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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

• I lk s i m u l a t i o n ,  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!
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O N T E N T S

T H E  D E F  G U I D E  T O  S H O O T  ' E M  U P S
The best blasts from the past.

M E E T  C H U C K  V O M I T
Introducing the adventure beast who steals from the rich and eats the poor, then catches the
rich again and eats them as well.

A M I G A V I S I O N
32 pages of reviews and previews of 16-bit mega-games and just a dash of technical info for
prospective buyers.
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New prices for old games - the budget labels add some classics to their catalogues.

H A V I N G  K N I G H T M A R E S
We take a look behind the gothic cave-type scenes on Anglia TV's tea-time RPG show_
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l a  E D I T O R I A L
Happiness is a cigar called Houghton_
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THE word ?  There's loads of them! All
about industry events. Oh, and 10 thingsyou
didn't know about the eternal endomorph,
Gordon Houghton.

3
6

3 8

4 5

C L A S S I C  C O M P U T E R
C O C K - U P S
Mel Croucher inaugurates his new series in
which he brings you comedy, tragedy, horror
and farce (it says here).

Z Z A P !  R R A P
Mr Mangram is moved by your missives, and
indulges in more than hisfairshare of laugh-
ter_ Oh - and there's a pilchard in those
pages

P G ' S  T I P S
12 pages of hacking wonderments, this
month starring a mega-map of Thalamus'DELTA.

1'131 W A L K E R S  W A Y
Martin Walker continues his candid account
of his programming exploits. And not a nude
lady in sight!

1 1 6 O H  N O !  I T ' S  T H E
C H A L L E N G E !
Paul operates on QUEDEX, but ends up
going under the knife himself!

1120 T H E  S C O R E L O R I D
W A I T S  F O R  G O D O T
A page of high scores in which classic litera-
ture is totally ignored.

1 2 7 B U D G E T  B I T S
Which thrills are the cheapest - and why?

1 4 2 Z Z A P I B A C K
How life was lived and games were played
back in Issue 18 (ie, when Paul still wore
flares and Paisley ties).

1
4
4

L O G O N
Jason Gold relates his torrid tales of life on
the 'Net.

1 4 6

1
5
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C H A R T S  F O R
C H A R T S '  S A K E
You, the readers, vote for the best games,vids and sounds around

P R E V I E W  P A G E S
Man checks out some upcoming releases in
the collective forms of TWA DE RB LADE and
ARCADE WIZZARD from US Gold, BATTLE
ISLAND from Novagen and MICROSOCCER
from Microprose.
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LA CREME ET LES CRAQUERS

1 6 C Y B E R N O I D  2
We liked Hewson's game so much, we put  it  on the cover!

A R M A L Y T E
5 o o t ' e m ups don't  come much more polished than this Gold Medal winner f rom Thalamus.

2 9
EPO IL YN H U G H E S  I N T E R N A T I O N A L  S O C C E R

Audlogenic 's superb action football game would drive even the sanest horse crazy.
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Logotron's  gorgeous DEFENDER variant  leaves us reeling'

V I R U S
T e  co-author of ELITE turns up t rumps in Firebi rd's 3D extravaganza!

SIZE UP THE COMPETITIONS

M A K E  M I N E  A N
E M L Y N  C O M P
Wander lonely as an ex-footballer and win a
signed football and a pair of tab Hi-Tec train-
ers f rom Audiogenic .
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T R A  L A  C O M P
If alternat ive comedy script -writ ing is your
forte, you could win a Huck and Law puppet
of  yourself, courtesy of  Domark
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HAIRUJO e D'S
'Buy a Bundle
Save a Bundle'

ORDERING 7::

s

S E R V I C E  C o m p a r eour Seneca

ORDER BY PHONE Simply call our Hotline
using your cretin card

ORDER BY POST Make chequesIPO's
payab'e to Gordon Harwood Computers

PAY AT YOUR BANK by Credit Transfer

FREE POSTAGE All goods UK marnland or
just add E5 per Item for next work ing day
courier deirvery

OFFICIAL Local Government. Medical and
PLC orders  weic omed

EXPORT Et BFPO orders a speciality
(Deduct 10%  I tem VAT tnclusive prices)1
•  EULL 12 MONTH WARRANTY - U arty goods
prove to be faulty ,
w
-
e h in  3 0  
c l a y s  
o f  
p u r c h
a s e  
t h
e y

wei be replaced with A NEW UNIT. For the
remainder of the Guarantee Period, all warranty
repairs voc be made FREE OF CHARGE!
•  COLLECTION FACILITY - My  tautly compute'
or monitor will be collected from your home FREE
OF CHARGE within the Guarantee Period!!

CREDIT TERMS,
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to status. PLEASE ASK FOR WRITTEN
DETAILS TODAY
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and Foxe

ACTION PACK 2

GAMES & MONITOR PACK
AMIGA A500 (PacK 1) suppled vvith
CBM 1084 COLOUR MONITOR
(N.6. This pe ck does nor include  a  Moduletod

MONITOR MADNESS

MISCELLANEOUS
CITIZEN/COMMODORE
120D PRINTER
OKIMATE 20
COLOUR PRINTER

ACTION PACK 1

E149.00

£149.95

ORDER
, 2 4 H R  HOTLINE

MI our Amtja A500 machines contarn the following standard teatures
S i  MEG DISK DRIVE •  STEREO SOUND 414096 COLOURS
•  MULTI-TASKING •  BUILT-IN SPEECH SYNTHESIS •  MOUSE
•  TWO MANUALS •  OPERAIK)N SYSTEM DISK
AS WELL AS AN AMIGA A500 OUR GREAT
GAMES PACK ALSO INCLUDES THE
FOLLOWING ABSOLUTELY FREE!!!
•  Interceptor •  Goldrunner •  Karate Kid II S  Leatherneck
•  T.V. Modulator •  Mouse Mat *A mig a  Tutorial Disk
•  10 Blank Disks in plastic library case

AFFORDABLE
AMIGA!

Please cal and see us where we M I  be onty too uleased
to clernonstrate the aM abng Arnqa in our S tontoom
Remember. we ate net JUST anolter ra il of der comparty

pies  are what YOU PAY, arid (here are
NO HIDDEN EXTRAS VAT Er Postage are ocuded
and are correct a t l im e  of [p i n g  CO preSS

17 Ci E Ofte n sotinct to n o
-
M a l :A A
,  a n d  
a r e  
a m e n i t y

399
MONITORSS witch on

to Qua lity

Connects to AM/ GA and others, wi th
our FREE lead.
• Stand available • Tilt in g facility
•  Philips monitor has green screen

switch and stereo sound
COMMODORE 1084
MONITOR
PHIUPS CM 8833
MONITOR

E229 t
E269 t

NEW I  MEG
SWITCHABLE DRIVE E 9 9 • 9 5
10-31/2" DS/DD BLANK
DISKS in FREE Plastic O N L Y
Library Case with Labels E 1 2 . 9 5

Call for auantity discounts

0773 836781 C )
GORDO()

HAR WOOD
HAR WOOD
HARWOOD

N

DEPT ZAP
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is it Grouch() Marx Or Deputy
Davig7 Give her another
meatball and she'll tett you

SKY CHASE (Amiga) se
SOLDIER OF FORtUNE 18
STAR RAY (Amlga) (5) 86
STREET FIGNIEttlAmi9l1) 93
STREET GANG (Amiga) 98
STREET SPORTS SOCCER 110
SUB BATTU SIMULATOR (Amiga) 96
SUPER CUP FOOTBALL 130
TANGLEWOOD (Amiga/ 41
TAU C I D 129
THUNDERCAT5 (Amiga) 100
TRACERS (Amiga) 96
VECTOR BALL (Amiga) 98
VECTOR BALL (C64I 130
VIRUS (Amiga) 102
VIXEN (Amiga) 77
WHIRLIGIG (Amiga) 69
WORLD GAMES 129
ZOOM (Amiga) 89

It's all change this month as we
bid farewell to the old and
welcome the new ZZAP! 43
marks the advent of a new stage
for the magazine - no doubt
you've already noticed the slight
alteration to the name.
However, even though the
name's changed, the content of
ZZAP! remains the same: still the
best selling Commodore
magazine around, and now even
big9er to accomodate the
Amiga. Cot blimey, guv'nor, spit
in my eye, etc, etc.
So what happened to that
cassette last month? Well, for the
full story, turn to page 8, and the
Word - there are legal reasons
involved! The rest of the news
this month is a bit more normal!
We bid a fond farewell to Glenys
Powell, who has now gone to live
and work 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 Vivien
Vickress - I 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 otherthings). She likes
to describe herself as a
scatterbrained, fastidious,
madcap kinda gal who likes
nothing better than wiping her
nose on other people's sleeves.

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 b u t  then, ZZAP! is
never normal, is it She's got a
brain the size of a planet (and
Marvin's temperament to
match), having got a degree in
English from the dreaming spires
of Oxford. We won't hold it
against her - since, she'll
probably punch us all in the gob.

This month's mag boasts five
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. If that isn't enough, we've
also reviewed over 50 games!
Sorry to all those vvho are missing
Manoeuvres, but we just didn't
have the space.

Till next month then, and an
absolutely MEGA Christmas
special, ta-rar. Oh - and I hope
you like the new editorial page,
showing slices of low-life in the
Towers this month. Well -  it's
different, isn't it? ,134•10e1'

r4

A Is it a
werewolf?

Gordon Houghton

A No - it's m
a
t t

'm onk e y -m
a
w
Evans (God,
vihat a prate)

A N o  hiding under a bushel for these spring chickens of the software
Industry. (Paul's Outfit - E45, Small Man at CillAt

GAMES REVIEWED

ACE o r ACES 1 2 9
ARMALYTE (altE) 2 4
ARMY MOVES (Amiga) 7 8
ATRON 5000 (Amiga) 7 2
BARBARIAN 2 2
BARDS TALE 2 (Amiga) 4 2
BATTLE STATIONS 1 2 7
BEYOND THE ICE PALACE (Amiga) 7 9
BIONIC COMMANDO (Amiga I 9 2
BOMILIACK ( Am
1
9 1 1 )  
7
6

BUBBLE BOBBLE 1 2 8
BUBBLE GHOST (Amiga) 9 4
CRAPS ACADEMY (Amiga)
CYBERNOID 2 (S) 1 6
EMLYN HUGHES INTERNATIONAL SOCCER
(S) 2 9
THE EMPIRE STRIKES BACK (Amiga) 7 1
EXTENSOR (Anna )  7 8
FAERY TALE ADVENTURE (Amiga) 4 0
FIRE AND FORGET (Amiga) 7 6
4X4 OFF-ROAD RACING 2 2
FOXX FIGHTS SAO( 2 7
GAUNTLET 1 2 8
HELIER WELTER (Am la )  1 0 1
KARI WARRIORS (Amiga) 7 0
INTENSIrt• 1 1 2
KRAKOUI 1 2 9

METROCROSS I l l
MISSION GENOCIDE 1 2 7
PANDORA (Amiga) 8 0
PINK PANTHER 2 3
POWERPLAY (Amiga) 7 5
ClUADRALIEN (Amiga) 8 1
RED STORM RISING 1 5
SARCOPHASER (AmIge) 6 8
SCRABBLE DE LUXE (Amiga) 9 2
SINBAD AND THE THRONE OF THE FALCON

ADVERTISERS INDEX
Boots 4 1
Ityrite 1 1 9
Code Masters 2 8
Cintronics 1 1 9
Database 1 0 9
Datel Electronics 1 4 8 - 1 4 9
Domark 2 6
E IS I  3 9
Electronic Services 3 8
Electronic Arts 2 0 - 2 1 , 5 2 - 6 3 1 2 . 8 3
Evesham Micros 4 7
Grandslam 1 3 1
Gremlin Graphics 1 2 . 1 3 , 9 0 - 9 1
Harwood% 6
Infogrames 1 2 6

Martech
Microdlgital Soft
Microprose
Ocean
Official Secrets

74
62-63

58
2.3.64,123,135

40
Prism Lelsure 1 0 4
SOC 1 1 5
Silicti Shop Ltd 4 9
SIB Disks 4 4
Superior Software 1 4 5
Ielecomsoft 1 4 , 7 3
Technical Developments 1 5 0
Thalamus 4 8 , 5 7
Irybridge 4 2
US Gold 1 9 , 3 0 , 9 9 , 1 2 5 .1 4 7 , 1 5 4 4  55.156
Video Vault 1 5 2
Worldwide Software 1 1 9
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PSYGNOSIS
DENNIS?

Everything has to be labelled these
days: E numbers, baked bean tins,
school uniforms -  oh yeah, and
computer games. Psygnosis have
brought out another game for the
Amiga. Called Menace it's written by
David Jones and i t  looks pretty
darned impressive from what we've
seen.

Six of the most feared rulers ever
have ravaged a n d  plundered
countless worlds to create their own
p-retty nasty planet, Draconia. A
single approaching fighter craft
could s lip  through i t s  defence
systems undetected where a whole
fleet would be annihilated A n d
guess who's got the job?

NO SEXISM
PLEASE,
WE'RE 4
%AUDIOGENIC

Sensing t h e  rise  o f  sexism i n
computer software, those crucial
Harrovians, Audiagenic, h a v e
decided to put a stop to it all. They
are currently undergoing research to
find out just what girls want from
games Peter Calver explained that
they would be bearing in mind the
fad that 'girls are more mature and
more intelligent than boys of the
same age' (quite right too - Kati).

8 ZZAP! 64 November 1988

CO 11 : : 0
GENIUS II?

Though still incorporating the addic-
tive question and answer format, the
second Domark veflicr
, o f  
T r i w a l
Pursuit, Genus II -due out soun -has
 taken a different path from the first.
An 'enthralling new game called A
New Beginning has been assembled,
and will take you through 7'1 an),
Galaxies (yum yum - 6 ardo) in a bid
to reach the planet of Genus II, It all
basically involves buying rockets, col-
lecting luxury household items,
answering questions - just like that
programme with Le Cro wth e r o nit, in fact.

What d'you mean, is d
what d'you mean,
screenshot? Leave Alai ,
- we've been hay' g  a b

recently. ( r t

EAT RA
STEAK FOR
BREAKFAST,

ET

We bet you'll think that a title like
that is irrelevant for a piece on ioy4-
ticks. Well -you'd be right However',
this is a particularly tough 'ri• rough
kinda joystick, known only to  it

uofriends as the Replay Mic roblas telSo macho is it that it's got 8 mi
switches, it's red and black and it's
got non-slip rubber feet (just like
Gordon). A 1 Am cable eases gamed-
laying for those of you with incredi-
bly short arms, and .a steel shaft is
provided for those who are into steel
shafts (know wharra mean, 'Arryl),
If you're keen on the picture you
above, pay f 12.95 withallduesp

Oh, by the way, Z4API's doing:
special Christmas ha ware  round

h
i
d
a
s

up next month, w ch  incluoes a
review o f fave joys ' (a mo n g st
other thingies) • so keep your eyesand bananas peeled for that, OK? -

F I V E  C O I N - O P S
I N  T H E  F O U N T A I N

OK, OK -  so it 's a b i t  o f  a st ra ined  t it le ,  b u t  we  d o n ' t
have ALL day to writ e  these th ings, you kn o w'  Anyway,
the p o in t  is, i f  yo u ' l l  ke e p  q u ie t  f o r just o n e  min u te .
Med iagen ic h a v e  j u s t  a n n o u n ce d  t h e  s ig n in g  o f
licenses f o r  fi ve  SEGA co in-ops, d u e  f o r  re lease n e xt
year. These are  as fo l lo ws (in  n o  p a rt icu la r o rder,  justlike  Kati's b ra in ) do t  do t  do t

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

money, engine trouble and stray
dogs (no, only kidding, ha ha
er )  are the basic ingredients for
this sports sim soup. Pick up a ladle
and taste it, baby, when it grooves
on down to your hip local software
boutique.

-
A Wi l l  Me di a ge ni c 's  conver s i on m atch the  qual i ty  of  the

Original  S ega  c oi n-op?

somewhat reminiscent o f  Gordon
after a heavy doughnut-session.

Galaxy Force is one o f  those
Afterburner-like speed machines
that will have you gasping, panting,
and anything else that makes you
excited. It's set in  the depths of
space, which is a pretty nasty place
full of yer usual obstacles like molten
lava (a  cinch), raging fi re  fields
(eeeasy) and meteorite storms (go
home!). Keep your eyes 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,

• • E ll

Sonic Boom puts you in the cockpit
of a deadly jet fighter as you blow up
just about everything in sight (are
there any balloons in this game o r
tyres? or inflatable sea-horses? No?
Well what else could we blow up?)
and tackle a huuuge end-of-level
aircraft carrier thingy.

Ace Attacker is  a  volleyball
simulation and e r  .  well,  i t
simulates volleyball, doesn't i t ?
Moves such as opens, quicks, pack-
attacks and feints are available to
you (aren't you the lucky one?) and,
well - that's it, really. Look, go and
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
way! Aaaaaargh! Oh no — it's OK —it's only ZZAPI's sheep.
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, cadng
human being beneath those rippling rolls of reconstituted
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 beingcrushed to death.

*  He was the model for the Ewok village.
*  His hobbies include collecting china thimbles, silk flowers and waxfruit.

Gordon's father was a barrage balloon in the Second World War.*  He's fat.
7•T The well-upholstered Behemoth almost completed a YTS course as a
sheep, but was expelled for ravaging a sheepdog.
*  He is happiest when at home with Rasher, Gammon and Oyster, his petpigs.

Five things that Gordon has been mistaken for: Australia; the Queen;
an Editor; Bobby Charlton; Paul Glancey.
*  His most vicious act was to kidnap and skin alive Paul's dog, Banana,

Our token office overweight freak's average meal includes three
chickens, 1131b of chips, 23Ib of assorted vegetables and a gallon of gravy
-  all washed down by six gallons of beer!
*  Three of his ambitions: to be God; to host Blue Peter like his hero, John
Noakes, to grow girls and become a pilchard

ACCOLADE'S CHRISTMAS
l a  CRACKERS •

Illintrw •
Well, wouldn' t  you credit it  Four
pre-Christmas sport s  s imulat ions
have just been announced by those
masters of sims, Accolade. Serve and
Volley (pictured .•10,•) is an action/
strategy t ennis  s imulat ion t h a t
emphasises correct ball placement,
t iming a n d  s t rok e selection, I t
features a  rev olut ionary  n e w
system: 'strobe-o•strobe' (what ?)
graphics whicfi make the action
seem very realistic. Rack 'ern ('ere,
no, missus, et c ) i s  n o  ordinary
snooker sari; i t  also allows you to
design your own games complete
wfth their own rules! Colt!

Alternatively, you could pick up
Fast Break - thefirst full court three-

Those e c u d d l y  people and
demigods a n d s l a m  have just
announced a t  they're going toconvert th a b  'n' brill 30 arcade
game, Par-Mania for the 64 and
Amiga. O0000h
,  I n  
t h i s  
m o d e
r n

adaptation of  the classic, addictive,
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yellow-glribule friend, Pac, faces the
challenges of Block Town, Pac Man's

bark, Sandil
g
x 
L a n d  
a n d  
J u n
g l y

Steps.
OF cnimile those nasty horrid

ghosties Blinky,  Pinky, Inky  and
Clyde are out to skin him alive b u t
you wouldn' llet  thern do that now,
would y ou l .  Interested Pac-Man
rescuers should pay £19.95 for the
Amiga version i n  mid-October or
£9 95 (114.95) for the 64 version, due
out micl-No b e r •

• u• e x p l or a t i on ,
c ommunic at
ion 
a n d  
u l t i
m a t
e

survival - it's a hard galaxy out there
and only rough 'n t ough applicants
need appl?. 14That are we talking
about? C a p t d n  W o o d  f r o m

Infl rames,  corning soon for the 64(.9, 6 S, I14.95) and Amiga (04.95).
A M I L . • • • - • 1 1 1 1 .

MUNCHORAMA
GOES 3D

' t in-three basketball game for one or
two players - or TKO.,  an arcade

:style, split-screen box ing g a me
featuring large graphics and first-
person perspective. All in all, it looks
like i t ' s  go ing t o  b e  a  happy
Christmas for sports sim fans

f - 1 2 4 1 1
-
1 1
"
- m i l i t o
-

LOOD 04THE 64!
If it's anythinij like the ST version it
should be pretty impressive -there's
a brilliant Jean-Michel Jarre
soundtrack a nd some fantastic
vecto: grafix. The only reservation
we have is against the variety -  the
only thing that  we found lacking
With the Amiga's rival
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WHO'S THAT
G I R L ?  4
1 1
1 1 .

For those of you who are into
wearing kinky dragon outfits and
rescuing bimbos in distress, Code
Masters have an upcoming game
oiled Super Dragon Slayer (yea,
verily and forsooth, we could find
the word Simulator rowhere in
sight). Does the prince have enough
balls to slay the dragon? Is he playing
the standard or expert version? Are
you 9oing to pay f  4.99 for it nowthat it's out on the shelves? Or will
you wait for the ZZAP! review? Tune
in next month.

MARKNitteM NE (wail 0 IS?)

10 ZZAP! 64 November 1988

FTHE 64Pk- I
All right, we're sick people if that
title made you think that there's a 64
virus going around. We're sick, and
we're ashamed about It. We won't
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

VIRUS
major chips is f a u t t y .
l
i
f

As if this isn't enough, c a n  also
test every key on the k Gard,  both
joystick ports, the serial, user and
cartridge ports and up to ten million
other things (approximately). It costs
f 18.99, and interested parties should
contact the Bradford company on
0274-691115.
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Al you night turyt clutslat nMe Tunnel is all about
travelling through time Ilvt did you guess that it's an
ircade adventwe starring a rare*? No7Wel I r  Oil on
clever clogs, became it is Anoway, playing that Gnome
you must recover the parts of a nip ....tick when
assembled, explain how he can become GI1OfTlit king
The piecet ere scattered throughout history, to quite a
bit of travelling needs to be one before the task is
completed.

To recover the map you hpetosolveseven torturous
puzzles within the ganse(one in each time zone" These
puzzles are mmoleted by using the vet mos objects
found in different times. Quite a few Of the 1 h
1 7 7 1
e
-

solving items heed to be taken from one period or
history to another before a problem can be saved -
ounst hefty task

The game commences with the Gnome relammg in his
hying roorn in Gnome Mansion Starting from bete you
mud first get the tirne machine operat oriel before yew
are anie to whiu off through trow The Gnome is
completely joystick controlled and can accomplish

Lute a few actions, depending on the situation he's in
can be picked up, drooped, set in motion or

mated lf he's stanong new them ldoors, lofts et d• Also

SMARTER
THAN THE

'av AVERAGE
SOFTWARE

ECTO AND ENDO MORPH

All rignt w e  know Yog, Bear's been
out for a while on budget now - but
this piece of news isn't entireIy about
that, OK? It's more about Alterna-
tive, really -  they're now making
claims to be the most successful soft-
ware house this 51.4rIIM el - which, if
it's true, just goes to show that
budget software is definitely takingover at last.

Anyway, the stuff you're probably
more interested in is that a) Yogi
Beargot 61% in Issue 32 and b) there
are a couple more games comingfrom Alternative, These are BMX
Ninla and Endzone -  neither o f
which we've had for review (sob).
Budget houses hardly ever send out
games to anyone these days (sniff),
so we can't tell you what we think of
them, can we (sob, sob)? Oh well,
back to slaying over a hot word pro-
cessor

T IME FOR
A TUNNEL?

We bet you thought you were going to get away with playing last
month's cassette without instructions well,  you were wrong! There
wasn't time (crap puns Inc) to put them in last Issue, so here they are
now, reprinted from Issue 12 of ZZAPI (Hurrah!)

a lightning bolt can be fired when facing le i or right
However, the Gnome has a prob;em as he can only carry
one 0OtreCt et a time but don't despair Gnome has a
closet. This can be entered by holding down the fire
button foci few seconds. An object can then be
dropped there for retrieval later in the game, but
urn' ortunal rev only eight items can be left in the close!
at once The closet can be called up at any bow, no
matter where Gnomei in history

Once you have the time machine fully operational,
the acheolu re proper can ba p ne a t are Ween vaned
arid very different periods of time to be visited e ll i t
if you ndude the p 'cunt The Seven lira e zones art the
Stone Age P3,600 BC), kaatical Persia 1893 B .
Mythological Greece186110. Colonial Salem 1692),
California Gold Ruth I (1849), Intergalactic Spaceship
(3156) and finally The Btadc hole (9999) The various
locatiom in each penoo 'flick' when moving from one
to the other

There are many oPects within each time zone but
the Parer must sort out the wheat from the theft
helm bon9 ab4e to soh., the punies Thereat m pot
pure deduct ion well, it wou Id be too taw othervew,wouldn't irl



If yo u ' re  fe e lin g  confused, fe d  up, surprised, amazed ,
fl abbergasted  o r annoyed  because last mo n th 's  cover
cassette, b il le d  as Katakis, tu rn e d  o u t  to  be Time  Tun-nel, here 's the  exp lana t ion .

Katakis was a h o rizo n ta lly scro lling  shoot 'em up very
much in  the  R- Type mou ld .  In fact  Act ivision , wh o  ho ld
the  license f ro m ! re m t o  p ro d u ce  th e  o ffi c ia l R-Typ e
conversion (due  f o r re lease la te r th is year), t h o u g h t  it
was so mu ch  like  R- Type tha t  th e y had a case fo r -
l e g a laction. US Gold  ag reed  to  ha lt  pub lica t ion  n o t  on ly o fKatakis itself bu t  of all p ro mo t io n a l ma te ria l connected
wit h  th e  game.

ZZAP! had  just gone to  press. Cover and reviews had
been p rin te d ,  t h e  Ka takis tapes had  been  d u p lica te d
but t h e  ma g a z in e  h a d n ' t  b e e n  d is t r ib u t e d  ye t .  Th e
cover cassette wa s classified as p ro mo t io n a l ma te ria l,
and US Go ld  had ag reed  to  w i t h d ra w a ll p ro mo t io n a l
ma te ria l — t h is  me a n t  w e  w e r e  le g a l ly  o b l ig e d  t o
remove  the cassette f ro m the  cover. In fact, a ll versions
o f  Katakis have n o w  been w i t h d ra wn  — so you  wo n ' tsee it  on the  shelves, e ithe r!

As fo r ZZAP! Issue 42, US Go ld  stepped in  a t the  last
minu te  wi t h  an  a lte rn a t ive  cassette wh ich  tu rn e d  o u t
to  be Time Tunnel. In the  resu lt ing  confusion, we  were
given t o  unde rstand  t h a t  th is wa s a  p re vio u sly u n re -
leased g a me  — in  fact, it  had been re vie we d  in  Issue 12
and ga ined an overa ll ra t in g  o f  49%.

As th e  magazines h a d  b e e n  p rin te d ,  t h e re  was n o
t ime  to include instruct ions or any fo rm of exp lanation.
The magazine  had  a lready been de layed  severa l days
due t o  d u p lica t io n  o f  th e  a lte rn a t ive  cassettes a n y
fu rth e r d e la y a n d  y o u  p ro b a b ly  w o u l d n ' t  h a ve  g o tZZAP! a t  all!

For scheduling reasons, th is mon th 's p romised  tape —
the Gold Meda l win n in g  Arma lyte -- has been removed ;
bu t then, wh o  can co mp la in  when  there 's a level o f  the
Sizzler-ra ted Cyb e rn o id  2  and a  stage  f ro m t h e  Go ld
Meda l ra ted  Ha wke ye  instead?

We 'd  l ike  to  apo log ise  t o  a ll o u r readers f o r a ll the
inconvenience caused by the mix-u p  — it was a situa t ion
that was very much ou t  o f our hands. To help you make
the best of Time Tunne twe 've  included the instruct ions
on th is page. E r.  • a n d  tha t 's it ,  rea lly.
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ZZAP! M E G ATA P E
C Y B E R N O I D  2 A N D  HAWKEYE

To try and make up for the disappointment of last
month's cassette land you weren't the only disap-
pointed ones, believe usl), we've got a playable level of
one of this Issue's Sizzlers, Cybernald 2 and the Gold
Medal-rated Hawkeye on one cassette - beat that! A
leveieach from two of the best games you'll sae this
year -and it only cost you 25p morel (mumble, mumble)
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All mail order enqui t o :
Gremlio Graphics So e  Ltd.,

Alpha House, '10 Carver Street, Sheffield Si 4F5.
Tel: 0742 753423



GET

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 WOA IPS.

Telecomsoft, First Floor, 64-76 New Oxford St London WCIA 11
3
S.
FOrettird and Firebird Logo are trademarks o
f  B r i t i s h  
T e l e c o m m u n i c a t i o n
s  K C

IT'S AMAZING
WHAT A REAL
COMPUTER

1 ) \
G A
M E

CAN DO.

Ms
Sc

Spectrum cassette £899
Commodore 64 cassette £9.99, disc 112.99
Amstrad cassette £8.99, disc f 14.99

man = l a m  •

A LEGEND IN GAMES SOFTWARE



RED STORM RISING
Microprose, £14.95 cassette, E19•95 disk
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the unthinkable has  hap-
pened -  the Russian Polit-

buro has decided to go for world
domination. In the world's  oceans
nuclear submarines prowl the wat-
ers, wait ing for orders to release
powerful n u c l e a r  wa r h e a d s .
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 t o appoint  one t o you.
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war m an k i n d  h a i l  e v e n  fl o w n .

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

00
,
*
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MicroProse have
certainly p r o -
duced a nothe r
whopper o f  a
simulation c om-

plete with a 108-page manual
and an incredible selection of
keys. Phew! Even though I'm
not the world's greatest fan of
submarine simulations, I  can
appreciate the obvious work
and attention that's gone into
this. It takes a lot of patience
to reap the rewards, though,
and you'll only enjoy it if you've
got a really strategic mind and
a head for some nerve-wrack-
ing waiting around. What I
can't appreciate, however, is
the really nationalistic tone of
the narrative and the jingoistic
view of the East. I can't realty
see how implications that the
Russians deliberately k i l l
foreign schoolchildren f o r
favourable publicity are in the
least bit relevant to the game.
In the light of glasnost, that's
certainly something to  con-
sider before you buy.

You choose from four skill options
and t en  miss ions  ranging f rom
practice sorties, through real con-
frontations with Soviet task forces,
aircraft carriers and vessels, to the
ultimate encounter -  World War
Three.

Mission o rde rs  f o l low,  t h e n
you're o n  y our  own.  Sounding
General Quarters brings up read-
ings o f  y o u r  heading,  dept h ,
speed, rudder and div ing planes
status and a tactical display.
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This VDU shows  RADAR and
SONAR plots  of  the surrounding
seaways, a s  wel l  as  periscope
views, all of which can zoom in arid
out. Key board cont rols  c al l  u p
statistics o n  s e a  c ondi t ions .
weapons, a c o u s t i c  r e a d i n g s
which could identify nearby ves-
sels and  a  c omput er 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 Theat re t o  s ee
what effect your actions are having
on the confl ict. The map shows
both sides' sea, land and air forces
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V Sit back and enjoy the graphics— if you Can ignore the dubious
politics, that is
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I s l a m i c  r e l i g i o u s  r a d i c a l s  s a b o t a g e
R u ss ia ' s  h u g e  o i l  r e fi n e r y  c o m p l e x  a tN i t h n e v a r t o v s k  i n  S i b e r i a .  T h i s
d est ro ys  o n e  t h i r d  o f  t h e  n a t i o n ' sp ro d u ct io n  c a p a c i t y .  T h e  S o v i e t  U n i o n
f a c e s  y e a r s  o f  c r i p p l i n g  e n e r g y  s h o r t -
alms a n d  a n  i m m o b i l i z e d  m i l i t a r y _

Red Storm Rising must be the ultimate vehicle for the
rather extremist politics of MicroProse games, but
leaving the moralisms aside, I have to admit it really
Is a staggeringly deep game. I wasn't surprised by
the excellent packaging, or by the superb on-screen

presentation which comprises the usual enormous number of
options and even descriptive animated sequences which add to
the atmosphere - I wasn't even surprised by the awful dirge of a
soundtrack. I did miss the graphical action which other Micro.
prose simulations sport, though: no proper 3D graphics, just
animated maps, charts and a periscope view which do their job
very well but would, I feel, put off the casual simulation player. If
you're more interested in fast-paced strategy action than visual
thrills. this game is definitely for you.

and ev en t he  military  satellites
which are relaying the information_

To g o  i n t o  a l l  t h e  game ' s
strategic subt let ies  wou ld  t ak e
several pages ,  s o  t o  gain real
inside knowledge of how the prog-
ram works you'll just have to read
the lengthy manual yourself!

Cot' bli meld There
ain't 'ail a lot to
this gamel Rod
Storm Ris ing  I s
really c ompl e x

with an incredible number of
controls and options that have
to be  learnt. To the casual
strategist (like myself) i t all
seems a bit over the top. The

sy actions have to be carried
reminds me of role-playing

ard games, where you have
to roll a die before doing any-
thing, thus slowing things up a
great deal. Some of the inter-
missions depicting the situa-
tion of your mission are very
atmospheric, but screen after
screen of diagrams and num-
bers rather limits the sense of
reality. Red Storm Rising isn't  a
game to be taken lightly: each
mission mus t b e  carefully
planned and executed, thus
putting it in the realm of 'har-
dened strategist Only' games.

PRESENTATION 97%
Superb throughout. Keyboard
overlays, detailed manuals,
excellent on-screen introduction
and animated scene-setting
sequences.
GRAPHICS 77%
Functional in the game itself, but
excellent in the intermissions.
SOUND 35%
Sombre tale screen dirge and
minimal submarine effects.
HOOKABILITT 74%
Plethora of controls and visually
uninspiring gameplay are some-
what off-putting at first.
TAMABILITY 93%
An enormous level of depth
means there's plenty to play for.

OVERALL 86%
A simulation of enormous mag-
nitude, but more suited to
experienced simulator buffs.
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E9•95 cass, E14.95 disk
liThe brilliant, explosive and demanding sequel to Cybemoid hits the 64
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Boy, were you hard. If there
was a board to sleep on you

slept on the floor. If there was a
glass to drink from you smashed it
up a nd drank your  beer  neat,
straight off the ground. If the Fed-
eration needed it. you swallowed a
jar of tin tacks, tied a Rambo band
around your head, leapt into the
nearest Cybemold and -  no mes-
sing about, no questions asked -
you were off.

tip Well. nobody said it was easy.
Get in your ship and try it again

J us t  when you thought it was safe to climb back in your lean,mean fighting machine, Cybernoto 2 appears! I 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,
Matt) used all their lives getting off the first two screens i t '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 c“ 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,
and it's going to take a lot of patience to master. Try our cassette
and see!

Cyboinoid 2
-  m o r e  
c o m p
l e x

than t o  make sense of
wh s a y i n g

Y eahl  Be a t  t he m  al iens,blast them,  maim them,
beat t he m  I nto the  gr ound.
Coe Real ly gets r id of  your
excess aggression playing this
game. All of a sudden I feel at
peace with the world. Not that
I 'd call  Cybernutd l i the  easiest
game in the world to play. In
fact, under pressure, I'd prob-
ably admi t to i t being one of
the hardest.  For  a start, there
are l oa ds  m or e  weapons ,
bombs, nestles and meanies
than there were in Cybernotd.
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 j ust blasted t o
smithereens had an even more
dangerous w e a pon  l ur k i ng
inside it and by the time you've
thought a bout  deal i ng wi th
that you'r e dead.  And what-
ever you do, don't relax when
you're about to enter  a  new
screen. Mor e  often than not
there's some even more hor-
rific monster  waiting to mel t
you the minute you get to the
other side.  I f  you l i ke your
cookies real ly tough,  you'l l

1 love Cybernold II 'cos you'd be
hard pressed to find a tougher
cookie than this.

Phweev! Didn't you get rid of a
whole fleet of pirates single-hand-
edly? 'Jessie Mr  Incredibly Hard
Man, you certainly did and now the
Federation, under attack from vic-
ious enemies, is asking you to do
It again. Is it dangerous*? Yup. is il
suicidal? 'fosse. Can you refuse?
Nape. Of course not

While you've been taking a typi-
cal well-hard geezoeS rest, your
favourite fighting Machine has had
a bit ol a facelift. In addition to the
usual selection of bombs, boun-
cers, seekers, smart bombs and
shields, it's got a couple of extra
weapons up its sleeve. If you feel
like leaving a  trail of  death and
destruction in your wake, drop a
few time bombs and wait. Stuck
beneath an alien emplacement?
Dead easy -  lust fire one of those
ultra powerful, mega-violent track-
ing bombs. It'll move right round
the screen blasting every little liv-
ing thing in sight.

There's just one thing whi l e
you've be e n away t he  enemy
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idle either. I n fact, they've
booby-trapped the  flight paths
with more bullet pods,  weapon
emplacements, caterpillar death
Squads and homing aliens than
you Could Shake a slick at (if you
had one,  that  is).  Wor se Still.

001'
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And you thought the vertical ;Apes En Cybormla were hard.•

Watch out, Cameron!
E BOUNCE e om e a l

41 Aargh! (Well you wouldn't wont
to miser a bloke like that on a dark
night - it's even more scary
when he's in the atilt level

you've only got limited supplies of
each weapon so If you use all your
shields up too soon you'll end up
making a speedy trip to the great
scrap-yard in the sky -  and this
time you won't come back.

You do get a few goodies for
your trouble IN/ugh.  Every now
and then you can pick up a mace
or a bonus package left by some

ligent al ien ship.  But  that's
lit it -  from now on. you're on
own.

1111111111111M
1 thought Cybernoid w a s  a  •

hard act  to fol low, but boy
have Hewson followed iff For a
start, the graphics -talk about
impressive animation and bril-
liant explosive effects! As my
dad always says, i t's enough
to t a k e  y our  br eath away.
Phew! The in-game music isn't
quite as haunting as the origi-
nal Cybernoid soundtrack but
once you've heard i t once or
twice it really starts to grow on
you. O h yeah,  I  haven't said
anything about the gameplay
yet. I t'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 poi nt  o f  dea th j ust  a s
you're discovering something
new and after  that w e l l ,
you've just got to go back to
the beginning again.  I n fact,
that's exactly what I  think I'lldo

PRESENTATION 89'
' menu.
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SOUND 88%
A bnIkant soundtrack itPuirgh
rot  es punchy as the first on.

• and some omit
- -  just the
tare.

1400 &ARUN 80%
Its a lad tough io get int
ciecause you ve got ever
tnrown at you from the

ITY 93%
ifit end bomb acti-

quid-starved shoot 'am

OVERALL 91%
If the °Nina' hadn't alreadybeenteleased•thrs would bo %,

is way to a hay's!' acf
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SOLDIER OF FORTUNE
Graftgold/Firebird, E9.95 cassette, E12.95 disk
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before a n y o n e  c a n
remember. a mystical object

known a s  t h e  Zod iac  P o we r
Source was made. I t  was  disco-
vered to be a local point  for the
powers of evil and so was buried.
Many years  have passed s ince
then and the Power Source has
found a  suitable mind t o  mov e

A H e  flies through the air with the greatest of ease. Over nasty old puddles and horrid old trees

It's s t range,  b u t
since the y  l e f t
Hewson,
Graftgold ne v e r
seem t o  ha v e

n able to come up with the
sort of goods they produced in
the days o f  Paradroid, a nd
releases such as  Magnetron
and Soldier o f  Fortune t ypif y
this. Graphically the game Is
quite pretty, If rather lacking in
variety, but the woodland and
village scenery including all
the shop sequences make i t
leek like the Hewson oldie,
'o r d .  Any small amount of

ibility th e  resemblance
s S ol di e r  o f  For t une  I s

sted by  pretty slow and
bus gameplay consisting

the odd bit of blasting, col-
ng coins and then buying
pons and scrolls. I  don't
k either the arcade or the
nturing e lements  a r e

. c i e n t l y  outstanding t o
keep m e  coming back for
more, so I'm left pretty disap-
pointed with a  game I  was
expecting a lot from. Sigh!
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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 s ur round ing  l a n d s  w e r e
thrown into disarray.

Two adventurers have the ability
to restore the land to order; Tar-

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 t he  part  o f  one  o f  these
adventurers. A t  t he start  o f  t he
quest you have a limited supply of
magic s h ie l ds ,  a  de f ens iv e
weapon, a handful of money and a

ir
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A Is this Tartarus or Teron? It's hard to tell

Were obviously dealing with a strange transference
of matter here. Somehow, somewhere the basic
constituents of Hewson's Firelord and Elite's Ghosts
'n• Goblins have mingled and resurrected them-
selves as Graftgold's Soldier Of Fortune. Weird.

What's come out isn't really as good as either of the other games.
There are a lot of aspects, like the trading or the platform element
which could have been developed, but they just fall flat. Neither
the blurry graphics (the sprites are really tiny) or the tinny sound
were compelling enough to keep me playing for long - not least
because there's nothing to tell you what any of the Icons mean.
Give me Ghosts 'n Goblins  any day.

cryptic clue given to you by a mage
just before the ground swallows
him up.  Ex t ra weapons,  shields
and other objects can be bought
in s hops  f ound throughout  t he
environment.

To c omplet e t he  quest ,  y ou
must rec ons t ruc t  t h e  P o we r
Source and return i t  t o  the old
mans  house before twelve moons
pass. Otherwise Krillys will control
the l a n d  ( c ue  t h ree  dramat ic
chords: da-da-DAAAA!).

Ever since Glib-
bl y' s D a y  O u t ,
Grattgold's repu-
tation has been
almost flawless,

but now we have a release that
fails to live up to that record.
Soldier Of Fortune Is an incredi-
bly average game which is
even more surprising when
you learn that its' author is the
creator of Zynaps. The opening
screen is  very much in the
usual Graftgold mould (hori-
zontal colour bars and all that
but as soon as you start the
game you know that some-
thing is amiss. The first thing
you see is a set of bland back-
ground colours with a  really
weird series of explosions in
the sky (don't ask me why) and
some ropey sound effects. Not
only that -  the gameplay is
pretty average as well, not to
mention annoying. I  don't
know about anyone else, but
after fighting my way through
a set of platforms and bounc-
ing rocks, I expect to find more
than lust another in a long line
of similar shops (aaarghl). So
BE WARNED! Just because It
says Graftgold on the pack
ing, don't be fooled into th
ing you're going to get ano
Paradroid or Uridiuml

PRESENTATION 64%
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 uninteresting
spot effects.
HOOKAINLITY 69%
Of course there's the standard
'let'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.



LEADERBOARD'

TAG-TEAM
WRESTLING"

The ultimate
collection of sporting challenges,
the unique test of skill, stamina, ,
dexterity and endurance.
Demonstrate your'e a master
of strategy, a ball playing
natural and leader of men
in the hallowed arenas of
American Football, Big
League Baseball and
International Water Polo.

Sportsworldlt.
survival of the
fittest, designed

for the

Go for gold on the athletKs
track, the weightlifting arena

and the archery range.
Show off your finer touches
on the green baize and pool

table Let off steam on the
grunt 'n grapple zone.

Prove you're a winner on
the all action ten pin lanes

and rolling acres of the
championship golf course.

4TH & INCHE

WATER POLO

GO FOR TH
GOLD

now • MORI • spars

CBM 64128 E12.99 (ass
US.  Gold Ltd-.  Uni ta 2/3 Hol l ard Way,  Rai ford,  Bi r mi ngham B6 7AX.  Tel : 021 356 3388 CBM 64/128 E14.09
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• The Crusader Of Just ice.
- For the past 5 years you have been away light ing in t heHoly
Land. When you fi nally  return home, your father, The King, has
been deposed by your brutal uncle, and terror and oppressionnow rule this once serene Kingdom.

You must recover the throne.
ilowever,  deceit  and treachery are everywhere and you must

prove y our birthright .  through gui le and t rials  of  c ombat  i n 'a
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This is a magnificeht adventure set in a medieval world, where
your strategy is as important as your strength.

Distributed in UK by
ELECTRONIC ARTS, 11-49 STATION ROAD., LANGLEY, BERKS SL3 8YN,
TEL. : SLOUGH (0753) 46465, DEALERS PLEASE CALL (0753) 40906.4•
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Avallabte on C-64, Amiga,
ST, PC, Amstrad
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is harbouring a secret: the
most factious dragon slayer

of t hem all.  Thoron t he hunter
wished to pass his skills down to
his son, Hegor,  so he trained the
boy f rom a very early age in the
use of all weapons.

One day, there was a great com-
motion at the edge of the village:
curious, Hegor ran there only  t o
see his own father in the middle of
a ferocious battle with a huge dra-
gon. Thoron fought  fi ercely and
managed t o  force t he beas t  t o
leave, but as the dragon turned, it
lashed out  its huge tail breaking
the warrior's neck.

Hegor s wore  t o  av enge h i s
father's death and so went  off to
the furthest reaches of  the land,
slaying a great number of dragons,
but failing t o fi nd t he beast that
killed his dad.

Years later, news  reached him
of an evil force that terrorised his
home v illage.  Ret urning h o me
quickly, Hegor discovered that the
tyrannical lord was  Necron, Tho-
ron's brother,  who had turned to
evil. What's more, one of Necron's
subversives w a s  t h e  d r a g o n
responsible f or 'Moron's  death.

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

BARBARIAN
Melbourne House/Psygnosis, E9.95 cassette, 04 .95  disk
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strip of icons at the bottom of the
screen, caus in H e g o r  t o  walk .

Hegor, the man with the hairy armpits, isn't exactly
my idea of a hunk -  plonker would be more approp-
riate! The excellent, atmospheric graphics which
made the 16-bit versions of this game aren't really
impressive enough on the 64 to cope with the tedi-

ous gameplay. I 'm all for hack 'n' slay games when they involve
elements of skill or  exploration but neither are really required
here: once you've sussed a screen all you've got to look forward
to is the next. As if that isn't enough, the icon selection system is
Incredibly awkwar d and total ly redundant.  For get about the
snazzy control  panel  -  all I really wanted were good old, tradi-
tional joystick controls. I f you took away the icons you'd just
have something that looks like a very normal, slightly below aver-
age slash 'em up -  which is exactly what this is.

A kinky monster in a horse-hair body stocking is only one of the dangers
you'll face in Melbourne House's Barbarian
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The title Instantly tells you that this game is trying to
emulate the classic Buggy Boy with a few additions
to jazz it up. The strategic elements are quite well
thought out and presented, but the racing sections
are w e l l ,  poor, to say the least. Epyx have tried

to put a few Buggy Boy tricks into 4x4, such as the rolls and
two-wheel  driving, but unfortunately it hasn't worked too well.
The 3D isn't too convincing as there are only a few landscape
features to give any effect of perspective. The definition of the
cars and other  objects isn't too good either, as they're blocky
and poorly coloured.  This,  coupled wi th the very poor  sound
don't induce much wish to play the game,  and even the most
hardened race fans won't  be too enthralled. Once again the
advice is to stick to well-tried race games like Buggy Boy and
Pitstop II.

V Acme mechanic shop - one free with every copy of 4x4 Off-Road Racing
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you've a l wa y s  f a n c i e d
yourself as a cross-country

driver, wi t h  o i l  o n  y our hands ,
grease in your hair and a t iger in
your tank, get  your gear and get
ready to roll,

Having chosen a  course f rom
four dif f erent  t y pes  o f  t errain
(boggy Georgia mud-fl ats ,  t wo
desert tracks or a Michigan winter
landscape), you select one of four
freaky four-wheelers for the race
(try saying that  44 t imes  af ter a
lager shandy.)

Time for a saunter down to the
local auto marl And custom shop.
Here you can 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 r iv ers .  S y mb o l s  o n  t h e
dashboard give a  colour-coded
indication of damage sustained by
various engine parts. I f  your veh-
icle bec omes  unroadworthy  o r
gets stuck, it  stops automatically
for repairs. (You did remember to
bring the right parts - didn't you?)

Checkpoints, dot ted along the
length of  each track, are oppor-
tunities f or repair and refuelling.
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EMPLOYLI i t H i

11/11 Mi l  3 6 5 0
VOLUM' 6 5
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Psygnosis'
classic was one
of the first games
I ever  played on
an Atari ST and

was amazed by the incredible
atmosphere cr eated b y  t he
graphics and sound. The icon
control was an original  idea
and wor ked surprisingly well
once you got used to the lay-
out. However  the game did not
have a lot of challenge in the
gameplay department: i t
basically boiled down to a sim-
ple r un- j ump-hack-and-col -
lect ga m e .  O n  t h e  1 6 - bi t
machines this didn't matter so
much, but now that Barbarian
has been converted to the 8-
bit machines, we find out how
much better  the presentation
made t he  ga m e  seem.  The
absence of a mouse to control
the poi nter  slows the  game
down a great deal, often leav-
ing y ou a t  the  mer cy of  an
oncoming na s t y .  A l l  t h e
characters and creatures are
fairly wel l  desi gned but  not
brilliantly animated; the back-
grounds a r e  pr etty usel ess
and the sound i s rubbish.  I t
looks l i ke Mel bour ne House
are simply retying on the repu-
tation of the name to sell the
product,  because this incarna-
tion is pretty pathetic.

I be t  you'r e a l l
thinking, 'I t 's a n
Epyx game so the
presentation's
got  t o  be good' .

And you'r e absolutely r ight.
It's just that once you've gone
cross-eyed trying to decipher
the i nstr uct i on s he e t  a n d
picked al l  your  extras ther e
isn't that much to It. For a start
all the landscapes, from desert
to mud-flat,  look virtually the
same: I can only assume that
all t h e  ot he r  r acer s ha v e
rushed off to consult an opti -
cian i n  r esponse  t o  thi s ,
because hardly any of  them
are actual ly on t he  track.  I
ended u p  usi ng t he  wr ong
tyres and crashing on purpose
just for  a bit of variety. Forget
about excitement and breath-
taking action: the only sharp
intake of breath that this simu-
lation coul d give rise to is a
snore.

The longer y ou s t op t he more
chance there is of other cars pass-
ing you.

Make 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 (pick ing up  and
putting down objects). Through-
out the maze are monsters and
guards which can be killed -  either
with your trusty s word o r  other
weapons f ound i n  t h e  under -
ground rooms.

PRESENTATION 45%
Rubbish front end fiddly pointer
control which limits the corn
;luter/player interaction.
GRAPHICS 39%
Average sontes are poorty col-
oured and animated and the
backgrounds are very ineffec•
live

SOUND 21%
A few crunches, and that's about

HOOKABILITY 46%
As ever, there's the old explora-
tion bug to lure you
LASTABILITY 24%
• b u t  that very quickly wears

off  Basically, the control method
ruins a sense of interaction

OVERALL 31%
The Ift-bit•s weak gameplay
reinforced by poorly designed 8-
bit graphics. A poor conversion
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A Vroom, vroorn. Or in this case,
trundle, trundle

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

GRAPHICS 59%
Neatly 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 idea captures your interest
at first

LASTAINLITY 46%
but any initial enthusiasm

doesn't last.

OVERALL 56*/0
A technically competent racing
aim spoilt by Incredibly laborious
gaMaplay and a total lack of van-
e'''.

PINK PANTHER
Gremlin, E9.99 cassette, E14.99 disk
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da-dum da-dum . . . O K,
it's not  a very good rendi-

tion o f  t he Pink  Panther theme

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

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

Old Pinky is at a bit of a 'financial
disadvantage'. 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  k ind of  job
would n e t  h i m  t h e  m o s t
money A H A l  That 's it! A but-
ler. That  way  he can e r .  .
'help himself' to a few things while
the master is  asleep. Af ter pur-
chasing the correct items to pass
the interview, Pink starts work at
the first house. Unfortunately the
master is  a sleepwalker, so Pink
must guide him through the house
stopping him f rom bumping into
things, otherwise he'll wake up to
discover our 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, c a t apu l t  h i m  a r o u n d
objects and even infl ate things.
Even more unfortunately, the law

1

(or lier as it is pronounced) don't
like his  nick ing habits  and send
Inspector Clouseau to try and nab
him.

'You take the part  of  the Pink
heio during his nocturnal wander-
inos, t ry ing t o  k eep t he s leep-

To be honest, the
 o n l y  i n t e res t i ng

thing about  Pink
Panther is the col-

o u r e d c a s s e t t e
shell! The game itself is tedi -
ous beyond belief,  wi th l ong
delays between turns, bor ing
graphics, dirge-like music and
frustrating gameplay: it looks
like Greml in have backed a
right loser ! The  mai n spr i te
looks a bi t like the Pink hero
he's supposed to depict,  but
the r est of  the graphics ar e
awful, bei ng poorly designed
and gruesomely coloured.  I
don't k now  what  the musi c
programmer was on when he
did the game theme but don' t
think it was this planet. But the
gamepiay, what  about  that?
Well, 'frustratingly di ffi cul t '
about sums i t up,  along wi th
'very boring'.  Oh, by the way,
it's c a s s e t t e - - m ul t i l oa d .
thaieeergh!!

