis, 32 onginal
games with faidy recent , new slimiineg
case . Only £130. Phone Bognor
mﬂ-ﬁ‘l& after 5.30pm and ask for

m HH‘IEIEB-B gifts oﬂgﬂﬂ ono Inc, P+P,
over 25 golden-oldie games for
sile I!'n:iLll:lquE1 Sentinel, mﬂmﬂm
Leaderboard, and many more
Phonie Philip (091) 4175989 for details.

Fi
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g
£

Ce4
tape games, disc games inc. SEUCK,

, 16410 '“3 drive, C2M, 2 joysticks, 20
3 J
Buggy Bay, 1K+, £300 ona, Tel: 0888 71221,

CBM B4, 1541 disk drive, iwo data recorders,
hoadsa gamas on cassette and disk inc, Gom-
bat School, impossible Mission 2 and many
more, 2 ks, antire ZZAP| collaction. Bas-
gain at owno. Tek 0372 B2488 after 5.30
ik diays.

121
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Cusckshot 11 ick, dustoover,
e St Dot
gmm. Ring Wayne on (0238) 614328 after

e ot e g e
L . are

Bros, Wung Fu, Duck Humt, Urban
Champion, All antes. Cost E105.
Phone (D958) 75670 in Hill, Hant.

Commodors 84, disk drive
2C2N's, 2 !
loads of

(under guarantes),
lighipen, back-up board,

are disk and tape, over 100
and lots more. All worth over

books/mags
£1200. Sefl for £400 ono. Phone:(0458)
250078,

CB4C, 1 year old, voc, two joysticks, many

including K+, Barbarian, Memesis,
hh:'ﬁ- Oniy £120, Also wanted AS00
Mﬁéﬂﬂm up to E250. Telephone anytime
onil I

Thas maximum is 35 words
Small ads will be
The

C-64, datasetie and 92 original includ-
ing Platoon, Morpheus, S K, World
Gamas, Super Cycla, W.C. Laaderboard

0239 614565 after 4.00pm.

€84 games for sale, oid and new, arcade,
compitations and adventures on cassetts and
disc, Write for list to Hazel Miller, 17 Sherman
Rd, Manor Park, London E12 60T, All quarter
to & third of onginal price.

Commodore B84 with Multimodam, icks,
Excalerator+ disc driva, Freaze data
cassatie with 'Load-It', speech synthesisar,
masses of softwars, and soma educa-
tional. Geo

's DrOCRSSor, e
mﬁmm_m;cmiwi ;m
will sEparate!

McCready, 43 His.,
County Antrim, Morthern Ireland BT43 6N,
Plaass sand SAE for list.

Commodore 64, 1541 disk drive, 803 printer,
C2M cassatte, joystick, 120 digks, Turbo Rom

35 WORDS FOR ONLY £2.50!
Thousands of computer owners across the workd read ZZAR| manth, Tha
Reader Classifieds are low-cost to reach them with a small ad, whether you want
mhl.ly[ . SWap or And it's simpie — a one-off cost for up to 35 words for £2, 50, Just il
CLASSIFIED HEADINGS
ZIAP! Reader Classified Saction ia not open to trade or advertisers, but Fanzines
may use it. Tha ara WANTED, FOR SALE, USER
GROUPS, PEN PALS, and DIARY (for club/user group msatings o

MMM“#“M.WWdE.&DWw form (cheques or
LTDY. Photocopies

éas af the fom are Bccep-

1

8 Thea sarvice is not o trade/commercial advertisers
= ;

"

Sand to ZZAP1 READER CLASSIFIEDS, PO Box 10, Ludiow, Shropshire 5¥8 1DB

N e
Tick Classified hasding:

(Wanted [For Sale [(Swapine [JPen Pals [JUser Groups [IFanzines

[(Events Diary [ Miscellanscous

Method of peyment _ [“ICheque [ JPostal Order

Write your advertisement hare, ona word per box, and Include nama, address and phone

number if you want them printed.
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Disc or Tape Users who would like to
latest demao’s and games, than write to P, Wil-
son, 11 Li d Approach, Mooriown, Leeds

! and progs. all over the
Deigk . Al letters answered. Sand
mlﬂaﬂ with disk or list to: Express,
nar Azsbo, Slattevn 13, N-2600 Liksham-
e A

;
i

and disks will be answered.

64 Disk Usars!! Matthew Sears, 154 Comer
Road, Worcester. WR2 5JD, would like to
Ewop gamas on disk with all over Bei-
tmim, | will reply to all letters. Also!! Latest tape
pamaes wanied,

CBM 54/128 contacts wanted, DISK OMLY
Call Nick Abderman at 100 Tinwell Road, Stam-
ford, Lincs. PES 3GB or tel: 0780 64280 after
Bpm. All lethers will be answeared.

Disk and Tape users, Adam and Brian, 54
Premier Road, Pallister Park, Middhesbroiigh,
Clevaland T53 80P would like 1o hear from
anycne 10 Swap gamas, new or old, Wi prom-
ise ta reply. Phone ([D642) 226256, England.

AMIGA, to buy the latest stuff cheap)
contact: PLK , 2100 a0,
F.A.G. if possible then send an ampty disk, 50
M:ﬁnmﬂmmriﬂmﬂ%d&uw
NEWE

G'Day, I'm a CE4 user and | want panpaks from
“Adl over the World'. Your age is not important
but you must have a disk drive. Write, P.O.
Box 272 Manuka, Canberra AC.T, 20683,
Australia

USER GROUPS

ara $n) Miaw contacts, Write
Eumvlﬁm Box 12, CH-1805
Chexbres, Switzerland or call: 021 821 56 21,

plus many more. Only £3.20 per
LI
ﬂﬂmlmﬁﬂw

B4 Action - reviews, previaws, © i

and features on atest 64 software. Only 60p +
SAE for + 20p P+ P)for Scotlands finest Com-
maodons fansne. Send to Keith Hill, 40 Bamton
Gate Avanua, Edinburgh EH4 8BG, Scofland.

MISCELLANEOUS

Postal Workd of . Yo the sporta

mmmﬂw. for overall Champion,
for detalls 1o World of Sport, 3 Oid Church

Street, Aylestone, Leicester LE2 BND,

‘Goal Crary' computer moderated soccer
PBM, Many fastures inclede tactics, tral
choices, player {each match and abi
ityl, intermnaticnala, monthly @awards,
o i e e S
rozier, Haz ; ) s

shire. 5Y10 900.

PEM.

Three great games from 'Camaiot
Games': "Augby League Chall.’ "Socoer Six'
and ‘Tha

For further detal
Garmes




THE ARCADE COMPILATION
OF THE YEAR

REREGADE NEGEL WITHOUT A CALSE™ in e knile sige soild of ARRAROID T & o and time of | P

AVAILABLEON L &S8°

N uthe name/

COMMODORE of thegame'  , 5o AUAILABLE ON

g G ental Street - Manchester M2 SNS Tel 061 834 1939 - Telex 669977




IF IT ISN°’T THE POPE
READING A COPY OF

1Z.ZAP!!

Hold a chicken in the air, stick a deckchair up your nose,
da da da da da pom pom pom pom popp-a-dom - hey! . . .
Oops! Sorry, just getting a bat carried away, there — good
music always does that to me. Now, where was [? Oh yeah,
I was in the cupboard - locked in the cupboard to be precise
— with strict instructions not to come out without . . . wait
forit . .. a DOMARK SPITTING IMAGE COMP.

Ha! Easy or what! They don't call me the wonderful,
amazingly inventive comps minion for nothing you know (a
tenner normally does the trick.)

Right then! Get a load of this. How do you fancy winning
your very own Spittin& Image puppet? No ordinary latex
dolly this, but one made to measure at Limehouse Studios
to unique specifications. And not just a puppet of anyone,
but a gorgeous pouting, rubbery, grinning Spitting Image
puppet of yourself. Shock! Horror! Gasp! And how much

is it worth?
£2000!

Fact is, Domark are just about to release the first Spitting
Image computer game ever. All this messing about with
rubber-headed individuals has left its mark — Domark have
gone eversoslightly . . . well, howshalll putit . . . mad.
Yup, instead of just sitting back and gloating (which is what
[ would I do) they've decided to spend loadsanloadsamoney
onl you instead.

The three winners of a joint compo run in ZZAP!,
CRASH, and THE GAMES MACHINE (along with some
EMAP mags) are invited to visit Limehouse Studios on
December 17th for a tour round the Spitting Image puppet
making factory and studio. Woooh!

That’s when each of the winners gets to read out a script
imitating a Spitting Image puppet of their choice. The best
impresstonist wins his or her own personalised puppet. Not
that those nice people at Domark are the sort to leave the
two runners-up out in the cold. Nope, they've got two
Spitting Image goody bags hidden away in a Swiss safe-
deposit box just for them. Not only that—there are further
runners-up prizes of 20 spitting Image books, 5 Spitting
Image videos and 2 pairs of wacky Spitting Image slippers.
Beat that!

All you have to do is come up with a brilliantly amusing,
side-splittingly hilarious sketch which involves all of the
Spitting Image puppets on this page. You can use any
location or scenario you like — just remember you've got to
use ALL OF THEM. If you canstop laughing long enough,
stick your creation, which shouldn't be longer than 400
words inside an envelope and send it to:

SPIT IN MY EYE COMP
ZZAP! TOWERS, LUDLOW
SHROPSHIRE, SY8 1DB

Get your entriesin by November 15th (Whoopee! that's my
birthday — Gordo) or you'll have about as much chance of
winning as meeting asix-legged dancing hippo on a wet and
windy Scottish night . . . Can I come out of the cupboard
now?

E wagaor<sop e

Cra 0
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THE GIANTS OF THE VIDEO

GAMES INDUSTRY PRESENT FOR
YOUR HOME COMPUTER...

S\ N J .

JIONIC COMMANDO™

Can you infiltrate the
evil dictator’s defences
;.nd destroy his

comsday weapons?
With the aid of your
bionic arm, you have a
chance! State of the Axrt

gameplay and a

pounding soundtrack At last, your chance to

combine to make take part in the Battle of

Bionic Commando Midway. This sequel to

migue on a home the highly acclaimed

computer. ‘1942’ placfes you at the

™ l:onl:ll:l].'i oI an Hmanm

STREET HGHTER fighter plane. Your

Travel around mission is to destroy the

the globe and S—

dobattle with By o %amet:r

the best amato.

fighters that ' " ! Exhilarating

_[m action!

Thailand, g .

USA, England — e

and China

can throw at you.

i Spectrum 48/128K
ces for all games £8.99 cassette £12.99 disk

CBM 64/128 Amiga

{199 cassette £14.99 disk £24.99 disk

Mari ST Amstrad CPC

£9.99 disk

£9.99 cassette £14.99 disk

GIANTS OF THE VIDEO GAMES INDUSTRY

U.S. GOLD (ITALIA) VIA MAZZINA 15 21020 CASCIAGO VA 33 22 12255
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A breathtaking galaxy on the outer rim "’thEu:“-'.;-*-'::‘*E' orlds with astomishing creatures and animaled3D
graphics. a thr ";;x. enario bursting with humour '.hr I ke o L.,---:;'h yOou ve néver seen. everything about

CAPTAIN vLG"._'D makes i1 the type of :H'“".-" vou just HAVE 1o
-
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Addictive, £2.99 cassette, £6.99 disk el I:ulonl’y because itreminded

- Y to play back in 1980,

ue klaxons! Cue square- escape, so it's up to you to save isn’t a lot more varied,

|awed English actors| Yes, your ship and yourself from a one- much more

it's wartime again, folks, way trip to Davey Jones® Locker ately, shooting wave after wave of

and ‘The Enemy' are getting | (whatever did happen to the Mon- t isn't my idea of

things off to a flying start by | kees?). i rs are useful

launching a pre-emptive airstrike Damaging government property nterest when

On your moored battleship. Thisis | isa serious o nce, so rotate your k gameplay to contend with. Battle Stationsis

no time for heroics, so abandon gun, sight up the enemy, then not without its merry moments, however, and the best

ship! squeeze the trigger before the is watching the tiny blue sprites leap off the ship when it sinks.
Unfortunately, the hercic First | can drop their load! A RADA Well, /laughed . . .

Officer has tied you to an anti-air- scanner is provided for your con-

craft gun before making his own venience, and you are also givena | number of holes currently helping
s Y diagram of your ship to show the you sink.

¥ Battle Stations - perfect if you want to fall asleep PRESENTATION 70%

- Well presented on screen, with
lots of useful instrumants.
GRAPHICS 55%

d

Adequate representation of

ape, but aircraft

spritesare 5;{&” and undetailed.
SOUND 44% :
Military drum beats and pretty
i for explosions
As soon as they appear you a  fog-hormns.
know that they're going to HOOKABILITY 39%
drop a bomb on you, The back- Simplistic action isn't terribly
ground of clouds is OK and the addictive
scrolling is smooth, but the LASTABILITY 30°%
planes are bland and boring, Not much to keep you playing

g
2
]
g
:
2

after the first couple of goes.

OVERALL 35%

Will probably sink without frace.

MISSION GENOCIDE

Silverbird, £1.99 cassette

he Bad Star Empire is and the vertically scrolling ground up, Warhawk. The original rd release was well
attacking your home planet | installations. Icons are sometimes received, partly due to the fact that vertically scrolling shoot 'em
of Crys-cit (who makes up | revealed when these features are ups were the ‘in thing’ at the time. These days this lzpa of game
these names?!), and you have destroyed, which can give you has to have some erlg.g ap-l:.tlal
sn

qu

been chosen to lead the counter- shields, extra speed, and mors unfortunately, Genocide
altack. Your squadron of fighter powerful lasers and missiles.
space craft must obliterate the | Before these can be added, glue
invading enemy forces, thus say- must be picked up, then black hole

ing Crys-cit from destruction. icons avoided, as they suck in your P _l['hllEShEHlllTAﬂdou 68%
Your ship fires lasers ang add-on weapons (sounds painful, iR oughtful Iggn isplay screen

launches missiles simultaneously, huh?) e ﬁ?d 5&:5& of humaour

to destroy both enemy fighters = - screanshots roughout,

¥ Fast and furious action in Firebird's Warhawk . . . er ... I mean GRAPHICS 51%

Mission Genocide Badly colourad but adequately
: defined and smoothly animated.

