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. BATMAN

is a shadow in the darkness,
\ as elusive as a dream. High
' above the seamy streets of
GOTHAM, he is a criminal’s
nightmare.The only hope fora
desperate city. ..
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“a superb game, and captures
the atmosphere and
excitement of the movie
perfectly ... the most effective
sprite-based 3D gamery I've
seen ... definitely the best film
tie-in yet — make sure you
don't miss the game.” ( 5\
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THE FASTEST,

MOST THRILLING 3D
DRIVING GAME YET!

Take the wheel of your turbo-charged Porsche
as you and your partner go in pursuit of
dangerous criminals all driving an evil array of
souped-up roadsters.

TURBO BOOST!

Meed to catch up in a hurry? Well, just one
press of your Turbo Button will leave your eyes
in the back of your head!

BARRELLING THROUGH
THE CITY STREETS,

along the roughest of dirt tracks and through
busy tunnels —if you can hold the line! The low
life can run, but they can't hide ..
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YOURSELF

SIX INSPIRED

THE ACTION
TWICE =%
THE CHALLENGE
ROY ADAM IS BACK!

The Hi-jack report came from a DCI0 leaving
Paris tor Boston - Arab querillas were in control
of flight 102 and had turned the aircraft
towards Africa The plane lands in hostile
erntory and the terrorists begin  their
demands

USE THE LASERSIGHT

or the bulletproof vest, but watch out for

AIR-TO GROUND MISSILES
r.'l.l.l rbolt the incredible Taito
coin J|| conversion brought NOW to your

"|.;||r e computer
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action seguences put you in control of Elliot

Mess s elite squad of crime-busters

ALLEYWAY SHOOTOUTS,
THE BORDER RAID,

The Railway Station
confrontation and
Warehouse bust
culminating in the
thrilling denoue
ment of a

ROOFTOP
DUEL a5 you

re-live the knife edge
existence of Ness in his

FIGHTIT

struggle against the retribution of Capone!
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AMSTRAD
COMMODORE

“a fine example of how to do the job
properly a cracking conversion .
easily one of the most successful
licences to date” Sinclair User

NOW FOR YOUR

SPECTRUM ATARI ST
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16 CASTLE MASTER
Mo sexism in Incentive's latest Freescape
exploring a haunted castle.

68 HAMMERFIST

74 NINJA SPIRITS
78 PLAYER MANAGER

80 INFESTATION

The game with a record number of bugs! —

FIRING FEATURES

27 THE MEGATAPE
Well, not actually the tape itself but the instruc-
tions for it!

38 THAT MAKES SENSE!

d Robin Hogg talks to Sensible Software.

65 THE CHALLENGE

The Kick Off match of the century: Fatty . . .
whoops, | mean Footy Phil plays reader Bren-
dan Phoenix.

GYROSCOPE GAMES

8 TURRICAN
Rainbow Arts shoot-'em-up masterpiece
earns a Gold Medal.

12 TV SPORTS FOOTBALL
Hut, hut, hut! Cinemaware score a touchdown
on the 64.

hit: you play either the prince or princess,

A man and woman fused together — what a subject for a (brilliant) game!
Chris Butler does it again — another Sizzling C64 coin-op conversion.

Anco thrash the competition for the best footy arcade/management game.

can you kill them?

ROVING REGULARS

6 THE CHARTS

7 THE WORD

19 NORMAN NUTZ
33 RRAP

42 CLASSIFIEDS
45 BUDGET

90 ZZUPERSTORE
53 PREVIEWS

57 PIG IN A POKE
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KILLING KOMP

30 BEA MASTER OF RHYME!
And win a Sony CD ghettoblaster
from Incentive!l

1943 45  FAST FOOD 45
ADARK SKY OVER PARADISE 19 HENDISHFREDDY'S BIG TOP O’ FUN
BEYOND THE ICE PALACE 45 67
! 45  FOOTBALLER, THE 45
5H SUPER LEAGUE 45 uumr&m a5
CASTLE MASTER 16 GOLDEN (Amiga) 19
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CLOUD KINGDOMS (Amiga). 14  INFESTATION a B0
COLORADO (Amiga) 76 MANIC MINER a5
DRAGON'S BREA umm 19 | NINJA SPIRITS 74
DRAGON'S LAIR ESCAPE PLAYER MAMAGER (Amiga) (5) 78
SINGE'S CASTLE (Amiga) 77 PRO TENNIS TOUR 72

oo o1
1
STARFLIGHT 19
mggumauumw ﬁ
TURRICAN B
Himm SKETBALL :E
WAR OF THE LANCE lg
! 0

1




v

THIE
MBS
CHARTS

mmmmmmmnhmmn polling twice as
many voles as the number 2 game (Bafman: The Movie) and naarly three
times as many as stable mate US Gold game Ghouls 'N’ Ghosis. Otherwise
n':ml:uwulwﬂhhmﬂummwmm"mﬁlm
new enters the battle. What no Bomber?

Turbo Out Run also stays at the top of the C64 music charts with Ghowls
being the nearest challenger. The rest just don't come close. Both the Amiga

FUSED HIT
BIG TIME!

music and coin-op charts are jammed solid with no leeway given to any title,
bar Hard Drivin' making way for Operation Thunderboltn the coin-op charts. STOP PRESS'
m.

This month's £20 software voucher winner is John Darren Russsll of

Thoney Close, Sunderiand. Congrats § Thalamus's arcade puzzie sion, now available here with
- B game Quedex has been out for Thalamus packaging, but

Don’t miss the boat, send us your votes. The NEW address is: ZZAP! Charts, | $0me time in the US as Min- retaining the American Min-
Stalag ZZAPY, Newsfield, The Case Mills, Temeside, Ludlow, Shropshire, SY8 | droll, retitled by US publisher droll title! Confusing, huh? but
1JW, You'll be in with the chance to win BIG MONEY (well, £20 anywayl). Epyx. The Yanks have also the price is straightforward

produced an Amiga conver- enough - £19.99.

TOP 10 C64 GAMES

Back To The Future

1 TWDOUOERPUN s i e e e (US Gold)

2. Batman:The Movie .............cccccoovirrrerremrmnsnennes (Ocean) | | Tosomeinthesoftwareindustry C64 cartridges seem astep back,

3. Ghouls'N’Ghosts ............cc..c.......... (Capcom/US Gold) | | ratherthan forward. After all the mediumis expensive, takes time

4. Stunt Car Racer (Mi le) to manufacture, and everyone remembers the zillion or so ET car-

5. ............................................ CrC:St‘,’g ‘tridgesAtnn are rumoured to have buried somewhere in the

E- ana;-.-n.;ii.t. ........................................................ {[Egt?viamrrlun% E‘eﬂ;ada lje;en .Iong with 'I:i'IEI!" d.nm ination nfth! us mnsule mar-
O AWEGIT R IR crcss s s s s s s i a i i i S R R N SRR R R R R R R e

1. TheUntouchables ...................cccccivinieerassonsarenes (Ocean) But cartridges not only offer instant loadi a great boon in

g. Space H:‘gauu ..................................... (Origin/Mindscape) ‘lhll! multil slemﬂl e alln-srpéaghsl';nr:htn El;efavmlahle;amﬂ
. pn s P e e et B U alamus only previously available on disk due to the n ‘or near constant

10. Mi T S ST L Wfi‘n‘::r:upmsag data accessing (ie Space Rogue, Project Fi - Given that the

priceof aCe4 and slugguh sk drive rivals that of an ST, cartridge

software offers a great shot in the arm to the C64's software

Fntentiai Games written for tape and disk could have substantial
Ermmmntsun cartridge, making aslightly higher price accept-

TOP 10 AMIGA GAMES

Of course, the talk of cartridge still remains conjecture until

; : wumhndﬂbnw L NERE A e AL L {ﬁan} b s allyanmmutﬂmr Digns it hera e alivsics

. n: e e B an) But afte rmml?earsovarshadumq;amm;a.atlmme 64

e RN it aaie ke dim {Anﬂﬂ} stands on the brink of Eﬂ]ﬂ)‘l“ a considerable technical boost.

B s d o SR SR S e (Ocean) That the means is cnmparatiw old, should not detract from its

R e SR (Capcom/US Gold) great potential, lmmun iracy, and relative cheapness. It

6. Sim City (Infogrames) could succeed, and it ma es e pseudo-CD ROM systems look

> (Psygnosis) sar.llz lacking in everything other than memory space which is

8. a3 ?'r?orsuﬂ} unlikely to be used for anything other than compilations. We sin-

9 {Inf rames) cerely hope if Commodore does make the gamble, software

. houses — and consumers — will provide the essential support.

g BT AR o S s e e layers)

C64 MUSIC SICK ED SEWN UP

1. TurboOWRUN ..........ccovevienesinssenians (Maniacs Of Noise) Amazing microsurgery by famed whalebone needle. In the mean-

2. Ghouls ‘N’ Ghosts - (Tim Follin) | gyrgeon, Prof N Nutz, has been time the Scorelord — wha is totally

3. The Untouchables . {Maﬁh&w Cannon) | performed on the bisectedbodyof | and absolutely innocent of the

4. Batman: The Movie Matthew Gﬂﬂﬂﬂﬂg ZZAP! Editor, Stuart Wynne. The Ed’s attempted murder — is so

5. mi ...................................................... {MEH!F‘I Wa*ker sucn,rfﬂ"um ﬂfthe. upunﬁm anjnﬂm --rﬂing mvle“ M mar

is still in doubt, especiaily as the well continue. But what will the
Geek was helping out with his readers think?
AMIGA MUSIC grandmother's thimble and
;: é:nmli ZH...E ........................................... {David{_‘e;fhittakar}
OUIS'N GhoBtS ............coccooonvmeccrrrcrinnmsassne im Follin

3. Batman: The Movie .............cccocvvvevrrinns (Jonathan Dunn; V' RU s SH OCK

4. Double Dragon2 ..................... (Tomas Dahigren/S Barratt/R Apiin)

B LEDYBIOIMN ....coniinma i s mmannis (Tim Follin/Mike Follin) Last month's hasty preview of the amazing C64 Virus proved to
be a little inaccurate, with the real release date set months not
weeks in the future. Rather than using solid 3-D like the Amiga

colN_ops me, the unique C84 conversion uses several million hand-
wn screens to represent all possible movements of the ship-
after each joystick movement the relevant screen isloaded into

To: AT . i iiaissisins s e Bt T e (Sega) provide an unusual impression of speed. Programmer David Doll

2. Teenage Mutant Hero Turtles ..................cooruee (Konami) promises a review copy for early April next year.

- R e T d L WA el N T TG ST (Taito

& STUNBUIE ... crieiicisimssniiihemmitossitatii stz tari

5. Operation Thunderbolt ....................cocceiviinicccnnnnn. aito




The wackily named Euro-
paan Electronic Zoo com-
pany, previously best known
for distributing games such
as InnerPrise's Battle
Squadron, have stepped into
the hardware business with
an external Amiga drive. A
mere £99, it comes equipped
with an on/off switch (cor!)
and a long connecting lead!
It's ‘fully compatible with the
Commodore 1010 drive' and
comes in a pack with five
games. Funnily enough none
of them require an external
drive and are, perhaps inevit-
ably, all a bit dated. For the
record they're Impact, Exo-
lon, Super Huey, Goldrunner,
and Leathermeck.

Telephone (0453) 887008
for more details.
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A Thalamus® fantastic Sizzler shoot-"em-up, Sanxion.

A One of the many vaned levels in Ocean’s Mutants, a Sizzler

requiring some caraful tactics!

RAINBOW ISLANDS

TREASURE

Over six months after ZZAP! first reviewed the C64 and Amiga
conversions of the Taito coin-op hit, Rainbow Islands, Ocean
have finally got the games into the shops. And after heavy
play of both versions we'd not only like to remind you of the
original marks (92% each), but suggest we were a bit mean
and a Gold Medal might have been required. Both versions
pack in an amazing amount of arcade playability, graphic
genius, and incredible hookability — so much so our ailing
Editor managed to clock up 2,334,960 in the Ludlow hospicel
Highly recommended - the games that is, not the Ed!

OOPS DEPARTMENT!

The Satanic film planning depart-
ment — led by Antichrist Matthew
Utfindell - struck again last week,

printing a photo of Palace's Barba-

rian with a review of Psygnosis's
Barbarian, mixing up some preview
shots and, worst of all, reversing

the picture of those wonderful
Teque people so all the names
were the wrong way around in the
Shadow Warriors feature. Potential
exorcists can apply to the usual
address,
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@A dream of a nightmare!

ou may think all your fears
Yand nightmares were

caused by exams, and eat-
ing cheese late at night. In fact,
it's all due the three-headed
menster Morgul. Many millennia
ago he was banished to another
dimension by the heroic Devo-
lon, but now the demon is begin-
ning to escape his prison. As a
result fear and terror are on the
increase and most people
hardly dare walk the streets!
Only one manis brave enoughto
take on the monster responsible
—and it's not Michael Heseltine.
Ng, it's you - the Turrican!

Armed with the very latest in

hi-tech baddie-blasters you're
sent off to Morgul's dreaded
kingdom. The land is split into
five levels, three of which have
three sections, and two have
just two sections. These thir-
teen sections comprise 1,300
screens!
The Turrican is obviously an

l
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A After picking up a jetpack, Turrican floats upwards through a

vertically scrolling level.

A Aw, this alien has nobody — but don't feal pity; he's got a pretty

mean headbutt!

Absoclutely brilliant! | thought | might have to wait a few years at least
for something to beat Retrograde. | just can't get over how massive
each stupendous level is. Not anly is there great variety across the 13
levels, but within each load thera's an amazing amount of diversity
which makes progress utterty compelling. | can't get over just how
massive this game Is; each level is simply HUGE and | can't wait to
see the inevitable maps for it (| may well have to dedicate a good few
antire tips sections to this game). The amount of frustration when
people sadly lacking our cheat version are unable to get onto another
super-brilliant level will be incredible. You simply won't be able to put
this game down. Level 3-1, when you abruptly find the screen scrol-
ling vertically for some shoot-'em-up action, is stunning. And the
end-of-level baddies are gorgeous. Tha fish is massive and moves as
smoothly as you'd expect of an Amiga = if it wasn't our very own Cé4d
| saw it on, I'd be convinced the host machine had a blitter in it!
Then there's the weapons, the power beam is not only pretty but
an extremely useful weapon although it can't cut through the scenary
- s0 things are never too easyl The mines, grenades and gyroscope

, transformation are great too, leaving you plenty of room to develop

your own tactics. To sum up, Turrican is the sort of game you expect
to find in the arcades. A worthy successor to the Nemesis series in
fact, and you can't get a bigger compliment than that from mel




action-packed guy: he can
duck, jump, lay mines, throw
grenades, and even transform
into a spinning gyroscope which
can zoom through small gaps.
Pressing fire briefly causes
gither the laser or machine-gun
to fire — depending which you
have. By holding down the fire
button you can activate a lightn-
ing bolt; this can be swung 360

around the player to slice'n'dice
just about anything. Collecting
icons can extend its length to
cover the whole screen! Even
more formidable are the energy
lines; tapping the ‘'space bar’
sends these out with smart-
bomb effect. If you die, any
power-ups you've collected are
lost, but all the special devices—
such as grenades, energy lines
etc — are reset to three of each.
You can collect more though,

You also begin the game with
three lives and three continue-
plays — the latter can be
increased by collecting 300 dia-
monds! And you certainly need
them with 50 different aliens,
‘tons’ of bonus levels, and abso-
lutely massive end-of-section
monsters.

A Turrican uses his laser to fend off one ot Ren's more vicious relatives.

Rainbow Arts' Nikki Hemming earthling promised this was one of the
best C64 games ever, a claim which almost had me laughing when it
was first started. A nicely animated Turrican hopping up a few hills
against a bland background seemed rather dull. But then Nikki
showed us the waterfalls, the beautifully swirling water pools, the
fearsome lightning weapon, shimmering diamonds, and ever more
impressive backgrounds. The variety on just the first section was
amazing, but then we saw the clenched fist end-of-section monster
= huge and moving really fast. Mediocre really, when compared to the
dazzling fish monster, fantastically well-detailed and just as tast mov-
ing. Then there's the brilliant Giger-style world, with astonishingly
good background graphics and Alien face-huggers crawling about -
just like home really. Turrican is quite clearly a masterpiece of graphic
genius, but what about gameplay?

1300 screens make for one massive, maze-like challenge com-
bined with an awesome shoot-'em-up. A good memoary for a route
will be useless, however, unless you have the brain to use the lightning

to uncover concealed exits and the skill to take on a horrendous array

of baddies. Once again all the whinging about the CB4's demise is

shown up as pathetic drivel. Turrican is an absolutely awesome

experience, developed specifically for the C64 and although there will

be conversions | doubt if any will match the original's sheer artistry.

Forget Morgul, Turrican is the legend which is going to haunt your
o fevered nightmares for months to come. Absolutely irresistible!

¥ Transforming into gyroscope form allows Turrican to rapidly roll
around the 13000 screens.

I'm speechless... Emm, yes
well | suppose I'd better say
something! But what can | say
that the othefs haven't said
already? Turfican is simply stun-
ning with some of the most
gorgeous graphics ever to grace
the 64. The levels have great
atmosphere  with  superbly
detailed backgrounds and
varied enemies lurking round
every cormer. And as for the end-
of-level monsters, they're huga,
imaginatively designed, and
incredibly fast-moving — you've
got to see 'em to believe 'em!

Of course graphics alone
don't make a game, but Turrican
certainly isn't deficient in the
%:maplay department either.

e various weapons add an
extra twist to the excellent
arcade action: learning out how
to use them best is a fascinating
process. The gyroscope is par-
ticularly innovative (and useful),
realistically rolling around the
play area and bouncing off walls.
And the grenades are a great
idea as you have to throw them
at something solid for them to
explode.

Overall, Turican is good
enough to eat, but if | scoffed the
disk | wouldn't be able to play it

- looks like I'll be going hungry
for a while!

Amiga owners should have only a
month to wait to discover the
dalights of Turrican.

update
g |

PRESENTATION 920%

Greal packaging, three contmue-
lays which can be ncreased, and
good end-screan.

GRAPHICS 97%
13 levels packed with variety, datail,
imagiration, and some unbelgvable
end-of-level baddies — who's given

Two rousing tunes within the game,
with some levels resinictedtospot FX,
HOOKABILITY 94%
Very sagy inlo to get into, with a very
nicely worked out comtrol system.

LASTABILITY 98%
13 levels made up of a mere 1,300
screens{l) with great graphical variety
and superb baddias,

OVERALL

97 %

"u:‘iﬂ'lg'ﬂvulﬂrlnm as
wﬂultuwp’pﬂaﬂvemfua.
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have in your 'fleat’, each indi-
vidually armed!