12 !
L a l l . W o l  L• I;1 I f  141 Orlytnitt can think of  a worse car toon
license than this e a t  my hat! Ha! Fooled you -  I
haven't got a hat.  And if you think that joke was
awful, wait till you see this game. Talk about awk-
ward control methods -  you've got about two sec-

onds to perform six spl i t-second moves and if you fall, kaput!
Then it's right back to the beginning for one of the most pointless
starting sequences ever -  wait for i t . . .  buyi ng a top hat. Good
eh? As  for  the music -  realty l ong nai ls scratching down a
blackboard have just about the same effect on my lobes. Still, I've
found a foolproof method of winning the game: just bypass the
mansion and go straight to the island. The program lets you enjoy
your holiday just the same

walker from waking up whilst help-
ing yourself t o his goodies. Can
you steal enough to afford a holi-
day i n  t he  s un? Ca n  y ou  b e
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 theme has
been massacred (sniff).
HOOKABILITY 16%
You do have to look to see what
the graphics are like.
LAsTABILrry
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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fter the  Damocles force
destroyed the hostile Hsif-

_ — f a n  Khanate.  the spacial
backwater k n o w n  a s  D e l t a
became a wasteland littered with
disintegrated spacecraft. The few
pilots who entered Delta returned
with tales of hulks bearing artifacts
of t r emendous technol ogi caladvancement

Many disregarded the stones as
jokes or  legends, but one man
believed After  a particularly crip-
pling Stock Market crash, Wood-
ward, the chairman of  a  Ten-an
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 bewhtskered
bar-fly whose tongue was obvi-
ously oiled with liquor. He was an
ex-member o f  t h e  Damocl es

eve seen some brilliant
Commodore bl asts  o f

late, but Armalyte has to take
the cake as one of the best to
date. Ever ythi ng a bout  t he
game is so highly polished that
it really does knock the com-
petition i nto a  cocked hat .
Graphically, Armalyte is stag-
geringly good,  wi th works of
science fiction ar t for  sprites
and backdr ops .  G a m e pl a y
meets this high standard and
whether pl ay i ng i n  s i ngl e
player m ode  wi th a  r emote
ship or  double player  mode,
the a c t i on  i s  t hor oughl y
exhilarating. In the latter, I par-
ticularly l i ked t he  w a y  tha t
both players can play ei ther
very competi tively,  bumpi ng
each other into aliens and ste-
aling y o u r  o p p o n e n t 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 ,  I
had most  fun w he n playing
with a  m i x t ur e  o f  b o t h
strategies, as Maff will testify.
Armalyte is just brilliant, and
any shoot 'em up fan should
be ashamed to miss out on it.

e  ,

24 7 7 A PI

who •  -martialled
dru t h e  service

because of  I  rig habits.
Yes, he said, o f t e n  been
through the Delta and seen the
hulks a nd thei r  treasures, but
heavily-armed robot defence sys-
tems prevented anyone from loOt-

the ships.
Then the man grinned a drunken

A Cort
middle

grin and drew out a metallic cylin-
der from inside his oily raincoat
This, he told Woodward, was the
only piece of Hsiffan technology
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 He
bought the man a drink: he had a
plan that couldn't fail

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

V Vouch! Looks like someone around could do with some beauty treatment - and pronto!

"DO* • do. • • • • • •  •

e chains of solid light -  pity you're in the

Delta. flying your tiny fighter into
the laws of eight levels of Hsillan
defences, on your own apart from
the highly dubious-looking i v y
they picked to partner you. You
have to admit, these Kettles may
have been treacherous sons-of-
bitches but they sure knew how to
build spaceships, and these struc-
tures are incredible I t ' s  gonna
be a  shame t o blast them t o
pieces.

And there's bound to be plenty
of that -  blasting, that is. Wood-
ward had your ships kited out with
the latest in laser armaments and

TEST
ARMALYTE
Thalamus, E9.99 cassette, £12.99 disk

•Cyber dyne Systems' graphically brittle
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rechargeable super-weapons. But
then he would, wouldn't he? He
won't make any money if you don't
come back.

Hey, what are these crystals
hanging in space? Better give 'ern
a discharge of  heavy l ight
wha ?  They just transform into
bits of machinery when you shoot
them L o o k  out you're gonna
crash into that one' AAAAAAGH!

Uh? Nothing happened.  Wait.
look there it is! It's attached itself
to the ship. It's a laser unit, and it's
patched into your fire control. Try
hitting that next crystal with more
shots N o w  run i nto i t and
you've got r e a r  lasers. What
else can you get? Vertically firing
lasers. tr iple lasers, converging
lasers, a n d  a  batter y a nd  a
generator to recharge the super
weapon faster. Try collecting two
forward laser units and you getfaster fire

This is going to be easier than
you t h o u g h t , . .  O r  m a y b enot . .
.

V You've got a split-second and its mega-decision time- wilt you go
tor the extra weapon or Just settle tor a speedy exit?

ZZAP! 64 N o l e i l l  25

y i  his i s  incredible! Ever y-
.  thi ng about  i t is virtually

flawless: t h e  gr aphi cs a r e
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-
screen -  the combination of
threatening metal l i c  s pa c e
terrain w i t h  mul t i col our ed
attack patter ns cr eates a n
amazing feel i ng o f  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 gr aphi cs wer e  good,
just wait till you seethe end-of-
level aliens - some of them are
beyond belief! It's packed with
superb touches,  f r om  t h e
evocative M a r t i n  W a l k e r
soundtrack to the 'intell igent'
in-game al iens; the  col l ision
detection i s  per fect  -  j ust
generous e nough t o  a l l ow
freedom of  movement in the
tightest gaps. If we'd had this
in time for the Dot Guide this
issue, i t  woul d easi ly have
been in the top 5: it's fantastic!
I can't praise it highly enough -
If you miss Armalyte you'r e
missing one  of  the  best  64
shoot 'em ups of all time.
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PRESENTATION 91%
Options include two simultane-
ous players, one player with
remote ship, choice of super-
weapons, scrolling starfreld on/
off. Reasonable level multiload
and easily-read status displays.
GRAPHICS 98%
Probably the best looking sprites
and backdrops ever seen in a
Commodore game of this type.
SOUND 81%
Good Martin Walker title screen)
loading music and spot effects.
HOOKABILITY 95°/0
Beautiful graphics and exhilarat-
ing blasting action suck you in
LASTABILITY 93D/0
Eight lengthy levels to see and
the craving for ever larger scores
will keep you at it.

OVERALL 97%
• A brilliant blaster whose
graphics and g a r
-
r r L i y  
k n o c k

others for six
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There was only one way
to improve the original.

Start again from scratch
•
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FOAM FIGHTS BACK
Image Works, £9.99 cassette, E12.99 disk

1 1 1 1  r Foxx  i s  really  i n  t he
dog hous e.  H i s  f ami ly
has run out  of food and

his wife has told him d's up to him
to restock the larder. Being a lazy
so-and-so, Foxx isn't terribly keen
on the idea, but  a few taps f rom
Mrs Foxx's rolling pin have man-
aged to convince him.

So, after picking up his trusty,
er, well,  rusty pistol of f  its shelf,
Foxx heads off along the scrolling
landscape t o w a r d s  F a r m e r
Kilimanjaro's place, fi ngering 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 enough have to be col-
lected from the orchard inhabited
by f eroc ious  s qui r re ls  wh i c h
endanger his pelt  by  pelt ing him

I can't say I  had
high hopes for  $
game which fea-
tures e gg- t hi ng
chickens, bi k i ng

dogs, and a gunshot firing t o;
but this is one of those incred-
ibly rare occasions on whic h
have been for ced t o  admi t .
myself completely and utterly
wrong (yeah, yeah, get on with
it Kati -  Ed). First off, if you're
one of  those de a d ser i ous
'couldn't understand a joke If
you s tood i n  one '  s or t  o f
people, start reading another
review: chasing poultry,  bel t-
ing hares a nd hi tting Hel l 's
beagles r i ght  be t w e e n t h e
eyes won't be your idea of fun..
It is mine though -  especially
when you've got  real ly br i l -
liantly animated graphics and
mindlessly silty music to back
It up. OK, so this might not last
as long as some of the games
,In your collection but you've
got to admi t every fax has his
dayl

with nut  grenades.  Luckily,  one
thing Foxx is  good at is  leaping,
ducking and running away, and
this s tands  h im i n  pret t y  good
stead with the other penis which
come h i s  way .  Thes e inc lude
gangs of  shotgun-tot ing beagles
which r i d e  bicyc les  (uh?) a n d
chickens whic h b o mb  h im wit h
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

-  •  ...mow

A The  flying foss 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 Pen-
tameter a t  t he  bot t om o f  t he
screen.

Luckily f o r  h i m,  Fo x x  c a n
replenish his  energy by  entering
rabbit warrens or chicken coops
and scoffing the sleeping inhabit-
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Paws! Anyone who can watch the Hell 's beagles
cycling after our hero with their ears napping wildly
in the wind and not laugh must have no sense of
humour at all. The graphics aren't incredible, but

they're very cartoony and convey just the right atmosphere as
you exact your revenge on dogs and chickens. The fox himself is
neatly animated as he switches from a normal, everyday running I
animal to a gun-toting,  bloodthirsty monster. There's the usual
wcade adventure stuff -  jumping wide gaps, collecting things,

oiding enemies - but the way it's presented (packed with neat
s like the pantometer) make this one stand out from the

wel.

A Watch out -  there's a nut-hurling squirrel about (well it rhymes,
what more do you want?)

Within
minutes of
Fights Back's
ival i n the o
people w e r e

ng dow n f r om t he
department just to get a I
at the  graphics.  Even i f you
went dow n your  l ocal  j oke
shop with the express purpose
Of buying a gorilla suit, you'
toe hard-pressed to find
thing sill ier than bi ke-r
beagles and chickens flying
around doi ng .  . wel l ,
chickens do.  The sound
lectly c o m p l e m e n t s
arcade action and the col
'em up gameplay wi th all
short c ut ,  a nd  bur r ows
xplore, i s  j us t  g o o d
s hi ne d fun.  I f  you buy  i t

'tomorrow, you probably won't
be playing It next year, but who
cares about  testability when
you've got a whole farmyard of
animals to beat up now? arm!

lw---
'1 • • • • • • • . .

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

PRESENTATION 79%
Clever pantometer energy
gauge is typical of the humorous
touches throughout.
GRAPHICS 82%
Jolly, carloony sprites and nicely
scrolling nisi backdrops.
SOUND 74%
Mindless medley of perfectly
frantic tunes.
HOOKAINLITY 81%
Humorous gameplay and a
cracking pace make the game
fun from the outset
LASTABILITY 71%
Not much variation, but bound to
remain enjoyable for many plays.
OVERALL 79%
An unusual, but entertaining
variation on the arcade adven-
ture theme.
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Richard Darling — 'Pro BMX has got to
be my best game! Four player action,

three totally new race meets Quarry
Racing, Dirt Biking and Desert

Riding — each with five exciting
circuits. I ts  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
BMX simulator is excellent —
now with 4 player action, two
tapes and a color BMX poster
— it's amazing value at
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EMLYN HUGHES
INTERNATIONAL
SOCCER

Audiogenic, £9.95 cass, E12.95 disk

•Realis t ic  and compelling act ion in the best footy s im available
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be mak in • more an' more
appearances in computer

magazines these days.'
'Ha ha _ _ _ Aye, ye're right there

Greavsie -  there seems to be a
new computer football game on
the market  every  week !  Whos e
name's on this one, then?'

• EEEEENYHt C O M E  O N
TEEEEAMIll'

'Oh, him . • _
Audlogenic's game of  football,

Crazy Horse style, begins  on an

opening sc reen containing f our
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 e d i t  t eams  a n d  indiv idual
player skills (such as speed). Satis-
factory squads can be saved t o
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
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for thinking it was Commodore's age-old International Soc-
cer, but  EHI S' graphical  crudeness bel ies i ts sophisticated
gameplay. An absol ute weal th o f  options makes the  ga m e
incredibly flexible a n d  ensur es that  bor edom w on' t  set in
for a long time. Unlike certain other  computer  football sims, it
Isn't slowed down by its extra features and doesn't need tiny
gauges to display kick strength. etc. The joystick control is very
easily mastered after  a few practice games and you're soon
dazzling the crowd with back-heels,  sliding tackles and diving
headers. I 'm really looking forward to Sensible Software's Micro
Soccer, but it's going to have a hard time beating this!

I  used to think that International Soccer was the be-all and end-allof footy games, but ERIS wipes the floor both with it and Match-
day II for sheer playability. Ignore the graphics -  they're not bril-
liant as you can see from the screenshots -  and ignore the
sparse sound effects which, even when they do appear, are fairly
tuneless - the action is fantastic! All kinds of moves are available
to you, and when you hit the post or score a goal, you real feel the
thrill of having done it! Had the graphics and sound been a bit
more polished, I 'd have been tempted to give this a Gold Medal ,
because it's easily the best soccer sim available on the 64. The
ball movement in particular is incredibly realistic: deflections
from posts and opposing players, chips and headers are almost
like watching the real thing! I've no hesitation in recommending
It to any soccer fan, because it's nothing short of superb.

• M M E 1 1 0

T h e  best  thing about  thisgame Is that you can play
It at almost any level. If you're
not f e e l i n g  pa r t i c ul a r l y
strategic, you can just hit prac-
tice option and go straight into
a match. On the other hand, it
you're into really serious footy
confrontations then you can
spend ages selecting exactly
the r ight options from one of
the m o s t  compr ehens i ve
menu systems I've ever seen.
It's not  just the presentation
that's outs tandi ng -  t h e
gameplay is incredibly easy to
get i nto a nd ha s  obviously
been really carefully designed.
Even the sound,  to which (to
be kind) they haven't exactly
devoted lashings of memory,
contributes t o  t h e  a t m os -
phere. I t 's  great to hear  the
crowd ga s pi ng w h e n  y o u
almost get a goal! With all the
cheapo footbal l  simulations
that have recently been flood-
ing the market, it comes as a
welcome change to discover a
really professional game.

the joystick during a game. A prac-
tice opt ion let s  y ou  familiarise
yourself with joystick skills by pit-
ting y ou against  a  t eam whose
members f reeze 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 y ou ' v e  confi gured t h e
game to play the match of  your
dreams, it's t ime to kick off. During
play, the standard scrolling grand-
stand v iew of the action is shown
with a display above the pitch to
indicate t he name o f  t he learn
member under each player's con-
trol. The computer puts the player
nearest t he  bal l  under  joyst ick
control, bu t  an opt ion exists t o
allow you to select the controlled
player from the joystick.

As y o u  mi g h t  ex pec t ,  t h e
game's authenticity extends to the
objective being t o  s c ore more
goals than the opposit ion before
the final whistle blows.

PRESENTATION 98'
)
/0
A vast array of options allow you
to reconfigure the game to the
nth degree.
GRAPHICS 79%
Very fast and smooth, but all the
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-horn
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 64!•

V More options, features, extras and shots than Ernlyn has designerjumpers - and that's a lot!

TEST

ZZAPt 64 November 1958 2 9



CBM 64/128
£9.99 cassette
LI4.99 disk

Spectrum 48/128K
£8.99 cassette
LI 2.99 disk

THE GAME Or THE YEAR

"This is a truly brilliant
program and shouldn't be missed at any cost!" Zzap 64.

From U.S. Gold

THE GAME OF THE YEAR

"A flippin' good game — test drive one today." Sinclair User
From U.S. Gold

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

U.S. Gold Ltd., Units 213 Hollord Way, Hollord, Birmingham 86 7AX. Tel: 021 356 3388.

Amstrad CPC A t a r i S T  &PC
£9.99 cauette L I  9.99 disk

£14.99 disk A m i g a  £24.99 disk



Munch, munch, munch, BURP!
I s'pose all you wimpy

gristleguts were expecting that
namby pamby, pustu lent

parp, thatjumpy, jaundiced
jellyfish, that half-baked,

v- half-human husk of a
Harlequin to enter
here .  .

HA! But he didn't,
did he? So where is

he then, eh? where
is he?
He's disappeared,

he has—
disappeared
to the depths
of a green and
slimy bowel.

And it serves
the

multicoloured
4& monkey- man right. Anyone
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nows there's a lovely great
stinking troll's hole under
Ludlow bridge s o  he picked'
the wrong place to go looking
for weedy monsters, didn't he?

Well, old purple pants dropped
in just in time for lunch — a nasty,
gristly, bony, after dinner
Twiglet thing he was as well
not so bad when I'd tried him in

a bit of thistle s t ew . . ,  nice and
rancid a l m o s t  as tender as a

billy-goat in leather
underpants roasting on
c
s
,
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,
2
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s
p
i
t  
.  
.

That horrible
irless Harlequin

ned out to have a
ot of useful

thingies in his
ZZAP! 64 November 1988 3 1



A W E - M u sticky Andy Pandy suit: a Lord Of The
Rings solution (ha! solved that ages ago),
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 I am. Ten seconds later
and I'm grasping grubworm Gordo by his
smelly earlobes. 1
G i m m e  
t h e  
j o b  
o r  
e l s e
' .

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
up an Amiga as well —which is a bonus, as
so far those puny 64 programmers have
been too scared to send anything downto my hole.

Right, so now the bloke in charge is me
—Chuck Vomit the Troll —and if any of you
squeakin9 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

FAERY TALE ADVENTURE
Mediagenic/Microillusions, Amiga £29.99

re you sitting
comfortably?
Wiped your
noses? Rubbed
away that
nasty
crufflenut?
Then I'll begin.
Once upon a

time when thefields and rivers
were uninhabited, and trolls
could stomp on anyone they
found, one Master at Arms
decided to go and spoil it all

t&•••&..
,4211

Somehow the talisman that
had protected his village and
his three sons (Julian, Phillip
and Kevin) had got 'lost' and
goblins, ghosts and skeletons
were beginning to take over
the town. It was going to be a
real riot of a party — corpses
and mediums, there was even
talk of billy-goat pie b u t  the
tight-lipped old codger poured
cold water on the whole thing
and insisted on going for help.

Not that he's quite as smart

Guess what Mr crafty Cleverclogs forgot to put in his knapsack this morning?
1 . 1 1 M
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Game P a u !
Husic Soun4

It's locked,
Ir's locked

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 all

stuck sideways in a bucket of rotting troll-
snot .  . Billy-goats . . B a h !

want to go. Julian sets off first_
This is a graphical adventure

(relying on the mouse) so a lot
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 spoilsport). As ghosts and
goblins are a lot 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 magic objects lying
around, rummaging in boxes,
spending money and casting
spells y o u  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, trade with them,



VI,B11=.

,;nothire. Itins
Tullio looked kround but discoveredr„)thinc.
Ijl jn discovered s. hidden object.

20 /old: 15 ')I t: 23  With: 20
_11
1M
11

TZthLi lo o k e 0
-
z  
_ b u r  
d i s c
o v e r
e d

itookisd lOsand but discovered
1
0
T
h
i
l
l
i
c
r

)rvz 35 Ick: 20 Kod: 15 ViT: 23 WITh: 20

1111111111r
Essesas

Item

A rye already been round all the rest of the village - where else am I  supposed to look?

A Santa, are you really up there?

TANGLE WOOD
Microdeal, Amiga £19.95
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N s ome thing you
didn't know:
you've got an
uncle called
Arthur, He's
not from East
Enders and he

• d o e s n ' t  have a
mate called Terry but he does
own the the mining rights to
Tngl-y-wd. Spit in my eye, eh?
Isn't the world a small place
guv'nor?

Well, yeah, it is a small place
and that's why T'ngl-y-wd isn't
on it - actually. It's 'a small,
undistinguished planet in 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 couple 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, Ripperbi le) needs to find
those papers or he's out on his
ear.

Now, who could he find to
help him out?

Personally, I 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 w e l l ,  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

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-jag
down to the music - and the
graphics: you can even see the
bubbles 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 all this sightseeing.
On the other hand, if you're
patient, fancy yourself as a bit
of a fighting machine (boy, you
must have some imagination)
and like making maps, you
might want to give it a go.
Question is - should any
adventure really cost E29.99?

Don't ask me - mine was
free.

ATMOSPHERE
PUZZLE FACTOR
INTERACTION
LASTABILITY
OVERALL

85%
71%
65 %
73%
76 e/o

A Mediagenio's Feely Tale Adventure: taking a leaf out of storybooks

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

This is definitely an arcade-
style adventure weighted
towards the arcade, You might
find the puzzles pretty devious
(they've got to be really hard to
fool Chuck Vomit) but it's all a
question of having the right
thing at the right time. Trouble
is, the right place doesn't turn
up very often and you can
spend ages just chivvying
droids round a pretty boring
landscape, wasting power. The
sound (chug chug chug, chug
chug chug) isn't much more
exciting either -  and I'm a
great Bay City Rollers fan so I
know what good music's all
about.

If you like your adventures
grilled and ready to eat you O P '
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A Mic rodears  Tanglewood a game barely approaching averageappeal for homic idal Trolls

probably won't find
Tanglewood instantly
appealing. You could spend
ages exploring this deep and
mysterious world -  there must
be some juicy titbits
somewhere - but it takes so
long to get anywhere that you
might decide to throw your
disk over the nearest bridge
and cut your toenails instead.

THE BARD'S
TALE II
Electronic Arts/Interplay. Amiga £24.95

know some
really good
words
(slimegobbet,
snotglobule,
greasebum,
cockaleekee

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 II. I 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

4OVENITURg
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V Fac e to face with a deadly Wood Sprite! Time for a song?

But watch ou t-you  might start
enjoying yourself /

your noses and try to cast your
mind back to Bard's Tale
Remember liberating Skara
Brae? Well now, instead of
enjoying your well-earned rest
billy-goat hunting, you're
supposed to be doing the same
for tangramayne. Some evil
geezer called LagothZanta has
stolen the peace-keeping
Destiny Wand, broken it into
seven pieces and hidden the
different parts in the middle of
a Snare of Death (dungeon
puzzle room to you, idiot).

As usual you can make a
team of up to seven grade 1 (ie,
puny) adventurers including a
bard (not that he sings any real

music - not one David Cassidy
hit) or use a team saved from
Bard's Tale One A s they hack
their way through more and
more villains (luckily for
Interplay, I didn't find anytrolls
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
discovering 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 else should cover
themselves with tabasco sauce
and jump off the nearest%
bridge.

If you're stupid enough to let
one of your party die, then you
can always try paying for a
resurrection at the nearest
temple, On the other hand,
you could always save your
money and blow it all at
Garth s Equipment Shoppe

MELBOURNE HOUSE
SOLID SOLUTIONS
Last mo n t h  Ha r ly  l e f t  y o u
standing a t  the gates o f  Bree
with all your mates. Go back to
Tom Rombadil's house (NW, S.
W). Give a sword to each of your
friends and get ready to  move
into the town of aree. Make sure

he does a very nice line in
daggers..

Considering they're
confined to the top left hand
corner of the screen, the
graphics are pretty impressive.
Most of the villains and
monsters are animated, there's
plenty of colour and a flame
actually appears when torches
are lit. Not bad, huh? I 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 there isn't any. Nope, not
a single smidgeon, a squeak or
a squirt anywhere. I had to put
on my MUD greatest hits LP just
to cheer me up.

The Bard's Tale i s  probably
the best role-playing game you
can get -so far f o r  the Amiga.
It's very well-presented and a
lot more challenging than TheBard's Tale l
a n d  
w h i l e  
t h e

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 Ill. So - loaf on
down to your nearest Amiga
stockist and get it.

LORD OF THE RINGS
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 yourself, type in SAY TO
KEEPER UNDERHILL', not Frodo,
whatever you do. You should
now be able to pass through the



PERUSE
THE

CLUES

With a bit of
help from some clever
clogs Paul Hardy and
Jonathon Dale (not that
I 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,
then insert them. If the orbs too
hot to hold get it with a
gauntletted hand. You can only
jumpthe chasm once! To pass the
Demons at the beginning go to
the c o u r t
-
y a rd ,  
m o u
n t  
t h
e  
s t a
l l i
o n

and go east until you outrunthem.

HOBBIT:Tell Bard to shoot the
dragon.

WEREWOLF SIMULATOR:In the
hall of records, SEARCH UNDER
Jones, Morris and Doyle. In the
library, ask the librarian about
werewolves. SEARCH BOOK until
you find an interesting one toread.

DEMON FROM THE
DARKSIDE:Kill the Red Dragonwith the Sword of Truth. Give
Cerberus the bone. At the
bottom of the stairs EXAMINE

gate into the cobbled square ofBree.
The three doors leading awayfrom here need to  be treated

very carefully. Don't go North,
because that takes you straightinto the arms of the Black Riders
plotting your untimely end. I f
you feel a bit peckish you could
make your way South t o  the
General Store for provisions but
that isn'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.
When you return t o  the  bar,
Barliman gives you a  letter. I t
informs you that Gandalf won't
be able to make it (sob, sob!).

But what 's th is? There's a
stranger in the room. Say hello,
then. Listen carefully t o  wha t
Strider says and when he asks youto follow him wait twice before
taking the meal and going East.Follow Strider a ll over unt il
you 9et t o  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 you can't work it
out for yourself, you'll just have
to w a i t  f o r  n e x t  mo n th 's
instalment, won't you

Heroes of Kern, Bored of the Rings,
Gremlins, Voodoo Castle, Zorn ?ale Bum.
Mugsy's Revenge, Tropical Adventure,
Dracula, Holy Grail. The Pawn. Return to Oz,
Masters of the Universe, Robin of Sherw000.
Fourth Protocol, Price of Magik.
Christophe Rrassart, 67 ru e d . rAbbe
Lernire. 59200 TOURCOING, France

Tower of Despair, Dracula, Adventurelarsd,
Zorn Zala Brrn. Castle of Tenor, Time Tunnel.Eureka.
John Peterson, 8 Braradale Road.
Saillieston, Glasgow G69
Tel; 041 771 7729

Mordons Quest Spiderman, HackerNigel 'Nemesis' Richardson
Tel! 01 360 1325

The Golden Baton. Worm in Paradise,
Hobbit. Fourth Protocol (Pt 3 only)
Andrew Blackman, 133 Ashen Drive,
Dartford. Kent 0A1 31.V. Tel: 0122 76887
5.30-8,310pm

Dungeon Adventure, Lord of the Rings,
Quest for the Holy Grail, Hampstead, Lords
of Time, Inca Curse, Espionage Island, Planetof Death
David Lemon. 14 Norton Place,
Dunfermline, Fife ICV11 4RH TeL 03133
728353 after bpm Mon-Fri

Leather Goddesses of Phobos, 2otk
Terrormolinos, Never Ending Story, Heroes
of kern,  Mission I
,  
G r e m l i n s
.  
R o b i
n  
o f

Sherwood
Ron Mckenzie, I  Silverstream, FreystrOp,Haverfordvvest Dyfed 5A61 2SN

Adventureland, SubSunk, Heroes of Kam.
Empire of Kern, Munroe Manor, Hacker,
Classic Adventure, All early infocom titles,
finger,  Guild Of Thieves, Plundered Hearts,
Dracula, Hitchhiker's Guide, Mindshadow,
Tracer Sanction, Wishbringer, Trinity, ThePawn
Clint Fleming, 235 Meola Road Pt Chevi
Auckland, N Zealand. Tel. 867074

Voodoo Castle. Heroes of Kara. pirate
Adventure, Ten Little  Indians, Hobbot. Lost
City, Gremlins, Wizard of Akyrz,  Quest for
the Holy Grail, Zim Sala bim, Island
Adventure, Castle Dracula.

STAIRS, BREAK STAIRS, GO HOLE.
Carry Wise and the lit torch in the
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 e n t e r
-
t h e  
t e m p l e
.  
U s
e  
t h
e

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 thevampire 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 mat underthe
door and open the key hole. Put
the letter opener in 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 Old
Man in the Engravings Cave. To
cross the lake with the lamp, put
it in the chest and close it. The
table in the Scenic Vista changesnumber to u ch  it to be
transported.

RED MOON:To get rid of the
watchdog, put the pills into the
meat a n d
-
f e e d  
i t  
t o  
h i m
.  
T
o  
c r
o s
s

the line, rub it out. Drop thelump of chalk into the acid.

CLEVER
ONTACTS

!found this list scrunched up in Harty's damp back pocket along with
a couple of cute and juicy ferrets — they won't last long.

Don't even think about ringing someone in the middle of the night
a pale adventurer dipped in tabasco sauce makes a tasty midnight

snack. If you're writing, remember to include an SAE — unless youwant to get Chucked off a bridge.

Paul Flanagan, 6 Corry, Belleek, Co
Fermanagh, N Ireland. Tel: 036565 394

The Hobbit. Erik the Viking, Castle of Terror,
Eureka, Voodoo Castle, The Count, Heroes
of Kern, Empire of Kern, Zork I . Zork lit,
Ekoclus,U11 ima III, The Boggittords of Time,
Never ending story, The Hulk, Temple of
Terror, Ultima IV, Seabase Delta, Kentilla,
Valkyrie 17, Sherlock. The fourth protocol.
The Helm, Wizard of Akyrz. Perseus and
Andromeda. Lord of the rings (Part 1),
Emerald Isle, Quest for the Holy Grad,
Hacker, Colossal Cave
Steven Kelly,  4 South View, Whorls Lane,
Simonstone, Burnley, Lams BB12 7Q11. Tel.
0282 74765 (between Rom and 10 pm)

The Hobbit, Seabase Delta, Kentil la, Zzzz,
Spytrek. RObo City, Imagination, Demon
Knight. Kobyashi Naru. Tower of Despair,
Time Tunnel, Citadel of Chaos, Eureka.
Sorceror of Claymorgue Castle, The Quest
For The Holy Grail, Rigers Revenge, See•ka
of Assiah (part one), Football Frenzy,Velnor's Lair
Piaui Hardy, 33 Fir Tree drive, Wales,Sheffield 531 812_

Hitchhiker's G uide, Zork I, Zorkil,  Planetfall,
Leather Goddesses, Cutthroats, Infidel.Stationf all
Dave Rogers, 15 Elm Terrace, Westfield,
Radstock, Bath, Avon 8A3 3XP.

Amazon. Borrowed Time, Castle of Terror,
Castle Adventure, Computer Adventure,
Dracula part 1, Grand Larceny, Haunted
House. Himalayan Adventure, Labyrinth,
Mad Mummy. Mindshadow, Murder on the
Waterfront, Never ending story, Nima,
Raka-tua Voicano,Scroll of Akhbar, Sea base
Delta, Solver Mountain, Subsunk, The
Boggit, The Dallas quest, The Hobbit, Ultima
IV, Voodoo Castle, Zork I, Zook II, Zctrk ill,2217
Mario Moeller, 38 Greenvale Drive,
Greenvale, 3047, Vic_ Australia,

Ultima IV, The Bard's Tale, Voodoo Castle,
Phanlasie I, Never Ending Story, Dracula,
The Nonce of Magic, Borrowed Time, The
Pawn, Seabase Delta, Deadline, Zork III,
Wishbringer
Derek Wong, 42 Ingram Road. Thornton
Heath, Surrey, CR4 NEB

Hitchhiker's Guide, The Hobbit, Lord of the
Rings, The Shadows of Mordor, Guild of
Thieves, linzt er
Warren tee Melia . 1 Thornhill Avenue,
floshton. Blackburn, L.anucs
, 8 8 1  4 E 2
Castle of Terror, The Hobbit, The Hulk,
MI rstishadow, Holy Grail, Redhawk,
Snowball, Subsunk. Twin Kingdom Valley,Voodoo Castle
Jeff Gillam 501'yriedale Crescent, Penshaw,
Houghton-Le-Spring. Tyne arid Wear. 01447RP•

Jack The Ripper, Dracula, IC ayleth,
Mindshadow. Never Ending story
Derek Scott, St. Peter's College, Saltley,Birmingham, 88 3TE.

Starcross, Suspended, Suspect, Leather
Goddesses, Zork I, Zork I I
,  Z o r k  i l l ,  
D e a d l i n e
,

Planettall, Infidel, Cutthroats, Ballyhoo,
Lurkirsg Horror, Seastalker, Bureaucracy,
Trinity, Moonmost, Hollywood Hijink,
Hitchhiker's Guide, Wishbringer, Sorcerer,
Spellbreaker, Enchanter, The Pawn, Ultima

Ultima I ll
,  
U l t i
m a  
I V
,  
S h
e r l
o c
k ,  
G r
e
m l
i n
s ,

The Hulk, Terrormoli nos, The Fourth
Protocol, The Hobbit
Billy Kavanagh, 49 Drake Hall,
Weithoughton, Bolton. BLS 2RA,

Never Ending Story. izzz. Quest for the HolyGrail
'Tony Kinnear, 49 Wainwright Avenue.
Hutton, Brentwood, Essea, CM13 252,

Bally Hoo. Bored of the Rings. Borrowed
Time, Deadline, Emerald Isle, Enchanter,
Eureka (German, Arthurian, Roman),
Gremlins, Hitchhiker's Guide to the Galaxy.
The Hobbit, Leather GOddesses of Phobos,
Mind Shadow, Munroe Manor, MOOnMISt,
Pirate Adventure, Planetfall, Planet of
Death, Knight Om Pt 1, Seastalker, Ship of
Doom, Spell Breaker. Spiderman, Starcross
Stationfall, Tess Times, Lurking Horror,
Tracer Sanction, Valkyrie  17, Very big cave
adventure, Wishbringer, Worm in Paradise,Zook I, Zork II, bark
Ian Gay, la  la rstion Close, Wertdenton,
Newcitille  upon Tyne, NES 2RL.

SMASHED. Dracula, Frankenstein, Kentilla,
Quest For The Holy Grail. Gnome Ranger!, II,
Eureka H
, I V ,  
Z i
m  
S a
l a  
B
u
m
,  
C r
i c
k e
t  
C
r
a
z
y  
i

Stott West. 10 Charnock Dale Rd. Gleadiess,Sheffield, 512 RHP.

The Hobbit, Seastalker, Trinity. Leather
Goddesses. Beuroc racy, Hitchhiker's Guide,Stationf all
Carl KuttehNascher, 6 Robin Hill Drive,
Camberley, Surrey. G1115 1EG

Enchanter, Zork I, II, itl. Slat ionfal I,
Plundered Hearts, The Pawn. Shadowgate.
Wishbringer
Julien Loveday, 23 Herbert Road, Emerson
Park, Herrodturch, ESS4X, 11.111 31.1
1
1.Heroes Of Kern, Empire of Kern, Dracula,
Seabase Delta, Spiderman, Hulk, &z it  Quest
for the Holy Grai I, Lord of the Rings, Price of
Magik. The Pawn, Twin Kingdom ValleyA Ridge, 4 Corivalln Avenue, Cletton,liristol,858 4PP

Twin Kingdom Valley, The Hobbit,
Hitchhiker's Guide, Return To Eden,
Terrormolinos, Dallas (Direst, ionic
-
te r,  D e j a
V
t
.
d

u
u
l
l
a
d
"

, S a e .  The Three Muskateers,p e
g
r
e
d  
H
e
a
r
t
s

Steven Coombre, 6 Maystield Close,
Portishead, Bristol. 8520 921_ Tel; 0272
844218 (6-9pM)

The flogg it, Hulk. Kayleth, Kobyashi Nero,Sherlock.
William Stephenson, 10 Inchcolm Terrace,
South Queensf my,  West Lothian, Scotland.EH30 9NA

Corruption, lass Times in Tonetown, King'sQuest
Simon Ball, 1A Castle Hats, South Street,
A5hbytle4a-7ouch. Leicestershire, 11658Q,
Tel; 0530 415103 (5-10pm)

hut,  Kent' lia, Seabase Delta, Token of
Ghal I, Pirate Adventure, Voodoo Castle,
Spiny Odyssey, Buckaroo 8anzai, Redhawk,
Kwah, Colossal Adventure, Dungeon
Adventure, Impossible Mission,
Adventureland, Lord of the Rings,
Labyrinth. The Count, Rebel Planet, Sea ot
Blood, The Bird's Tale land II, Jack the
Ripper, Legacy of the Ancients,
Frankenstein. Book Of TheDead, Temple 01
Terror, Neverending Story, Deja Vu, Masters
Of The Universe, Fourth Protocol
Paul Shields, 33 Threshelford, Basildon,Essex, 5516 51.I8

Zork II
. 
G n
o m
e  
R
a
n
g
e r
.  
K
n
i
g
h
t  
O
r
c  
(
p
a
n

One).
Steve Parker, 13 Elizabeth Road, Seaton,East Devon, EX12 205•
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CLASSIC C O M P U T E R

atio•
In the twenty years that he's been
involved wi th com puters,  THIS  is the
series Mel  Croucher  has been wai ting to
wri te! So in this, the fi rst instalm ent of a
n ew  series,  he brings you com edy,
tragedy,  horror and farce,  and a sincere
hope that you enjoy his compi lation of all-
t i m e classic com puter  cock-ups:

f  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •

DATELINE: Indiana,
USA, February 1987

•  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •

The  per sonnel  officer  of the
For t Wayne  Depar tment  of
Educat i on is sued by Mr
Deni s G. Wal ker ,  on the
Occasion of his reti rement.
The  wor d-pr ocessed

ci tation thanki ng him for
years of fai thful  service has
been run thr ough the
Depar tment 's  new
automati c spel l -checker  and
begi ns 'Dear  Peni s . '

• • • • • • • • • • • • • • •  •  • • • OOOOOOOO
DATELINE: Paris,

France, October 1985
• • • • • • • • • • • • • a
l •  •  •  
•  •  
•  •  
•  
•  
•  
•  
•  
•  
•  
•  
•  
•  
•

The  expr essi on 'a  sticky
si tuati on' is given a whol e
ne w  meani ng when a
Eur opean adver ti sing
agency  exper i ences head
cr ashes and da m a ge  to disk
dr ives over  a three month
per iod.  The  data base for
adver ti sing hoar di ng
book i ngs  gets cor r upted
and is swapped,  but  what
the pr ogr ammer  doesn't
bother  to check out is the
fact that ba c k - up disks are
also cor r upted.  Poster s are
book e d on a cal endar  month

36 7 7 AP! 64 November 1988

basis,  and normal ly change
over  on the first of each
month,  or  wi thin a few days.
On the first of the month
fol lowing the computer
cock-up,  27 si tes have
poster s changed several
times wi thin a few hours,  50
are not changed at all and six
have mor e than one  pi ssed
off poster  paster  turning up
at the same time.  In one
spectacul ar  di spute two
m e n are hospi tal i sed after  a
battl e of sticky ladders,

•  •  •  •  •  •  •  •  0  •  •  •  0  •  I  •  •  •  •  •  •  •  5 5
5
5   •  •  •  I  
•  •

t

DATELINE: Sydney,
Australia, June 1987

•  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •

Long queues  from outsi de
many  of the 1, 300 br anches
of the Westpac  Bank,  after
massi ve computer  failure
al lows cash di spenser s to
pay out unl imi ted sums of
money  to regular  customer s
and total  str anger s alike. In
central  Sydney,  tr amps and
wi nos set up a wel l -
or gani sed cooper ati ve
system wi th its own
stewards,  al l owi ng the ci ty's
dow n- a nd- out s  a

communi st i c maxi mum of
500  dol lars each.  By the time
the error is spotted,  the bank
is dow n by mill ions, but  at
time of wr i ting is still too
embar r assed to put a figur e
on the cock-up.  It seems that
international  cash
tr ansacti ons wer e also
wi thout any controls for
several  hours,  and foreign
devi ls gleeful ly r i pped off
mil l ions electronical ly.

•  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  O O O
O
O  •  •  •  •  
•  •

DATELINE: Thule,
Greenland, October 1960

• r
- -
- -
•  
•  
I  
•  
•  
•  
•  
•  
•  
•  
•  
•  
•  
•  
•

The  Thi rd Wor l d War  begi ns
when the NO RAD early
war ni ng system i ndi cates
that the Uni ted States in
under  massi ve attack by
Sovi et missiles, wi th a
cer tainty of 99 . 9%,  and
NATO  hits the Red Button to
retal iate.  War  is aver ted Only
after  a computer  oper ator
realises that the Ball istic
Missi le Early War ni ng

•  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •

System radar  has i nfor med
its computer s  that the
missi les are homi ng in on a
very famil iar flight path.  In
fact,  a flight path that is older
than manki nd itself. Yes
folks,  nobody  bother ed to
inform the machi nes that the
Moon  rises, so the computer
r eckons it's an enemy
missile and orders us to nuke
it!

•  •  •  •  •  •  •  •  •  a  a  0  a  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •

DATELINE: Malvern,
England, April 1987

O O O O O  •  O O O O O  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •

Hi ghl y sensitive secrets from
the Ministry of Defence
Royal  Signals and Resear ch
Establ i shment are
di scover ed by a computer
student  on a s e c ond- ha nd
machi ne he buys at an army
surplus store.  On the
computer 's  hard disk over
C1500 of appl i cati ons
softwar e is lurking,  and the
data  i ncl udes a compl ete
br eakdown of past and
futur e budgets,  desi gn and
manufactur e pr ogr ams for

equi pment ,  classified files
wi th special  'sel f destr uct'
secur i ty codes,  full staff
detai ls,  r esearch detai ls and
the securi ty systems used by
the Ministry of Defence to
pr otect secret files. The MoD
are still suffer ing from br own
trousers because a second
similar computer  has yet to
be  tr acked down.  The pr ice
that the student pai d for  this
saucer ful  of secrets? For ty-
five quid!
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Today  news pape r  suf f ers
heavy  losses  dur ing  its  fi rs t
f ew mont hs ,  af t er o wn e r
Eddy  Shah has  he ra lded  his
new c reat ion as  s t at e-of -
the-art  c o mp u t e r
t ec hnology .  Eddy  Shah n o w
blames  the fi nanc ial mes s  on
c omput e r  d is rupt ion  af t er it
d is c ov ered t hat  t he paper  is
suf fering f rom elec t ronic
s abot age.  Ev ery  t ime t he air
c ondi t ion ing c ut s  in t he
c omput ers  go  d o wn ,
result ing in t he los s  of  all t he

The s uppl ies  c lerk  in t he US
army  bas e p lac es  a
c omput er is ed  o rder  f or
spare parts .  Unf or t una t e ly
he t ypes  in c o mp u t e r  part
number  4772 I ns t ead of
4972.  I ns t ead of  a mo d e s t
lit t le order reques t ing  t he

Signor Vic t or A l f redo
Guillet to rec eiv es  a bill f rom
the newly  c ompu t e r i s ed
local t e lephone aut horit y .
There are only  t hree t h ings
wrong wit h it: one,  t he bill is
for the equiv alent  of  t wo and
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DATELINE: Colorado,
USA, February 1979
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DATELINE: Ferrara,
Italy, May 1983
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DATELINE: Cardiff,
Wales, 1985

Mrs. Rus s  Allen,  mark e t i ng
offi cer of  t he Chap t e r  Art
Cent re,  bans  c ompu t e rs
af ter they try to s abot age his
ent ire es t abl is hment .  The
mac hines  are fed
I nf ormat ion for three mont hs
bef ore it is d is c ov ered t hat
the sys tem has  nev er
work ed at all. Mr.  Allen says,
' t he mac hine ate all our
inf ormat ion,  inc luding all our

s t or ies  that  have been k ey ed
in. Sev era l  journal is t s ,
inc lud ing  t he Cit y  Edit or,
g iv e up t he s t ruggle  and bin
t heir  t ermina ls  in f av our  of
c ard  index es  and bas hed
t y pewr i t ers .  Th e  s i t uat ion
goes  on f or ov er 100 day s
bef ore  any one has the bright
idea to c hec k  t he p o we r
s upply .  Today  is about  to go
d o w n  t he t ubes  and is
ev ent ual ly  ac qu i red  by
Ruper t  Mu rdoc h .

• •

h e a d l a mp  for a jeep,  a seven
t on  mar ine anc hor  arrives  on
t he bac k  of  a huge  t ruck ,
Bel iev ing c o mp u t e r s  t o be
infall ible,  n o b o d y  bo t hers  to
ques t ion  why an  a rmy  bas e
1000 mi les  f rom t he c oas t
needs  a bat t les hip anchor_

a half  mi l l ion  quid;  t wo,
S igno r  Guil let t o is not  on the
phone ;  t hree,  he c an' t
prot es t  wi t hou t  a Oui jah
B o a r d  bec aus e  he d ied in
1948.

• • • • •
•
•
•
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his t or ic al rec ords ,  and
ref us ed t o d i s gorge  t he
mat er ia l ' .  I mag ine  all our
rec ords  bui l t  up  ov er  a
d e c a d e  s imply  t h r own  int o
t he was t e  pape r  bas k et  and
hur led  int o obl iv ion.  The
ma c h i n e  is s it t ing like a
ma l i gnan t  being in the c omer
wi t h  n o b o d y  dar ing  t o t ouc h
it again!
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DATELINE: London,
England, 1985
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A  Park  Lane hot el  runs  int o
t roub le  wit h the tax man af ter
t he wr o n g  VAT s of t ware  is
f ed int o its  c omput e r .  All
b i l l ing and gues t  lis ts  are
s us pended ,  and  t he c hec k -
in des k  is  des c r ibed  as
' p a n d e mo n i u m' .  The
s i t uat ion in s ev eral hot el
r o o ms  t urns  int o s ome t h ing

,__..
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DATELINE: US Command,
Europe,November 1956
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Wh i l e  t he Brit is h are los ing
t he wa r  in Egy pt ,  and  t he
Hungar ians  are being
inv aded  by  t he Rus s ians ,
f our  c o mp u t e r - mo n i t e r e d
ev ent s  c ons pire to t r igger off
NA TO ' s  s t and ing order
res pons e  plan.  At  this  t ime
t he plan calls  f or ' a s ingle
mas s iv e nuc lear  at t ac k  on
t he Sov iet  Un ion . '  The
ev ent s  mo n i t o r e d  are as
f o l lows :  One,  un ident ifi ed
airc raf t  are fl y ing ov er
Turk ey ,  head i ng  Wes t .  Two ,
a h u n d r e d  Sov iet  Mi G - 1 5
fi ght ers  are fl y ing over Syria.
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DATELINE: Apeldoorn,
Holland, August 1987
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The  Eros  es c ort  and  dat ing
agenc y  goes  bank rup t  af t er
angry  c lients  b loc k ade offi ce
premis es ,  t he car park  and
p h o n e  lines .  Af t er t he
ins t al lat ion of  a
c o mp u t e r i s e d  dat a bas e f or
ma t c h  mak ing,  a t empo ra r y
s ec ret ary  has  been t oo
e mb a r r a s s e d  to tell her
e mp l o y e r s  t hat  s he does n ' t
k n o w h o w to p r o g r a m t he

Three,  a Brit is h b o mb e r  has
been  s hot  d o wn  ov er Sy ria
by  Rus s ian MiGs .  Four,  t he
Rus s ian naval fl eet  is mov ing
t h rough  t he Dardanel les .
Th e  nuc lear  obl i t erat ion of
t he Sov iet  Union is c anc el led
wh e n  the airc raf t  over Turk ey
are s ight ed and f ound  to be
a fl oc k  of  s wans ,  t he MiGs
ov er Syria are a s mall offi c ial
es c ort  f or t he Sy r ian
Pres ident ,  t he Bri t is h
b o mb e r  report s  in to say that
it has  mec han ic a l  p r o b l e ms
and  t he Rus s ian fl eet  is  on a
s c hedu led  ex erc is e.

mac h ine ,  and  has  been
ma t c h ing  c l ient s  at  r andom.
Fo r  s ome reas on c l ient s  are
ob jec t ing  t o be ing pa i red up
wi t h  par t ners  of  t he wr o n g
sex,  age and inc l inat ion,  and
in one s pec t ac ular  case a 62
y ear -o ld  wi d o we r  wh o  has
been  sent  t ot al ly  inac c urat e
det ai ls  about  hims elf  objec t s
t o being l is t ed as  ' a play f ul
v irgin! '

f r om a Car ry  On fi lm wh e n
n e w gues t s  are led int o
b e d r o o ms  whic h are already
o c c u p i e d  by  folk  wh o  c an
bes t  be des c r ibed as naked,
whe reas  peop le  t ry ing t o
c hec k  out  are unab le  to get
t heir  bills  now that  all rec ords
hav e been fl us hed d o wn  t he
elec t ron ic  toilet .
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Dear Lloyd,
On the 17th of August I received
a tip off from Mr 'X' of ZZAP!
TOWERS, Ludlow. So, being a
reporter of The Sun newspaper
potential, I 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. I followed Mr
Houghton to 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

AT DIS COUNT PRICES
CIA 6526 111.95 ROM 901227-03 C14.99
MPU 6510 C I 1.99 ROM 901225-01 L9.99
PLA 906114-01 C9.99 SOUND 6581 C14.99
ROM 901226-01 C9.99 RAM 4164 12.99

I'm feeling a bit sorry for myself this month since I, the
famous Lloyd Mangram, have been put into black and
white o h  well, I 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
competition

SOFT, STRONG AND VERY,
VERY LONG
(Gordon Houghton In love affair with Andrex puppy
dog shock - exclusive)

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

A T LAST!

C O M M O D O R E  SPARES

REPAIRABLE C64 POWER SUPPLY UNITS £28.99 now E24.99
All prices include post &packing. handling and VAT—send your faulty computer

and P.S.U. For esnmate and repair from E9.99 + parts+ VAT.
SEND CHEQUE/ P. a  A C C E S S / V I S A  CARDS WELCOME

ELECTRONIC SERVICES
176 VICTORIA ROAD WEST. CLEVELEYS, 81 ACKPOOL, 1A5 1NE

Tel. 40251182270g

TRADE ENOUIRIES WELCOME S e n d  large S.A.E. for lull list
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publication. Don't think that I 'm jumping on the bandwagon,
but I would like to air my views on this topical and controversial
subject.

I owned a Spectrum for the good part of three years, and the
entertainment value I derived from it has been great. At
Christmas. I upgraded to a C64, a step which I consider to be
a good one. Obviously, the differences between the two
machines are great, with extra colours and sound on the 64,
and -
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had a firm software base supplied by honest software houses.
Imagine my initial chargrin when I read about the ST and

Amiga. Two new machines that blasted away the ' antiquated'
and 'humble ' 8-b it machines. If I had waited a few months
more, I could have bought one of the 16-bit machines!
However, as the months progressed and I established a fair-
sized software collection (with ZZAPI's help!) I 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 Interceptor and 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 'Month ly 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, I 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 8-bit one.
Mark Dawson,Lowesoft, Suffolk

The presentation is better than it'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, I 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 l e t'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 I 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 alteration 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— I'm just feeling
a bit hungty at the moment.

Anyway, t imes are changing and we're beginning to see
ZZAPI more as a Commodore rather than a purely 64
magazine. That's one reason why we've modified the
magazine's name this month — and it's still called ZZA Pi, Isn't
it? After all, the computer industry hasn't been standing still for
the last three years. so  why should we? Again, as we've said
before, the 64 stuff isn'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 do if, for the last two months,
we've had twice as manyAmiga games as 64? Do we sit back
and leave these games unre viewed 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?
LM

THE CUCKOO
MONSTER
Dear Lloyd.
Dis is Cookie Monster, and me
going to bring you up to date
with Sesame Street Software
Scene. First try and say dat three
times quickly with a mouth full of
COO-Kies yum yum yum yum.
Sorry, me get carried away
(burp!) Anyway, on with
software. From software house
Tellycomsoft come
Bigbirdbarian, the best-seller in
spell-em-up field. From oriental
masters Snufalupagus Three
come The Last Barcly and it
pretty good too. Two good
budget games are Guy Blade
and arguments between two
gouches over a pet worm, in
other words, Shrney's Mine (no
he's mine) they both deserve
Silver Cookies so me eat them,
for them. num nun, 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 Elmocom.
Last game today is favouie of the
Counts from Grover Graphics -
it is ten .. ,  ten great games ha
ha ha. Oh well dis cookie
monster saying bye bye.
Cookie Monster, Glasgow G414DF

Well o r , . ,  M r  Monster,
you're a complete and utter
raving lunatic, but we thank you
for that interesting con tnbution
to our topical discussion page -
the page where everybody's
views are heard (cue jingle). And
now we go back to the studio for
the latest news on amateur
cabet tossing in Alaska. Today's
reply was brought to you by the
letters L and M.
LM

MR LOGIC
WRITES
Dear Lloyd,
Not being a person to fuss over
minor cock-ups (?) I have never
felt the need to write in to ZZAPI
and complain. Until now. Way
back in Issue 35. wee Paul
Glancey joined the ZZAP! crew.
Big deal! He was born 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 12.1hope that

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

Your parents have obviously
omitted to inform you of one
major aspect of life. Have you
ever looked all the way down
that great expanse of checked
Millets shirt, down those
corduroy trouser legs, right
down to the very soles of your
Adidas sneakers and thought
there was something wrong?
Well, Andrew, don't get too
worned 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.LM

HOW TO DO
IT
Dear Lloyd,
Recently you 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 I decided to
incorporate Bnan's idea on
Project Stealth Fighter. I sit
behind my friend's chair as he
plays and each time he has to
eject. I 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.
LM

ATTACK
OF THE
MUTANT
BRAIN
Dear Lloyd,
I 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.

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

not be allowed to continue.
LM

HA HA HA
Dear Lloyd.
I was looking for each word from
the list of ten, and ringing it in the
word square when a faint smile
of joy spread across my face as
I came to the last word. Out then
-o h  what heartache- I couldn't
find it anywhere. I searched
frantically for the Z which beginsthe word.

Several hours later I breathed
a sigh of relief, I had found the Z.
But then heartache and yet more
heartache the word didn't join
the letter in any direction. So I
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 I
couldn't find it) and I 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)
Weeeellil, the competition was a
BIT easy, otherwise wasn't it'? 3)
Sorry, it was a mistake, and Paul
(the man responsible) has been
severely tortured.
LM

QUESTIONS,
QUESTIONS
Dear Lloyd,
1. Wh y  has everybody

suddenly started asking
loadsaquestions?

2. Wh y  do they number them
all?

3. There won't be a point 5.
4. I  was really lying.
5_ See, I told you I was lying.
6. I  know all about bananas

anyway Mr Bananaman.
Bye for now
Robin Badcock, Wakefield.

72.7777777 U h ?  Sorry, whatwas that?
LM

After remaining a casual
observer to the rantings of the
notorious ZZAPI Rrap, I have
finally decided to yield to the
cravings of my (metaphorically)
horny pen:

1. Firstly. I 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
proper, logical prose!

2. Wha t  happened to humour in
this section? All we seem to
get now is a few 14-year-old
pseudo intellectuals who
continually tell us how piracy
may be justified by applied
Freudian analysis e Well, you
see, copying games makes
me all warm an' tingley
yeah, right here

a  Please can we stop the 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. I feel much better now,
thanks. Seriously though, I think
you can see my point. I feel the
magazine is getting stronger and
stronger. All the best!
Stephen Murray, Hebbum,
Tyne and Wear.
PS - Who is this genius *The
Banana' (Issue 40) I love he/she/
it and I want to have his/hers/its
babies.

What do you mean there isn't
any humour in ZZAPI? Haven't
you heard the one about a tea-
fairy trying to pass himself off as
a ZZAPI reviewer by currying
favour with a fa . . .  (oh, hello,
Gordon)... ntastically brilliant,
rich and attractive editor?

No, nor have
LM
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DISK DRIVE
ROUND THE
BEND
Dear Lloyd,
This letter is partly a complaint
about disk drives. Firstly,
whenever I try to load a game
can't find the PLAY button,
Secondly, when I get it going I
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 specialities).
Normally I get BIG BERTHA to sit
on the cassettes so they fit.