SOUND 32%
Eiasic sound effects and nothing
else.

HOOKABILITY 72%

Like mast competent shoot 'em
ups, Mission Genocideis easyto
get inta,

LASTABILITY 58%

Plenty of Bad Star nasties to
destro - but graphic changes are
the only reflection of prograss.

3VERALI. 66%

ayable vertical shoot 'emup,
but not as good as Warhawk
which it mimics,
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only as Paul

BUBBLE

BOBBLE
, only £1.99!

T his superb conversion of the
Taito coin-op puts you (and a
chum)in the leathery skins of bub-
ble-blowing Brontosauri. Bub and
Bob, the dinos in question, have to
bounce through 100 screens of
platforms, encapsulating
monsters in bubbles, then burst-
ing them to release bonus point
objects. Other items appear, pro-
viding their lucky collector with
BIG point bonuses or such super-
powers as the ability to run and
release bubbles at speeds which

Mastertronic, £1.99

A meteorite has damaged a
computer controliing planet-
ary robot defence systems and a
huge nuclear reactor — which is
now threatening to explode, mak-
ing the planet Tau Ceti uninhabita-
ble. Your mission, should you
choose to accept it, is to pilot a
ground skimmer through Tau
Ceti's network of colonies, hunting
out the reactor's cmlingr;?d s,and
thus saving the planet. The robot
forces don't seem to realise you
have their planet’s welfare at heart

So what if Katmandu is the capital of Nep

old games and are endeavou

are nothing short of staggering
and to shoot devastating fireballs
at all and sundry. It's madeap . . .
wacky, even . .. and it's loads of
fun. In its original ten quid incama-
tion, ZZAP! awarded Bubble Bob-
ble97% and a Gold Medal, At this
price the game is an absolute
steal, and anyone who missed out
on it back then would have to be
really rather silly not to get hold of

it now.
OVERALL 98%

and make a point of showing off
the quality of their laser
marksmanship. It's a 30 shoot 'am
up adventure of remarkable qual-
ity: the buildings on Tau Cetj are all
shaded according to the position
of the sun, which tracks
relentlessly across the sky, creat-
ing very atmospheric day and
night effects. Another Commo-
dore classic of yesteryear which
makes an unmissable budget

release.
OVERALL 93%

tit, Paul. ..
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METROCROSS
£2.99

Kixx, £2,

A nother coin-op conversion,
this time from a Namco/Atari
ariginal, which puts you in the
designer trainers of a person
whose task inlife s to run from one
endof acourse of obstacles to the
other, within a strict time limit. Hur-
dles, rolling Coke cans and
malevolent paving slabs are all out
to slow you down to certain-death
speed, so timely leaping is the

order of the day. Clever joggers

al? Software houses right here have bought up these
ring to give them a wonderful, new lease
back on the shelves at a budget price. Introducing this month’s batch is the one they know

‘Economy Size’ Glancey. Hi

of life by putting them

EivesEEadRTAT 0
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can gain extra puntos by kicking
oveer cans, or gain a speed advan- |
tage by leaping onto one of the
skateboards which appear from
time to time. Metrocross isn't
really outstanding in any field, hay-
ing chunky graphics, an odd tune
and rather monotonous gameplay,
but it provides enough entertain-
ment to make it worth the small
financial outiay.

OVERALL 60%

AU O
il ]
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| T his early Arkanoidvariant tried
to be different by turning the

play area through 90°, but the

| basic ball-bouncing, brick-busting

gameplay is the same. All the fea-

| tures which have since become

| standard are in there, too — mis-
sile-firing, sticky, doubled and

elongated bats, extra lives and

slower balls. And that's it, really.

| Just get rid of all the bricks on the

3 screan and it's on to the next level,

| The graphics aren’t quite as

| EE L L0
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GAUNTLET
Kixx, £2.99

he top-grossing arcade game
came to the C64 in late "86 and
attracted good reviews all round.
Up to two players each take con-
trol of one of four characters, all of
whom have varying magical and
physical attributes. They are then
transported into a series of 512
scrolling dungeons, all jam-
packed with a multitude of
monsters which wander through
the corridors creating aggravation
for your intrepid party. Fight them
either hand to hand or by shooting

polished as the official Imaging
conversion and the sound hovers
just above mediocra, but there's
probably enough gameplay in
Krakout to keep you at it for a
while.lt's certainly a more tempt-
ing purchase now than it was when
it had a £9.99 price tag, but there
are better, similar games at a
budget which are more worthy of
your money, namely Ricochet,
... TRAZ and Ball Blasta.

OVERALL 60%

e L |

them, then collect food and ale to
heal your wounds. Personally, |
never really got on with Gauntlet.
The action is just a smidge too rep-
etitive and in single player mode
the odds are really stacked against
you. Still, the conversion is a
reasonably accurate one, and any-
one who was hooked on the
arcade original will doubtless feal
the urge to play this again and

again.
OVERALL 80%

ACE OF ACES
Kixx, £2.99

F rom the stables of Accolade
comes this arcade flight-sim,
which has you flying over WW?2
Europe in your RAF Mosquito
fighter-bomber. Dropping your
deadly cargo on submarines or
POW trains, shooting down Lon-
don-bound V1 Doodlebugs and
squadrons of Junkers bombers
and fending off attacks from
enemy fighters might seem like a
big job, but it's all in a day's work
for a Battle of Britain pilot. Ace of

ND0UDS5D
=
il

T his is an eight-event sports
simulation produced by Epyx
when they were at their program-
ming peak. In it you can lift weights
in Russia, ski a slalom coursea in
France, toss cabers in Scotland,
dive from a cliff in Mexico, ride a
bullin the USA, stay onarolling log
in Canada, jump barrels on ice-
skates in Germany and wrestle
Sumo-style in Japan, all without
leaving your chair! Neediess to
say, all the events are presented to

o

A

FAAN,

P
L]

%

Aces is very nicely presented,
apart from a slightly lengthy mul-
tiload, and the graphics, especially
the convincing cockpit views, are
everything you would expect from
an Accolade product. The differant
missions make gameplay much
more varied than most games of
the type, especially those at this
price, so it's well worth checking
out the shelves for this one.

OVERALL 85%

DO0S00on  om
S— -

perfection, with excellent
graphics, astounding sound and
thoraughly absorbing gameplay.
There's loads of variety in the
game and it's bound to have your
attention for ages. At this price,
no-one who missed it the first time
around can afford to neglect what
must be one of the best value for
maoney packages on the market for

the C64.
OVERALL 96%
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SUPERCUP FOOTBALL

Rack It, £1.99 cassette

aking into account parallel

universes existing in a single

blade of grass, it is entirely
possible that millions of lives can
be wiped out in one single football
match. With current video-game
trends, it seems perfectly obvious
that a football simulation should
be made available... Ah, my
fabled multi-level pencil bender.
The custard's fine, Doctor Crapu-
lence gibber, gibber. .. is
comment has been brought to you

by Maff's Hatstand Products Inc,
third balloon on the right, Moonpie
City).

But seriously folks . . . Rack It's
latest release is an overhead scrol-
ling football simulation for either
one or two players against the
computer. A number of options
can be selected to alter the game,
including strip and pitch colours,
pitch texture and difficulty level.
Also available is a curved 'banana’
shot to swerve around players.
Every time a goal is scored, the
player is notified by a large flashing
GOAL! message and a suitably
retarded footballing tune.

PRESENTATION 78%

Numerous options and compe-
tent layout.

Portray the action nicely, but the
overall iook is alittle bland.

A few jolly tunes and effects but

HOOKABILITY 71%

ough and
should keep you held for a while.

LASTABILITY 66%

The single player game could
become boring, but the two

ﬁ_ll_ayer game partly makes up for
is.

EVERALI. 67%

adequate overhead view
footy game which isn't too bad

Hmmm ... . thisis GRAPHICS 56%
very reminiscent
:I'HEEurupom §-a-
, except it's a =
i Batter = SOUND 39%
ofthe overhead- | | 4 Hmmm, let's ses — what's going on here, | wonder? (Ironic that's all
scrolling footy sim. Presenta- Captions Inc.) R
A
ne ninth .
is a real , @ four-way The action is fasten
scrolling and a banana
shot mentioned Before Taito's World Cup, all football games seemed
bananas?) Having said all that, to have forced perspective horizontally scrolling
it's not exciting, mainly pitches, but now there are more overhead view
due to the control games appearing on the scene and Supercup Foot-
method - it's more like push- |i-wmmmm.m;mmm
ing a medicine ball around a especially in two player mode, but occasionally the
muddy field than a footy — and get rather annoying, like when you can’t select
it does all look a bit bland. Oh or accidently kick a banana shot which flies off
well, | s'pose we'll still have to oans aside, it isn't too bad and should hold your
wait for Microprose/Sen- time, but serious football fans may become bored
sisoft’s version ... awhile, especially if there is no second player to challenge. for the price.

VECTORBALL

MAD, £2.99 cassette

uturesports have taken atum
anr the worse, Vectorball is

such a game played in a long
rectangular arena over a con-
toured pitch. Two robots fight aver
a puck-like ball and guide it into
the opponent’s goal,

You first se whather the
droids are under computer or
human control — effectively, one-
player, two-player or demo modes
= then the type of pitch, and dura-
tion of matches (three, five, or
seven minutes). The friction leval

¥ Vectorbaill: more fun than eating your toenails — but not much

- _ :}_1 ‘l'.,.'l‘ ;.- !? ,f

is finally chosen, which deter-

mines your maximum speed and
ease of slope climb.

The Hills, The Ditches, Wave
City and Megamix are the four
courses, and are made up of vari-
ous hills and dips. Your robot is
steered around this area, and the
ball collected on contact: when in
possession, it is fired in whichaver
direction you are facing. Each
tournament is played through four
matches, all on different pitches.
Yyyaaawnnnn . . .

PLIIR L
PLAVER LS

is no guarantee of

ual novelties are just a pain.

This is like A 'n' F's Xeno, only with siopes,

on zero playability. The pitches and droids are all
mhlgh—hch looking, but robot control is very
difficult, and the contours make things a lot worse.
No matter what friction level, you whizz all over the
shop, wunglhgﬂujnyuﬂd:lnauhnﬁempttnmuml.ﬂaﬂ
progress, as a shot spits the ball

afeeble distance ahead of you, to be picked upbymrmomm.
To call Vectorball frustrating is a big understatement, its vis-

and nigh

The 3D playing
area js nicely
with

drawn,

effective contour
pattens, and the
movement across them is
quite realistic. But (and this is
a but), the game itself is

iﬂmhlol It's virtually
i to gain any control
drone and the feeling
ssness is driven home

delays. If you want futuristic
ball sport, dig out Ballblazer -
don't even consider this.

PRESENTATION 29%

A number of options, but the
control system is a joke

GRAPHICS 68%

The contoured grids are attrac
tive, but flick-screens are con-
fusing.

SOUND 39%
Mediocre music and just threa
effects

HOOKABILITY 17%

The wild inertia makes your first
few games difficult

LASTABILITY 9%

It doesn't get much easier

OVERALL 11%

An unplayable attempt at a
fuluresport game
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dragon, its silver scales shimmering in the dim

light. You lost your sword a couple of rooms back
when you were forced to give it to an orc. All you have
left is a dwarvish dag%er and you know your stamina
is low. In front of you lies a perilous chasm crossed by
a rickety, rotting rope bridge. If you attempt to fight
the dragon you probably won’t survive, but if you try
thebridge . . . ?The dragon snorts with impatience and
lifts one of its lethal claws. It takes a step forward - you
feel the hot breath fanning your ::heel!(:s. There's a
horrible stench suggestinglingering death. You heara
thud as the claw hits the wall — just missing you.

132 ZZAP!64 November 1988

y ou’re standing face-to-face with a fire-belching

» What now?
Throw dagger

» But you haven't got the dagger

The draFun steps forward and engulfs you in flames.
You feel the blood in your veins boiling and your heart
pounds in a final painful convulsion. The light dims.

P You are dead.




I hether you're an
ardent fan or just a
! casual adventurer
you'll know how frustrating a
response like that can be.
When you've only got B or 16-
bits and a host of computer-
controlled characters to play
with, there are bound to be
limitations. You can unl; have
so many surly dwarves, fire-
breathing dragons or smiling
kangaroos, and their reactions
{spiteful, helpful or
murderous) will always be
exactly the same,

50 - wouldn't it be great if
you could have goblins and
wizards unpredictable enough
to fry you to a frazzle one
minute and buy you a Big Mac
(plus extra fries) the next? If
you didn’t have to rely on
wordy descriptions or blocky
graphics to really get the feel
of a game? If there was more

| than one solution to an

adventure, each of which
depended entirely on your
own abilities and the route you
chose to take?

If you've tuned into Anglia
TV's Knightmare recently,
you'll know that you can have
all these things and more.
Based on the concept of the
tomputerised adventure
game, it transports a fully
interactive dungeons and
dragons scenario — complete

with real-life characters,
simulated dragons and
astoundingly convincing
special effects — to your TV
screen,

Each quest is tackled by a
teamn of four contestants aged
between 11 and 14: an almost
blindfolded dungeoneer
wearing the "helmet of justice’,
is guided through an
underground maze by his
team-mates who watch the
whole thing through a ‘magic
mirror’ in the relative comfort
of the dungeon’s ante-room.

As if wearing a helmet that
restricts your field of vision to
what's directly in front of you
and listening to three friends
all shouting conflicting advice
at the same time isn't enough,
ﬁau also have to cope with a

ewildering array of men,
mages, maidens and monsters.
Asyou're abitofan alien runt,
with a thing that looks like an
upturned ice-bucket on your
head, they're not exactly going
to be brimming over witl";-
respect. More likely they'll ask
foragift, theanswertoariddle
or a spell. On the other hand,
blood dripping from a
dragon’s jaw, adeviousgrin on
an axeman's face or a snake
with a rattling sting in its tail
might be a sure sign that it's
time to run.