You begin the game in a shop
with a hideous alien shopkeeper
for whom shoplifting is never
going to be a problem. His most
axpensive goods are four ships

which can be fitted with 3-12
. . weapons. Once selected, a ship
:?:.?:::1?;3' C64 £9.99 cassette, £14.99 disk; can be placed on the design grid
ainbow Arts have practi-
cally revolutionized the

old extra-lives conceptby
offering you a range of ships to

.. & This ship is equipped with three homing satellites (above and to
the right of it). (Amiga)

g
g
5

i
L

. | Themostimpressive thing about X-Outare the weapons
M - You can easily spend hours, even getting the
hang of them. Choosing how your will move,

S
i
igiﬁ
™

irritating and where to place them and drones is great. And work-
<@ progress : ing out which ship to arm how provides great tactical
more painful Weapons.
load. Buying it's a pity then that the game is otherwise a conventional
weapons betw- horiz -scrolling shoot-"em-up. There's a few nice touches, such
s etingopion as the aliens which lsave matter trails behind them (as in B-Type) and
= :

Sifters ST mw . 1 you're a Shook-'dm:0p fariati both ver-
sions are top notch, 's alr ahuge variaty i

10 ZZAP! MAY 1990

where a number of weapons can
be fitted. The basic (in-built)
weapon is a gun for which you
can choose from three
strangths of bullet, firing inup to
three directions. There's also
three types of guided missiles,
plus bouncing and smart
bombs. Up to six drones can be
released, firing automatically,
and re-collected. Even more
impressive are the satellites;
eight types moving in different
patterns.

The most graphically awe-
some weapons are the super-
weapons - Fireclaw, Flamet-
hrower and Energywall — acti-
vated by holding down fire.
Between each multiloaded level
you return to the shop where you
can uprate your ships, and even
buy new ones if you have the
cash!

64

PRESENTATION 88%
Amazing infro which aasgily matches
the Amiga's. Fast multiload, but
reloading can be writating

GRAPHICS 89%
Some very good sprites, landscapes,
mother ahens, and even parallax
scrolling
SOUND B3%

Good and vaned tunes with nice FX.

HOOKABILITY 81%
Takas time to work out the weapons,
and refoading a difficult level one and

the shop can be irritating on tape

LASTABILITY B3%

Eight levels provide a fairly substan-
tial challenge

OVERALL
82%

A first-clagss shoot-"em-up.

A litthe difficult to with, and it
takes a while to get the hang of the
WaApons.

LASTABILITY 86%
S
OVERALL




ALCTUAL C.64 SCREENSHOTS
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Imost a year after the

Amiga original appeared

(90%, Issue 47) TV Sports
Football has touched down on
the C64. This gridiron sim
includes most of the features of
the original except the ‘Team-
mates’ (two playervs computer)

Mirroring America's NFL, the
Cinemaware Football League
has 28 teams contesting six divi-
sionsinthe hope of reaching the
play-offs, and ultimately the
Cinemaware Bowl, At the start
of the season, any team can be
edited to alter the players’
names and abllities (speed,
strength, handling, agility) and
change team ownership - mak-
ing it computer or human con-
trolled. Changes are saved onto
a blank disk which is also used
for saved games.

Both league and exhibition
(friendly?!) matches start with
the coin toss - the winners
choose whether to kick or
recaive the ball at the automati-
cally-taken kick off.

Before each play the playcal-
ling screen appears, allowing
both offence and defence to
select from a variety of plays,
using a combination of two joys-
tick moves to choose the forma-
tion and the way the offensive
players will run (shown by tacti-
cal diagrams)/defence will
behave (blitz, or prepare for
pass or insidefoutside run.) To
add extra variety, the mirror
image of any offensive play can
be selected by pressing fire with
the relevant direction.

After both players have
selected, it's onto the scrolling,
overhead-view field for the play.
Before the snap (start of the
play), the positions and assign-
ments of defensive players can
be altered (blitz or man-to-man).
The ball can be snapped by the
offence in one of two ways:
pressing fire causes the quar-
terback to hand the ball to a run-
ning back at the earliest oppor-
tunity.

Alternatively, pull back on the
joystick and the guarterback
falis back a couple of yards,
ready to make apass. When he's

Cinemaware/Mirrorsoft, C64 £19.99 (disk only)

®Hail Mary: it's been no rush release, but it certainly ain't gonna bomb!

¥ The quarterback is throwing a pass, the green cross shows where

ane of his team-mates needs to be to catch it to complete the pass
and make some hefty yardage!

in the throwing position, the
quarterback can be rotated left/
right to aim the pass, Holding
down fire causes him to throw
the ball, a cross gradually mov-
ing up the field to indicate where
the ball will land —releasafire to

B 1 20 v7AP! MAY 1990
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[WEW EWGLAND | 00 [0]+-- on:[CE]
e o ot v, Thiaee
upfield on n. re
s e | g iaamans | are three ways of scoring points:
¥ a touchdown, field goal, or
2 - safety (tackling an offensive
' {[ mm;amml.ﬁﬁd
5 DEFL 4 nt-after-
“q touchdown) attempts are
viewed from behind the kicker
¥ A The play-calling section, the diagrams show where your players ﬂmﬂu&Wmmmm
run to — remember what you've got to do!
stop the cross. If a receiver is
near enough he may catch the
ball. However, care must be
taken as the ball can also be
intercepted by defensive
As soon as the ball is either
handed off or successfully pass- - |
ed, the rusher/receiver will %
Imn:ﬁmlrmumnm"g % -.,".
upfield - you can over his :;
control by moving the joystick. —
The offence gets four downs -
(plays) to advance the ball ten &
yards, in which case they geta =
first down and start the process -
all over again. However, if they
don't make the distance the ball 2
is turned over to the defence -

PRESENTATION 91%
Typically excellant introfoutro
SCanas, savesnad !{%-"H_ll.JEE oplions,
good manuais and guick, albeit fre-
quent chsk accass.
GRAPHICS 92%
Surprisingly fast and detailed gama
q!"aphl-:_' 5 I_'_|l'\.'F" the .I'-"xITIII.]H WErsIignarun
for its money! Plus impressive kicking
SEOUENCE
SOUND 82%

Cluite a few good tunes, although
once in play there’s just minkmakistsc
spot FX
HOOKABILITY 88%
| A bit daunting 10 bagin with, consicer
ing the matcheas last an hour and US
tootball 15 50 complan But there is a
very good prachce option and infor

| mative instructions,

| LASTABILITY 94%

| Winningamatch s a formidable chal-

ey, winning the lsague boggles
the rmind!

OVERALL
92%
The ultimata American Fooltball

sim has armived on the C64. A must
for fans!

ZZAPI MAY 1990 B 1 2
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Amiga £24.99

f you never thought of your-

salf as a small, green-hued

ball capable of rolling in eight
different directions, now's your
opportunity. But there's a
reason why you're such a sickly
colour: your magic balls have
been nicked by a tiny, twisted
oriental tree — Baron von Bonsai!

The Baron has used the your

crystal balls to enslave the
Fairies in Cloud Kingdoms, turn-
ing them into Bad Insect
Monsters and Giant Rolling
Blackballs. They drain your

be useful . . . (Amiga)

- - - -

segsensnssenenm

Logotron, C64 £9.99 cassette, £14.99 disk;

energy on contact and guard 15
kingdoms on the C84, 32 on the
Amiga. When you start the game
you have a choice of four king-
doms to begin with. On complet-
ing a level you return here, so
you have a choice of how to go
through the game. Many levels
contain tricky features such as
trapdoors, icy floors, repelling
pinball bumpers, and magnetic
suction tiles.

The game is played against a
weird time limit, the clock start-
ing at 99 Manukas (each worth

¥ NMow how do | get to that green diamond, maybe thosa wings will:

B 1T <4 ZZAP! MAY 1990
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It

about four seconds) - the
game's over when it reaches
zero. Time can be put back by

_five Manukas by collecting a

clock, and 20 Manukas by com-
pleting a kingdom. But ten Man-
ukas are lost every time you
drop down a hole or lose all your
energy. You can also spend five
Manukas resetting a level to its
start position by pausing the
game, then pressing ‘R'.

Besides the clocks, there are
Fizzy Pop Botties to recharge
your energy, Paint Pots to draw
bridges under you while you
move, Wings so you can fly over
barriers, and Shields for invul-
nerability.

PRESENTATION 72%
Mo multiioad hassle, good cheat

GRAPHICS BO%
Yoo 0 varmgty, nice

SOUND 70%

Good-1itke Tung
pot FX

HOOKABILITY 79%

OVERALL
80%

A well presented and addictive
arcade-puzzrle game

amiga

PRESENTATION 62%

High score table, quil and pause
optian

GRAPHICS 73%

Slick, with great cartoony feal, Very
good for a puzzle garme

SOUND 74%

Reasonabile tithe tune with some good
spot FX

HOOKABILITY 74%
Initiallty difficult, but you af |
hang of i, and the at
four start levels is
LASTABILITY

32 levels and various
through therr

Difficulty rm

playe

A fun, if pricey puzzle game.

OVERALL
72%
L




EVERY CITY HAS A MEAN STREET'
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SHADOW WARRIORS, THE LATEST,
GREATEST AND MOST AMBITIOUS MARTIAL
ARTS COIN-OP GAME NOW RAGES ONTO
YOUR COMPUTER — FEATURING

INTERACTIVE
SCENIC BACKDROPS!

THE SECRETS OF THE NIN)ITSU TECHNIQUES
HAVE BEEN HANDED DOWN SINCE

THE MEDIEVAL WARS ... NOW THEY LIVE ON
INTHE JUNGLE OF THE AMERICAN
METROPOLIS.

- A THOUSAND YEARS OF THE NINJITSU
SECRETS AT YOUR FINGERTIPS... THE

PHOENIX BACKFLIP

TRIPLE BLOW COMBINATION, FLYING NECK
THROW,

HANG KICK

AND MORE, GIVE YOU A FORMIDABLE
ARMOURY OF STUNNING MOVES.
TAKE YOUR TECHNIQUES TO THE
STREETS

SHADOW WARRIOR

... THE HERO OF THE

~ NINETIES!'

4 \. AMSTRAD -
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n times gone by, there have

been many who so disliked a

wit's style under the baud-
walk that they did call him
names. Now this original soul,
Mel Croucher was his birth
name, has confirmed their worst
fears by revealing himself as a
foul fiend who takes children
under his stinking coat to tell
them terrible tales, in painful
rhyme with lines such as ‘when
sabre-tooth made take-away of
man' and spells like ‘Bejasus
betamax bedamned’. His tale
concerns one of those ancient
demons which storytellers pre-
sume roamed prehistoric earth.
This demon, Magister, was a
sleepy sort of spirit until a castle
was built upon his resting place.
Once Magister awakened he did
seek vengeance, but was at first
s0 weakened by his slumber
that the king of the castle could
humiliatingly throw him out.

Soon enough though, Magis-
ter regained his power and
threw all the castle dwellers into
a deep coma, creating hideous
ghouls from their fevered
dreams. But the Magister wasn't
satisfied with this revenge; he
sought to make the whole of
humanity pay. So he didroam far
from the castle, in a smelly coat
to discomfort the victims he told
tales before murdering. His
latest outrage has been to kid-
nap one of the royal family — the
prince or princess, depending
on which sex youwant to play as
the rescuer.
¥You have twenty-four hours to

find your twin, hidden in one of
the castle's four towers, before
he orsheisforeverturnedintoa
ghost. But before you can free
him/her you must also destroy

| much preferred Total Eclipseto

the previous Freescape games
aathaauﬂmiapedodac%rawiu

allows you to roam the castle at
will. This means puzzles are
never frustrating as if you get
stuck you can always go to
another tower and approach the

personally | pral'um:d the old
Dark Sidemusic. Allin all though, |
Castie Master is another amai—

Incentive/Domark, C64 £9.99 cassette, £14.99 disk; Amiga £19.99

@Thwart the evil Magister, and rescue your brother or sister

T —T = ) ———

= u..r.-m-n-ua-d

o

allthe spirits haunting the castle
—their numbers are indicated by
the spirit level. As not all the
ghosts are so stupid as to jump
out at you, a fair part of the game
involves opening chests and
suchlike to find the more cow-
ardly ones. To help you, there
are three potions and ten keys
to be found. As with the other
Freescape games, there's
plenty of 3-D puzzles and traps
to strain your tactics.

& Hoisting the flag inside stalag ZZAP! . . .
castle! [C64

whoops, | mean the

J A Not much of a congregation today, vicar . . . Vicar? Where are

you'?! (Amiga

1 FEAP! MAY 1990




You begin the gquest outside
the castle, and must find a way
to lower the drawbridge to avoid
the shark-infested moat. You
are armed with a slingshot, and
can run, walk, crawl, look all
around, and even read plaques

Mow wou know what Stalag
ZZAP! is like! Well aimost: this
castle's a lot bigger and much
easier to roam around (lax sec-
urity = tut, ttl. The puzzle
gameplay is much less abstract
(and hence more enjoyable) than
the earlier SF games like Driller.
The CB4 game obviously can't
match the Amiga's speed, the
main problem is when you're
under threat from a ghost and
have to move fast - it's too easy
to panic into pushing forward
twice, say, instead of once.
Practice soon puts this right,
though, allowing you to fully
appreciate this technically
excallent product. All in all, foran
utterly compelling quest which
e will take many weeks to com-
plete, look no further!

-

¥ You get that spine-chilling feeling as you walk down an empty
corridor - could a ghost be lurking round the corner? (L84

4 el st T e A

YWell ...

| must say | was pleasantly surprised by this game. I've never raally
got into the previous Freescape games, and after the superlative
graphics of Infestation, Amiga Castle Master especially looks disap-
pointing. It's also a pity the superb intro pic of the castie is spoilt by
a mediocre selection screen, featuring an effeminate prince and a
muscular princess! However once you actually get into the game its
charm soon becomes persuasive. Detalls such as the manacles in the
dungeon, the spit in the kitchen fireplace, and the bell in the tower
really help to create a good atmosphere. Then there's how once
waakened you can only crawl, the bizarre clues, and the slick way the
controls work. The moving ghosts, unique to the Amiga, are unde-
tailed and move slowly = but they rival anything in Infestation and
show off the host machine. C64 CM compensates for the lack of
maoving ghosts with puzzles and hidden stationary ghosts which have
to be spotted and shot quickly. By comparison with infestation, Cas-
tle Master has less rooms and realism, but it's more fun, packed with
many mare puzzles and is very tough.

on the walls - providing brief,
cryptic clues. The layout and
structure of the game is differ-
ent for the C64 and Amiga, with

the former having the emphasis

on puzzies while the latterhasa
few more arcade bits. The game
can be saved at any time.

what's the usa of a well without a bucket? (Oh Mr

Tarbuck, it cuts me up, it really does!) Amags|

FEAP! AMAY
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PRESENTATION 86%
‘Different’ scene-sething verses by
Mel Croucher, music/FX, save/ioad

options, disappointing tille page

GRAPHICS 94%
Surprisingly quick considenng their
complexity with lots of detail and
atmaosphere; the latter 1s even betier
than the Amiga

SOUND 80%
Quite good tune, f repatitive, and
some good spot FX

HOOKABILITY 85%
Not quite as easy to get into as the
Amiga game, although the more con-
vincing atmosphere (all muted G-
ours) is antrancing

LASTABILITY 94%

A sizeable Amiga game has been
shrunk down to the C64. losing very
littha

OVERALL

93%

The utterly unigue B-bit Freascape
system provides a wonderful
spooky world for you to explore,

amiga

PRESENTATION 86%
Good title page, but comical sex
salection sequence (princa or prin-
cess baing taken ofl by massive
claws), saverioad option, music/FX,
Mel Croucher sCenarnt.

GRAPHICS 86%
Initeally unimpressive, but attention to
datail with plenty of nice touches
SOON QrOWS o you

SOUND 80%
Spooky tune or atmosphenc spol FX,

HOOKABILITY B8%
Surprisingly addictive, 85 S00n as

you walk through the drawbnidge you
start stumbling over little puczies
which get you into i

LASTABILITY 92%
Lots of puzzles, two shahtly ditferent
ways of completing it depending on

S8,

OVERALL
90%
Spookily special.

1 45 <hgh 1 7
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f the Poll Tax wasn't bad
enough, L.M. Tightwad's
blasted bank is demanding
instant repayment of its $10,000
loan otherwise it's going to
seize the circus! There's only
one way to raise the money —to
put on the performance of a
lifetime . . . but the traitorous
clown Fiendish Freddy has been
sent to sabotage the show!
After a hilarious scene-setting
intro, prospective circus savers
are asked to step forward by a
carnival hawker. Up to five
people can participate, either
putting on a whole show or
choosing to practise one of the

TesT

SRR

Mindscape, C64 £9.99 cassette, £14.99 disk

six events. Each event is asepa-
rate load, divided by an appear-
ance by the five judges who
award each player cash for his
performance.

The first act is Phenomenal
Feats Of Diving Daring, where
Horace climbs an immensely
high platform to dive into a bar-
rel first, then as the height
increases, a teacup! You must
ensure he lands on target,
despite Fiendish Freddy trying
to blow him off course with a fan,
and also perform various man-
oceuvres. Waggling the joystick
builds up momentum until you
can assume such positions as

¥ The judges calmly discuss your performance.

1 8 AP MAY 1989

Ballet and Dive Bomb!

Genuine Juggling Genius is
required by Jeffy-Joe the
unicycling clown, with a seal
tossing him skitties and flaming
torches. Left/right moves the
clown or, if fire is held down,
causes the appropriate hand to
throw up. Jeffy—Joe must also
watch out for bombs and evena
baby which has to be returned to
its cot!

In Breathtaking Bravado from
Hazardous Heights the scantily
clad Finola must leap from
swinging trapeze to swinging
trapeze.

The Deadly and Dangerous
Daggers of Death has Knancy
tied onto a spinning wheel with
several balloons. You must hurl
a limited number of knives,
bursting the balloons without
hitting the girl.

Tony Tiptoe is the star of
-Tense Travel Techniques on

Tightrope. A screen-long
stretch of rope has to be
traversed using forward to move
across, with left/right control-
ling the vital balancing pole.
Relatively easy — until Freddy
starts throwing razor-edged
Frisbees!

The final event is the explosive
Combustible Cannons of Colos-
sal Courage. Fernando climbs
into a cannon filled with TNT.
You must then quickly place a
trampoline where you think he'll
land. Then the cannon begins to
fall down; press fire when you've
gottheright angle and Fernando
goes flying!

However badly you mess up
an event, you carry on through
all six to be rewarded by an
amusing end-game sequence.