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

I have a 64. As well as ZZAP! I
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).

By the way ZZAPI, fi n  a bit
short of ten pounds (hint, hint,
ahem, ahem!). 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 enjoyable
experience. Unfortunately, I still
didn't fit into the disk drive and
we lost touch. Perhaps you
could put in a good word forme
LM

40 ZZAP! 64 November 1988

ap
CHEESED
OFF EGG
PEOPLE
Dear Lloyd,
After reading the ZZAPI
challenge (Issue 41 -
September) me, Phil, and my
good friend Rich were totally
outraged that you should refer to
the game Chuckle Egg as 'tacky
and only recognisable by OAPs'.
We spent the best part of our
many years of 64 ownership
frantically searching hi9h and
low for this most addictive game
of all time. It knocks the Gold
medals off the so-called
classics, le, Spindizzy,
Impossible Mission and
Mercenary as far as activity is
concerned. Chuckle Egg almost
got a headline slot on News At
Ten because of the hundreds of
millions of people that were
hooked on the game. It caused
an outrage, leaving Mary
Whitehouse in a state of turmoil
that she has never quite gotover.

So, you see, this 'tacky game'
is alive and kicking and if it is left
to myself and Rich to keep
Chuckle Egg going, we will
battle through thick and thin to
stop this game being left to die in
the icy wastes of hell.
Yours Lividly, Phil H and 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 kn o w there are no
plans for an Amiga version. A
pity because used  to enjoy
playing Chuckle Egg until I
accidentally mistook it for a
piece of cheese and grated it
into a moussaka. If anyone can
get me a replacement I'd be very
grateful.
LM
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Congratulations! After ten years of trying you've finally got your
name in print - and what an achievement, what can I say?
Well . . n o th in g  really. I think l e a v e  it 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, I could have
rewarded your honesty by sending you a little something - like a
dead rat. f m sure you could have been great friends. PG)LM

N ow those  evenings are ge tt ing darker  I'm
fi nding less and less time to ge t  on with my
gardening and more  a nd more  oppor tunit ies
for  sitting down in an armchair  with a s trong
cup of  Ceylon tea. Happiness! Well, nearly: I
can't exactly sit in a chair  for  hours on end
with nothing to read and I 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  wa nde r ing a r ound mutter ing
something a bout  anc ient Egyptians and
mak ing embarrass ing c om m e nts  about my
physique. So, unless you wa nt  me  to lose all
my tea and hair gel to Paul and Maff, send all
your thoughts , mus ings , m oa ns  and
compla ints  to: LLOY D  M A N GR A M ,  ZZAP1
R R A P, P O B OX  1 0 ,  LU D LOW ,
S H R OP S H IR E ,  SYS 1 D B . I read them all,
though I can't promise personal replies I ' v e
a lways been a  bit shy that way.



One two three. O n e  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. Wi th  three stamps on your card, all you have to  do is

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

A better buy at
'CCU FCT CARD ONLY AVAILABLE UNTIL 22md OCTOBER 1988 ALL TITLES MUST COST E7 95 OR MORE AND BE FOR THE SAME COVPUTER

THE FREE OFFER DOES NOT APPLY TO COMPILATIONS SUBJECT TO AVAILABILITY IN LARGER STORES ONLY



Oceanic 0C-118 & GEOS
Oceanic 0C-118 &  GEOS
plus Freeze Machine £ 1 4 9 . 9 5

All prices include VAT/delivery

O C E A N I C
C P C - 1 1 8
Previously sold as  'Excelerator Plus'

I
w
oA superb package representing extremely good value for money,

combining t h e  Oceanic  OC-118 i l s k  drive (previously sold as
'Excelerator+) a n d  t he  sophisticated GEOS system. Said by
COMPUTE's Gazet te t o  have "dramatic improvements over the
1541 i n  quality and reliability,  the drive is a stylish and attractive
compact unit  featuring a  direct drive motor and its own external
power supply. GEOS brings the power of a graphic interface and
integrated disk turbo to your '64 and includes geoPAINT, a graphic
workshop. geoWRITE,  a  WYSIWIG word processor a n d-  many
Desk Accessories. Many  more extensions available -  see below.

G E O S  A p p l i c a t i o n s
GEOS 84 £ 2 4 . 9 5
GEOFILE   ( 2 4 . 9 5
GEOCALC  C 2 4  95
DE SK PACK+ 64/128 E 2 1 , 9 5
GEOWRITE WORKSHOP   £24.95
FONTPACK+ 64/128  E 1 6 . . 9 5
GEOSPEILL  £ 1 6 . 9 5

GEOPUBLISH 0 2 . 9 5
GEOPROGRAMMER  £ 3 2 . 9 5
GEOS 128 . . . .  C 3 2  95
GEOWFIFTE

WORKSHOP 128   E 3 2 . 9 5
GEOCALC 128   E 3 2 . 9 5
GEOFILE 128   E 3 2 , 9 5

AWARE MARI*
5 2 0  STIFM

S U P E R  P A C K
O F F E R

Special offer from Atari!
Package contains 520 SUM

computer with internal 1 M e g
floppy drive, mouse, joystick, five
disks o f  publ ic domain  software

and £450 worth of  software!
Software supplied includes: Marble Madness. Test Drive, Beyond the
Ice Palace, Buggy Boy, Eddie Edwards Super Ski, Icari Warriors,
Thundercals, Ranarama, Zynaps. Cuadralien, Starqualre, Chopper K,
Roadwars, Xenon, Arkanold II, Wizball, Black lamp. Genesis. Thrust,
Seconds Out, Summer Olympiad '88, Organiser Business Software,

Only  1.349-00
W h i l e  s t o c k s  l a s t !
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•  
r

All prices VATidelivery Inclusive
Next day delivery £500  c a m

Send cheque, P.O. o f  ACOESSNISA dawns
Phone with  ACCESSNISA detaits

GEM. , e thic. & PLC official orders eretonse

8 io e s subject t o  availability E  60 .E,
n to callers 6 days. 9.30.5.30

To 3 3 3 2 9 4  F a x :  0386 765354

Evesham Micros Ltd
6 3  B r i d g e  S t r e e t

E v e s  h a m
W o r c s  W R
-
1 1  
4 S F

T e l :  0 3 8 6  7 6 5 5 0 0
Also at: 1762 Persbere Rd., Cottendge, Birmingham, 830 3811 Tel: 021 458 454$

TRYBRIDGE SOFTWARE DISTRIBUTION
ACE Of ACES
ACE 2
AMER CIVIL wAlt I
AMER CIVIL WAR 2
AL MARS (EDGE)
ALIEN SYNDROME
MN ART 5/11010
ARCADE AtLEY
ARCTIC FOR
APOLLO III
AIREu)INNE RANGER
AAPAYMOVES
WADE FORCE MOT
/THERA
ARKEN0102 REVENGE
BAIIIMAJANPSIIG
BEACH BUGGY sliA
NATTLEIRONT
OVULE IN NORM
SA TILEMIPS
BLACK TIGER
BEYONOICE PALACE
k  000 9110THERS
BIONIC COMMANDO
BEST ELITE VOL 1
BAREIARIAN 112
THACICIAMP
RECKAM
BUGGY SOY
BARDS TALE 112
SAROS TALI3
BANGKOK KNIGHTS
BUIBU 1008LE
BLOOD VALtET
!MASH CON KIT
CAMBERCCA1MAND
CARRIERS AT WAN
011.1111Y GRISTLE
CROSSWIZE
COMBAT SCHOOL
CALIFORNIAGAME5
CWIETINOID
CHUCK YEAGER
CHESSMASTER 2003
DALEY THOMPSON 88
DARN Slot
DER EK TOR
DEA vu
DRILLER
DEN NMI; CROWN
DRAGONSLAJOI
DRUID
E DERE EDWARDS SKI
EMPIRE STRIKESOACK
EUROPE ABL426
IVIRO 5A SIDE
ECHELON
ENLIGHTENMENT
ELITE6 PACK 1 OR 1
ELITE
EYE
EARTH OMIT STAT
IERNANEEZIAMST
4640f E ROAD RACING
TITIT 1 INCITES
FLYING SHARK
FIASITP0INT
FAIGHTNIMIE
TWIN, Y
E0011ALL DIRECT

IS IMRE EAGLE
Foorea IL MANAGEII
MOT MANAGER/
FIVE COMPUTER HITS
FUTURE KNIGHT
FREDDY HARVEST
K o n g  ONES
ROSIE.%
TIVE5TAR 1,20
,
11
GAUNTLET
61 HERO
GOLD611 v ISIDNZE
GICAAPTASI5TERS
GLINEKERSOLL5
GUT/
G011111(
GAUNTLET
GUNSMOKE
01W2011
GAME 56T MATCH
CARMELO
GUROOf THE v15
GUNSPAP
HALLS OF MOTE ?UNA
HOPPIN MAD
HERCULES
HEADCOACH
HEAD OVER HEALS
'KENOS OF LANCE
POTSHOT
HYPEPteALL
!NEIL TRAMP 2
i 0
INT WEER
IMPACT

INT KAAATE
INTKAAATE 2
!RAN mama%
Kum
MKS
ILYA LS Of DARKNESS
ItONAMIECALKTION
KARNOv
KNIGITTO0C
L &CRACKDOWN
L 110AND PARA
LIVE AMMO
LAST NOD/
LASININDA 2

6 SO
693
6111
190
6.95
900
630
450
99
,
5591
6.50
650
B 50

Cam 64
(ASS D IS K
2.95
650

CO
&SO

15.00
6,95
6 95
69,5

ICIAS
150
195
310
000
095
1.75
•

ITS
995
950
150
6.95
430
6.50
6.90
950
450
995

6.91)
6.00
 6.95
5.00
9 95

6 95
600
600
695
6.99
1595
495
4,00
670
695

995
615
3.00
2.011
9.50
6.50

1 25
6_95
2.%
ISO
9.95
2.95

615
695
495
500
600
6.50
6.00
6.00
6.90
215
695
390
2.60

650
200
6.95
2.95
1495

1015
6 95
995
600
9.00
6.95
6.95
6.00
8 9S
650

950
14.25
6.95
695
295
330
350
6 95
1 50
6.95

25
650
9.50

LAZER SQUAD
9 95 MARAUDER

14 25 METROCROSS,
1475 M O U T  MOUSE

MAD8ALL
MAGNIFICENT?
NOCAOMILID
MINDEIGHTER
MORPHEUS
MATCH DAY
MEGA APOCALYPSE
MUSK SYSTEM

9 95 I M O  PUTT
MAGNETRON

999 1 9 4 3
198001cAPAP
NfTHERWORID

1425 MGEIMANSEL GP
1025 NE1ULUS
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9.95 PACLAND
PLATOON

13.95 PREDATOR
1425 PRISIDENT MISPROG

PSYCHO PIG UXII
995 P INK PANTHER
195 P H M  PEGA5U 5
9.95 P AWN

M a n s
111.45 P OW/RAT SEA
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995 RACE AGAINST TIME
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13.95 REACH P01114 STARS
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ROAD WARS
3.00 RYGAR
1.95 R O I L . %  THuNOER
195 RENEGADE
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RED WOOER

995 REVS
4.95 ROBIN OF wOOD
9.95 SALAMANDER

11.95 SUMMER otymplAD
4.95 5 0 5 0 0  it OF IGIft

12.95 SKATECUZY
9 IS SAPAURAIWARDOR
911 STAR WARS
195 SiDEARMS
999 STREITTFGRIER
195 S111110 1 TN HONE
191 STUNTIIIKE 9A1
9.95 SURE KE  HOCKEY

sourooKu 2
995 STREET BASKETBALL
6 95 SOLIOGOLD

eS STARGLIDER
SENTINEL
1011112E
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9 95 SLIPERSPRIPIT
SILICON DREAM'S
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STREET SOCCER
SPY VW
,
/ 
M I T
I C

SPY V SPY TRILOGY
9
9
5  
I
S
M
O
G
E
S

9 95 IOGAEAT GAMES 1 or 2
695 2OCKARTIUSTERS
895 TERITORPCOS

% I f  5T DRIVE
TINNESCANNER

1395 TIM E  s r ooes tai
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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
P&P inc. UK on orders over 15.00.

Less than 15.00 and Europe add 11.00 per item.
Elsewhere please add 12.00 per item for airmail.

TEL. ORDERS: 0708 765271
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IIEEMILIIN HUGHES
AND: WINSOME "fl
SHOES

•

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 w e l l ,  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
star in 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)

Auctiogenic
that's just the way it is-in this
game, you never know what's
going to happen at the end of
the day ('aye, Greavsie, you
don't').

Ha! 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
jemmy 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 (cor!). Not Only that -
24 other people are going to
get a pair of trainers each as
well. Coo!

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, stir a
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

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,
ZZAPI TOWERS,
PO BOX 10, LUDLOW,

[
S
H
R
O
P
S
H
I
R
E
,

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.
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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
at a price you can afford.

Available now from your local computer dealer

C r
Trade enquiries only to SiR Disks Ltd., Me officially appointed sole U.K. distributor
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DRACONUS (Zeppelin)

0oh dear ,  no t  a  particular ly
good game, but this doubtless
has i t s  f a n s  s om e w he r e
(amongst t h e  pr ogr ammer s'
families?). Anyway,  i t you fi nd
the pounds just aren't piling up,
give thi s l i ttle POKE a  whir l .

Hello again,  and welcome to this month's bumper  bonanza
bigness of bnang, boing, bnung O h  nut s  to the alliteration

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

CHUBBY GRISTLE (Grandslam)

Stuart Bassett of  Stockton has t u r n  yourself into the Draconewt
sent In a  cheat mode for  this a n d  get killed. You should then
Silver Medal  game which gives b e  put back on the last record
infinite lives! YEAH! WOWEEE! I s l a b  with infinite lives.
bet you're really exci ted about A  further  tip from Stuar t for
that. Well, even if you're not, give a n y o n e  stuck l ooki ng for  the
it a  go anyway.  Wha t  Stuar t Ne c r om a nc e r 's  staf f .  Col l ec t
reckons you need to do is collect t h e  Dragon Eye and go back to
the Morph Helix (which al lows t h e  point where you found the
you t o  c h a n g e  i n t o  t h e  M o r p h  Helix. You should now be
Draconewt) and when you get to a b l e  t o see a hole in t he wa i t
your last life find a Mor ph slab, E n t e r  to find the staff.

LOAD the game, reset and type
POKE 3613.173 (RETURN), t hen
SYS 2994 (RETURN) t o  res tart
with i nfi ni te  car -par k  a t t e n-
dants. P e t e r  Cus t e r s on  o f
Bridgend in Mi d Glamorgan is
the man responsible for that.

TO HELL AND BACK ICRLI
To go with the map in this very issue, here are some funky,
get-down-and-groove-baby,  POKES for this mediocre Ghosts
'N' Goblins  variant .  Robert  Troughton o f  The Cheat  Machine
reckons you should LOAD the game, reset the computer  andenter:

POKE 32371.173 (RETURN) For infinite lives
POKE 32524,173:POKE 32483.173 (RETURN) For infi nite energy
SYS 30464 (RETURN) To start the game

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

IMPOSSIBLE MISSION II (Epp)
Yes, I know we've printed hacks for this game already, but this
program caters for owners of the disk version. It gives immunity
from sentrybots and the ability to alter the speed of the game.
Cor, blimey! Tap my skull with a sledgehammer! etc. Er, yeah,
right. The hack is from Tommi Turpeinen of Finland, and just
requires typing in and RUNning.

I 0

•  i 0  PRINT CHRS(147) "IMPOSSIBLE MISSION II -  :  is
1

•  : HA CK  BY T.T 1988" s e
s

e  1 1  PRINT "PLEASE WAIT . , . ' '  1 0
• 12  FOR A-679 TO 762:READ BIPOKE A.B:C=C+B:  s  .

ss

el NEXTs  e
e
l
s  
3  
I
F 
C
<
>
9
2
1
6 
T
H
E
N 
P
R
I
N
T 
"
E
R
R
O
R 
I
N 
D
A
T
A
W
% 
l
e

•  E N D o
i 4  PRINT:INPUT "IMMUNITY FROM SENTRYBOTS? I  •s o

•  I ( W M  ";AS I
• I  5  IF A $ <>" Y "  THEN POKE 700,215 i  •1.. I

•  I 6  PRINT:INPUT '' GAME SPEED? (1 -FAST.  2-NOR- s  wI • •  I .
•  t MAL,  3 -  SLOW) ;AS s

s i•  I 7  A-VALOS): IF A<1 OR A>3 THEN 6 I  10
1111 8  POKE 730A+ 1:PRINT:PRINT "INSERT DISK AND I
t S

" t o
fb, PRESS ANY KEY TO LOAD
fill 9  POKE 198f f  WAIT 198,1_SYS 679
•  1 0  DATA 120,169,54.133.1.162,5,189
o l  11 DATA 2 4 2 , 2 , 1 4 9 , 1 8 3 ,
2 0 2
.
1 6 , 2 4 8 , 1 6 9

12 DATA 0 , 3 2 , 2 1 3 , 2 5 5 ,
1 6 2 , 2 0 0 , 1 6 0 , 2I 1 3  DATA 142,121,173.140.122,173,76,0

el 14 DATA172,169,169,162•0,160,234,141
rbi

I 1 5  DATA 1 6 , 4 9 , 1 4 2 , 1 7 ,
4
9 .
1 4 0
.
1 8
.
4 9

o • 1 6  DATA 169,201,162,2,160,234,141.73
i

fibs 17 DATA 47,142,74,47,140.75,47,141
o i
l 
1
8  
D
A
T
A  
9
1
.
4
7
,
1
4
2
,
9
2
,
4
7
,
1
4
0
,
9
3
,
4
7

•  I 1 9  DATA 7 6 . 1 2 8 . 8 , 3 , 2 , 2
5 5
.
8 , 2 4 8

01 20  DATA 2,73,77,60
•

se
se
l o
t •
1se
I .
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Talamus Star
November 1988 FREE

ALIENS WIN THE
OLYMPICS!

Amazing ARMALYTE scoops world's top awards

Passion screams
And i t' os not n i )  the extverts
who are raving -  yes, YOU the
public have been screaming
passionately for Armalyte after
thc EXCLUSIVE showing of the
biggest blast since the big one
at the Persorud ComputerShow!

A spokesim:reamer for  thecrowd at the Thalamus stand

EXCLUSIVE by HARRY BARSTOOL

'WHY ZETTIE FOR LESS when you can get ze T h a t ' s  the
official comment on Thalamus's brand new bouncing blaster
Annalyte -  and it comes from Dr Manfred V Flypaper, presi-
dent of Computer Research Associates plc.

Awesome Armalyie has won award after award and
looks like being Britain's biggest WINNER at the Seoul
Olympics. even though ii wasn't entered for a single event!

T o p  s p o r t s  e x p e r t S  s a y
they're STUNNED by the 'nag- t o l d  our reporter: • Annalyte!,
nificence ol  Arrnalyte on the Ar m a l y te l .  Armalyttl•
corky Commodore W128 and
have given i t  thei r  highest M i e n s  in 'drome
accolades!

ZZAP! voted Am i al  yr a
Gold Medal with 'TM  (pages2 4)!

A C om m odor e  U s e r
spolteshack said ' lorks-o-lordy
this game is so boll well give it
a Super Star'! lure you share
abolush thsis? • Ed)

And Computer Games week
gave it a Fab award and a super
soaniway 93%!

H ut a l i a s  w h o  a t te m p te d  t o
invade the crowd and DISGUISE
theniselves a.% copies ol Arrnie
&le Were thwarted by plucky
PC Show security guard Bill
'Reg Prescott

Brave Bill battled for TWO
AND A HALF minutes with the
dliens alter he dim:overed they
were unable to wear their
lineation badges 'Cor  blimey
guv,' said a weary hut proud
Bill, •ii's more than my job's
worth letting them Creatures in
*lout their badges innit?•

Instead, they turned up at a
Commodore reception al I .on-
don's posh Hippodrome night-
club and are now OFFICIAL
Amiga dealers fur Interstellar
Zone Four!
M I  STAR SAYS: Brawn needs
more Men like Paul Cooper!
(Moody one ish enough' E d)

&EY CIDPIP skin lily (rol
Sam!
IN A SHOCA statement last night top Thalamus sources
revealed that game-players now have the right to bare arms
-  with a super sexy Thalamus T-ster11

But there is a hush-hush secret behind the trendy
Thalamuswear - they arc made from GREEN ALIEN SKIN

Cranky Thalamus boss Paul
Cot,mer dented it. 'I  deny this,' G REEN But /lee Thalamus Star
said Cooper crankily. h a s  planted tshiirely •  dishco•

Bull The Thalamus Star has e e r e d•  - Ed) a bottle of bleach
PROOF. the label says '100% i n  a cleaning warehouse near
Combed Cotton', which means t h e  illialamus office.
green alien skin in Cooper's A n d  that proses that Cooper
cunning code' h a s  been BLEACHING the green

skin soil looks value'
Bleach par ty D I E  STAR SA YS: Will these reit

Crazy Cooper elainied that the u l t e n i  Atop at nothing? Look ow
T-shirts are WHITE and not  f o r  a sperml r shin offer soon!

10 REASONS STIR
TO BUY HAWKEYE
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ic  A r y e  won  a GOLD
MEDAL In Z Z A I ' l

i t  P l a y  one  leS el tin  t
month's covet cassette!
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tence!
Its a snip: LY (N On ellsset tel

-er And only 12 99 on di s
ke tie plus FREE (kiwis!

12 I c v c i i .  O f M ai n ' s:  a d / k W

with gorgeous graphics!
•  There ale still more
prizes to
t 
w o
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t h
e  
G
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Rush!
Itt Its NUMBER ONE in the
Commotion: chat ts'ifial
lop)!
-A- That's ten, and no mis
leak' i
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r s  
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e  
E
d
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STOP
PRESS —
CORRUPTION
SHOCK!

De44 D/1,
F • • •
Every month Dr Manfred V
Flypaper answers readers'
problems. This montWs star
question comes from Thelma
°Mapping
Dear Dr F, Last Christmas I got
drunk at the office party and.
shall we say, bought an Amiga
I revel it now, but it seems to
turn my boyfriend on and he
always warns to.  well, you
know , play Thalamus games on
it I t has got to the point where
he is pestering me to • load it
for him three times a day I
keep on telling him I  haven't
got any Thalamus games for
the Amiga but he just won't lis-
ten and I  am afraid there is
something wrong with him. Is
this normal" What can I tit
It'z your lucky day. Thelma! Very
loon Thalamus vill reitazeze blil-
ban! Armalyte and Hawkey° on ze
Amiga, and zey have lour new
titles on in way: Xenodrome. Bain-

A D V I L  F I T I B E M E N T

boo, Hel and Search For Shari& So
I would zay zeta you'd be zome-
thing wrong viv your bormend tit
he did not go crazy about zis stun-
derful sortvarel
Do you have any questions or

A six-minute investigation by The
thalamus Styr has uncovered a
shocking series of bribes in high
'daces Documents obtained hy
our sleuth team show that anyone
- including Government ministers
and senior Vatican officials w ho
sendsThalamus a cheque or postal
order for Just il).9Y can receive a
cassette copy of Hankeye or
Arm:ripe! And the disk copy is a
mere112.991 The htilvesare appa-
tently made payable to Thalamus
Ltd and sent to Thalamus at I
Saturn House, Calltva Park
Aldermaston, Berkshire
RG7 4QW!

funny true-lite stories for Or
F? Send them to: Dear Or F,
Thalamus, 1 Saturn House,
Calleva Park, Aldermaston,
Berkshire RG7 SOW.
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,SO M U C H  FOR S O  L ITTLE!
There is nothing that can compare with the incredible value for  money offered by Atari's
520ST-FM. For  only £260 (
4
V A T = E 2 9 9 ) ,  
y o u  
c a n  
p u r c h l i
s e  
a  
p o w e
r f u l  
5 1
2 K  
R
A
M  
c o m
p u t
e r ,

with a 95 key keyboard (including numeric keypad), MIDI  interface. GEM, a palette of 512
colours, mouse controller, and a 512K built-in disk dove. The 52051-FM has a TV modulator
built-in, and comes with a  lead to allow you to plug it straight into any domestic colour
television set. The mains transformer is also built-in lo the keyboard, so there are no messy
external boxes Y ou couldn't wish for  a more compact, powerful and stylish unit Aler t ST

Icomputers are now firmly established in the UK, there are nearly 500 software titles 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 520S1-FM for any Atari ST computer) from Silica Shop, you will
get a lot more, including a FREE Silica ST Starter Kit worth over E100 Reed the ONLY FROM
SILICA section on the left, to see why you should buy your new high power, low price 520ST-
FM from SIIICA Shop, the UK's Not Atari Specialists, For  further details of the range of Atarit

i
ST computers and the FREE Silica ST Starter Kit, complete and return the re y  coupon below.ATARI 520ST-FM N OW ONLY E260 +VAT=1.299)
120ST-Fil AD $US RAM S mono monitor MS (Inc VAT1 Upgr a de  from 512K RAM to 1024K RAM CVO (inc VATI .

'ATARI  1040ST-F -  N E W  P RI CE
we no miaow to armtounati a new reduced price pool on the
104051-F mental to mow available kw Only EDO lima VAT) Taw
1040 m powerful compost mils I Alb el RAM arta oleo inclimles
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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
affected For  details of any price increase, please
return the cou on below for our latest literature

r 5 L 2 5 _ ,  +VAT E299
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HUNTER'S MOON 'Thalamus)
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
I 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/
STOP and push up to access the
menu. G o straight to PLAYER
ONE and press fire, and now if

FOOT LOOSE
(Leg-end Productionsl
Here's a handy (or even, footyl  tip to help out In games like
Gryzor, Green Beret, Spy Hunter and Slap Fight -  all those which
use the space bar  to select extra weapons or different man-
oeuvres. Having problems moving your hand from the joystick
to the keyboard and back again at high speed? If you've got two
joysticks you can save yourself lives and frustration by plugging
the one you use for  movement and fir ing in por t two,  and
another in port one. Put the second one on the floor 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 perfect movement switches, so you can dig out an old
one and give it a new lease of life. Thanks to Keith McLeman of
Fraserburgh for that piece of interesting Information.

AUF WIEDERSEHEN
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 i f you're unfamiliar wi th 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.

•  II 1 PRINT CHRS(147) t o
•  I 2  FOR X-2019 TO 2023:BEAD Z it 1 6
•  1 3  POKE X.Z:POKE X + 54272,1:NEXT i •

1

•  I 4  PRINT "NOW LOAD THE GAME AS NOR- i ot
•  1 MAL": NEW I

10

6  5  DATA 13.15,14,20,25 1
i •
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you were quick enough in calling
up the menu,  you'l l  be back in
the game wi th 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.  I t
takes some practice, but once
mastered i t's realty useful  for
saving lives.
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BEYOND THE ICE PALACE (Elite)
Golly Gumdrops, this is a bit of a
tough game,  i sn't i t? Not  any
more, though,  because Irvine
resident,  David Jumani and War-
ren Pilk ington o f  Manc hes t er
have s e n t  i n  s om e  i nstant
simplification POKEs whi ch I
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:

POKE 19123,173 (RETURN)

POKE 5918,173 (RETURN) Fo r
infinite lives
POKE 17820.173 (RETURN) Gets
rid o f  m os t  spr i te  col l i sion
detection
POKE 7748,255 (RETURN) Fo r
255 spirits

There was some difference of
opinion ov e r  t h e  S Y S  cal l ,
though, for while David thought
it was SYS 2602 (RETURN), War-
ren was sure i t was SYS 2062
(RETURN). Me,  I just don't know
any more.

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

The line of code for the X-15 Alpha Mission hack should haveread:
7 DATA169,0.141,64,136,141,98,136,141,212,136,223,178,
76,235,2,-1

Hades Nebula also went wrong. The correct line is:
7 DATA 169.56,141.143,8,169,2,141,144,8,76,235,2

And the last one is the Monty on the Run (Kidsplay Edition) hack:
7 DATA 1
6 9 , 3 2
,
1 4 1 . 1
6 , 1 2 ,
1 6 9 , 1
7 3 , 1 4
1 , 3 8 .
3 7 2 3 8
,
1 5 , 1 2
,
7 6 , 2 3
5 2 ,

-1

I'm sure I'm not responsible 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 God!), the line containing the all-important
SYS call was missing from the Firefly Mega Muzik Routine,
which meant the hack did nothing at all! Type in the listing
again, but insert the following lire:
35 SYS 4608

Terribly sorry about that.  You'l l  be pleased to know that I
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!), mor n galore and loads of the usual  hints, POKEs and
cheat modes. Batteries to power,  turbines to speed l e t ' s
go!

IME
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M or e  chokes and control than
M  any other team basketbal

game. Superb graphia 3D animation.
three-on-thtee team pky and foll
e•ort mdse.

Individual talents and strengths
for each player. and a host of plays
and shots for yoa Design yostr own
plays with the earlesive Playmaker•
feature

Amide style spilt-same boxing game.
I T  Lair animated graphks realistic first-

person petspective and great overhead view.
lane / a pinch and your opponent shows the
damage - evedything from a black eye to a
spilt /0/Defensive and attacking strategies
one or two player capability.
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A

TOE ULTIMATE
SPORTING ACCOLADE!

Sports c h n i q u e
yo a  don'tjust play th e gam es in theAlade S e r i e s  • you livecco t h e m

lisinggraphic 3D animation t e s .  our
software designers have created the most

stimulating sports simulations around.

-
;t_r1•11.Jc:

A  pool and snooker simulation following me/
17 motel, tales &Mated 3D views including
superb overhead view for aiming Choose the object
ball pocket aim and shot power. Customise the
game to your own house ruler Design your own
trick shots and sow the best to memory

r e  most reakSlic computer tennis game
ever full tennis court3D view. fre e

piwpitics and three levels of difficulty.
Choke of grast clay or hard court surface.
Complete array of top-spin. sike smash lob.
volley. forehand and backhand strokes.
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Two freedom fighters lost in eight sections of a deadly galaxy are a lone
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
and original graphics, animation and superlative musk and sound F X - it's
an eye and ear shattering experience!

"Eight beautifully defined horizontally-scrolling levels i t ' s  a mega-game" 71AP!
thalarnis, 1 Saturn Rouse, Calm Pa& AidermasiDn, Berkshire R67 44)Ye 2107156) 77761

Don't miss out on
-
g
o
l
d
v
•

or you'll hate your
self. On four specially
selected copies of AIWA-
VII  is a secret code - if

your ro p y Of Arm a lyt e
has the 'gold' code you've
won a fabulous Eye Of
The Storm plasma globe.
Four • Yellow• coded
copies could win you a
super prize toot
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Based on the NO. I best-seHing book Red St
any; Lany Bond co-author, Copyright
Enterprises Ltd and Larry Bond. Ail rights

• s t o r m  has broken. MicroProse's latest title is here.
high technology simulation of strategy and tactics is

based on one of the most dramatic and detailed stories of
modern warfare — Red Storm Rising, the international
best-seller by Tom Clancy and his technical collaborator LarryBond.

Working with the authors. MicroProse have brought the
book's intense action and excitement to your computer
screen
. 
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attack submarine at a time when the two super powerscollide,
Standing between the Russian bear and global domin-

ation, you play a crucial role in the conflict. Missions take you

-mpimEr
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 M/128 Cassette E14.95. Disk
E19,95.

AMANI
A R M E E  M I =  •M E RE =  =Ear Ea

a ir  o w ,  o n  inelEbwMPIIIII I M A M .
Illir 1 1 1 1  'RE P '  i n n  l o w

S I M U L A T I O N  •  S O F T W A R E

O D  St OPM * WIG bg Tam eldncv C %IA by WA *van Enurpman o m d  Lorry Send

1 1 0  Name (block capitals).f  A d d r e s sI enclose
Post Code

Please send C o p i e s  of Red Storm Rising CM cassette D i s k

including 55p P P  Cheques payable to MicroProse Software Ltd.
or debit my AccessNisa card. Expiry ctate N o

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



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 game.
reset and type in either of the following sets of POKEs.

POKE 4176.234POKE 4177,234: POKE 4217.76:POKE 4218,
114:POKE 4219.53 (RETURN)
POKE 1 2 9 8 1 , 0 : P O KE  1 3 6 8 5 . 7 6 : P O KE  1 3 6 8 6 , 2 3 : P O KE
13687.16:POKE 34371.96 (RETURN)

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

POKE 1212,12 (RETURN)
POKE 9462,173 (RETURN)
These two allow you to see through everything.

SYS 16128 fr
- 
' T U R N
)  
r e s t
a r t s  
t h
e  
g a
m e
.

ROLLAROUND
(Mastertronici
Here's a sort of cheat mode for
this jol ly l i ttle budge t  ga m e
which comes from Andy Mawson
of Blackiey in Manchester.  Just
before you press the fire button
to start the game hold down the
f1 key, then press fire. Keep fl
pressed down and you should
skip al l  t he  levels y ou have
already completed.

NIGHT RACER (Mastertroniq
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)

RYGAR
(US Gold)

NETHER WORLD (Hewson)
Edwin Brouwes,  f r om  s om e -
where In Holland, sent in some
PDKEs for this rather nice game
of crystal collecting. However ,
he forgot to include the SYS call
so you'll need to use an Action
Replay cartridge or  something
similar. A s  usual ,  LO AD t he
game and reset the computer ,
then select the POKE option and

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 ti me limit runs out
before the shield limit does, you
become i nvi nci bl e  (a l most ) .
COR! BRILLIANT!!! (almost).

The game will now restart but
the computer  car 's brakes will
have been sabotaged,  prevent-
ing it from getting off the start
line. N o w  that 's  magi c.  Say,
'Yes, Paul'.

enter these:

POKE 12116. 44 f or  unl imi ted
lives
POKE 6 1 3 8 , 0  f o r  unl i mi ted
energy
POKE 7698.18 for unlimited time

Now restart the game and kick
ass!

TASK III
IDatabytej

BARBARIAN
(Psygnosis/Melbourne House)
Terherher P i t y  about  thi s
game A n y w a y ,  he said with
a smirk on his face, from what
I've hear d fr om David Dol l  of
Borehamwood a nd M  Fox  o f
West Dr ayton ther e's a  real ly
easy-to-use cheat mode.  Just
LOAD t he  ga m e  a nd o n  t he
opening scr een pr ess C.  The
screen should go red signifying
that sprite collision is now no

A couple of much-needed POKE
here for this reeeeal mean space
shoot 'em up,  whi ch unfor tu-
nately are only useful for anyone
who owns a hacking cartr idge
(until someone sends m e  the
SYS call). Paul of the X-Rayz is
the person responsible for sav-
ing your joystick, and his advice
is to LOAD the game as usual,
access your  cartr idge's POKE
option and w a i t  for it

POKE 32086,173 for Infinite lives
POKE 37180.0 to 15 to select any
of the sixteen levels

RICOCHET (Firebird)
This is a pretty well-publicised
cheat mode,  but for the few of
you who aren't already familiar
with i t ,  her e's how  i t  works.
LOAD the game and go to the
redefine keys opti on a nd set
them all to 'Q'.  Now type in the
magic w o r d  -
GARGLUVSSIGBOTS -  t h e
border will flash and you can

SLAP FIGHT (Imagine)
Quite a few people have sent in
this t i p -  among them,  Mar k
Lucas of Hayes and Kevin Hub-
bard and Richard Reid of  Risley,
but can I  get i t to work? No I
can't. Wi t h s o  m a ny  peopl e
sending the  same information
In, I  suspect I  must be  doi ng
something wrong,  so you frus-

TIPS

more. WHOOPEE!! (Sorry, but
I'm easily excited). Furthermore,
bridges wi l l  cease t o  vani sh
from beneath your feet; but be
careful not  t o fal l  dow n pits,
because y o u r  ne w l y - f ound
invincibility w i l l  l e a v e  y o u
stranded a t  the bottom.  Wel l ,
no-one said it was going to be
easy.

HOPPIN' MAD
(Elite)
Infinite bal ls (1'm goi ng to say
it I ' m  goi ng t o  say i t
0000000-EEEERRRR!! ! )  a nd
unlimited time can be yours, yes,
yours, thanks t o  these Rebb
POKEs. Our  Dutch correspon-
dent states that you only need
LOAD up the game,  reset and
type I n. . .

POKE 24447,185 (RETURN) For
infinite lives
POKE 22797,165 (RETURN) For
Infinite time
SYS 20480 (RETURN) restarts the
game

now start the game with infinite
lives (o-000h!),  t he  abi l i ty t o
advance levels by pressing the
Commodore key (aaaaahl) and
even a  s c r e e n  de s i gne r
accessed b y  pr essi ng D I P -
HOME (UUUWWAAAGHHH!!!) .
Thanks to S Trust of St Austell
for that earth-shattering news.

trated Slap Fighters might as well
have a go. Start the game and,
with your  first ship, dodge the
aliens and their  bullets for  as
long as possible without shoot-
ing. When you finally do get hit
you shoul d find that the game
will miss out a large section of
the landscape.
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DARK SIDE (Incentive)
After those  extensive t i ps i n
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  o n  fuel ,  t i m e  a n d
shields. These Robert Troughton
POKEs 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 26272.173:POKE
29005,173 (RETURN) Unl imi t ed
time
POKE 24891,173:POKE
24671.173 (RETURN) Unl imi ted
fuel
POKE 26193,173:POKE
26221,173.POKE 29337.173 (RE -
TURN) Unlimited shield energy
SYS 36096 (RETURN)

SUMMER OLYMPIAD (Tynesoftj
Did you know that the train I take home actually goes past the
offices of  Tynesoft? I f you did,  why don't  you ever  wave?
Humph, now, where was I ?  Oh, yes. Some tips for this newsports-sim which come from War r P  Ien , l•king1011. The inst ructora;
don't give much away so you should find these quite helpful.

SKEET SHOOTING -  The main tip here is UON I PANIC! You
should spend a few goes learning the b4equence of skeets, so
that you can predict where the next one is going to appear and
position your reticle (000ER! sorry, don't know why I said that)
so that the skeet moves into it Also, always remember that youhave two shots.
FENCING -  The easiest way to beat the computer is to move up
to the opposing swordsman then keep pressing up and fire,
followed by a push to the right. The distance is crucial because
if you're too close to your opponent you won't hit him, so watch
his ripostes -  it they seem to be going under your arm, movebackwards a little.
TRIPLE JUMP -  Nothing to it, realty - just don't waggle too fast
as that's just as ineffective as going too slow. Take off as near
to the line as possible at an angle close to 45 a nd you should
end up with a leap of around 19,5 metres.
DIVING -  Score over 70 points with ease by usii t n e  following
joystick manoeuvres: right, left & fire, right fi r e ,  left, right, up
then down. If you want to make it a bit tnckier and really impress
the judges, push the joystick left instead of right for your firstmove.
HURDLES -This is all down to timing, basically, so don't waggle
like mad. Just keep a moderately fast rhythm of running and
jumping going until the end, then put on a spurt at the end to
make sure you're in first place.

PACLAND
(Grandslam)
Having a few probs with cramp
In your arms after trying to jump
those really enor mous lakes?
Well, things can be a lot less tir-
ing i f you have a  Competi tion
Pro Extra joystick. Just jump off
the spr ingboard then engage
the joystick's sl ow mode and
you shoul d 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.

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

ROAD
BLASTERS
(US Gold)
Urghl What did they do to my
favourite a r cade  ga m e ? O h,
well, best not to think about it I
s'pose N o w  for you unfortu-
nates w ho ar en't doi ng a t  al l
well, here's a ridiculously simple
cheat whi ch fi r st came fr om
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 l ow fuel  warning appears.
Your speed wi l l  r emain c on-
stant. but  your  fuel  won't  run
out. Alright, innit?

BALL BLASTA
(Zeppelin)
This i s a  canny game and no
mistake. For  unlimited bats for
player one  j ust LOAD up t he
game as usual, close your eyes,
fumble around for the reset but-
ton, then press it. Now type in
the fol l owi ng P O KE s  w hi c h
comes to you from the legen-
dary Varkanold and JOG of SUB-
ZERO. Oh, yes, it helps to open
your eyes again at this point.

POKE 6 1 0 8 , 1 7 3  ( R E T U R N )
Infinite bats
SYS 15808 (RETURN) To see the
end sequence
SYS 52992 (RETURN) or
SYS 2560 (RETURN) To restart

BIONIC COMMANDO (Go!)
the ga m e  a n d  r es ta r t  Y o u
should now  fi nd you ar e stil l
equipped w i th t ha t  sel fsame
weapon. Good, no?

Well, that's that. Thanks to all of this month's contributors, espe-
cially Steven Allan and Warren Pilk ington wh o  bot h win  £30 of
software as Cartographer of the Month and Tipster of the Month
respectively. I'll have loads more tips, maps, POK Es and stuff in
next month's  Huge, Gi-Normous,  Is-That-Big-or-What? Christmas
Special (Ie. It's over 200 pages long A a a r g h l  All that unpaid
overtime!), so watch out for that. Must go now, as Kati, our  new
Ass Ed, is aiming a water pistol directly between my eyes. Maybe
I shouldn't keep referring to her  as 'Pet' ?  Mumble,  mum-ble
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You must rescue ARKOS.
the hero of the rebellion

against GRENRA, who has been
imprisioned. You combat

the kamikaze hordes, dodging
missiles and avoiding balls of

incandescent magma.
Once you enter the caverns of the

planet PHANTIS you fight your way
through.

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,

straight ahead. Nothi ng can
detain you.

You cross swamps,
mountains and forests...

there are enemies all over.
The way to the prison becomes
more hazardous the further you

advance. You take command
of a helicopter, descend Into

the entrails of the planet, and
arrive at the prison. I t is heavily
guarded. Will you be capable of

freeing ARKOS?„

a u  bmodshilet doKnitirg V coviete rano Or FrOnnlariOn on yoj W o o l  orrO,
Electronic Ana, 1141 Station Road Unitive Salteren S i  tte'N. England O eak net
Cidttene Strome Net on 1 :
4
6 3

APPROACHING
PHANTIS

RUGGLING
ON

SPECTRU AMSTRAD CPC* CO iMODORE64 * MSX

* PC COMPATIBLES * ATARI ST*
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(Maff the Rad-Lad exposes all about the shape of
Amiga games to come)

DR EVANS'

• •  -

SPEEDBALL (Imageworks)
The Bitmap BtOit1etS, programmers of the hugely successful
Xenon (soon to be released for the 6 4  are set to release
Speedboll, their first game on Mirrorsofr s new label, Ws a
futuristic ball-sport, apparentty influenced by the film Ronerball.
COMbining traditional ball-game characteristics with shoot
'em up action, requiring you to iostle for the ball or blast your
opponent t o  smithereens w ith your  weaponry  (cor l)
Throughout the game you will find tokens on the floor of the
arena, giving better speed or weapons to help you defeat
your opponent, Imageworks are due to release Speedball in
mid November at a price of £24.99. Let's hope if s as good as
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OFF-SHORE WARRIOR (Titus)
As in Titus last release (Fire And Forget), Off-shore Warrior pits
you in a 3D 'race to the death whilst blasfing everyone else to
bits' format, only this lime the action takes place on the water.
Ifs set in the year 2050, and you must compete in the race (or
battle, whichever you think is more appropriate) for the
entertainment o f  the gathered crowds, as a  test of your
manhood (growl!). O f f
-
S h o r e  
W a r r i o r  
s h o u l d  
b e  
r e l e a
s e d  
b
y

the time you read this, but you'll have to wait for the ZZAPI
review to see what it's like.

••



BATTLE CHESS (Electronic
Ms)

Another imminent release from Electronic Ms is Battle Chess,
a complex interpretation of the traditional boardgame by
AmeriCan p r og r am i
-
N ng  t e a m  
i n t e r p l a
y  
( r e n o
w n e d  
f o
r  
t h
e i r

Bard's Tale series). As you would expect from a chess game,
there is a lot of strategic play required, but the programmer
shove Incorporated animated arcade combat sequences. As
you can see from the screenshot, the graphics are very
detailed and promise another intriguing Interplay release.
Battle Chess should be around by Christmas at a puce d
(surprise, surprise) S2495.

FUSION (Electronic Arts)
Designed In the UK by Bullfrog Productions, Fusion places you
on a strange alien world, the home planet of a vicious and
marauding race. You must find the pieces to construct a
powerful bomb with which to annihilate the race. To negofiate
the planet, you have control over an assault crawler or a fast
and manoeuvrable mothership, both of which are needed to
search the whole planet. Fizion looks very pretty indeed and
has an atmospheric soundtrack which sounds well powerful
and violent. The game should be available in October, costingc.„24.95

LU

EDDIE EDWARDS SUPER-SKI
(Loriciels)

Released by  a  company called Microids
, E d d i e  E d w a r d sSu p e r
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Up to six players can take part In the four events, including
downhill, slalom and, of course, the ski urnp, The game sports
some very nice alpine graphics and promises interesting and
exciting action. Whether it will live up to these promises remains
to be seen, but the guardians of decent software reviews here
at ZZAPI will discover the true nature of the game, defending
The public  from sub-standard software, ever alert in the
search ( O h ,  - 3
"  u p ' )

IILUDICRUS (Actucci
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cartoon-gladiator beat 'em up in the style of such cartoon
strips Os BC and rhe Wzard of Id. We've only seen a demo
invoiVing the first enemy, but rf the gameplay and further
enemies match up to the incredible a
n i m a t i o n  o f  
t h e  
d e m o

we could be in for a real treat. Release details aren't known citi n v e
s t i g
a i l a
n

the time o f  wrrting, but  /  tudicrus looks worthy of  further



SARCOPIIAS(R
Rainbow Arts, £14.95 disk
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dude you are - you've spent
ages practising the Hofmeis-

ter walk,  you've got  t he shades
and the leather, the jeans and the
cap -  so what 's  missing? What 's
gonna get everyone reaily looking
at you?

Let's see . . . hmm,  a pineapple
print shirt ,  ghet to blaster.  dinky

ticoloured fl y ing  t h ingies  t h a t
belch bullets),  avoiding upward
thrusting enemy tendrils, fading to
hit rocky outcrops by the skin of
your t eet h a n d  blas t ing bonus
bubbles out of the way, an energy
pod appears.  Collec t  enough of

A Scramblel Defend yourself! Prepare to meet your nemesis in our
type of shoot 'em up

electronic F11-0-fax (no),  Spec -
trum, soya beans, soap on a string,
spaceship S p a c e s h i p !  No w
that sounds more like it. So, what
are you waiting for - jump into your
nearest Rainbow Arts customised
Sarcophaser (easy enough to find)
and get blasting.

If y ou manage t o wipe out  a
wave o f  a l i e n s  (nas t y  m u l -
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these pods and you can choose to
array y our  lean,  mean  fi ght ing
machine with an awesome array
of interstellar weaponry :  t urbo-
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.

OK, s o  t he  first
stage d o e s n ' t
look particular ly
exciting, but  the
rest o f  Sarcopn-

aser definitely makes up for it.
The graphics are classy, the
whiz bom b,  back  s hot  a nd
speed up weapons make for
plenty of variety and the whole
process is so tr icky that i t's
bound to keep you pumpi ng
adrenalin. When you've been
blasted from the sky (Peking
duck style) for  the  fifteenth
time, it does get a bit annoying
that you have to wai t for  the
title music and the picture to
load befor e  every single go
(yawn) but in the end it's worth
the wal l  I still think that £14.95
is just a bit too much to ask for
what doesn't amount to much
more t h a n  a  top-qua l i t y
budget-style g a m e  w h i c h
doesn't even have  i n-game
music. As it stands, Sarcoph-
aser is great - at e9.99 it would
have been brilliant!1

Have you noticed the great amount of shoot 'em ups
being reviewed in ZZAP! recently? I think it's great
because I really like shoot 'em ups (really, Mai l? -
Ed), and Sarcophaser is a good one. The title music
Is pleasant,  wi th some ver y ni ce mi nor  chor d

changes to give a  very eerie feel  to the game.  The in-game
graphics and sound aren't that brilliant, though. The sprites are
a little small and feebly coloured and some of the sounds are •
well, rubbish, to be quite honest: the alien gunshot sounds like a
bad case of TB! Despite these handicaps, Sarcophaser still man-
ages to deliver the goods required of a shoot 'em up - fast action
and addictive gameplay (well I think they're the important bits
and I'm doing this comment!). The game isn't that expensive at
fifteen quid - in fact that's rather cheap for a Rainbow Arts game
-  so I advise you to check it out before shelling out for that £25Breakout variant.

V Well -  isn't THAT a huuuuge end-of-level alien? Cor blimey,
guienor

StitIa POWERj  I  110112 I  I t e n t  S k o h t  ,fi, 7 4_
ROSICOPOIRSCR tirtS



Every now and again you come
face to face with a mamma alien of
huge fighting proport ions.  Shoot
this missile burping monstrosity.
without coming a cropper on her
extensively p r o t e c t e d  s p i k y
armour plate, and you could be on
your way to becoming as cool as
you look w e l l  almost

M i n  •  a g  •
= 1 :  1 1 • •  
V I M  
a
t u _ _
_  
A

a r . • M •

With s o  m a n y
programmers
going h e l l  f o r
leather to create
revolutionary

games for the Amiga, it makes
a pleasant change to have a
simple-minded bl as t -up f o r
review. T h e  game 's  spr i tes
and ba c k dr ops  a r e  o n l y
remarkable f or  thei r  ga udy
flatness, a n d  m os t  o f  t h e
sound e f f e c t s  s o u n d  l i k e
they're sampled from a West-
ern starring an asthmatic cow-
boy. Luckily, addictive gamep-
lay does a lot to makes up for
all this: pl enty o f  al i ens t o
shoot and plenty of weapons
to shoot them with, make for
fast and furious action which
keeps you on your toes every
step o f  t he  way.  The  Only
periods of nerve relaxation are
the face-offs with the end of
level aliens b y  the time you
meet them you're usual ly so
tooled-up that a few seconds
of frenzied firing are all it takes
to dispatch them! At this price.
though, s uc h shor tcomi ngs
are easily excusable and I 'd
say Sarcophaser is well worth
further investigation.

PRESENTATION 73%
Smooth Controls and selection
systems marred by a labonouS
loading sequence between
games.
GRAPHICS 82%
Unoriginal shop, carefully
detailed backdrops.
SOUND 50%
Pathetic in-game effects fail to
live up to the funky title music.HooKA8arry 88%
One blast and you're hooked.
LASTABILITY 81%
Multiple weapons systems and
carefully graded difficulty ensure
hours of infuriatingly addictive
play.

OVERALL WI%
A top-quality low-pnce action-
packed shoot 'ern up with excel-
lent graphics. Miss it if you dare.

Rainbird, E24.95 disk

S cientists have discovered a
whole new network of  uni-
verses. A s  eac h universe

acted l ike a  sect ion o f  ordinary
space, these areas were dubbed
• realspace o r  ' E igens pac e ' .
Between them lie spacial warps,
which are linked by  gates to the
Eigenspaces, rat her l ik e a  f un-
house maze. For this reason the
network was dubbed the Whirfigig.

Well, if  you understood all that
then it's probably time for a rest in

This r evi ew ha s
been real ly har d
to w r i t e .  T h e
game i s di fficul t
and c onf us i ng,

the instructions ar e  tedi ous
beyond belief and there is no
story to work from. What was I
supposed to do? But now the
easy bi t; what  do  I  actual ly
think? Well to be quite honest,
I hate It The layout of the game
is very much l ike one of  the
'traditional' Star  Trek games
with t he  addi tion of  a  shoot
'em up.  Now,  this woul d be
alright if the Star Trek-like bits
were contr ol l abl e a n d  t h e
shoot 'em up bi ts were play-
able b u t  they're not. Instead
the status screens are all front
and the ship-blasting sections
are incredibly difficult, often to
the poi nt  of  frustration. Why
Maelstrom deci ded to use a
'continuous' rotation system
Instead of  a n Asteroids type
control method I don't know. I
always s e e m e d  t o  w hi z z
around in circles trying to fly a
proper course.  The  instruc-
tions aren't very helpful either,
relying on clever-clever maths
formulae t o  fi l l  t h e  s pa c e
rather than giving useful infor-
mation. There's nothing more
I can say except that I  really
dislike this game.

your rubber room! What the game
entails is  a search through some
4,000,000,000 s pac ia l  s pheres
(aaarghl That's nine zeros!) to find
the fi ve tracts of  Perfect Space
wherein reside the Perfect Solids,
which will yield the secret of t ime

A Penet rate that hole and you'll
enter another universe of pleasure

200
. 1 "
- -
1  
•

••••

travel. With this, you can go back
in the fourth dimension to a point
in t h e  c os mos  unt ouc hed b y
squalid lifestyles and apocalyptic
wars in space.  Apparent ly,  t hat
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 c las s  fi ght er h a s  t w o
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

E v e r  s i n c e  L
o r d s  
o f  
M i d n i
g h t  
L O
W e  
e i . . ,
1 • • • •
• • • ,

made a selling point of packing loads of locations
into his games, and Whirligig Is no different. I have to
say, though,  that for  all i ts four  billion levels and
fancy spinning graphics,  Whirligig just isn't very

playable. Progressing through dozens of  Eigenspaces which
don't radically vary in their content is tedious enough,  but the
boredom is exaggerated by lengthy pauses between levels. Ship
control is also a real pain in the neck, as the mouse is just too
vague for  the control  method.  I 'm sure Whirligig is technically
terribly clever, and the mathematical  structure of the game is
Intriguing, but whether it's worth shelling out £25 to play is highly
questionable.

your own ship and blast you up the
impulse engines!

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

Guiding y our s h ip t hrough 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 mathemat ical relat ionships
and formulae. The key to success
is t o use these to plot  opt imum
routes to the five areas of Perfect
Space, numbered 6 ,  28 .  496,
8,128 a n d  33,550,336.  S p a c e
Invaders was never like this!
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Elite, E24.99 disk
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commandos h a v e
received a desperate may-

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

ht thi n
that a version
! k w W a r n
released s i x
months after  the

64 version (itself already a year
late) would be not worth much
attention. However, if you liked
the ar cade version, and can
consider shell ing out  £25 for
an almost identical copy, this
is for  you.  The audi o effects
aren't al l  that  good,  but
graphics are spot on,  and
action fast and furious.
out putting too fine a point
It, this is almost like having the
arcade ga m e  o n  your  ow n
computer.  The difficulty level
is set perfectly, so that you just
progress enough to want  to
have another  go.  I t's not the
best game on the Amiga, nor
does i t  ful ly justi fy i ts hi gh
price tag,  but if you re looking
for some simple Commando-
style maiming, buy It.

by a  v ic ious ' n '  nasty  group of
revolutionaries. Un f o r t una t e l y ,
their plane crashes before reach-
ing i t s  i n t e n d e d  des t inat ion
(perhaps our hasty heroes Should
have remembered to take a pilot
with them), leaving miles of hostile,
soldier-infested jungle bet ween
them and General Bonn. The only
available course of  ac t ion is  t o
hack a path through the under-
growth.