—

by actors. As they can't

tellin advance how a
dungeoneer is going to react,
they can’t simply enact their
script as they would in a play.
Wizards, dragons, knights and
halflinqu must decide on the
spur of the moment whether
to accept a bribe, offer help,
ignore or attack. It can get
pretty nerve-racking — if they
make an inappropriate reply
the painstakingly
reconstructed fantasy illusion
simply crumbles. What seemed
like asinister world of dark and
dimming passa eways
suddenly turns back into an
ordinary TV studio filled with
technicians, actors, empty
coffee cups and lights.

T he characters are played

¥ Hugo knows where everybody goes

To prevent such dislocation,
each adventure, which is
usually transmitted in two or
three parts, is actually played
right through in one long go.
Not only that — Trequard, t%w
Dungeon Master (played by
Hugo Myatt), is always on hand
to interrupt with useful advice
ora tim«e[r| warning. He
watches the proceedings at
every turn with a
discerningly .., er. .,
well , . . gungenn Masterish
eye,

The outcome of each quest is
completely open-ended. No
more actions you can't
perform, no more words that
the computer won't
understand. As each team
progresses through the
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» Robert Harris, who worked on Hitchikers Guide before Knightmare

dungeons’ increasingly
difficultlevels, the only factors
they are bound by are the
dungeoneer’s waning strength
and the design of the
dungeon. The rest is up to
them . ..

he pilot series, devised by
' Tim Child and designed

by Robert Harris, which
was shown for the first time
last year, ran to eight episodes
— each one grossed an
audience of around four
million. The effects were of
such high quality that they
won the Parisian lean D'Arcy
Award for Video Production.
Not bad huh?

Generally, the TV industry
has a pretty suspicious view of
home computer
entertainment; with the latest
horizontally scrolling shoot

‘em ups taking up more and
more of young people’s time
(wouldn't you prefer Wizball
to Bullseye?) it has obviously
cost them one or two viewers —
especially in the afternoons,
when Knightmare is screened.
It took Tim Childs several
aﬂemﬁts to persuade Angliato
view the computer industry
positively and consider that a
show based on a PC game
might actually work.

' o — how does it work,
s then? Like Santa Claus
| (you didn’t believe all
that naff stuff about the
reindeer, did you?), it's all a
cleverly constructed illusion.
It's made possible by
Chromakey. In the studio, the
actors perform against the
background of a blue screen.
Meanwhile, the director

¥ Dare you seek what lies behind the purple wall?




superimposes a signal from
another camera over the blue.
Though the dungeconeear and
the actors can't see the finished
effect, back in the dungeon
ante-room and on your TV
screen, it looks exactly like the
real thing. Sounds neat — but
only if you're careful. The
perspective of the scene has to
match with the angle of view -
otherwise you could end up
with all sorts of discrepancies.
To avoid problems, the
chamber is drawn to a strict
?:id while the camera stays

ixedin asingle position all the
time.

Right — now you've grasped
the technicalities (you have,
haven't you?} get out your
sticky-back plastic and your
empty washing up bottles and
wait forastep bystepguideon
how it's done (by the way —

ou'll need a basicbudget of at
east £100,000).

. ¢ First, draw your picture
The paintings that comprise the backgrounds correspond with

~ the predetermined grid pattern. Each dampstaircase, creaking

.. doorway and dripping passage starts out life as a written brief

- from the production team to the artist, Dave Rowe. He begins

by drawing pencil rau?.lhs which ultimately develop into the

. finished paintings. For help with some of the stone effects David

~ makes use of a library of slides comprising shots of cathedrals

~ and churches, For a more realistic end result, he tries to
incorporate as much texture as possible,

& Add Robert Harris
Well, Robert Harris and his 24-bit Spaceward Supernova, to be
. exact. Robert, who used to work on the TV version of
- Hitchhiker’s Guide To The Galaxy, turns David's pictures into
- computerised images which can be called up from the
Supernova'’s potential store of 1024 hi-res frames. It allows
Robert to alter the texture and colour of particular paintings by
drawing over them usinﬁ an electronic pen and pad. Scenes can
- be changed at the touch of a button. At points where the
dungeoneer has to choose between one of several doors all the
grn ucer has to do is hit the appropriate key and the correct

')_J-

; X
A
& b

A Deciphering the curse of the Scarab Room in Anglia TV's new series of Knightmare

4 Throw in some animation

Robert has devised a personalised technique. Purely using the
computer would involve creating a model and storing its
movements as an animated 3D pattern. Instead, Robert makes
use of an animation studio: a monster is made out of clay and
animated through a movement cycle. Each stepisshot by video
camera and digitised. Using this method all sorts of fantastic
illusions which make incredible use of the quality of light can be
created. Practically no luminous snake, slimy stick insect or
headless gorgon is too complex for the Supernova.

¢ Keep thinking

As preparations for the first series progressed Robert was able
to introduce more and more refinements. Digitised skeletons
and monsters were manipulated to perform more and more
complicated actions — even the sets were given a bit of extra
depth. To the endless sheets of blue cloth, stairs and cut-out
objects were added: now, when his team-mates see him
ascending a cold, dank, castle staircase, the dungeoneer at least
has a proper set of steps to climb. Obviously, the more complex

the set feels, the more realistic the Knightmare becomes.

ackdrop appears without any loss of continuity. No wonder it
cost around £85000!
obert Harris" work on the
programme has been so
[successful that he's now

set up his own mobile
computer graphicsstudio-The
Travelling Matte Company. In
a Mercedes truck fully
equipped with Supernova,
Sony 3000 rostrum mountea
video camera and Sony Video
Printer, he travels the country
dealing with, among other
things, corporate conference
work for a variety of large
companies
However, it's in TV and

fantasy projects that the real
scope for innovation lies. In a
situation where you can create
your own backgrounds and
aren’t restricted by a specific
budget, the only thing you're
limited by is imagination.
Knightmare is only the
beginning — who knows what
fearsome and fantastical

mgudions the future may

old.

» The machinery behind the
Knightmare
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Richard — goccer's 90t everything!
ames — 11 A-Side

goccer, Indoor Soccer, gtreet Soccer
(fouling allowed!) @ Spccer Skills (with
okill training = penalties. pushups, sit ups.

! weight lifting, dribbling and more!) = guperb

e g 2 value!

S UL David = xo and Pro goccer's 9o

simuitaneous 4 player action! 'S taken our team “Code

Masters’ OVer a year 10 p€
miss out on the besl A< i
Absolutely

Brifliant!

act these football games-
an_ 4 player. tootball game

WA .9
""‘ tl. ’ 'é".;t_. /|
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Efttwr you've got the grottiest iooking
keyboand thes side of FRACTALUS, or alse
you va just purchased & spiffing new one, in
any cagsa, you'l want fo hide 8 from

I nating eyes or protect it from dust,
oofies, biscuil crumbs, pied dandrul
chooks from some super quality covers
made specially foryour keybaard —chunky
h.jn;ysl'y'lﬂ B, supar-sim maodaem B4C or
1

CBM 84 KEYBOARD COVER

OFFER 5.00 007K

CBM 84C KEYBOARD COVER

OFFER 5.50, 7008k

CBM 128 KEYBOARD COVER

OFFER 5.50, 7009k

EUROMAX JOY BOARD

This super control console provides you
with every possible firlfg and movement
option. Directional control is switchabile
between microswitch-action joyvstick and
two games paddies. Firing can be acti-
virtad with two large fire buttons and Auto
Fire faatures variable frequancy setting.
Two LED's indicate firing action. The unit
i connactisd via a 2 metre long cable,
Suitable for Commodon VG-
20,064,C128,C1280 and AMIGA 500.
EUROMAX JOY BOARD

OFFER 10,85, T130H

Hawe you got a BINDing relation with your
tavourite computer mag? Give il the bast
possible care and chain, gag and strao it
It pur dliciows Iooking maroon binder
with gold logos, Each binder comes with a
pastic "year' sticker toidentify the 'vintage'

ZIAP! BINDER OFFER 4.50,70108

POWERPLAY CRUISER

This excedlent joystick features micro-
switch directional control and fire action
A unigue varfable tension control alows
the user to adjust the direction contral to
extra sansitive, mormal and firm, A wide
basa and four suction cups provide good
table-top oparation.

POWERPLAY CRUISER

OFFER £9.09, T131H

& packing.

Elimmate tape ioading protiems with

LOADIT

Achieves 100% loading success even on

thia s obatinate tapes

LOAD IT gives you:

@ 100% koading success

@ Permanent head alignment acjustrment

@ LEDights for easy tuning 10 optimel sig-
nal

@ Guarantead for one year

Approved by leading saftware houses
LOAD IT CASSETTE DECK
OFFER 30.99.7011H

EUROMAX PROFESSIONAL

High durabsity, rapid response and ultra
sansitive movemant accuracy from this
advanced ergonomic design. Ideal for left
and right hand play. 1.5m cord
EUROMAX PROFESSIONAL

OFFER 15.85. T133H

EURDMAX PROFESSIOMAL AUTO-
FIRE

All the quality of the PROFESSIONAL,
with the added bonus of the AUTO FIRE
option (may not work on some compuber

aystems).

EUROMAX PROFESSIOMAL AUTO-
FIRE

OFFER 18.85, T134H

DYMAMICS COMPETITION PRO
5000

Features arcade quality microswitches,
dual fire buttons, robust stesd shaft and
rubber retumn for smooth control and
Icngper [ifie. Extra long 1.5m cord
DYNAMICS COMPETITION PRO 5000

{normai)

OFFER 13.50, RAP 14.95, T135H
DYMAMICS COMPETITION PRO
BO0O [clear)

The designes |oystck with sae-through
body.

DYNAMICS COMPETITION PRO 5000

(cisar)
OFFER 14.00, RRP 15.95, T136H

NN NN
ZZUPERSTORE

//UPERSTORE

Whether top games software, high-tech
Joysticks or designer T-Shirts and caps or just
simply dustprotective keyboard covers and
ZZAP collecting binders, there is everything
you couldn’t be without. Remember, the
incredibly low prices include VAT and postage

y 4

KOHIX SPEEDMING

Tha jaystick that actually fits your hand,
with & fire bution angied for your trigger
finger 10 ensure accurate

action, Solid stesl breakproof shaft with
naat clicking sound for every position
MOVE Yol make,

KONIX SPEEDKING

OFFER 10.89, RRP 11.989, T132H

EUROMAX JOYSTAR

This is an axcellent microswitch-action
oyshick fealuring pracision top and frond
fire: buttons and Auto Fire. it can be opar-
ated handheld or can be mountad on the
[able via vice-grip suction cups.

EUROMAX JOYSTAR
OFFER 0.95, C093H
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LZUPERSTORE
RECOMMENDED

SOFTWARE

ALIEN SYNDROME cass. The Edge
OFFER 7.99, ARP 5.99, (90%),
Z070C

ALIEN SYNDROME disk, The Edge
OFFER 8.98, RRP 11.98, (80%),
20700

ARMALYTE cass, Thalamus
OFFER 7.99, RRP 0.99, (37%),
22010

ARMALYTE disk, Thalamus
OFFER 10.44, RAP 12.99, (979%),
Z201D

BARBARIAN 2 cass, Falace
OFFER 7.98, RRP 9,99, (96%),
2071C

BARBARIAN 2 disk, Palace
OFFER 11.99, RAP 14.99, (86%),
ZO0mbD

BEYOMD THE ICE PALACE cass, Elite
OFFER 7.88, RAP 9.99, (TA%),
2072C

BEYOND THE ICE PALACE disk. Fite
OFFER £.89, RRP 11.99, (78%),
20720

BIONIC COMMANDOS cass, (500
QOFFER 7.99, RARP 8,89, (B0%),
ZE1C

BIONIC COMMANDOS disk, GOV
OFFER 9.89, RAP 11,98, [©0%),
ZD61D

CYBERMNOID 2 cass, Howson
OFFER 7.85, RAP 995, {(91%),
Z202C

CYBERNOID 2 disk, Hawson
OFFER 11.85, ARP 14.95, {31%),,
L2020

DALEY THOMPSON'S OLYMPIC

CHALLENGE cass, Ocean
OFFER 7.85, AP 9.95, [79%),
Z144C

Z144D
DARK SIDE cass, Incentive
OFFER 7.96, RAP 9.95, {30%;,
Z07aC
DARK SIDE disk, Ircentive
OFFER 10.40, RRP 12,85, (90%),
Z0T4D
DECISIVE BATTLES OF THE AMER-
HCAN CIVIL WAR diak, Electronic Arts
g:ﬁE; 14.85, RAP 18.95, (30%:),

IIAPI CAP
Join the + | Y, join the anmy of ZZAP!
reackers whi  wear theirfavounte mag s Iogo
proudhy.on s ir chest, no, higher, above
thiair forahaad. I you can'l impress people
with the see of your brainboo, doit with ths
dazriing baus baseball cap with white logo
Uirilkez fe brasmbon, i's guararesd io
wodk, everylime

ZLAP| CAP
OFFER £3.50, 2101H

DELUXE MONOPOLY cass, Losure
Gans
OFFER 10.40, RRP 12.95, (73%),
Z073aC
DELUXE MONOPOLY disk, Laisurs
Gamnug
OFFER 12.85, ARP 15.95, (T3%),
20730
ECHELON cass, Access/US Gokd
OFFER 7.98, RAP 9.98, (81%),
ZDESC

ECHELON disk, Access/US Gold
OFFER 11.88, RRP 14.589, (81%),
20850

EMELYN HUGHES INT. S0CCER

cass, Audiogenic
OFFER 7.85, RRFP 0,95 (00%),

22030
EMELYM HUGHES INT. SOCCER
disk, Audiogenic

OFFER 10.40, RAP 12.05, (00%),

Z203D
EVERY SECOND COUNTS casa
Domark

OFFER 8.40, ARF 7,95, (B5%),
Z07TS0
FOOTBALL MANAGER 2_Addictive
Gameas
OFFER 7.29, ARP 9,93, (71%),
ZOTEC
FOOTBALL MANAGER 2. Addictive
Games
OFFER 11.99, ARP 14,99, (T19%],
20760
IFI:I-H FIGHTS BACK caas,
OFFER 7.98, RRP 9,99 (579,
22030
FOXX FIGHTS BACK disk,
Imagewarks
OFFER 10.44, RRP 12,09, [B79%),
22030
GRAYZOR cass, Ocean
OFFER 7.20, ARP 8.95, (BE%),
Z064C
GRYZOR disk, Ocean
OFFER 10.40, RAP 12.95, (B6%),
20640
HAWKEYE cass, Thalamus
OFFER 7.99, ARP 9.9, (96%),
ZOTTC
HAWKEYE disk, Thalamus
OFFER 10.44, AFRP 12,98, (06%),
ZOT7TD

PU/Z/

PUZZLED???