PRESENTATION 93%

D 1 i
plus a very well th

GRAPHICS

iately circus-lika tunes or
i, phus efective spi FX

HOOKABILITY 9

11 Ihit

tile

LASTABILITY 86%

saving the Big Top is a substan

whille

option makes far fun ¢

VERALL
89%

1=player
ompetition

The funniast, whackiast game yet

sean on the CB4,




{ PROJECT: Binary code addiction as
P a means of controlling the world.
HEAD SCIENTIST: Prof NORMAN NUTZ Phd,
Z . Bsc, KP.
RESEARCH EQUIPMENT: C64, Amiga A500,
Cray-2.

RES

LAB ASSISTANT: The Geek

Several readers have asked why the
Lab Report is always in mono. I'm
reliably informed (no names, no pig
swill) that it's due to ZZAP! s-arcadey
reviewers (those guys with blisters on
tﬁei;{;umﬁs — th

et 4famantini
Yoy
deserves blackSene
that colovr should 7 |
game reviews. Well, after several days
of arm-twisting (not to-mention _
joystick-bustigd I 've persuaded the Ed
to give us rers. a splash of

t intro to squeeze in
ts of the excellent
Dragon s Breath. i

e -

Rorschach

Scientific Stationary

DRAGON’S
BREATH

Palace, Amiga £29.99

warf Mountain (a
contradiction in
terms if you ask
me . . . oh, you
didn’t) has stood in
the land of Anrea
since the beginning
of time and is the
source of evil forces that plague
the surrounding eountryside with
war and famine. The mountain's
pinnacle holds the secret of
immortality, a secret craved by
three Anrean dragonmasters,
For a spot of amusement (and
'cause there's only snooker on
the telly) the Great Lords of
Anrea permit these three to fight
for entry to Dwarf Mountain.
Scattered across the land are
three sections of a talisman
which, when joined, form a key
toghe mountain. The first
dragonmaster to successfully
manipulate his dragons to find
amd keep all the sections will gain
immen tality.
Before play commences
choose whig

controlled by other humans (if.

<you know any) or computer.

Each dragonmaster begins
with a single dragon, hence the
basis of Dragon’s Breath is to
breed sufficient dragons to
search, fight fior, and guard the
talisman pieces, ‘

‘However, things aren’t that
easy: not only are you harassed
by the other dragonmasters but

dragonmaster yop
wint to be; the remaining two arg

also bymonetary problems. You
need dosh to finance the building
of your dragon forces and to
maintain a gnnd.‘ﬁu%piy of spell
ingredients (more about spellsin
amo’). ¥ou can carry put tasks
for néedy villages 10 gain finan-
cial rewards but mosf of your
money comes from tdxes on vil-
lajpes you own.

Once you've chosen a dragon-
master the Castle Screen’is dis-
played, through which aremcces-
sed a detailed and vesyguforma-
tive map of the mun%ﬁf}fuur
library, your dragons’ lair, spell
laberatory, egg incubator, and
bagk door., ;

The map permits a detailed
study of areas and villages across
Anrea and is the means by which
you select targets for your dra-
gons to attack, destroy, over-
throw, or search.

The library provides info on
your financial situation (over-
drafts are not allowed), news of
happenings in Anrea (even
dragonmasters like a bit of gos-
sip), and your current stock of
spell ingredients.

Your incubator allows
development of up to four dra-
goneggs at a time. Temperatures
-set at your discretion — at which
they incubate influence the
strength of new-born dragons:
the longér its incubation period
the stronger the beast wil[;
be . . . and the more expensive
to hatch.




L] i,

up to eightdi i you

may have mie tHTough-»
.| out Anrea, villages gr -

' pieces of the talii#an. Selectin

a dr, “alows close study

of ature, informing you of

its Bealth, strength, wisdom,
eyesight;and whether it’s dis-
eased or not.

As yousit in thegelative safety
of your castle you dispatch dra-
%:ms to perform your dirty work.

ragon missions are either
undertaken by computer or, if
you're feeling Eanicularly
dexterous, grab the joystick and
control the fire-breathing feroc-
ity yourself as he tackles tasks
mn. However, until you

:ome proficient with control
methods, personally directing
dragons greatly improves their
chances of dying,

Your spell laboratory is the
nub of the game. The manual
states that {ﬂu can play Bragon’s
Breath without ever havipgto,
use aspell, but as your opponents
(especially those of the compute

Pandora, Amiga £24.99

._Qa,f}i le}f use them

it'sbest to atfeast’ . |

o iy L (L3 L Il d-

ons’ powers, to affect villages
Fim:reasa: population of those in
your control and decrease the
population of those not), to
enhance egg incubation, to .
increase your supply of eggs, and
aid your financial position, They
are prepared for casting by mix-
ing ingredients from stock in your
spell room. Each ingredient
affects the spell in a positive or
negative way, as does the method
of adding it to a spell mixture (a
fairly complex template helps
you to sort out which does what).
Each player takes a turn doing
whatever deeds he sees fit for suc-
cess: raiding villages, buying
spellingredients, incubating, and
50 on. And when all three are
satisfied vou're returned to the
start screen where time is moved
forward one month. Now you sit
and watch the outcome of
players’ deeds, unjess you
decided to control your dragon’s
exploits yourself — then it's wag-
gle-that-joystick time.
ut the game highly
jes and an extraor-

g tilick accompany

ORPH

_lll_Iﬁpillf}S. supplies!
dt's wher

digastrous events occur
to make yon wish you hadn"t
taken this particular job,

The mm’ngan of your ship jud-
ders out of Hyperspace on llic -
approach to Sirius B but its .
detachable cargo pod decides not
to follow. Luckily, your on-board
CNS (Central Nervous'System)
remains calm and manages to

o

thaw you out - cryogenics are
used extemgﬁi@ year 2134
—and informs you of the situation
before shutting itself down. After
acouple of choruses of ‘Freeze a
jolly good fellow' you get down
to flying half a ship to your desti-
nation. Three arduous days later
you arrive at the Essen munin
stgiion on Sirius B. You should

- t having made it but
k of life in the com-
cern; you wonder
B could have hap-
£ workers

our main objec-
il your ship and get
u swgﬂgg your

o explore the

&

complex in the hope of finding
the necessary resources (and pre-
ferably nothing else). You need
fuel for }r?ur ship, electrical com-
E%lents ar your knackered

§. and suStenance for yous-
self . . . but'will vou survive
long enough to find them?

A t'riffic title track full of sam-
pled shouts an*ghots over an
oriental(ish) tune is guaranteed
to make you stop and listen
before inserting disk B to start
play. When evenfially you do,
the screen changes from ayery

your efforts to gain entry to
warf Mountain. And although
spells are quite complex and take
some time to master theyadd
excitement and adventure to

preity, strategy game. So ignore
the idea that you can play Dra-
gon'’s Breathwithout using magic
and get casting; you'll get the

plex to six (equally nice) display

windows, These show your view

of surroundings (the packaging

b states jt's‘Fuf%h’rsl person per-
spective’ . . . I wonder what.

- ‘Flalf first person’ would look
like), inventory, status, direction
gptions, special equipment, and
items currently carried in each

hand. ® _

Locations update jerkily  Jut
effectively, as you move arotind
with distant areas shown in vary-
ing depths of shadow which
l'g%uen as you approach - a very
nice touch.

FX are good, especially the
noise made by your magnum
(when you find it), but doors,
machinery, and so on are equally
enhanced by suitable sounds.

nice graphic of the mining com-

-----

.......

As you explore deeper into the

what is otherwise a basic, if very *

i

hang ofit . Y.

after a spell.
ATMOSPHERE: 89%
PUZZLE FACTOR N/A
INTERACTION - 90%
LASTABILITY _° 87%

OVERALL . ° 91%
e

complex you come across panel§ |

containing clothing, weapons,
food, drugs - to combat radia-
tion, hunger, smd headaches—or ™
computer terminals, Other
objects, such as data disks, are to
be found in hard-to-reach nooks
and crannies within the complex.
Some of the items available to
you are explained in the booklet
accompanying the game while
many others are left for you to
discover their use. -

As you search and destroy
(ves, you do come across the odd
alien who needs a good thrash-
ing) keep an eye on your status
windgw: lack of food and drink
logically affects your health and
too large a dose of radiation has
anegative effect on your chances
of retuging home. Drugs can
helpwith health problems but
you need to know codes to access
suitable medication —administer-
ing any old narcotic into your
blood stream could be fatal.

The essence of Xenomoarph is
mapping: if you don’t like having
to chart your surroundings you
may not appreciate this game.
But if you get a kick out of plot-
ting, pop out and purchase
Xenomorph and get down to
some Sirius game playing!

ATMOSPHERE 83%
PUZZLE FACTOR 87%
INTERACTION 88%
LASTABILITY

OVERALL

B4% |
88% |°




SOFT
OPTION

SOFT OPTIONS

6 HOPE STREET
HANLEY

STOKE ON TRENT
ST15BS

TEL: 0782 204269

NOW TAKEN

C64 CLEARANCE CASSETTES
ACTION BIKER ............ 1.75
CYBERNOID 2 ............. 299
PIPEMANIA ............... 6.99
COMBAT SCHOOL ........ 2.99
EYE OF HORAS ............ 299
FERRARI FORMULA 1 ... 6.99
THE GAMES CREATOR ... 2.99
BOTHK ..o 2.8
GAMEOVERZ ... 299
GARFELD .............. 199
HOPPING MAD .......... 299
IKARI WARRIDRS ......... 3.98
VENDETTA ......cocoonore. 699
STAR GLIDER ............... 2.09
JACK THENIPPER 2 ... 288
JOEBLADE? ............ 2.99
KNIGHT GAMES 2 .......... 2.99
KRYFTON FACTOR ....... 2.99
DR DOOMS REVENGE ... 6.99
NDOES OF YESOD ........ 2.09
DEFENDERS OF THE EARTH 6.99
PRESIDENT IS MISSING . 4.99
SPEEDKING ................ 1.75

“SALE

C64 CLEARANCE CASSETTES
KNIGHTMARE ... 1.99
LEADERBOARD ... 209
HEAVY METAL ............. 6.99
LITILE COMPUTER PEQPLE 269
MAGNETRON _......... 299
MAX TORDUE ............. 299
MIN| GOLF ..o 2,99
MIAMIVICE ................ 298
MIND SHADOW ........... 2.99
MOTOR MASSACRE ... 2.99
NIGHT RAIDER ............. 3.99
NEBULUS ................. 299

WONDERBOY ........... 209
RETURM OF THE JEDI ... 3.99
RICK DANGEROUS ......... 6.89

SALE SALE

C84 SPECIALS (64 SPECIALS

RENEGADE ................ 2.09
PREDATOR ... 298
TOP GUM ...... 1
SHORT CIRCUIT ........... 2.99
HYPER SPORTS ........... 2.99
A
e 209
o N ]
499
.. 2598
6.09
. 6.99
.. 6.99
.. 6.99
. 6.09
.. 6.99
... 698
. 6.99
... 6.9
e 699
. 609
.20

STUNT CAR RACER ... 690
ROBOCOP ... .90
0P THUNDERBOLT ... 6.90

ANNALS OF ROME ... 499
MANCHESTERLUTD ... 6.99
PLAYER MANAGER ... 6.99
] E— L
BOMBUZAL ................ 3.99
BLOCKBUSTERS ........... 299
BATTLE FOR MIDWAY ... 2.99
- 198
9.89
e 599

- 288
299
- 289

THE BIZ
R-TYPE, BATMAN,
DOUBLE DRAGON,
OPERATION WOLF
OUR PRICE £9.95

FOOTBALL MANAGER 2
+
EXNPANSION KIT
ONLY £6.75

100% DYMAMITE
DOUBLE DRAGON,
LAST NIMJA 2,
AFTER BURNER,
WEC LE MANS
ONLY £9.95

TV SPECIALS
BLOCKBUSTERS
EVERY SECOMD COUNTS
KRYPTON FACTOR
NOW £5.95

: |

SALE

SUPREME CHALLENGE
FOOTBALL MANAGER,
HANDBALL MARADONA,
WORLD CHAMPIONS,
PETER BEARDSLEYS
SOCCER SUPREMO
ALL 5 GAMES £6.99

THEY SOLD A MILLION
DECATHLON, BEACH-HEAD
JET SET WILLY
STAFF OF KARMATH
ONLY £3.95

S0LID GOLD
GAUNTLET, ACE OF ACES,
LEADERBOARD, WINTER
GAMES, INFILTRATOR
ALL 5 GAMES £3.99

WICKED GIANT GAMES PACK
CONTAINS 50 GREAT
ARCADE ACTION GAMES.
TOO MANY TO LIST.
EXCELLENT VALUE.
EB.50

SALE TIME AT SOFT OPTIONS - CAN YOU AFFORD TO MISS THESE.
ALL ORDERS SENT 1st CLASS POST, P&P UNDER £5

75p, OVER £5 P&P IS FREE
PLEASE NOTE 50p SURCHARGE FOR ACCESS & VISA ORDERS. IN STOCK ITEMS DESPATCHED BY RETURN

THE UNTOUCHABLES ... 8.99
BATMAN THE MOVIE ... 8.99
RENEGADE Il ...ovovovcieeee 8.99
RUN THE GAUNTLET ... 79
RAMBO W ... 799
OPERATION WOLF ... 7.99
MATCHDAY I .............. 7.59
DRAGON NINJA ............ .88
BATMAN CAPED CRUSADER . 7.99
SPECIAL ACTION .......... 9.99
100% DYMAMITE. ......... 9.99

COMMODORE C2N TAPE DECK
RRP E44.95
OUR PRICE £19.95
WHILE STOCKS LAST

54 DISK

Please send me the following titles: (zzc3)

Title Cass/Disc Amount

P & P (if applicable)

Total amount




§94.99 (disk only)

olfowag the' Great =,
aglgsm, dragohis
aygibecn banished
‘from Ansalon, in the
kingdom of Krynn,
Hfor gnfgrr: than a mil-
lennium; people are
beginning to take
their now-peaceful existence for
m'm‘:d and security has become
x. And so it is with little effort
thdt Takhisis, Queen Of Dark-
ness (and villain of almost éyery
Advanced Dungeons And Dra-
fom scenario) and her new ally,
{ighlord of Neraka, muster
draconian forces and taste vic-
tory in their first battle with the
armies of Whitestone (he's the
good guy). Krynn’s in the poo
once again! Are you person
enough to face the challenge of
battle and drive Highlord back to
the Khalkist Mountains from
whence he cmwi:.d‘? ’

enemy t::h:rry While bloady

War Of The Lance i8
a one or two- 1a_w:r ;

either a I’ntn Dl‘ your co u puler |

battles are being fought, ch o
ons quest for mag:mtcms tohelp

ernatively, you
blomats rather
an effort to gain
er countries.

be won in two
more paints than
it the end of play or

his central nations.
yﬂﬁe selected who's
fhom vou choose either
= the start of the war
hitestone hasno allies: or
“Scenario - further into fhe war
whun bﬂth sides have allies and

nations to brag about. There then
follows a number of options
allowing you to alter strength af
units, lost-unit replacements,
alliance percentages (how willing
a country might be to join you),
and combat effectiveness.

Play consists of several phases
which include Message, Quest,
Diplomatic, Movement, Recov-
ery, and Combat (possible on
land, sea, or in the air) - and
players take turns at each. All

Electronic Arts, C64 £14.99

1FLIGHT
S

before entering modules. He also
taps Mis feet impatiently if you
don't interact with him fqpa
while.
Most other sections, such as
; decking out your ship, space
o | flight, searching planets and so

f you want Starflight's full
scenario take a butehér’s
at ZZAP! 59 (page 22).
However, for those too
lazy to do even that, the
basic plot involves you
and your selected crew
planet hopping and min-
ng for minerals and artifacts to
sell for profit to enable you to
improve your ship (and to better
train your crew) so you can travel
farther afield to make even big-
ger pn,:-htq You also need to find
out what's wrong with earth’s sun
befereitgoesnova . . . it'swhat

L ntspace hero would do!
" | The Starport section — where
erew tment, commodity

trading, and shi upgradlng take
Bplace jually very different
funnier) than the

pan in a gleamin
suit whestruts hori-
go acorndor of

INg very wly

sion. You're depicted '

on, are similar to the Amiga
game although minor (pun

180 TON
| 1 ™~ 56 8

SELECT OPTION ®® AND PRESS BUTTOM
BALANCE 1280

e —

Highlord has several conquered %

phases are complex, highly
detailed, and require much
thoughtifa winning move istobe
made, but then isn't that the basis
of all good wargames?
WOTL was designed by David
. Landrey (also respgmsible for the
award-winning GeMysburg and

’.‘ Battles Of Napoleon)which

3 lains its depth, profes-
sibnalism, attention to detail,
i intricate stratégies. .
particularly refreshing fea-
e is that the whuh_ game comes
‘ol one, doubl disk —there’s
{ mbne ::fthls In®ert disk 12, side
" confusion, which has been far

1" too prevalent of late.

I should stress that even
_though yot may have enjoyed
‘ther g];"hf)&.l) products,
dan t go rushing out blindly to
buy thisone. You might be disap-
painted: it's their first  Wargame'
and as such lacks the graphics (li-
mited to icpnsflashing around on
a basic, but scrolling, map),
sound, and visuat effects featured
inPools OF Rﬂﬁnmur Champi-
ons Of aving said that,
WOTL mlght be a good introduc-
tion to wargaming,. Jf you like the
Dragonlance scenarios, and =~

retty pictures don f makf: or ¢
reak a game uthen you're
half way theref_" _

L
ATMOSPHERE 79%
PUZZLE FACTOR N/A
INTERACTION 78%
LASTABILITY 81%
OVERALL ... 80%

intended) differences such as
having no SCAN or LOOK
option to examine planetside
objects and the use of coloured
blocks instead of icons for object
identification exist.
Starflight's depth and massive
play area is maintained on the
C64 (270 star systems and 800
r!anets} and music and FXareat
ast as good (bad?) as on the
Amiga. It’s only graphics (and’
their animation% that are actu ali
worsé(hard to believe) on the
bitmachine. However, as ‘irar
flightinvolves trading, communi-
cation, and strategy, graphics
take a back seat (more like
locked i |n the boot actually) to

garnc p
Cg:‘l version gets a better

mark than its Amiga counterpart
'cause, for it to be such a close

downgrade, the creators (Binary
Systems) couldn’t have been try-
ing very hard on the 16-bit game.