You and a  f riend take up the
story in simultaneous two-player
shoot ' e m up  ac t ion (wild-eyed
loners are catered for by  a one-
man frenzied fire 'n'  fight option).
The v ert ic al ly  s c rol l ing j ung le
scenes rev eal enemy  bunkers .
bridges, forts  and gun emplace-
ments amongs t  t he natural tea-

V Yornoing through jungle terrain is no hassle tor an ikari Warrior

70 ZZAP! 64 November 1988

A N o  need to shoot those soldiers  - just drive over 'eml
tures o f  rivers,  sandbanks  and
various t ypes  o f  foliage -  jam-
packed w i t h  guer i l la  soldiers ,
tanks and helicopters.

Foot soldiers can be killed with
a single bullet 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 prov ide ex t ra supplies  and
fi repower 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 f ashion f o r  t he  tank -about -
jungle this summer). Once aboard.
you are impervious to bullets but a

Ever since I saw lkari Warriors in the arcades, I hoped
someone would release a home version. My hopes
were raised when Elite announced that they were
due to release a 54 version back in November 1986,
a little whi le before the game actually appeared

(snigger!) to an enthusiastic reception. Now we have the Amiga
conversion, with its improved graphics and sound -  and thank-
fully the enjoyable gameplay has been retained. The graphics are
very good,  perfectly capturing the feel of the coin-op original.
The difficulty is set just about right, allowing you to progress a
little further with each game, so that your interest is maintained
over a long period of time. !ken Warriors is an excellent arcade
conversion and a cracking game in its own right.
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grenade o r  e n e my  s he l l  w i l l
irreparably damage your tank (a
plume of smoke emerges from the
turret). You only have a few sec-
onds t o  bai l  ou t  bef ore you' re
blown into small, gristly pieces.

Isn't war hell?

Maim! Ki l l ! Di s -
figure! ( E x c us e
me while I psyche
myself up for this

que). UIRANWYVAAGHH!!
Vs better). As you can tell,

It takes a  l ot  t o r ouse t he
homicidal maniac In me,  and
Ikan Warriors c omes  reasona-
bly close to achieving that. The
machine-gunning action has a
definite bloody appeal and, as
usual, t w o- p l a y e r  a c t i o n
boosts the playability no end.
It's fortunate that gameplay
so str ong,  i n  fact ,  a s  t h e
graphics are rather too jolly to
create t he  necessary ai r  of
menace, a n d  t h e  mi l i tar y
soundtrack i sn't  real ly ver y
rousing. Sti l l ,  f a ns  o f  t h e
arcade game should be well
pleased to hear that the joys-
tick contr ol  benefits greatly
from the absence of the coin-
op's unwieldy twist joystick. At
this price, I  would hardly call
Ikan Warriors an essential pur-
chase, but It has much to offer
hardened arcadesters.

PRESENTATION 77%
Standard arcade options with
the addition of pause and restart
facilities.
GRAPHICS 75%
Accurate reproductions 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.
HOOKARILITY 85%
The mixture of jungle running
and lank driving is difficult but
enjoyable to play.
IASTABILITY 71%
Exploration of ever-deeper parts
of the jungle is brilliantly addic-
tive.

OVERALL 74%
An accurate conversion of an old
but playable CoMmando variant,
but a high price to pay,

1



Domark, E19.99 disk
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wanted t o  b e  l i k e  L u k e
Skywalker, you had to grow

your hair long, spend hours per-
fecting a wide-eyed goofy grin and
use a broom handle f or a  light
sabre. Imaginative? Maybe. Cool?
Absolutely not.

Just when your reputation was
really at an all-t ime low, the con-
version o f  St ar Wars  appeared.
Coping wi t h  t hat  wa s  a  s inch.
Question is .  c an y ou s t ill c ope
when The Empire Strikes Back?

Your ma i n  objec t ive s ounds
dead simple: reach the protective
safety of a huge asteroid. Trouble
is, you only have five shields and
you've t o  survive f our levels o f
danger fi rs t .  Ge t  ho ld  o f  y our
nearest s nows peeder bec aus e
first of all you play the part of Luke.
Probots are trying to transmit plc-

Cod A n o t h e r
superb c onv e r -
sion i n  t h e  St ar
Wars trilogy -  not
only is It the best

film of the three, it's also the
best arcade game. The variety
Is what makes it so enjoyable -
One mi nute you'r e  ponci ng
around gaining a 20,000 point
bonus flying through the legs
of the AT-ATs, the next you're
swaying left and right in your
seat trying to avoid the nerve-
wracking a s t e r o i d  fi e l d !
There's so many extras that
monotony doesn't  appl y  a s
much as it did in the original
Star Wars t h e  gaining of Jedi
status, shooti ng pr obots for
points and attempting to stop
each wave reaching a  goal ,
just blasting the  hel l  Out of
everything -  it's great! Maybe
It's simply because it's got that
huge name behind it, but The
Empire Strikes Back is bri l l iant

Hurrah! one of my
favourite ar cade
machines ( n o t
that you see them
much nowadays)

converted t o the  Amiga.  I t 's
not quite as good as the origi-
nal -  the vector graphics are
just a  tad too slow for  that -
but who cares when you can
zoom through the sky shout-
ing out  'Death to the Empire'
and 'Ki l l  Dar th Vader ' a t  the
top of  your  voi ce , . .  e r
preferably, when there's no-
one else i n the room.  Being
able t o use the  mouse I s a
definite I mpr ovement  o v e r
messing about with a sluggish
joystick, and really recreates
the a t m os phe r e  o f  t h e
arcades. The only real disap-
pointment I s  t h e  s ound -
surely the Amiga could have
provided us  wi th a  bi t more
than a  Chewbacca roar  and
one or  two sampled squirts?
Still, I 'd rather  play this than
any other  Empire conversion
I've seen.  I n f a c t  I  think
have another go

if Domark's The Empire Strikes Back - the most faithful version of
the coin-op to date

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

tures o f  t h e  Rebe l s '  p o we r
generator t o  Dar t h Vader  a n d
you've got  t o t ry  t o shoot  t hem
first,

Immediately. y o u ' r e  f ac e- t o-
face with small AT-ST and huge
AT-AT walk ers :  y ou ' v e  g o t  a
limited number of tow cables to fire
before you make it  t o the rebel
base. Nex t ,  look  cool,  because

Han Solo's  in the hot-seat next.
The Mi l lenium Falc on i s  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

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 m a k e s  y o u  inv inc ib le
against all Dark Side enemies for a
limited amount of time,

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

Domark did a pretty good job with the Amiga con-
version of Star Wars and they've done it again with
The Empire Strikes Back, The careful presentat ion
manages to recapture a lot of the frenetic atmos-
phere of the arcades, and as you've got the option

of using the mouse (which I'd definitely recommend),  you don't
have to worry about controls and can just get on with doing what
comes naturally -  le, shooting mindlessly at everything in sight -
great! I t's a pity that following the unexceptional  quality of the
sound in Star Wars, Domark haven't thought to improve it a bit the
second time around. OK, so it's true to the original but the arcade
version was released some time ago. A more up-to-date sound-
track and the Amiga conversion really would have been some-
thing to shout about.

PRESENTATION 81%
In-game instructions, difficulty
levels and bonus sequences -  if
you had to put 10p in the Amiga,
you'd almost be playing the
coin-op
GRAPHICS 53%
Faithful to the slightly outdated
original though just a touch too
slow when the screen getscrowded.

D 51%
.y Star Wars title tune plus

pled speech and one or two
tonal  effects.

LITT 84%
just got to see whether
complete all four stages

ne ge •

TABlurry 79%
and whether you can dO

again, with more points or fan-
cier flying.

OVERALL 82%
An excellent conversion -
atmospheric, addictive and
faithful to the coin-op.
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going to take from you and
has dec ided t o  t urn t he

tables. Us i n g  t h e  home-made
laser digit isat ion equipment  that
you recently interfaced it with, the
computer ' s omehow'  sucks you
into its binary by-ways and plonks
you behind t he handlebars of  a
light-wheel f or a  game of  At ron
5000. What a good plot. It makes
you wonder why no-one's made a
film like this (IRONY WARNING).

Atron is  a  bat t le t o the death
between you and another rider,
fought i n  a  series  o f  sc rolling
arenas, l it t ered wi t h  obstac les.
Each light -wheel mov es  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.

As far as I 'm con-
thisuer neo,

knocks pixels off
any of  the other
Tron g a m e s

we've looked at this month. Its
12 different arenas give it the
variety the others lack and the
pickups lend the game an air
of mal i c i ous f un.  Not hi ng
beats watching your opponent
go up i n flames after  you've
dumped a wall right in front of
him. Nothing,  that Is, except
watching hi m head towar ds
the s i de  o f  t he  ar ena t hen
speeding hi m up a t  the last
nano-second so he can't turn
in time! The graphics are even
more sophisticated than they
need t o  be ,  w i th bas-rel ief
pipes and domes cutting down
the space to manoeuvre,  but
sound isn't used particularly
well. Al l  you really get are a
couple of digitised VROOMs at
the start -  it would have been
nice to maybe have a sample
of the NYEEEEE sound from
the film. Still, Atron's loads of
fun, a n d  a t  t he  pr ice,  wel l
worth a purchase.

72 ZZAP! 64 November 1988
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Li If you're looking for fancy graphics and sound, don't
buy Atron 5000; i f you're looking for  one of  the
simplest and most addictive games on the Amiga,
look no further. There's something about the way
It's brought out the malicious instincts of everyone

in the office this month -  it's almost worrying to think your so-
called friends could gloat so much when you slam into a brick
wall! Ws so hard to put down -  you're always coming back for
'just one more go' so that you can wipe the floor with a grinning
Geordie, an out-of-her -tree Austro-Egyptian or  a rad-lad from
Flint. Quite simply, it's brilliantly addictive from the first time you
pick up the joystick; but bewar e- it's the ideal way to lose friends!

Aargh! Colli5lon! Banana!

Each icon is  one of two colours.
corresponding to the colour of  a
light-wheel. A red bomb, for exam-
ple, erases the trail of the red rider,
while a  y el low b o mb  does  t he
same for the yellow rider, An 'S'
puts one  light -wheel int o t urbo
mode. consequently making it a lot
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 t o  b l ow an  escape rout e

=

through an obstacle. When a ' W'
icon is activated, a wall is instan-
taneously built  right in the path of
your opponen t ,  ins p i r ing b i g
laughs all round. (le, HA HA).

The fi r e  but t on ac t ivates  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  giv ing his light -wheel
turbo s p e e d  j u s t  a s  h e ' s
approaching a wall.  What  a nice
game,

Wow! -  two games based on one of my favourite
films in one Issue! It's enough to turn you pink with
pleasure -  when it's not making you so mad that
you're going a nasty shade of bright beetroot puce,
that is. If you want to make new friends, don't invite

them back to your house for a nice cosy game of Atron 5000- I ts
designed to bring out the worst in everyone. You just can't resist
letting out a gloating snort when somebody else careers head-
first into a brick wall (and nobody laugh at me, or else )  You
wouldn't go out of your  way to call the graphics outstanding
though the clashing, bashing sound effects are pretty atmos-
pheric -  it's another  one of those situations where gameplay is
all that counts. One reservation - the one-player option is slightly
easy. But who cares when there's a whole stack of friends you
can really annoy?

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%
Not brilliant, but differing arenas
provide more variety than most
games of this type.
SOUND 65%
Good sampled effects and
reasonable whooshing and cor-
nering sounds.

HOOKA81111Y 90%
Play is fast and the many cun-
ning methods available for 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, but
the urge to bump up your score
is hook enough, and the two-
player option will keep you goingfor months!

OVERALL 87%
An exceptional variation on the
old Tron theme, especially
addictive in two player mode_



1

•

Commodore 64 street, shots

icoitc4

Spectrum
cassette  E 7 . 9 5
Spectrum +3 112.95
Commodore M
cassette £ 9 . 9 5
Commodore 64
disc £ 1 2 . 9 5

For mail order please send your order and remittance (cheques
payable to British Telecom pk 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 INCIA 1PS.

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



Ak

.1111,11

•

1

1
T
h
a
r
l
s  
b
i
n 
s
o
m
e  
r
e
a
l  
r
o
o
t
& 
t
o
o
t
'  
t
r
o
u
b
l
e  
d
o
w
n 
a
t  
o
l
'  
G
u
l
c
h 
C
r
e
e
k
.  
T
h
e

innocent bwnsfollt are bein' hounded by them pesky varmits from
Dusts Place and thugs are lookinl bad.

But, when thugs get bad ... the locals send for you, Quick Hand Luke.
Six guns a'blayin, you're meaner than a rattler an twice as deadly, as

you sends ol' Dusty's critters to Boot Hill Cemetery.. . but watch out for
them poor ol' Townsfolk

Great graphics, sound and addictive action . .. reckon you sure ain't no

4 1 1 1
0 4 1 0

- • •  jo y s t ic k  King if you can't clean up Gulch Creek!

• •
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strains o f  p i p e  mu s i c  a n d
ambrosial me lod ies ,  M o u n t

Olympus i s  ec hoing wi t h  l o u d
voices, t he c lash of  armour and
unmentionable lour-let ter words,
There's one four-let ter word we
can ment ion t hough and  that 's
ZEUS (you know - the one with the
beard and the thunderbolt). Bored
with a l l  t h i s  quarrel l ing h e ' s
devised a contest to shut them up
once and for all.

The new enhanced version of
Powerplay ( t he or iginal  A mi g a
game was released last year) fea-
tures 21 hand-drawn portraits of
all the characters in addit ion t o
improved graphics and more finely
animated challenge screens. Play
itself remains  pret t y  mu c h  t he
same: up to four players choose a
difficulty level and pick a team of
warriors f rom a  suitably godlike
selection.

Gods take it in turns to decide
on a piece and answer a  t riv ia
question. Get  it  right and you're
allowed to move the appropriate
character one square in any direc-
tion on the mult i-coloured board

A This is one stony glare you won't forget

(different colours represent differ-
ent triv ia subjects). As  quest ions
are ans wered correc t ly ,  e a c h
character accumulates  wi s dom
points; a score of 25 or more gives
you t he opt ion t o  mut at e t o  a
higher grade o f  character (and
there a r e  s ome pre-t t -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 s tart
moving about and stretching their
legs of their own accord. T r y  to
move on to a square occupied by
an opponent  piece and you're in
for a  fight w e l l ,  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  eac h ot her t o
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 y ou' re
demoted a  c harac t er  g r a d ! .
There's no grade lower than one
so of a grade one piece loses a
head-to-head i t  vapounses and
disappears from the board.

As I 've been hooked on trivia games ever since I
watched my first episode of Sale Of The Century, I
could hardly control  my excitement when I heard
about Arcana's latest release. (it hasn't got Nicholas
Parsons, for a start). On all formats, Powerplay is still

the best fix of computerised trivia around - it manages to involve
all the players all of the time and doesn't give hours of playing
time to the smarmy smart alecs who've tried to memorise the
questions beforehand (l ike 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-
phere. This is probably the smarter version of the two but don't
bother buying it if you've got the original.

There's jus t  one snag.  I f  you
make all your opponents  disap-
pear there's going to be nobody
left t o  praise t he  smartypants.
Serves you right, clever clogs!

At l east  t he  6 4
version o f  Pow-
erplay h a d  a
sense of humour

you'd have to go
far to fi nd much sillier chal -
lenge music -  which is basic-
ally what made it fun to play.
Apart from the graphics, which
do l ook pretty good,  al l  the
other Am i ga  i mpr ovements
leave m e  cold.  The  way the
characters keep going off and
walking about  on thei r  own,
creating a challenge when you
most definitely don't want one
(ie. have zi lch strength) gets
pretty annoyi ng -  pr obabl y
why they cal led i t  irritability
factor. There isn't any sound
to speak of and the slowness
of the action gave rise to one
or two hefty snores.  Unl ess
you're a  tr ivia addi ct,  thi nk
before you gr ab this off  the
shelves.

V Go on - you can beat a dog, can't you? Well, in Powerplay, even the dogs have brains, so you'd better watch Out
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This was  one of
my all-time faves
on the  good ol '
64, be c a us e  i t
wasn't just a l i t-

eral translation of a question
and answer game-  it was also
fun! I particularly liked the jolly
challenge musi c,  somethi ng
which this version lacks (and
suffers as a result) -  in fact, it's
on t he  whol e  l ess cute  ' n '
cuddly. However ,  thi s  mor e
formal 'epic' approach works
extremely w e l l ,  n o t  l e a s t
because of the superb pics of
the chal lenging armies.  The
random element adds a touch
of fate which can sometimes
be annoying -  but then, what
would the game of the gods be
without Fate? The clever ques-
tion and answer  system and
the levels of  di fficulty mean
that even if you think you know
the answer, you're pushed to
find it in the time allowed. On
the whole, it's the kind of game
go crazy over (being an aspir-

ing smart-arse),  and if you're
into trivia too, check it out.

PRESENTATION 88%
Up to four players can choose a
godlike array of warriors to fight
over a range of difficulty levels.
Practice option and a digitised
end-game message from Zeus.
GRAPHICS 84%
Celestial detail and clever an
nation make for some heaven4
moments. (Gr000aaan - Ed.)
SOUND 55%
A few sampled effects - nothing
to write home about
HOOKABILITY 86%
Designed to make you want to
beat your know-all opponents to
a pulp.
LASTA81LITY 79%
A huge question file ensures
hours of fun - if you can still per-
suade your friends (?) to play.
that is.

OVERALL. 82%
Fit for the gods-but not if you've
got the other Amiga version
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of holocaust: the Intergalac-
tic Liberation Organisation is

threatening to destroy the Earth. A

This has to be one of the fastest games I 've ever
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to slip into a parallel universe in which time runs
slightly slower. Now I've said that you're probably
thinking that  dr iving and blasting a t  br eakneck

speeds is pretty exhilarating stuff, but I 'm afraid it isn't. Speed
has been gai ned by  compromising on animation and hence
realism, so tanks,  tank traps and hel icopters appear  on the
screen onl y to disappear  again almost immediately.  Di v i ng
towards such a high-speed onslaught of obstacles Is more a test
of luck than skill and you just don't feel in control of the action.
Consequently,  for  al l  i ts pretty graphics and raucous sound
effects, Fire and Forget just isn't very compelling. Certainly not
Compelling enough to merit such a whopping price tag.
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Elite, E24.99 disk
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superhero. H a l  Y o u
expected m e  t o  t e l l  t h e

underpants joke didn't  you? Well
I'm not going to tell the underpants
joke s o  t h e r e ,  N Y A H !  T h e
superhero in  ques t ion i s  B o mb
Jack s t a r  o f  a rc ade s c reens
throughout the land as he, risking
life and l imb t o save the planet

. 7 6  ZZAP! 64 November 1988

powerful force is needed to restore
freedom t o  t h e  wo r l d  a n d  -
wouldn't  you know it? -  that force
turns out to be you.

Equipped w i t h  t h e  Thunder
Master -  a  f o u r  whee l  d r i v e
armoured vehic le wi t h  a  roof -

A New  York is just piled high with explosive devices to dispose of

•

A Which Theatre of War would you like to bring carnage to? •

C T

Bomb Jack was one of my most favourite arcade

4  g a m e s  a few years ago and I was incredibly disap-
pointed by the 64 conversion. When I heard about
an Amiga conversion, I thought that at last I would
see a decent home version of the game, but, lo and

behold, i t's not much better  than its predecessor! The arena
seems bigger, which improves the gameplay a bit (a very little bit),
but the robots act so stupidly that it's far too easy to complete
the first set of levels. The opening music gives you a general Idea
of what to expect,  in fact I'd go so far as to say it's the worst I 'v•
heard on the Amiga. The graphics aren't much better either: the
backdrops are OK,  but the effect is ruined by the emaciated
sprites and piddty platforms. Bomb Jack is a seriously sub-stan-
dard Conversion and I expect much much more from the Amiga.

I

e”

• •••ch.t4 t h e

from ( b l a b ,  blab. blah).
Now, s o me  nas t y  charac ter

from somewhere vale in  s ome-
where else land (okay. I 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 -  n a me l y  t h e  G r e a t
Pyramids, the Parthenon, Disney-
land. Miami Beach and Hollywood

Well, er  T h i s
isn't real ly what
honest (7) games
reviewers like us
are looking for at

C24.99, hi It? I mean, the 64 ver-
sion wasn't up to much and,
despite a r c a d e - a c c u r a t e
graphics (eaah,  I  remember
the arcade),  this isn't either.
For a start, it's too easy -  a lot
easier than its coin-op coun-
terpart -  and to make things
worse, i t's far too expensive.
Then the sound is pretty terri-
ble -  I 'd rather be kept awake
all night l istening to the Be .
Gees -  and the presentation is
virtually nonexistent; get  the
Impression t ha t  ther e's not
much t o  r ecommend I t? i n
fact, wouldn't this kind of basic
platform game - licence or not
-  be better around El 0-15? I'd
only ur ge ardent fans of  the
original t o try i t.  On second
thoughts,  no I wouldn't.



mounted missile launcher and an
optional air assault craft called the
Thunder Cloud (hard, or what?) -
you mus t  drive through s ix  key
areas t o  des t roy  t he I LO 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%
Unusual (irrelevant) samples and
passable music.

HOOKAIIIISrY 53%
The very fast action is more of an
annoyance than a source of
excitement.
utsniurry 38%
Three skill levels do nothing to
help your world-saving quest

OVERALL 47%
A poorly programmed Road
Blasters variation. Easily forgot-
ten (predictable comments Inc).

-  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 o f  robot  warriors  at  eac h
scene t o guard the bombs,  You
take t h e  p a r t  o f  t h e  da r i ng
superhero in his race to defuse the
bombs before they detonate, by
leaping across plat forms pick ing
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! I said re
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
nett' all good about the sprites.
SOUND 23%
Well, it's in tune _

HOOKA:WTI' 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

0  n those days when the bus
is late, there's  a  bumper
edition o f  G a r d e n e r ' s

Question Time and you can't  find
your deodorant, cheer up -  life on
other planets  is  EVEN WORSE.
Granath, for instance- a planet full
of whopp ing  g rea t  prehis toric
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 survivethis h o s t i l e  env i ronmen t  i s
depicted in the form of a series of
t imed horizontally scrolling levels.

Sensibly equipped wi t h  bik ini
and leather lash, she jogs along,
leaping chasms,  c limbing s teps

and whipping c rowds  of  prehis-
toric blobs into the ground. Hitt ing
headstones reveals bonus objects
and fox time icons. Collect enough
of the lat ter and you're want ed
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A I n the caverns, where gem collection is the primary occupation of
the female werefort

A Foxy lardy, Corinne Russell lets fly with her trusty whip

I didn't think much of the 84 version when it came in,
and, deary-oh-me,  the Amiga version is no better.
Gameplay is still the same pointless move-r ight-
crouch-whip stuff that had me slumped over the 64
keyboard, which is no more than you would expect.

I suppose. But  the graphics and sound - surely they're improved,
Paul?' Well,  not really. Miss Foxy Amazon lopes along like a
reluctant jogger to the beat of some Insipid jungle disco sounds,
and Granath's itinerant fauna still consists of poorly-animated
mutant t h i n g s  .  V which don't resemble anything that could
evolve by Darwin's processes of Natural Selection. Sound effects
don't exactly recreate the mystery and excitement of the jungle,
and even Vixen's deadly whip makes a noise like someone click-
ing their fingers. Suffice it to say that the game lives up beautifully
to the very tacky packaging, and is deserving of no-one's money.

access to an underground bonus
level.

At this point the foxy lady stops
being a lady and turns into a fox.
Underground g o o d i e s  i n c l u d e
mega gems and mega whips. Col-
lect them all and you're back on
the surface resuming t he whip-
lashing bat t le t o  survive. Epic ,huh?

The Vixen publicity campaign has really fallen flat,
spiel on its face. I f the box weren't covered wtth
pictures of Corinne Russell. it probably wouldn't be
so noticeable that the Vixen sprite doesn't look like
her at all. With no face, a gait like a limp chicken and

a l imbo-dancing death throe, she doesn't look as if she could
survive a  tiny tots' disco -  let alone Granath.  The appal l ing
graphics wouldn't matter so much if the gameplay made up for it
-  but it doesn't.  Hour  upon hour  of crouching and whipping is
about as fun as eating ten raw elephants with false teeth. Bleuch/
The controls are awkward and so is the scrolling. If you feel like
splashing out, splash Out on something else.

Vixen, in my ;win-
got off  to a

bad start with the
public, retying on
the s o f t w a r e

buyers' per v i ness  a n d  a
stream of  controversial pub-
licity to promote sales. All the
hype seemed to me to be built
up around a load  o f  pret en-
sions, a n d  w e  fi n d ,  a s
expected, t h a t  t h e  g a m e
doesn't live up to these preten-
sions. T h e  j ungl e - m us i c
soundtrack s o o n  be c om e s
tedious, and the graphics look
as dated as an episode of Lost
In Space except Vixen is in col-
our, worse luck. I  say 'worse
luck' because the colours are
hideous. I  mean,  gr een a nd
orange monsters,  yeeeuurg!
Howevermuc h M a r t e c h
charged for this it would be too
much. Actually, you'd have to
pay me to have this! Vixen is
dreadful. Really dreadful.  Got
the message?

PRESENTATION 45%
Unless you count the Corinne
Russell poster - nothing special
GRAPHICS 35%
Featureless main sprite sur-
rounded by prehistoric alien
blobs.

SOUND 47%
Average in-game tune plus Tar-
ran drumbeat.

HOOKABILMF 26%
Curiosity keeps you playing until
you get to the bonus Section . , .
LASTABILITY 15%

but not much longer.

OVERALL 25%
A totally unoriginal collect 'em up
%fifth nothing at all to get in a
lather about.
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wasn't exact ly helpful. St ill,  now
you're in the Special Operat ions
Corps (SOC), you've been sent on

Good grief! Come on Imagine, I thought the Amiga
games market had passed through the 'Never Mind
The Game, Look At The Graphics' phase! The level
of gameplay in Army Moves is so minimal that
annoys me to think that people may have paid out

big bucks just so that they can practise holding down the fire
button and religiously going through two joystick movement pat-
terns. The slightest deviation from the stringent stick manoeuv-
ering results in instant death, and a return trip to the start of the
level! So if, after ten minutes' play, you haven't vengefully put the
disk under  the grill and watched It bubble its way into oblivion.
you'll be slumped over your joystick dreaming of happier times.
I regret the loss to the world's natural resources caused by the
production of this utterly awful 'game'.

Players, E9.95 disk

1111 you had a fresh planet to col-
onise, probably  the last name

you

 think  o f  (barring a  f ew
other unac c ep t ab le  o p t i o n s )

Yeuchl Gi ve m e
A • a r t n n

, • J t A , V  d U
Yday, since this is

a hope l ess  3 D
interpretation o f

one o f  t he  m or e  addi cti ve
game genr es.  O K ,  s o  t h e
sound i s  annoyi ng a nd t he
game over  tune grates: and
OK. so the graphics are basic
to a fault b u t  the gameplay's
all right, isn't it? Well, erm .
no. The gameplay is basically
crap. I  c a n  guar antee t ha t
within ten seconds of starting
the game in the maze, you'll be
dead. I f you're unwise,  you'l l
pick up the joystick to have
another go.  Try a  thi rd time,
and you should be  certified.
It's frustrating,  tedi ous a nd
irksome, a n d  s houl d ha v e
been kicked in the teeth long
ago.
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a well dangerous mission to steal
information from the enemy.

You must fight your way over a
bridge in your jeep,  t hrough air
defences in your helicopter anc
finally, on foot into the headquar-
ters t hems elv es ,  p r o c l a i mi n g
yourself a hero! OK OK and a 'wen
'ard geezer'  i f  that 's  what  y ou
want

I must admit I 've
never s e e n  t h e
arcade game,  so
I can't  comment
on whether this is

an accurate conversion or not,
but if it is faithful to the coin-op
original, than I can safely say
that it wouldn't get any of my
ten pees pushed into it! Army
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 they're nothing short of
pathetic. The action is fiercely
difficult and the only way to get
through l e v e l  o n e  i s  b y
repeatedly shooting,  jumping
and backing off -  not the most
engrossing gameplay ever. I f
you like your Amiga, then don't
make it suffer by loading this
into It.

"kkilko

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

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
and you end up crashing head first into an invisible wall (even
funnier). Unless head-butting is your favourite sport, use your
brain and give this one a miss.

V Well,  of course you did - you moved the joystick, didn't  you?

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

FUEL

PRESENTATION 28%
A high score table a n d  that's
it

GRAPHICS 21%
Bland sprites and sparse back-
drops utilise little of the Amiga's
potential,
SOUND 12%
Constant unrnelodic title track
and pathetic effects
HOOKABlurry 33%
Frustratingly hard from the word
go -
LASTABILITY 29%

and very boring.

OVERALL 24%
Almost non-existent gamepiay
makes this very poor value for
money.

would be Spam.  Pity the Spaz-
mods  didn't think like that • ,

Having s a d d l e d  t hems elv es
with such a depressing name. the
Spazmoids need s omet hing t o
cheer them up - so (wait for it)
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 3D which gets
filled in occasionally.
SOUND 31%
Repetitive tune plus realty irritat-
ing game-over sequence
HOOKABILITY 7%
Less hook than Frank Bruno with
his arms in plaster
.LASTABILITY 5%

and even less long-term
value_

OVERALL 9%
A pathetic parody of a Trorp-style
game, with crippling controls
and as much excitement as a day
with Paul Glancey.
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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 f rom the truth over years of
telling.

The thing is.  t he bat t le is  st ill
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

I l i ke a  bi t  of  a
challenge, b u t
Beyond t h e  I c e
Palace t a k e s
things a bit far! It

looks and sounds very nice,
but play is made discourag-
ingly di fficult by the !E&41n9
monsters whi ch l ur k out  o f
reach of  your  weapons (and
sometimes out of sight) then
pounce or  ti re a t  you when
there's no room to take eva-
sive acti on.  Ther e  i s  s om e
compulsion to get to the end
of the first level, but the rest of
the game just seems to be a
maze of platforms and ladders
-  dullsville, dad! it's a pity Elite
haven't used their  resources
on conver t i ng t h e  or i gi nal
Ghosts .
n •  
G o b
l i n s  
i n
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e a
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o
f

producing what appears to be
an imitation. I know that I 'd be
much more keen to spend £25
on that,

gradually being overwhelmed by
the forces of  evil and so 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

V He who laughs last is probably about to kill you
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them.
Guess what " One day,  whils t

you were walk ing in the woods.
you saw something shimmering in
the undergrowth. It was an arrow.

Driven b y  t he  forces  o f  t he
woods, you fi nd yourself walk ing

a  The surroundings may be chilly but the action is pretty hot Beyond
the Ice Palace

Grrrl Anybody wanna fight? I 've just been playing
Beyond the Ice Palace and it's really put me in the
mood for a good punch up! The maddening frustra-
tion induced by this game took its toll on the joystick
I was using,  whi ch popped a few microswitches

when I  s..tarted mashing i t into the desk! Sometimes i t's just
impossible to avoid the monsters or shoot them, so you end up
dead through no fault of your own. Infuriating, huh? Well, as if
that wasn't bad enough,  the game casts some kind of spell of
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 they could have been better, and once you're
proficient at the game, I think you'd want more than three levels
for your £25. And I'll kill anyone who says different!

as if in a dream, towards the land
beyond the Ice Palace, The world
you eventually see is a desolate
wasteland, t he t rees  dead and
decaying. the buildings shattered
ruins. You don't  really get t ime to
take in the desolation of your Sur-
roundings, as a fl ight of  demons
swoop in towards you.

You hurl your weapon at them in
a last-ditch attempt to save your-
self, on l y  t o  fi nd t hat  another
weapon is  in your hand as if  by
magic, ready  to fight again. And
so, wi t h  a n  endless  supply  o f
weapons and the help of the wood
spirits wh e n  y o u  a re  really  i n
trouble, you wend your way further
into adventure,  along plat forms
and up precarious ladders, to 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

Beyond T h e  I c e
Palace i s  t h e
latest in a line of
Ghosts 'n' Goblins
variants a nd yet

again the new game isn't as
good a s  t h e  or iginal .  T h e
graphics are good at times, the
diseased t r e e s  a n d  m a i n
character animation are par -
ticularly impressive, but occa-
sionally the effect is let down
by poorer sections such as the
bland and repetitive bui lding
graphics. The sound is none
too astounding either, consist-
ing of a drab soundtrack and
average spot  effects.  As  for
playabillty -  well, ther e isn't
really a  lot to it,  and what's
there i s  di fficult.  I  suppose
that's because there are only
three levels, so they don't want
you to finish too quickly, now
do they? Well  I  was finished
playing af ter  a  shor t  whi l e
because I got a bit fed up of the
same ol d thi ng al l  the time.
Have a look if you're a fan of
the genre, but I can't see a lot
of others being that enthused.

PRESENTATION 61%
Plot-divulging opening scroll
and a few options. comprising
key definition and music on/off.
GRAPHICS 72%
Vary in quality, but the sprites
and backdrops are generally
well-defined and animated.

SOUND 66%
Average music and Inoffensive
effects, but not much to create a
spooky atmosphere.
HOOKABILM 63%
A little too difficult to get into due
to the evasive enemies.

LASTABILITY 69%
Just a tad repetitive.

OVERALL 70%
A slightly above average Ghosts
'n' Goblins game.
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closer and closer to a nuc-
lear suic ide in  t he lat ter

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 k nowledge t o  at t empt  t o
patch u p  t he  problems  o f  t he
human race. Due to the expected
length of  the mission, the project
called for a completely self-con-
tained env ironment  c apable o f
maintaining l i f e  f o r  a  limit less
period of time. For this reason, the
research a n d  d e s i g n  t e a m
developed the Pandora system, a
seventh generat ion computer,  t o
control t he env ironment  on  t he
ship -  also named Pandora -  as
well as the security systems.

The computer was fitted with an
experimental c omponent ,  B i o -
Rhythmic Stabilisers, which could
not be tested fully due to the alien
condit ions required t o  p u t  t he
computer through its paces. It was
suspected t hat  i f  t he Stabilisers
were t o  malfunct ion,  t hen  t h e
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  t reated much
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A I n the Pandora's chapel, and the resident clergyman looks like he eats
Atheists tor breakfast

fr
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I didn't expect to
like P a n d o r a ,
since t h e  fi r s t
phrase that usu-
ally spr i ngs  t o

mind when I  see this type of
game i s  'adventure-strategy
game, ugh!'.  But I must say I
was pleasantly surpr ised t o
find it extremely playable and
atmospheric. I t  does require
some thought (something I 'm
not particularty equipped for),
but t h e  puz z l es a r en' t  a s
ambiguous as some 'serious'
adventure games and the ans-
wers can be found quite easily.
The graphics portray the vari-
ous characters and positions
nicely, wi th some brill details
like the priest's cape and the
headbutting hoo l i ga n  ( a l -
though the  markings on the
squash court don't seem quite
right). Sound is used sparingly,
but to good effect nonetheless
-  and the title music is of a very
high standard. You don't usu-
ally s e e  pr esentat i on a n d
graphics of this standard in a
strategy game,  which makes
Pandora s tand out  fr om t he
crowd.

A Woul d you approach that shady looking character on the lett?

(Ike a foreign island, with its own
nationals running their own sys-
tem, the computer rather like the
lord o f  the land. Only  now,  200
years later, is it considered to be
worth more than the usual amount
of attention, because instead of
maintaining its course the ship is
on its way back to Earth, and it i n
a hurry.

You play  the part  of  an inter-
galactic s alv age operator,  wh o
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 condit ions caused the sys-
tem to go wrong.

Fully equipped with chapel, pri-
vate chambers and squash court,
the ship is  burs t ing wit h c lues.
Corpses lit ter t he corridors  and
exploration reveals plenty of pretty
peculiar objec t s  (what  a re  y ou
supposed t o  do  wit h a  Ma l ian
brain -  I ask you?).

Those humans still alive will usu-
ally want something. Provide them
with t he appropnate thingy and
they'll us ual ly  g iv e  y o u  s o me
incredibly v aluable pres ent  i n
return. Get too close to someone
(droids included) when you're not
carrying the igh1 oblec t  though

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 I
got completely flattened, by the way) I was hooked.

You can spend ages just wander ing around exploring all the
different rooms observing all the other people -  which is great
'cos most of them are ravin' mad. Once you've got into the puz-
zles you can forget about catching that latest episode of That's
My Dog -  you'll be playing, getting massacred and trading right
through until old Rover's dinner time. It could have done with a
bit more sound and some less awkward push-scrolling, but apart
from that I couldn't find anything to complain about. Shame -  I
was looking forward to a good gripe



and, no questions asked, you're in
the middle of a fight. Though you
can control the power  of  your
punches, unl ess y ou  ha v e  a
weapon, mor e often than not ,
you're likely to lose.

Survive al l  this and you just
might make it back to the shuttle -
I wouldn't bet on it. though.

A So what do you do now,
arcade adventurer? (Cue

diabolical laughter)

When t h i s
appeared on the
64 I found it less
than enthral l ing,
but the program-

mers have taken advantage of
the Ami ga's better  graphics
and enhanced the game with
some very smart sprites and
backdrops. T h e  P a ndor a 's
residents, though not particu-
larly well animated, are all eas-
ily discernible and each has its
own char acter .  T h e  p u n k
struts around, sticking the nut
on wal ls and causing fights,
while t he  pr iest j ust stands
there, looking mysterious with
his cl oak fl appi ng i n  s om e
supernatural breeze. The sad
thing is, the basic gameplay is
still mor e or  less the same.
Meet one character,  find out
what t h e y  w a nt ,  fi n d  t h e
character who has what the
last one wants,  and on it goes.
Lets face it, if you were play-
ing an adventure whose puz-
zles just consisted of  obj ect
bartering you wouldn't find i t
terribly c om pe l l i ng.  S t i l l ,
because there is so much else
going on, Pandora manages to
get away with it and emerges
as a game which provides a
respectable level of entertain-
ment, for a while at least

PRESENTATION 84%
Loads and loads of outstanding
in-game features. but the scrolly
messages are a tad too rapid
GRAPHICS 86%
Impressively detailed with plenty
of humorous touches.
SOUND 80%
Funky tune with sampled
guitars
HOOKABILrry 90
3
/0
Immediate playability ensures
instant appeal..
LASTABILM 85%

and with so many puzzles
its bound to last,

OVERALL 87%
A boxfull of Mcks, puzzles and
entertainment, more absorbing
than a Fiesta kitchen towel.
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the strange Quadralien forces
begin to appear in increasingly

high numbers. Until recently they
have been rather annoying, but no
more. Robbing ships and stealing
supplies wa s  a l l  t he i r  ac t iv it y
added up to: but now they are act-
ing m u c h  m o r e  menac ingly ,
threatening t o invade the colony
worlds of  our solar system. They
have already killed humans with-
out robbing the craft, an act which
suggests t h a t  somethi ng i s
afoot . . .

You are a  travelling technical
engineer, specialising in danger-
MS situat ions involv ing nuc lear
power a n d  o t h e r  radioac t iv e
power sources, and  are not  t o
pleased to be dragged out of bed
to rush to Jupiter's Astra station.
When you hear the reason for your
hasty summons, your agitation is
replaced by increasing apprehen-
sion. I t  appears that for  some
reason D y M S E C  ( D y n a m i c
Magnetics Sy s t em o f  Ent ropy
Control) has gone haywire, shut-
ting o f f  t he cent ral computer's
external communicat ions  circuits
and ignoring t he  ris ing reac tor
temperature. But  that 's  not  t he
only problem . . .

Astra's main purpose was  t o
transmit energy  along quantum-
quantum beams to long distance
stations and  installat ions. How-
ever, it seems that the Quadraliens
have found a way to travel along
these beams and have infi ltrated
Astra s tat ion.  S o  y our  t as k  i s
twofold: search the ship, dropping
collant barrels into reactor shoots
and reducing the entropy to keep

A L I E N
the core temperature down, and
find and destroy the mother Quad-
ralien -  otherwise,  t heir  forces
could extend throughout our solar
System, leaving a trail of devasta-
tion wherever they go.

The c e n t r a l  c o mp u t e r  h a s
locked out all the higher levels, so
you must clear the lower levels to
reveal an access code which will

Urghl I've just spent the last hour trying to decipher
Quadralien and I don't think I 've really managed lt
yet. The concept of droids shutting down a space
station is pretty reminiscent of Paradroid on the 64
but t he  instructions ar e about  a s  helpful  as  a

Swedish train time-table in Japanese. You can send off to Logot-
ron for hints but that seems a bit extreme for what's basically an
arcade game -  even l i l t does have a strong puzzle element. In
spite of the competent graphics and the obvious care that's gone
into all the presentation, I can't really see something as obscure
as this appealing to the average games player; however, if you've
got plenty of time and energy coupled with a lunatic streak, you
might want to give it a whirl.

Nice graphics, huh? Who needs them when they're tagged onto a
game about as entertaining as a night out with PG and ME?

A Wel l  -  is it obvious to you what's going on?

enable you t o use the lift t o the
uppermost levels o f  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 mus t  s end  i n  s ix  remot e
drones t o  c arry  Out  t he  tasks
required. These range from a stan-
dard ' t u g '  t y pe drone t o  laser
armed hunter drones.

You must  succeed in securing
the s t at ion.  T h e  a l iens  h a v e
already t apped into Jupiter sta-
tion's power beam.  Who knows
where they could infiltrate ne click,
tizzz.7777

i l r  % . 4 k A CI
,
. . 1
,  
I t t l  
,  j
,
v e s  
u
u
o  
i m
p r
e 5
s t
o n  
0
1  
L
i
e
f
f
l
y  
a
n

involved arcade/strategy game, but continual plays
reveal a graphically and technically impressive pro-
gram that  pays no attention t o playability. The
objective is simple enough,  but how to go about tt

remains a complete mystery, even after several long sessions
trying to find a clue. The plot is extremely contrived and gives the
impression that the programmers want you to think that they're
ever so clever for inventing these difficult puzzles; but the whole
thing just falls flatter than a steam-rollered duck. The additional
help sheets are essential, which shouldn't be the case with any
game, since you don't want to hang around for  a few weeks
waiting to play something you've just shelled out 20 quid for.
Quadra' len is only simple in one respect: it's simply too confusing.
Matt's handy tip for the month: it you want to stay sane and calm,
don't buy it.

PRESENTATION 52%
Good in-game presentation, but
rubbish instructions and clever-
clever puzzles.

GRAPHICS 81%
Clear, Colourful, sharp and tech-
nically very good.

SOUND 53%
Not 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 example of hoir not to pro-
duce an arcade/strategy game

ZZAP! 64 November 1988 8 1





- '  Lead your team to Cdctory through a series
of deadly hazard and crevasse strewn rinks
and the k ick ing, barging tac tics  o f  y our
opp_o nents.
_Qiilrthe brave win, or even survive !

.Sc reenAot  on SI

,  Screenstiot on PC

The sport o f  the future, combining the
skills of soccer with the gratuitous violence
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y first dabbling in the
16-bit market was on
the Atari ST about a

year and a half ago, and I must
admit to thinking to myself,
'Phwoarl These Atari machines
are a bit good, eh"; at that
time stood by the fact that the
ST could hold its own against
the Amiga and was cheaper to
boot. Since then I've seen the
power of the Amiga and my
outlook on the situation has
changed -  drastically.

Well, let's compare the two
machines and see why I think
you should buy an Amiga . . .

PROCESSORS
Both machines use the same
processor, a 16/32 bit Motorola
68000, although the ST's actual
processor speed is greater than
theAmi ' s ,  running at 8MHz
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If you managed to catch the last issue of ZZAP! you may have noticed
that the team rather like the Amiga — but with the ST at just under
COO, what makes the Amiga the one to buy this Christmas? Maff

Evans has looked at both machines and provides a personal
interpretation of what he sees as the many advantages of

Commodore's 16-bit wonder.
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to the Amiga's 7.14 MHz. This
fact is often used by fansof the
ST to defend its case. The
problem is that with the ST, all
graphics, sound and other
processing tasks run directly
from the processor, whereas
the Amiga has a plethora of
custom chips (well, a few
anyway), which allow it to
carryout 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 graphics and
sound independently.

GRAPHICS
The most obvious attribute of
the 16-bit machines is their
amazing graphical capabilities.
The ST has three graphic
modes: 640)(400 in two colours
which requires a monochrome
monitor, 640)(200 in four
colours and 320)(200 in 16
colours. Any of the colours may
be selected from a palette ofS12_

The Amiga boasts four
modes: 640x400, two modes
using 16 colours (either
320)(400 or 640)(200) and
320)(200 using 32 colours, All
colours are selected from an
extensive palette of 4,096,
eight times the number of
colours on the ST. There is also
a HAM (hold and modify)
mode, allowing all 4,096
colours to be displayed on a
static screen, a feature not
implemented on the Atari. The
Amiga also has eight hardware
sprites, hardware scrolling and
a bit Blitter - a chip which
allows large amounts of screen
(or other) data to be moved
very quickly, allowing fast on-
screen animation.

As you can see, the Amiga
certainly wins out in the
graphics field, with more
colours and more powerful
graphic utilities. •

SOUND
Being a great music fan,
spending most of my money on
records. I consider sound and
music to be very important in a
computer. Due to the quick
release of the ST, Atari 4
0 ,plumped for a cheap and
available sound chip- similar
to the ones found in the
Spectrum 128 and Amstrad CPC
machines, The chip itself is
rather limited, only offering
the user three channels and a
square-wave oscillator, for all
you non-synth users, I'd better
briefly explain, in myown way.
about sound waves

There are four basic wave
shapes; square waves (used for
string andother 'thin' sounds),
sine waves (for a more 'pure'
tone), s a
,
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hard edged sound) and noise
(gives a rasping or hissing
tone). Combinations of these
wave-shapes go together to o w
make 'real' sounds. which is
why a comp w er needsto make
use of the e a t e  realistic



now we find just as many
releaseson the Amiga as ch; the
ST_ Usually we find, however,
that use of graphic:5
,
6nd s o u n d
is more impressive on the
Amiga than the Atari (but not
in all cases).

Recently, we ran a side-by-
side test of the Amiga and ST

ions of Starglider 2,
paring speed and

)(ability of both. It turned
t that the ST version ran

everso slightly faster, probably
due to the way in which the
graphics are drawn, needing
quite a lot of processor power
to calculate the 3D positions.
However, the general
consensus of opinion in the
72API office was that the a l l e -Amiga version was more -
atmospheric, due to the
amazing sound and more
subtle shading, and
subsequently more playable.

For more software appraisals
on the Amiga, you'll have to
read ZZAPi won't you?
(subscriptions still
available)

IP
effects. Since the ST can only
produce square waves, this
severely limits its capacity for
music and effects, unless
sampled sound is used b u t
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 eight altogether),
nine 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
Starglider2orthe powerhouse
loading tune of Star Ray).

Well, it seems that the Amiga
comes out tops in the sound

comparison as well! The poor
ST is flagging a bit

4 0 1 1 0 / 1 s a s ,EXTRAS '
So what else have these
machines got apart from sound
and graphics? Can the ST
redeem itself in another area?

Well one thing that the ST
has is a built in MIDI interface,
which has made it very popular
with musicians with an
extensive electronic music set-
up. The only problem is, after
spending your money on the ST
and buying your MIDI synth.;
drum machine/sampler or
whatever, the sequencers for
the ST usually cost over f 200l
Since there is a plug-in MIDI
interface for the Amiga, and
the software is much the same
price as the ST's, only those
with a view of serious session
or studio work would find the
STa benefit, unless you've used
a particular sequencer or
editor and want to stick with
what you know.

As far as disk storage goes,
the built-in disk on the Amiga
holds 880 kilobytes of data on
double sided 3.5" disks, as does,
the Atari 1040ST, The 520ST 1 0only holds 360 kilobytes as
standard, although all three
systems can be expanded with
additional floppy disk drives or
even hard disk drives.

However, to run an Amiga
on a normal TV you will need a
TV modulator which will set
you back around twenty quid,
whereas the ST has a built in
modulator j us t a point ofinterest.

SOFTWARE
Up until fairly recently ST
owners were better catered for
with new games releases, but
the Amiga has caught up, and

CONCLUSIONS
By now you should have
worked out which machine
comes out 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 l apoint which maybe in question
when Atari release their new
machine.

So, all kids out there still
using 8-bit machines, with
Christmas on the way, it's time
to start dropping hints! Oh,
and by the way, all you adults
still usi n9 8-bits, couldn't the
phone bill wait just a little
while longer,— ?

ot
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•Fa s t  and graphically impressive Defender variant

Logotron, £24.95 disk
II y oung pe opl e  ha v e
dreams of fame and adv-
enture and you, of course.

are no exception. Ever since you
first saw Captain Muscle battling
against the Spon-Thrigg mutants
in his fighter, you've wanted to loin
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 IQ and agil-
ity tests, you take the final flight
examination over the barren sur-
face of the ice planet Charon -
named after the ferryman of the
river Styx due  t o  t he  bar ren
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 t h e  m a r k s  ar r i ve
V The sinister alien computer

complex of level four

and. . .  you've made it! You have
become a  fully fledged StarRay
pilot!

Your designated ship is a state-
of-the-art gull-wing lighter craft.
fitted wi th bog-standard military
lasers a nd vapounser  bombs.
Additional features can be auto-
welded onto this ship by collecting
alien munition pods (see info box),

Your first tour of duty is on the
planet Gorbaxa, a storage facility
on the outer reaches of the Forces'
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StarRay a s  n o t h i n g
more than a tar ted-up Defen-
der obviously doesn't realise
that a ny  competentl y-pr og-
rammed reproduction of  the
Williams classic is bound to be
a v e r y  pl ayabl e ga m e .  B y
adding gor ge ous  par a l l ax-
scrolling backdrops,  marvell-
ous s ound effects a nd shi p
enhancement icons, the prog-
rammers o f  Star Ray h a v e
come up wi th a  game that's
even better  to play than the
original! T h e  essenti al  fi ne
joystick control  is there too,
it's just a  pi ty that the vap-
ourisers are detonated using
the mouse button -  a section
of the  keyboard woul d have
been easier to find in frantic
moments (though instructions
are i ncl uded f or  bui lding a
more conveni ent vapour iser
trigger). H o w e v e r ,  m i n o r
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.

8 1 1 1 1 R I F 1 1 1 1 " ; 8

I  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
t ime 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 sui t Not that this is in any way a
bad thing, in fact it's great! I loved Defender, I love Dropzone and
now I love Starrayl The graphics are impressively varied, with
colourful multi-layer parallax scrolling and the sound we l l  • •
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, lf it
were under 20 quid it would be bordering on a Gold Medal - but,
at 25 quid, I 'm not sure. Buy it anyway!



A I wonder if Patrick Moore does this in the sky at night?
Network. The planet is used for
holding the Krypt rum 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 !ander craft plug into, turning
them into dead spires of metal.

Next, you're posted to Sirion. a

holiday planet where the dense
jungle vegetation is getting just a
little 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) o n  the
planet in order to hold back the
creeping undergrowth, but the
jungle wildlife decides to attack.
Your task is to protect the robots

V Giant bees, roving prehistoric birds and mutant mosquitoes will
keep you busy in level two

by blasting the alien aggressors.
After the statutory home leave

for family visits ('Hi, Aunty Gladys.I've brought this bi t o f  alien
spaceship for a souvenir'), you're
off to Sharlon, 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
for a spot of vagabond blasting!V0000rni

• 7
;

I  f it weren't for the fact that
•  Malt,  Paul  and Gordo have
been hoggi ng the Amiga for
the last five hours, I  wouldn't
be seen dead wri ting about
Starray -  I 'd be playing it. Like
Defender i n the arcades and
Dropzone on the 64, it's one of
those games  t ha t  y ou j ust
can't put down - not even for a
bacon sandwich with a double
helping of tomato sauce. Even
without t h e  g o r g e o u s
graphics, t h e  inc redibly
smooth parallax scrolling, the
cool and fr oody soundtrack,
the atmospher ic effects and
the astoni shi ng a r r a y  o f
screaming, snorting,  soaring,
sighing aliens, Starray woul d
be astoundingly addictive -
with them its practically per-
fect. My  only gr ipe concerns
the price: as a jazzed-up ver-
sion of Defender it's not exactly
original so the most it should
sell for is E20 R I G H T ,  move
over Gordo, I want a go!

PRESENTATION 90%
Free audio cassette, good load-
ing sequence and novel 'last
game' option, 'Jut no two-playermode.

GRAPHICS 89%
Well defined with smooth scrol-
ling, but the sprites are some-
times loo small to be very dis-tinctive.
SOUND 87%
In-game sounds vary from aver-
age to very good, but the weaker
ones are made up for by the
excellent loading music.
HOOKABILITY 94%
Instantly playable due to the sim-
ple blasting format.
LASTABILITY 925
1
0
Seven levels all with differing
atmospheres and harder alien
waves.

OVERALL 90%
An excellent, brilliantly addictive
game; £25 is a litrip hint-
i - b
u
t  o r
s

worth it.
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Mirrorsoft, E19.99 disk
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elling a joke about The Village
People singing I n The Air Force'

but I didn't  think it was very funny,

so I won't .  I'll talk about the game
instead (Yeah, good idea, kotaff -
Ed).