Not yet, but if your soft-
ware order exceeds £5.00,
ou will get free an amaz-
intriguing, Why-Did-l-

INI PUZZLE.
It's downright frustrating,
it's hell, and you'll love

A  ASTRO PUZZLE

B SIXBRICKS

C SATELLITE PUZZLE
D TRICK STAR

E TRIPLE KNOT

Take-it-To-Pieces 3D

HOPPING MAD cass, Elite
OFFER 7.99, RRP 9,99, (64%),
Z078C

HOPPING MAD disk, Flis
OFFER 11.89, RAP 14.99, (B4%).
Z0780

HUNTER'S MOON cass, Thalamus
OFFER 7.95, RRP 9.95, (92%),
20510

HUNTER'S MOON disk, Thalamus
OFFER 11.85, ARP 14.95, (92%),
Z051D

Gmm MISSION il cass 1S

OFFER T7.98, RRP 0.6, [96%),
Z066C

wmmm i disk, LIS
OFFER 11.89, ARP 14.98, (86%),
20860

INFILTRATOR Nl cass, LS Gold
OFFER 7.99, ARF 9.99, (51%),
Z0GE0C

INFILTRATOR Il disk, LIS Gold
OFFER 11.99, RRP 14.99, {61%),
Z0600

INTENSITY cass, Firabird
QFFER 7.85, RRP 9.95, [75%),
Z204C

INTEMNSITY disk. Firebird
OFFER 10.40, RRF 12.95, (75%),
22040

CR ;

L
OFFER 7.95, RAP 9.95, [B6%),
2oTac

INTERMNATIONAL SOCCER disk, CFL
OFFER 11.95, RRP 14,95, (86%),
20790

LA CRACKDOWM disk, Epyx
OFFER 11.99, RAP 14.99, (81%),
Z£1480

LAST NINJA 2 cass, System 3
OFFER 10.44, RRP 12.99, (94%),
Z080C

LAST NINJA 2 disk, System 3
OFFER 11.89, RRP 14,99, {934%),
Z080D

LEGEND OF THE SWORD disk, Fan-

bird

OFFER 19.95, RRF 2495, (B7%),
Z0g1D

MARAUDER cass, Hewson
OFFER 7.99, RAP 9.89, (BE%),
Z0B2C

MARAUDER disk, Havwsan
OFFER 11.98, RAP 14,99, [B6%),
Z0BZD

MATCHDAY M cass, Ocean
OFFER 7.20, RRP B.95, (30%),
Z0s0C

MICKEY MOUSE cass, Gramiin
Graphics
OFFER 7.90, RRP 0.99, (72%),
Z083ac
MICKEY MOUSE disk, Gramiin
Graphics
OFFER 11.99, RAP 14,99, [72%),
20830

LED??

Nl v e

HETHERAWORLD cass. Hewson
OFFER 7.98, RAP 9.99, (87 %),
I12c

HETHERWORLD disk, Hewson
OFFER 11.99, RAP 14.99, (87 %),
212D

HINETEEN — PART OME, Cascade
OFFER 7.989, RRP 9.99, (T09%),
Z0sac :

HINETEEN - PART OME, Cascacn
OFFER 11.99, RAP 1499, (T0%),
20840

DOPS! cass. Big Apple
OFFER 7.9, RRP 9,99, (74%),
Z0B5C

DOPSI disk, Big Appie
OFFER 11.95, RAP 14.95, [T4%).
Z0B50

PSYCHO PIGS UXB cass. US God
OFFER 7.89, ARP 9.90, (60%),
Z150C

PSYCHO PIGS UXB disk, LS God
OFFER 11.99, AAP 1499, (B0%),
L1500

RED STORM RISING cass_ MMicroprosa
OFFER 11.95, ARP 14.95 (B&%),
L2050

RED STORM RISING disk, Micronross
OFFER 15.05, AAP 19.95, (86%),
22050

SALAMANDER casa, Imaging
OFFER 7.20, AAP 8.95, [94%),
ZOBAC

SALAMAMDER disk. Imagne
OFFER 10.40, RRP 12.95, (B4%),
Z0BaD

SINBAD AND THE THROME OF THE

FALCON disk, Mirrorsoft
OFFER 11.88 RAP 14 85 (B0%),
22080

SKATE CRAZY cass_ Gramlin Graphics
OFFER 7.99, ARP 59.99, (86%),
Z087C

SKATE CRAZY disk, Gramén Graphics
OFFER 11.99, ARP 1400, (BE%),
ZOBTD

SOLDIER OF FORTUNE cass, Firebird
OFFER 7.85, RAP 9.95, [B6%),
Z207C

SOLDIER OF FORTUNE disk, Firehird
OFFER 10,40, RRP 12.95, ({56%),
22070

SORCEROR LORD disk, PSS
OFFER 11.89, RAPF 14.99, (B5%),
Z083D

E'MIT SPORTS SOCCER cass,

L]
OFFER 7.90, ARP 9.99, (75%),
Z208C

STREET SPOATS SOCCER disk, Epyx
OFFER 11.89, RAP 14,99, (T5%),
Z2080

SUMMER OLYMPIAD cass, Tynesolt
OFFER 7.20, RAP B.95, (BT %),
Z151C

SUMMER OLYMPIAD disk, Tyniasoft
OFFER 11.85, RAF 14.95, (B7%),
Z151D

TARGET RENEGADE cass, Imaging
OFFER 7.20, RAP 5.95, (B4 %),

|
|
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ZOBTEC
TARGET RENEGADE disk, imagine
OFFER 10.40, RAP 12.05 [84%),
ZOETD
THE EMPIRE STRIKES BACK cass,
Domark
OFFER 7.88, ARP 9.99, T4%),

Z088C
THE EMPIRE STRIKES BACK disk.
Domark

OFFER 11.90, RAP 14,99, (74%),

Z08a0n
THE GAMES — WINTER EDITION
cass, Epyx
QFFER 7.98, ARF 9.99, (76%,),
I0BAC

THE GAMES — WINTER EDITION
disk, Epyx
OFFER 11.85, RRP 14.95, (T6%).
20840
THE PRESIDENT IS MISSING disk,
Casmi
OFFER 10.40, RAP 12,95, {B:3%),
L0800

THE VINDICATOR cass, imagine
OFFER 7.20, RAP 8,95, {64%),
Zi54C

THE VINDICATOR disk, Imagine
OFFER 10.40, RRP 12.95 (64%),
2154D

TRACKSUIT MANAGER cass, Goliath

Games
OFFER T.95, ARP 9.95, (B0%),
2153C

TYPHOON cass, Ocoan
OFFER 7.20, RAP 8.95, (70%,
Z0NC

TYPHOON disk, Ocsan
OFFER 10.40, RAP 12 95, {TE8%),
Z0EiD

VENOM STRIKES BACK cass, Grem-

lin Graphics
OFFER 7.09, RRP 9.99, (7T0%),
2060

VENOM STRIKES BACK disk, Gramlin

OFFER 11.88, RRP 14.99, (T0%).
20680

WARGAME CONSTRUCTION KIT

disk.
OFFER 15.98, RRP 19.99, (79%),
20820

WASTELAND disk, Electronic Arts
‘OFFER 1588, ARP 19.99, (85%,),
20830

AAARGH! disk, Meinourne House
OFFER 15.88, RRP 19.99, (87%),
Z2132D

ATRON 2000 diak, Playars
OFFER 11.85, RRP 14.85, (87%),
22000

BARD'S TALE 2 disk, Electranic Arts
OFFER 18.85, RRP 24.95, (B0%),
Z210D

BETTER DEAD THAN ALIEN disk,

Elactra
OFFER 15.85 RAP 19.95, (72%),
21330

BEYOMD THE ICE PALACE disk, Eiite
OFFER 18.09, RRP 24.99, (T0%),
221D

BUBBLE QHOST disk, Infogrames
OFFER 15.85, RRP 19,95, (R59%),
22120

BUGGY BOY disk, Elite
OFFER 18.89, RRP 24.99, (92%),
234D

CARRRIER COMMAMND disk, Rainbird
OFFER 19.99, RRP 24.99, (92%),
Z134D

FAERY TALE ADVENTURE disk,

Mediagenic
OFFER 22.00, ARP 29.99, (T6%),
22140

FOOTBALL MANAGER disk, Addictive
OFFER 15.99, RAP 19.98, (71%),
£1350

GIGANOID disk, Swiss Computer Ars
OFFER 11.90, RAP 14.99, (71%),
21380

HELTER SKELTER disk, Audiogenic
OFFER 11.95, AAP 14.95, (B5%),
22160

IKARI WARRIORS disk, Elits
OFFER 18.89, RRP 24,00, [74%),
Z218D

MOATVILLE MANOR disk, Lankhar
OFFER 10.95, RAP 24.95, (B6%),
21370

PANDORA disk, Firetird
OFFER 15.99, RRP 19.99, (87 %),
INT0

POWERPLAY disk, Arcana

OFFER 15.99, RRP 19,99, (B2 %),
ZNenD

SARCOPHASER disk. Playen:
OFFER 11.85, RAP 14.95, (84%),
22180

SCRABBLE DE LUXE disk, Lsizure

Ganius
OFFER 15.85, ARP 18.95, (T0%),
22200

SKY CHASE disk, Merorsoft
OFFER 15.85 RAP 19,95, (TB%),
Z221D

STAR RAY disk, Logotron
OFFER 19.95, RRF 24.95, [90%),
222D

STARGLIDER 2 disk, Rainbird
OFFER 18.85, RRP 24 95, {98 %),
Z141D

THE EMPIRE STRIKES BACK disk,

Domark
OFFER 15.99, RAP 19,99, (R2%},
22130

THUNDERCATS disk, Elite
OFFER 18.98, AP 24.99, (BB%%5).

TRACERS

diak, Matkaganic

OFFER 15.95, RRP 19.85, (T4%),
Z2224D

VIRUS disk, Frabird
OFFER 15.85, ARF 19.95, (84%),
225D

ZOOM disk, Discovery Softwars
OFFER 15.95, RAP 19,95, (B9%),
L2260

BORDERIOME C128 disk nfocom
OFFER 15.95, RRP 19,95, (B4%),
ZD5E0

CORRUPTION Amiga disk, Faintird
OFFER 19.95, ARP 24.95, [81%},
21130

DEJA YU disk, Mindscaps
OFFER 11.85, RRP 1495, [81%),
20580

INTRIGUE disk. Mirrorsot
OFFER 10,44, RAF 12,89, (83%),
20940

JACK THE RIPPER cass, CRL
OFFER 7.95, RRP 9.95, (Ta%|,
Z05aC

JACK THE RIPPER disk, CRL
OFFER 11.85, RAP 14.95, [78%),
20580

JINXTER disk, Fainbird
OFFER 15.95, RAP 18.95, [B3%),
ZOSTD
LEGEND OF THE SWORD diak. Fain-
bird
OFFER 19.85, RRP 24.95, (87 %),
20950
MINDFIGHTER cass, Abstract Con-

cepts
OFFER 11.99, RAP 14.89, {51 %),
Z096C

MINDFIQHTER disk, Abstract Con-
cEapls
OFFER 15.99, ARF 19.99, {51%),
L0960
MORDON'S QUEST cass, Malbourna
House
OFFER 5.75, RAP 6.95, (B3%),
Z087TC
QUEST FOR THE GOLDEN EGGCUP
cass, Mastertronic
RAP 1.88, (T5%), Z2122C
SHERLOCK disk, Infocom
OFFER 15.95, RAP 19.95, {B1%),
Z0520
SKEGPOOL cass, Top Tan Softwars
OFFER 1.99, (49%), Z0550
STARCROSS disk, Infocom
OFFER 19.99, RAP 24,99, (BAY%),
Z08aDn
TIME AND MAGIK cass, Level Ming
OFFER 11.95, RAP 14.95, (88%),
Z068C
TIME AND MAGIK disk, Lovel Ning
OFFER 15.95, RAP 19.95, (BA%),
ZOBAD
TOWER OF DESPAIR cass, Games

OFFER 8.40, ARP 7.85, (768%),
Z098C

VALKYRIE 17 cass, Ram Jam Corpora-

tion
OFFER 8.40, RAP 7.95, (T0%),
Z114C
WEREWOLF SIMULATOR cass, Top
Ten Softwara
OFFER 1.98, (56%), Z054C
cass, CRL
OFFER 7.95, RAF 5,05, (T0%),
Z053C

ZZUPERSTORE

STRATEGY

BARD'S TALE 3 - THIEF OF FATE

disk, Electronic Arts
OFFER 15.99, RAP 19,99, (81%),
Z130D

DECISIVE BATTLES OF THE AMER-

ICAN CIVIL WAR disk, Electronic Ars
OFFER 14.85, RAP 16.95, (90%),
Z1450

GEMSTONE HEALER disk, 55/
OFFER 15.99, RRP 18.89, (80%),
Z1000

PANZER GRENADIERS disk, 55|
OFFER 15.88, ARP 19.90, (B1%),
Z101D

QUESTRON Il disk, 551
OFFER 15.99, RRP 19.98, (B1%),
Z1020

OFFER 15.80, RAP 19.99, [78%),
Z1160
WASTELAND disk, Flectronic Ars
II!I:FFEFI 15.99, RAP 19.99, (95%),
1160