ATMOSPHERE 82%
PUZZLEFACTOR  N/A
INTERACTION 77%
LASTABILITY 86%. |
OVERALL az%“fg




LONDON
01 882 4942

PETERBOROUGH
0733 49696

CHESHUNT
0992 25323

Full range of Amiga, ST, SEGA, 64, SPEC, AMSTRAD, PC, PCW, 2600,XL/XE, BBC

DAVID CRANES GAME MAKER ............. 5.99
e T
NETHERWORLD .. 399
SOKO BAN ......... 499
T AT 499
PRESIDENT IS MISSING 399
DEREINE loitismsssiisimmatibensts 3.99
PEGASUS BRIDGE ..o 3.99
ENLIGHTENMENT, DROID N __.............. 2.99
OO L ekt 3.99

WICKED .. 3199
T L e S 5.99
PUB GAMES 109
ADDICTABALL .......coiiiiiinianniinns 3.9,
CALCHIT ....ccoe 4.99

SIMONS BASIC (ROM) + EXTENSION (Disc) 14%
CERTIFICATE MAKER .........counciiaiinnias 8.99

TOP FUEL CHALLENGE . . 299
SABOTOUR, THANATOS, IIEP'STHIE
SUPERSPRINT .. 280
BASKETBALL ... 299
THREE STOOGES 399
BN ol i s i oa e 299
INTERMATIOMAL KARATE 2.99
ROY OF THEROVERS ..........ccoenes 299
SOUND STUDID, SYNTHABISER & HOME REC
1 —— 299
MACRO ASSEMBLER DEVELOPER ......... 954
LOGD ... 845

64 CASSETTES 2.99 EACH
FOXX FIGHTS BACK, BUGGY BOY, SUPER SPORTS, BIONIC COMMANDO, MASTERS OF
THE UNIVERSE, TREASURE ISLAND DIZZY, SOUTHERN BELL, PAPERBOY,
NETHERWORLD, BARBARIAN, CAPTAIN AMERICA, WORLD CLASS LEADERBOARD,
TRANTOR, WIZBALL, SUPERSPRINT, GREEN BERET, HOPPING MAD, PLATOON,
FOOTBALL DIRECTOR, 1942, MINI GOLF, 720°, DARK FUSION, CYBERNOID, MURDER
ON THE ZINDERNAUF, DALEY THOMPSON, CHAIN REACTION, ENDURO RACER,
ESPIONAGE, GAUNTLET, BOMBUZAL, HARD BALL, SIDE ARMS, HYPERSPORTS, TETRIS,
BREAKOUT CONST KIT, PANDORA, MATCH POINT, ZYNAPS, PITSTOP I, EXOLON,
POSTMAN PAT Il MARAUDER, PREDATOR, ACE 2088, RAMBO, JAIL BREAK, RAMPAGE,
REPTON 3, RENEGADE, SORCERER LORD, ROAD RUNNER, TRACKER, SHORT CIRCUIT,
SPACE HARRIER, SPY HUNTER, SUPER CYCLE, TOP GUN.

64 CBHFIU«ﬂﬂIIS CASS

(Elite, Tatris, Ace 2, Starglider, Sentinal)
6 FLIGHT GAMES 6.99
2.00 | (Spitfire 40, Strike Force Harrier, Advanced
Tactical Fightsr, Ace, Air Traffic Cortrol,

Tomahawk)

495 |7 SPACE GAMES 6.99
{Cybemnoid, Zynaps, Exolon, Xewiaus, Venom
2.09 Strikes Back, Morth Star, Tranfor)
5 CLASSIC GAMES 299
W.Mwmmﬂﬂ

SPECIAL DEALS

% PRICE MICROSWIFT SPREADSHEET
One of the most powerful spreadshesats for the Commodore 64
* EASY TO USE POP LUP MENUS
* ENOAMOUS SPREADSHEETAT - BL254 COMM 128
Al-Z254 COMM 64
* HIGHLY FLEXIBLE CELL FORMATING COLUMN WIDTHS INDIVIDUALLY

VARIABLE.
* LOTS OF NUMERICAL DISPLAY OPTIONS
* HORIZONTAL OR VERTICAL SPLIT SCREENS
* EASY INTERFACE TO PARALLEL PRINTERS
* GRAPHICAL DISPLAY OPTION
ARP DISC 19.95 CASS 14.95

SPECIAL PRICE DISC 9.95 CASS 7.45

COMMODORE SOUND EXPANDER
FM sound - up to 8 notes at one time. Realistic sounds. Selection of preset sounds.
12 prasat rhythms. Sound output through TV, monitor or HiFi. Riff machine.

£9.95 cAss OR DISC pap 75p

MUSIC EXPANSION SYSTEM 5 OCTAVE KEYBOARD
Full-size piano keys. Programmable synth software. Build up recording one track
at a time and play back as complete compaosition.

£49.95 cassoRDISCpap £S

INTRODUCTION TO BASIC PROGRAMMING

paRTS 122 ONLY £9.95
LEARN TO PROGRAMME YOUR COMMODORE 64

64 CASS SPECIALS 3.99 each
SPEEDBALL, GAME OVER 2, TRIVIA, TERRY BIG ADVENTURE, EYE OF HORUS.

UNIT &

MIDGATE
PETERBOROUGH
CAMBS

PE11TN

AMIGA
SOFTWARE
MENACE Psygnosis ............... 8.95
BAAL Psygnosis .. ... B.95

ARCHIPELEGOS Lapotrm ...... 8.95
GALAXY FORCE Activision ..... 6.95

FIREZONE P88 ..........ccoocisnine 1,98
BOMBJACK Efite ................... 5.95
TERRORPODS Psygnosis ....... 8.95
SOLITAIRE ROYALE

Spectrum Holobyte ............... 7.95
WICKED Electric Dreams ....... 9.99
DEF CONS Cosmi .........c..cc0.. 6.95
DEFLEKTOR Gremiin ............. 4.99
FERNANDEZ MUST DIE

Image Works . ... 5.95

CAPTAIN FiZZ Psmnma . 1.95
CONFLICT EUROPE PSS ........ B.95
THUNDERBIRDS Eran#s.l'am .. 6.95

PASSING SHOT TENNIS
Image Works . T
HKM USGaU —
STAR BLAZE Layaﬂm .. 5.95
AEGIS SONIX
Requires 2 Drives ............... 23.95
TERRYS BIG ADVENTURE
Grandsiam ... 7.95
THEXDER Sierra ..........cconneue 6.95
TAKE-EM-OUT Adronic ......... 0.95
OUTRUN US Gold ................. 9.95
WORLD CLASS LEADERBOARD
US Gold . .. 9.95
BATTLE 'I.'ALLE"f Hﬂnmn .. 1.95
.| ZYNAPS Hewson . s 0,98
EXOLON Hewson-.. sessses 5.9
SLAYER Hewson . .. 6.95
PIONEER PLAGUE Handarm . 5.95
PACLAND Grandsfam ............ 6.95

ROAD BLASTERS US Gold ..... 6.95
EYE OF HORUS Logotron ....... 8.95

THE BLACK CAULDRON
BALLISTIX Psygnosis ............. 7.95
TIME & MAGIC Level 9 .......... 9.95




OTEnor.
5 mist be hisssteri-
cal if she thinks Crown
Prince Cimion is gonna
stand for that load of
adders: just 'cause her horde of
demons and dragons have over-
thrown the land and left him a
Eau r doesn't mean he's

ished. All he has to doismake
enough money to build 4 massive
army then find five magicringsso
he can summon Medusa an
challenge her to a final, ngiz
battle for the kingdom 5
seems like a good day for Cirion
to have stayed in bed.

Alone on the p]ams of
Morenor, with only a thousand
monetary units for company, the
task ahead seems awesg
acrown prince has gotta
a crown prince ha :

out Mnrcnnr £
Py

ADVENTURE

HELPLINE
AT

\

W

Do you play computer adventures?
Have you ever been faced with a
seemingly impossible situation?

WE CAN HELP

Our adventure rescue
| team work 7 days and 7
evenings a week and will
be pleased to answer
your queries. Open
noon till midnight.
We offer help with any ||
games Or any computer '
- 50 if you are tearing
your hair out ring this
number now!

0898 338 933

T.HLE. Pl 140 Ml

il B, M anichics MLES LY

Among all this mining,
fighting, and trading are the
atorementioned five magic rings.
Eagh one enhanees your powers

| imvé certain way, and 'when all five

@re in your possession Mou can
summon Medusa an fully
kiek her out of More

THE OF SIR CANEROON

EHIFES:

$SEL
FREIGNTER -

%tﬂnr 1

##ﬁ#%ﬂ
YR 222313

=

R SUBC.  EONZ
. MUZIE 0D
Tl EWECT% AT

i£5) and it is in
money-making
din an effort
kingdom. A
ik should get you
ranging a lodn is a
although you do have to
pay ¢k within three months
or people in the.area will cease
trading with you.
in towns are temples,
sta patks, pubs, jewellers,

gastles, g0 on. And once %4
%ﬁ:’w 5 d a loan you ¢ould

do wor
stable
ons (complete with horses) to
improve youtgommodity-carry-
ing capabilitics for trading betw—
eén tuwm-.-ﬁa f:te style)..Popp

into the od pastlme i
?vu feel u:: ﬁl} doyapunk?)

visit the local

| 'eause then: Salwa
| similar Black;mfavmle

and ﬂl.t
PT'-;‘

e out witha
bet on it).
pney left from
j-,ruurt Wan ngs you might
take a walk to the park to hire a

{, soldier or twp (try doing that in

this countgy) to help protect you

GLOK | A

buya couple of wag- "

from attack by villains and
thieves outside the town gates.
Travelling from town td town
gives you an idea of market prices
in each (the greater the distance

A Detween towns the greater the

price difference of certain com-
modities). Also, some towns
specialise in particular products,
making them a snip for the trave)-
ling trader to buy and creating
bigger$rofits when he selh them
elsewhere.

Trading isn't the only wilf to

_make money: should you find ore

on your over-land travels you can
set up a mine (if you can-afford
the necessary equipment) and
sell the excavated minerals. You
can alsodook for treasure (again
rcquirin% expensive equipment)
or, should you have a strong
enough army, attack other
armies and nick their booty,

Wanderings aren’{gestricted
to land however, and, when
you're rich enough, yau can buy
ships to travel to the many islands
surrounding Morener, perhaps
indulging in a liftle p1rac.3,r along
the way.

TFELNGS
o

oLt e -
jos & pgggmes.
You W

0 NIRES.
CARRY I DG

T
» i)

All functions in ngs Of: &
Medusa (recruiting and armin :--1
soldiers and sailors, figh ttn% & _
buying and selling, mi ﬂr L
ore, and protectin %
towns) are detailé and require 1
some strategic thought. Visual
displays are neat, using nicely-
drawn graphics and smooth (if
limited) animation.

Actions are controlled using
icons at the base of the screen,
some of which are only available
during suitable situations — there
would be no point in being able
to opén a mine when at sea, for
example.

Music plays continuously .
until yvou switch it off, of course;
which may be sooner than the
composer might like. Oddly,
there are no sound effects fea-
tured.

Profgssionally produced, the
onlyrfal negative aspect of angs
Of Medusa is lastability: it's not
exactly exciting to p14:,' and isn't
suiiuh{c for long sessions. But if
you tackle it in short bursts - tak-
ing it off the shelf every now and
then to give it another go (it fea-
tures a save game option) — your
pointer shouldn't ¢hck on the
Quit icon through boredom and
you'll get more pleasure out of

| vour battle with Medusa.

ATMOSPHERE
PUZZLE FACTOR 61%
INTERACTION 75%

LASTABILITY 55%4 {4
OVERALL 71 _

70%




EFIGHTFOR FREEDOMTHE
il LI
v<

REJS JSTONE RULE >

SO
A

SRR

ol T Sy |
e T e T ,.
= = B e e A
-, T . e el e i |
- ; : |

EEEEEREY




A ' HOLY MOLEY..THE HERO
OF THE 80's ISBACK.!

Monty's escapades have given him anisland inthe
sun and more money than even a moleannaire
could ever spend. Chosen by allens to
vanquish the Five Guardians Monty
is now given Superpowers.
. Follow his latest
adventures
as he
threatens
to destroy

all, Including
himself.

Available on:
CBM AMIGA,
ATARI ST,
AMSTRAD
CBM 64/128
SPECTRUM

Cassette & Disk

D) AT ANS
ﬁg =N

o
A & e

All mall order enquiries to: Gremlin Graphics Software Lid.,
Alpha House, 10 Carver Street, Sheffield 51 4FS. Telephone: (0742 753423.




Detente has broken down, Dip-
lomatic relations have been
gevared. A new cold war had
started.
The Soviet Union and the United
States of America are at each
‘other's throats again, for what may
be the wery last time. America's
satellite defence network has been
tampered with and the White
House has accused the USSR of
‘Space sabotage. The Kremlin is
wildly indignant, their official state-
ment being that *America is trying
to shift the blame for their own
technical Ineptitude onto the
Rodina'. Everybody is more than a
little m as the world teeters on
; of nuclear oblivion with
'.ﬁgu-hands on both sides of the
iron curtain just about ready to
The Button. Things are look-

Somewhere in the Artic Circle,
January 18th.
The Global Village suddenly
becomes deaf, dumb and blind
when, for thirty seconds, the most
powerful radio trans-
mission is sent from the top of the
world = the last message from a
dying Alien whose only mistake
wastomisjudge the strength of the
planet’s magnetic field. Through
simple triangulation the source of
the radio emission is soon deter-
mined and it's the Americans who
arrive at the space ship wreck first.
Since the UFO came down in an
American sector it is quite easy to
shut the Russians out of the pic-
‘ture. The boffins are set to work
and from the debris they learn a
frightening secret . . .
The Was piloted by a
member of & galaxy-wide Empire
that has dominated the immediate
gosmos for millenia, and the Aliens
who run this Empire are very
interested I mankind. The
‘Empire's fascination stemmed
from the humans ' aimost amazing
technological progression during
the last couple of centuries, com-
ing from unpowered wooden
chafiots 1o Space exploration
‘Within an Incredibly small time
“span, largsly through a barbaric
'Wh@cmdal war, After
& while the fasgination turned to
fear, @8 many leading social
pointed out that this
species would soon be swarming
-tl'ml.lﬁ‘l the galaxy, bringing with
barbarism and
the eradlcatmn of the

o stunt this malignant species’
mm:m a Culture

SANXION

(Thalamus)

Technician had bean sent to man-
ipulate mankind towards anuclear
death, intendéd to neatly nip the
problem in thé Budk It had Been
quite easy, thaodd touch here, the
slightest altering there and Man-
kind was all sgt to destroy itseif.
The final toudh Was ll.lﬁ'l bﬁrg
administered With the

destruction of m& 'Star
Wars' project when the Technician
crashed and the Empire's cover
was blown.

Not a particularly pleasant sec-
ret to uncover and definitely one
too large to ke@punder wraps,
since the massive display of radio
power had done more than tem-
porarily blind the world, it had also
informed the Empire that they
were out in the open. Earth's lead-
ers realised that soon the Aliens
would be on the spot in force.

Immediate amnesty was the
only solution. America and Russia
jointly set up Project Damocles,
a joint “think tank’ to discuss the
now obvious necassity of global
defence for the inevitable confiict
betwean Man and Alien.

And from ‘Damocles’ came
Operation Sanxion, a proposal
for a defence corps pilotings@
breed of ship based.around exist-
ing weaponry, and technology
gleaned from the vigiior's Spacec-
raft. The ships wollld constantly
patrol the planet warding off and
destroying any Alien presence,
stopping only at the ReGen {fuel
and rest) stations that were to be
hastily constructed &cross the
world. With only days to Spare
Operation Sanxion became
opearative.

In Sanxian, the simulation, you
will encounter a variety of Aliens
using different tactics to dominate
various parts of the planet. As a

member of the Sanxion Corps it's
up to you to destroy any Alien infifts
ration.

After each section is success-
fully defended the pilot must go
through a short training session to
prepare him for the horrors to
come. These sessions take place
against arainbow background, the
task on each section being indi-
gated by letters on the droid
tarnets.
8= shoot
C=collide
P%e= Pick up

Should you prove a competent
trainee (for example; colliding with
or shooting a predetermined
guota of targets) you are awarded
an extra bonus of 1000 points.
Callision with barriers, although
not fatal on this section, should be
avoided as they drastically reduce
any time left . . .

. and time is precious, both in
combat and in training, as reach-
ing a ReGen station before the
timer hits zero earns valuable extra
points. An extra ship.is awarded
every 10,000 paifits.

As wall as attacking Aliens there
are a number of other hazards
which need to be negotiated.
Some of the ReGen stations are
protected by security barriers to

Alien infiltration (indicated

Ea sonic alarm) and to the less
plluttrmar can prove deadly.

The first defence wall appears

astute pilot will commit to memory
the layout of all the security bar-
riers. Once all ten world sectors
mhampwouadvmm

oted to Sanxion Class
on to patrol the Darkside

battle against the Empire’s secon-

‘loading, please remove any
peripherals

1and$.

ZFAP! MAY 1990 I 2 7 1R

dary attack system.
LOADING
INSTRUCTIONS

Insert tape in the player, making
sura that itis rewound, While hald-
ing down the shift key. press the
run/stop key.

When the screen prompts you,
press Play on the player,
mﬂmuﬂﬂ now load automati-

NOTE: if you are having problems

, 5uch as disk drive,
|printer, cartridges etc. you may
have attached, and repeat the
above procedure.

Once Sanxion has loaded press
space bar for options

F1 Topgles between one player
and two 4

F3 Toggles Joystick and
Heyboard.

F5 Turns title screen music offion.

Joystick in either port (although
this allows you to hinder your
opponent in two player games!),

To pause, press the Run/Stop
kay,

To exit to the title Screen, press
Run/Stop followed by t.

KEYBOARD
CONTROLS

up N ST F L LU FLRTRE R RS |t ] —
DOWN .ocvnirnnns et Shift
I S ———,
RIGAE ..o cisismsiins - A
il Retum
CREDITS

Stavros Fasoulas — Programming,
graphics, games design, a full memory
and, arm, being Finnish .
David Whittaker — For all them sir
nﬂises that go bump, boonistelin

ame.

ob Hubbard —For the Binary Sym-

es: Thalamusik' and * Romeo and

ZZAP| MEGATAPE (11980,



The game is set in a distant future,
when man has colonised the remote
star systems and matter can be mafe
ipulated with ease. Unfortunately
man's political and moral develops
ment has remained stagnant since
the second millenium and interstel-
larWar has raged for the last 600

years

You are a member of a thinly spread
group of dissenters who are
Bpposed to the weapons research
garfed out by the Survivor Zero
‘Corporation. You have discovered
thatthe weapons used by all sides in
thewar are supplied by the corpora-
tion and that they are currently
experimenting with a new genera-
tion of weapons called Macro-
Cenetic-Mutoids. MGMs are the
first large scale biological weapons
gapable of mutating into ever more
virulent and robust species, hence
the name ‘Mutants’ —your task isto
gliminate this deadly system. . . . .
it will not be easy.