Sky Chase is set in Fightertown
USA (no, I 've never heard o f  it
either) wh e r e  n e w  A i r  Fo r c e
recruits are trained. You take the

,•••
There are very few flight simulator games that I
really enjoy playing, Starglider 2 and FA/18 iritercep-

Nh b e i n g  notabl e  excepti ons,  b u t  Sky  Chase
appealed to me partly because of the simplicity of
the action,  si nce controls have been kept  to a

minimum. Only the bare essentials for flying and shooting have
been included, so you don't end up being shot up the tailpipe
while you're looking for the right button to press to do a loop. The
only ser ious problem is that once you've played a couple of
games in single player mode, it becomes rather easy to kill the
enemy fighter with a couple of simple manoeuvres. In two player
mode, however, the action is extremely exciting and frenetic. In
fact this comment took a while to write, because Wayne (from
the Art Department) kept coming down and tempting me to play
the game. If you're one of those people (he says in his best Denis
Norden voice) that enjoys a good gaming session wi th your
mates, then this is a game for you.

V Aerial acrobatics  'n' trix  made Cameron feel a bit sick

.
0
' 
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*

part of one of these recruits as he
embarks on a flight test which con-
sists o f  head- t o-head a e r i a l
dogfights set  within a  restricted
area.

Obviously, t he Air Force don't
want t o  have expensive planes
destroyed by rookie pilots blasting
each other out  of  the skies (the
paperwork f or  t rainees k illed is
horrendous) so all the flying takes
place o n  c omput er  s imulators
against t he machine or  another
cadet in one of seven types of air-
craft: f rom an FA/18 Hornet  to a
paper aeroplane (believe it or not).

The display shows a first person
view f rom the chosen fighter with
your opponent displayed as a wire
frame plane in your display -  plus
the v iew f rom their plane. I f  you
think you're suitably hard, you can
switch of f  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 o t he r  opt ions  c a n  b e
changed on the title screen. They
include grid size, G-force toler-
ance, bullet  strike area and other
details.
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A good flight sim really is my cup of PG, and a good
combat flight sim is even better, but a good combat
flight aim with a Bach soundtrack (the Final Move-
ment from Brandenburg Concerto 3 in this case), is
something special. Anyone who hates the incessant

gauge-watching of ordinary Hight si ns needn't shy away from
this product either, because al though there's an extensive con-
trol panel, you only really need to refer constantly to one display

the Radar. This lets you get on with the pure dogfighting, which
is exciting stuff, especially with a good human opponent ther e's
a simple manoeuvre which beats all the computer  opponents
every time. The enormous flexibility of the game is also worth a
mention, with enough options to customise just about everything
on your aircraft short of painting snarling teeth across the nose!
Anyone remotely interested in fast airborne action should check
this out as soon as possible.

Before I start, I 'd
like t o  say  that
Just b e c a u s e
there i s n ' t  a
'thumbs up' face

on this comment,  i t  doesn't
mean t ha t  thi s  ga m e  i sn' t
good.  Al l  i t means is that i t
should be  better .  The actual
gameplay i s  excel lent; t h e
controls are easy to use, the
graphics are fast and effective
and the sound adds the right
amount of  atmosphere.  The
problem l ies wi th the single
player opti on -  i t's just t oo
easy. Nine times out of ten you
can loop around and blast your
opponent out of the sky with
your first shot. The only way to
really pl ay i s i n t w o player
mode, but people may find that
they are lacking the required
number of players for  a duel
(message for  the very stupid:
that means they're on thei r
own). If you're on the look out
for a decent two player game
then this is it, otherwise play
beforehand t o see i f this is
what you really want.

PRESENTATION 93%
Very easy to control with a
wealth of options
GRAPHICS 75%
Very fast but slightly bland air-
craft and ground graphics which
don't really push the Amiga's
capabilities.
SOUND 51%
Minimal in-game sounds and
pleasant, if a little misplaced, title
music.

HOOKARILITY 80%
The simplified flying action is
instantly appealing
usrmlury 72%
The single player option won't
keep its 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.
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another game about  round
people (wot2). Well, Pacman

was round, Harvey Headbanger
was round and n o w Zoomer is
round (thus  ends  our  ent ry  f or
Most Tenuous Start To An Intro Of
The Year).

In this release f rom Discovery
Software, t h e  c onv er t ers  o f

MONSTERS
JAGGERNAUT: Follows Zoomer around
the grid. One touch is fatal

WORMLETTS: Wander around rubbing out
Zoomer's trail

ANGLE HEADS: Randomly wander the grid.
Slow Zoomer down when touched

SPHEROIDS: Walk up and down one line.
One touch is fatal
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Arkanood onto the Amiga, you take
the part of a rather athletic round
person, running about  on a grid
trying t o change the t ile colours.
This is  done by  surrounding the
square with your trail, which you
automatically leave behind. It you
manage to change all the squares,
you can move on to the next plane.

As always, however,  there are

I ts interesting watching the games industry going
back to its roots,  and turning up games like Blas-
teroids. PacMania,  Better Dead Than Alien and now
Zoom!, whi ch is a 3D version of  Amidar. Like the
other games I've mentioned, Zoom l proves that the

old format isn't at all ti red out,  and the addi tion of excellent
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 loads of fun. The dual player mode and col-
lectable icons boost the enjoyment as ever, but I can see the
action becoming a teensy bit repetitive over 50 levels which just
provide di ffer ing screen layouts.  Even so,  twenty qui d is a
reasonable price to pay for such classy entertainment, and I 'd
say Zoom! is definitely a game you should look up.

V Don't get too near those gorgeous, pouting lips - one kiss and they'll
swallow you up
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the nasty monsters of  Zoomland
trying t o kill you, each with their
own mov ement  characteris t ics

(see MONSTERS box).
Also lit tered around the maze

are objects to help you in your con-
test, either giv ing you an advan-
tage or giving the monsters a dis-
advantage (see PICK UP box). I f
you lose all three lives before com-
pleting 50 levels then the monsters
win and you lose (boo-hool).

4cD4.-
PICK-UPS

ICE CUBES: Stop the enemy cold (groan)

SWEETS: Bonus score or more speed
MONEY BAGS: Bonus score

APPLE: Fills all squares it touches

POTION: Temporary immunity

GLUE: Slows down the monsters

ROCKET: Finishes the grid

MYSTERY: Who knows...?
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A Cameron's been drawing pretty patterns -  he doesn't seem to

realise it's the squares he's got to till

I l ike games l ike
this, b e c a u s e
they're really silly,
appealing t o m y
childish sense of

humour. I could tell just from
the l oadi ng scr een that  the
game was goi ng to be  a  bi t
loony, b u t  w he n I  s a w  the
stage-show introduction I just
burst out laughing! Little round
people dancing about all over
the place; brilliant! Some of the
music is very well done. . ,  no,
I tell a Ile all of the music is very
well done! The intro piece is
particularly good (I'm sure I 've
heard I t  s o m e w h e r e
befor e. . . ) ,  suiting the show
wonderfully. The game itself is
very addicti ve,  n o t  t o  s a y
nerve-wracking a t  t i m e s ,
bringing cries of 'Doh!,  'Aghl '
and 'Yolks!' after turning along
a line straight across the path
of a monster. If you like a bit of
silliness as well as a playable
game, then buy Zoom!

PRESENTATION 92%
Fantastic introduction piece,
ability to start on any of the first
ten levels and numerous humor-
ous In-game touches.
GRAPHICS 90%
BnIllant sprites, funny animation
and all-round good use of col-
our.

SOUND 94%
A load of great samples and
tunes.

HOOKAINLITY 90%
The simple gameplay is an abso-
lute doiddha to get into .  .
LAsTABILrry 91%

and it's just as easy to get
completely hooked.

OVERALL 89%
Another old game given a new
lease of life and it's well funny toboot!
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Leisure Genius, E19.95 disk, mouse with keys

A
b
e
d
r
o
o
m  
s
o
m
e
w
h
e
r
e  
i
n

the world . . .
Player one:  ' There ' s  n o

such word as pyx. •
Player two: 'Yes there is, I've seen
it.'
Player one: 'Well let 's  look it  up
then.'
Player one scrabbles through a
dictionary.

Player one: 'Here. A pyx is a chest
in which coins from the British mint
are weighed. Now that's on a triple
word so that's 54 points. '
Player t w o  bea t s  p lay er  o n e
senseless with the dictionary.

If this means nothing to you then
you've p robab ly  nev er  p lay ed
Scrabble, a  game which causes

*
r
r

For years all Scrabble has meant to me is bor ing
Sunday afternoons visiting relatives, when they
decide to get the old games out after Antiques Road-
show has finished. For this reason (not to mention
the poor  reception the other versions were given) I

wonder  about how wise it is to release an Amiga version. I 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. I f it had
animated figures playing the game and digitised speech, maybe,
but then that would be just plain silly. What we're offered is simply
a standard Scrabble game with nice presentation: nothing more,
nothing less.

GO!, E24.99 disk
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invaded planet  Eart h (a l -
though I can't say I noticed.

No, that 's  silly. Forget  I  said it).
They began to drain the planet of
its valuable resources ,  leav ing
behind not hing b u t  desolat ion.
Since these forces now control the
food and water supplies, they have
been able to impose a tyrannical
rule o v e r  t h e  h u m a n  r a c e ,
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 . .  . t he  Bionic Com-
mandos.

Soldiers are hand picked and
brought t o the peak of  physical
fitness to deal with any eventuality.
After this training they are given a
further advantage;  ev ery  Co m-
mando is fitted with an extending
bionic arm, useful for climbing and
swinging through trees, swatt ing
enemies 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-

92 ZZAP!64  November 1988

Amiga j ecur e i n
the k n o w l e d g e
that a n y  1 6 - bi t
arcade c onv e r -

sions would be pretty damned
close to the coin-op originals.
The l aunch o f  Bionic Com -
mando has proved to me that
this is most certainly not the
case, because,  qui te frankly,
the game is utter pigeon-poo.
The backgrounds and sprites
are passable and the sound is
quite pleasant, but the gamep-
lay is crippled by unfair attack
patterns r ight from level one
and the wor st use of  Amiga
screen scroll ing I 've seen to
date. Swinging the bionic arm
out half a dozen times just to
see a branch does not,  in my
opinion, m a k e  for  heaps of
playability. I  coul d do better
Swinging myself wi th a bi t of
clothes line and a tent peg (but
that's not advisable at home,
kids!). Play the 64 version if you
can, but if you can't, that's still
no excuse for wasting money
on the Amiga version.
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more arguments than Trivial Pur-
suit and Monopoly  put together!
This n e w release f rom Leisure
Genius contains all the elements
of the original board game.

It opens by presenting a series
of Options menus, allowing you to

set the number of players, the time
limit and whether to see the tiles
and t he computer thinking, The
board i s  t hen drawn and  play
begins.

You mus t  enter a word on the
keyboard and select  whether i t

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 physical
equivalents, once familiarity has been gained. The

options menu adds a lot to the game -  hints and tile reshuffles
are a great help if you're stuck for a word.  The viability of pur-
chase is dependent on whether you like board games; if you do
(like me), you'll love this conversion. If not, forget it.

BIONIC COMMANDO
wnat nave tit)! gone to the game that I enjoyed so
much on the 64? What aggravates me most is the
fact that the tragic ruin of the gameplay is the screen
scrolling, which I  would have thought was easily
accomplished with the powerful graphics hardware

inside the Amiga. Extending the grappl ing claw to something
off-screen leaves the program bewildered as it can't scroll fast
enough,  so i t quickly 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
suddenly 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 I would have
expected either -  all in all, a very disappointing conversion.

V Bionic Commando a rather disappointing game which is a pale
shadow of the 64 version



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. P lay  cont inues  t hus
until all the tiles are drawn or there
are no more spaces for words.

Various o t h e r  o p t i o n s  a r e
included, such as 'hints f rom the
computer, the ability to juggle the
letters in your rack and an opt ion
to replace some or all of the letters
in your rack.

PRESENTATION 90%
Numerous options and easy
controls.

GRAPHICS 73%
Realistic board and tiles, with
clear overall appearance.
SOUND 8%
The odd ping, but nothing else
HOOKABILITY 63%
Well h o w  much doesScrab-
ble grab you?
LASTABILITY 63%
Again, depends on how much
you like Scrabble.

OVERALL 70%
Nicely presented conversion of
a subject which has obvious limi-
tations.

ghold. The forest is  patrolled by
troops of  enemy soldiers, armed
with grenades and rifles, as well as
killer bees and deadly flying crea-
tures that biff you from above.

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
fifth stage hes the central launch-
ing computer,  t he destruction of
which should ensure the safety of
the human race.

PRESENTATION 34%
Disastrous control method, no
front end and slow multiload give
the player an instantly poor
impression.
GRAPHICS 69%
Some beautiful backgrounds
and adequate sprites, but awful
scrolling
SOUND 80%
Good tunes (especially level
two), but the Amiga can do bet-
ter
.HooKommunt 38%
The going is just too tough from
the outset.

LASTAIDUTY 37%
Five large and well drawn levels,
but the process is frustrating and
ultimately boring

OVERALL 3 5 %
A very disappointing conversion
considenng the power of the
machine.

Capcom, E24.99 disk
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You're harder  than hard,
harder t h a n  v e r y  har d,

you're even harder than the har-
dest that  ever . . .  e r m . . .  wa s
realty hard. You're so hard, in fact,
that you've decided to prove it to
the rest of the world. The meanest,
nastiest, v ilest  s t reet  fi ghters of
five different nations have agreed
to take you on in one of the dirtiest,
most underhand, no-holds-barred
street fighting contests in the uni-
verse ever,

As Ryu you take on ten well-hard
geezers in locat ions ranging from
a railway  s iding s omewhere 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. Mos t  of  them haven't  got
any more elaborate weapons than
their hands and feet but one or two
have raided their piggybanks and
come equipped wi t h  shurikens,
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-
player mode Ryu and Ken (not Bar-
bie's Ken,  however) bat t le 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 attempting to perform a
karate chop on a pile of concrete
slabs. They ' re  pret t y  h a r d  a s
well
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' a g g r e s s i o n .  I  mean,  how can you wor k of f  any
aggress ion when all your opponents  are so easy to
beat? A couple of nifty ankle blows and all these

supposedly rough, tough street fighters collapse in a pathetic
heap at your feet. The two-player game might  have increased the
testability quite a bit  but  as it 's only a play-of f  between Ryu and
Ken, it doesn't .  I could accuse Capcom of produc ing another one
of  those 'pret t y  but  totally  unplayable'  Amiga games  but  that
wouldn't be true -  all the graphics are fairly unremarkable and
the sound isn't  that muc h better.  So, if you want  to work  off  all
your stress and tension, forget about Street Fighter and play with
your Action Man.

If this  is a top-qualit y  beat  'em up then I 'm a one-
eyed Rumanian greengrocer.  Talk about  easy y o u
don't  even need to s tudy the moves  to be able to
knock pract ically  everyone out  in under a minute.  I
got right through to the last toughie on my first go -

which doesn't exactly say much for  the product's testability. I
can't say I was overly impressed by the graphics, the sound or
the slow-motion gameplay - in fact I can't say I was overly impre-
ssed by anything at all. Even the bonus section takes ages to
react to your frantic pushing of the joystick -  by which time your
energy bar has  gone back  down to min imum (great).  I f  you're
after a beat 'em up leave this one lying on the shelf.
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A Even though he's twice your size,
this Block Head is still dead easy
to beat

PRESENTATION 27%
Option to start in any one of four
countries plus the odd message
from your street fighting friends.
No real two-player option,
though.
GRAPHICS 44%
Finely detailed characters, unex-
ceptional backdrops; very slow
and jerky movement.
SOUND 40%
Fairly standard tune -  nothing
special.
HOOKABILITY 39%
As you're beating everyone in
sight you'll want to play through
it once ,

LASTABILITY 15%
• but not twice.

OVERALL 2 1 %
So feeble that you n3ally will be
able to beat 'em all up - first go.
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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,  carry ing my  head in my
arms. walk ing around in suits of
armour, let t ing r i p  wi t h  b lood-
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 c limbed
through s lammed 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?

V (Cue West Ham supporters) 'I 'm forever blowing bubbles
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A That's the spirit! (Corny Captions Inc)

'V There's a ghost in the machine o r  w e l l ,  in the house
anyway
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It's not very nice . . . OK,  brace
yourself ( da - da - DAAAl )  a wic-
kedly nasty, horribly bloodthirsty,
incredibly ba d  (urgggghl) EVI L
FORCE l iving
-
in t h e  
h a u n t
e d  
c a s
t l e

(boo, hiss)!
Brian the terrible (and he really is

terrible, you can't get much more
terribler than Brian) has done a job
on you good and proper. As i f
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 limb. In fact. he's just
plain cruel (probably tore the legs
oft spiders when he was a kid) and
leaves it bobbing tantalisingly in

Anyone w h o
I fl I fl I 5 W i l t  c o m -

puter games are
lacking in imagi-
nation or original-

ity at  the moment woul d be
forced t o change thei r  mind
after playing Bubble Ghost. The
concept of a ghost blowing his
soul ar ound a  castle ful l  of
spiked objects is just so-o-o-o
wierd! Having said that, I have
to stress that it's great fun to
play, e a c h scr een requi r ing
even mor e dexterous mouse
handling than the last -  things
get ver y tr icky on the  l ater
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 a p p r o p r i a t e
sound effects,  such a s  t he
ghost's hacking cough when
he's made to blow for too long.
If your software col lection Is
crying out  for  something di f-
ferent. Bubbl e Ghost i s  j ust
what you're looking for.

y The bubble-blowing banshee bounces back

front of you, suspended in a soap
bubble (the rotter!).

You're a ghost (but a very nice
one, honest), so you can't exactly
grab hold of it: touch it and your
hand j ust  goes r ight through.
There's nothing for it -  you've got
to 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 o h  no
that's i n the  bubbl e e a t  a
banana, take a bath, blow -  yeah,
That's it -  blow the bubble about!
Dead (geddit?) easy!

y Does this bobble go to Whitstabobble?

-

-••----
-,-

1111101111.0 EPOS,

A 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 (boo,
hiss -  really loudly this time), so

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 'dee is very simple but success demands quite a bit of
deft mouse-manoeuver ing,  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 I being so pernickety when a game is as
much fun as this? Erm, I don't know, now you come to ask
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there are plenty of traps littered all
over t he  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 burn-
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, kyak! Quiet at
the back. missus!). After all, what
happens t o candles when you
blow at them?

Let's hope they're non-flamma-
ble designer sheets.

Whenever I  play
games that have
been conver ted
from one  16-bi t
machine t o

another, I always think 'What
will be  di fferent?',  'Wi l l  t he
gameplay be  as  good?' a nd
other e q u a l l y  f a s c i na t i ng
things ( w e  ge t  t he  gener al
idea, Mat t  -  Ed).  I 've played
Bubble Ghost on the Atari ST a
few times,  a nd these ques-
tions c r oppe d u p  w he n  I
loaded up the Amiga version.
Luckily there was nothing to
worry about.  As soon as the
impressive t i t l e  s c r e e n
appeared, ba c k e d  b y  t h e
amazing music, I realised that
the programmers at ERE had
used the extra power  of  the
Amiga t o  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! I know it
may not look so great in the
screenshots (and it's not that
exciting t o  watch someone
else playing) but  when you
have a  go for  yourself, that's
when Bubble Ghost comes Into
its own.

PRESENTATNNR 84%
High score table, demo and
practice modes and loads of
humorous touches.

GRAPHICS 83%
Lovely title screen and amusing
in-game graphics. Maybe a bit
simple, though
SOUND 90%
Brilliant loading tune and
appropriately funny spot effects.
HOOKABILITY 93%
Instantly playable due to the
light-hearted content.
tArrmiunt 86%
Once you get used to it, the
game may seem slightly easy,
but most players will take a while
to get through all 40 rooms.

OVERALL 88%
Art enjoyable and amusing game
which many garners will find a butof a tart.
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Microillusions, E19.95 disk
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City in the world is linked to one
central c ompu t e r - c on t ro l l ed

system. No t  surpris ingly,  polic e
are already on the trail of hackers.

The Tracers' bat t le 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, w h o  s imilarly  l ay s  a n
impassable wall of  nodes around
the hackers, hoping to force them
into a trap.

The hac k e rs  a r e n ' t  s t up id ,
though, and are lust as keen to see
you leave t he system, s o  t hey
employ t h e  s a me  ent rapment
strategies to get rid of you.

Because every  user's  mind is
linked to the system, being thrown
out can cause physical pain and
terrible ps y c hic  damage  -  a n
experience k nown as  a  'burn' .
Quite obviously, a person can Only
stand so many bums before sign-
ing f or  a  one way  t icket  t o  Dr
Julius' Laughing Academy, but  a
burn's effects can be overcome to
a certain degree by  pick ing up

$ U Bs / M
Epyx, E24.99 disk
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made history in World War II
-  and without  even leaving

I've never  been much of a simulations freak and I
can't say Sub Battle Simulator has done very much to
turn me into a fan. Having waded through the usual
mountain of instructions, you're confronted with a
slow, unwieldy control  system that  never  qui te

responds in the way that yiati expect. Worse still, the missions are
really dull -  nothing much happens for ages, and when It does it
happens all at once. The graphics are about as functional as a
trap door  in a canoe but far less entertaining, and the sound.
apart from the odd snorting siren, is unremarkable. E pp have a
reputation for producing some really excellent games -  this just
isn't one of them.
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I may be getting
old, but I'm afraid
Tracers' u n c o m-
plicated l i n e -
drawing action Is

too old-fashioned for me.
After t ha t  statement you'r e

probably wonder i ng liked this month's other
game, Atron 5000,  50  much.
With two players, the action In
Atron gets really aggressive as
Items are picked up and acti-
vated with a malicious cackle
as you make your  opponent
bring about his own demise.
With Tracers the feeling of kill-
or-be-kil led i s n ' t  r e a l t y
brought a c r o s s  a s  w e l l ,
because winning is simply a
matter of fencing your  oppo-
nent i n.  T h e  tur bo-char ger
doesn't really add any thrills
because the fuel supply is so
limited, a n d  t h e  di f fer ent
games don' t  seem t o boost
enjoyment either. In case you
haven't guessed it yet, I would
much rather spend E14.95 on
Atrcm 5000 than 09. 95 on Trac-
ers.
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t ime machine,  This  game gives
you the Captain's cap and leaves
you t o it ,  beneath the waves of

-do-- — i d --
LI

A No t  as much tun as a poke in the eye with a pointed stick b u t  a
decent 'light-cyc le' game nonetheless

Hackerc lus t a  n a rc o t ic  S u b -
stance us ed by  t he hackers t o
allow easier ent ry  into computer
systems_

Your mission as a rookie Tracer
starts with the selection of a piece
of mus ic  des igned t o  increase
adrenalin now in t he 'pilot  a n d
then chuosiny a tactic. The hac-
kers in the 'let  nica Our these dec i-
sions all the time.

Trori-style games aren't the most usual thing to be
seen on computers,  so it's something of a coinci-
dence that several should come in for review in the
same Issue. Tracers follows the format set in games
like Blind Alley on the Spectrum all those years ago.

The layout is more grid-like and precise than the randomness of
Atron 5000, which means that the game must be played in a
different way -  each has its own strengths. The graphics aren't
exactly state-of-the-art,  but then a game like this doesn't call for
incredible graphics. The sound,  on the other  hand, could have
been improved, as all it consists of is a few pings, crunches and
annoying drum and didgeridoo bass-lines a l though on winning
a level you're treated toe nice mandolin riff which is reminiscent
of Clannad's Legend.  Out of  the two 'l ight-bike' games this
month, I prefer Atron, but you really should take a good look at
both before buying either.
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oceans seething with hostile ves-
sels 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 whic h display  maps ,  a
side view of the submarine, status

readouts, RA DA R a n d  SONAR
pictures and exterior v iews f rom
the t o p  o f  t he c onning t ower.
through binoculars (7X magnifica-
tion) and,  ot  course, through the
periscope (yaaawn )  Also on
the cont rol panel is  a  message
window whic h relays  warnings
and information from the crew.

In addit ion to a target practice
mode,  t here  are 60 dif ferent  mis -
s ions  to col ripiete. 24 if ' whic h you
play an ArTIenI.aJI captain fighting
the Japanese in the Pacific, and
36 in which you command a Ger-
man U-Boat  against Brit ish and
American shipping.

To c ombat  t he  ons laught  o f
enemy planes ,  airc raf t  carriers,
destroyers and patrol boats, your
submarine is  equipped with for-
ward and aft-t iring torpedoes, a

Well, I'm sad to say it, but this seems to confirm that
the Epyx label is no longer the mark of guaranteed
quality It once was. I ts not that Sub Battle Simulator
is bad, it's just that it doesn't really have anything
major goi ng f or  i t  -  bl and a nd unconvincing

graphics, no incredible sound, just lots of slow and rather unin-
teresting gameplay. The speed at which the whole game runs is
very unsatisfactory: selecting something like the SONAR display
means several seconds of disk access, during which the game
freezes, and i n certain cases you can hear  shells exploding
wound you and then see the shells exploding next to you about
half a second later. The very first line of the instruction manual
says, 'First of all, forget you're using a simulation', but how can
y o
u 
w
h
e
n  
t
h
e
r
e  
a
r
e  
s
o  
m
a
n
y  
u
n
c
o
n
v
i
n
c
i
n
g  
e
l
e
m
e
n
t
s  
w
h
i
c
h  
j
u
s
t

should not be there on an Amiga game? If period naval warfare
is your  poison you might be able to stick with the game, but I
doubt whether others will take to Sub Battle Simulator.



A Looks like someone's  in trouble,
Brian

Once all the hackers in a sector
have been destroyed, you move
on to the next, tougher 'precinct'.

PRESENTATION 80%
Selection of several different
types of game styles and musical
accompaniments

GRAPHICS 42%
Very simple grid arid squares
layout, but the game doesn't
demand fancy graphics.
SOUND 59%
Consists mainly of nice jingles
and incessant drum sequences
HCOKABILITY 82%
Games of this type are always
Initially addictive.
LASTABILITY 69%
Progress through the levels only
brings increasingly cluttered,
and hence more hazardous,
screen layouts

OVERALL 74%
A very good example of a Troll-
style game with its share of
strengths and weaknesses

deck gun and an anti-aircraft gun.
All a r e  t arget ed a n d  r a n g e d
automatically t hrough t he peris -
cope.

Missions usually last for several
hours and s o  t he programmers
have thoughtfully supplied options
for loading and saving games to
disk. 'Snice, innit?

PRESENTATION 69%
Keyboard reference guide
comes in handy, but trying to
keep all the controls on one
screen has resulted in the dis-
play looking cramped.
GRAPHICS 42%
Screen update Is slow and ship
graphics are only silhouettes. so
they aren't very convincing.
SOUND 45%
Reasonable samples of sirens.
firing torpedoes and explosions.
HOOKAIIIIILITY 51%
Lack of atmosphere hampers
the attraction of in-depth mis-
SiOns.

LASTABILITY 57%
80 tw000hi) challenging mis-
sions to complete, but nothing
really exciting to do.

OVERALL 42%
An unatmospheric and expen-
sive sub sim, lacking any really
interesting features.

Microillusions, £19.95 disk
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risk, one of the fastest ways to
big money these days is a quick

flutter -  and nex t  on t he lis t  Is
gambling. Playing the tables in Las
Vegas is a bit of a pose, but  when
the tables win the unlucky gambler
is 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  of f  by  cas ino-owning
gangsters_

This is an icon-driven simulation
of Craps, in which players place
wagers on the roll of a pair of turds.
No. Dice.  A  turn at  the table is
begun by setting the amount you
wish to bee 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

you can imagine that the bett ing
options are quite extensive, cover-
ing just about all combinat ions of
roll, each with its own set of odds
and its own silly name.

Select t he Roll Dice icon and
watch the dice bounce down the
table. The st ickman (the person
who runs  t he game) then c om-
ments on who wins what and the
chips are reapport ioned accord-
ingly.

Play passes thus between up to
four gamblers  un t i l  o n l y  o n e
remains solvent.

A Well,  er, it's e r  w e l l .  you know whet I mean, don't you ?
mean it 's  obvious, isn't it? It's Cr- (sorry, no more space)

Why do programmers bother transferring gambling
games t o computer s? Surely peopl e onl y piety
games like Craps to win money? You can't use it to
work out strategies because, as the manual says in
one of  I ts mor e intelligible moments,  there ar e

plenty of fool -proof systems, none of which work. The convo-
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log p r o g r e s s  at all requires you to learn umpteen different
terms for dice combinations just to make sense of what the com-
puter Stickman is telling you. After making concentrated efforts
to do this my brain was quite honestly tied in knots, and I envy
anyone who can actually understand the multitude of mathemat-
ical rules and relationships between bet types, points and odds.
It you think playing Craps is likely to be a valuable social skill in
your future life, then by all means take a look at this. I'm much too
simple a soul to enioy learning the game in such an unrewardingfor mat

Craps Academy ill
all v e r y  ni c e l y
presented, w ha t
with i ts scrolling
table, extensi ve

use of icons and instructional
pul l -down m e nus ,  b u t  P m
afraid I t has the same funds-
mental problem a s  al l  other
gambling games. There's little
point playing a gambling game
such a s  Cr aps i f  al l  you'r e
going to get out of it are a few
extra pixels in your corner of
the screen. For  this reason I

1 m
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n appeal  to real-life Craps
yers unless they were try-

to wean themselves of f
ir gambl ing habi t.  Novi ce
biers would no doubt also

• p u t  off  by the  incredible
!
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 lea, which read like a Gov-
ment Whi te Paper .  There
se many things to bear in

nd Just when placing a bet
that pl ay i s hideously over -
complicated a n d  c o n -
sequent ly  Craps  Academy I s
not much fun at all.

PRESENTATION 75%
Beautifully presented on screen.
with extensive use of menus and
icons, but the instruction manual
hasn't been written with the
novice in mind.

GRAPHICS 60%
Nicely drawn arid smoothly ani-
mated table and dice, but that's
it.

SOUND 25%
Not much apart from sampled
chip-counting and dice-rollingeffects

HOOKABILITY 24%
Complicated instructions make
II very difficult to get into unless
you've played the game before.
LASTABILITY 27%
Little to play for except extra chip
graphics.

OVERALL 26 %
A complicated and unrewarding
gambling game.
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MAD, E9.99 disk
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the future have dev ised a
revolutionary g a m e  t h a t

poses absolutely  n o  danger t o
human lives -  Vectorbak

Players, £14.95 disk
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do in New York  is  join a
gang o f  ps y c hopat h ic

thugs who enjoy dispensing phys-
ical violence to innocent passers-
by. Mickey can only make friends
if he wipes  out  t he hoods  who
make up a rival gang, The Disci-
ples, and takes Out its leader, the
notorious Curl.

Iron man  Mic k ey  c an deliver
quite a  smack in the mouth and
when duf f ed-up enemies  d r o p

98 ZZAP! 64 November -
1 9 8 8

Two robot protagonists battle it
out o n  pit ches  const ructed o n
hill-s, ridges and valleys. You use
your droid to put  a ball into the
opposit ion's goal area at  the far
end of the pitch- before an oppos-
ing drotd bumps it away and steals
possession. Simple, eh?

Phwoar! Is this game brilliant? Nope.  In fact,  the
only improvements it has over the dire 84 version
are scrolling pitches and improved droid sprites. On
the opening screen 13 notes of sampled muzak play
In an endless, soporific (whassat? -  Ed) loop until

you've selected your choice of game and waited a further two'
and a half minutes for the computer  to generate the pitch. Why
couldn't five three-screen pi tches have been stored on disk
Instead? Not only that -  accurate control of your droid is grudg-
ingly di fficul t It changes unexpectedly when you take posses-
sion of  the ball  -  ridiculously confusing in such a fast-action
game. Even worse, the pitch is almost frictionless - like negotiat-
ing hills and bumps on ball-bearings! The options listed in the
instructions for changing the physics of the game would have
helped but unfortunately they weren't included in the game. Just
like the playability, in fact

their weapons,  he can pick them
up to use himself. Er, and that's it,
really.

I was expecting to see something impressive when
I saw that this was a game from the creators of Great
Giana Sisters, but this is the worst Amiga game I've
seen. The gameplay is sluggish and uninteresting,
the spri tes wibbly and the backgr ounds bor ing.

After struggling to reach the end of level one, being greeted by
the most boring bonus level imaginable was not amusing. The
blurb on the packaging suggests that iffe is 'dull and boring' until
you join a street gang.  This kind of phrase, coupled with the
violent score table graphics directly promotes violence and is
fairly unforgivable.  I 'd go so far  as t o say that Street Gang
shouldn't be sold in its present form.

After t he  appal -
ling 6 4  incarna-
tion of this weak
futuresport, I had
slightly h i g h e r

hopes for  the Amiga version.
Those h o p e s  h a v e  b e e n
dashed. Fr om  t h e  openi ng
screen you k now  the  game
isn't going to win any awards
for presentation. Missing pitch
editing options, tedious music
and lengthy pauses are irritat-
ing enough,  but actually start-
ing the game reveals worse.
The droid control  is, to put it
mildly, difficult. As if trying to
use t w o  di f fer ent  cont r ol
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 o f  si ght! Af ter  several
games I 'm almost sure I was
close to mastering it but, just
to s pi t e  m e ,  t h e  pr ogr am
crashed. Small mercies, eh?

This must quality as one oT Me worst Amiga games
around! The animation is a real laugh - all the tough
characters mince along as if their shoe laces are
tied together! Mickey's repertoire of offensive man-
oeuvres only extends to an weak right jab while his

adversaries fire guns and tear gas at point-blank range! You'll be
lucky to make it to the end of the first level. I take that back, you'll
be very unlucky to reach the end of the level, because there
awaits the most pointless bonus game ever. Just pick up one of
the dustbin lids: if the wind's in the right direction you won't get
blown up! Well, what do you expect for 15 quid? Much more than
this game could offer, b e  bound.

ir I t you see this in the High STREET,
GANG up on it (Geddit?) Oh -

please yourself, then

A Goalmouth action and the crowd
go wild

PRESENTATKIN 39% •
Very basic, and the options listed
in the instructionsdidn'texist on
our copy. Lengthy pauses are
irritating.
GRAPHICS 70%
Smooth, effective pitches and
solid droldS give the whole thing
a pleasing look.
SOUND 67%
Thump 'n' thud effects and a six
second 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 futuresporl game.

PRESENTATION 21%
A large score table and a bonus
stage aren't really enough.
GRAPHICS 16Q/0
Wobbly sprites and bland, Indif-
ferent backdrops.
SOUND 54%
No sound effects but a reasona-
ble tune plays throughout.
HOOKABILITY 12%
Instantly annoying action
doesn't induce much desire to
keep playing.
LASTABILITY 7%
Repetitive and frustrating all the
way through

OVERALL rio
The questionable subject matter
and lousy game go together to
make a combination worthy of
nobody's attention.





Elite, E24.99 disk
s everybody  knows ,  t he
Thundercats, i n c l u d i n g
Lion-o, fl e d  t he i r  h o me

planet of  Thunders just before it
was destroyed, and are travelling
the stars in their lone spacecraft in

search of a new home. They crash-
land on the Third Earth Only to be
threatened by  another peril:  t he
Ever-Living Mumm-Ra  has  k id-
napped Tygra, Panthro and Wilyk it
and stolen the Ege of Thunders, a

A Gun in hand, Lion-0 fends off the attacks of the evil mutants in
Elite's Thundercats

I don't know what all these kids see in the Thunder-
cats cartoon (Oil -  Ed). The plot and characters are
ropey even for a five-year-old's programme. Well,
that's nei ther  here nor  there; the characters are
popular, s o there has  t o be  a  computer  game

license. The graphics do capture the general spirit of the cartoon
drawings and the sound is the usual  collection of thuds and
crunches, but the game just doesn't hold together. It's simply a
matter of running left to right, slashing your  way through the
monsters and jumping over obstacles -  not really very thought
provoking. With a character license such as this, the only thing
that really works is a more complex arcade adventure but Elite
have just plumped for the simple option. The game should only
really be considered by fans of the cartoon.

magical gem set  into the hilt  of
Lion-o's Sword of Omens. Lion-o
has t o fight his  way  through 14
horizontally scrolling levels to getthem back.

Luckily, the Sword of Omens is

It's a sad fact of
life (sigh) that the
production o f
most tie-ins is a
matter of sticking

aptly designed sprites into a
sub-standard ga m e  for mat,
such as  a  shoot  'em up or
arcade adventure. Thundercats
is a particular disappointment
as I'm a tad fond of the cartoon
programme. The Lion-o sprite
closely r esembl es  h i s  T V
counterpart a s  h e  r u n s
through the levels killing horri-
ble mutants,  but  t he  visual
effect is spoiled by few frames
of char acter  animation a nd
bland scenery.  I  don't  know
what piece of  music is sup-
posed to be playing, but it cer-
tainly i sn' t  t h e  Thundercats
theme tune: the  jol ly sound
effects are both annoying and
inappropriate t o  the  game's
subject matter .  Ne i ther  o f
these things woul d matter  i f
the gamepl ay was  anythi ng
special, but it's simply a Green
Beret variant with a couple of
sword moves replacing t he
dagger -  and Only one type of
pick-up weapon.  Thundercats
is a  potenti al l y interesting
license wasted on a basic kill-
and-run platform scroller.

still powerf ul  enough t o  c rac k
enemy skulls and break into sup-
ply boxes which hold blaster pis-
tols and extra lives (phew!). A life is
lost on contact with a mutant, by
falling into one of the pits which lie
between plat forms, o r  failing t o
complete a level within the t ime
limit.

As you approach Mumm-Ra's
fortress. Castle Plunder, your aims

The gameplay in
i u l

holds l i ttle over
that of Martech's
tedious Vixen. It's

more or less the same type of
walk r ight-crouch-fire proce-
dure but,  unlike Vixen, play is
challenging b e c a u s e  t h e
weaker weapons (the Sword of
Omens i s  particularly puny)
make d e f e n d i n g  L i o n - o
against the oncoming hordes
of mutants a tor tuous test of
reactions. T h e  inclusion o f
rescue missions give the game
the sense  o f  pur pose t ha t
Vixen lacks,  but  apar t  fr om
these factor s t he  ga m e  i s
unremarkable. Af ter  several
trips as far as the end of level
two, I  found the whole thing
growing more and more tedi-
ous. I 'm sure that even ram-
pant Li on-o groupies woul d
want more from a Thundercals
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.

of oat liberation are realised. Tygra
is rescued on complet ion of  level
three, Panthro can be saved on
level eight, and Wilyk it on stage 13.
The fi nal level i s  a  s howdown
between the leaders of good and
evil, a s  y o u  f ac e  t h e  might y
Mumm-ra,  who stands guard over
the jewel.  Dest roy  him,  and the
Thu ndercats return to their lair for
a re l ax ing  b o w l  o f  c r e a m.
Miaaa000wwwwww

PRESENTATION 62%
High-res cartoon pictures to lead
In to the action, but minimal
options

GRAPHICS 67%
Detailed and well coloured
characters, but boring platform
graphics and simple animation'
SOUND 58%
Anonymous title music and HI--
chosen sound etlect§.
HOOKABILITY 72%
An action-packed romp, albeit 11
simple one.

LASTABILITY 66%
The safe return of your friends
and the Eye of Thundera isn't
necessarily worth the trouble,

OVERALL 68%
An unambitious Green Beret
style game for a license with
great possibilities.



Audiogenic, £14.95 disk
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Skelter mean to you? A
spiral-shaped chute that

you slide down on a mat? Well for
the moment  f orget  about  that ,
because the game Heller Sketter
has got nothing to do with slides or
mats, but  plenty to do with plat-
forms and balls.

The game takes place in one of

Quite o f t e n ,
games g a i n
acclaim j u s t
because they're a
bit wacky,  which

makes reviewing thi s a  bi t
dodgy. Helier Skelter is a wacky
sort of game, so I'm sceptical
of giving it a high mark. But I've
played it qui te a bi t now and
It's starting to drive me up the
wall! 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 hr,ve
just one more go,  i t's one of
those games where you just
keep playing and playing 'till
you g o  bug - e y e d !  T h e
password system means that
you don't  ge t  t oo bor ed by
having to play the lower levels
all the time (but the high levels
are really hard!) and the screen
editor m a y  e x t e n d  i t s
lastability. The r e ' s  not hi ng
&se for it. it's got lobe another
highly a c c l a i m e d ' w a c k y '
game!

T So it doesn't look like much. What'

those we l l  wei rd  'ot her dimen-
sions' we're always hearing about.
This time the strange environment
is a  collect ion o f  rooms  lit tered
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.  I  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, r a ngi ng f r om  squar e -
headed gonks to oversized blue
Crows.

Above the head of one of the
creatures hangs  a yellow arrow

BONUS ICONS

Letters form the word EXTRA for a bonus life.

Temporarily stops the monsters from moving.

Adds time to the clock.

Temporarily stops the clock.

ICAIC;
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Allows you to hit any monster.

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  split
any further than this), making more
work f or you.  A l l  t he creatures
must be killed in the correct order
before the t imer runs out, other-
wise one of your lives is lost.

As well as being able to move
left and right, you can hurl yourself
at t h e  fl oor  t o  inc rease y ou r
bounce -  but  be  careful,  s ince

A G ulp!  Captain Beaky s about to indulge in a spot of nasty GBH

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

s the matter with you —can't you play  a game unless it 's  got snazzy graphics?
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every bounc e dec reas es  y o u r
bonus.

Occasionally a n  i c o n  m a y
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.

Aaaaagh!
Ngaaaahl
Wyaggggl  Right, I
think t h a t ' s
worked off all the

aggression haf t  a n  hour  o f
Heller Skelter has  jus t  giv en
rise to. And all because of an
innocent little bouncy ball and
a c oup l e  o f  evi l -gr i nni ng
potato heads - eahlYeah, well,
now I've picked my shredded
nerve ends off the floor  let's
get on with the comment.  The
graphics ar en't  exactl y t he
sort to take your breath away
(have you been eating garlic
again -  Ed), the gameplay isn't
overly astoundi ng,  b u t  t h e
package as a whole is more
addictive than Saturday Night
Live after  shar ing a  pi nt of
Barbican wi th PG down The
Bull. For  some r eason tha t
infuriating red ball never quite
goes where you think it will! if
you're e x p e c t i n g  f a n c y
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, we l l -har d g a m e
then get this -  you can afford
£14.95!

PRESENTATION 95%
Two player simultaneous action
and a useful password system,
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 DX7? Those
who don't know should ask
Mall).

HOOKABILITY 74%
The strange control is a tad
difficult to handle.

LASTAINLITY 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 to all fans of
cutesy gaming
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people f rom the planet next
door never s t op invading?

This t ime around they aren't even
bothering with all that 'Take me to
your leader" rubbish,  ar id  have
started their conquest by infecting
the countryside with a virulent red

A Thrash the pants Of_

mber 19E3

A Have you got what it takes to get into a dogfight like this and
out alive?

bacterium Un l e s s  y ou ' re  p r e -
pared t o do something about  it,
defoliation is the order of the day

'on-in the outer atmosphere

a denlorahsing blow to the
of the ecology-mad popul
will no  doubt  surrender
whims rather than watch t
dant planet wither.

So, now would be a g
to c limb into your hoverplane add

hose greenies who's boss.
verplane is a highly man-
le fi ghter aircraft, equip-
th a  protec t ive energy

• a long range scanner, a
nnon and  three homing
, Vert ic al a n d  f orward
provided through a single

ard-point ing exhaust in the
hoverplane's base,  s o  t he craf t
handles rather like a helicopter -
tilt the nose down and you fly for-
ward. Also like a helicopter, your

-
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ron's showing off, _

hoverplane can be rotated about
vertical axis,  allowing i t  t o  t u
smoothly or swing round on t
spot.

Your fl ight  is  v iewed in t hr
dimensions f rom a point  outs id
the hoverplane, which skims over
the undulating planet surface con-
sisting of fish-filled oceans, patch-
works o f  fi elds,  t rees and c ot -
tages.

To help determine where y o
are on the planet, the long rang
scanner gives a bird's eye view o
the whole surface and plots  th
positions of  your own,  and al
craft wi t h  a  coloured dot .  Th
scanner receives signals f rom a
array of  ground-based antenna
which, if destroyed by a stray shot
leave a blank space on the scanne
display.

One capsule of the virus infec
a whole field, and the extent of th
infection is shown by discoloratio
on the Sean display. I f  the viru
infects a tree, it either withers It or
causes it  t o mutate into a virus-
spraying plant  which further pol-
lutes the land around it.

The infection is first spread b
Seeders -  blue, diamond-shape
craft whic h fl y  s lowly,  spray in
virus capsules over the landscape
Seeders wi l l  somet imes land t
give one area a really good d
and create plenty of mutant trees.

Unlike the Seeders, Drones at
armed with laser guns which the
use to attack surface features an
the hoverplane. A Drone can tu
itself into a more powerful Mutan
by shoot ing a mutated tree whi
In range of its virus spray. Mutant
are a l s o  o u t  t o  des t roy  t
hoverplane. and it s  faster fi rm
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Virus' m o s t
attract ive feature
is u n d o u b t e d l y
the ex c ellent  3 D
rendering o f  a

solid env ironment ,  which even
extends to exploding trees and
leaping fish! It's a litt le surpris-
ing, t hen,  t hat  t he t echnique
wasn' t  bo l t ed o n t o  a  g a me
whic h w a s  a  l i t t l e  m o r e
involved. That 's  not to say that
the game isn't  a lot  of fun as it
stands, t hough -  in fact ,  it 's
most  ex hi larat ing t o  s wo o p
down over hills and oceans at
enormous  s peeds  and  blas t
the hell out of anything blasta-
ble. T h e  k ey boa rd  c o n t r o l
met hod is  by far the eas ier to
use, as the mouse is so vague
that you usually  end up pitch-
ing and yawing when you only
meant  t o  p i t c h.  T h e  a u d i o
effects a r e  d is appoin t ing ly
basic on the whole, and distant
gunfi re s o u n d s  l i k e  a  DI Y
enthusiast  with a hammer and
I was  of ten given the impres -
sion that  there was  s omeone
falling down the ZZAPI Towers
staircase. Any road up, I liked
it loads,  and I reckon anyone
who fanc ies  a new approach
to the combat  fl ight  s imulator
should defi nit ely  c hec k  Virus
out.



Just think: all the people inside these ho

te and greater accuracy makes
a more dangerous foe than the

Even more lethal than the W -
are Fighters, which have the
, wa n t o n l y  d e s t r u c t i v e

but an even higher rate of
hters are also equipped
ield which means it takes
r hits to destroy them.
alien craft only make an
nce on the game's  later

levels. Bombers  ent er t he  f ray
from the second level flying a fast,
fixed course and dropping high
density v i r u s  b o m b s  o n
arachutes.

e• unless you stop the virus spreading - aaahl
• •
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1
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 • n e  nr s t  thi ng tna t  str ikes y ou 0 0 out  virus i s tr iadead 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 t hough 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  bril l iantty innovative a nd extremely playable game.  Be
warned though -  it's very tricky at first; and it you're to explore
its rewarding depths, perseverance is the order of the day.

A tense and tortured moment -
c a n  y o u  
r e a l t y  
g e l  
t h i s  
d e a d l y  
a l i e
n  c r a s h
-
d i v i n g  
i n
t o  
t h
e  
g r o
u n d
?

The At t rac t or  i s  t h e  mo s t
dangerous of all the alien craft, but
Its appearances are mercifully sel-
dom. As  well as firing destructive
lightning bolts at the ground. the
Attractor is equipped with a tractor
beam whic h 11 uses  t o pul l  t he
Hoverplane towards it, drawing off
your fuel.

There are also rumours of a new
alien s pac ec raf t  w h i c h  m a y
appear at any stage in the game.
wielding a secret weapon! 000ohl

I first saw this on
the ST (not being
at N e w s fi e l d
when t he y  bor -
rowed that spotty

great Archimedes) a nd was
pretty Impressed.  I f  I  hadn't
seen Starglider 2  o r  Gamer
Command I'd still be very keen;
however, the combination of
fast, 3D action and a brilliant
plot  in both those games tends
to over shadow this pr oduc-
tion. But  don't let that worry
you! Virus is one of the more
impressive Amiga releases, its
only faul t bei ng the  l engthy
amount of  t i me requi red t o
acquire cont r ol  ov e r  y our
hoverplane. Once this skill is
acquired, you're well on your
way to many hours of enjoy-
ment: whether  i t's just flying
around, blasting the hell out of
anything that moves, or simply
acting as a defender on patrol,
this game's compelling. Fire-
bird/Rainbird are coming out
with some superb Amiga prod-
ucts these days, and this is just
another to add to the list. Oh -
and w a t c h out  for  the  sea
monster!

PRESENTATION 85%
Fledetinable 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 30 effect.
With one or two outstanding
details

SOtIND 53%
Sampled sound effects range
from very good to pretty silly.
HOOKAOILITY 83%
Controls take a little getting used
to (particularly mouse), but
Hoverplane manoeuvring
becomes instinctive after a short
while.

LASTABILITY 79%
Plenty of levels, but thou9h the
action is always challenging, it
doesn't have a great deal of van-
,ety.

OVERALL 84%
An excellent and innovative
game, but Virus IS an acquired
taste
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SHOOT 'EM UPSOK, 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
computer gainers who wanted to bring
the excitement of the arcade into their
awn home. The genre has several
branches to it, usually classification
comes down to the way the action is
displayed - single-screen, venical-
scrolkrs, lionzontal-scrollers, and
'3D' blasters - but the roots of all these
he in such seminal (sounds a bit
natuutid)com-ops as Space Invaders,
Star Fire Caftan but repetitive 3D space
blast by Exidy), and the archetypal
Defender.

The Commodore 64, , with its
hardware scrolling, eight splittable
sprites and excellent sound chip makes

it a simple task for a good programmer
to recreate the destructive fun of the
arcades. Indeed, u is only since coin-op
shoot 'em up licenses have become such
an integral par: of the gaming scene
that the graphics and audio limitations
of the machine have begun to peep
through, and even then, only in a
mown* of poorly-programmed cases.
With the right people showing it what
to do, the good old 64 is still quite
capable of bringing all the fun of the
arcade shoot 'em up to the nwniwn of
the masses, and we're swe it will
continue to do so for some time to come.

In the meantime, let's have a look at
the best blasters the Commodore has
managed to accumulate in its six and a
half year life span. The games we'll be
scrutinising in this bumper round upare:

All brilliant games we're sure
you'll agree, but one had to 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 to be the most
original and addictive shmup
ever: the one and
only Wi z b al l .
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 fora massed invasion of Earth.
To access the main computer, the
player must first obtain a password
from the many subcomputers
hidden in hangars around the level.
Breaking into these computers
requires security kards which are
held by scientists who only
relinquish their kards when
drugged. What makes Parallax such
a great game is its terrific
implementation of a perfect blend of
game types. Graphically it is lovely,
with spectacular parallax scrolling,
hut sonically it is even better and
there are frequent arguments in the
ZZAP! office as to whether 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%

DELTA Thalamus
ZYNAps Hewson,
SANx10141 Thaiataus
DRopir_p_NE us Gold
P A s T r i l v D E R
A c t i v i
s
i
o n

WizsALL Ocean
1100IS ALPHA liewson
PARAL0R011) Hewson
URLD/UM liewson

LIGHTFORCE Faster Than LightENCOUNTER NovagenC Y B E
R N O I
D
 I H
, B
A L
L  
S i l
v e
r b
e w
s o
n

ird10 Firebird
ZYBEX Zeppelin
GUARD/AN Alligata

MINTER 'S l i fOON ThalamusTHRUST Silverbird
PARALLAX Ocean
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WIZBAL
Ocean, Eg.g5 cassette, 1.1 2 95 disk

ndoubtedly S e n s i b l e
Software's best game to
date, Wizball just missed out

on a Gold Medal back in ZZAP!
Issue 27 — a fact that surprised many
garners (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
attempts 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_

Most 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 arc 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 cat uncontrollable.
Others bestow extra lives on the
player or give the cat the ability to
withstand 128 collisions rather than
the usual nine.

Thalamus put together the talents
of Stavros Fasoulas, Bob Stevenson
and Rob Hubbard and the result,
Delta, was received to much acclaim
back in the spring of 1987. The game
is 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
soundtracks 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
nifhts among members of the
ZzAP! team who are desperate justto see the next level.
OVERALL 92%

106 ZZAP! 64 November 1988

(Paul) Not to put too fine a point on a,
Wizball is nothing short of being a
work of mad genius! The CIPPIDUIU of
thought put into this game i s
exemplary, with a marvellous plot, so
many neat control touches, ternfyingly
addictive play, beautiful g
r a p h i cdesign and some of the best music you'll
ever hear from a Commodore. Apart
from the addition of more levels, there
are no improvements which could be
made to this game — everything you
could possibly want from a piece of

Thalamus' first game,
Sarixwri
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 is rounded off with the
destruction of a mother ship, then
the player progresses to a ReGen
station where bonus points are
collected against a time limit by
catching, dodging or destroying
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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computer entertainment is in there and
nothing has been compromised. I  don't
know how it missed ow on a Gold
Medal back in Issue 27, but hopefully
the DEF award will go some way to
reconciling that small misdemeanor.

(Gordon) There's not much I can add
to that.' for me, it's a toss up between
this and Dropzone, with this winning
by virtue of its originality. The only
fault I  found with it was the initial
difficulty, but the subsequent ganteplay

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
after, you could do far worse than
this.
OVERALL 84%

Now one of the worthy inmates on
Hewson's Four Smash Hits
compilation, Zynaps made its first
appearance in September, 1987.
This 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. Zynaps 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 to be very addictive.
OVERALL 80%

Hewson's Paradrotd was Andrew
Braybmok's first game to really
cause a stir on the Commodore scene
and is still hailed by many as a
classic. In it, the player takes control
of an 'influence device' which has
been transported into one of a fleet
of space Dreadnoughts, 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 arc viewed

makes up for that by  about a
millionfold. It's crammed with cute
touches (not something you normally
find in a shoot 'em up) and is almost
totally unique. I 've played it and
completed it, and I still play it i f  you
ever see it lying around, snap it up,
because it's not only the best shoot 'ern
up around, it's one of the best games of
a ll lime .

OVERALL 98%

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 to fly — but by
running into other androids. the
influence device can attempt to take
control of their weapons and means
of motivation via a sub-game of
circuit capture.