ACE OF ACES caas, Kixx
RRP 2.99, (B5%), 72260
BALL BLASTA cass_ Zappelin
RRP 298, (87%), Z131C
BATTLE SHIPS cass, Encore
RRAP 1.9, (A1%), 2103C
BRAINSTORM cass, Siverbird
RRP 1.99, (34%), Z104C
BRUCE LEE cass, Americana
RAP 1.99, (32%), 2105C
BUBBLE BOBBLE cass_ Siverbirg
RAAP 1.8, (08%), 22270
GAUNTLET cass, Kixx
ARP 2.99, (B0%), 722680
KMNIGHT TIME cass, MAD
RARP 2.99, (B0%), Z106C
cans, Kixx

GEMICIDE cass, Silverbird
RAP 1.99, [66%), Z231C
POLTERGEIST cass, Code Masters
RRAP 1.99, (66%), Z107C
SCOOTER

SIMULATOR cass, Silverbird
RRP 1.89, (63%), Z108C
SNODOMER

SIMULATOR cass, Code Masters
RAP 1.88, (683%,), Z117C
COCHET casas, Sivarbird
ARP 1.09, (86%), Z120C
OTEUR casa, Encore
RAP 1.99, (68%), 71180
SANXION cass, Rack-i
RRAP 1.88, (B8%), Z118C
SCORPIUS cass, Silvertird
RRP 1.88, (T19%), Z123C
SKUBA KIDZ casa, Silvartird
RRP 1.88, [66%), Z124C
SLIMEY'S MINE cass, Silverbird
RARP .88, (94%), Z109C

S
e L
SOFTWARE OFFER
PRICE TABLE
RRP OFFER SAVE
4.99 399 1.00
5.95 474 120
7.95 640 1.55
7.99 6.44 155
8.95 720 175
8.99 724 175
9.95 7.85 2.00
9.99 799 200
11.99 999 200
12.95 1040 255
12.99 10.44 255
1495 1195 3.00
1499 1199 300
1995 1595 4.00
1993 1599 4.00
2300 1840 460
2495 1995 5.00
2895 2315 580
2995 2395 6.00
3495 2795 7.00
HOW TO ORDER:
m“t INCLUDING D
TYPE AND ORDER CODE (WHERE
IF PRICE NOT INDI-
CATED,CHECK INAD OR REVIEW FOR

STORM cass, MAD
RAP 2.99, (70%), 2110C LOOK UP SPECIAL OFFER PRICE AND
SUPER CUP FOOTBALL cass, Fack-it WRITE ON ORDER FORM,
RRAP 1.99, (67%), Z232C ADD UP TOTAL AND ENCLOSE
TAMGENT cass, Tha Micro Selection CHEQUE OR POSTAL ORDER OR
RRP 2.98, (61%), Z111C ALTERNATIVELY USE
TAU CETI cass, Masterironic {DON'T FORGET TO INDI-
RRP 1.98, (03%), Z233C CATE EXPIRY DATE!).
TRAZE cass, GCamebusters |
RRP 2.99, [93%), 21260 GAMES ORDERS ORDER
TROJAN WARRIOR casa. Silverhird CODE OR MEDIA TYPE AND COM-
RRP 1.898, (T4%), 2127C GARMENT ORDERS ORDER
URIDIUM cass, Rack-it CODE OR GARMENT SIZE, HARD-
RRP 1.99, (79%), 21280 WARE ORDERS ORDER CODE,
WORLD QAMES cass i INCOMPLETE ORDER FORMS WILL
RAP 2.90, [96%), 2234C BE
BUDGET o
RANGE ST Sy O ey
EURDPE ONLY.
FOR OVERSEAS ORDERS PLEASE
ORDER GAMES IN THE £1.99 ADD £2.00 PER ITEM FOR AR MAIL
RANGE AND PAY FOR THREE [E5.97 -
PAYMENT TOTAL] - A SAVING OF
£1.99
ORDER FOUR GAMES IN THE £2,89
RANGE AND PAY FOR THREE (E8.97 DELIVERY:
PAYMENT TOTAL) - A SAVING OF -
£2.99! NOT ALL LISTED
JUST FILL IN THE NAME AND PUB- HAVE BEEN RELEASED AT PRESS
LISHER OF THE FOUR GAMES
REQUIRED AND THE PAYMENT GOODS WILL BE DESPATCHED AS
TOTAL OF £5.97/66.97 USE S00N AS POSSIBLE.
il i nﬂ.pl: -
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SUBS OFFER

Zzapping
Cybernoids and
Skryksis!!!

GreatLaser Guns!! This must be the ultimate alien

|l$.|l."i'|'
OO0 0n

#

P OO I OO

4

£

Mo 4 August 1985

HNo 5 September 1985

Mo B Decamber 1985

Mo 12 April 1988
116 pages! Three Sizzlers! 1985 Z205

54 - Datel Dagidrum AND Sound Samplar
renviErwd!

Mo 13 May 18886

116 pages! Alter Ego Gold Medall Twa
Sizziers! The Daily Liama - Disry of Mirter
Infocom Interdaew Part 1! Palace Softwarne
Intervw! Mindsmear Confession! Irra,gnl_:h
Intardaew! Indax for Issuas 1-121

Ho 14 June 1088

124 pages! Spindizry Gold Madall SiX
Szhers! Infocom imerview Part 2t Steve
Evans Intensew!

‘s
]

E

Mo 15 July 1988

124 pages! Leader Board Gaold Meadall FOUR
Slrriars! Budget Reviews Bonariza
Euromax's Mouse and Chesssl More Daily
Liarra - Minter Dhany? CHAL Previowes!

e vl e

Mo 16 August 1886

116 pages! Four Serders! Controversal Mus
i’ s Bal Intarview! Vidcom Art Package
Hen, | Dty Lisma - Minter Digng

-l

CYBERNOID 2, Hewson

BACK NUM

Mindsmaar Preview! Wild Sounds from yous

No 17 September 1886

124 pages! TWO Gold Madals! GAC! FIVE
Szglers! The Musician's Other Ball - Comma
dore's Music Expansion System Revewed!
Daily Liama - Conclusaon of the Minter Diany!
Software Cuties Speciall ZZAPSTICK!

No 18 October 1888
116 pages! FIVE Sizziers! Two Readers Baltle
in thex Challengal Grag Barmett inenvievwac!

Mo 18 November 1986

148 pages! Workd Games Gold Medal! FIVE
Sizzlars! Defta Four inbarview! ZZAPSTICHK!
John Twiddy Intervaw!

Ha 20 December 1086

180 pages! TWO Gold Medals! The Serilinel
Boulderdash Construction Kit! FIVE Sizziers!
Firabid's fabulois Microythen Do Kit
reniEed!

Ho 21 Xmas Special 1088/87
156 pages! OME Sizzier Denton Designs
Aevisited! Desent lsiand 5.25' Rockiond's
Round-Ug! Tamara Knight - Part 17

Ho 22 February 1887
132 pages! Dver FFTY Pages of Reviews!
FIVE Sizziars| Keka-Line Profie

Mo 23 March 1987

116 pages! TWO Sizziers! Sensibie Soitware
intensawed! The Andrew Braybrook Diary -
Mental Procraabon Pan 11

zappable challenge yet! Delve into the mysteries
of the Commodore world by taking out a sub to all
conquering Zzap and you get a free ride through
the alien-infested CYBERNOID 2 screens, tryingto -
recover as much treasure from the destructed
pirate ships, or guide Xamoxian-witted HAWKEYE
through the strange and unfamiliarlands towards
the Skryksis’ central base and destroy the evil
radiation plant to save Xamox. Yes, twelve sub-
scription issues of Zzap entitle you to a free
CYBERNOID 2 or HAWKEYE cassette copy, which
will provide any serious CBM 64/128 captain with
an experience of a lifetime. If this won’t separate
the men from the boys, nothing ever will . . .

HAWKEYE, Thalamus

BACKISSUES "BACKISSUES BXIS
E R BACKISSUES"BACKISSUESBXIS
BACKISSUES "BACKISSUES BXIS

No 24 April 1987
116 pages! ONE Sizzler! SIx Pages of Con-
Op Hermewes!

Mo 25 May 1987

116 pages! TWO Sirzlers! Crucisl Compila
tione Comparison! Fantastic Of Frey Pul-Out
Postir! Impossible Mission Past Blaster!
Inde fior Issues 13-241

No 26 Juns 1987

100 pages PLUS SAMPLER CASSETTE!
TWO Sizzlers! The Terminal Man Il - Episods
11 A Hatchivkers Guide to Douglas Adams)
Ohrike’s Curly Talel

Mo 27 July 1987

116 pages! THREE Siziers! Arcades
Analysed! Priippa rving's Manosuvres - The
Begnning! The Mintendo Console! American
Focttal Round-Lin!

Mo 28 August 1887

116 pagea! Penn Baves! ONE Gold Madall
THREE Sirslars! Behind the Scanes of the
Living Denlights! The C16 scrutinised)

No 296 September 1988

124 pages| ONE Gold Medal! Califomia
Games! FOUR Sizaerst Tha Sega Console?
Raster Inerrupts De-Mystified’

Mo 30 Dctober 1987

132 pages! OMNE Godd Medall Bubbla Bobblal
THREE Sizzlers! THAEE Siver Macss! The
Achanced OCP Art Stucknl Mel Croucher and
PEM - The Beginning! Arcades Analysad!
First Part of Shoot'am Lip | fistany

Ho 31 November 1087

148 pages! THREE Sizzers! Acoolade's
Comicg! RPG's Scrutinsed! Combat Zona!
Microprose Featura! Ubik's Music!

No 32 December 19687

164 pages! THREE Gold Medals! THREE
Sezzlers| 16-bit Spectall Pradator Film
Expase! PCW Show Report!

Ho 33 Xmas Specisl 1987/88 [Jan-
uary 1588)

196 pages! EIGHT Sizdars! A Day At The

Arcades! Crucial Compdations! Fabuaous

Giard Poster! A Musical Interude!

Mo 34 February 1988
108 pages! FOUR Sizziers! Flying Tonight!
Precator Pull-Oul Poster| Amiga Action] _

No 38 March 1988

116 pages! ONE Goid Medall ONE Sizzier

Valenting's Day Pull-Oul Poster! The Future
Of Computars - A look al Sci-Fi Fims! Elec

Tronic Imagerny - Digilal Piciures indervioew!

Mo 36 April 1988

146 pages! TWO Sizzlers! 16 page Amiga
suppiement! Walker's Wy - Mew [iary of a
Game senes! Budgst Test!

Ho 37 May 1988

116 paxges! THREE, Sizzlers? 16 page ZZAP!
TIPS MEGA-SPECIAL! Meal Crouchars Inok
into the future of the softwane industnd Amigs
Action|
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ORDER
FORM

Iwant to subscribe to 12 issues of ZZAP!84 and receive
my free CYBERNOID 2 or HAWKEYE cassette.

If I've already got a ZZAP!64 subscription, and itis run-
ning out soon | extend it for a further twelve issues —and
still get my free CYBERNOID 2 or HAWKEYE cassette.
Ifl am a current subscriber, but do not wish to extend
my subscription, | can still geta CYBERNOID 2 or HAW-
KEYE cassette for an amazing £6.95 — a special sub-
scribers discount price.

Eniluﬂckﬂ;mum:
enclose 8.00 for a new ZZAP!64 subscription
mainland UK

[[] lenclose £25.00 for a new ZZAP!64 subscription
outside mainland UK - surface mail

[] lenclose £38.00 for a new ZZAP!64 subscription
outside Europe - Air mail

Dzﬂmmmuhmmlmmwm

| am a new subscriber
| am an existing subscriber. My subscription
number is

:illuﬂdlnd my subscription starting with issue
[+

Please send me:
CYBERNOID 2 cassette
HAWKEYE cassette

EARLY WARNING:

If you wish your sub to commence with Issue 44, we
must receive your coupon no later than 19th October
1988.

Please allow 28 days for your free gift.

PACKIS

ACKIS

Mo 38 June 1588
146 pageal ONE Gaold Medal! ONE Sizaert

The Dehnitive Gusde To Puzzls Garmes! Mam-
moth Compunatness! Amiga Action! Barba
Amiga ACtion! ZZAP! Mega-Index! Anather rear |14

Crucial Compilation Companson! Mel

Croucher's Hack To The Future Part 2¢ Ho 41 September 1988

Budgeat Test! 158 pages| TWO Sizziers! PG's Big Tos - 32
page POKES, maps and cheats! hal's Fulure

Heo 38 July 1888 O The Saftware industry! Massive Erer The

108 pages! OMNE Gold Medal! ONE Sisier’ 16 Harlegun!

page Arcade supplement! Mol Croucher's

Future Of The Softwane Industryl Budge Mo 42 Octobar 1988

Hinge! Armaga Actiond ZZap visits Microprosa) 132 pages! Free Time Tunnel covermount
gams! 24 page PC Show supphameant! ACME
large Amga supphement! Re-Release Foun

dup! ONE Gold Medall THREE Sizziers!

Mo 40 August 1888
116 pages! TWO Gold Medais! ONE Sizzier!

NORMAL BACK ISSUES £1.20 {Inciusive P&F)

MMAS SPECIALS £1.95 (Inclusive PAP)

OVERSEAS PLEASE ADD £0.80 TO ABOVE PRICES
SPECIAL QUANTITY DISCOUNT;

Order any four lssues and knock 40p off the TOTAL COST
Order any five Issues and knock 20p off EACH ITEM

Flease supply the following BACK NUMBERS [Circle required

4 5 8 12 13 14 15 16 17 18
19 20 21 22 23 24 25 26 27 28
29 30 31 32 33 34 36 37 38 39
40 41 42

CODE | ITEM el PRICE
TOTAL
SUBS TOTAL
BACKISSUES TOTAL
ORDER TOTAL
MY COMPUTER IS:
Please use BLOCK CAPITALS
Ly R e e e e o g R
e 1 S DN T ELL = Wb LUV 3 e AT N
A g e i WL o ey

Please maks cheques/postal orders payable 1o ZZAP! 1 s best o avoid send-
ing cash payments Please DONOT enclose ANY onderwith mail tothe EDITO-
RIAL side of the magazine as this will result in DELAYS! Send your orders 1o
the address besow

[J !enciose acheque/p.o. for
[] 1 wish to pay by VISAJACCESS (Delete a5 appropriate)
Pigase debt my VISAACCESS ACCOUNT £

Pleasa charge my account Na:

Expary Date

ZZAP!ZZUPERSTORE, PO BOX 20,
LUDLOW, SHROPSHIRE SY8 1DB

[AANNRRNL R L ()Y

Y T T O OIS ITETED

3
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ZZAPBACKED

BEYOND THE
FORBIDDEN FOREST

IRIDIS ALPHA
PARALLAX
POWERPLAY
SUPER CYCLE

|
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POWERPLAY

Arcana

The ZZAP! lads, you might think —
a dead thick lot. And you'd be
absolutely right 0ops,
sorry . wrong. They couldn't
stop playing Powerplay, for astart.
Jazza called it 'fast, unclutiered,
action-packed’, Gazza confessed
he was normally bored senseless
by trivia games but found this one

‘highly enjoyable’ and ever-Eddy
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picky Rickie summed up the unan-
imously intellectual mood: ‘the
best trivia game on the market . .

it sets a high standard which
others will have a hard job to beat.*

This kicks sand in the face of the
official Trivial Pursuit licence. It's
easily the best adaptation of the
question-and-answer format 1've
seen, with a construction kit which
allows you to define your own
guestions on separate files. Hav-
ing no brain myself, | can heartily
recommend it to bargain bucket
freaks.