LOADING

Make sure that tape is rewoungd i
the beginning of the relevant side:
Ensure all the leads are connected.
Press the SHIFT key and the REINY
STOP key simultanecusly. Fallow
tl'msc'reenmltu{hﬁﬂﬁ !preaaplﬂ?ﬂl‘l
tape). The program will theftlosd
automatically. For C128 loaging
type GO 64 (RETURN), thenfollow
Chd instruction. When loading is
gomplete press FIRE BUTTQNYG
start.

CONTROLS

The game can be controlled by the
keyboard or joystick in port 2. No
action is required to select which
mode to use

IO STICK moves the ship (or cur-
501

FIRE — emits the selected weapon
fram the ship OR selects the icon
under the cursor.

KEYBOARD

FIRE - Top row keys

P Second row keys

POWN — Third row keys

LEFT - < and alternate keys
on fourth row

RIGHT - and alternate keys
on fourth row

PAUSE - Space (any other key
to restart)

To select an icon move the
ecursor over the top of it and
press FIRE.

Taleave a zone place the ship
on the pad in the middié and
press FIRE-

MUTANTS

(Ocean)

THE GAME

You contral the ‘Rainbow Warrior’,
a single man patrol ship. Your task
is to enter the 15 deep space test
zones of the Survivor Zera Corpora-
tion and find the components of a
seli-destruct mechanisim.

All 15 of these components must
be collected and assembled ina
I 6th zone called the control zone
tor destroy the system and gain
access to level 2 of the game,

Each test zone contains a different
strain of mutants.

¥uu have four lives and no time
limits ta complete your task.

The game begins with your ship
coupled to the mothership, waiting
lo be 1elebeamed into a zone of
your cholee:

MOTHERSHIP MENU

The menu onthe left of the screen
contains six icans. Toselectan icon
move the cursar over the top of it
and press FIRE.

The top two iconsselectmusic or
sound effects.

The top arrow pioints to which
mode is currently selectad.

The next three icans are the
weapons available.

The bottom white arrow paints o
the weapon currently selectad.

MISSILES

These are high-yield explasive
devices that have an effect oVers
large area, but can only be filed one
atla time,

BARRIERS

These are degradable defensive
weapons that can be used to effégt
a temporary shield against the mils
ants. They have no éffect an the
ship.

The supply of these devices is
limited, so after ejecting the full load
the ship’s weapon system automati-
cally switches to photon torpedoes

PHOTON TORPEDOES

These are rapid fire, low yield opti-
cal weapons. (The weapon system
classifiesihesi@s a default selec
Lo, )

The last ican is.a picture of the
ship and selectingthis icon switches
tor the Zone Map.

Holding dewn fite instead of
releasing itwill bypass the Zone
Map and switch diréctly to the zone
last visited.

ZONE MAP

The Zone Map is a 4x4 grid repres-

28 E Z2AP! MAY 1990

AEREmIYL |
R

199 Qo °

)
-

L09 i

in a jiffy bag and send it to The Young
send you a fully fit replacement!

if your amazing ZZAP! Megatape proves to be faulty, have no fear. Just bung it
Doctors, Newsfield, ZZAP! Tape Clinic,
Ludiow, Shropshire S5Y8 1JW, We'll look after it well, and

enting the 16 zones gkthe research
establishment. The tagileft zone is
the Control Zone, thegthers are test
zONes;

Pressing fire with th@ursor in
oneof the zones telebéams the ship
into that zone.

TEST ZONES

Theship materialises anatélepad in
the centre of the zond, The'zone is
bounded by a high-e barrier,
collisonwith the barrierwill destroy
the ship.

You must battle your way ﬂ"ir‘lﬁh
the mutant colony to collectthe self-
destruct component.

Any number of companents may
be carried atonce, butwill efcourse
be lost at the end of the game,

Landing on the telepad in'the
centre of the zone and pressing FIRE
telebeams the ship back to the
mothership.

CONTROL ZONE

The ship materialisesin a telepad in
a maze of cormidors. The assembly
point for the self-destruct
rmechanism is visible and you must
find your way to the assembly point
without coming into contact with
any of the walls.

Flying over the assembilypaint
will automatically depositany com-
ponents you are carryifgs ASue-
cessful delivery of any aumber of
components will give yOURBONUS
LIVES up to a full complémentof 3
lives,

ZONE STATUS
DISPLAYS

wWhile in thetest or control zones the
screen displays the following Infor-
mation: '
Chemical analysis'af mutant com=
ponents

Score this game

Highest score singe loading
Mumber of lives e

Direction to centre of mutant cols
ony

Shield energy level

Size and energy level ofmutantcol-
ony

Status and self-destrd€l COMpPos
nents

Circle — still in test zone

Triangle — being carried

Square — asseribfed in contrel zone
NOW OMN WITH THE MISSICINI

HINTS AND TIPS

* Certain screens can only belComs
pleted by using one specific
weapon — determine which is the
best to use

* Collect as many token as you Gan
until you have only one life — theSgé
can then be deposited in the maz&
and your lives replenished

CREDITS

Game concept and programming
Denton Design. ;
Prodisced by Ccean by D.C. Ward
{1987 Clegan Software Limited

ThE game's piepram code and graphsc reps
LT may not be reproduced, siored,
hired, or Braadeast in any form whalsosver
wmﬂlfﬂ! writhen F:n"ln'.l-\.il:-l'l af Choean Soft
Ware '.ﬁ' M lwﬂ'_\!_'?'l'('l'! Wr I':]W"l:lk'

ZEAP MEGATAPE 60 Z7AP' 04 Lid 1990,

FOREIGN ZZAPPERS!

Due to export distribution methods we have been unable to supply
the amazing Megatape 6 with this issue, however for the measly sum
of £1.99 (Sterling UK, inc p&p), we can send the tape to you direct
by superfast air mail. Cheques should be made payable to Newsfield
Limited and sent fo Export Megatape & Dept, Newsfield Ltd, Ludiow,
Shropshire S8 1JW, United Kingdom
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‘As the disk loaded, | felt drawn into different
reality, an alternative worldwhere | assumed
the identity of another”

Amipa = Atari 5T

i series of missions

= &)

CSIRIMNMNBL OO
Amiga = Atari ST

Place yourself deep within the walls of Castle
Girimblood, here lurks a murderer, who 1S preying
on those who live by and keep the rituals. You as
the young Earl, Maximus, must uncover the terrible
secret in order that he can unlock the chains of
timeless obedience to the rituals of the castle and
gain his freedom. If you fail you are certain to fall
victim yourself to the stalking assassins knife..,
A gothic whodunnit, written by Mike Singleton,
featuring digitised sound and graphics and
promising a different game every |oad!

I

MASTERTROVA

Virgin Mastertonic Ltd = 2-4 Vernon Yard = 119

Portobello Rd » London Wil 20X « 01-727 8070

I—HLINTEIR KILLETZ

Expericnce the reality of commanding an American
WWIl combat submaring In the South Pacific.
Wister the controls of your vessel, then embark on
from "search and destroy

irties to detailed escort duties modelled on real
WWil campaigns. With eleven different submannes.
fourteen separate missions to attempt, at a range
of difficulty levels as well as practise patrols that
take place during the day or at night, HUNTER
KILLER has a host of features that outclass any
ather submarine simulation.

< _>»>T—J5F L_1<_ T
The Middle East Political Simulation
IBM PC » COMING SOON - Amiga = Atari 5T
[he Midedle E st Today s as unstable and dangerous
il any timee since the Crusades, The superpowers
envourage ther 'fighting cocks' and try out military
gadgets in Lhe best of conditions. Itisthe potential
cradle of World War 1l CONFLICT puts vou in a
wiild where military and economic forces combing
fo sinwilate the multiple pressures that a national
leaadinn 15 under in a modern nation state. Your aim:
i force the collapse of all four neighbouring
governments. A frightening and highly realistic
wWargame.



lfv{;:: izlc;-zg an evil Magister
e hid [:‘ }"”PIJ'Ed your brothey for =t
% 511 ;tfm away in hys L‘n;;-hr; ¥ sister),
IESSuUch g te oy 5 .
Your sipet. terrible rascq)

. g can'} .,
F- r[}?‘:" t.’“: co " ﬁ mﬂ"{f an E‘S.f-ﬂrzﬂ_'-'

S50 now it's g

nes of solid Freescape
You know “'fr{: ;.:p 10 you SCape,
Bt : __'I"IJH ]

%;y; Castle Master to ’;}gm oo
Get .F::H”I !’5 ;;aur.:' Imurﬁ ﬂ_,ﬁﬁ ’ J'm,.r
And “sol ?ﬂt; T;;:’ ’S.:wu.’g and the i!-ﬂ'm»:fﬁ:
ut bej P YOu m, g “oaLS,
Bt being o fs gy 41 boit
Thou ;1::1:. [ the goin ; ‘i";d'l"h‘ tough
You k ‘fyﬂ”fﬂ Stuck in your e
0 10w the Incentrye’s tﬁf?rﬁ aick?
w:n-””ﬁ' on looking for clyes, o
T};Eu-{;j:‘;f walls top perys, ;,' :

& i ll[:I tﬂ-'lu l‘& .
.r'dl - S I zzlos

How’s about that then: reckon I'll make poet laureate? Whatdo
you mean, ‘No‘?! Perhaps you could do better. Well there’s a
great Incentive (groan) for you totry in thisarty farty comp. The
master of rhyme (first prize winner) will win an incredible top-
of-the-range Sony CD radio cassette recorder with twin cassette
decks, CD synchronised dubbing, megabass (an essential for
the serious ghetto blaster), an in-built digital clock, and much
more! There are also thirty impressive Castle Master mobiles for
the runners-up to hang up in their bedrooms.

All you have to do is answer the questions and complete the
limerick (ie do four more lines) in the mostamu sing way possi-

ble.
 Incentive’s first ever game: perhaps you could tell us its
name (it thymes with that).
. The first Freescape game was a thriller, now what was i

called? It was . . .

There was a great mag called ZZAP!,

EEsaEmEmEREERNEE - -

Write everything down on the back of a postcard (or sealed
envelope) and send it to I'M A POET AND [ KNOW IT COMP,
Stalag ZZAP!, Newsfield Ltd, The Case Mills, Temeside, Ludlow,
Shropshire SY8 1JW.

(The usual comp rules apply, so try to cheat and you'll fry!)
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MAY RELEASE
AMIGA - ATARI ST - IBM PC
CBM64 - SPECTRUM - AMSTRAD

ANCO SOFTWARE LTD., UNIT 10, BURNHAM TRADING ESTATE ROAD,
DARTFORD, KENT. Telephone No.: 0322 92513/92518, FAX No.: 0322 93422,
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p ';nena so hah, hah Cameron you're wrong (for once).
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i pest wishes to Rob, a it
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Well that about Rraps (hah hah) it up for now. Bye
Dominic Williams, Lianelli, S. Wales

Excuse ment that's much
while | split my sides . . . ah,
lmﬁmu someone asking for a Hpsbmﬂatbefuu

| must be dreaming! As for the Black Tiger caption, amaz-

Dear Lioyd

| am disgusted with the ‘Powers that be’ with their attitude con-
cerning the Software Industry, especially these ‘Copier’ prog-
rams to which they make us believe that they encourage soft-

ware piracy on an industrial scale. First off I'm not going to talk i
bl ]

about piracy because it's been covered in previous issues.

What I'm complaining about is the way us ‘disk users’ have to
put our software “on the line’ every time we use them because
we can't gain access (for some reason or other) to a Copier to
make back-up copies of the originals.

Here's two examples:- | recently bought Ultima Vfrom a soft-
ware shop in Cardiff and after a fortnight's use the drive goes
and wipes everything off one of the disks. So | get areplacement
and after two hours play the same thing happens. This results in
a third train journey to Cardiff to get a replacement. Ok, you
might think ‘a faulty batch’, but consider how much time and
money would have been saved itif had happened on my back-up
copy.

With my copy of SSI's game Demon’s Winteryou actually need
a copler to start the game as the disk is protected and thus
unable to save characters onto. | overcame this problem when
the shop where | had it actually suggested that | cut a slot into
the disk so that | could save onto it.

What I'm getting at is that it's alright for Origin and S5I to say
that it would be in your benefit to make copies of our disks when
the damn things have been outlawed in this country. I'll finish
with some praise firstly for ZZAP! (reader since Issue 1) on a
professional and well laid out magazine, secondly for Micro-
prose for their excellent Service when they first dealt with my
faulty disk, and lastly for Electronic Arts for having the intelli-
gence to include a Copier in their game Wasteland and so keep-
ing the original safe.

Angry
Mike Woodman, Swansea SAT 9UH

I sympathise, Mike, I truly do. But unfortunately there are some

,people less scrupulous than yourself who use copiers to pirate
disks, causing great damage to the software industry. However,
despite the recent ban some hardware devices are still
available, including Datel’s Action Replay cartridge. But, under
the 1988 Gopyright Act, you must get permission from the relev-
ant software house before making a back-up, even when it is
solely for your own use.

L LM
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NO HAPPY ENDING

Dear Lloyd

I've got a complaint about Xenon 2. For weeks and weeks | have
been playing it, slowly getting further and further when finally |
got to that big mother ship at the end of level five.

After loads of dodging and blasting | finally destroyed the ship.
| started jumping up and down in my chair while swinging my
joystick round with excitement. | was expecting something
really good to reward my very hard effort but all | got was ‘that’s
all viewers, don't forget to turn off your set'. Then a little white
spot appeared in the middle of the screen, making an irritating
noise. | was then put right back at the beginning of level one.

Don't get me wrong, Xenon 2 is a great game which | really
enjoyed but they could have made the ending screen much bet-
ter, as many people would agree.

Jamie Williams, Manchester.

Yes, it's a disappointment to many gamesplayers to get through
a really tough game only to be rewarded with a curt message.
Perhaps, after going all-out to make a game as tough as possi-
ble, programmers are a bit peeved if someone completes it. As
a mere mortal | must confess that I've never finished a game, so
I've never been disappointed. There's nothing quite so satisfying
for a poor player such as myself to see the disgusted look on
Robin's face when he sees a pathetic end-screen after (inevita-
bly) completing a game!

LM
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Dear Lioyd :
With reference to Issue 59 and the review of Damociles. As expected
the review was excellent, as is the game. However, | am unlikely to
know for.a very long time as | am a 64 owner, which brings me to the
point of this letter. | am sure that | speak for a lot of 64 owners and
customers who, | dare say, have paid Paul Woakes's wages for some
years. We have waited four years for a sequel to Mercenary only to
find we are not going to get it.

Now this is where us 64 owners come in. If we let software com-
panies and programmers ignore the 64 then what happened to the
Vic 20 will repeat itself. This complaint may be petty now but in two
years' time who knows? Congratulations to System 3 who seem to
be putting everything into the 64. Companies like this prove there is
still years of life in our computer. :

Please Mr Woakes, give us our version of Damocles. Okay it may
not be as spectacular as the Amiga version but we all know your

- programming capabilities and it's what your p_ubhc‘. wants.

As for the ZZAP! team | wish to use your influence also. | have
backed you since Issue 1; please see that Mr Woakes gets to read
this letter by printing it in your magazine. Who knows, with enough
back up from your readers maybe Paul Woakes will change his mind.
We can not afford to lose programmers of Mr Woakes's capabilities
to the Amiga otherwise the 64 is dead already.

C Millins, Plymouth, Devon

I'm sure we all share your sentiments. Unfortunately, Paul Woakes
abandonned plans for a C64 version when he decided to write a
game which exploited all the Amiga's memory fc:lrla very complex
program. This still doesn't rule out a cut-down version for C64 own-
ers of course, but Novagen aren't Ocean and don’t have masses of
conversion programmers. Hopefully Damocles will be such a mas-
sive hit Paul will eventually decide to have a conversion done, so
don’t give up all hope yet.

LM

ANY TELEPATHS OUT THERE?

Dear Lloyd

if | could purchase it from the Zzuperstore? If not, where else?
James Wilson, Hull HUB 9DA.

it's called!!
LM
i
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I've owned a CB4 for a considerable time now and I've got a wide
variety of games from Evil Dead to Batman: The Movie, but there is
just one game that I've been looking for ever since it came out.
Wherever | go the shopkeepers say, '|'ve never heard of it!’ = includ-
ing Boots, Tomorrow's World, and WH Smith. Please can you tell me

Sorry, I've never heard of it — seeing as you forgot to mention what

COMPLAINT ABOUT FRENCH LETTER

Dear Lioyd

| feel compelled to write after reading S French'’s letter in Issue
59. Talk about selfish! ‘Just because | don't like the Scorelord
and tips get rid of them!’ Well pal, maybe you don’t like them but
you don’t have to read them! Thousands do like these features
and they should stay!

As for scrapping the Amiga reviews get real! They've been in
ZZAP! for over a year; more people own Amigas than ever befare
(and the number is growing). ZZAP! has managed to support
both machines and will continue to do so., Stop being paranoid.
| own an Amiga and still like the 64!

As for his gripe about adverts it's not ZZAP's fault! if the
companies don't advertise that's their business. I'm sure ZZAP!
would love more adverts.

Now I've got that of my chest onto some other points:

1. CU. Why do 64 owners still read it? It should be renamed
Commodore Amiga User. It seems to forget the 64 completely.
And how can you adequately tell what a game is like from black
and white screenshots?

2. Would it be possible to do a disk cover as well as a cassette,
S50 everyone can see the demos?

3. Any chance of an interview with Apex/Transmission software?
4. The mag. The layout and presentation is excellent. Of course
we all would like more pages but quality outshines qua ntity. To
sum up, ZZAP! is better than ever and easily the best computer
magazine. Above all you listen to your readers and respond to

their requests. So lads, thanks for 59 great issues. Here's to the
next 100,

Cheers

Sean York, Chelmsford CM1 2TP

1. Who knows, especially as it's now gone totally Amiga?
2. Unfortunately not.

3. Robin is ‘planning something'.

4. Here's to that as well!

LM

A SICK PERSON WRITES!

Hi Loyd! or was that Lloyd? Anyway, I'm getting rather sick of
seeing that Myth posterin ZZAP! Why do you put itin? Why don't
you show a Batman poster all the time instead? Or a Power Drift
one? Or Turbo Out Run?! Or F29 RETALIATOR?!!

OR NEW ZEALAND STORYI!!

Calm down Cris, your only going to give yourself a heart
attack! Well, something like that anyway.

| just have to say, I'm *$%*!! off with it. No swearing see, Will
‘the man’ Callaghan. Is Callaghan the name of the place?

Well Lioyd me ol' chum, | think it is very rude (man this oxtail
soup is "orrible!) how ‘Art’ strips down to his underwear when he
gets hitin Ghost ‘N’ Goblins. What's more! When Todd Landers
off Neighbours is playing the game, Art strips down to his Y-
fronts and shows he’s a complete perv to all of the world!