Paradrotd is very much a thinking
man's shoot 'em up, and provides an
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 Undium, speaking of
which
OVERALL 95%

Braybrook's follow-up to
Paradroid took the action to the
outer surface of the Dreadnoughts,
placing the player in a small and
highly-manouevrable spacecraft
pitted against squadrons of alien
fighters. Play consists of destroying
hostile ships while avoiding the
many upright obstacles which
clutter the hi-directionally scrolling
surface of each Dreadnought until a
klaxon sounds. The player can then
land his ship on a landing strip at one
end of the Dreadnought, and initiate
its self-destruct sequence (gaining
bonus points) After a spectacular
disintegrating ship effect, play
progresses to the next level where a
ship with a different deck layout
must be conquered.

Uriduim 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-
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released Uridittm + , 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 fridis Alpha, a game of
surreal blasting over the two
opposing surfaces of the planet
tridis, The besieged planet is having
its energy tapped away by
belligerent Zzyaximis, and the only
way the planet's inhabitants cancombat the invaders is with a
squadron of walk-or-fly Gilby RobotFighters. The screen in IA is split
horizontally to 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
is a product of the typical Minter
outlandishness. However, once you
set 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, d-emitely one
worth looking out for.
OVERALL 87%

The flick-screen blaster,
Cybernoid created quite a stir with its
smart graphics and tremendous
sounds earlier this year. You take
the controls of the Cybemoid craft,
sent to retrieve the riches of the
Federation which have been stolen
by a gang of space pirates. Clouds oflaser 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
'em up, made even more attractive
by its aesthetics and suitably ass-
kicking weapons - absolutely
essential when faced with mobs of
such blood-thirsty space bandits.
Check it out.
OVERALL 90%

After being programmed by
Archer Maclean for Arena Graphics,
then being released by US Gold,
Dropzone eventually found its way
onto the Americana budget label.
The game is more or less a clone of
the Williams arcade classic Stargate ,
a 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 others seed
space with bombs to kill the heroic
letman. Fortunately for him, the
jetman is equipped with a number
of smart bombs and a cloaking
device which can be used to defend
his person and his charges in heated
moments.

The first thing that strikes you
about Dropeone 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 ofluck as well as skill. The exhilaration
experienced during play is terrific
and the game is superbly addictive.
Without doubt, a classic 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 97/0

Novagen's ageing Encounter is a
version of the arcade hit Baulezont
which avoids the potential slowness
of Commodore vector graphics by
instead using speedy character
sprites to display large flying 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

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 between an onrush-
ing barrage of spheres which
threaten to send you back to the pre-

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 Ba l l  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
electrified objects which give 1, 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, hypes brakes,
shields and the ultimate Rainbow
Ripple Laser. Behind its excellent
graphics and Rob Hubbard tune,
Ball 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 clec-trifled obstacles 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 Gravitar, Thrust places
the player in a small delta-wing ship
with a mission to 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

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 Klystron pods from their
pedestals. The player has to man-
ipulate the controls with care tome-

vent the (almost) free-floating pod
from going into a spin which renders
both it 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 to get that far is very
strong.
OVERALL 91%

Firebird's Jo 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-scmffing 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
green pod. This can either be cap-
tured for use as a smart bomb or shot
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-
couragirig, and frustration is more
likely to keep you playing than
unbridled enjoyment. Worth a look
if you're the sort of cocky sonovagun
who takes Dromme to 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 A eau , the game
allows one or two players to take off
in their jet suits over 16 right-to-left
scrolling levels, unleashing five
types of electric death upon the
oncoming hordes of alien types.
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 arc
beautifully designed, particularly
the backdrops the effect of which is
stunning on later levels. Helpfully,
firing is automatic, with the fire but-
ton only being used to switch betw-
een weapons. Such features help to
endear the player to the game almost
immediately and when you consider
this has a E.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 Affigata
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 you were one of the ones who
played the original so much that it
left you with a nervous tic, you'd
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better get hold of this and a good
supply of tranquilizers.
OVERALL 87%

One of the greatest injustices of
recent times is that Hunter's Moon
CThalamus) didn't receive the sales
it deserved. Programmed 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,
getting 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. Between
each level, the player takes part in a
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
effects are more remarkable, mak-
ing extensive use of pseudo-speech
noises. The player has as many
options as he could wish for, and the
game even allows a choice of ship
colour, and a range of three different
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 961/0

Reviewed back in the salad days
of ZZAPI (Issue I to be precise),
Activision's Pastfinckr was rewarded
for its unusual but successful mix of
arcade blasting and strategic gamep-
lay. Set in about 6,000 years' time,
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 equipment. Available
equipment includes heavy metal
shields and deradiators to combat
the high radiation levels in certain
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areas ot 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 Pastftroder
is to explore the whole landscape,
collect artifacts and deliver them to
bases where the player is rewarded
with bonus points or limited
immunity to radiation.

Although by today's standards,
Pastfincler hasn't much to offer on
the graphics or sound fronts, it still
scores very highly on playability.
Gameplay is strikingly 'different'
hut 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 playing. Another game that

isn't in peat abundance these days,
but a prolonged search amongst the
budget bins may well prove fruitful.OVERALL 91
9
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favour with the ZZAP! team 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
the garne 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 soundtrack
which adds to the freneticism of
blasting. The main drawback is the
game's lack of levels - there are only
four - and once they've been mas-
tered the game begins again with
difficulty level only slightly
increased, so it should bc easy to
continue playing indefinitely once
you're accustomed to the alien
attack patterns.
OVERALL 77%

1 WIZBALL
Ocean
2 DROPZONE
US Gold
3 HUNTER'S MOON
Thalamus
4 PARADROID
ifewson
5 DELTA
Thalamus

6 PARALLAX
Ocean
7 THRUST
Silverbird
8 PAST FINDER
Activision
9 CYBERNOID
I tewson
10 ZYBEX
Zeppelin Games

So there you have it. Bullshit. The ten best shoot 'ern ups the Commo-
dore has ever seen— or rather, the ten best shoot '
C M  u p s  w e ' v e  
s e e n  o n

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 on
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 put-
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 ycni either screaming or sweating (or both).

Equally important is variety. Soto 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't really 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 ar 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 better. The alien blasting levels
are also interspersed with column dodging and asteroid blasting levels
which also help to dispel those feelings of monotony.

But where would a shoot 'ern 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 play f  it can be used to easily obtain loads of types of bolt-on mega-
weapon later in the game. it is 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:

I. Increased shot s p e e d
-
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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 met-
ing out fiery justice to whole hordes of enemies at once.
4. Horning 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 to 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 as a legacy from our
prehistoric ancestors, which is kept pent-up during our daily lives.
Blasting cathode-ray robots is afar more acceptable alternative to
real-life destruction, though some would argue that one leads to the
other. What do you think?
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OUT OF THIS WORLD?
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* Peripherals that will add totally new
dimensions to your machine.
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Commodore experts.
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hundreds of special show offers.
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And you just mustn t miss me wonderful world of
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Me ultimate in personal computing
No matter which Commodore machine you use -
from tne C64 up - yoiJll find just what you are
looking for
AN the leading companies servicing 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 Cant
afford to miss
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STREET SPORTS SOCCER
Epyx, £9.99 cassette, £14.99 disk

f you wanna be a real soccer
star, you've got to start on the
streets. Pete did M a r a d o n a

did ,  J o h a n n  Cruy f f  d i d
Paul Glancey didn't -whic h is why
Pele is a megastar and Paul Glan-
cey isn't. Funny old game, innit?

Right, n o w we' v e established
you're going to be famous, let's do
it properly ,  shall we?  Firs t :  t he
pitch t here' s  the soft and slippery

Back w h e r e  I
come f r om  i n ' t
Lancashire wilds,
backstreet f oot -
ball could lead to

some pretty nasty arguments
-  but it wasn't exactly played
according to the rules. Much
Vsame could be said (though
not necessarily in that accent)
about  Street Sports Soccer it 's
good fun t o play (especial ly
with a friend -  well, with Mal t
anyway) a nd even better  t o
argue over, but It's not really a
proper spor ts el m -  there's
just not a big enough variety of
tactical moves for  that.  But
then, is it intended to be? As
usual, Epyx' classy presenta-
tion is excellent, right down to
the spinning coin that decides
who starts the match. If you're
not bothered about an incredi-
bly faithful soccer sim, get out
your boots and give this one a
whirl: I think it's fah

turf of the park (watch out for those
little canine calling cards) or just
the plain old, ordinary backstreet.

Second: the team. You can pick

'Ere w e  go,  'ere we go,  'ere we go,etc.  Geordie
aggro, Geordie aggro (Oil -  PG). I 'm just trying to
work up the right frenzy for another game of Street
Sports Soccer. This time I'm going to beat that fatso
Gordo into the ground,  I f i t's the last thing I  do!

Meanwhile -  back to the comment.  First off -  this is not a very
serious football  sim and you don't need to memorise a whole
range of complicated moves to play. And that's exactly why I
think it's great: if you can't go down to the park with a group of
friends the next best thing is staying in with your computer to
bash the ball about.  You don't need any special knowledge or
skills - just get in there and beat the hell out of them. Almost like
the real  thing B u t  then,  being a girly, what would I  know
about that?
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These p a s t
couple of months
have seen ther e
fair share of fooly
simulations. They

seem t o  b e  poppi ng u p
everywhere you look! I  sup-
pose Epyx's release is more to
go w i t h  t h e i r  St reet  Sport s
series, not  just fol lowing the
rush of  World Cup influenced
games. This isn't a bad game
at all as a matter of fact, but I
must say that after  Baseball I
did expect  somethi ng mor e
than a watered down Internat-
ional Soccer-t ype game.  Th e
sprites are a bit on the small
side -  and a bit chunky come
to think of it. The backdrops
are a  fair enough represent-
ation of a street and a park, but
wouldn't a couple of coats on
the floor  be  better  than the
apparently wel l  m a de  goal s
that are there instead? Playa-
bility-wise, the game is quite
Interesting, captur ing a good
deal of the atmosphere of the
kickabout games I  used t o
play, b u t  t h e  var i e ty  i s
definitely below the usual Epyx
standard.

three players f rom a selection of
rough and ready streetwise kids.
Spin a coin to find out whether you
or your opponent (human or com-
puter) go first and the most Epyx
(ho ho) match on the block is ready
to begin.

Pressing t h e  joys t ick  but t on
toggles between members of the
team. In addition to basic passing,
receiving, shoot ing and kicking,
you can play a variety of fancy 'set
shots' a n d  bloc k  a n  of fens ive
player_

Fouls result in a penalty shot and
offsides (an offensive player with-
out the ball gets behind a defen-
sive p lay er )  m e a n  aut omat ic
change of possession.

Matches are played over a set
t ime l imi t  o r  un t i l  o n e  t e a m
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 lust got to beat your
M E.;0 5 .
LASTABILITY 70%
Lack of tactical variety may dull
your original enthusiasm slightly.

OVERALL 75%
Just as much fun as kicking a ball
about in your back garden -arm
you can't break your neighbour's
windows (asahI Takes all the fun
out of it! -  Ed.)



1
SINBAD AND THE THRONE
OF THE FALCON
Minorsoft, E14.99 disk only
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hero. Sinbad, has received
a desperate plea f rom his

childhood sweetheart ,  t he Prin-
cess Sylphani.  T o  weak en t he
throne o f  Damaron,  t h e  Blac k
Prince Camaral has  t ransformed
her father, the Caliph, into a falcon
(nasty trick, huh?) And -  wouldn't
YOU lust know it? - Sinbad's got to
change him back.  . .

In a mere few months, our swar-
thy chum must search the many
cities o f  t he surrounding cont i-
nents f or the help of  four main
characters.

Ubitina 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 bot t le 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 f rom t he Black  Prince's
spell. To converse, pic k  one of
three sentences f o r  Sinbad t o
speak, being careful not  t o say
anything which could offend.

Your ques t  a l s o  t ak es  y o u
through s ev era l  a r c a d e  s t y l e
games. Use a crossbow to shoot
down the treacherous Pteranoxos
before it can relay your position to
the Black Prince. Jump between

I've nev e r  ac t u -
ally b e e n  t h a t
impressed w i t h
Cinemaware
games.  T h e y

always s e e m  t o  b e  t o o
Involved t o  b e  ent ert aining.
Sinbad is n' t  t oo  bad  t hough,
being more fi lm-like than pre-
vious releases .  I t  s t i l l  t ak es
quite a degree of  t hought  t o
make a n y  s ignifi c ant  p r o g -
ress, b u t  ev ery t hing i s  p r e -
sented in a logical and obvious
way. The conversat ional sec-
tions are we l l  depic t ed wi t h
large, wel l  dr awn a nd  ani -
mated characters giving cre-
dibility t o  t he given phrases .
The o n l y  t h i n g  t h a t  r e a l l y
annoys me is the diffi culty  of
the s ubt erranean s equenc e,
where Sinbad mus t  escape to
the surface af ter falling down
a crack in the ground. One slip
means that you fall all the way
down t o  t he  b o t t o m again,
Aaarght May be I 'm t oo muc h
of a divvy t o unders tand t he
game fully, but  I st ill think  it 's
quite good.
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A A  birdseye view (well a Imcst) of
our hero's finger - fresh from the
captain's table

underground platforms and avoid
falling r o c k s  w h e n  Camara l ' 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.  Blas t  t he alien hordes
with your plasma disruptor can-
non. Er, no, well,  that 's one thing
the game doesn't let you do .  ,

V You could almost mistake him for Douglas Fairbanks (well we
could, anyway)

It's been  a  long-
time coming,  but
this Cinemaware
release seems to
have even mor e

to it than Defender of the Crown!
All the magic  and adventure of
the S i n b a d  fi l ms  i s  t h e w
except  for Ray Harryhausen's
monsters!  T h e  c h a r a c t e r
graphics  are excellent,  as are
the those in t he ac t ion sequ-
ences, a r i d  s o u n d  i s  u s e d
equally  well,  with an extensive
medley  o f  A r a b i a n  s o u n d -
tracks backing the action. The
cost of  all this is quite a bit  of
disk fl ipping,  whic h isn' t  t oo
bad at first, but after several
games it becomes rather tire-
some. The game's other weak
point lies in the menu-dr iven
conversations, which tend to
repeat sentences i l logical ly
and sometimes the characters
get some pretty tacky lines.
But it was action, not dialogue,
that m a de  t h e  movi es s o
watchable, and this game cer-
tainly has plenty of that!

I love all those old Sinbad films -you know, the ones
with the six-headed monhters and really awlui spec-
ial effects -  and Mirrorsott have really recreated all
that great nostalgic tackiness. Sinbad looks just like
Clark Gable when he swings athletically from ledge

to ledge -  you can almost see the hairs on his chest! Obviously
there are limitations to the kind of conversations you can have
with people but somehow the game's complexity makes up for
that. I  wish they'd given you a few more lives for  the arcade
sections, though: Ws really annoying when you get zapped by a
spider or fall down a hole 20 minutes into a quest. Still -the mark
of every hero is the ability to grin and bear his (or her) troubles.
Go on then, say cheese!

RESENTATKIN BO%
style presentation through-

and an easy to use icon
mmand selection.

'APHIDS 90%
xcellent static screens and
rncothly-animated sprites.

UND 77%
propnate Middle Eastern inci-
lel music.

LITT 82%
vely aesthetics and the prom-
of varied gameplay arettractions.

ABILITY 76%
lenty of action, but entry into

e subsections seems too
andom, so the atmosphere isn't
S good as it should be.

VERALL 80%
ery good, action-packed adv-
ture with plenty to keep you

led
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INTENSITY
Firebird, E9-95 cassette, E12.95 disk
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pany operatives, whose job
It is t o  seek out new life and

new c iv ilisat ions '  h a v e  c o me
across just what they were looking
for. Unfortunately,  t he  n e w l i f e
form they  have discovered is  a
genus o f  hos t ile mut ant  whic h
finds that  the best  way  t o while
away t he solar hours is t o 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 shutt les at the far end of
the station.

The colonists emerge f rom the
Canis Major's  airlocks, then run
across t h e  dec k  t owards  t heir
rescue vehicle, a drone ship which
Is under the control of your surface
skimmer. Pick ing 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-
f orms  quota of colonists has been
rescued, so landing the sk immer
back on its pad moves you to one
of three other decks further along
the station,

Death stalks the decks in five
mutant f orms .  Spores  a r e  t he
easiest aliens t o  dispense with,
and unt il they can land, they are
vulnerable t o  collis ion wi t h  t he
skimmer, the drone or each other.
If a spore does manage to land, it
mutates into a Stalker.

The Stalkers  bounc e u p  and
down, vandalis ing the deck unt il

they g e t  bo red  a n d  leave,  o r
mutate, I f i t spots a  colonist, a
Stalker c a n captur e hi m  a nd
mutate into a Nuclon, a malevolent
fireball w hi c h m ov e s  s l owl y
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Grattgold's latest lacks the polish of their greatest lBodng rhymes Inc)
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towards t he  drone,  hop ing t o
destroy i t  and all its  occupants.
More ambit ious Stalkers cocoon
themselves inside a Podule, until
their t ransformat ion is  complete
and they burst  out  as a Tracker.
These home in on you a a a r g h l

As you might suspect, progres-
sion through t he decks  reveals
increasingly adept  a n d  dead ly
breeds of  the above, but  to help

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 Alieykat-style con-
fusing menus. However, once the shock of seeing a
Graftgold game that isn't a shoot 'em up has wom

off, you start to think, 'well  what's happening here?' The first
couple of games don't give a lot of encouragement,  but for some
reason you find yourself drawn back to the computer  for 'just
one more go'. It's not as frenetic or exciting as previous Graftgold
releases, but it's still quite playable and addictive. One for Brayb-
rook fans to look out for and for casual players to try for them-
selves and see if it grabs them.

I thought  t he  standar d of  Andr ew Braybrook's
games had gone  slowly but  surely down since
Paradroid - and taking one cynical look at this game,
I started rolling my eyeballs. It was lucky I stopped
them before they rolled under  the fil ing cabinet,

because i t turns out  that Intensity i sn't the mere exercise in
polished programming I had guessed It would be. I t's a pretty
easy mistake to make, as such intelligence has been program-
med into the movements of the colonists that the game seems to
finish the first screen by itself. Unfortunately, later levels proved
that just as much intelligence had been programmed into the
aliens, and they knew exactly how to work me up into a frenzy of
activity, I 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 collect) I think Intensity might have been widely
hailed as another Braybrook classic. As it stands, I 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 f o r  buy ing bet t er  res c ue
equipment. Every t ime a colonist
is saved, a large R (Resource Unit)
is released f rom t he sk immer's
launch pad;  at the end of  a level,
accumulated Resource Units can
be t raded  f o r  s k immers  a n d
drones which are able to fly faster
and over higher obstacles. These
are produced on a production line
which requires a longer period of
t ime to build more advanced craft
-  so you'll Just have t o wait  for
those go-f as t er s tnpes ,  wo n ' t
you?

Cor, a n o t h e r
Andrew B r a y b -
rook g a m e ,  I
thought ( I  ha v e
these m om e nt s

of inspiration). OK, so I didn't
think Morpheus was anywhere
near as good as Undium or
Paradroid b u t  e v e r y one ' s
allowed to slip a bit once in a
while, aren't they? Well, looks
like Andy Braybrook has slip-
ped again. The idea's original
and the  graphics l ook gr eat
but none of it really grabs you
by the e r  w e l l ,  what-
ever things normally grab you
by. As for the sound effects -
they were very impressive In
Paradroid, but you can have too
much of a good thing -  and I
think b y  n o w  we 've  h a d
enough. ft you enjoy repetitive
games and aren't too bothered
about having a large environ-
ment t o explore (there i sn't
one) you could do worse than
buy Intensity. You could do a
bit better, too.

ATION 91%
Attract made. and user-friendly
options for one or two players
with joysticks in either port, col-
our and monochrome modes
and volume control Disk version
saves highscore table.
GRAPHICS 88%
Small but very nicely animated
sprites. Familiar bas-reliel
decks.

SOUND 70%
Tuneful music, but spot FX are
very 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 doesn't
have the broad appeal of Ekayb-
rook's previous works because
it isn't an out-arid-out blast. 1



WALKER'S
y 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 with it, 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 fiercer

Saturday 6th August
Well, the music lobe played during the
Armand( 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,
allowing the player to relax the trigger finger
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and prepare for further onslaughts to come.
The only piece left to finish now is the 'game
over' tune. This needs to have immediate
Impact, as most people will only be hearing it
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
diski to the actual music player. For use by the
'customer'. It quite often sounds better to fade
the music before starting the game to give a
smoother transition (more about that when
the coding is started tomorrowl.

Monday 8th August
The fade routine from the demo was
streamlined for addition to the player today,
and at the same time I 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 of Hunter's
Moon we found it very tricky to time the
loading music so that it faded out at the end.
After all, you tteed to find the best time to start
the fade, set a timer to do it. and then keep
tweaking the lade 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. I can
even do a slow lade over 30 seconds if needed!

Tuesday 9th August
Another sound effects commission saw me in
Southampton today, together with demo disks
and notepad. It really does save a lot of time in
the long run to discuss exactly what is needed
before you start work — with sound effects.

particularly. It's strange that programmers can
sometimes have little idea what they really
need until you produce some sound effects —
but its amazing that they can soon find 32
modifications that must be made. This is why
like to discuss it fully first (and of course it's
nothing to do with getting treated to a free
lunch - thanks Neill).

Wednesday 10th August
After a call from Robin in Exeter with
information on some design changes to
Armalvte, today saw me extending the 'game
over' music, and also making a few tweaks to
the sound effects (Whoops! - don't read
yesterday's entry guys). I've arranged to travel
down to 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 to easy? This nne 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 t h e y all certainly
gave me plenty of that with Hunter's?

Thursday l l t h  August
This morning the latest Arpnalyte disk arrived.
with various improvements and the dummy
music installed. The final compilation of in-
game musical the requested memory location
took about an hour and a half, although I still
made two mistakes which took a little tracingbefore the title tune burst forth at the start of
the game. As the tracks themselves are only a
small percentage of the total music file, I even
managed to squeeze the cassette 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 la total of 10 minutes of
music — what amazing value for money!).

During the afternoon, after several phone
callsand a few hacks to install a couple of new
sound effects, it became a race to get the final
music and sound effect files on disk in time to
catch the post back to Exeter. I made the final
collection with five minutes to spare. Thinking
about the expert audience watching my every
move in Exeter next week. t then replaced the
rnicroswitch cm my joystick fire button. It was
beginning to feel a bit 'soft', and I'll need every
possible advantage I can get(

Friday 12th August
The new sound effects commission was started. 11
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and also a decision to update the sound effects
module and editor to bring them up to the
standard oldie musiceditor. The sound effects
produced are fine, but the editor seems so slow
and lacking in refinements after work ing for a
month with the supenweaked 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  unt il next week.

Tuesday 16th August

The big day. Af ter limbering up my joystick
trigger finger during the 120 mile journey
down to Exeter. my big moment  arrived at
I lam. The latest version of A rmalyte 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! I just couldn't  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 combinat ions of weapons
each time you play, and even swapping super-
weapons in real t ime to deal wit h part icularly
tricky elements as you play. Every t ime
Cyberdyne see someone play, they see a
different approach. I know I've produced the
music and sound effects 'which Cyberdyne
Systems were well pleased with,  I 'm happy to
report!I 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 t ime playing this than
any other game this year!

Wednesday 17th August
Yanous readers f rom different parts of the
country have been writ ing tonic care of ZZAP!
and Thalamus, and your letters make very
interesting reading. Many  thanks for taking
the trouble, guys! I 'm afraid that I can't reply
to them all personally ft already work  a 70
hour weekand write thediary!) 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'
ialthough Morpheus used a similar scheme) is
novel in that 20 will earn you an extra ship and
30allow you to skip the present level. Hmmm,
Possibilities!

A Farrell (hi, A!I has paid me a handsome
compliment  in want ing to purchase my Music/
SFX editors. As you've probably realised from
recent diary instalments, the music and SFX
editors are being used solely by me for
commissions, so I 'm afraid that they won't  be
available commercially. The demos that were
sent out are sample musical pieces only, with
noeditor on board 'for obvious reasons. Hack!
Hack!).

Your query on how to achieve parallax star
scrolling is really outside the scope of this diary
to answer in 'depth' 'unless ZZAP! want to
avoid these awful puns and give me a separate
technical bill) but briefly, it's all done with
characters, By defining a single star in
successive positions across one character, and
then fi lling a whole screen with it, you could
have 1000 moving stars at once with very little
ellont  Different layers are achieved by using
several characters, each having a single star
which is plotted across the character 'square'
at a different rate.

Finally, Keith McLeman compliments me on
my Hunter's Moon sound effects, and voices a
topic which is mentioned by many people—the
difficulty in achieving good sound effects in
games.
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There really is no substitute for fiddling! I
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 t ime. II
you got a good sound you had to remember
how to make it  again! The latest keyboard
sounds canbe so complex that many musicians
don't even attempt to program them
themselves, but use commercially available
disks to load new banks of voices. And if it's any
consolation, looking at the game inlays wil l
show you that many top programmers have
their SFX produced by specialists — I 'm very
luck lobe able to do everything 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 flexible. Experiment with a
music utility just making different sounds, and
when you gel to grips with how to get a
particular effect, think of ways to improve it
when you write your own AFX program!

Thursday 18th August
Alter producing some more sound effects t he
an is knowing when a sound 'fi ts' 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 I! t he graphics editor was booted up
to try some designs for trapdoor opening. This
sequence is important.  since it provides most
of the feeling of exploration. The t iming will be
crucial — if the doors open too quickly there's
no nail-bit ing fight wit h 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!!
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Sunday 21st August
A very interesting weekend, with a suprise
guest n o n e  other than Mr Riggers hintsell! As
you might  expect, most of the t ime was spent
playing games, and once again out came the
old Atari 800! For sheer playability, some of the
old games take a lot of beating, and for the
record the 'laves' were A.B. (Broderbund).
Outlaw/Howitzer (APX) and Bristles (First Star).
On the state of the art front, my trusty ST had
a treat in the form of a first glimpse of Starglider
2. What an experience! Although I did lit t le
more than the tourist bit, wandering around
having a peek at everything, there seems more
than enough to 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 iron (the new Minter mega-
package) we ended t i l is t ening to the musk
from Armalyte whilst having a session with
Colourspace on the ST.

Wednesday 24th August
Another few days spent in the comparative
comfort of the sprite editor. It's very easy to get
lost in this one, as you can not only design the
lit t le beasties but also join them together,
overlay them for fancy work, and even prepare
animated sequences to try out ideas! After
settling in for a long session, a definit ive trap
opening sequence was generated.

Using the mult iplexor will allow me to add

background details and colour to the
landscapes, as well as produce the normal
baddies, using sprites. In fact, since the main
problem with any mult iplexor is making sure
that it is never possible for more than eight
sprites to attempt to occupy the same
horizontal 'strip', this will help a great deal by
fixing sprites in position on the landscape. if all
the sprites may be moving, the alternatives are
a lot of effort to ensure that the wrong
combinat ion can never occur (Artnalyte) or
nasty flickers and lurchers (Zynaps, for one).

Thursday 25th August

The return of the cities! At long last a major
advance for the Citadel code, namely the
addit ion of the main collision routines to detect
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 t?). The only minor bug that
still needs sorting out lets MONITOR get
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 I managed to trace the
pipe impaling bug, and then spent some time
•gametesting• wit h Paul Beecher, my special
visitor for the afternoon. In the evening.
Belinda and I noticed a pool of water forming
on the kitchen floor — a pipe had started
leaking!! After attempting 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 to
your kitchen'! Perhaps it meant a swimming
pool. Groan (and yawn i. !shall have tube very
cautious when I add the explosion routines to
Citadel!

Tuesday 30th August
Alter a session which saw my latest sound
effects commission nearly complete. Citadel
returned to the monitor for various small
improvements, in preparation for the next big
addit ion over the rest of this week. In fan, after
perfecting the wall detection. I 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 to
evolve. Since that elusive feeling of 'being
there' is needed. I have decided to remember
the state of all traps on a particular level, so that
they are still the same when the player returns
to the spot. This wil l allow strategies to
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 init ial sound effects have
been installed, and can now be tweaked 'in
action'.

Monday 5th September
The final day of this instalment, and the start
of various new routines. The player's bullets,
landscape sprite position updating and other
vital areas all involve the mult iplexor to
someextent, so some study in this area is
needed. A kit of things are beginning to come
together, so I expect to have a playable
demonstrat ion completed by the end of the
next instalment. Unt il then. keep your eyes
twitching and your joystick fingers sharp (or
perhaps that should be the other way round!)
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WORRA
LORRA BALLS!
CAN GLANCEY ACHIEVE THREE DEFEATS IN A ROW?

PI
SIECALLEtriaE

Yeeehaa! I 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 I
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 ZZAPI 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 I
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 I
despatched one of my more sentient minions to call
his home, and inform him that the challenge would be
a test of skill on the Fasoulas game of roiling balls,Quedex.

VORNIMENNIEIMPIRMOIRMax.
- A M U

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 t ry to put  Wayne further ill at
ease, t h e y  h a d  v ac a t ed  t h e
Towers, leaving t he boys  in the
hands of the social deviants work-
ing in  t he offi ce o f  M e  Games
Machine.

When t he ZZAP!  lout s  fi nally
turned u p  af t er  t he i r  mid-day
butty-binge. they were surprised
to fi n d  Wa y n e  a n d  G r a h a m
unfazed by their uncouth manners.
Their corpulent leader suggested
the implementation of 'Plan B", but
seeing as  none of  them had had
the foresight t o think up such a
plan, I  demanded that  t he pro-
ceedings begin.

V E v e n  the devious help of an extra arm cannot save the stringy pillock
from defeat in the first round

A T o  assist in his victory, my noble Challenger, Wayne Moore, is given a
chemical Injection, a silty umbrella hat and some hi-intensity X-ray
apex.



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 carried 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 I magnanimously grant.
Wayne has already been practis-
ing and innocent ly  remarks  that
during his  prac t ice sessions he
has been averaging a  score of
around 950 points. The sound ot
the four ZZAPI faces falling is one
I shall never forget — Paul's highest
score to date is only 5271

Keen to get the slaughter going,
I deliver my  rulings for this chal-
lenge t o  t he  compet itors .  Th e
competition is  t o 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 demonstrat ing
the work ings o f  a  digital s t op-
watch t o  t he mentally -bankrupt
Harnza woman,  we  are ready to
begin.

The clock starts and my  chal-
lenger immediat ely  beg ins  h i s
game in the maze of disappearing
floors on Plane 8. Glancey moans
that before the compet it ion had A M y  Challenger seeks Inspiration from the meagre-brained Hamza creature, whilst Houghton tries to psych him

out with a cross-eyed glare

A Me a nw hi l e ,  his X-ray beams turned on MI ,  'Mooch the cool guy cruises to an 'average' 846 points in game two
even begun,  Way ne repeatedly
restarted the game on that plane
until he was  placed in t he only
maze he knew how to complete. I
take advantage of the moment and
cuff t h e  s c rawny ,  wh inge ing
maladept round the ear, bul see
there is  substance t o his  gripe.
Wayne offers an excuse concern-
ing the poor quality of his VDU at
home. but I sense that he is more
devious than I  fi rs t  thought
Sensing a  pleasurable t ime  i s
ahead I  indulge i n  a  Flash ' n '
Domestos cocktail.

Whimpering, P a u l  t u r n s  h i s
attention to the 9ame, beginning
on level one. Exhibit ing 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 90 time units.
The skinny wimp must have been

snorting Harpic ,  s inc e h e  t hen
enters the bonus stage, diligently
watches the movement sequence
and then heads off in completely
the wrong direction, Before I can
question the stupidity rating I had
branded Paul wit h,  I  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 t ime is called his score
only reads a minimal 464.

Meanwhile, t o  m y  immens e
satisfaction, Wayne has c locked
up a mighty 852 with 81 t ime units
left, so he is declared the winner of
the first bout, Ecstacyl

My challenger is keen to restart,
and the next game is duly initiated.
Wayne uses the same tactics as
before, taul this  t ime 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  t he week-
end', and turns up the volume on

his monitor hoping to drown his
opponent's demoralis ing ut t er-
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 t he opportunity  t o cheat
and he completes the bonus stage
and collects his points. Thinking in
consecutive numbers ,  h i s  nex t
port o f  call is  the key-collecting
maze o f  Plane 2.  The  moronic
ZZAPI microstar seems to know
this plane well, and swiftly locates
the goal,  fi nishing wit h 49 t ime
units. After again complet ing the
bonus level. Paul moves onto 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 t ime is easy to col-
lect. I find myself smirking as the
scrawny pillock steers his ball into
a goal square, thus prematurely
ending the level.

So disgusted is he with his fail-
ure that  he ends the game with
only 2 6 1  point s ,  a n d  quic k ly
begins anot her,  Seek ing  f a s t
points and being unable to think in
mathematical t erms  higher than
seven, he selects Plane 1. then 2.
then 3. In the middle of Plane 3 the
clock is  s topped and the score
taken — 189 points, which added
to the 261 of  the first game makes

V G l a n c e y  is pistol-Injected with a sense-enhancing drug, to increase the
pain of what is to COM.
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A A s  the winners proudly display their trophies, the obnoxious pratt is hacked to death in the background
a staggeringly flaccid score of 440
points.

Despite the hindrance of  some
amazing bott le-bottomed glasses.
cool-headed Way ne begins  t he
second round  o n  h is  favourite
Plane 8  and  completes  i t  wi t h
ease, net t ing 82 point s  st raight
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 a v e r -
age'. The ZZAP! hangers-on seem
to be get t ing t he idea that  this
cocky challenger is more than a
match for their home-groan com-
petitor. and threatening rumbles
issue forth f rom Gordo's stomach
while rumbl ing t hreat s  es c ape
from his repulsively flabby jowls.

Maff gives Paul a good shake to
make s ure h e  s t ill work s ,  a n d
reports that  he is  more o r  less
ready to start what  could be the
deciding bout. On confirmation of
readiness f rom my  challenger, I
issue the order to begin.

Wayne obv ious ly  realises t he
devastating effect his voice has on
Glancey, a n d  wh i l e  Pau l  ge t s
going on Plane 1, he waxes lyrical
on his  mat hs  teacher's  lack  o f
humour a n d  t h e  umbrel la h a t
bought for him by a slave girl from
Peru.

However, t he mentally  fl accid
freak o f  t he c omput er indust ry
seems t o  have developed some
kind of resistance to such distrac-
tions, and  quick ly  runs  through
Planes 1 to 3, even completing the
bonus levels as he goes! Problems

V T h e  ritual dismemberment begins (Remember kids, the ZZAP1
team are fully-qualified murderers, and this scene should In no
way be enacted at home)

left, right and centre. With only 24
uhits t o  his  credit ,  Paul enters
Plane 5, the puzzle plane, but finds
complet ion in such a  short  t ime
impossible, and to the groans of
his ent ourage,  P a u l ' s  s phe re
explodes.

His five minutes are not yet up,
though, a n d  Glanc ey  qu ic k ly
restarts t h e  g a me  a n d  g o e s
straight for the high-scoring level
7. Af t er  pick ing u p  103 point s
worth of  t ime, he completes the
Plane and enters the bonus round,
finishing just  as  Kati,  that  c rude
Austro-Egyptian hybrid, calls time.
Malt  takes his socks off and adds
up Paul's total score on his toes
397 f rom his first game and 123
from the second -  520 points.

In the meant ime,  Wayne,  too,
has been having problems. Obvi-
ously apply ing his  chatty tactics
and playing the game has been too
demanding, for alter scoring 583
points and completing five planes,
he runs into a skull on level 6 and
terminates his first game. A sec-
ond game is quickly started and in
the remaining t ime, Wayne man-
ages to knock up a highly respect-
able 369 points  -  that makes a
totally invincible combined score
of 954! HAHAHAHAI  Excellent! I

—
A T h e  odious Geordie offal is dragged away to a cold storage unit,

his humiliation total
arise in Plane 3 as Paul runs for the
goal. My  stentorian laughter c ir-
cuits kick into overdrive as I realise
that t he 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 f ew time,
units to spare.

He quickly tries to boost his flag-
ging t ime limit by entering Plane 7.
Again, careless jumping brings the
Plane to an end too soon, and he
finishes with 57 t ime units. After
regressing t o  h i s  c h e a t i n g
methods in the bonus section, the
chump plumps  f or  t he downhill
race on Plane 4, which he bumps
and bounces through, losing t ime

knew I would win!!!
I congratulate Way ne on  his

utter t rouncing of  the feeble fool
and hand over a voucher which
entitles him to C30 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, I
retire to my torture cruiser in the
stratosphere high above Ludlow,
where) can uncork a titanium flask
of H y d r a n
brandy, a
mixture O f
herbs, spices
and concent
rated n i t r i c
acid

,A
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14.95 M i c r o  Mud
7 99 tom r eer i no Coe/1,20 T e s t  Drive 7.99 I I  99 V i r u s 13.25

Mindlighter 1 1 . 2 0  14.95 T i m e s  ot Lore 7 . 9 9  11.99 V r  porn1.25 9 .75  W e s t  Europe Scenery Disk 14.95
Tracksuit Manager 7  25_ 2 5M e rlon 1 3

* * *  * *  * * * * * * * * * * * * * * * * * * * * * * * - A r  t * * * * * * * * * * * * * * * * * *
*  WORLDWIDE W O R L D W I D E  *
*  S T A R  F A S T  ORNERY ON ALL STOCX ITEMS BY 151 CLASS Wit_ IN UK SPEC& OVERSEAS SERVICE BY MR NMI WORLDWIDE S T A R  *CREDIT COM ORDERS ACCEPTED BY PHONE DRUM CREDIT CARD ORDER TELEPHONE IMES*  BUYS
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C04/1219 c a s e  a t

Ontsade in Europe 1 1 2 0  14.95
Dee), Thompson Crytroc 7 2 5  9 .7 5
Dark Fuson 7  99 11.99
De Lux Scrabble 9 . 9 9  12 99
Echelon 7 9 6  9 .9 9
Eddie EdvarcisS/per Ski 7 2 5  1
1 . 2 0Emlyn Hughes int Soc 7 2 5  1 i 20
Empire Strikes Back 7 , 2 5  1120
Espionage 7 7 5 1 1 , 2 011.20
Exploding Fist + 1 2 5  9 ,75

1 5 St rike Eagie 7 . 2 5  11.20
Fish 1 4 . 9 5
Football Director 6  55
Football Manager II 7  25 1 i 70
4x 4 Off Road Racing 7  99 11.99
G.I .Haro 7 2 5  9 7 5
Game Set &Match 9 . 7 5  13.50
Games Winter Eclitich 1  99 11 99
G. Lrneker Hotshot 7  99 11 99
Gary Lineker Suporskilis 7 .9 9  1195
Gold Silver Bronze 1 1 .9 9  14,45
Guild at Thieves 1 4  95

C04/128
Mint Office!'
Motor Massacre
Navcom 6
Nelherworld
Night Hardly
Ocips1
Operation Wolf
Outrun
Overiander
Patton vs Rommel
Pale Beardsley Foolball 7 .2 5  11 20
Pirates 1 1 2 0  14.95
Platoon 7 . 2 5  1
1  2 0President is Missing 9  75
Privet Stealth ROM( 11 ,20  14.95
Psycho Pigs LAB 7 . 9 9  11.99
Ransack 7 . 2 5  5 .25
Red Storm Rising 1 1 , 2 0  14.95

Cass t a lc
12.15 14.95
7.99 11.99
725 9 .75
299 il,99
7.99 11.99
7.25 11.20
725 11 20
799 9 9 9
7.25 9 .00

11 99

094/1.29 c a s e  area
10 Great Games 11 7  99 11 99
19 Boot Camp 7 2 5  11 20
1943 Battle ot Mekley 7 .9 9  I I  99
4th & Inches 7 . 9 9  11 99
6 Pack Vol III 7 2 5  I ; 20
Terrorpods 7 . 2 5  1170
The Eternal Dagger 1 4 . 9 5

14.96
7_98 11_99

112011.2011.20
7 25 11.29

1495
19.95

7.99 11 99
11.95

1.25 11 20
15 99

The Train
Time and Magick
Typhoon
Ul ti rn a 1 o f 111 o r IV
Ultima V
Ultimate Golf
Up Per.scope
Vindicator
Wasteland
W e  the CharriplenS 7 .2 5  13.50
West Europe Scenery 1 4 . 9 5
Whilogig 7 . 2 5  11.20

VISA

Meese malts cheques or postal orders payabie to WORLDWIDE SOFTWARE All prices include postage & packing in U .
Overseas please add El .50 per case/disk for AIR MAIL delivery. Credit card orders eccepled by phone or melt

Getup-rims. m a w  57004 (24 hours) N o t t i n g h a m :  (0802) 480779 (24 hours)

WORLDWIDE SOFTWARE
49 Stoney Street

Nottingham
N W 1LX

Commodore Amiga Software
Rally Run
Fleur° to Atlantis
Return to Genesis
Rocket Ranger
Sentinel
Shadovirgate
Shoot Const Set
Space Homer
Starfleet
Slarglider II
Techno Cop
The Krtstai
Thundercats

Joysticks
Cheetah 125 pus 6 . 0 5
Cheetah Mach 1 Pius 1 2 . 9 5
Comp Pro 5000 1 2 . 9 5  •
Comp PTO S000 Cte r 1 3 . 9 5
Comp Pro 5000 Extra 1 4 . 9 5Soeedelmg 1 0 . 9 9
Speedking With Autofire 1 1 .9 9
Ram Della 7 . 9 9
Cruiser 7  99

Peripherals
AnDluth C64 tape head sign itit E1 .99
5 25lotti box Ilvicis 103disksi 9 9 5
C64 dust cover 4 . 9 6
C64 disk time covet 4 . 5 0
Reset switch 6 . 9 9
C2N Dalassette until 2 8 . 9 5

Man* Olette
3.5' DS/DO Iper ten 9 . 9 5
5.26" double sided (per ten) 4 .9 9
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720 (US Gold)
646.050 Phillip Dayies, Pencoed, Mio Clam
550.490 Ofirskal Briggs, Tonerksvele. S
Australia
487 650 Lawson Dawes, Penoraed, M  Glam

ALIEN SYNDROME (Ace)
223.6 tO D Emrnins, Stratford, London EIS
114 300 Mike Thomas, Caerphilly. Mut °tarn

t 1.100 Matthew Upton, Erniey Castle. Worcs

ARKANOID I I -  REVENGE OF DOH
(Imaginal
254.760 Robert Pascoe, I  rum. Cornwalt
247,550 Bret Crossley, Leeds, W Yorks

74,170 J Cripps. Peterborough, Camba

BARBARIAN (Palace Software
452200 Marfin Kelsey, Dore, Sheffield
334.5013 Kriss NodhOlt, Middx
298,600 Mark Woodson, Feitharn, Matdri

BATTLE VALLEY (Rack ilt)
I 986.700 Marc Spence, Leeds W  Yorks
1,949.000 Darren Brookes, Long Eaton, Notts
1.931 .350 R k
-
t ia rd  
L e a d b
e fi l e r  
W i t
h a m
,  
E s
s e
x

BEAT IT (Mastertronic)
913.510 Dean James. W Bromwich W  Mais
192.665 Alan Smith Peckham, London
778.535 Stuart Scattergood Deeside Clwyd

13100SC COMMANDO (Go)
1,091.790 Paul Essen. Buxton, Derby
202,480 Daniel Hambury, Becckis,  StitiOlk
I S  9 3 0  W a y n e  F o wl e r ad wi d O rl .  E sse x

BUBBLE BOBBLE (Firebird)
692,430 Richard Pembridge. Wirral.titer

7 , 8 = 3
S e
A r a h
o n y  
M e
t m
e n
g i  
R
u
n
c r
o
n

Cheshire
7.000,100 Leigh Bartley. Leeds. W Yorks

BUGGY BOY (ENtel
149,640 Robert Pascoe, Truro, Cornwall
124,690 Jonnthan Dood. Parklands
Northampton
122.600 James Hams Ne w Cross. Lcsiclon

t o m a w r  SCHOOL (Ocean)
325,980 Mark (The Caltucl Swindon, Wills
306,090 Paul Exton. Greenmount, Lanes
304,020 Pack Frere, DOnbaster_ S Yorks

COSMIC CAUSEWAY (Gremin Graphics)
887.460 Cowart Flower, Wernbee. Australia
601,249 Matthew Holdaway, Couladon
Surrey
550.673 Ian Kay, Enfield, Middx

CYBERN010 (Hewson)
124,800 Babak Fakhamtadeh, Delft Hofiand
97.365 Andreas Panopouk)o, Athens. Greece
63 975 Jason Gocellehild, Tathashall, Lincs

DRILLER (Incentive)
3.498,450 Ged Keaveney. Huddersfield. W
Y o rks
3226.070 Kudly ark. York, N Yorks
1,063,760 Daniel Fisher, Chesterfield. Dertyys

GAUNTLET N (US Gold)
Thor
12,761.453 Ged Reaveney, Huddersfield. WYorks
10.100,476 Martin Lear. Huddersfield W
7,511.439 Adam Ruckwood, Haleeowen.
Mitts

w
,
w
•
-
•

I ,  I
.

Parairrl  - . . . . - -. L ' a  I  S  .J.,
1 1 1 :;
•
•
•  - 0 :  
t . r , , •
. ,  
•

24,863,449 Gad Keaveney, Huddersfield, W r .  Sussex
Yorks .  154,400 Michael Garnett. Hallisid, Hefts
19,201,100 Mamie Lear, Hadderslield, W -  151.805 Daniel Carroll. New Malden. Surrey
Yorks
i 3,783,4 72 Adam RuckwOod, Halesowen, W
Mids

theta
32,860,112 Mark Croosthwaile, Stockport.
Cheshire
11,296.318 Gad Keaveney. Huildersfiekt W
Yorks
4.202.401 Martin Lew. Huddersteet W Yorks

a woke
9,817.642 Got Keaveney. radderslie ld. W
Yorks
7.062.517 Marlin Lear, Huddersfield, W Yorks
3.601 448 Small Paul, COP Newcastle upon
Tyne

GREAT GIANA SISTERS (Go/Ra mbow Arts)
74.764 Matthew Phypers, SurloyMill, Derby
59,175 Andrew Stephenson. Wakefield, W
Yorks
60,775 &m ire  Aanew. Kilbarchan, Rentrews

GRYZ001 (Ocean)
2,802200 Richard Lunn, Leeds. W 'roars
892.700 David Pocock. S Coydon. Surrey
829.900 Daren Burke, Romiord, Esser

GUNSHIP (llactoptose)
327.670 Paul Koster. Oipe, Germany
315.130 Glenn Archer, Mt Evelyn, Australia
302.390 Paul Griffiths. LidodUdnirr. N Wales

HAINKEYE (Thehernus)
2.090.600 Zap Trit y  Barham. Devon
.1,050,600 Kama
, A l i ,  
W a r e s  
P a n t
,  
S u r
r e y

677,100 Lee Barker, Nartherich. Cheshire

HUNTER'S MOON (Thalamus)
818,450 Lee Lautenson, Lerwick, Sheliand
472.150 Zsurui Benism, Suftenan-Ashlaid,
Notts
227,375 Matthew liploo,  Eirney Castle
WOMS

IKARI WARRIORS (Elite)
361,700 Neil Head, Steurbooge. W %cis
356,100 Nick Frei's., Doncaster, S Yorks
3 3 8 ,9 0 0  Ce rme t O d y,  H a r ro w .  M i d d y

IMPOSSIBLE MISSION I  (US Gold)
104.000 Lee Smith. Southampton, Hampshire
102,800 Philip Graved Whdehaven, Cumbra1i
92.800 Doren Burke, F1017110td, Esser

INTERNATIONAL KARATE + (System 31
484.100 Daniel Carroll Ne w Madder. 1. Surrey
473.100 Terry Ekb,drarn, Coandale, London
441.000 Stephen Cargill. tibromStfir- &mem

10 (RaMbird)
1,200,1 70 Jeierwy Daalcler Adelaide, S
Australia
481,650 Mark Oampiing Norwich Norton.,
393,140 Sir Hans, Ackmaar, Holland

MEGA APOCALYPSE (allartsch)
211,730 Peter Clarke. Hartlepool, Ctevelanct
(97260 Lam Dysrent Harnngttm Square.
London NW1
187.940 Mark Brew. Wakingharn, Berko

MORPHEUS (Roinbild)
1,321 A85 Richard Pembrodge. Wirral,
Merseyside
1,265,774 Zap Treeby, Breitern. Devon
I anO a ril tan Si awn, Warners Bay. Australia

NEBULUS (Howson)
201,240 M a ine *  Moriarty. Hung Green, E

OUT RUN IL G o ( d )
92,129.800 Mark Croosthwaite. Stockport,
Chathwe
07.720.606 Julian Hare, Hampton M e e k
03.246 590 Marlin Lear. Huddersfield, W
V o rkS

PAC-LAND (Cluickellwat
614.9so Jake E, West Bromovicin West MOO
384_950 John Donnelly. Southampton.
Hampshire
230 410 Man Chung. Tairistotat Devon

PLATOON (Ocean)
1,162 100 Lam Dysrant, Harnrigion Square,
London NW1
1,004,600 Michael Aution, Exeter, , Devon
995.000 ka n Smith, Peckham, London

PROHIBM011 (inloaremes)
530260 Robert Pascoe Truro, Cornwall
526 260 Stuaa Wannop, Aecnngion LAM A
S22,165 Sebastian Stephen. Victoria,
Australia

PROJECT STEALTH FIGHTER
(Nlicroprostr)
54,500 JK Hugget, Hudriersfielo. W Yorks
22,790 Jonathan Perkes, WocKliord Green
Essek
1,170 Hobert Fullerton Havrkshaw tenet

CRJEOEX (Thalamus)
DIO Craig Archer Victoria, Australia)

999 Steve Pratt Leighton Buzzard, Beds
949 Martin Huisent, Numansdcal, Holland

RE-BOUNCIER (Gremlin &sa ble s)
11 250.073 Crag Knight, Keywcwth, Notts
2 470.584 Marc Hodge. Stsary. N Yorks
2 047,832 Robert Wilson Oirtham Lancs

ROAD BLASTERS (US Gold)
1,114090 Mani Taylor, Barry. S Giam
1.054.680 Neil White, Craiglmmy, Edinburgh
1,020300 Daniel I  ockey, Bishop Auckland.
Co Dunham

ROAD RUNNER (US Gold)
3.009,456 RA Alessi,' Rollordam Holland
1.022,100Jasco Faulkner, • Colleseritera, Locs
766.580 Glenn Black. Gainsborough. trOCS

ROLLING THUNDER (US Gold)
749_410 loan Pntcharct, Powys. Wales
130.520 Kelvin Clegg, Hayle, Cornwall
024.640 Tobias Olalssoe, Ocher° Sweden

SALAMANDER (Imagine)
232.185 Paul Evison. Buxton Derby&
232 045 Steven taunt* ,  E861w001:1, Notts
190.810 Stephen Packer, Cheimslora, Essex

SAMURAI WARRIOR (Firebird)
1,821 Wayne Foimer. Basildon. Essex
732 Nee Head. Stounadge, W Mels
617 Lawson Danes. Pencoect, M  Giam

SKATE ROCK SIMULATOR ilMastertronict
395.050 Stephen Bambrough Heaton
Newcastle Upon lyre
326.380 Brien Hembley. Preseot. Merseyside
2
,
-
1
4
.
2
7
0  
M
a
r
t
i
n  
L
e
a
r
,  
H
u
d
d
e
r
s
f
i
e
l
d
,  
W 
Y
o
r
k
s

SLAMBALL (Americana)
15343.250 Dean Betto Edeattedge, Kant

1.078.440 G Lest* . Berwick upon 'Tweed.
Northumberland
9203,820 Ph4hp Grayed. Whitersven,
Cumbria

SLAP FIGHT Qmaiene)
803.425 Vilya Harvey. Perth, Australia
800960 Stavin Sutton, Southampton, Hants
586,001 Matthew Viveash, C h o
-
p ro f . O x o nSPORE (Mattartrohic)
969,100 Ned White Craidentinny, Edritkagn
955460 Terry Redfern, fiuktort DerlaYS
947.875 Matthew Cundy. Tavislock Devon

STAR PAWS (Software Protects)
547226 Matthew Smith. Warrington.
CheOloiro
641,592 K Daniels, Northali Match
624,567(3 Woodhouse. Banowan-Furness,
C u rrd ara

TARGET RENEGADE (Imagine(
436,700 Bret Crossley, Leeds W  Yorks
4 2 6
.
7 0 0  
N
e i
l  
M
a i
r c
a
n
g .  
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340,900 Daniel Carroll, New Maltien Surrey

TETRIS (M ille rSa f)
78,986 Shen Scalletcl000. 00•1140. Civoyd
40.455 Joan Tillotson. Hailfax, W Yorks
28,820 Michael Remake, Luctinglhausen, W
Germany

THING BOUNCES BACK (Gremlin
Graphics]
3 769 925 Nan Wescombe Swindon Wills
2.053_532 Wilkam Callaghan Tipton, W Mips
I A l l  555 Casey Gallacher. Swallowfield

THUNDERCATS ( Ell.)
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2 $66.922 Martin Leer, laucklerektld, W Yorks

Cheshire
Smith. Wamngton.

TOY BIZARRE (Acbvision)
545.850 Born Haien Pa p s,  Finland
329.550 And Kheduri. Tottenham, London
2 7 5 ,7 2 0  M i ch ae l  SP mo t,  P a l l a t O ro u g r
,
.
O d rO b a

TRAZ (Cascade)
176_470 John Glynn, Newcastle, Starts
60.000 Sieve Lee Guildford. Surrey
23,650 KWh, Bur York. N Volts

URIOIUM u (lleasson)
$75.005 Tim Goleta& No Fumed Abode
478.025 Neville Lewis, Port Talbot S  Wales
335.350 Weasel Joubert Viellast. RSA

ZEMII (Firebneb
66,2513 Mark Crootthweite, Stockport
Cheshire
43225 Mike Gangs. POOSOlOtilln, Hares
33,150 Owen Gorman Cas Hebbyney. Co
Monaghan

ZOLYX (Firebird)
605.661 Edward Yu, Rayne% Park, London
524.318 Rob Housley Thamesmeed, Laniaan
377 413 M &aver, Cheadle. Cheshire

ZYBEX (Zeppelin)
445.150 God Keaverey, FluddersilekI
. WYorks
398.950 Steve L ee,Guidford, Surrey
387.950 M anes S tylian4e5. LondOn, S W16

ZYNAPS (Nsason)
398,850 Steve Lee. Guildford_ Surrey
272.900 Neil Burton. Torquity, Devon
248500 Torben Bennett Free lraekt.
Ausireia



R E A D E R
C L A S S I F I E D S

WANTED
Minted: ZZAPt64 issues 1 .
2 .  3 .  6 ,  
7 ,  9 ,  
1 0 .