GH

An imaginative variation on the Tri-
vial Pursuit theme which still pro-
vides a few hours entertainment
for any group of trivia fans —includ-
ing your second cousin and his
goldfish. The combination of
boardgame elements with the
basic question-and-answer
theme, enbanced by one or two
nifty tunes, makes the whole pack-
g%e a pleasure to play.

(Gordon) The lack of a restart facil-
ity would knock down Presenta-
tion a tad, otherwise the rest of the
minor ratings are fine. Overall, I'd
say it would sizzle even in these
days of incredibly stupid ZZAP!|
reviewers,

{Paul) Hookability and sound are
about nght but graphics need to
come down just a bit. Presentation
and lastability should come down
about 5% as should the overall
mark. Apart from that — same as it
BVEr was,

IRIDIS ALPHA

Llamasoft/Hewson

As one of the few Jeff Minter pro-
ductions which didn't feature
floating camels, bouncing bunny
rabbits or languid llamas, [rids
Alpha still seemed pretty off-beat.
Jazza (not Gazza) revelled in it. He
liked the Bleurgh Faces and the
Star Gate refugees and declared
it, quite simply, ‘the best shoot 'em
up on the 64'. Gazza (not Jazza)
was in total agreement; 'a must for
all shoot “em up fanatics’. Heady
Eddy was a bijou tadette less
enthusiastic; for armchair addicts
like himself the action was a bit
‘OTT" but he did admit to having
enjoyed 'an excellent game'.

Weird city. Even though | still
haven't got a blobdy clue what's
gaing on (and I've been playing it
tor a couple of years now), | think




SUPER CYCLE

US Gold/Epyx

There aren't many mud tracks
suited to burning rubber down in
sleepy Ludlow so when the ZZAP!
lads got hold of a copy of Super
Cycle, they couldn't wait to get in
the hot seat. Paul Sumner, theman
with the ghoulish grin, rushed in
first — only to come away ‘feeling a
physical wreck’. Gaz, who'd been
in training on Pitstop I, stopped
just long enough to call it ‘highly
addictive and challenging' while
Rickie, our residemt rip-up-the-
road racer, got very excited about
having a purple bike and a pink
and lime green leather jacket.
Latest news from the hospital is
that he's doing fine . . .

| don't know why, but | didn't find
this all that appealing. It's fast and
incredibly smooth and addic-
tive . .. for awhile; but it lacks the
competitive element of, say,
Pitstop Il, and the fun of Buggy
Boy. It's good, but there's some-

t's ace. Not everyone will like it,
though — if you like your shmups
simple, steer clear. If you like to
think before you blast, seek out a
copy today!

GH

With a wider appeal than most of
Jeff's games, Iridis Alpha still looks
pretty good. | wouldn’t say it was
the best shoot "em up for the Com-
modore ever, but it is incredibly
fast and, once you get used to the
g réu sual gameplay, very addictive.

(Gordon) Everything down by
10%, if only because of its lack of
wide appeal.

(Paul) Sound and hookability both
down to about 70%, but graphics,
lastability, value for money and
overall down by a lesser degree —
say, to mid 80s. It's still a game
well worth looking up.

" ‘Neat stuff’ ejaculated Jaz, when

BEYOND TH
FOREST

US Gold

Everybody was impressed with
the gruesomely gory, ghastly and
gruelling atmosphere of the sequel
to Forbidden Forest. Gazza Penn
praised it as ‘intense ' and * prevail-
ing" and waxed lyrical on the spec-
ial effects. Paul ‘how-do-you-like-
my-toup&?’ Sumner called it one
of the best games he'd every
played and Richard Ready Eddy
was so overwhelmed by the
experience that it had him
‘screaming for mercy' as a
dragonfly drained him of all his
blood. Following an emergency
blood transfusion at the Ludlow
General, he made it back just in
time to agree (albeit weakly) with
the rest of the team: *a worthy fol-
low-up to a classic game',

e .
‘I::-: g ;:'h:“:qﬁ"“
i ey

Talk about chunky! All right, let's
not. Ignore the graphics, the rest
of the game is fab. Don't play it late
at night, and don't play it alone, or
you might find a need to stick your
trousers in the washing machine.

=

thing missing. Oh — and | thought
it was a little too easy.
GH

Definitely one of the classics of the
64 racing scene. Although | don't
rate it quite as highly as my all-time
favourite racing game, Buggy Boy,
Super Cycle's exhilarating sense
of action and speed always leaves
me breathless. Phew!

PG

{Gordon) Most of the ratings would
get high 8Os from me,

(Paul) All the ratings down about
5% = except for sound which
should go down to 70%. Rewving
engines are all too common nowa-
days.

up cum arcade adventure cum
PARALW puzzle game from Sensible Soft-
ware's cuddly Chris and jovial
Jops, Gazza's expletives were a
bit more controlled: ‘I can
thoroughly recommend it to any-
one who likes a shoot "em up with
a bit more ‘'up"”. Teddy Edward

Ocean

he clapped eyes on this shoot 'em
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E FORBIDDEN

A hot candidate for rerelease,
methinks.
GH

The Yorkie bar graphics (chunky)
and the jerky parallax scrolling
have dated a bit but the gameplay
is just as compelling as it was then.
Personally, | find all that blood and
gore a bit much for my delicate
constitution but those blessed
with a slightly stronger disposition
gl'guld stillfind plenty to entertain,

(Gordon) Presentation, graphics
and hookability down by 10%
each. The rest of the ratings are
fine, though I'd be tempted to give
it 8B0% overall at a ten quid price
tag.

{Paul) Graphics and presentation
(really tedious muitiload) down by
about 10% each. Sound, hooka-
bility and lastability down by 5%.
I'd give it about 82% overall.

made the decision unanimous and
summed up averybody's
enthusiasm: ‘'a real dream to
watch and very exciting to play’.

We're now talking about one of my
favourite shoot 'em ups EVER! The
graphics aren't fantastic but the
music is brilliant, and the puzzie
elements round it off perfectly. Fly
around blasting or solve the code
required to access the next level -
it's all up to you. It puts most mod-
Ern shoot "em up clones toshame.
H

The Parallax titie tune is one of my
favourite pieces of computer
music — it makes me want to get
down and jive with the nearest bag
of flavour-fiooding perforations.
The gameplay itself is just as com-
pelling as it ever was, though it's
I'::aﬂtter if you put the teabag down.

(Gordon) All the ratings are fine,
except for overall, which I'd top up
to 94%

(Paul) Presentation and hookabil-
ity about the same, graphics down
about 5%, Euarythiﬁ else should
9o down to about 90% but not a
single percent less — still one of the
most complex and atmospheric
games around,

143




with JASON GOLD

Ever ready for new
experience, Jason
RELAXES with a
Reprillian and watches a
spot of Channel 4.
Following a quick
skirmish with some
Crazy Bats, he gets lost
with Perdita, races
against time with God
and gets himself into
suchalather he could do

with some music from
DAZ: Confused? 1
suggest you consult a
sychotherapist — but
efore you do that, read
on.

lan & Mic (L11) have two
interesting new demos in their
directory at 1+ M. Channel -4- has,
surprisingly enough, an animated
version of the Channel 4 logo, It's
the one that flies apart and then

A Mysterious echoes of a warld gone by — Mr Cursor's Babylon

back together again. It makes good
use of vector drawing routines and
consequently the animation is
very smooth. The other new demo
in I+M's directory is Interface!
which produces an effect similarto
that on an Amiga in interlace
graphic mode (ie, the picture
lickers!). Using this eflect you can
fit two full hi-res screens onto one
normal screen. Careful use of
colour reduces the flickering. Also
in the I[+M dir we have another
picture by Rob Whitaker called
Who Is 1t? which is up o his
previous high standards and well
worth downloading.

There are a few new demos in
the Relax designs area as well
(GOTO RELAX). The best is
probably Reptillia which contains a
new piece of art by Bizmoand lots
of rasier effects programmed by

¥ Druids need enlightenment too. Gaddit? No? Well, never mind, go

back to sleep

144 Z7AP!64 November 1988

A Don'task uswhoitis, ask Rob Whitaker - he's the one responsible

Kojak (D527) and Genius (MH27).

In addition to a few
conventional demos, those
masters of hacking, Huddy &
Greeny, have Crazy Bats in their
directory at HUDDY. It's really a
lwo player game demo so keep
your joysticks ready as this varian
on the original Pong is fairly fast
Another demo worth a look in
Huddy's dir is Vishion! which has
some very smooth, swirling sprite
elffects,

Imporn demos continue to Gl
Bub's directory at BUB and the
best of the bunch must be those by
Mr Cursor. Babylon 2 and
Babylong 2.3 are both great to look
at and have good graphics and lots
of eflects.

Perdita (SP7) has been
uploading her music onto the ‘net
for quite a while now and while
herstyle may not be up there with
the Hubbards of this world, it's
certainly different enough to make

it worth a listen. Especially as she
now has The Demo up at 383315
which features slightly more than
just the usual music and blank
screen,

While on a musical theme The
Firal Hour by Mad Woll, uploaded
by DAZ at 383494 is, as the name
implies, a very atmospheric picce
with a nice colour effect linked 1o
the music. There are a few samples
but they don’t drown out the
music and work well with the rest
of the tune,

Finally. God has another piece
of art in his directory at 303029,
The Race Against is probably a
loading screen for the Code
Masters game although there are
often “alternative’ versions of
lnading screens uploading onto
the ‘net. There's a piece of suitable
music to accompany the picture
and some unusual use of colour: i
makes this picture a cut above the
resl.
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BECOME THE WORLD CHAMPION — BY FAIR MEANS ORF
A realistic boxing simulation. You can even cheat... if the refs no King!
You're behind on points and fime s running out. The ref looks hall asleep
A quick head butt and a sly punich balow the belfand your opponent ks knows more dirty fricks than you. It needs skill and cunning, lightning

loppling over. But as he falls, his knee strikes you g paralysing blow, responses and deadly strategy. Have you got what it takes to become the
"Foul” shouts the crowd, and your op ponent is disqualified, World Champion = By Fair Means or Foul?

You've won, butin the next cha mpionship contest you meet a boxer who

FAIR AND FOUL MOVES

( Head Punch [ Head Butt . Ciiniog gk SR
Falir Body Blow Foul Knee i &% Amshad, BBC, Electron
A : Cod, BBC
Mowes Upper Cul Moves Groin Punch e

. Disc: Spectrum
\ Duck Punch . Kick ! Disg d Amstrad, BBC Master Compact

€ Sormbane A ligala s+ 2mofoien St

A S W 3 fSiooeccpockngiies

Fuencd

post

chogue: payabia #® Faulty cossettes and discs will ba
Jo “.Eiq.jﬂ&fl-:u1 24 HE.!EFI FELEPHC-HI- 2 rersiaced immediately,

Dept. BF4, Regent House, Skinner Lone, Loeds LS7 1AX. Telephone: [n“m 459453, Eafwezne Lid ANSWERING SERVICE FOR ORDERS [Thil mams fal GmG! your iGPLSGry gl




IHE ZZAP! READERS CHART.
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MY TOP FIVE GAMES
ARE:

1 -------------- EEEEE SRR B
BRSNS EE R E SRR PR R R R

R T T T T T T Ty

o
3
4:
5

MY FAVOURITE PIECE
OF 64 MUSICIS:

AREE RSB FEEEERAE R e B

FAVOURITE
ARCADE GAMEIS:

MY FAVOURITE VIDEO

SEND TO ZZAP! CHARTS, ZZAP! TOWERS,
PO BOX 10, LUDLOW, SHROPSHIRE, SYB

810 (6) COMBAT SCHOOL

GAMESTOP20

(1) BUBBLE BUBBLE
( IMPOSSIBLE MISSION II
BUGGY BOY
() CALIFORNIA GAMES
BIONIC COMMANDO

4) THE GREAT GIANNA SISTERS

f trebard
US Gold/Epyx

Elite
Epyx
0!
GO/

(6) PROJECTSTEALTHFIGHTER Microprose

(11) PLATOON
(10) THE LAST NINJA
(7) IKARI WARIORS

Ocean

System 3

Ehie

(5) SHOOT'EMUPCONSTRUC.KIT Outlaw

(8) TARGET RENEGADE

Imagine

(NE) WORLD CLASS LEADERBOARD US Gold

(14) 10

(13) HAWKEYE

(18) PAC-LAND

(16) HUNTER'S MOON

(15) DEFENDER OF THE CROWN
(19) SKATE OR DIE
(12) CYBERNOID

Firebird
Thalamus
Grandsiam
Thalamus
Mirrorsoft
Electromic Arts

Hewson

MUSIC TOP 10

1 (2) DELTA
2 (1) SKATE OR DIE

3 (3) WIZBALL

4 (10) ARCADE CLASSICS
5 (4) PARALLAX

6 (8§) TETRIS

7 (7) BMXKIDZ

8 (9) LBALL

Rob Hubbard
Rob Hubbard
Martin Galway
Rob Hubbard

Martin Galway

Hagar

Rob Hubbard
Rob Hubbard

9 (NE)INTERNAT. KARATE+ Roeb Hubbard

Martn Galway

COIN-OPTOP10

DOUBLE DRAGON
)  AFTERBURNER

' ROAD BLASTERS
VULCAN VENTURE
BLASTEROIDS
BUBBLE BOBBLE
PAC-MANIA
R-TYPE
CONTINENTAL CIRCUS

'V DEO TOP10

(RE) ALIENS
(9) BEVERLY HILLS COP II
3 (2) ROXANNE
(1) BLADE RUNNER
(6) PLATOON
(5} HELLRAISER
(RE) FERRIS BUELLER’S DAY OFF

(3} RADIO DAYS
(10) CROCODILE DUNDEE

Taito
Sega
Taite
Atan
Konam
Atan
Taito
Atan
Irem
Tatto
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Impossible Mission II the
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SPECTRUM £8.99 tape
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TOTAL BACKUP POWER
NoWw ACTION REPLAY!