Now I'll get down to the point. OUCH!!! That point's sharp! Did
you know that the music that's playing while Batman: The Movie
and Dragon Ninja are loading is really GROOVY!!!! TRENDY! and
CRUCIAL! COOL!! (And don't say ‘No, but | do now,’ because
that really cheeses me off, that advert doeas!)

Anyway, I've got a tenner in my pocket and I'm just going to
buy a new game with it. The problem is, shall | buy Vendetts,
Renegade Ill, Power Drift, The Untouchables, or OPERATION
THUNDERBOLT? (Don't ask me why | put Operation Thunder-
bolt in big writing 'cause | don't know. | was thinking about my
girifriend probably and | thought that | could spend my dosh on
her). Anyway, which one?

Cris Batstone, Elmesthorpe, Midlands

Personally, | think you should spend your money on a nice com-
fortable straight-jacket. As for the Myth poster, it's actually what
we in the magazine trade call an advert (vou know, like the ones
on telly). But if any other companies would like to put a ‘poster’

in the mag (and also give us huge wodges of cash), we'd be
extremely happy!
LM
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ACE OOF ACES
ACTION FIGHTER
ADRIAN MOLE
ALIENS ILIS)
ALTERED BEAST
APE

ARKAROID
ALFWIEDER MONTY
BARBARLAN (FALY
BARDS TALET

BARDSTALE 2
BARDSTALES
BARRY M GLIGAMN
A& TAiAN THE MOIVIE
BATTLECHESS
BEACH VOLLEY®
BEDILAK

BICHBE COMMANDO

BOMBER
BONECRLINCHER
BOXING MANACER
BREDIENS BASIC
(BASIC FOR Chd)
BUCGY BOY
CARAL
CASTLE MASTER
CHAMPICRSHIF SPRIMT
CHASEHO
CORRA
COMABAT SCHOO
COMAMANDIO
COMTINENTALCIRCUS
CRACKDUMWM ®
CRAZY CARS
CRITICAL MASS
CRYSTALCASTLES

CYBERBALL
CYBERNOND
DANDHRE®
DELTA
QESCILATOR

DOUBLE DRAGON 2

DR DOOM

DRAGOM MWIM]A

CRAGOMSLAIR

EMLYN HUGHES

END ZONE

EMDLURCD RACER

ESCAPE FROMAROEBOT
MOMSTERS

ESMOMNACE

FAST BREAK

FIEMDISH FREDDY

FHGHTING SOCCER

FOOTBALL MANAGER 2

GIFT FALCK

FLIN SCHOOL 20680 8)
FLIMSCHOOL 2ower B
FUS SCHOMOL 2 fumder 6
GARY LINEKER SCRCCER
GAUNTLET 108 2
CAZZASSOCCER
CHOSTBUSTERS 2
GHOSTS M GOBLINS
GHOULS NGHOSTS
GRAHAM GOOCH
GREATESCAFE
GREEM BERET
GRIDIREMN 2
CLNSHIP

HARD DRIVIN
HARDHALL
HILLSFAR
HITPAK WL
HUMNTERS MCICN
HYPERSPORTS

WK+

TEARIWARRIORS
IMPCESAMOLE *

1Y EONES ACTHOIN
INFILTRATOR
INVOSTAT = INVORCING
ALK RICKLALIS GOALF
BACK THE SNIPPER
IAILBREAK

KICK OFF

LASER SC3LIAD
LEADERBOARD
LIVERFPCHL*
MALGHLUMPACK 1
MASTERSOF LINIVERSE
MATCH POHNT

MECGA MIX
METROCROSS

MARIOFFICE 2
WAIMTCFFACE 2
MDMNTY O THE RLIN
MR HELI

MYTH

MEW ZEALANDSTORY
SIGHT RAIDER

BARDYS TALE 2 OR 3 HINT BE

CLURSE OF AZLIRE BOMNDS

DFM DATABASE-DATAFILE

FODTBALLER C3F THE YEAR
FOCITBALLER OF THE YEAR 2

PREMIER MAIL ORDER

Titles marked * are not yet available and will be sent on day of release.
Please send cheque/PO/Access/Visa No. and expiry date to:

Dept ZP06, Trybridge Ltd, 8 B

Please state make and model of computer wh

Elsewhere please add £2.00
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Mills, Basildon, Essex,

Tel. orders: 0268 590766

AN SMRIT® B.99 999
MM A WARRIORS 699 999
OPERATION THUNDERBOLT 6,99 .99
CIPERATIONN WOLF b.50 9.99
Pa7 699 9.99
PAPERBLY 2.59
PIMG POMG 2.99
PIFERMANIA " 6,99
PITSTON 2 .99
LA TN 299
POPEYE 2899
POANERAMA 1.8949
POWERDRIFT 744 10,9
PREDATOIR 299
(JUARTERBACK 6.9
JUEDIER 1.99
RACKEM 2.99 699
RAINBOW ISLANDS 699 999
RALLY DRIVER .99
RAMPAGE 299
REMEGADE 2.99
RETROGRADE 6,99 9.599
RICK DAMNGERDOUS 6.9 9.99
ROBOCOP 6,599 9.99
ROLLIMNG THUMNDER 299
RLIGEY BOSS 2. 79
RUMN THE GAUNTLET 499 999
SABOTELE 299
SAMXIC 6,99
SCOOEY DOO .99
SCRAMBLE SPIRITS 6.949
SERWVE & WOMLLEY 29 599
SHINOB 9.99
SHOCKWAY RIDER 3.59
SHOOT EMLIPCON KIT 165,99 13,99
SHORTCIRCLAT .99
SIDE ARMS .9
GILEMTSERVICE 699 999
BILKWOIRM 599 999
SMARE 699 9.9
SCHOTY ANDSWEEP 299
SeaCE HARRIER 299
SPACE HARRIER 2 £.99 999
SPY HUNTER 2.949
SPY WHO LOVED ME* 699 9.99
CTAR WARS TRILOKGY B.9% 10.99
STAT PAWS .99
STEALTH FUGHTER 9,99 131.99
STRIDER 7.50 9.99
STUNT CAR RACER b9 9.99
SLIMMER GAMES 2.99
SUPERCYCLE 299
SLIPER HAMG (M 299
SLIPER SPRINT .99
SUPER WIONDER BOYY 7.99 10,99
TAITOCOIN OFS 8.99 10,99
TEST DRIVE 2 THE DLUER w99 399
THANATOS .99
THE BLL 999 10,99
THE I CROWD A.99 10.99
THEY STOLE AMILLION R
THUNDERCATS 1.99
TELE 299 699
TOORN 6.99 999
TOFGLUN 2.99
TRACKSUIT MANAGER b9
TRANSACT —BODKKEEPING  3.99 699
TURBL ESPRIT 199
TURBOOLUTRUM 7.50 9.9
TUSKER 7040 1099
TWSPORTS FOOTEALL 13949
UNTOUCHABLES (.99 999
VEMDETTA 7.99 10,99
WHO DARES WING 2 2.9
WILDSTREETS b9 9,99
WINGSOF FLIRY *® 6.99 9.9%9
WISTER DAMES 199
WIZHALL 1.99
WORLDCLASSLEADERE'D 2.99
WORLDCUP SOCCER 90° 699 9599
WORLD GAMES 2.99
WORLDSERIES BASEBALL 2.94
Ik AR KLING FU .99

Special Offer

Amiga
lhmeg upgrade
only
£59.99

While stocks last

Amiga
Battle
Squadron
only £12.99

Limited Offer

Amiga
Bloodwych
+ Data Disc

£19.99

Special Offer

Amiga
Flying Shark
only
£9.99

Out Now!

Ferrari
Formula 1
CBM 64
Cass~£7.50
Disc — £10.50

Amiga
Mid-Winter
only
£19.99

112 MEG UPCRADE 59.99
A0 POCL 11,98
BisE ATTACK SUB 16.9%
ALTERED BEAST 16.99
AR * 14 .99
ARCHIPELAGOS 4,95
ALSTERLITE ]
BAT. * 16.99
BARBARIAM (PAL) 7,99
BARBARLAM (P5Y] 7.99
BARDS TALE 1 799
BARDS TALE 1, 2 OR 3 HINT BOOK 5.99
BARDYS TALE 2 17.99
BATHMAMN THE MOVIE 16.99
BATTLE CF BRITAIN 16,99
BATTLECHESS 16,99
BEACH VDLLEY 16,99
BIOWIC COMMANDOD .54
BLOOD MONEY 16,99
BLODDWYCH 16,99
BLOODWYCH 4 DATA DISC 19.99
BLOCIDWYCH DATA DISC 9.99
BCHABER 1958
BOREIMG MAMACER 13,99
BS5 JANE SEYMOILIE * 16,9
BUDOKAM * 146.99
CABAL 16.99
CASTLE MASTER 16,949
CAVADAR * 16,99
CHASE HIO 16:99
COLORADD * 16.99
COMBO RACER * 1399
CONFLICT 4.99
COMFLICT 1N ELIROPE 16.99
COMOQUERDR 16.99
COMTINENTAL CIRCLUS 13.99
CRAL] . 16.9%
CRAZY CARS 2 14.99
CYBERAALL 15399
DA DARE 3 * 13,99
DARK CENTURY 16.99
DELLIXE MUSIC COM EIT 0%
DELLIXE PAINT 3 59.599
DELUXE PHOTOLAB 59.99
DELUXE PRINT 2 59,99
DELUXE PRODUCTION %

DELLIXE VIDED 3 79.99
DRAGDM SCAPE 7.99
DRAGOMNS BREATH 1.9
DRAGONS OF FLAME 1699
DRAGOMSLAIR (1 MECG) 9.99
DRAGONSLAIR 2-5INGESCASTLE 26.99
DRAKKEHMN 21499
DRLIM STUDED 4,99
DIUIMGEDN MASTER 1MEG 15,92
DUNGEDN MASTER EDITOR 7.99
DUNGEDN MASTER HINT BOOK 9.99
DY NAMITE DEBLIGGER * e 9%
EAGLES MEST 4.99
ELITE 14,99
EMLY M HUGHES 13.99
EMLYN HLPGHES QUIEZ * 13,99
ESCAPE FROW ROBOT MOMNSTERS 13,99
F16 COMBAT PILOT 16,99
F20 RETALIATOR 16,99
FALCOMF1G 19.9%9
FALCOM MISSION DISC 1 11,09
FERRARI FORMLUILA 1 16.99
FINAL BATTLE® 16,99
FLIGHT Sim4 2 26,99
FLTDISC 7 OR 11 1399
FLT DISC EURCIPEAN 13.99
FLT DHSC IAPAN 13.5%
FLYING SHARK 9,55
FEMOTBALL DIRECTOR 2 11,99
FOOTRALL MAMAGER 2 GIFT PACK 13,99
FOOTRALLER OF THE YEAR I 13.99
FOLINDATIONS WASTE 7.949
FLILL METAL PLAMET 1699
FLIN SCHOOR 2 1610 B) 11.99
FLIN SCHOOL Z tover B 11.99
Pl SCHOHOL 2 (under &) 11,99
FLISION 7949
FLITURE WARS 16,99
GAZTAS SOCCER 16,99
GHOSTBUSTERS 2 16.949
GHOULS NGHOSTS 16,99
GOHDEM SHOE * 16.99
GRAND MATICMNAL * 13.99
CRAVITY * 16,99
GRIMBLOOD 4,5
GLIMSHEP 14.99
HARD [DHRIVIN 13.99
HILLSFAR 16,599
HOLLYWOROD POKER 4,99
HOUMDS OF SHADOW 16,99
HUMNTER KILLER 4,99
IMPERILIM * 1699
IMPOISSAMOILE = 11.99
INDY POMES ACTION 13,99
INDY JOMES ADVENTURE 16,99
1N JOMES HINT BOCOK 5.99
INTERPHASE 11,99
RO LORD 16.99
T CAME FROM DESERT (1 MEG)H 19.99
IT CAME FROM DESERT DATA 9,99
INAMHOE * 1699
JACK MICHLALIS GOLF 15.99
JOF BLADE 1 OR 2 4,99
¥ OUEST 1, 2, 30R 4 HINT BOOK 699
KENMEDY APPROACH 14,99
KICK OFF 11.99
KICK CFF X-TRA TIME 7.99

$513 1B).
rders over £5.00. Less than £5.00 and Europe

vailable Mail Order only.

KD GLOVES ® 16.99
KIND WIORDS 2 14.99
KIMGS QUIEST 4 * 1199
KiteCs QQUEST TRIFLE 26,99
KMIGHTS OF THE CRYSTALLION * 21 99
LASER SQUAD 1299
LEADERBOARD BIRDHE 16.99
LEISLIRE 5. LARRY 1 DR 2 HINTS 699
LEISLIRE SUIT HARRY 14699
LEISLIRE SUINT LARRY 2 26,99
LICEMCE TOHEIRL 12.99
LIGHTRORCE 16.99
LITTLE COMPLITER PEQOFLE 4.99
LIVERPOCH. * 1399
LOMBARD RAC RALLY 14.99
LOOM = 16.99
LEXST PATROL * 16.99
MACNLIM 4 16494
MANHUNTER IN NEW YORK 21.99
MANHUNTER K.Y, HINT BOORK 5,99
MANIAL MANSION 16.99
MARBLE MADMNESS 799
MICROPROSE SCCCER 14,99
MUSIC X 149 99
WEW TEALAMND STORY 16.99
MIGHTBREED * 16.99
MMM SPIRIT * 16,99
M)A WARRICHRS 139
MITRCY BOROIST 499
RORTH AND SOUTH 16.99
OPERATION THLNDHERBOLT 16.99
OPERATION WOLF 14.949
QUTRLUMN T
COVERLAMDER 13,949
P47 15,99
PAPERBOYY 12.99
PIPEMAMNIA * VE,
PLAYER MAMAGER 12.99
POLICE QUEST 16.99
POLICE QUEST X * 19.99

POLICE QUEST HIMT BOOK .99
POOL 4,99
POPULOUS 16,99
POPULDLS PROMISED LANDS 7.59
POWERDRIFT 16.99
POWERDROME 16,99
PRECHOLIS METAL 15,99
PR TEMMIS TOUR 16.99
RAIMBOW ISLANDS 16.99
RAMPACE 7.9
RESCLUTION 100 * 16,59
ROOK DANGERDLS 15.99
ROBOCF 15.99
ROCK STAR MY HAMSTER 4.99
ROLLING THUMNDER 789
RN THE GALINTLET 15,99
RVF HOMDA 14.99
SHADOW OF THE BEAST 12.99
SHINCBI 12:99
SHOOT EM LIP COM KIT 19,99
SACHESHOW 16.99
SIDEWINDER 1 OR 2 4.99
SILENT SERVICE 14.99
SILKWORR 12.99
SiW CITY 19,59
S A TE O DIE * 1659
SPACE ACE 16.99
SPACE HARRIER 2 13,99
SPACE QUEST 1, 20R I HINT BOOK 6949
SPACE (JUEST 3 16,59
5Py v 5Py 1, J0R 3 7.99
SPY WHO LOVED ME 13.99
STAR TREK W * 1699
STAR WARS TRILOGY 16,09
STARGLIDER 1 14.99
STEVE DAVIS WORLD SNOOKER 1299
STREET FIGHTER 1.9
STRIDER 16.99
STUMNT CAR RACER 15.99
SLIPER CARS 13,99
SLUPER WO DERBLYY 6.5
TALESPIN * 1790
TEST CIRIVE 2 CALIFORMIA CHALL 9.99
TEST DRIVE 2 MUSCLE CARS 9 949
TEST DRIVE 2 SUPER CARS 9,99
TEST DRIVE 2 THE DILFEL 1699
THE CYCLES 16,99
THEME PARK MYSTERY * 16.99
TiME 19,949
TOOBIMN 13,99
TOWER OF BABEL 1699
TRACKESUIT MANAGER 11.99
TRAID WOL 3 ° 19.99
TURBD QUTRLUIMN 1699
TV SPORTS BASKETBALL 1999
TV SPORTS FOOTBALL 17.99
TWiN WORLD 16,99
TYPHOOMN THOMPSOM 13.94
LiniS 14,59
IS 2 ¢ 15.99
LIMREAL * 16.99
LINTOUCHABLES 16,99
VINDICATORS (Domark 9.99
WAYNE GRETZKY HOCKEY 14,99
WILD STREETS 16.99
WINGS * 19.99
WINGS OF FLIRY * 13.99
WORLD CLASS LEADERBOARD 799
WORLD CUP SOCCER 90 * 16,99
NEMOMDRPH 16.99
KENON 2 MEGABLAST 15.99
LOMARI 1699




grandfather's uncle's sister’
: 5
Ce removed's brother's grand-

- ster's great great
friend. canl still enter the g grﬂ?? grﬂndhthﬂrls brﬂthﬂrls
UFF T“E MAP Scott Leach, Hull HU7 ZZAP! competitions?
Dear Lloyd ting your brill mag. | have

Labraaimn B0 i 56 and already | think it's Na!
n buying ZZAP!! since Issue : 1 o iy
?:éyn?:::t waﬁd!&?ﬁully colourful hmag] ever written and is mu
hose other mags (ahem). . .
bﬂrflter t?: I:I'ute important part (well | think so): after !'eadmgdw_.r::é
reuig: of Turbo Out Run | decided tuhbH 'La‘::ig:?tghgf:n o
- i isfi ithit, I re
i being totally satisfied with it,
ﬂ'f;: :r:£2:= he sgys, « __eventhe mapatthe end of your game

; sk . . !
|s g.zgl'alr;;r Lr;uwhere in my game does it show you the map

Please could you tell me where iF iff?
A devoted ZZAP! fan, Penvale, London. AR
F‘S '.A_n}'-un-e out there with a solution to Batman:

: : nd
Crusader part 17 | can only get 25% and I'm stuck, please se

‘em In.

PARDON?!

Mrs M Clare, Flat 1, Regent Court,
LS29 9EA

Regent Road, likley, W Yorks

well, thanks Mrs Clare
i I
wed the blood-smeared envelope:!

~nraathira ? O
Erm . .. did you want to say something Oh

for a very interesting address
LM

] ; v Iy
i . disk version which was the on
Rob H was referring to t:eﬂ f;eview. e s g oot

version we had at the tim o e e
s at the very €
tions, the map screen only appear e ol
i d Crusader listings
version. dAf'l :{s’;u?iﬁc:}:: the complete solution for part nn?j; A FEw SUGGESTIGNS
:f;: f Fﬂr t;afh versions, and the solution for part two appear Dear Lioyd

P ack issues are available through mail I thought | must write in, | have made some suggestions to
the following issue. Bac improve ZZAP!. I'm not the first but | thought this would help.
or ‘:“E“ 1. Could you bring conversion factor back? | really liked it — you
LM could write it smaller.