11 W a p e y l l  50 for each maize. M o t  toe in
KA:viable condition C onta ct Roland o n
ro5221 685963. Rang quickty and get a  genie
worth C9.95. Hurry,

Top programmer recemes Commodore 64
computer tor development work, Will pay £70
plus your P+  P costs. Ring (0524) 33553 any
lime and ask for Jim D isk drive also wanted

Joie Chadians M a tch Fishing' game on
casette or area tor CBM 64 machine. Contact
A Jones. 5 5  CoOsell Rd. Tertenhall, Wol-
verhampton W)A5 900

WANTED Dota l Electronics Digita l Sound
Sampler and/or Midi interface for C64 M ust
to in good condition. Good price (around £50
For both) peed Phone Jam on 40782) 504569
between 4pci and 9pm.

FOR SALE

F r Sale 054. 1541 disk drive. C2N tape roc-
omer, modem. (0ystick. books magazines,
and £600 • of software. Sell for E300 Phone;
0306 730253 after 7pen.

Commodore 0 4 ,  cassette  recorder,  use r
manual, CNN cable. IWO joysticks, basic games
Tahoe. r250 worth of software, new ciroixt
Deed. backup board, Everlasting power pack.
Seep For ST,  Amiga. Telephone_ Scotland
D3562)42435 after Spm

Must sea 200 OS/DO blank disks as I'm buy-
ng Mugs- 10 for E5 (cost me £7) Ring 01-3046635. Ask for David

Coomodore 54 bargain! CBM 64, C2N. fresos
mouse Simons Basic, 2 ppysticks, mags and
C300 worth of comes like  California Games.
TV SixtiOlat Plus tons more. Ail worth £800, sell
tor C200/ Please contact (Fait) 710648.

CBM 114, tape deck. loysticks, inc. 2  remote
control lOyslicks and trackball, over 100 origi-
nal ga me s in c Preda tor,  Protect Stealth
Fighter, World Gaines and Hystena, loads of
mags £230. Phone 0706 329673 after 8pm

Commodore 84. datasette, dustoover. joys-
tick, weds of lop games, simulations etc.. all
in mint condition. Worth loachadosh. Sa ll for
El 1000. Telephone. 01-883 2564 anyllme.

084, 1541 disk drive, datasette, Joystick, carry
case, plus latest software worth E250, 111300
the lot, no offers. 01-890 4647 after 7pm.

Commodore 64, dateaelle, po lice ,  books,
magazines and over £300 worth of games inc.
Mini Office  I I . Elite  etc. Only E270 ono_ Te l:
0636 73961 Ask for Kevin

CM . Load•it deck. Action Replay MI(4 Pro
Offers invited Plus 100'a of games i d :-  Pla-
toon, SEUCK, Target Renegade, Bubble Bob.
hie, Combat School, Blasters etc Send SAE
to I  Bookhill Groan, Leeds 7, Meanwood LS72RU.

MP5I103 printer pkal 300 free sheets of printer
paper to go with it! Just E4511 Perfect condi-
tion. hardly used. Must go as soon as possible
Phone (Sunbury 0932) 7132643 after 6 pmPlease ask for Simon.

COM 840. 1541C, C2N, 1002 colour monitor,
over £200 original software on disk, ino Pla -
toon, Morphous, SEUCK,  Gunship, Buggy
Boy. California Games etc , 4 0  blank does
Only 8 months old. E575. Phone Grant (09323)40022.

C54 games for sa le  good Condition. Eight
Nvgio, I Ball 2, Destroyer, PSI-5 etc, 1 3 tines E5
and CI for Budget. Are ° tape recorder ( C
2
N )

E15. Tel 01  203 7183

0BOA84, 1541C disk drive . MPS801 printer,
1520 plotter, Expert, Action Replay (latest),
Simons Ba sic co llo  loyatick,  1 0 0 -  maga,
manuals, loads° games, worth E1000+. Bar-
gain £400 ono Boxed_ Tel: 041 634 1150 after
7pm 1Glasooki)

084, 1541  d isk dnve,  C 2 N  datacassette,
mouse. choose, Music Keyboard Overlay, 2
joysticks a magazines. £600 worth of ((curial

d utilities. For quick sale- e t h i n g
games an
ono. 
P h o
n e  
S t
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e  
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Com

c a om 4 c .  two tape deCkSlOnea Load to, £350
worth a t  games including Witbe ll. Bubble
Bobble. Sanxion, two toy/dicks worth £550.
Sell for £300 ono. Phone: Widnes 051 424
6518 after Ce)m Ask for Michael, Hurry/Ill

C8M1541 d isk drive ,  R ome  Machine and
Lroldisk. C2N, loads of Woks and magazines,
over El 500 worth of software plus demos on
disk and tape. latest titles, C64 powerpeck,
C84 computer not included Cleaning k i t
Excellent condition, bargain USD. Tel: 0273
776695

064. 1541 disk drive. joysticks. cassette rec-
order, software  including d isk a n d  ta pe
utilities, programming aids pius well over 1130

V s
a l
l  
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e
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o  
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ono. Phone: 03917 71483 (atter 4
P r r a .  •

CBMI 84, C2N, 3  good joysticks. a ll ZZAPS,
Reset. E450 of original software including Last
Noma! and II. Pletoon. We are the Champions,
Impossible Weston II, Target Renegade, Pao
Land. Barbarian II, SEUCK, £150 Te l 01  997

8724

Mega Ba rga in Se ga  Master SySIElfr pluS
Hang On, Outrun. Cluortel. Winia All as good
as new, worth £165. will take £80 ono, I f
interested nng 0780 21435 any time.

Certl, 1541 dial( dons, C2N datacorder. NIPS
801 printer. printer paper, over 50  items of
software (mostly oarree) and 30 deka. Docket
powered Expert cartridge, mouse, books,
ioyeticks, WANT FAST SALE, N oo Ring Dan
Tel: 04022 22581,

CBMI04. C2N, two loysticks, over £250 worm
at garnets 15 months old Many nags includ-
ing organ and music book. All in excellent con-
cation M O  ono. Phone (01) 5,50 0698

084, C2N dataselle, Iwo loysticits. 32 original
games with forty recent Ones, new slimline
case fitted Pr off Only £130 Phone Bognor
Regis 267216 a fter 5,30pre a nd  a sk fo rGraham.

ZZAP184 issues 1 1-41 perfect condition com-
plete with free gifts only E20 ono inc. P +P
Also over 25 golden-oldie games (tapes) for
salt including Se ntine l. Win te r Ga me s,
Leadertoard, Hypersports and many more
Phone Ph
1 1
4
3  
( 0 9 1
)  
4 1  
5 9
e 9  
f
o
r  
d e
t a
i l
s .

Two months old Commodore 64 delatielle
£16. CBM  64 original cassette games
. A l l e nSyndrome, %Nubia Draconis. Sbrnoys Mine,
Steve Davis Snooker Eta  Blasts, Decathlon,
Flyer Fox £15 or the lot £25. Phone Andrew0602 586428.

M e  1541C disc drive. C2N, 2  joysticks, 20
tape games, 1 0  d isc games inc. SEUCK,
Buggy Boy, IK+. C300 ono. Tel: 0689 71221.

0661 64. 1541 disk drwe, two data recorders.
ioadso games on cassette and disk inc. Com-
bat School, Impossible Mission 2 and manymore,2oysttck,  entire Z2API ccalection. Bar-
gain at o v n o .  Tee 0372 62488 after 5
.
3 0
weekdays_

Commodore 54. C2N data recorder (unclud-
ing over E500 worm of games), compete with

ZZAP! 64 November 1988 1 2 1



Ouckshot I I  loystice, &Weaver,  magazines
and serve*  manual. Worth over £750, will sea
for E299. Ring Wayne on 10239) 614328 after
Elern

Nintendo Control Deck with lour games, light
gun. boxed onis 1 month old, games are Soper
Marto Bros. Kung Fu . D uck Hunt,  Urban
Champion. Au under guarantee. Cost El 05
Phone (0959) 75670 Begin Hill_ Kent.

Commodore 04, eisk drive (under guarantee).
2 C2N's, 2 joysticks 'elf/teen, beck-up board,
toads of  software disk and tape. over 100
books/map and le ts more: All worm over
£1200 S e l l  f o r £ 4 0 0  o n o  Ph o n e  :(0458)
250976

C64C , 1 year old, vgc,  two poysticks. many
games including I K Be r b e r
-
a n ,  N e m e s i s ,
Last Nina_ Only £120. Also wanted A500
Amiga, will pay up to £250 Telephone anytime
on 01 397 'M O

35 WORDS FOR ONLY £2.50!

Thousands of Commodore computer owners across the wood reed ZZAPi every month. The
Reader Classifieds are your low-osist opportunity 10 reach them with a small ad, whether you want
to buy, sell. swap or advise: And Ms simple -  a one-off cost Ice up to 35 words for £250 Joel eaIn the forte tredve

CLASSIFIED HEADINGS
zzAPt Reeder Classified Sadiron is not open to trade Or cornmerotai achesersers, but Fanzines
May use i i  T h e  headings are  serf-explanatory: WANTED,  FOR SALE. SWAPLINE,  USER
GROUPS, PEN PALS, FANZINES and EVENTS DIARY (for club/user group news, meetings or

planned events) However, be careful about ZZAPi publishing dates with the last)

HOW TO PLACE YOUR SMALL AD
Cut out and send oft the Men. together with yeur payment of £2.50 per entry form (cntiouss
postal orders preferably, made payable to NEWSFIE LSO LTD). Photocopies of the kern are neap-Wale

•  T h e  maximum is 35 wards
•  T h e  service is not open to trade/commercial adveresers
•  S m a l l  ads will be printed in the first available issue
•  T h e  orator reserves the reiht to reltee ads * tech do not cemetery with normal decent practice.

Or *Mich could be interpreted as encouraging software piracy

ZZAPI READER CLASSIFIEDS
Send to ZZAP! READER CLASSIFIEDS, PO Sort 10, Ludeow, Shropshire SYS I DS
Name
Az/drain

..... Po st co d e

Tick Clase lled M a i m
OlNanted C yr ) /  S a l e  US...ta pe r*
DEvents Diary DM ocia lla re ous
Method of pitmen*  L xh o q u e  OPoslia l Order

OFPn Pals D ie t e r  G ro u p s

Wets your advertisement here, one word per box, arid include name
number if you want them printed
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C-64. clatasehe and 92 originaJgames includ-
ing Pla toon,  Morpheus,  SELI C K. Wo rld
Games. Super Cycle, W.C. Leaderboard, The
Sentinel. Uriclium, Parallax, Seim:tar y. Worth
over £1000. eu sell for £299, Phone Justin On
0239 614565 after 4.00pm

C64 games for saie, old and new, arcaaa
compilations and adventures on cassette arid
disc. Write for list to Hazel Miller, 17 Sherrnar
Rd, Manor Park, London El 2901 All quarter
to a thed of original price.

Commodore 84 with Multimodem, joysticks.
Excelerator - disc drive, Freeze. Maceine, data
cassette wlth 'Load-If,  speech syntheseer,
masses of software. games mod some educa-
tional. Ge o 's p r o o e s s o r ,  magazines/
books, E260 ono. Tel: Chesbam ((MN) 782059
will eeparate!

Package o f  CS4C, 1541 d isk drive,  C2N,
remarkable condition with a  variety of see
ware (games, utility,  art,  We) books, a ll 5 2
issues of Inoue plus mouse. toystice, all very
reliable £350 ono. Tel:10298711 3767

Commodore 84 cassette primes tor sale  all
original £ 5  e a ch Write  for list  t o  Dared..
McCready, 4 3  Rathmcle  H is.. Ballymena.
County Ararirm Northern Ireland 8143 6NO
Plea.*  send SAE for list

Commodore 84,1541 disk drive, 603 printer.
C2e1 cassette. joystick, 120 disks. Turbo Rom

EF ant ales

address and phone

2 fitted,  Expe rt Cartridge. M usic M a ke r,
Breadons Basic_ £350  ono,  Phone  0 6 7 0
819325

Computer De sk £40.00. old and new soft-
ware £200.00, Voice Master for 64 £20.00 and
Sound System Will se ll the lot for C135:00 -
save E160.00. For more details send SAE to
M Alle n,  33  Pond Road, Strafford Landon
EIS.

CSSI 84, C2N. over 60 games inc. Platoon,
SEUCK, Havekeye. Predator and 2 tape boxes
for only El 75 "Rsons Darren (0.aid) 711 793
between elOrn and 6pm.

Commodore 128. datesette. mouse, 80 coi
umn TV modulator, Ourokshot joystick,  man •
uals, over £300 of software, 37 magazines,
everything still boxed, all excellent condition
Cost £700, a  bargain at E300. Phone 028331 780.

SWAPLINE
80 Mena ta pe s and Impossible Mission 2
Firefly, Alien Syndrome and Morpheus.
swap for recent games M a y spilt. Also Sega
games to swap Pecoe (0793) 46794 to make
a deal

Nan ka irecevik,  3  Chimer Crest. Melba Act
2815 Australia . wa nts t o  swa p the  la test
games tips. pokes for the C64 from all over the
world

Desk Usere l Robert Daniels, 3  Castle Field
Place, lifrynachdy, Cardiff, would lee to swap
games, de mos and utilities with you_ For the
C,64. Ove r 2000  lilie s owned. All le tte rs
answered. Tel: 0222 821416.

Disc or Tape Users who would like to swap
latest demos and games, then ante to P. Wil-
SOS, 11 lingheld Approach, M o o r
-
t o w n ,  L e e d s
LS17 7HI. Please  enclose Disc or Tape with
your latest software, also enclose,  list

C64 O w  wants to swap latest tape games
with people all over the world especially Swit-
zerland and USA. Send list to laswiteve, 59
Futiord Grove . Sth 0.they, Wait. Herts. WD1
80J Na  tamers please.

I bog you to writs to me_ I need good swap-
pers now! Write to: M ik. Park Lane, 6  Neon,
Rd, Belleeks, Newry, C o Down 6135  7PE.
Cassette for now, disk a lso a t Chrtstmas:
Phone (0693) 870895

CM  disk owne rs wanted to swap gamee,
demo's e tc. Se na  d isks o r  list  t o  Da ve
Ashman, 89 Marston Lane, From*, Somerset
BA 1 1 40(3, All letters answered.

Andy. 9  Motherwell Close, Lambeth Estate,
Hull 14LI8 DAY I  would like people to write who
would like  to swap the latest games on the
C64. I  will answer all letters.

Swap 641128 genies and progs. a ll over the
wood Csak only All letters answered. Send
your latest miff with disk ce list 101 Express,
Gunnar Antic,  Siallevn 13, N-2600 Lilieharn.
ride Norway.

Amiga owne r will swa p: Defender o f  te e
Crown, Goidrunnie, World Tour Golf, Sidewin-
der. Impact. Joe Blade, Kickstan II. tor a Com-
moOore 6 4  a n d  ca sse tte  ( n o  software
required). Wei also add money It necessary.
TO: Angelo 10923) 36571.

Bunch o f  0 8 4  fre a ks want to  swa p new
games and cool demos with anyone any-
where. Send resits and/or lists to: Z.B. DEN%
Pastoor Weytslaan, 31 21813 liatinthout Bel-
gium. We will answer all letters.

CM  WNW wa nts to swap la test stuff with
anyone anywhere. Write to Dave Lewis. 165
Roxisorough Gardens, London 5 E4  1 HS.
Disk or tape (disk preferred!).

064 disk usenet Write or send disks to I:ICS,
Ekenasv 32 ,  10320 Karts, Finland! All letter')

and disks wai be answered

134 Disk U we ! !  Matthew Sears, 154 Corner
Road, Worcester. WR2  5JD, would like  to
swop games on disk with people all over tea
tam I  will reply to all letters Neon Latest tape
games wanted

CAM 84/1211 contacts wanted. DISK ONLY
Call Nock Alderman at 100 Trrevell Road. Stam-
ford, Linos PE9  3GB or tel 0780 64260 after
6pas All letters wel be answered

Disk and Tape use rs. &a im and Bum,  54
Premier Road. Pallister Park. klickleslorough.
Cleveland 153 8 0 P would like  to hear from
anyone to swap games, new or old We  prom
ise to reply. Phone (0642)226256 England.

AMIGA, to buy the latest stuff (very cheap
contact: PLX 0049458. 2100 9 0

R.G. If possible then send an empty disk. 50
we can send you our latest list We also swap
news!

PEN PALS
I went to swops:pm& prow. etc. WO anynno•
on Commodore 64 Wa le  to: Erode Stmrmse,
Relak-Stad. GT 7 .6600  Sure-, Dalsora. Ne i
w a y

Commodore 84 disc user, arcade puzzle and
adventure len, also sweet on rabbits and Prof!
Amara, interested in swapping games ann
hints, Linde. Kincassiagn House. &irtonoon
Co. Donegal. Ireland

GrDoy, I 'm a CO4 user and I went peepers Iron
,'All over the World'. Your age .6 not important
but you Must have a  disk drive. Write, P.O.
Box 2 7 2  Manuka, Canberra AC T .  2063,
Australia

USER GROUPS
Artalws, we are searchrrig new contacts. Write
to: The Supervis-ass, PO Box 12. CH•1605
Chextores, Switzerland or call: 021 921 56 21

FANZINES
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enthusiasts, 2 0  comple te  solutions pe r
monthly issue . I ssue  3  include s Hobbit_
Hrtchhiaers plus many more. Only E3.20 per
Issue. Send che que s/ PO,  to G. Kirkham,
23 Hope St, Ashton-u-Lyne 018 9SN.

64 Action • reviews, previews, competitions
and features on latest 64 software Only 60p
SAE ex i• 20p P • P) for Scotlands finest Corn-
moolore fanzine, Send to Keith Ha, 40 Barnton
Gate Avenue. Ecenbergh EH4 85G, Scotland

MISCELLANEOUS
Postal World of Sport you play the soortE
you want to play. £50 for overall Champicr
SAE for details to World of Sport, 301d Chur oti
Street, Ayimione. leceater LE2 8ND

'Goal Cra zy' computer moderated soccer
pem M a ny features include tactics, training
choices, player rairngs leach match and abil-
ity), internationals. Cups,  monthly BWIDOS.
crowd trouble For details SSAE to -  GOOfge
Crozier. Hazelmount, Pant, Oswestry, Shrop-shire SY tO 900

PENA Thre e  greet games from 'Camelot
Games' 'Rugby League Chall7Soccert So
and 'The Derby'. F o r
-
in e p t ly  
t u r n s  
o n l y  
7 5 c

For further details send SSAE to 'Corneae/
Games', C m  Ym ryso n ,  Ca e rna rvon
Gwynedd, North Wales LL55 2tel.

Do you like  football and have a  strategic
mind, ye s,  then why riot  send a  SAE ft
,DPBMSL, 1 1  Clarendon Road, T h o r n y
Cleveland 191 7 8,10 for details of a great new
Play By Mail Soccer League.

How can you clescritx3 a unique. Science Fan-
tasy wargame in less than 35 words/  s  +
Protect Wanderer F o r  details write to
Protect Wanderer. BOOODO la  Lodge Si, M ia
dlistOn, Manchester M 2 4  3 E A (081-843-
5338).
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SPIT IN MY EYE!

c Spitting Image Productions Ltd 1988

COMP

IF IT ISN'T THE POPE
READING A COPY OF
ZZAP!!
Hold a chicken in the air, stick a deckchair up your nose,
dada da dada porn porn porn porn popp-a-dom — hey! .  .
Oops! Sorry, just getting a bit carried away, there — good
music always does that to me. Now, where was I? Oh yeah,
I was in the cupboard — locked in the cupboard to be precise
— with strict instructions not to come out without . . . wai t
for it . . . 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 Spitting 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 o f yourself. Shock! Horror! Gasp! And how muchis it worth'?

E2000!
Fact is, Domark are just about to release the first Spitting
Image computer game ever. Al l  this messing about with
rubber-headed individuals has left its mark — Domark have
gone ever so slightly w e l l ,  how shall I put it m a d .
Yup. instead of just sitting back and gloating (which is what
I would I do) they've decided to spend loadsanloadsamoney
oil 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. W000h!

That's when each of the winners gets to read out a script
imitating a Spitting Image puppet of their choice. The best
impressionist 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 Imav 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 can stop 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 I DB
Get your entries in by November 15th ( W'hoopee! that's my
birthday — Gordo) or you'll have about as much chance of
winning as meeting a six-legged dancing hippo on a wet and
windy Scottish night C a n  I come out of the cupboardnow?



THE GIANTS OF THE VIDEO
GAMES INDUSTRY PRESENT FOR

YOUR HOME COMPUTER...

BIONIC CO
Can you infiltrate the
evil dictator's defences
and destroy his
doomsday weapons?
With the aid of your
bionic arm, you have a
chance! State of the Art
gameplay and a
pounding soundtrack
combine to make
Bionic Commando
unique on a home
computer.
E r  FIGHTER"'
Travel around
the globe and
do battle with
the best
fighters that

Prices for all games
CAM 64/128
i9.99 cassette £14.99 disk
Atari ST
C9,99 disk

GIANTS OF THE VIDEO GAMES INDUSTRY
1 1 1 1 1 M ,  U. S .  GOLD (Tr i umt) VI A MAI M:NA IS 21020 CASCIAGO VA 33 22 12255J01

•  ft• • • • • •

• • • • • • • • • •
• • • • •

M O 0 1 4 4 1 .

• • • • • • • • •

At last, your chance to
take part in the Battle of
Midway. This sequel to
the highly acclaimed
'1942' places you at the
controls of an American
fighter plane. Your
mission is to destroy the

Japanese
carrier
Yamato.
Exhilarating
action!

Spectrum 48/128K
£8.99 cassette £12.99 disk
Amiga
£24.99 disk
Amstrad CPC
£9.99 cassette E14.99 disk
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A breathtaking galaxy on the outer rim of the [In iverst Worlds with astonishing creatures and animated-3D
3phic's a  thrilling  scenario bursting with  humour the  like di which you've never seen Everyth ing about
APTAIN BLOOD makes it thp type of game vou just HAVE to play

- u rs  and hours of discovery, exploration d ia logue  Ihyperspace waptsi and hotshc!kt low-leve l fl ying
rough rugged mountain ranges and d izzylig  canyons •• •

New sensations are guaranteed in this tragic moving  funny and thrilling adventure CAPTAIN BLOOD is a
• g a m p  for everyone, breaking new ground in the universe of computer e n te rta
,
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BATTLE STATIONS
Addictive, £2.99 cassette, £6.99 disk
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jawed English actors! Yes,
it's wart ime again,  folks ,

and T h e  Enemy '  a r e  get t ing
things o f f  t o  a  fl y ing s tart  b y
Launching a pre-empt ive airstrike
on your moored battleship. This is
no t ime for heroics, so abandon
ship!

Unfortunately, t he heroic  Firs t
Officer has tied you to an anti-air-
craft gun before making his own

I remember play-
ing a game called
Bomb Alley years
ago on the BBC,
and i t  was a  l ot

more playable than this.  At
least it gave you some chance
of shooting the planes down,
which Batt le Stat ions does n ' t
As soon as they appear  you
know t ha t  they'r e goi ng t o
drop a bomb on you. The back-
ground of clouds is OK and the
scrolling i s smooth,  but  the
planes are bland and boring,
as is the land. Come to think of
it, t h a t  d o e s n ' t  m a t t e r ,
because the game's rubbish. If
you see it, avoid i t

MISSION GENOCIDE
Silverbird, £1.99 cassette
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attacking your home planet
of Crys ,
c i t  
( w h
o  
m a
k e
s  
u
p

these names?!),  a n d  y ou  hav e
been chosen to lead the counter-
attack. Your squadron o f  fighter
space c raf t  mus t  Obliterate t he
invading enemy forces, thus sav-
ing Crys-cit f rom destruction,

Your s h i p  fi res  las ers  a n d
launches missiles simultaneously.
to destroy bot h enemy  fi ghters
It Fast and furious action in Firebird's Wartlawk —MiSSiOn Ge n o cid e

escape, so it s  up to you to save
your ship and yourself from a one-
way t rip to Davey Jones' Locker
(whatever did happen to the Mon-
kees?).

Damaging government property
is a serious offence, so rotate your
gun, s ight  u p  t he enemy,  t hen
squeeze t he t rigger before they
can d rop  t heir load!  A  RADAR
scanner is provided for your con-
venience, and you are also given a
diagram of your ship to show the

and the vertically scrolling ground
installations. Icons are sometimes
revealed when these features are
destroyed, whic h c an giv e y ou
shields, ex t ra speed,  and more
powerful las ers  a n d  miss iles .
Before these can be added, glue
must be picked up, then black hole
icons avoided, as they suck in your
add-on weapons (sounds painful,
huh?)

er I  mean

number of holes currently helpingyou sink.
V i3attla Stations— perfect it you want to fall asleepI .

found this almost fun, but only because it reminded
me of an arcade game I used to play back in 1980.
It's a shame that gameplay isn't a lot more varied,
as tha t  woul d ear n Battle Stations much mor e
respect. Unfortunately, shooting wave after wave of

planes which fly in perfectly straight formations isn't my idea of
fun nowadays.  The RADAR and damage indicators are useful
touches, but they aren't enough to arouse much interest when
they have such weak gameplay to contend with. Battle Stations is
not without its merry moments,  however, and probably the best
Is watching the tiny blue sprites leap off the ship when it sinks.Well, I laughed

When Mission Genocide first loaded and I pressed
the fire button to begin, a feeling of doja vu swept
over me. The overall appearance of the game is very
similar to Firebird's now ageing budget shoot 'em
up, Warbawk. The original Firebird release was well

received, partly due to the fact that vertically scrolling shoot 'em
ups were the 'in thing' at the time. These days this type of game
has to have some really special quality to make it shine and
unfortunately, Genocide doesn't quite have frt.

Just l ooki ng a t

l u g  t h e  s c r e e n s
-
h o t s

inlay m a de  m e
on t he  cassette

think of  Warhawk.
and actually playing the game
brought back fond memories
of that terrific budget game of
old. The blasting is as enjoy-
able as ever, and the add-on
weapons m a k e  t h e  g a m e
rather mor e compel l ing,  but
graphics and sound are pretty
weak. The  sprites and back-
drops ar e gar ish enough t o
warrant I ncl usi on a s  toi l et
graffiti and the SID chip is left
twiddling its digits as it lets off
a few feeble laser  'peeow's
and whi te  noi se explosions
from t i me t o  time.  For  t w o
quid, though,  you should get
enough hour s of  enjoyment
from thi s ga m e  t o  m a k e  i t
worth looking up.

BUDGET TEST

PRESENTATION 70%
Well presented on screen, with
lots of useful instruments.
GRAPHICS 55%
Adequate representation of
nearby landscape, but aircraft
sprites are small and undetalled.
SOUND 44%
Military drum beats and pretty
weak spot effects for explosions
and celebratory fog-horns
HOOKABILITY 39%
Simplistic action isn't terriblyaddictive
LASTABILITY 30%
Not much to keep you playing
after the first couple of goes.
OVERALL 35%
Will probably sink without trace.

PRESENTATION 68%
Thoughtful icon display screen
and sense of humour
throughout

GRAPHICS 51%
Badly coloured but adequately
defined and smoothly animated
SOUND 32%
Basic sound effects and nothingelse

HOOKARILITY 72%
Like most competent shoot 'em
ups, Mission Ganoode *easy t •get into

LASTABILITY 58%
Plenty of Bad Star nestles to
destroy, but graphic changes ar
the only reflection of progress.

OVERALL 66%
A playable vertical shoot 'em up.
but not as good as Warhawk,
which it mimics.
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So what if Katmandu is the capital of Nepal? Software houses right here have bought up these
old games and are endeavouring to give them a wonderful, new lease of life by putting them
back on the shelves at a budget price. Introducing this month's batch is the one they knowonly as Paul 'Economy Size' Glancey. Hit it, Paul

BUBBLE
BOBBLE
Sliverbird, only E1.99l
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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

mit
TAU C
E iMastertronic, E1.99

M meteorite has damaged acomputer controlling 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 rt, is to pilot a
ground skimmer through Tau
Ceti's network of colonies, hunting
out the reactor's cooling rods, and
thus saving the planet. The robot
forces don't  seem to realise you
have their planet's welfare at heart

128 ZZAP! 64 November 1988
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are nothing short of staggering
and to shoot devastating fireballs
at all and sundry. I ts  madcap
wacky, even a n d  it's loads of
fun. In its original ten quid incarna-
tion. ZZAP! awarded Bubble Bob-
b1e97c/0 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 ofit now.

OVERALL 98
1)
/0

1
"
1
.
1
1
1
1

and make a point of showing off
the quality of their laser
marksmanship, It's a 3D shoot 'em
up adventure of remarkable qual-
ity: the buildings on Tau Ceti 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 budgetrelease.

OVERALL 93%
1
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METROCROSS
Kix; C2.99
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this time from a Namco/Atari
original, which puts you in the
designer trainers of a person
whose task in life is to run from one
end of a course 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

. m i f t

can gain extra puntos by kicking
over 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, hav-
ing chunky graphics, an odd tune
and rather monotonous gamepiay,
but it provides enough entertain-
ment to make it worth the small
financial outlay.

OVERALL 80%
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KRAKOUT
Kixx, 12.99

T his  early Arkanoldvariant triedto be different by turning the
play area through 90', but the
basic ball-bouncing, bnck-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
screen and its on to the next level.
The graphics aren't quite as

GAUNTLET
Kixx, £2.99

T he top-grossing arcade gamecame 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 senes of 512
scrolling dungeons, all jam-
packed with a mult itude 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 Imagine
conversion and the sound hovers
just above mediocre, but there's
probably enough gameplay in
Krakout to keep you at it for a
while. It'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,
. T R A Z  and Ball Mesta.

OVERALL 60%

them, then collect food arid ale to
heal your wounds. Personally, I
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 feel
the urge to play this again and
again.

OVERALL 80%

1

1

OF ACES
Kixx, E2.99

F rom the stables of Accoladecomes this arcade flight-sim,
which has you flying over WW2
Europe in your RAF Mosquito
fighter-bomber. Dropping your
deadly cargo on submarines or
POW trains, shooting down Lon-
don-bound 1/1 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

WORLD
GAMES
Kixx, £2.99
• I •  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 course in
France, toss cabers in Scotland.
dive from a cliff in Mexico, ride a
bull in the USA, stay on a rolling log
in Canada. jump barrels on ice-
skates in Germany and wrestle
Sumo-style in Japan. all without
leaving your chair! Needless to
say, all the events are presented to

.mma

Aces is very nicely presented,
apart f rom a slightly lengthy mui-
tiload, and the graphics, especially
the convincing cockpit views, are
everything you would expect from
an Accolade product. The different
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%
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perfection, with excellent
graphics, astounding sound and
thoroughly 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
money packages on the market for
the C64.

OVERALL 96%

1. iF--
=at

l
•  
-  
-
I
-  
-
4
-  
-  
-

- -  4 - - - t -  - - t -

•-•

1  3 1J-010 -l '
-
-

ZZA P
1
6 4  
N o
v e
m b
e r  
1
9
8
8  
1
2
9



V

BUDGET TEST

RI:ARC
H
ER) 
F O O
T B A
L L

T
e
k
i
n
g  
i
n
t
o  
a
c
c
o
u
n
t  
p
a
r
a
l
l
e
l

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. Wit h current  v ideo-game
trends, it seems perfectly obvious
that a football s imulat ion should
be made  available . .  . A h ,  m y
fabled mult i-level penc il bender.
The custard's fine, Doctor Cra
lance g ibber ,  g i b b e r .  . .
comment  has been brought to you

Is

Hmmm t h i s  is
very reminiscent
of  European 5-a-
side, except it's a
much b e t t e r

interpretation of the overhead-
scrolling footy sim. Presenta-
tion-wise i t 's pr etty good -
nine skill levels (and the ninth
is a real toughie),  a four -way
scrolling pi tch and a  banana
shot ( w h o  m e n t i o n e d
bananas?) Having said all that,
it's not terribly exciting, mainly
due to the uninspired control
method -  it's more like push-
ing a  medicine ball ar ound a
muddy field than a footy -  and
It does all look a bit bland. Oh
well, I s'pose we'll still have to
wait f o r  M  icroprose/Sen-
sisoft's version
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for the worse. Vectorball is
such a game played in a long

rectangular arena ov er  a  c on-
toured pitch. Two robots fight over
a puck-like ball and guide it  into
the opponent's goal.

You fi rs t  selec t  whet her t he
droids a re  under  c omput er o r
human control -  effectively, one-
player, two-player or demo modes
-  then the type of pitch, and dura-
tion o f  matches  (three, fi ve,  o r
seven minutes). The friction level

Vectorbalt more fun than eating your toenails -  but not much

A Hmmm, let's see -  what's going On here, I wonder? (Ironic
Captions Inc.)

VECTORBALL
MAD, £299 cassette

Before Talto's World Cup, all football games seemed
- t o  have forced perspective horizontally scrolling

M E  p i t c h e s ,  but  now there are more overhead viewgames appearing on the scene and Supercup Foot-
ball is just one more of them. The gameplay is rather

enjoyable especially in two player mode,  but occasionally the
action tends to get rather annoying, like when you can't select
the right player or accidently kick a banana shot which flies off
the pitch.  Moans aside, i t isn't too bad and should hold your
attention for a time, but serious football fans may become bored
after a while, especially if there is no second player to challenge.

is fi nally  chosen,  wh ic h  det er-
mines your max imum speed and
ease of slope climb.

The Hills ,  The  Ditches,  Wav e
City and Megamix  are t he f our
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 whichever
direction y ou  a re  fac ing.  Eac h
tournament is played through four
matches, all on different pitches.
Yyyaaawnnnn The 3 D  pl ay i ng

area i s  ni c e l y
drawn, w i t h
effective contour
patterns, and the

movement acr oss t he m  i s
quite realistic. But (and this is
a big but),  the game itself is
totally unplayablet it's virtually
impossible to gain any control
over your drone and the feeling
of helplessness is driven home
as your opponent scores goal
after goal when all you can do
is s i t  a n d  wa tch.  Another
aspect that doesn't help any,
is the unbelievable amount of
delays. I f  you want futuristic
ball sport, dig out Ballblazer -
don't even consider this.

by Maff 's Hatstand Products Inc,
third balloon on the right, Moonpie
City).

But seriously folks .  Ra c k  It's
latest release is an overhead scrol-
ling football s imulat ion for either
one o r  t wo  players against  t he
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 t o  swerve around players.
Every t ime 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.
GRAPHICS 56%
Portray the action nicely, but the
overall look is a little bland.
SOUND 39%
A few jolly tunes and effects but
that's all.

HOOKABIUTY 71%
The action is fast enough and
should keep you held for a while.
LASTABILITY 66%
The single player game could
become boring, but the two
player game partly makes up for
this.

OVERALL 67%
An adequate overhead view
footy game which isn't too bad
for the price.

This is like A 'n' F's Xeno, only with slopes, and nigh
on zero playability. The pitches and droids are all

j j  v e r y  high-tech looking,  but  r obot control  is very
difficult, and the contours make things a lot worse.
No matter what friction level, you whizz all over the

shop, waggling the joystick in a vain attempt to score a goal. Ball
possession is no guarantee of progress, as a shot spits the ball
a feeble distance ahead of you, to be picked up by your opponent.
To call Vectorball frustrating is a big understatement,  and its vis-
ual novelties are just a pain.

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 rillisFC and lust three
effects

HOOKABILITY 17%
The wild inertia makes your first
few games difficult
LASTABILDY 9%
It doesn't get much easier

OVERALL 11%
An unplayable attempt at a
futuresport game,
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Armed with new
BOUNCE power,
PAC-MAN faces new
challenges as he
enters the worlds
of Block Town,
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Sandbox Land
and
kingly Steps.
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C-MAN IS
BACK &
(PRICING IN
3D!

AVAILABLE ON:
ATARI ST & AMIGA £19.95

C64 & AMSTRAD CPC DISK 114.95
CM Cassette £9.95; SPECTRUM,

AMSTRAD & MSX Cassettes EBBS
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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 dagger 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
the bridge . . . ? The dragon snorts with impatience and
lifts one of its lethal claws. It takes a step forward- you
feel the hot breath fanning your cheeks. There's a
horrible stench suggesting lingering death. You hear a
thud as the claw hits the wall - just missing you.

132 ZZAPI 64 November 1988

111. What  now?
Throw dagger

100 But you haven't got the dagger

1111. You are dead.

The dragon 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.
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ardent fan or just a
casual adventurer

you'll know how frustrating a
response like that can be.
When you've only got 8 or 16-
bas and a host of computer-
controlled characters to play
with, there are bound to be
limitations. You can only have
so many surly dwarves, fire-
breathing dragons or smiling
kangaroos, and their reactions
(spiteful, helpful or
murderous) will always be
exactly the same

So - 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
computerised adventure
game, it transports a fully
interactive dungeons and
dragons scenario - complete
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by actors. As they can't
tell in 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
halflings 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
likea sinisterworld of dark and
dimming passagewayssuddenly turns back into an
ordinary TV studio filled with
technicians, actors, empty
coffee cups and lights

v Hugo knows where everybody

with real-life characters,
simulated dragons and
astoundingly convincing
special effects t o  your TVscreen

Each quest is tackled by a
team 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 throu9h a 'magicmirror' 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,
you also have to cope with a
bewildering array of men,
mages, maidens and monsters.
As you're a bit of an alien runt,
with a thing that looks like an
upturned ice-bucket on your
head, they're not exactly going
to be brimming over with
respect. More likely they'll ask
for a gift, the answer to a riddle
or a spell. On the other hand,
blood dripping from a
dragon's jaw, a devious grin 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.

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 - Treguard, the
Dungeon Master (played by
Hugo Myatt), is always on hand
to interrupt with useful advice
or a timely warning. He
watches the proceedings at
every turn with a
discerningly. .  er
well D u n g e o n  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
pr esses thr • h  the

11. Robert Harris. who worked on Hitchikers Gutde before Knight/nine

dungeons' increasingly
difficult levels, 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 Jean 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

Is

v  Dare you seek what lies behind the purple wal

'em ups taking up more and
more of young people's time
(wouldn't you prefer Wizball
to Bullseyel) it has obviously
cost them one or two viewers -
especially in the afternoons,
when Knightmare is screened
It took Tim Childs several
attempts to persuade Anglia to
view the computer industry
positively and consider that a
show based on a PC game
might actually work

o - how does it work,
then
, 
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(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



superimposes a signal from
another camera over the blue.
Though the dungeoneer 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
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
grid while the camera stays
fixed in a single 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
wart for a step by step guide on
how it's done (by the way -
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!programme has been so
jsuccessful that he's now

set up his own mobile
computergraphicsstudio - The
Travelling Matte Company. In
a Mercedes truck fully
equipped with Supernova,
Sony 3000 rostrum mounteo
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
productions the future mayhold.

P. The machinery behind the
Kneghtmare
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A Deciphering the-curse of the Scarab Room in Anglia TV's new series of Knightmare

6.,

•First, draw your picture
\  The paintings that comprise the backgrounds correspond with

the predetermined grid pattern. Each damp staircase, 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 roughs which ultimately develop into the
ss, 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 overthem using 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
\\ producer has to do is hit the appropriate key and the correct
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cost around 185000!

•  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 step is shot 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 arid 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.
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Richard — 'Pro Soccer's got everything'
There's tour soccer games — 11 A-Side
Soccer, Indoor Soccer, Street Soccer
(touling allowed') and Soccer Skills (with
skill training — penalties. pushups. sit ups,
weight lifting, dribbling and morel) — Superb

I D  D a v i d  -- ', _ . and Pro Soccer's got
Vatuer

simultaneous 4 player action! It's taken Our team ot "Code
Masters" over a year to perlect these football games- ()Orli
MiSS out on the best e-ec c ia. . . : ! t ter_ tootball game e v e
Absolutely
BnIliantl'
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t19.99 PC AND COMPATIBLES
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1
Eitheryr  Live got the grottiest looking
kelboard the Side of FRAOTALUS, or else
vou' ve lust pt acriased a Spilling new one, in
soy casa youl want to hide 4 from
reentrinating eyes or protect it frorn dust,
°die t biscuit crumbs, pixel dandruff
aboSe from some super quality covers
tredespeCially Icy yourkeyboarcl- chunky
fudge stes s t a l e r  • Siirc modem BAC or

COM 64 KEYBOARD COVER
OFFER 5,013.2D3

64C KEYBOARD COVER
OFFER 5,50,LCO8K
CBM 125 KEYBOARD COVER
OFFER 6.5020091<

SUNDANUE JOY BOARD
This super control console provides you
with every possible firing and movement
option Directional control is switchable
between microswilch-actionioyslicit and
hvo games paddles. Finng can be acti-
vated with two large fire buttons and Auto
Fre features variable frequenCy Setting.
Two LED's indicate firing action. The unit
is connected via a 2 metre long cable.
Suitable for Commodore VC
20,C64 CI  28.0 1200 and AMIGA 500.
EUIROMAX JOY BOARD
OFFER 1806, T130H

Have you got a BINDing relation with your
favourite COrrttulef mag? Give it the best
possible care and them, gag and strap it
into Our delicious looking maroon binder
with gold bgos EB=h binder comas with a
plastic -
y e a r  
•  
s t c
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ZZAPI BINDER OFFER 4.50,7010R

POWORPLAY m a m a
This excellent loystick feEiturea micro-
switch directional control and fee action
A unique variable tension control allows
the user to adiust the direction control to
extra sensitive, normal and firm. A wide
base and lois auction cups provide good
la b e
-
lo P  
o b
e e
a t i
o n
.

POWERPLAY CRUISER
OFFER 179.99 T131H

ZZUPERS TORE sZZUPERSTORE
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 S& packing.

Eirnrisite tape loading problems with
LOAD IT
Achieves 100% lOacAng success even Co
the most obstinate tapes
LOAD IT gives you:
•  100% loading success
•  N t h
-
W e n t  
h e
a d  
a fi
r e
-
t e n
t  
a d
i u
s t
m
e n
t

•  LEDights for eery tuning to came l sig-
nal

•  Guaranteed for cre  year
Approved by leading software houses
LOAD IT CASSETTE DECK
OFFER 30992011H

1111.1ROMAX PROPESSIONAL
High durabley, rapid response and ultra
sensitive Movement accuracy from this
advanced ergonomic design. Ideal for telt
and right hand play. I  5rn COrd
EUROMAX PROFESSIONAL
OFFER 15,95 1133k

EUROM AX PROFESSIONAL AUTO-
FIRE
Ail the quality of the PROFESSIONAL,
with the added News or Me AUTO FIRE
Option (may not work on some computer
systems)
EUROMAX PROFESSIONAL AU TO
FIRE
OFFER 15.98 T134H

DYNAMICS COMPETITION I INO
8000 (sonnet)
Features arcade quality mictoswitches,
dual tee buttons, robust ma t shaft and
nibber return for smooth control and
longer lite Extra  long 1.5rn cord
DYNAMICS COMPE1T110N PRO 5000
(nonna0
OFFER 13.50, ARP 14 05
: T  1 3 5 H
DYNAMICS COMPETITION PRO
6000 (doe r)
The designed joystick with see-through
body
DYNAMICS COMPETMON PRO 5000
Icisar)
OFFER 14.00 PR P 15 95, T130H

IIONIX SPESDIUND
The loys tic k  that ac tually  fi ts  your  hand,
with a lire  button angled for your bigger
M oe  to ensure accurate high-speed
action. Solid steel breakproof shaft with
neat clicking sound for every position
move you make
KONIX SPEEDKING
OFFER 1040, FIRP 11 99, T132H

•ustosui JOYSTSN
This is an eicellent miCrosvi itch -action
idystick leatising precision top and hoot
lire buttons and Auto Fee. II can be oper-
ated handheld or can be mounted on the
table via vice-grip Suction cups

EUROMAX JOYSTAR
OFFER 9.95. C,093H
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ZZUPERSTORE
RECOMMENDED
SOFTWARE
AL/EN SYNDROME c m .  The Edge

OFFER 7.99 R AP 9 99, (99%).
Z070C

ALIEN SYNDROME disk. The Edge
OFFER 9.99. RRP 11.99. (90%).
70700

ARM ALL,M  sass,  Thalamus
OFFER 7.99. ARP 999. (97%).
7201 C

ARMALTTS disk,  Thalamus
OFFER 10.44. RAP 12.99.197%).
22010

BARRA/RAN 2  e a u  Peace
ofFE11 7_90 I IRP 9,99. (95%),
Z071C

BAREARI AN 2  disk,  Palace
OFFER 11.99. RAP 14.99, (96%),
70710

SEYOND T it t le (  PALACE sass,  Elite
OFFER 7.90, RAP 9.99, (78%),
,"0/2C.

BEYOND THE ICE PALACE disk,  Eate
OFFER 9_90. RRP • 1 99, (78%),
20720

BIONIC COMMANDOS slieS, 0 0
1 OFFER 7.00, RAP 9.99, (90%).

2.051C
BIONIC COM M ANDOS disk,  GO
, OFFER 9.99, RAP 11 99, 190%).

7061
CYNENNOID 2  sa ss. Hewson

OFFER 7.06, RAP 9.95, 491%.1.
Z2020

CYBERNOID 2  disk. Howson
OFFER 11.95 R AP 14.95, (91%).
Z202 D

o s i . r t  I N OM PSOWS OLYMPIC
CHALLENGE su s,  Ocean

OFFER 7.96. HAP 995 . 179%t,
Z144C

' m u m  THOM PSON'S OLYPAPIC
CHALLENGE disk,  Ocean

OFFER 10.40. RAP 12.95. (79%).
21.141)

DARK SIDE u se . Incentive
OFFER 7.95. RRP 9.95. 630%1,
Z074C

DARK SIDE disk,  Incentwe
OFFER 10.40, RAP 12.95, 490%),
Z07413

DECISIVE RATTLES OP M E  M D R .
ICAN CIVIL WAR disk. Electronic M s

OFFER 14.96, RAP 18.95. (90%).
71450

EZAPI  CAP
Jeff' tl,e,  ,
T T I V  
V e 9 ,  
p i
n  
t h
e  
a r
m
y  
o
f  
2
2
A
P
.

readers w w e a r  dew tavoureema9s
proudly on .r• ir r e .  higher, above
then lorobead I t  you can't impress pecbIe
with the sae al your b ru t e s. do it yoth Itrs
da7zIng M a  baseball can wrItl lo r
1 1 1
1 e  I O W
Unike the bra ttca ,  it's guaranteed to
wOrk. evarylime

ZZAPI CAP
OFFER £350, 2I01H

DELUXE MONOPOLY sa ss Lesure
Genus

OFFER 10.40, RAP 12.95, (73%),
Z073C

DELUXE M ONOPOLY disk. Lemurs
Gen us

OFFER 12.95. RAP i  5.95, (73%I.
Z1/730

ECHELON su s .  Access/US Gold
OFFER 7,99. RRP 9.99, (81%).
Z0650

' CHIRON disk,  Access/US Gold
OFFER 11.99. RAP 14.99 (91%).20650

EMELYN NUONES INT. SOCCER
cams, Aucitogernr

OFFER 7.95, RAP 9.95. (90%).
Z203C

ENIELYN H M O S  INT. SOCCER
disk. Audlogenic

OFFER 10.40 R AP 12.95. 190%1,
22030

EVERY SECOND COURTS se m,
ornacl

OFFER 8.40, RAP 7 95_ (65%),Z075C
FOOTINALL M ANAGER 2 . Addictive
Games

OFFER ?AN RAP 9.99. (71%),
Z076C

FOOTBALL M ANAGER 2  Addictive
Games

OFFER 11.99 AR P 14.99, (71%),
20760

FOXX FIGHTS SAC K sass,

OFFER 7.99, RAP 9 .9 1 0 7 4 0 .
Z203C

IFOXX FIGHTS SAC K disk.

Image-work
OFFER 
1 0 . 4 4
,  
R A
P  
1 2 .
9 9 ,
1 8 7
% ) ,

72030
(Almon case. Ocean

OFFER 720, PAP 6.95- (86%).
/064C

ORYZOR disk. Ocean
OFFER 10.40, RAP 12.95. (66%),
1064 D

NAWKEYE sass,  Thalamus
OFFER 7.99. RAP 9.99, (96%).
Z077C

NAWKEYE disk,  Thalamus
OFFER 10.44. RAP 12.99, (96%),
Z07713

PUZZLED???
PUZZLED???
Not yet, but if your  soft-
war e order exceeds £5.00,
you will get free an amez-

g, intr iguing,  Why-Di d-I -
vor -Take-i t-To-Pi eces 3D
INI PUZZLE.

I t's downr i ght frustrating,
It's hell ,  and you'l l  love
it
Just speci fy on the order
for m which puzzle type
you prefer  and you'l l  be on
your  way to being puzz led.

A AS TRO  PUZZLE
B SI XBRI CKS
C SATELLI TE PUZZLE
D TRI CK STAR
E TRI P LE  KNOT

HOPPING M AD sass,  Elite
OFFER 7.09, ARP 9.99. (54%).Z078C

HOPPING M AD disk,  Ekte
OFFER 11.99. RAP 14,99, 154%).
70760

HUNTER'S MOON ca w  Thalamus
OFFER 7.95 AR P 9.95, (92%1.
ZI151C

W H I M ' S  MOON disk. Thaemus
OFFER 11.96. ARP i
i  9 5 .  
( 2 % ) ,
Z0151D

IMPOSSIBLE MISSION II  sa ss. US
Go
,
d

OFFER 7,99. RAP 9 99.(96%),
Z0661,.

IMPOSSIBLE MISSION II disk. US
God

OFFER 11.99, ARP 14.99. (96%).
.1066D

INFILTRATOR N cams. US Gold
OFFER 7_99, RAP 9.99. (61%),
Z061.1C

INFILTRATOR II Mak, US Gold
OFFER 11.99, RRP 1
4 . 9 9 . ( 5 1 % ) .Z0600

INTENSITY miss,  Fireerd
OFFER 7.95, RAP 9.95, [75%).Z204C

INTENSITY disk. Firetard
OFFER 10,40, 9 AP 12_95. (76%),
Z204D

INTERNATIONAL SOCCER sa ss
CFIL

OFFER 7.95. RAP 9.95, (86%).
2079C

INTERNATIONAL SOCCER d isk CAL
OFFER 11.95 R AP 14,95, (66%).Z0790

LA CRACKDOWN disk,  Epp(
OFFER 11.99, RAP 14.99.161%),
Z1490

LAST N U J*  2  sass,  System 3
OFFER 10.44, RAP 12 99, (94%),
Z089C

LAST NINJA 2 disk,  System 3
OFFER 11.99, RAP 1 4
9 9 ,  ( 9 4 % ) ,70800

LEGEND OF M E  SWORD disk. Ran-
laud

OFFER 19,96. RAP 24.95, (87%).
ZO8 I D

MARAUDER sa ss. Hawson
OFFER 7.99. RAP 9.99. (66%).
Z062C

MARAUDER disk,  Hewson
OFFER 11.99, RAP 14.99. 186%).
Z0820

MATCHDAT N ca m,  Ocean
OFFER 720 . RAP 6.95, 190%).
ZOSOC

M ICKEY MOUSE s o u  Gremlin
Grapnca

OFFER 7.99 R AP 9 99. (72%),Z083C
M ICKEY MOUSE disk. Gremlin
Graonic

OFFER 11,99. RAP 14,99,172%).
Z0830

NETHERWORLD sa ss. Heyrson
OFFER 7.99. RAP 9.99, (87%),
Z1 I2C.

NEM ERWORLD disk,  Hewson
OFFER 11.99. RRP 14.99, (87%),
Z112D

NINETEEN - PAR T  ONE, Cascade
OFFER 7.99. RAP 9 99. (70%).
13g4C:

NINETEEN - PAR T  ONE. Cascade
OFFER 11.99, RR? 14.99. (70%),
ZO8AD

OOPSI c o w  Big  Apple
OFFER 7.99, RAP 9.99. (
7 4
% l r .
Z085(:

OOPS1 disk,  8 .9  Apple
OFFER 11,95. RAP 14.95, (74%).
ZOthD

PSYCHO PIGS MUD sa ss. US Gold
OFFER 7 99, RAP 999. M OO.
Zi 50f
-
,

PSYCHO PIGS UXI I  d isk U S GPO
OFFER 1199, RAP 14.99, (60%),
Z1500

RED STORM RISING sass. klicroprose
OFFER 11.95. RAP 1495. i86%),
Z2:05C,

RED STORM RISING disk,  Alncroprose
OFFER 1595. RAP 19 95.185%1.
L2050

SALAM ANDER sa ss. imagine
OFFER 7.20. RRP 8.95 194%(,
Z086C

SALAMANDER disk. Imagine
OFFER 10.40, RAP 12-96. (94%).
20860

SINBAD AND TI M  THRONE OF THE
FALCON d isk Marorsull

OFFER 11.96, RAP 14 95,
Z2060

SKATE CRAZY sass,  Gremlin Graphics
OFFER 7.99 AR P 999. (66%),
/087C.

SKATE CRAZY disk,  Gremlin Graphics
OFFER 11.99. RAP 14.99, (86%),
Z087D

SOLDIER OP FORTUNE ca sk Firebird
OFFER 7.95 R AP 9 95, 186%).
£2070

SOLDIER OF FORTUINS disk,  Firebird
OFFER 10.40, FIRP 12.95, (66%1.
Z2070

SOR C t1
1
1 0 1
1
1  
L O
R D  
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s k
,  
P
S
S

OFFER 11_99, ARP 14 9 9 .(5 %).
20531)

STREET SPORTS SOCCER ca n .
E D O

OFFER 7.90. RAP 9.99,175%),
Z208C

STREET SPORTS SOCCER aNsk. Epp'
OFFER i  199, PAP 14 99. (7s%),i2o9r)

RUMMER OLYMPIAD ca w  Tynesoh
OFFER 7.20 R AP 8.95. 187%1.
Z151C

SUMOSER OLYMPIAD disk,  Tynesoft
OFFER 11.96, RAP 14.96.. (67%).