NOW EVEN MORE POWERFUL, MORE FRIENDLY AND WILIB

Y “_9’ +09 Action Replay works by taking a ‘SNAPSHOT’ of the

program in memory so it doesn’t matter how the program
was loaded - from tape or disk — at normal or turbo speed. -

WARP 25. THE WORLD’S FASTEST SERIAL DISK TURBO —- NOW EVEN FASTER!LOADS
200 BLOCKS IN 6 SECONDS! 240 BLOCKS IN.7 SECONDS! _ that's even faster than some parallel systems. Built into

the cartridge - no extra hardware or software required. Includes supercast, warpsave, scrateh, filecopy/convert. Integrated with normal disk turbe
for supercompatibility — auto detects warp or normal format so no special load commands are required. Turbo and Warp 25 speed are entirely
independent of the cartridge with SUPERBOOT. L

SIMPLE TO USE: Just press the button and make a complete backup - tape to disk, tape to tape, disc to tape, disk to disk.
THE PROCESS I5 AUTOMATIC - JUST GIVE THE BACKUP A NAME. J

TURBO RELOAD. All backups will reload at turbo speed, COMPLETELY INDEPENDENTLY OF THE CARTRIDGE, - _ s =
SPRITE KILLER. Make yourself invincible. Disable sprite collisions — works with many 5 -

B ’ =
programs. 3

PRINTER DUMP. Freeze any game and print out the screen. Irs =
Eg. loading picture, high score screen etc. Works with most printers.
MPS 801, 803, Star, Epson etc. Double size, 16 shades, < p———
reverse print option. Very versatile - _—
no user knowledge required.

PICTURE SAVE. Save any Hires
multicolour screen to disk at the push
of a button. Compatible with Blazing
Paddles, Koala, Artist 64, Image
System etc.

SPRITE MONITOR. Unique
Sprite monitors allows you to freeze the
action and view all the sprites, watch the
sprite animation, save or delete any sprite.
Load sprites from one game into another to
make customised programs.

POKES/CHEAT MODE. Press the button and enter those _ Commedore D
pokes for extra lives etc., then restart the program or make a backup.
Ideal for custom games.

MULTISTAGE TRANSFER. Even transfers multistage programs from tdpeto
disk. The extra parts fastload — a unique feature, Enhancement disk available for non’
standard multi-loaders (see below). s

© SUPER COMPACTOR. Ultra efficient program compaction techniques. Each program saved as a
single file. 3 programs per disk side - 6 programs per disk, if you use both sides.

TEXT MODIFY. Change title screens, high score screens etc. Put your own name into a game then restart it or
make a backup to tape or disk. Very simple to use, L .

MONITOR. Full feature 'Floating’ type MACHINE CODE MONITOR. All standard features plus many more:- assemble, disassemble,
hex dump, interpret, transfer, compare, fill, hunt, number conversion, bank switching, relocate, load/save ete. :
Uses no memory. Full printer support. :

DISK MONITOR. A special monitor for use on the RAM inside your disk drive. All the usual comimands - a useful hacking tool.
WHOLE DISK COPY. Copy a full unprotected disk in under two minutes with only one drive. ¢
FAST FILE COPY. Works with standard and Warp 25 files of up to 249 blocks. Converts formats to and from Warp 25,

FAST FORMAT. Under 20 seconds. p

TOOLKIT COMMANDS. 1 wﬂnlr,- range of useful new commands including: AUTO LINE NUMBERING, DELETE, MERGE, APPEND
OLD, LINESAVE, etc., PRINTERLISTER - list any program {including directory) directly from disk to printer or sereen without corrupting
memory.

REDEFINED FUNCTION KEYS. Single stroke commands for

operation of many common commands including: LOAD, SAVE, DIR. ACTION REPLAY ENHANCEMENT DISK
; S T AR LTVIIMVEITILIN S Laar
Load from directory - no need to type in filename. . The biggest and best collection of special parameters and
TAPE TURBO. Designed to make turbo load/save for your own file copy programs for transferring non-standard multi-load

programs. No screen blanking during leading. tapes 1o disk - games like LAST NINJA, CALIFORNIA
GAMES, LE@EREDH.IID, DRAGON'S LAIR - SEVENTY
titles in all. Almost all major titles covered. Latest edition
: : includes COMBAT SCHOOL, PLATOON, PREDATOR,
all features are built in and GAUNTLET II, TESTDRIVE, SKATE OR DIE, APOLLO 18,
o THE TRAIN and many more, Cheats for infinite time, lives etc.
available at the touch of a key. All features work  [Eipevsiibas st iy

: . ulticolo i loading ed by Acti
with both TAPE and DISK. (Except multipart ity rors B s S
transfer & disk file utility). Advanced Art Studio, Artist 64 ste. Lots of fun

B Only £7.99. Upagrades - send £3.00 plus old disk.



RTAKES A QUANTUM LEAP
YMK IV HAS ARRIVED! &

LL BACKUP MORE PROGRAMS THAN ANY RIVAL UTILITY,
" KCTION REPLAY IV ‘PROFESSIONAL - 1 o 0US PROCRAM HACKER

® All the features of the normal Action Replay IV but with an amazing on board LSILOGIC PROCESSING CHIP.
Plus 32K operating system ROM and 8K RAM CHIP. The first RAM/ROM based cartridge of its type!

CB

X 3 ; ALL THE MK IV FEATURES PLUS ...
: : - FULLY INTEGRATED OPERATION,
The MK IV 'Professional has all the features of the MK IV plus
an onboard custom LSI LOGIC PROCESSING CHIF that
integrates the whole range of utilities and makes them
available at the press of a button at any time.
EXTENDED MONITOR.
The ‘Professional’ has an extra powerful machine
code monitor. Because it has both ROM and Ram
at its disposal the Professional can freeze any
program and then examine the WHOLE OF
COMPUTER MEMORY in the frozen state including
screen RAM, ZERC PAGE and STACK.
Full feature disassembly, compare, {ill, transfer, hunt,
relocate, jump etc, etc. In fact all the features of the hest
fully blown monitor available. Return to the frozen
program al the press of a key at the point
you left it! An absolute must for the program
hacker - or even the programmer who needs
ta de-bug his program.
INTELLIGENT HARDWARE
The Professional hardware is unmatched
anywhere in the world today. The special logic
processing chip can cope with protection methods
as they appear by reacting to its environment,
RAM LOADER
In addition to Warp 25, the AR4 Professional now has
RAM LOADER. Making use of its onboard 8K Ram the

ARV -\

. Professional can also load commercial disks directly
“ i at up to 25 times normal speed. Remember this feature
- y | 15 in addition to AR4's unique Warp 25 feature that
?:M 7 reloads all backups at 25 times speed.

. : an .
e, BA B ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS

HOW TO ORDER ...

BY PHONE UK ORDERS POST FREE

Ne = ! EUROPE OVERSEAS
" ! ADD £1.00 ADD 83
0782 T44707 Send chequesFPO's made

mm‘ mrum"ln" B4 hr Credit Card Line payahle to "Datel Electronics’ TAX 0782 T44252
VK ITE 7O MK IV. Just send £5.99 and we will sond you the new ME IV

Chip to plug into your cartridge. Fitting is very easy,

MO I TO ME IV PROFESSIONAL®. Send your old cartridge plus £19.99

and we will send you a new Professional MK IV,

MK 2 Action Replay owners can get £10 as part exchange against either the
ME IV or Professional. Send old cariridge plus balance

PERFORMANCE PROMISE

Action Replay will backup any program that any other cartridge can backup DATEL ELECTRONICS LTD, FENTON INDUSTRIAL ESTATE,
- and maze! [t also has an unmatched range of onboard features. Belora you

buy check our compatitors ads 1o see what they offer and see how many of GOVAN ROAD, FENTON, ETEI[E-DN—THEHT, ENGLAND

the Action Replay MK IV features are either not there or have to be loaded
from Supergate disks et When you buy Action Replay {you don't find our SALES ONLY TECHNICAL ONLY
claims 10 be true then retum it within 14 days for a full refand. 0782 744107 0782 744324




ECHNICAL DEVELOPMENTS

| N—-
(=] TiE ExPErT B2
BACKUP CARTRIDGE

@ Most Advanced backup cartridge Iin
the world.

@ Unlike all other backup systems the
expert uses Ram, therefore the backup
software loads Into the cartridge,
because of this the Expert Is always on

of the Iatest protection methods.
@ Comes with the [atest 3.2R software.
@ Undetectable by software!

@ Backs up ALL your gamesi

BACKING UP: No matter how the game was
loaded, it will copy from tapeltape, tapeldisk.
disk/disk, disk/ftape. All backups saved in one single

file. Cartridge not needed for reloading.
COW%: Save minimum 3 games per disk
side. The expert compacts games making them
smaller in length thus enabling faster reload & more
2;";&‘5 on disk or tapel

T LOADERS: Disk fastioader “BOOT" uses no
disk spacel Loads backups In average 25 seconds
Tape backups reloading takes less than 2 mins|
ROCKET LOADER: Fastest disk loader available.
Loads backups In an average & SECONDA Thats at
least 25 times faster|
MACHINE CODE MONITOR: Best machine code
monitor available. Intelligent hardware hides the
monitor making it invisible & impossible to detect.
Use it to learn machine code, a hackers dream due
to it revealing any part of memary Includes all usual
monitor commands & morel pokeicheats from

ines.
%ﬂ! Print out your machinge code listings or

even your favourite hires or mult-colour screens.
\Works on all CBM compatible printers.
SPRITE EDITOR & CUSTOMISER: Change all the
sprites in a8 game. customise them with the free
easy 1o use sprite editor,
E EXPRESS: Turns the Expert into a
dedicated fast loading cartridge. It even loads
rams over 200 blocks,

CH UPGRADES: You'll never need to send
the expert back. Rival products must be sent away
for upgrading often costing as much as the product
itself. With the expert. watch our advert for the
latest software version & send off £3.99 for the disk
or tape & instructions!
RAVE REVIEWS: Don't just take our word forit.....
;ﬂw %q:nert is the best possible buy™” (Your CBM

g
"Highly recommended” (C.C.1. JUNE
“The :ferc cannot be beaten” |Your CBM Aug'88|
COMPATIBLE: Works on ALL 64’5, 128's & all
CBM type disk drivesidatasettes.

FEATURES: Integrai reset cartridge, auto
infinate lives finder, auto-fire enabler, joystick port
swapper, fast disk formatters, Hires screen displayer,
Easilregze etcl :

The expert speaks for itself even by reviews
to better Action Replay Mk4! Try it out you won't
be dissapointed.

Please specify disk or tape when orderning

only gﬁ?

‘64 DOCTOR

* Professional for
o
© Simply plugs Into .
o Mmyrauu.m%
@ Rigourous lests identifies & shows up

i all faults
» ually test keyboard, Joystick port,
serlal port, cassette port all chips
and more/

¢ Complete with Instructions. No more

o Amust;:rlrgrﬂawmr. 99
only £22=

TAPE HEAD ALIGNER V2

# Quick and easy way to align heads.
@ Stops many loading
¢ Works on all CBM datasettes and
all C64, 64C, 128 computers.
@ Aligns datasettes to Industry
standards.

Hundreds sold. Why7 This is the best for its price so
forget more expensive imitators,

This kit enables accurate alignment to industry
standards by using the digital allgnment tape.

Mow includes special high s

loading program
which makes sure you've aligned

your heads

correctly and still tape includes free head cleaner,
screwdriver & comprehensive instructions.
IF demagnetizer & solution is also required add £2

Ky only Eﬁ"_fgg

=

UNSTOPPABLE RESET
CARTRIDGE Mk2

@ 100% guaranteed to reset EVERY 64
even those not avallablel
# Fits Into port.
& Htwcﬁr* WEWEM
detect, m protection

@ Protected against damaging your
computer [uniiike othersli).
@ Works on all C64, 64C, 128.
@ Quite simply the best avalible and
comes with Instructions.
@ Add pokes, cheats etc from 64 mags.

Owners of Unstoppable Reset cartridge send

cartridge plus £2 for new version. only gﬁ.qq

* * + BARGAIN BOX *» » »

PROTECTIVE
DUST COVERS
@ Smart top quality computer covers.
@ Protect _wn.: computer from dust

grime.
& Coated with anti-static inhibiter.
@ Fully tear proof, water resistant,
washable, Ironable & will never crack

fade or shrinki
DUST COVER PRICES:
CBM &4 E5.99 Amiga A2000 .. E14.99
CBM 64C (E5.99 Atari 520stfm CE9.99
CBM +4 . £6.99 Atari 520stm . .. . E9.99
CEM 128 £B.99 Atar 520st colour £11.99
CBM 128D . . . .. E9.99 Atarf I040st . . E14.99
CZN Datasette . . . £4.99 1901 . . E9.99
Datasette £4.99 1084 v BS99
13 IR BT O, S nesaa £9.99
1570 .. E1.99 MPSBOI . E1.99
571 ,.........EB99 MPSB03 E7.99
Amiga A500 £9.99 GP 100 . ETH
Amiga AI000 . . E10.99 Star LCIO  E7T.99

i DISK DRIVE DOCTOR i
@ Reveals mechanical faults.
# Corrects allgnment, back-stop & motor
speed settings.