2. Have a bronze medal for games with 85%-B9%7
3. Do some low-rated games, three on a page? — it would save
space.
4. Could you have more ZZAP! Mega tapes?
5. Write release dates by their prices?
6. Could Robin write down which pokes are for the 64 or Amiga?
7. When are you reviewing Hard Drivin’ for the 647
8. | think ZZAP! is the best mag for the C64.
Can you print these for my friends please:
lan C loves Laura M
John F loves Debbie R
Steven M loves Susan P
Choff loves Anne Marie L
Paddy A loves Tanya C
Thanks
James Chan, Liverpool L4 4EH

Thanks for your letter, James.

1. The reviewers feel that the conversion rating often detracted
from the overall score that a game received. Anyway, the close-
ness of a coin-op conversion is always mentioned in at least one
of the comments.

2. But surely if we took this procedure to its logical conclusion
we'd end up giving anything over 20% a tin medal!

d. Half a page per game is felt to be the minimum space needed
for a comprehensive review.

4. Just look on the cover of this Issue!

5. Nearly all games reviewed will be available by the time the
magazine hits the streets. 6. Robin says he’'ll put little ‘64" and
‘amiga’ logos (like the ones on reviews) on each tip.

7. When it's finished - the programmers are still working on it.

Dear Lioyd i
| just saw the movie: Sex, Lies, and Videotape, when will it be con-
| verted to a computer game?
| Gandaif!, Denmark I'm afraid | must leave you now. I'm helring Phil and
Robin to dig a tunnel under the Satanic film planning

Mmm ... it would make an “interesting ' tie-in. Unfortunately as far room —it's hell down there. Now where did | put that

as we know, no software house seems to have grabbed the licence plastic teaspoon; | can’t dig with my hands!

yel. Maybe Ocean's Gary Bracey, who's appeared in US film mag Anyway, keep sending those letters to Prisoner
‘Premiere’ talking about the relatively sophisticated morality of The Lloyd Mangram, ZZAP! Rrap, PO Box 10, Ludiow,
Lost Patrol, might like to give it a try? Shropshire SY8 1DB — maybe | can build a glider out
LM

of the paper.
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CAN YOU HANDLEIT?..

ATION EVER!

DOUBLE DRAGON

y “SKilful programming
has taken the superb
graphics and addictive
game play of the
§| monster arcade hit and
= §! faithfully reproduced it

“ on the home computer.”

BATMANTHE CAPED CRUSADER
“Believe me this is
brilliant, a finely-honed !
arcade adventure which
is the best comic licence
ever —you'd be batty to
miss it.” CRASH SMASH.

TM & © DC COMICS INC. 1988.
ALL RIGHTS RESERVED.

OPERATION WOLF a= R-TYPE
“What more could la “Here at S.U. we think
anyone ask forina : it's about as close to
shoot-em-up. an ultimate space
Operation Wolf, simply blast as anyone will
is The Business.” ever get. Fab.”
CRASH SMASH. SINCLAIR USER.
¢ TAITO CORP 1988, i < IREM CORP 1987.
. ' SPECTRUM- AMSTRAD
l‘ | a:e an Software Limited LOMMODORE
b Central § L:E_-@ Manchester - M2 5NS CASSETTE £14.99
elephone: 061 832 6633 ALSO AVAILABLE ON

Bilelex: 669977 OCEANS G
i Fax: 061 B34 0650

COM MODORE DISK £17.9




and

around. Games

classics. While

Speccy.

were reviewed,
previewed.

inding
March in
March
vWas sur-
prisingly
challeng-
ing: zoom-
ing
around
East Anglia in a Peugeot 205
revealed more mazes than
Parallax. But once there I was
soon being ushered into the
‘legendary’ Griffin hotel for a
scrumptious meal, with
prime steaks allround. Aswe
| waited for our starters Jon
spilled the beans on their his-
Ltﬂw.

‘Sensi Software officially
started up four years ago, but

SENSBLE CHAT
PART 1

Despite their typically modest name,
Sensible Software have
recognized as one of the most original
successful programming teams

MicroProse Soccer, and Parallax are C64

Construction Kit (SEUCK) is one of the
few game designers to work well, and
the only one to work brilliantly. Sensi
(as they're known to their friends) are to
the C64, what Ultimate used to be to the

long been

such as Wizball,

The Shoot-'em-up

Robin Hogg undertook the five hour
haul to the hamlet of March in East
Anglia, to have an expenses-paid five
course meal with
(graphic genius) and ‘cuddly’ Chris
Yates (programming prodigy). Between
burps and slurps their glittering careers

‘jovial’ Jon Hare

and the

future

before that in 1985, Chris
worked on the Speccy con-
version of the CB4 oldie Gan-
dalf. It was jokingly titled
Sodov the Sorceror [work it
out| and the name alone
assured the game's moment
of success before disappear-
ing into obscurity. Chris did
most of the graphics and I
helped him out while work-
ing on a college coutse doing
nothing — the usuall,’ *

'I kmew Jon from the fifth
year of school,’ interrupted
Chris. 'We formed a band
with two other people —
‘band'in the gravest sense of
the word! I played rhythm
guitar brilliantly [of course]
and Jon sang —unfortunately

38 M AP MAY 1990

sales of Wizbail.

—and played lead guitar. We
were playing "70s freaky rock
music but a bit more enjoy-
able, sort of like Pink Floyd.
The band was Touchstone
and we played around the
Essex area, but distance
forced usto splitupa abouta
Year ago.

' After work on Sodov Sensi
did a stint for System 3, doing
a few graphic screens for
International Karate
although Archer Maclean
redid them so it was a waste
of time. At the time we ware
working through middle
men, LC Software, one of
whom was to become a
woman! It's weird but a few
years ago we found out that
the boss had had a sex
change! He was Mike before
and now he's a Patricial He
could have been called
Michaela or something! Very
walrd!’

The bit-part work con-
tinued with static screens for
Spectrum Skyfox, the forgett-
able Flyerfox, and Lone Wolf
In The Ice Halls of Terror—
‘part two of the Lone Wolf
saries which never came out’.
They also did Twister (no,
nothing to with the very silly
'board’' game for contor-
tionists but the notorious
Twister: Mother of Harlots
promoted by lingerie-clad
dancing girls!). ‘We wrote
and developed the program,

A Chris and Jon contemplate lost royaities on all those Nintendo

did everything in fact and
then Mark Cale put his name
toit, although he actually just
sorted out the deal for us,’
Jon commented.

‘“Years back Mark had the
storyboard for The Last
Ninja,' said Chris, 'he asked
Jontodosome staticscreens
and graphics for it.’

‘But I didn't do anything!’
Jon concluded, raising
interesting questions about
what might have been if
Ninja had been a Sensi prod-
uct.

Eventually Jon and Chris
heard about a government
small business scheme and
officially set up Sensible Soft-
ware in 1986. ‘We thought
that at least rather than get
ripped off by middle men
we'd get ripped off a bit less
in our own company!’
remarked Chris. They'd also
suffered with some awlkward
software houses. ‘'We dida
conversion of Runestone in
two weeks, didn't get any
money forit though —Firebird
said it was too slow. It's
funny but it was their loader
that slowed it downl| They
tried to change it but it didn't
work and never got pub-
lished in the end|’

(Galax-i-birds was the first
Sensible Software Inc. game,
a unigque reworking of Gala-
xians with such comic bad-
dies as dodos, budgies, old




for us, and we don't want to
beleft behind [in the advance
of software and hardware
technology]. We'd have to
sea.’

Their next game was aven
more amazing, the Sensi
pigce de résistance — the
utterly brilliant Wizball,
which took about nine
months to develop. What
made them write it?

‘Oh man!!’ responded
Chris. 'Er, well, we wanted a
good game with all the best
elements of our favourite
arcade games. We played
Dropzone for four months
solid, the Nemesis and Sala-
mander coin-ops as well. We
kept going into the arcades
and seeing more.and more
games. Wizball took nine
months, a pregnancy! The
same time to spawn a
gamel!’

Luckily for the C64 gaming
world Wizball was no phan-
tom pregnancy and became
the cover game for July '87
with a Sizzler to boot, even
though it reached the now
Gold Medal status of 96%.

I blatantly enquired how
much they made for Wizball?
‘£1.501" came the less than
gsarious reply! Were they still
receiving royalties?

‘I wish we were!' both
cried in unison! The news
that Wizball was being con-
verted to the Nintendo NES
brought a dark cloud of disap-
pointment and frustration
over the proceedings — the
thought of millions of sales
flashed hefore them and and
not a yen coming their way.

Obviously they hadn't
realised it was going to be
such a massive hit?

'After Parallax we took
Wizball to Ocean and signed
up with them. They more or
less said that they weren't
planning for any other format
releases and they doubted it
was going to sell that wall.
That's one reason I guess
why Ocean are as big as they
are, they're very shrewd with
a better business sense than

IK+ characters, and even a
few balls from Bounder.
Galax-i-birds was eventually
released by Firebhird in
August 'B6. In the ZZAP!
review Julian Rignall said,
‘To be honest, this game is a
load of rubbish, but it's enjoy-
ablerubbish . . . graphics are
poor, sound is awful, but I
love it!

Amazingly Sensi jumped
straight from this jokey
budget game to Parallax, the
astonishingly well program-
med Sizzler which eventually
appeared on ZZAP| 46's
megatape. Asked about the
inspiration for the game,
Chris said, 'We both saw a
coin-op with parallax scrol-
ling, which I can't remember
the name of. When we took
Parallax to Ocean they took
one look and signed usup. Six
months of toil was rewarded
with its release in October of
|a$ ¥ ¢

And what of the planned
sequel?

‘We had always planned to
do sequals to all our games.
Before, it was just a matter of
finding the time but now I
can't sea it happening, we're
going to move onto other
things."*

But if, for example, Ocean
paid them lots of money to do
Parallax 2, would they?

‘Well, money isn't every-
thing! Nine months is a long

¥ Jon dreams up his naxt game
with a hookahl

"y

time to be tied up in any game

A The fruits of success — Chris's beloved Lotus Esprit.

us! We certainly didn’t know
how successfiil it would be,
wa just wrote a game that we
thought was good; one that
we'd want to play ourselves. '

Their next project would
allow thousands of other
people to do something simi-
lar: The Shoot-'Em-Up Con-
struction Kit for Palace,
released in Decembear '87.
'SEUCK started off as a series
of graphic code utilities writ-
ten by Chris, which was
expanded into a construction
kit.'

After two hits for Ocean
why did they go to Palace?
Thea monay?

‘No, actually we knew
Matthew Timms there, a
good friend of ours who's
now at Domark. Also Palace
are a very honest company,
one of the most reliable
around.

‘SEUCKwas turned around
in six months which was
pretty intensive for us with
quite a lot of work crammed
in.' But it paid off with a Gold
Medal, if ultimately norating!

What of a horizontal scrol-
ler version of SEUCK a la
Namesis, complete with
‘multiple’ weapons and all
that? A SEUCK 2 perhaps?

‘Idon't know, maybe. If we
did one it would be a lot more
flexible with a lot of the bor-
ing bhits taken out, put in lots
of graphic libraries, in fact it
would be totally rewritten.'
As it happens Palace are cer-
tainly interested in a sequel,
but nothing is settled as yet
with any release date atleast
a year away.

And what did Sensi Soft
think of Amiga SEUCK?

'I was slightly disap-
pointed by it," admitted
Chris, 'The scrolling was a lit-
tle on the slow side but we'll
definitely improve on it a lot
with SEUCK 21’

With SEUCK under their
belt, the rovalties started to
flood in and Jon splashed out
on a BMW 5354, while Chris
succumbed to the classic
programmer temptation and
got a Lotus, fellowed by a
Porsche and — currently —a

ZZAP! MAY 1990 Il 3 9 8

very sporty red Lotus Esprit.
Incidentally the Porsche was
sold to Martin Galway, the
nephew of the famous
flautist and a first-class free-
lance musician who was
briefly a part of Sensi.

The offbeat blast-'em
budget game Oh No! pro-
vided light relief after the
rigours of SEUCK. This was
their only 'B8 release as the
company began to work with
Origin, the US RPG special-
ists who recently won a Gold
Medal for Space Rogue. Sansi
embarked on a massive RPG
adventure titled Touchstone
(remember the band?). '‘For
two years we had been work-
ing on the gameplay and
story for Touchstone, a tradi-
tional storyline fantasy RPG
but with a twist in it. It
became so big and very intri-
cate. We originally wanted
the player to be able to
approach the game through
one of the many plots and
sub-plots.

'Origin decided that the
American market [that it was
primarily aimed at] was
changing towards the Nin-
tendo consoles. There was no
deadline as such but admit-
tadly we weren't making
much progress. Origin are
good to work with and it was
an amicable decision to stop
the project in November of
last year. The project is now
dead but we still hold the
copyright and we'd dearly
lovetosesit come tolife. Tha
good thing about itis thatit's
adaptable. As we've worked
on the story for eighteen
months, and the gameplay
for six months, it can be a text
adventure, a Cinemaware-
style game, even an arcade
adventure, whatever—a
game to suit the client.' As
yet thera's no word on any
interested software house.
Fingers crossed though.

Thankfully their next pro-
ject suffered no such delays.
Andinearly '89 Jon and Chris
rocketed to the top of the 64
programmers league with
Sensi-Soccer, otharwisa
known as the classic Micro-




Prose Soccer. After the likes
of Wizball why a Soccer
game?

'To tell the truth, there
were no good football games
around. We'd seen Match
Day 2 and that was alright
but we wanted to do a game
that we could play, a fun
game. It took five months to
write, not long but it took a
long time to get the chegques
through for it! Writs were
involved to get the money out
of MicroProse and with the
departure of a certain per=on
[no names!| from the com-
pany wa finally received a
large cheque. It was very
frustrating as we had a lot of
bills." Why did they goto
MicroProse, the war sim
specialists?

‘Well, there was no prob-
lam getting people to see the
game, we adverticed inallthe
MAJS a8 you may remember
and got loads of phone calls.'

MicroProsa obviously
offered the best deal, and sur-
prisingly Ocean weren't all
that interested enquiring
through a third party but not
pursuing the game any
further; obviously they
thought two football games
would have been too much.
But as it turned out, even a
year on MicroProse Soccer is
still by far and away the best
C64 footie game, beating all
he new licence-based
eleases into the ground. 'In
Hact, SELUCK wasn't the
biggest seller for us, Soccer
was. We're still getting good
royalties for it."

However, they were disap-
pointed with the 16-bit con-
versions by the Electric Pen-
cil Company (Zoids, Fourth
Protocol etc). ' Kick Off proba-
bly cost usalot of moneyasit
was released at the same
time, although the 64 version
wasapileofcrap! [Well, he's
honest!] We're not mil-
lionaires but we've made
other people millionaires|'

‘"The MicroProse Soccer
sequel is coming soon in time
for the World Cup rush but
it'snothing to do with us. For-
tunately it's now being called
World Cup Soccer or some-
thing like that instead of
MicroProse Soccer 2. Not that
there's a lot we could have
done about it if it was called
MicroProse Soccer 2|°

Their most recent releasa’
was of course Insects In
Space, my favourite game on
the superb, Sizzling Fourth
Dimension compilation from
Hewson. "We knocked up
Insects in two months ovar
Xmas ‘88, we showed it to
avery budget house under
the sun but no-one wanted to
know. Eventually Hewson

WHAT'’S

Andwhat on the Rhineland
possessed them to write
Insects?

‘It was a bit of fun! Just a
bit of a laugh! 5t Helen Bak,
stupid name!’

And the risqué sprite with
the big boobies?

‘They could have been
warts!' Errh, sure!

After lunch, in the ‘tempo-
rary' Sensible Software den
(Chris's house) I was shown
the new tennis game that the
duo have been working of for
ayear now. Planned for a mid-
vear release, Palace are cur-
rently finalising the title,
which they hope to get a big
licence for. And after that?

‘I dunno,’ Chris shrugged,
‘maybe we'll have a few
months research and
development first, wa've
already got the basic idea for
anew game ., .. "'

¥ Chris and Jon reliving some of
their great moments with
Touchstone!

cial follow-up to MicroProse Soc-
cer with one- or two-player ten-
nis action around the world.

Instead of a look-down view-
point 4 la Passing Shot with
sprites, the game employs sup-
erbly animated vector graphic
players with triangular heads,
which move surprisingly fast.
Palace's Richard Joseph has
come up with a maddeningly
catchy rendition of the Wimble-
don title music, but to know
more you'll have to wait until
next month. Rest assured it's
going to be a typically Sensible
gama in its own Sensible way!|
But in the meantime I had one
last question for Sensi; were
they going to take on the new
technology and abandon the
C64 like others have?

‘Well, funnily enough we were
going to go on about how the
C64 is dead and all that malarky
but when you think about the
sales of the C64 and the
Amiga ... Wea're going to be
continuing for some time yet
[with the C64). The Amigas are
pretty good in their own way but
the 64 is still good. When par-
ents go into the shops, they
don't look at the computers,
their hardware specifications
and all that, they justlookat the
price. '

Chir thoughts exactly, but
what of the mythical C64 con-

sole?

‘It'sa very interesting idea but
they'd have to get the price right
and of course there's the Nin-
tendo to compete with.'

What came as a surprise tome
was the fact that the Sensible
Software team don't get to play
games that much, particularly
their ownl!| *We simply don't
have the time,' came the joint
reply. Chris confessed to playing
Finball Wizard on the Amiga
(the name of the publisher
escapes us all at the time) and
also MicroStyle's Stunt Car
Racer

'Stunt Car Racer was good,
too good in fact; we had to
destroy the disk! There's some-
thing about the game that holds
the attention, even if you com-
plete the practice courses you
still want to play through the
game—infact the computer was
too good! That's what we want
to incorporate in our games, for
the computer to maks mistakes,'

A sort of Artificial Intelli-
gence?

‘¥es,' enthused Chris. 'Actu-
ally, if anybody can show a flair
for programming and game
design then come tous . .

‘Yes, come to us,' Jon inter-
rupted, "if you're young and
want to be exploited! |’

Doesn't sound all that Sensi-
bie to me, Jon!

THE SENSIBLE HITS

THAT
RACQUET?

We'll do a proper preview on the
tennis game next month, but for

took it, but it was a bit weird
as Hewson paid for the game
and it never came out [until
now|. It was planned for their
budget label [Rack-it] but
they stopped all that shortly

Game Issue Reviewed
Galax-i-birds
Parallax
Wizball

17 (Sep 1988)
18 (Oct 1986)
27 {Jul 1987)

60%
93%
6%

X ] SEUCK 32 (Dec 1987) Unrated!
fter. y
after now I can tell you it's an unoffi Oh No! 38 (Jun 1988)
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Insetis in Space
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WANTED

Zzap's wanted. I55ues 1 to 12, 29, 34 and 42.
MNeadless to say, must ba in good condition.
Writa to Tray, B Strathesk Road, Penicuik, Loi-
hian. Good prices paid. Will collect in Edin-
burgh area.