TARGET RENEGADE saes, Imagine
OFFER 7.20. RAP 8 95,184%),
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RRP OFFER SAVE

4,99 3.99 1.00
5,95 4.74 1,20
7.95 6.40 1.55
7.99 6.44 1.55
8.95 7.20 1.75
8.99 7.24 1.75
9.95 7.95 2.00
9,99 7.99 2.00
11.99 9.99 2.00
12.95 10.40 2.55
12.99 10.44 2,55
14.95 11.95 3.00
14.99 11.99 3.00
19.95 15.95 4.00
19.99 15.99 4.00
23.00 18.40 4.60
24.95 19.95 5.00
28.95 23.15 5.80
29.95 23.95 6.00
34.95 27.95 7.00

Z067(...
TARGET RENEGADE disk,  imagine

OFFER 10.40. RAP ; 2 95, 04%1.
ZiXi7D

THE EMPIRE STRIKES BAC K case
Clornatk

OFFER 7.99, RAP 999. 474%.1.
Z088C

THE EMPIRE STRI KES SAC K disk.
Doman(

OFFER 11.99 R AP 14 gg. (74%).
Z0880

THE GAM ES -  WINTER EDITION
t oss. Epy.,

OFFER 7.99. RAP 9.99 176%),
Z0890

THE GAM ES -  WINTER EDIT/ON
d isk. Epso

OFFER 11.95, RAP 14 95. 176N I
Z089D

THE PRESIDENT is mama disk,
Cosmi

OFFER 10,40. RAP 12.95, (83%).
20900

M E  VINDICATOR c m ,  imagine
OFFER 7.20, RAP 8 95. (54%),21 5.1C

THE VINDICATOR disk,  'trave ls
OFFER 10.40. RAP 12.95. (64%1.
11540

TRACKSUIT M ANAGER caws, Golielb
Games

OFFER 7.95 AR P 9.95, 0 9  %).
Z153C

TYPHOON c m .  Ocean
OFFER 7.20. RRP 8.95, (79%),
Z09 1C

TYPHOON d isk,  Ocean
OFFER 10.48 R AP 12.95. (79%),
.2091•D

VENOM STRIKES BAC K caws Grem-
lin Grapbsts

OFFER 7.99, RAP 9.99. (
7
0 % ) .
Z069C

VENOM STRIKES BACK Ask,  Gremlin
Graphics

OFFER 11.99, RAP 1 4.99, (70%).
206.90

WAPICIAME CONSTRUCTION KI T
disk

OFFER 15.99, RAP 19 99, i79%).
Z0920

WASTELAND disk. Electronic M s
OFFER 15.99 R AP 19.99. (95%).
20.910

AMI GA

AAARGIII d isk. Mestiourne House
OFFER 15.99, RAP 19.99. 1 8
7
% ) .
Z132D

AM ON  5000  d isk. Players
OFFER 11.95, RAP 14.95.187%),
12090

BARDS TALE 2  disk,  Electronic M s
OFFER 19.95 R AP 24.95. (80%),
22100

U TTER DEAD THAN ALIEN disk.
Electra

OFFER 15.95 R AP 19.95 (72%),
21330

a rfotED  THE ICE PALACE disk,  Elite
OFFER 19.99. RAP 24.99, (79%),
17110

BUBBLE GHOST disk. infograrnee
OFFER 15,95. RAP 19.95. 185%),
22120

SUGOY BOY disk,  Elite
OFFER 19.99, RAP 24 99, 192%1,
22340

C AM BE R  COMMAND disk,  Rainbord
OFFER 19.99, RAP 24.99. (92%).
Z134D

FAIRY TALE ADVENTURE diva .
Mediagenic

OFFER 23,99. R,RP 29.99, 7
6 % ) ,22140

FOOTEALL MANAGER disk,  Addictive
OFFER 1519_ RAP 19.99, (71%).
Z1350

GIGAII010 d isk. Swiss Ccmputer M s
OFFER 11.99. RAP 14 99, (11%).
Z 3 6 0

M I T ER  SKELTI R  disk. Audiogenic
OFFER 11.95, RAP 14.95, 186'10,
22150

MARI WARRIORS disk,  Elite
OFFER 12.99. RAP 21.99, (74%),
22160

Noorra LLE MANOR disk,  lankbor
OFFER 19.95. RAP 24 gs. 196%),

37D
PANDORA disk Firebird

OFFER 15.99, RRP 19 9 9 .1 8
7
% 1 ,
Z2170

POWI I IPLAY disk,  Arcane

OFFER 15.99, RAP 19.99, (82%).Z2190
SARCOPNASER disk. Players

OFFER 11.95, RAP 14_95. t a 4 N .
Z2 1 9D

SCRABBLE DE LUXE disk,  Leisure
Genius

OFFER 15,95. FIRP 19.95. 00%),
22200

SKY CHASE d isk Mintrsoft
OFFER 15.95, ARP 19 95. (
7 1
3 % ) .

12210
STAR NAY disk. Loctokon

OFFER 19.95 R AP 24.95. (90%!..
12220

STAROLIDER 2  disk,  Rainbard
OFFER 19.95, RAP 24 95. (98%).11410

TNE EM PIRE STRIKES BAC K d isk
Dori-ari•

OFFER 15.99. RAP 19 99 182'6/,
2 2
1
3 0

TIRINDEFICATI  disk,  Elite
OFFER 19.99 RRP 24.99, 150%).22230

TRACERS disk Meckagenic
OFFE R i  5.95, A RP  19.95
•  6
4
% ) ,

(224D
VIRUS disk. Firebird

OFFER 15.95. RAP 19.95. (84%).
22250

ZOOM M k  Discovery Software
OFFER 15,95. RAP 19.95. (89%1.
22250

ADVENTURES

SORDERZONE C I ES disk_ Infccorn
OFFER 15.95. RAP 19 95. (84%1,
70560

CORRUPTION Amiss M k  Rainbird
OFFER 19.95. RRP 24.95. (81 %),
Z1130

D EJA VU disk. Mindscape
OFFER 11.95. RRP 14.95. (81%).
Z0590

INTRIGUE disk Mirrorsott
OFFER 10.44 R AP 12,99, (83%),
10940

JAC K THE RIPPER ca st  CRL
OFFER 7.95, RAP 9.95. (
7
6
4
0 .

2059C
JACK M E  RIPPER disk,  CAL

OFFER 11.95 R AP 14.95, (78%).
/0590

M OLTER disk,  Rambrt
OFFER 15,95, RAP 1995, (83%).20570

LEGEND OF THE SWORD disk. Rain-
bird

OFFER 19.95, RAP 21.96,167%),
209.50

lioNGINGHTER cuss, Abstract Con-
cepts

OFFER 11.99. RAP 11_99, i61%).
Z096C

MINDPIONTER disk. Abstract Con-
cepts

OFFER 15.99, RRP 19.99, (81%),
20960

M ORDOWS QUEST case, Melbourne
House

OFFE R  5.75 A R P  6 9 5 , a n ,
Z097C

GUEST FOR THE GOLDEN EGGCUP
cams. Mastertronic

PRP 1.92 175144, 2122C
SHERLOCK disk,  Infocom

OFFER 15.95.11RP 19.95. CBI %/.
10520

5 KEOPOOt  c m .  Top Ten Sollware
OFFER 1.99, 149%1. Z055C

5TARCROSS disk. inlocorn
OFFER 19,99 RAP 24.99. (88%1,
Z0980

TIME AND M AGI K c m
,  L e v e l  
N i n e

OFFER 11.95 R AP 14.95. (88%).
Z0613C

TIME AND MACIIK disk. Level Nine
OFFER 15,95. RAP 19.95. (88%).
20680

TOWER OF DESPAIR c m .  Gamed
Workshop

OFFER 6,40. RAP 7.95. (76%),
.1099C

VALKYRIE 17 c i s ,  Ram Jam Corpora-
bon

OFFER 6.40, RAP 7.95. (70%).
Z114C

WEREWOLF SIMULATOR c m ,  Fop
Ten Software

OFFER 1.99 (58%), 20540
WOLFRAM sa ss. CAL

OFFER 795 . RAP 9.95. 179%.1.
20530

STRATEGY

BARD'S TALE 3  -  THIEF OF FATE
d isk Electronic Arts

OFFER 15.29 AR P iga g,  (81%(,
' 3 0 0

DECISIVE RATTLES O f  TI M  AM ER-
ICAN CIVIL WAR disk. Electronic

OFFER 14.95, RAP 15.95, 190%1,
21450

GEMSTONE HEALER disk. SSI
OFFER 15.99, RAP 19 99,180%).
21000

PANZER GRENADIERS dish, SSP
OFFER 15,99, RAP 1
9 . 9 9 . 0 3 1 % ) ,Z101D

OUISTRON II  disk,  SSi
OFFER 15.99. RAP 19.99, (81%1.
21020

WARGABIE CONSTRUCTION KI T
disk, SS

OFFER 15.99. RAP 19,99, 179%1,
Z I 1
6 0WASTELAND disk. Electronic Ads
OFFER 15.99, RRP 19.99.195%).
21150

BUDGET

ACE OF ACES c m .  Kixx
ARP 2.99. (85%). 1226C

BALL BLASTS, cuss. Zeppelin
RAP 2.99. (87%), Z131C

BATTLE SHIPS c m ,  Encore
RAP i  .99. 181%1, 210,3C

BRAINSTORM sass,  Stvertard
RAP 1.99, 194%). Z104C

SAUCE LEE case. Americana
RAP 1,99. 92%). 2105(2

BU I SL E BOBBLE c m .  SaVed/M0
RRP 1.99, ;98%), Z227C

GAUNTLET sass,  Kiss
RAP 2.99, 190%), 22280

KNIGHT TIME cm _  MAD
RRP 2.99,160%1, 2 I 0 6 0

KRAKOUT m e ,  Kis);
RRP 2.99 480%1, 22290

M ETROCROIS ca m,  Kiss
RRP 2.99. 180%t, 22300

MISSION G n o m o n  ewes. Sitverbird
RAP 1.99.166%1.2231C

POLTERGEIST c m ,  Code Masters
RAP 1,99, 166%). Z107C

PROFESSIONAL SCOOTER
SIMULATOR sass, Silyerbird

RAP 1.99, 163%). 2108C
PROFESSIONAL SNOOKER
SIMULATOR case, Code Masters

RAP 199..:63%), Z1 I 7C
RICOCHET cuss,  Savertird

RRP 1.99, (86%), Z120C
SABOTEUR cuss. Encore

RRP 1.2121.68%), 21190
* ARM OR cogs, Rack-it

RRP 1.99. 938%1, 2118C
SCORPIUS c m .  Seven:ant

A RP 149,171 %I. 2123C
SKIPS*  KIDZ cuss,  Silvertrrd

RAP 1921.65%). Z121C
SLURRY'S MINE cans, Sdiverbird

RAP I N ,  191%1. 2109(2
STORM I M N GER  ca ss. MAD

RAP 2_99. il(1%). Z110C
SUPER CUP FOOTBALL case. Rack-it

RAP 1.99.167%), Z232C
TANGENT cuss,  The Micro Selection

RAP 2.99. (61%), z i  1 IC
TAU CET I sa ss. Maslertronic

RAP t i n .  (93%). 22330
TRAZ case, Garnebusters

RRP 2.99, (93%), 2126(2
TROJAN WARRIOR cuss. Silverbird

RAP 1.90,174%), 21270
!IRIDIUM case,  Rack-il

IIRP 141 . (79%). 21280
WORLD GAM ES m e .  Kora

RAP 2.99. 196%1. 2234C

BUDGET
RANGE
ORDER FOUR GAMES IN THE t1.99
RANGE AND PAY FOR THREE (05,97
PAYMENT TOTAL) A  SAVING OF
C1.99I
ORDER FOUR GAMES IN THE CZ 99
RANGE AND PAY FOR THREE (05197
PAYMENT TOTAL) -  A SAVING OF
U SW
JUST FILL IN THE NAME AND PUB-
LISHER OF THE FOUR GAMES
REQUIRED AND THE PAYMENT
TOTAL OF C5.97/03.97 (DONT USE
THE OFFER PRICE TABLE

THE MEGAZZUPERS TORE CHOICE:
APART FROM OUR HIGHLY RECOM-
MENDED GAMES LIST. YOU CAN
ORDER ANY (LAME RELEASED BY
THE MAJOR SOFTWARE HOUSES TO
DATE ON CASSETTE OR DISK.

OUR OFFER PRICES ARE VALID FOR
ANY FULL-PRICED adthirs AND
INCLUDE FIRST CLASS POSTAGE
AND PACKING -  NO OTHER EXTRA
CHARGES
LOOK UP THE PRICE OF EACH GAME
IN THE OFFER TABLE, ENTER THE
OFFER PRICES ON THE ORDER
COUPON, THEN ADD THEM UP.
ORDERS FOR TITLES WHICH ARE NO
LONGER IN DISTRIBUTION WILL BE
RETURNED.
YOU WILL BE REGULARLY NOTIRED
OF ANY DELAYS CAUSED BY LATE
RELEASES.

SOFTWARE OFFER
PRICE TABLE

HOW TO ORDER:
WRITE REQUIRED GAME(S) ON
ORDER LIST, INCLUDING MEDIA
TYPE AND ORDER CODE (WHERE
LISTED).
IF OFFER PRICE NOT INDI-
CATED.CHECK M AD  OR REVIEWFOR
CORRECT RECOMMENDED RETAIL
PRICE (RRP),
LOOK UP SPECIAL OFFER PRICE AND
WRITE ON ORDER FORM,
ADO UP TOTAL AND ENCLOSE
CHEQUE OR POSTAL ORDER OR
ALTERNATIVELY USE ACCESS/VISA
FACILITY WON'T FORGET TO INDI-
CA TE EXPIRY D AM .
RE.•,EMI3f
GAMES ORDERS REQUIRE ORDER
CODE OR MEDIA TYPE AND COM-
PUTER. GARMENT ORDERS ORDER
CODE OR GARMENT SIZE, HARD-
WARE ORDERS ORDER CODE
INCOMPLETE ORDER FORMS WILL
BE RETURNED.

PLEASE ROJO (0524) 5620  IF NID OLU I r

PRICES VALID FOR LIN/EIRE/
EUROPE ONLY.
FOR ole a rtse As ORDERS PLEASE
ADO 22.00 PEA rre m FOR AIRMAIL
DELIVERY

DELIVERY:
NOT ALL LISTED PRODUCTS WILL
HAVE BEEN RELEASED AT PRESS
TIME
GOODS WILL BE DESPATCHED A8
SOON AS POSSIBLE CUSTOMERS
WILL BE INFORMED OF ANY LONG
DELAYS

i s V X N X X X '
1 1
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v % 1 N 7 WSUBS OFFERzappable 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, trying to
recover as much treasure from the destructed
pirate ships, or guide Xamoxian-witted HAWKEYE
through the strange and unfamiliar lands 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

Great Laser Guns!! This must be the ultimate alien t h e  men from the boys, nothing ever will

Zzapping
Cybernoids and
Skryksis!!!

CYBERNOID 2, Hewson
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The Special Software Discount Offer Prices only apply to
recommended retail prices for software, not to already high-
lighted. discounted special offers, hardware and other
goodies. No other discounts may be applied.

5

CODE ITEM -Ass,
DiSK PRICE

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

TOTAL

SUBS TOTAL

BACKISSUES TOTAL

ORDER TOTAL

MY COMPUTER IS:
Please use BLOCK CAPITALS
Nartre

Address

Postcooe

Please make chequesipostal orders payable to ZZAP! II is best to avoid servi-
ng cash payments Please DO NOT enclose ANY order with mail lo the EDITO-
RiAL side ol the magazine as this will resat in DELAYS' Send your orders to
the address beon
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Pease deb4 rrly VISAACCESS ACCOUNT C
]

Pease cttarge my account No

I I

Expey Date S i g n a t u r e

1

Access

, V I S AA l a k

SEND THIS FORM TO
ZZAP I ZZUPERSTORE, PO BOX 20,
LUDLOW, SHROPSHIRE SY8 IDB

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

ORDER
FORM
I want to subscribe to12 Issues of ZZAPl64 and receive
my free CYBERNOID 2 or HAWKEYE cassette.
If I've already got a ZZAPlEkt subscription, and it is run-
ning out soon I extend it for a further twelve i ssues-and
still get my free CYBERNOID 2 or HAWKEYE cassette.
If I am a current subscriber, but do not wish to extend
my subscription, I can still get a CYBERNOID 2 or HAW-
KEYE cassette for an amazing E6.95 - a special sub-
scribers discount price.

Please tick the appropriate box:
E  I enclose £18.00 for a new ZZAR64 subscriptionmainland UK
E I  enclose £25.00 for a new ZZAPt64 subscription

outside mainland UK -  surface mail
•  I enclose 08. 00 for a new ZZAPl64 subscription

outside Europe - Air mail
I enclose E6.95 for the special subscriber cassette
offer.

E  a m  a new subscriber
F.] I  am an existing subscriber. My subscription

number is

Please extend my subscription starting with issue
No:

I I
Please send me:

CYBERNOID 2 cassette
HAWKEYE cassette
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Two years ago Gordon was thin (vvell OK, he looked like a lean hip-
popotamus on a diet instead of two on a chocolate binge) and Paul was
a carefree, madcap schoolboy in stripy socks and short trousers. Both
of them scrimped, saved, borrowed, washed dishes and stole to get hold

Of Issue 18 of ZZAPL Courtesy of that very same bully-boy and his diminu-
tive tea-pixie truncheon, the best of issue 18 is back. See what man-mountain and molehill make of that .  .
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The ZZAPI lads, you might think —
a dead thick  lot .  And you'd b e
absolutely r i g h t  o o p s •
s orry . . .  w r o n g  Th e y  couldn' t
stop playing Powerplay for a start.
Jazza called it  'fast, uncluttered,
action-packed', Gazza confessed
he was normally bored senseless
by trivia games but found this one
*highly enjoyable and  ever-Eddy

picky Rickle summed up the unan-
imously intellec tual mood:  ' t he
best trivia game on the market
it s et s  a  h igh  s tandard whic h
others will have a hard lob to beat.'

This kicks sand in the face of the
official Triv ial Pursuit licence. I t 's
easily the best adaptat ion of  the
question-and-answer format I've
seen, with a construction kit which
allows y ou t o  defi ne y our own
questions on separate files. Hav-
ing no brain myself. I can heartily
recommend it  t o 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 y our second cousin and his
goldfish T h e  c ombinat ion o f
boardgame element s  wi t h  t h e
basic q u e s t i o n - a n d - a n s we r
theme, enhanced by  one or two
nifty tunes, makes the whole pack-
age a pleasure to play.PG

(Gordon) The lack of a restart facil-
ity would knock down Presenta-
tion a tad. Otherwise the rest of the
minor ratings are t ine Overall, I 'd
say it  would sizzle even in these
days o f  incredibly  s tupid ZZAPI
reviewers.

(Paul) Hookability  and sound are
about right 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
ever was

As one of the few Jeff Minter pro-
ductions wh i c h  d i d n ' t  f eat ure
floating camels, bounc ing bunny
rabbits o r  languid llamas.  Midis
Alpha still seemed pretty off-beat.
Jazza (not (.R77a) revelled in it  He
liked the Bleurgh Faces and the
Star Gate retugees and declared
it, quote simply, 'the best shoot 'em
up on the 64'. G a n a  (not Jazza)
was in total agreement: 'a must for
all shoot 'em up fanatics'. Heady
Eddy wa s  a  bi jou tadet te less
enthusiastic; for armchair addicts
like himself  the act ion was a bit
'O rr'  but he did admit to having
enjoyed 'an excellent game'.

Weird city. Even though I  still
haven't got a bloOdy clue what's
going on (and I've been playing it
for a couple of years now). I think

GAMES
ZZAPBACKED
BEYOND THE
FORBIDDEN FOREST
MIDIS ALPHA
PARALLAX
POWERPLAY
SUPER CYCLE

IRIDIS ALPHA
Liamas oft/Hews on



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, the man
with the ghoulish grin, rushed in
first - Only to come away 'feeling a
physical wreck'. Gaz, who'd been
in training on Pitstop 11, stopped
just long enough to call it 'highly
addictive and challenging' while
Rickie, our resident 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 .  .

I don't know why, but I didn't fond
this all that appealing. It's fast and
incredibly smooth a nd addic-
tive f o r  a while; but it lacks the
competitive element o f ,  say ,
Pitstop II. and the tun of Buggy
Boy. It's good, but there's some-

d's ace. Not everyone will like i t
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, Inds Alpha still looks
pretty good. I woukin'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
unusual gameplay, very addictive.PG

(Gordon) Everything down b y
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.

thing missing. Oh -  and I thought
it was a little too easy.OH

Definitely one of the classics of the
64 racing scene. Although I 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 leavesme breathless. Phew'
PG

(Gordon) Most of the ratings would
get high 80s from me.

(Paul) All the ratings down about
5% -  except for sound which
should go down to 70%. Revving
engines are all too common nowa-
days.

'Neat stuff' ejaculated Jaz, when
he clapped eyes on this shoot 'arri
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Everybody was impressed with
the gruesomely gory, ghastly and
gruelling atmosphere of the sequel
to Forbodden Forest. Gazza Penn
praised it as 'intense' and 'prevail-
ing' and waxed lyrical on the spec-
ial effects. Paul 'how-do-you-like-
my-taupe?' Sumner called it one
of the best games he'd every
played and Richard Ready Eddy
was s o  overwhelmed b y  the
experience tha t i t  h a d  h i m
'screaming fo r  mercy' a s  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'.

Talk about chunky! All right, let's
not. Ignore the graphics, the rest
of the game is tab. 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.

up cum arcade adventure cum
puzzle game from Sensible Soft-
ware's cuddly Chris and jovial
Jops. Gazza's expletives were a
bit more  controlled: ' I  c a n
thoroughly recommend it to any-
one who likes a shoot 'em up with
a bit more 'up". Teddy Edward

The Yorkie bar graphics (chunky)
and the perky parallax scrolling
have dated a bit but the gameplay
is just as compelling as it was then.
Personally, I find all that blood and
gore a bit much for my delicate
constitution but those blessed
with a slightly stronger disposition
should still find plenty to entertain.PG

(Gordon) Presentation, graphics
and hookability down by 1  0%
each. The rest of the ratings are
fine, though I'd be tempted to give
it 80% overall at a ten quid price
tag.

(Paul) Graphics arid presentation
(really tedious multiload) down by
about 10% each. Sound, hooka-
bility and lastability down by 5%.
I'd give it about 82% overall.

- •  I  1-

made the decision unanimous and
summed u p  e v e ry body '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 puzzle
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-
em shoot 'ern up clones to shame.
OH

The Parallax title tune is one of my
favourite pieces o f  computer
music — it makes me want to get
down and jive with the nearest bag
of flavour-flooding perforations.
The gameplay itself is just as com-
pelling as it ever was, though it's
better if you put the teabag down.PG

(Gordon) All the ratings are fine,
except for overall, which I'd top upto 94%

(Paul) Presentation and hookabil-
ity about the same, graphics down
about 5%. Everything else should
go down to about 90% but not a
single percent less - still one of the
most complex and atmospheric
games around.
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wi th JASON GOLD

Ever ready for new
experience, Jason
RELAXES with a
Rept,than and watches a
spot of Channel 4.
Following a quick
skirmish with some
Crazy Bats, he gets lost
with Perdita, races
against t ime with God
and gets himself into
such a lather he could do
with some music from
DAZ. Confused? II •
suggest you consult a
psychotherapist — but
before you do that, read
on.

la [I ti  M i t  t I J I
)  h a v e  
t w o
interesting new demos in their
directory at I +M. Channel h a s ,
surprisingly enough, an animated
version of the Channel 4 logo. It's
throne that flies apart and then
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V Druids need enlightenment too. Geddit? No? Well, never mind, go
beck to sleep

—01# i t t ,

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 inter/act"
which produces an effect similar to
that on an Amiga in interlace
graphic mode fle, the picture
flickers!). Using this effect you can
fit two lull 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 It? which is up to his
previous high standards and well
won h downloading.

There are a few new demos in
the Relax designs area as well
(GOT° RELAX). The best is
probably Reptillia which contains a
new piece of an by Bizmo and lots
()1 raster effects programmed by

• :  •
- 1 1
- - "
M m
r , L
i t

:  •  • • • • • .
•-r

A Mysterious echoes of a world gone by - Mr Cursor's Babylon 2

A Don't  ask us who it is. ask Rob Whitaker- he's the one responsible

Kaiak (DS27) and Genius (A H27).In addition to a few
conventional demos, those
masters of hacking, Huddy &
Greeny, have Crazy Bats in their
directory at KIDDY. It's really a
two player game demo so keep
your joysticks ready as this variant
on the original Pong is fairly fast
Another demo worth a look in
Huddy's dir is Vishiont which has
some very smooth, swirling spriteeffects,

Import demos continue to fill
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 lotsof effects.

Perdita (Sri) has been
uploading her music onto the 'net
for quite a while now and while
her style may not be up there with
the Hubbards of this weirld, Ws
certainly different enough to make

it worth a listen. Espeually as she
now has The DM° up at 381315
which features slightly more than
just the usual music and blank
screen.

While on a musical theme The
Final Hour by Mad Wolf. uploaded
by DAZ at 383494 is, as the name
implies, a very atmospheric piece
with a nice colour effect linked to
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. i s  probably a
loading screen for the Code
Masters game although there are
often 'alternative' versions of
loading screens uploading onto
the 'net. There's a piece of suitable
music to accompany the picture
and some unusual use of colour: it
makes this picture a cut above the
rest.



BBCMICRO

FAIR AND FOUL MOVES COM M ODORE 64112S •  SPEclRuM •  AmSrRAD CRC 4646646128
BBC MICRO Ba+,MASTEP.MASTFP COMPACT • ACORN ELECTPON

Head Punch Head Butt Cassette: E 7 . 9 5  S p e c t r u m

Fair f
.

Body Blow Foul Knee Cassette: E Q . 9 5  C S C  Amstrad. BBC, ElectronMoves Upper Cut
Duck Punch

Moves Grain Punch
Kick

51/4" Disc: E l l . %  C M ,  BBC
31/2" Disc: E 1 2 . 9 5  S p e c t r u m

— 31/2" Disc E 1 4 . 9 5  A ms t ra d ,  BBC Master Corn pactrn

COMMODORE 64

The Ref Sees a Foul Move O p p o n e n t s  Facing Up

A Fa r Punc h

BECOME THE WORLD CHAMPION -  BY FAIR MEANS OR FOUL
A rea list ic b o xin g  simula t ion . Y o u  ca n  even ch e a t _  i i  the refs not looking!

You're behind on points and t ime is running out. The ref looks hall as leep Y o u  w o n ,  but in the next c hampions hip contest you meet a boxer who
A quick  head butt and a sly punch below the bell and your opponent  is k n o w s  more dirty tricks than you It  needs skill and cunning. lightning
toppling over But os he tails, his knee strikes you a paralys ing blow. r e s p o n s e s  and deadly  strategy Have you got what it takes to bec ome the
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/  SUPERIOR
1 ,  SOFTWARE
Dept. 1IF4. Regent Nouse, Sk innw Lane Le e ds 1.17 I AX. Telephone, l05323459453.

Name rnake
aheguet payable

to 'S ap*
. i a tE3thonne Ltd"

N A M
24 HOURTSLEpi4ONI

ANSWERING SE WI CI FOR ORDERS

OUR GUARANTEE
•  All mall Orders are despatched

within 24 noun by 11M-class post
•  ft,stage and pocking Is free
•  Faulty cossettes and discs wiii be

rentoced trntriediaiety,
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THE ZZAP! READERS CHARTS

NAME  M Y  FAVOURITE PIECE
ADDRESS  O F  64 MUSIC IS:

POSTCODE   M Y  F A V O U R I T E
ARCADE GAME IS:

MY TOP  FIVE  GAMES
ARE:
1:
2:
3:
4:
5:

MY FAVOURITE VIDEO
IS:

SEND TO ZZAPI CHARTS, 72API TOWERS.
PO BOX 10, LUDLOW, SHROPSHIRE, SYS
1DB

GAMES TOP 20
(/) BUBBLE BOBBLE F i r e b i r d

2 (3) IMPOSSIBLE MISSION 11 U S  GoldlEpyx
3 (2) B U G G Y BOY E l i t e
4 (NE) CALIFORNIA GAMES E p y r
5 (9) B IO N IC  COMMANDO G O !
6 (4) T H E  GREAT GIANNA SISTERS G O !
7 (6) PROJECT STEALTH FIGHTER Microprose
8 ( i f )  PLATOON Ocean
9 (10) T H E LAST NINIA System 3

10 (7) I K A R I  WARIORS E l i t e
11(5) SH O O T  'EM UP CON STRUC. KIT Outlaw
12 (8) T A R G ET  RENEGADE I m a g i n e
13 (NE) WORLD CLASS LEA DE R BOARD US Gold
14 (14) 1 0  F i r e b i r d
15 (13) HAWKEYE T h a l a m u s
16 (18) PAC-LAND G r a n d s l a m
17 (16) HUNTERS MOON T h a l a m u s
18 (15) DEFENDER OF THE CROWN Mirrorsoli
19 (19) SKATE OR DIE E l e c t r o n i c  Arts
20 (12) CYBERNOID H e w s o n

MUSIC TOP 10
1 (2) D EL T A
2 ( / )  SK A T E OR DIE
3 (3) WIZ BAL L
4 (10) ARCADE CLASSICS
5 (4) PARALLAX
6 (8) T ET R I S
7 (7) B M X  KIDZ
8 (9) ' ,B A L L
9 (NE) INTERNAT. K A R A T E+

10 (6) CO MBAT  SCHOOL

Rob Hubbard
Rob Hubbard

Martin Galwav
Rob Hubbard

Martin Galway
Hagar

Rob Hubbard
Rob Hubbard

Rob Hubbard
Martin Galway

COIN-OP TOP 10
I (3) DO UBL E DRAGON
2 (4) AFTERBURNER
3 (NE) OPERATION WOLF
4 (9) R O A D  BLASTERS
5 ( / )  VU L C A N  VENTURE
6 (2) BLASTEROIDS
7 (6) BUBBLE BOBBLE
8 (8) PAC-MANIA
9 (7) I t - TYPE

10 (5) CO NTINENTAL CIRCUS

VIDEO TOP 10
1 (RE) ALIENS
2 (9) BEVERLY HILLS COP H
3 (2) RO XANNE
4 ( / )  B L A D E RUNNER
5 (6) PLATOON
6 (5) HELLRAISER
7 (RE) FERRIS BUELLER'S DAY OFF
8 (4) T H E  FLY
9 (3) R A D I O  DAYS

10 (10) CROCODILE DUNDEE

Taito
Sega
TaikP
Atan'

Konami
Awn'
Tait°
Atari
Item
Taito
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Also available
Impossible Mission II the
return of Elvin Atombender
CBM64/128 &
AMSTRAD £9.99 tape

2
4
1
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SPECTRUM £8.99 tape
ATARI ST E19.99 disk
IBM PC i 2 4 . 9 9  disk diaL

CBM64/128 & AMSTRAD SPECTRUM AMIGA • IBM ROP
E

£9.99 tape E14.99 disk i 8 i 9 9  tape 124.99 disk £19.99 disk
U.S. Cold Ltd., Units 2/3 Hollord Way, Hollord, Birmingham B6 7AX. Tel: 021 356 33

,  + Your chance to win a fabulous
Kawasaki KDX200 in our
'Mad Scramble' Competid
See the bike at the PCW Show.

For details of the competition see the inlay card.

. 1 = 1 • M i l
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POSIT w a s  loaded - from tape or disk - at nonnal or turbo speed.
•  W A R P  2 5 .  THE WORLD'S FASTEST SERIAL DISK TURBO - NOW EVEN FASTER! LOADS
2 0 0  B L O C K S  I N  6  S E C O N D S !  2 4 0  B L O C K S  1 N 2  S E C O N D S !  that 's  even faster than some parallel systems. Built into
the cartridge - no extra hardware or software required. Includes supercast, waipsave, scratch, filecopyiconvert. Integrated with normal disk turbo
for supercompatibility - auto detects warp or normal format so no special load commands ale required. Turbo and Warp 25 speed are entirelyindependent of the cartridge with SUPERBOOT.• • •

S I M P L E  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 IS AUTOMATIC - JUST GIVE THE BACKUP A NAME.

•  T U R B O  RE LO AD.  All  backups will reload at turbo speed, CbMPLETELY INDEPENDENTLY OF THE CARTRIDGE.
' S P R I T E  K I LLE R.  Make yourself invincible. Disable sprite collisions - works with manyprograms.

P R I N T E R  DUMP .  Freeze any game and print out the screen.
Eg. loading picture, high score screen etc. Works with most printers.
MPS 801, 803, Star. Epson etc. Double size, 16 shades,
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.

P O KE S / CHE AT MO DE .  Press the button and enter those
pokes for extra lives etc., than restart the program or make a backup.
Ideal for custom games.

MULTI S TAG E  TRANS FE R.  Even transfers multistage programs from tape to
disk. The extra parts fast load -  a  unique feature. Enhancement disk available for non
standard multi-loaders (see below).

S UP E R C O M P A C T O R .  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.

T E X T  MO DI FY .  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. "  •

M O N I T O R .  Full feature 'Floating' type MACHI NE CODE MONITOR.  All standard features plus many more:- assemble, disassemble.
hex dump, interpret, transfer, compare, fill, hunt, number conversion, bank switching, relocate, load/save etc.
Uses no memory. Full printer support.

- • • • • • •
- ,

R I E M B E R  all fea
. t u r e s  
a r e  
b u i l t  
i n  
a n d

available at the touch of a key. All features work
with both TAPE and DISK. (Except multipart
transfer & disk file utility).

•

WHAT THE
REVIEWERS SAID

stunned, amazed
Auld totally impressed.This im

easily The best value for money
cartridge The cartridge king!

Commodore Disk User

D I S K  M O N I T O R .  A special monitor for use on the RAM inside your disk drive. All the usual commands -  a useful hacking tool.
•  W H O L E  DI S K COPY.  Copy a full unprotected disk in under two minutes with only one drive.

•  FAS T FI LE  COPY.  Works with standard and Warp 25 files of up to 249 blocks. Converts formate to and from Warp 25.
•  FAS T FO RMAT.  Under 20 seconds.

TCH) LK1 T C O M M A N D S .  A whole range of useful new commands including: AUTO LINE NUMBERING,  DELETE, MERGE, APPEND,
OLD. LD1ESAVE, etc., PRINTERLISTER - list any program (including directory) directly from disk to printer or screen without corruptingmemory.

R E D E F I N E D  F U N C T I O N  KEYS.  Single stroke commands for
operation of many common commands including: LOAD, SAVE, DIR.
Load from directory - no need to type in filename.

TAP E  TURBO .  Designed to make turbo load/save for your own
programs. No screen binsIdng during loading_

•

r  ACTION REPLAY ENHANCEMENT DISK 1
The biggest and best collection of special parameters and
file copy programs for transferring non-standard multi-load
tapes to disk ga m e s  like LAST NINJA, CALI FORNI A
GAMES, LEADERBOARD,  DRAGON'S LAI R - SEVENTY
titles in all. A l i
-
n o s t  a l l  
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includes COMBAT SCHOOL, PLATOON,  PREDATOR,
GAUNTLET II, TESTDRIVE, SKATE OR DIE, APOLLO 18,
THE TRAIN and many more Cheats for inftrute time, lives etc.
The GRAPHI C SLIDESHOW - latest edition displays
mult icolour pictures or loading screens saved by Action
Replay or any major Art  Package Blaz ing Paddles. Koala,
Advanced Art Studio, Artist 64 etc. Lots of fun.
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NEES A QUANTUMEAP
IP111 IV HAS ARRIVED!

BUT TWITS NOT ALL N O W  AVAILABLE FOR THE SERIOUS PROGRAM HACKER
ACTION REPLAY IV PROFESSIONAL" •
•  All the features of the normal Action Replay IV but with an amazing on board LSI LOGIC PROCESSING CRIP.
Plus 32K operating system ROM and 8K RAM CHIP. The first RAM/ROM based cartridge of its type!

ALL THE MK IV FEATURES PLUS
•  FULLY nyTEGRATED OPERATION.
The MK IV 'Professional has all the features of the MXIV plus

an onboard custom LSI LOGIC PROCESSING CHIP that
integrates the whole range of utilities and makes them

available at the press of a bunion at any tune.
EXTENDED MONITOR.

The 'Professional has an extra powerful machine
code monitor. Because it has both ROM and Ram

at as disposal the Professional can freeze any
program and then examine the WHOLE OF

COMPUTER MEMORY in the frozen state including
screen RAM, ZERO PAGE and STACK.

Full feature disassembly, compare, fill, transfer, hunt,
relocate, lump etc. etc. In fact all the features of the best

fully blown monitor available Return to the frozen
program at the press of a key at the point

you left it! An absolute must for the program
hacker - or even the programmer who needs

to de-bug his program
zi4 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 ARil Professional now has
RAM LOADER, Making use of as onboard 8K Ram the
Professional can also load commercial disks directly
at up to 25 times normal speed_ Remember this feature
is in addition to ABCs unique Warp 25 feature that
reloads all backups at 25 times speed.
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111 TO MB IV. juin send £9.99 and we will send you the new MK IV
Chip to plug into your cartridge. Fitting livery easy.

111 TO MX IV 'PROrESSIONJW. Send yaw old cartridge plus 119•99
and we will send you a new Profesaimuil MK IV

MX 2 Action Replay owners can get LIO as part exchange agauurt either the
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PERFORMANCE PROMISE
Action Replay will backup any program that any other cartridge can backup
- and more It aloo has an unmatched range of onboard features. Before you
buy check our competitors ads to see what they offer and see how many of
the Action Replay MK IV features are either not there or have to be loaded
from Supergate disks etc. When you buy Action Replay if you don't rutdoui

I l
i
c
h
i
r
r
i
s  
t
o  
b
e  
m
i
t
,  
t
h
e
n  
r
e
t
u
r
n  
i
t  
w
i
t
h
i
n  
1
4  
d
a
y
s  
f
o
r  
a  
f
u
l
l  
r
e
f
u
n
d
.

ALL ORDERS NORMALLY DESPATCHED WITHIN 48 H OHOW TO ORDER
BY PHONE

=
0782 744707

24 kr  Credii Card Lmo

BY POST

Send cheque arPO'l made
payable to 'Patel Electiontcs

DiltEL
UK ORDERS POST rREE

EUROPE OVERSEAS
ADD I  00 A D D  S3

FAX 0782 744292

ELECCROT110
DA FEL ELECTRONICS LTD FENTON INDUSTRIAL ESTATE,

GOVAN ROAD FENTON STOKE ON TRENT ENGLAND

SALES ONLY T E C H N I C A L  ONLY
0782 744707 0 7 8 2  744324



ECHNICAL DEVELOPMENTS

OTY 4 ITEM PRICE

04.99
CBM 64C E5.99 Atari 520stim E9..99
CBM +4 E6.99 Atari 52(Jstm E9.99

TOTAL INC POSTAGE Free for UK) E

E8.99

CBM 64 E5.99 Amiga A2030 04.99
CBM 64C E5.99 Atari 520stim E9..99
CBM +4 E6.99 Atari 52(Jstm E9.99
CBM 128 E8.99 Atan 520st colour 01.99
CBM 128D E9.99 Atari 1040st E14.91
C2N Datasette E4.99 1901 E9.99
Datasette E4.99 1084 E9.99
1541 E7.99 1701 E9.99
1570 E7.99 MPS 801 E7.99
1571 E8.99 MPS 803 E7.91
Amiga A500 E9.99 GP 100 E7.99
Amiga A1000 E10.99 Star LCIO E7.99

100% CBM 64 compatible datasette E23.99
Repairable 054/64C power supply E23.99
2 way aerial splitters E1.99
Competition pro 5000 joystick 0 2 . 9 9

THL AXPERT
BACKUP CARTRIDCE

•  Most Advanced backup cartridge in
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

top of the latest protection methods.
Comes with the latest 3.2R software.

•  Undetectable by software!
•  Backs up ALL your gamest

SACKING UP: No matter now the game was
loaded. it will copy from tape/tape. tape/disk,
disk/disk, disk/tape All backups saved in one single
file Cartridge not needed for reloading
COMPACTOR: Save minimum 3 games per disk
side. The expert compacts games making them
smaller in length thus enabling faster reload & more
games on disk or tapel
FAST LOADERS: Disk fastloader -
B O O T
-  u s e s  
n o

disk spacel Loads backups in average 25 seconds
Tape backups reloading takes less than 2 minsl
ROCKET LOADER: Fastest disk loader available.
Loads backups in an average 6 SECONDS 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 memory Includes all usual
monitor commands & morel Add poke/cheats from
magazines
PRINTOUT! Print out your machine code listings or
even your favourite hires or multi-(Olour screens
Nittirks on al/ CBM compatible printers.
SPRITE EDITOR & CUSTOMISER: Change all the
sprites in a game. customise them with the free
easy to use sprite editor,
EXPERT EXPRESS: Turns the Expert into a
dedicated fast loading cartridge It even loads
programs over 200 blocks.
CHEAP 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 Wit h the expert_ watch our advert for the
Latest software version & send off E3 99 for the disk
or tape & instructions!
RAVE REVIEWS: Don't just take our word for it
The expert is the best possible buy" (Your CI3M

Aug'88)
'Highly recommended'
.  I C  C . 1  
J U N E  
8 8 1

The expert cannot be beaten" 'Your C M  Aug'881
COMPATIBLE: Mrk s  on ALL 64's. 128's & all
COM type disk drivestdatasettes
OTHER FEATURES: Integral reset cartridge, auto
infl ate lives finder, auto-fire enabler, joystick port
swapper, fast disk formatters. Hires screen displayer,
Easifreeze etcl
The expert speaks for itself even proven by reviews
to better Action Replay Mk4I Try it out you won't
be dissaponted
Please specify disk or tape when ordering

OnlY 2 9
3 9

4 DOCTOR
Professional diagnostic cartridge for

the 154/64C.
Simply plugs into computer.

Very easy to use. No user knowledge
required.

Rigourous rests identifies & shows up
all faults.

Visually test keyboard, Joystick port,
serial port, cassette port all chips

and morel
•  Complete with instructions. No more

to buy!
" A  must for any 64 owner.
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T APE HEAD AA V 2
•  Quick and easy way to align heads.

•  Stops many loading problems arising.
•  Works on all CBM type datasettes and

all C64, 64C, 128 computers.
* Aligns datasettes to Industry

standards.

Hundreds sold Why? This is the best for its price so
forget more expensive imitators.
This kit enables accurate alignment to industry
standards by using the digital alignment tape.
Now includes special high speed 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 acid E2

O n l Y
extra

11

O I L

,471111"nr,'
--igwmannEEL..

5TOPPABLE RESET
, ART RI DG E Mk2

WO% guaranteed to reset EVERY 64
game even those not yet available!

Fits into cartridge port.
•  Ne w  circuitry makes it IMPOSSIBLE to

detect, defeating ALL protection
methods.

•  Protected against damaging your
computer (unlike othersi).

•  Works on all C64, 64C, 128.
•  Ouite  simply the best avalible and

comes with instructions.
Add pokes, cheats etc from 64 'nags.

Owners of Unstoppable Reset cartridge send
cartridge plus E2 for new version C 4  9
9 onlY
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PLEASE' M E  I L O CP I CA l t t A l

Technic*  Oestatopnents
Dept 6  11 ),,Veu reed
Eau 13cmtiing BracTond.
'M u  •t t it t h it .
England FOE 2ER,

how to omer
Ai prices include tdEr and Pee pouage
tl-tE onlY1
Payment ny - cash q u x u
i  c i d e r s  
m a l e
payabee -
T o c h
r t t a t  
• p
r l
,  
•  
' e
n t
t "

O Ne fl e at o i r ç

Payment.- Sterling only pleaPtage ohne f not statec
Europe E2 00 Ctotscle Europe E3 00

TITLE MaMes/Miss wrriAL .

ADDRESS

PROTECTIVE
DUST COVERS

Smart top quality computer covers.
•  Protect your computer from dust

& grime.
•  Coated with anti-static inhibiter.
• Ful ly  tear proof, water resistant,

washable, ironable & will never crack
fade or shrink!

DUST COVER PRICES:

l p  DISK DRIVE DOCTOR I I•  Reveals mechanical faults.
•  Corrects alignment. 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. 1541c or 1570 when ordering

OnlY
TAPE/TAPE

BACKUP BOARD
•  The ultimate tape duplicator.

•  No controlling software needed.
•  Backs up ALL tape games, even multi-load

•  Copies programs whilst loading them.
IMPOSSIBLE to detect. Defeats all

protection methodsi
s Works on 64, 64C, 128, VIC 20, PET.

Requires 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 No w known as the

OnlY
best product of its type

SURNAME

POST CODE

Tel (0274) 734678 -  lines open 9am 6prn Monday to Fridayoniy Dealer. goo and school orders weicorrei;



COMING SOON TO A
MONITOR NEAR YOU
Right then! This month in Coming
Soon To A Commodore Near You
(or ordinary TV if you haven't got a
monitor, or even an out-of-the-
ordinary TV it that's the kind of
person you are) we have some
games! Ha! We bet that came as a
shock! Anyway enough of this
irrelevant rubbish -  on with the
previews e  •

If you've paid a visit to your local
arcade recently, you'll probably
have noticed a strange looking
thing with a chair perched at the
top; some of you may have even
played it, but for those that haven't
got a clue what we're talking
about, it's a helicopter flying game
called Thunderbiade a n d  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
controls,

Next, the view changes to a 3D
first-person perspective, keeping

N OW AV
OVER 3 ,000

tiaLmilLE

ITEMS

the vicious enemies, but adding
scenery for you to dodge, thus
complicat ing things slightly. Chris
Butler is undertaking the

conversion, so let's hope the
action improves upon his last 3D •
effort, Space Harrier Well, you'll
get a chance to find out pretty

V C o rl U S Go ld 's M u n d e rb la d e  in the  ra w. Ple n ty more  c ha nges in
the ba g be fore  we  ge t the  finishe d copy,  though.

COMODORF ELI REPAIRS WIC c;PRRP;
T E L E P H O N E
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-OR BRING IT IN TO US FOR WHILPORAIT REPAIRS AROUND ONE HOU
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WE DON1 JUST REPAIR YOUR COMMODORE 64-we check
We also have spare parts available by mail order.

THEN WAIT NO LONGER-send your computer to us for fast repairs! _ f
. ,
,  4 . .  , . . . .  a ; . .  , r ,  
_ , _  T .  
x .

Commodore 16, Commodore Plus 4, vic 20. . .

loading, sound. memory, In fact fully overhaul your computer ' ' ' T  I  . .
"
T  1  T  4

r, 2, r  „for only E35,00-which includes VAT. postage + packing. z r  Air 4
.

'‘  .  'I' er dr titp'-- dity 1
, i r  i r  r  
a w

,T . 7 1 „ . . . . „ 2 ,4 2„,....insurance, parts and labour. NO HIDDEN EXTRAS. All Other
models please call us for a quote on the numbers below.
HOW TO SEND YOUR COMPUTER - - ,
Just pack your computer, including power supply, In suitable - - - . . . , , . . . . . „
packaging and send it to the address below, enclosing your cheque
to the value Of E35.00-You can also pay by ACCESS/BARCLAYCARD

THE VIDEOVAULT
COMPUTER COMPANION

Copyright Videoliault Ltd No 786092 W E  N O W  H A V E  F A X :  ( 0 )  4 5 7 4  6 8 9 4 6

Send your computer now to-
VideoVault Ltd, Old Kingsmoor School,
Railway Street, Hadfield, Cheshire 51(14 BAA
Telephone: 04574 66555/67751/69499 Head Office I Credit Card orders, queries, —
Manchester 061-2360376 while you wait repairs &spares centre only.

Developed Cri us-is Vs Size of
conventional power supplies
Just E29 00 + 0,75 p+p

PREVIEW

soon,  ( h i n t ,  hint) -  you lucky,
lucky people! By the way, there's a
chair on the top because it's
supposed to be like flying a
helicopter, but that might be a bit
obvious o r  maybe not.Next .  .

Here we are at last! News of
Sensible Software's soccer game!
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
an International competit ion, with
seeding levels for the teams, so
picking Brazil to be your team

EDITION O T  OFF THE PRESS
New bigger cataiogue now available
contanirioveq3Ot5 inctiadinqsctware
fOr all Computes. joysticks, spare parts
b u S
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A Sensisoccer's TV-style action replay lets everyone laugh at your
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
Tournament, allowing up to 16
human players to take part, as well
as a two player friendly option, so
any two players from a bank of
names can have a game. Extra

A •  - - (giggle, giggle) a dead serious soccer sim (hrmph, giggle.
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 it is now called) is 'dead great'.
But, the bad news is that no
release details are known as yet.
so we'll 'lust have to wait it out
(boo!).

Also from US Gold (' also'
because we've already told you
about Thunderbiade- can't you
remember back that far? Shut up,

152 7 7 A P
1
6 4  
N o v e
m b e r  
1 9
8 8

PREVIEW

Maff  - Ed. Oh, alright), comes a
pinball simulation entitled Arcade
loilizzard. 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

can play table two, then table three
arid soon. In the version that we've
seen, there are a few strange
quirks, such as an old piece of
music and an e r  .  ' unusual '
control method (well I 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 be like-
so keep your eyes peeled (don't
you think that sounds rather
disgusting? Well I do. In fact I've
always thought it's a bit odd, right
from „  ( S h u t  up Maff!) Oh.
alright).

Last, but not least, well it might

be, but then again it might not, on
the other hand (look -  for the last
tome, SHUT UP MAFF!). OK. then.
Well, anyway, the last game for
preview is from Novagen, home
label to such games as Encounter.

A US  Gold's Arcade Wizzard - a strong
most 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
perspective games for which
they're better known. Instead,
what we have here is a forced

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

part in battles, so o h ,  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

contender for this year's

see how Nov agen c ope outs ide
the first-person, 3D 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
where I would rush out for an ice-

A Novagen's Battle Island depicting Irle on the ocean waves -  well,
life next to them anyway

cream, but this isn't the cinema, so
I won't get an ice-cream. Well
maybe a small one, Anyone got
30pto lend me? No? Oh. well, suit
yourself
.

Aargh/ Keep away front those flying hlobs -  you'll be sorry if youdon't
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APPEARING AT A NEWSAGENT NEAR YOU FOR 30 DAYS:
CAN IT BE TRUE? ANOTHER COVER
MOUNTED CASSETTE?
Are we tempting fate or what? Well, sorry, but we're CHRISTMAS HARDWAREjust too mad to care, and on the cover of the Yuletide
ZZAP! there will be part of a mystery game that will be G U I D Emaking big news in the festive season.
I
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ANNEEIM M Em o n

AND IN SUPPOR
THAT WAS THE
YEAR THAT WAS

•  I t

The ZZAP! team conduct a retrospective roundup,
looking at what made 1988 the terrific year it was. Ornot.

THE SCORELORD GOES
FOR WORLD DOMINATION
Drugged with the Christmas spirit, Mr1.- decides to pit two ZZAPI lac-
k les against teams from CRASH and THE GAMES MACHINE In a to-
the-death tournament of joystick jousting. Not for those with weak
stomachs, nervous complaints or anyone who carries ferrets in his
pockets.

Looking for hardware goodies in your Christmas stocking? ZZAP!
provides a run down on what's available and what you should be
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.

THE ZZAP! DEFINITIVE TIPS
INDEX
No more vague searching for that POKE you can't quite place -  this
bumper section will tell you just where to find 44 Issues wort h of Tips_

EVERYTHING YOU EVER
WANTED TO KNOW ABOUT
THE ZZAP! TEAM!
Who are the people behind those silly heads? What are
they doing here? What has John Noakes got to do withal!
this? The truth is out next issue.

AND OUR REGULAR
PERFORMERS . . .
CHUCK VOMIT'S CHRISTMAS PARTY, PG'S TIPS, MORE
CHRISTMAS-CRACKING COMPETITIONS THAN FATHER
CHRISTMAS COULD FIT IN HIS SACK AND, NATCH, A WHOLE
STEAMING STOCKPILE OF RAUNCHY REVIEWS TO RIDE
REINDEER TO.

WHAT? YOU WANT MORE? WELL, YOU'RE GONNA GET IT IN THE
ZZAP! CHRISTMAS SPECIAL O V E R  200 PAGES, WHICH WILL BE
ADORNING YOUR NEWSAGENT'S SHELF FROM NOVEMBER 10TH.
AND IT CAN ALL BE YOURS FOR ONLY E1.95! FLIPPIN' HECK, YOU
CAN TELL IT'S CHRISTMAS, CAN'T YOU?

77AP! 64 November 1988 1 5 3
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SCREEN SNOTS FROM ARCADE VERSION

©  I  9IIK (APCOM CO. LTD. Manufactured under  licence from Capcom CA). Ltd.. Japan. Tiger Road s' and CAPCOM"
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An ancient tale from ancient China l an d  of mystery and intrigue, birthplace
of martial arts disciplines. Ruthless Ryu Ken Oh is laying waste the
countryside, enslaving children as brainwashed footsoldiers in his army of
barbarians. 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 -  flying
ninja, warriors, awesome dragons. acrobatic
sumo wrestlers, giants 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
a furious and bloody battle with the scourge

of the Orient.



tr,.. mirk% of C-apcom Co. Ltd., by GO! Media Holdings Ltd., a division of U.S. Gold Ltd.., Units 2/3 Bedford Way. Holford. Birmingham BC, "AL Tel: 021 3% 3388

CBM 64/128
E9.99 cassette

E14.99 disk
Amstrad

9.99 cassette
El 4.99 disk
Spectrum

E,13..99 cassette
€12.99 disk
/ Atari ST
El 9.99 disk

Aritiga
E19. d i s k
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