# Checks head movement for wear &

friction.

& Cures disk drive loading problems.
The full kit comprises of master program on tape,
digital diagnosis disk, screwdriver & instructions.
Please specify 1541, 154Ic or 1570 when ordenng ..

only £16.7
TAPEITAPE
BACKUP BOARD
@ The ultimate tape duplicator.
@ No controlling software needed.

@ Backs up ALL tape games, even muiti-load

@ Coples whiist them.
@ IMPOSSIBLE to detect. Defeats all
protection methods!

@ Works on 64, 64C, 128, VIC 20, PET.
& Requlres access to two CBM type
datasettes. ® 100% successful.

Very easy to use, press play on one datasettes &
play + record on the second datasette. Digital
circuitry reshapes the program producing as good
as if not a better copy than the original. Backs up
every known game available. Now known as the

best product of its type. g
4 only £8%

e

100% CBM &4 compatible datasette . .., E23.99

Fepairable C64/64C power supply .- E23.99

Z way aerial splitters _ . £1.99
Competition pro 5000 joystick | £12.99

FLEASE USE BLOCK CAPITALS TITLE Morsihliss INTTIAL: SLIRMAME

ADDRESS:

Dept, 6, 17 st View

East Bowling, Bracio, LA

Erand S04 768 POST CODE
ww;:@m A ory ITEM PRICE

by cash, ordlerns made

payable te- “Technical '

it '

Poage coame ¥k

Eumpe £2100 Cutside Eurcpe £300 TOTAL INC. POSTAGE [Free for UK E

Tel [0274) 734678 — lines open Jam - &pm Monday o Fridayonly. Dealer. govt and school arders welcome
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COMING SOON TO A
MONITOR NEAR YOU

Right then! This month in Coming | the vicious enemies, but adding conversion, 5o let’'s hope the

Soon To A Commodore Near You | scenery for you to dodge, thus action improves upon his last 3D |

(orordinary TV if you haven'tgota complicating things slightly. Chris  effort, Space Harrier. Well, you'll , :
manitor, or even an out-of-the- Butler is undertaking the get a chance to find out pretty a4
Ordinary TV if that's the kind of ¥ Cor! US Gold's Thunderblade in the raw. Plenty more changes in 1
person you are) wa have some the bag before we get the finished though. 1
games!/Hal We betthatcameasa g ge copy, thoug 14

shock! Anyway enough of this
imelevant rubbish — on with the
previews .9,

Ifyou've paid a visit to yourlocal
arcade recently, you'll probably
have noticed a strange looking
thing with a chair perched at the
top; some of you may have even
playedit, but forthose that haven't
got a clue what we're talking
about, it's ahelicopter flying game
called Thunderblade — and US
Gold have purchased the rights
from Sega to convert it to the 64.
The game commences with a
vertically scrolling section,
requiring you to fly along and blast
enemy targets, giving you a
chance to get to grips with the

..4"'4-"'4-"'4-"' J’f.r"'_.ﬂ"r"-"'_.-r"f..n’.-"'f

x \

s00n . .. (hint, hint) - you lucky,
lucky paaple' By theway, there'sa
chair on the top because it's
supposed to be like flying a
helicopter, but that might be a bit
obvious . . . or maybe not.
MNext...!

Here we are at last! News of
Sensible Software's soccer gama!
Wooh! Hey! Wow! (Humungous
applause all round). Taking an
overhead view of the game of
football, Sensisoft have added
loads of extra stuff to the game.
For a kick-off (sic), you can play in

controls. SCORE 0000000 » s : an International competition, with

Next, the view changes to a 3D

seeding levels for the teams, so
picking Brazil to be your team

first-person perspective, keeping

RS AN SPRRES

83372 558 W[ ORBRINGITINTO S FOR WHILE-YOU-WAIT REPAIRS - AROUND ONE HOUR

04574 67761 e
B 0457469499 | |\ ... '/KUFE?““

-NEED YOUR COMPUTER REPAIRED FAST? 2

TELEPHONE

R R R A (oo
T e e e

EN WAIT NO LONGER-send your computer to us for fast repairs!
We offer a full repair service on all these makes-Commodore 128,
Commaodare 16, Commodore Plus 4, Vic 20.

We also have spare parts available by mail order.

. WE DON'T JUST REPAIR YOUR COMMODORE 84-we check

loading, sound, memaory, In fact fully overhaul your com puter
for only £35.00-which Includes VAT, pestage + packing,
Insurance, parts and labour. NO HIDDEN EXTRAS. All ather
models please call us for a guote on the numbers below.
HOW TO SEND YOUR COMPUTER

Just pack your computer, including power supply, In suitable L
packaging and send it to the address below, enclosing vour cheque
to the value of £35.00-You can also pay by ACCESS/BARCLAYCARD

€0 . .
BA/VIC POWER | oeveioped by us-is s size of

conventional power supplies
SUPPLY UNIT | o et Sy

FY

EDI’TIDN OT OFF THE PRESS
Send your computer now to- New bigger catalogue now avaliatle

MAVAA :

1, VideoVault Ltd, Old Kingsmoor School,  contaning over 3,000 tems Inciuding software
REW 7, Railway Street, Hadfield, Cheshire SK14 8AA. ok s i dicic o byop 08
EATALQLEH Ef Telephone: 04574 66555/67761/69499 Head Office & Credit Card orders, queries, —— Just send 3x13p stamps for your free copy

i |
NOW A 00 r Manchester 061-236 0376 while you wait repairs & spares centre Only.  Guyesses fusof top auaity oroduct
IT’EMS I

c) Copyright VideoVault Ltd No. 786092 WE NOW HAVE FAX: (D) 4574 68946




PREVIEW

worst moves - all over again
automatically means that the other
teams aren't as good as you.
Clever, eh? Also available is the
chance to play in a full World Cup
Toumament, allowing up to 16
human players to take part, as well
as a two pi{ayer friendly option, so

any two players from a bank of
names can have a game. Extra
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A ... [giggle, giggle) a dead

giggle) - honest
presentation points appear in the
form of banana shots and even
rain-storms which make the pitch
slippery. And, as if that wasn't
enough, the generous so-and-sos
have included six-a-side indoor
soccer at no extra cost! Good, eh?
Well, we think so, as opinion
amongst the members of the
ZZAP! office is that Micro Soccer
(as itis now called)is ‘dead great'.
But, the bad news is that no
release details are known as yet,
so we'll just have to wait it out
{boal).

Also from US Gold (‘also’
because we've already told you
about Thunderblade — can't you
remember back that far? Shut up,

152

A

sarious soccer sim (hemph, giggle,

A Sensisoccer's TV-style action replay lets everyone laugh at your

Maff— Ed. Oh, alright), comes a
pinball simulation entitled Arcade
Wizzard. The action takes place
across a series of tables (pinball
tables that is}, each of which can
only be played when a certain
qualifying score has been
reached. Play starts on table one,
and if 10,000 is reached, then you

METL L AN

LN ATy

NS IR TR
MY

U FANEY
SO T L PN
Iy

TIE N T AT

LASH
SPAIN
HUNCIRY
PRYL" F f

B .ﬁ‘ = ]
can play table two, then table three
and soon. Inthe versionthat we've
seen, there are a few strange
quirks, such as an old piece of
musicandan ... er... "' unusual'
control method (well [ think it's
very unusual. Some of the
graphics on the preview version
are rather hard on the eyes, but
we'll have to wait for the finished
product until we know for sure
what the game is going to ba like —
s0 keep your eyes peeled (don't
you think that sounds rather
disgusting? Well | do. In fact I've
always thought it's a bit odd, right
from ... (Shut up Maffy Oh,
alright).

Last, but not least, well it might

ZZAP! 64 November 1988

be, but then again it might not, on
the other hand {look — for the last
time, SHUT UP MAFF)). OK, then.
Well, anyway, the last game for
review is from Novagen, home
abelto such games as Encounter,

part in battles, so . . . oh, never
mind). However, there are various
nasty creatures also on the island
who, for some reason, don't want
you to survive. Cruel, eh? This

could be an interesting chance to

4 US Gold's Arcade Wizzard - a strong contender for this year's

maost garish graphics award?
Backlash and the classic
Mercenary. The new game is in a
completely different style from the
usual Novagen format, being a
break from the first person
perspactive games for which
they're better known. Instead,
what we have here is a forced

i —

bl ALl S It

ra '

where | would rush out for an ice-

see how Novagen cope outside
the first-person, 30 environment.
Let's hope it lives up to their
perspective games.

Well, that's it for this month's
previews. Now if this was the
cinema, this would be the point

B

life next to them anyway

perspective arcade adventure set
on an island, featuring search and
survival tactics. In other words,
battles. For this reason the game
is called Battle Island, (You see
you're on an island and you take

¥ Aargh! Keep away from those flying blobs - you'll be sorry if you
don't. ..

A Novagen's Battle Island depicting life on the ocean waves — well,

craam, but thisisn't thecinema, so
Iwon't get an ice-cream. Well . . .
maybe a small one. Anyone got
30ptolend me? No? Oh, well, suit
yourself . . .

. ot
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TRACTIONS ...

APPEARING AT A NEWSAGENT NEAR YOU FOR 30 DAYS:
CAN IT BE TRUE? ANOTHER COVER-
MOUNTED CASSETTE?

fﬂ : ]
just to0 mad fo are, and on e eec,butwe's  CHRISTMAS HARDWARE

ZZAP! there will be of amyste me that will be
makfngb!gnnwsmp?mr;fasﬂvisgsg:. GUIDE

T ‘E e e —— Lnuklngfnrhardwamgmdmlnwurcmmmddnu?mm
=L - Segain prwidu'uﬂ: run down on what’s available and what you should be
i T e asking for.

20 ALL-TIME COMPUTER
WONDERS AND BLUNDERS

We look up the classics and eternal bummers which have graced the
| Commodore scene since time immemorial,

4 THE ZZAP! DEFINITIVE TIPS
INDEX

No more vague searching for that POKE you can't quite place — this
SCORE 0000000 FYE i1l Pumper section will tell you just where to find 44 Issues’ worth of Tips.
et HIT ()

' EVERYTHING YOU EVER
AND IN SUPPORT ... WANTED TO KNOW ABOUT

THAT WAS THE THE ZZAP! TEAM!

. YEAR THAT WAS I eBing oo A oer Y peace clt e

The ZZAP! team conduct a retrospective roundup, this? The truth is out next issue.
looking at what made 1988 the terrific year it was. Or

ot AND OUR REGULAR

THE SCORELORD GOES
FOR WORLD pominaTion ERFORMERS. . .

CHUCK VOMIT'S CHRISTMAS PARTY, PG'S TIPS, MORE
o et tamme aoe opirt, WL decidestopittwoZZAPliac-  CipSTVae Lo o Do AT FOIS TiR FATHER

e et e e k jousting. Not for those with weak  CHRISTMAS COULD FIT INHIS SACK AND NATCH. A WHOLE
stomachs, narT::EE:umpila ntscur anynn“g who carries ferrets :m:lis gmg&_lﬁgﬂﬂﬁplﬁ OF RAUNCHY REVIEWS TO RIDE
pockets. :

WHAT? YOU WANT MORE? WELL, YOU’RE GONNA GET IT IN THE
ZZAP! CHRISTMAS SPECIAL — OVER 200 PAGES, WHICH WILL BE
ADORNING YOUR NEWSAGENT’S SHELF FROM NOVEMBER 10TH.
AND IT CAN ALL BE YOURS FOR ONLY £1.95! FLIPPIN’ HECK, YOU
CAN TELL IT’S CHRISTMAS, CAN’T YOU?

ZZAP!64 November 1988 153




MMH&MW . land of mystery and intrigue, birthplace
of martial arts disciplines. Ruthless Ryu Ken Oh Is laying waste the
mmmMm“hMMMMMamd
b It is you, Lee Wong — supreme student of the Oh Rin Temple—
_that has been selected to put a stop to this savagery.
. Your mission is beset by countless enemies — fbdng } ﬁ'
ninja, warriors, awesome dragons, acrobatic
sumo wrestlers, glants and pikemen, to
name but a few. Your journey through
endless levels is hampered by many
hidden dangers, the rolling stones
being but one. You'll need all
your martial arts training
and skill with the spear,
chains and sickle and special
snake weapon to seek out,
let alone defeat Ryu Ken Oh.
And if you attain the final confrontation then
- pause and replenish your karma In preparation for
- @& furlous and bloody battle with the scourge
b of the Orient.
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CBM 64/128
£9.99 cassette
£14.99 disk
Amstrad
£9.99 cassette
£14.99 disk
Spectrum
£8.99 cassette
£12.99 disk

Atari ST

4

o gy | trdbmarks of Capeom Co. Lid., by GO! Media Holdings Ltd., a division of 1,5, Gold Ltd., Units 2/3 Holford Way. Holford, Birmingham B6 TAX. Tel: 021 356 3388

N



When the golden team take their golden games and add a little bit of golden magic. then there’s only one £
outcome .... a GIANT success. Five giant games squeezed into one giant compilation. . q..
n.:._.w.._z ... "“To be blunt this game is going to outsell anything....... a .\ e
flippin good game — test drive one today!!"’ Your Sinclair
. 720" ... “Virtually flawless arcade game. Addictive.
. g:u:h slick, easily U.S. Gold's finest hour. Don't
/ miss ﬁ._m one."” Sinclair User
GAUNTLETII... “It's one E:B._m finest conversions
I've ever @3: .C&VG
ROLLING THUNDER ... ““An excellent game, full of
atmosphere, uﬁtmﬁm and outstanding
playability. Do not miss it!" ccr
CALIFORNIA GAMES ... “Quite mm_.n_u_w:ﬁ apex of computer

u_u_ua gaming” Zzap 64

Have you got what I tahes to be a.

::,E..Q.\ £14.99, + £19.99

CBM 64/128

%\&\. :E x,_: ._,_._.....H._ Jer - SPECTRUM 48/128K

£14.99:, £17.994
AMSTRAD
£14.99:, £19.994

T S Gold Ltd.,
| Units 23 Hotford

Cafl| 86 7AX, Tel 021 3 3388