Vinsoft and Gladius - Masters of Spactrum
homegrown software require C64 program-
mars and programs. Send programa (cas-
sattep'details on them and yoursel! [+ posta

lor raturm) - Top royaities paid - to V. Vity [z.?f
LLWIlIﬂr Gr., Bara, Morscambe, Lancs. LA

New Clonemaster (Datel). Knight Tyma &
Labyrinth (games), Also solutions to Short Cir-
cult & Stormbringer, A.E. Claminaon, 8 Clifton
£t., Scarborough YO12 TSR, Phona 371604,

Mind Power seek the best artists coders
musicians to achieve naver done before ideas.

Would pm\‘arablr liwe people to be In Wirral, If
50 sand some of your work now. Amiga onby.
T. Clarka, 58 Charlotie Road, Wallasay, Mar-
seyside, Wirral L44 0DW.

Wanted Doomdarks Re & for CE4.
Plaase halp, phone now on 0463 232633 ask
lor Duncan, Mow!

FOR SALE

Commodore 64 & datacassette, L5004
worth of software including Microprose Soc-
cor, Powerdrift & Bubble Bobble, 2 joysticks,
1 joyball, resat switch, All good condition
Wioi th ower £750, will sadl for £220 owno. Phone
heall: (07) GBS 3928,

Commodore 64 software for sale. Many
litles available, prices from £1.00 sach. For
liste sand large SAE to Michas! Vainola, 5
Woodside Cottages, Highwood, Chelmsford,
Essax CM1 3AD

C-84, disk drive, datassatte, lightgun, printer,
mousae, biack and white TV, two joysticks, over
E300 worth of games and other soltware
(disks and tapes). £475 ono. Phone 051 327
6862 after 6.00pm.

Look! CB4 original tapes for sale including
Op Woll and Road Blaster. For full st send an
SAE to Mell Hewitt, 42 Kendall Road, Staple
Hill, Bristol B516 4NB, Tal: 0272 562403.

G4 computer and tape recorder, not work-
Img, suitable lor spare parts, 1764 RAM expan-
gion, tape recorder and Enhancer 2000 disk
drive. HReasonable condition. Offers, Wal-
lingborough (0833) 65475

C64 (bomad), CZM, Comp. Pro joystick, ovar
250 games, all inals, two power Supply
units. Worth ower £1000, will sall for £200 ona.
Contact Greg on 0833 623254, An offer you
can't refusa.

Oceanic OC-118 disk drive for sale. Six

manths old with ©80 worth of software and

ma?‘z. All for £99. Please phone Chris on
6} B158T after dpm. Hurry!

Codo, Oceanic disk drive, MPS801 printer,
Action Replay I:EI.I"I:I'IEI? £1000 of games, all
latesi redeases, NEOS mousa and graphics
packages, GEOQS, WP, spread sheet,
database, Pascal. £400, discount for quick
sala, Phone Robert svenings 0634 573479

For sale two linked CBM 84's plus disk drive,
prinler, modam, Sampler, mouses, cars,
ncluding Expert Final il power cart., C2N, Tur-
bocopy, Eprom board, 200 disks, manuals.
£7,000 worth, quick sale EG00! Eastbourns
(323 TeB243.

CBM 128 with tape deck, disk drive, games
on disk and tape, £300 ono. Tel Wareham
{0929) 553865 after Bpm.

Cédc, two C2Ns plus a Load-i, two joys-
ticks, many original rrta-s-ln-::lu-dlngﬁ.rmeﬂj,rla
Untouchablas, Op-Wall, Speedball, Last Ninja
Oine and Twa, Platoon, Silkwaorm, Myth, Bom-
buzal etc. Worth over £750. Only £E300. Tel:
Dersk B8 0381 (Croydon).

CB4, C2N, light pen, speech synihesiser,
Music Maker Il + keyboard, joyball, Turbo
joystick, The In Crowd, Supreme Challange,
Barbarian |+l and many other original games

worth over £400. E boxed, mint con-
diiticn, £199, Phun;ggggjr%ﬁgglﬂ'pmgm].

Oceanic disk drive, with loads of games, plus
Expert cartndge and Power cartridge with

software. Will sell for £100 ono. Ring (0228)
2BB006 after 4pm.

C64 with data recorder, disk drive, MPS 801
printer, Super Script and Super Basa, over 50
games, plus business programs and books.
Worth over £1000, bargain at £550. Phone
0786 771191 evenings.

Bargain! C&4, one year old, data cassatis,
[oystick, reset switch, £E300 worlh of software
including Batman The Mowvie, Ghouls, Turbo
Outrun, Untouchables, Thalamus Hits, plus
Zzapl mags. £180. Phone Jason quick! After
3.30pm (D9TT) BR4187T.

Atari STFM, £800 of the best games, all over
80%, Dungeon Master, Populousetc . . . Last
2 years of 5T Action, 13 months old, boxed as
new. Warth £1500, only E300. Ring for datails
(0484) TE5560.

SX-64 portable Commodore 84 complate
willh disk drive, five inch colour monitor, Turba
ROM, modem and lots of software. As new
£280. Phone Staphen on (D41) 427 0371,

Co4, C2N data recorder, 1541 disk drive,
joystick, 50+ disks of software and disk box.
Also somé orginal cassette software. Very
good condition. £200 ovno. P, Inkpin, 18 Gun-
ngs Way, Elson, Gosport, Hampahire PO12
405

Expert cartri with Rocket software +
utility disk £25. Freeze machine carl + utility
disk £20, Renegade 3 disk copier £20. Also
rrany original disk games. Send SAE for kst
very cheap. Nick 0278 39146 after Spm.,

Ca4 tape original games. Send SAE. Loads
viry cheap. Also Nimtendo console + §ix
ames, like SMB 1 + 1I, all boxed, as new, sadl
115 inc. P&P. Writa: A. Kemp, 4B Currents
Larwe, Harwich, Essex C012 30E.

CB4, disk drive, printer, datasatte, D600 soft-
ware, 150+ disks, books, magazines etc. All
boxed and in axcallant condition. Cost over
£1300, Any reasonable offer conskdered. Tede
phone James on Tamworth (0B27) 54709,

Lots of C&4 games for sabe af really wickod
prices. £1.35 - £E2.68. Latest titkes included.
Also 35" DSDD disks, guaranteed, 10 for
£8.50. E G Distributors, 34a Marina, Bexhill-
on-5ea, East Sussex THN40 1BP, Tel: 0424
130208,

Cé4 + Amiga games + damo disks for sale.
- All the latest! CBd tape from £1.50, disk from
£2, Amiga from L.50 per disk. Write for kst o
J. McCarthy, 10 Vika Blanchard, Blan-
chardstown, Dubdin 15, ireland. Write soon!

GBME4, 1541 disk drive, Disk Demon DOS,

Burst Mibbler and games. E200. Phone Phil on

(0B05) 771903 afier 5.30pm. Also Cidc,

datasatte, Sound Expander, nearly E1000 of

gmﬁm Phone Phil on (0805) 771983 after
.

CBMEdc, parlect condition, Oceanic disk
drive, Expert carirdge, Load-i cassette dack,
joystick, 100 games, 50 biank disks. E300 ona.
Comtact Richard on (0908 771845

Cé4 disk games for sale, Sublogic
ssmulators, each for £10, nol available from
computer shops! Mabulus, Chuck Yeagar's
AFT, Aed Storm Rising, Gunship, £5 each,
Ring (252 874932, ask for Paul afler Spm
axcept Mondays.

G54 for sale, mouse and cheess, [oystck,
Music Maker, 2 datasettes, £500 worth of

ames plus aboessonas, Sall for £185. Phane
28 27056

CLassiFieDs

PEN PALS

C64 penpals wanbed. All letters or dsks
answered. Write to Sara Dowling, 53 David
Streel, East Devonporl, Tasmania, 7310
Australia, S0 come on write soon!

Contacts wanbed 10 swap/sell latest ViHS vig-
2048, also to swap Amiga stuff. 100% reply. UK
onky please. Send to: Jazz TheLairula.r:lm
‘Way, Hook Morton, Oxon. OX15 5000

CB4 disk contacts wanted |0 Swip ke
stuff. Mo lamers. Also into graffiti and swappin
train pics. Send disks and lotlers to Rob, 1T
Prince Charles Close, Southwick, Brighion
BN42 4PQ, England.

contacts wanted world wids. Send
diskslists to: Teuvo Kaarfamo, Yiankofie 4,
Jarvenpaa, Finland. 100% reply o any istier

CBd disk contacts wanted world wide, Sond
letters or disks to Robert Hitzke, 32 Ralph 5t
Clantar, 4018 Q.L.D., Australia. Guaranesd
100% reply 10 every letier. Everyone walcome,
write now.

CB4 contacts wanted fo swap lates! games.
Send disks to Martyn, 38 Waun Penlan, Rhyd-

-Fro, Ponty, Swanaea SAB 388, 100% reply,
oredgners asp. Tel: (0792) BE2BG9. Writa scon
or miss out an the actionl Large collection of
disks.

Ci4 contacts wanted (disk), send list or
disks 1o Jack Sukkar, PO Baox 2431, Armman,
Jordan. 100% reply (honestl). Also Expen
V4.1R software wanied (fast).

Ci4 disk contacts wanted o swop latest
stut!, Send ksts, disks to Gaz, 24 Kilmory Gar-
dens, Carluke, Strathclyde MLE SSB. 100%
reply. 80 get writing

CBM 84 tape or disk owner would ke pen-
pals from all around the word to swop games
and damos. Write to 8 Caithmess Courl, Fun-
I::Ucri'l. Chashira, England. Enclosa list. 100%
reply.

Cé4 contacts wanted world wide tape, disk
to swap hints, tips, utilites etc, Send your st
to lan, 148 Milton Road, Yate, Brisiol BS17
SET. Mo lamaers!ll 100% raply

Amiga contacts wanted. Write to: Jay, §
Silver Wood Gardens, Lobley Hll, Galeshosd,
Tyne & Wear NE11 0DOQ. 100% raply if you
sand disk(a) ard/or ksl

USER GROUPS

Gd/Amiga PD disks £1.50, or gat one
Troe whean you join "Crystal’ Unicom, ga
No.1 comtact system. 10004+ ITEmibers
Write:- Adam, Crystal Unicom. '

Harps Hall Road, West Walion ne 'n".l".stnac,h
Camba. PE14 7TDJ

FANZINES

FREE bumper tips section in issue 2 of
ArmigaZira, the all new Amiga fanzma, Over 20
great games reviewad, Send anly T5p and an
A4 SEAE to 20 Littleworth Hill, Hednesford,
Cannock, Staffs, WS12 SNS

MISCELLANEOUS

Always dreamed of being rich? Dream ng
more! For free information send SAE 1o Alistair
Ross, Dunstrona, Strang, Dunoon, Argyll.

Eam E100s in weeks in a totally lagal way,
Ignore all the other money making schemas,
this is the baest. Sand SAE for free info to; 5.
Hartlay, 2 Beech Craft, Walton, Walkofissd, W
Yiorks, WF2 6NY.

All codars, artists and musiclans wanted to
joén & new group on the B4. Call (D802 TE223T,
ask for Paul, Send 1o 180 Nott rm Aoad,
Hucknall, Notts, NG15 TQD. 100% reply. A3
wsoome to joinl
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Amiga demos library. Disks £2 sach, Sand
disk for k&t or buy 5 random disks for £8, Write:
T.Lake, 21 Stanley Road, Morecambe, Lancs.
LA3 1UP, We are fast! Contacts also wantad|
Bye folks.

CLassiFieDs

If you want to a PBM football game,
than SENT-OFF Is the one. £1 per game,
weakly, free monthiy mag:zm and lots mara.
£2 to join. SENT-0FF, Park House, Melhville
Grdns, Montrose DD10 8HG.

PD demos C64 disk. Send a SAE for your free
catalogue, around 20 disks on catalogue. D,
Waiton, 18 Heyshamn Park, Heysham, Lancs.
LAZ 2UD. Diske £1.70 sach and £13 for the
first lot of 10 disks,

Hay youl Sit down and shut up. Wanna make
loadsa money? No sweat. Send SAE for info
to 40 Hercies Road, Uxbridge, Middx. UB10
OMA. Don't delay, do it today

.The Games Machine Exchange Club will
swop your boring games with other membars.
Free membersip. All Commodors com-
puters. Send SAE to T.G.E. (21), 106 Ardga-
wan Aoad, London SEG 1UU.

Eam lots of mo with your computer. One
simple idea only. £2.00 cheques to M. Gibbon.
Lots of software for sale on a, C64. M,
Gibbon, 20 Seatorwille Road, itley Bay,
Tyme & Wear ME25 STR.

35 WORDS FOR ONLY £4.50

Thousands of Commodore CoOmpUler Owners Bcross the world read ZZAP every monin, The
Reader Classiieds are your low-cost opporiunity 1o reach them with a small ad, whether weant
tun“:ri;nl].mw advise. And t's simple = a one-off cost for up to 35 words for £2 50 Just fill
mn

CLASSIFIED HEADINGS

ZZAP Hﬁrﬁmm &clm’:ﬂnm open 1o lr:‘m or Comimercal sdverisers, but Fanzmnes
[r2 ) haadi E -gxpl ANTED, FOR SALE, SWAPLINE, USER
PEN PALS, ;‘Tn‘uﬁl and m:um (for Clubuser group News, Mestings of

planned avents). Howaver, be careful about ZZAP! publahing dates wih 1he last!

HOW TO PLACE YOUR SMALL AD

Cut out and sand off the form, logether with your payment of £2 50 par antry farm jc
mmm.mmmmwﬁw@fhm Photocopies of i m;ﬁ.ﬁg

The mauoamum s 35 words

Tha servica is ROt open 10 traca/commercill Bovenise's

Small ads will be pranted i ihe first avadable ssue

The aditor resarves the right 1o refuse ads which da nol comply with nommal decent practce
or whech could be interpreted as encouagng soffware Diracy

il b

rirriber f you wani thesn panted,

-
i
J
|
|
|
|
I
|
: Write your advertisement hers. one word Dar b x, and include name, address and phone
|
|
|
|
I
|
|
|
|
|
|
|

— e W W e

IF AN ADVERT
IS WRONG,
WHO PUTS
IT RIGHT?

We do

The Advertising Standards Authorily ensures
advertisements meel with the strict GCode of Advertising
Praclice. So if vou guestion an adverliser, Lhey have
Lo answer Lo us

To find out more aboul the ASA,
please wrile Lo Advertising Standards
Authority, Depl. X. Brook House

Torrington Place. London WCTE THN

This space is donated in Lhe Interests al high standards o adverilsemenis,

“Due to the recent bulk purchase
we have on offer a number of
remote controlled joystick systems
for the Commodore 64 computer”

Each system consists of Joystick with in built Transmitter,
and a Receiver that plugs into the CB4 joystick port.
No irritating leads, just total freedom to zap away from
anywhere in the room..

Only £24.99 each plus £3 P&P orders should be sent
to:- Soft Scan (ZZAP) PO Box 84, Hereford, HR4 9YU.
Telephone orders accepted on
0432 50836

VISA
R

ENSURE YOUR
REGULAR COPY
OF Z2ZAP!

Evar nushed to your local newsagent's to get the latest ZZAP! and find they've
all bean sold out? Ever felt the misaery of a complately ZZAPless month: no
reviews of the very latest games, no news of what's coming out for your 64 or
Amiga, no way of knowing whather that game in the computer shop really does
have ‘graphics so gorgeous you'll invite them out to dinner™?

With upcoming ZZAP!s coming with yet more Megatapes and plenty of Sizzl-
ing games, finding your fave monthly mag won't be easy!
S0 have you thought of asking your friendly newsagent to reserve a copy of the
most happenin' computer magazine around? Well, just fill in the form below,
hand it to your newsagent, and you need never be ZZAPlless ever again|

Please place me aregular monthly order for zZAF!l'_d;g;zTn; —ll
I R e g i '
P T M T R v L e NN L L :
TS e e e e I

............................................................................. "

To the Newsagent:
ZZAP! Magazine is published in tha middla of every month by Newstield Ltd,
1-2 King Street, Ludiow, Shropshire SYB 1AQ. Tel: 0584 875851, and distri-

| butediothe newstrade by COMAG (08954 44055). Please check with the pub-

|
]
i
I
+ lishers if you have any difficulties in obtaining supply. |
I
|
|
i

e EEEEEEEEE,,———————— &




ADVERTISEMENT

-~ SPEEDYSOFT =

I*‘~.|| |\'\\.[1L‘!\ "\I

£1.00

Percy

Fizz

Muotos

Zone Patrol

Loonev Balloons
Mad Doctor
Gryoscoy

Ceaser The Cat
Spelunker
Prodigy

Enclave

Herberts Dummy Run
Space Tunnel

Star Quake

Zenith

Java Jim

Black Hawk
Slurpy

Ore Attack

River Rescue
Realm

Code Hunter
Hocus Focus
Thunderforce
Pirate Base
SpiratesSnowmen
Sorcery

Swamp Fever
Lyto o
Gauntiet Dungeons
Rnltamundpep ’
Rainbow Dragon
Buffalo Roun Up
Pandora’s Box
Ciphoid 9

Frantic Fredd ¢

£1.50

Space Doubit
Rescue on Fractalus
Willow Pattern

COMMODORE 64 SPECIAL OFFERS

Crutlaws
Amazon YWoman
ATV Simulator
Super G-Man

£2.00

On The Tiles
Death or Glory
Last Mission
Deceptor
Ouartet

Sun Star
Hacker 11
Fsycho Soldier
Athena

Fifth Quadrant
Bounces

Scary Monsters
Montezuma's Revenge
Moetrocross
Magnetron
Kinetik

Kaos

Big Deal

£2.50

Lords of Midnight
Superman

Psi Warrior
Matchmaker
Trading Game

Mini Gaolf

Que Dex

Nqur Endmg Story

Rmfaiaw](

Kensington

£3.99

Running Man
4 Smash Hits

e Eve thin you need -
* to Imow about Girls! .

Chatting up,klssmg, < Sk
- flirting and more! .

DIHL 0898 122980

.& Voiceline production. Calls cost 25;: (cheap rate) and 38[:

(at all other times) per minute inc. VAT,

Voiceline Ltd.,

Post & Packing
Grand Total

£1.00

Chimera Bobs Full House P.0.Box 1640, London NW1 8NP,
Eﬁfﬁeﬁ”““ Blasteroids You must get your parents permission before you dial,
Mission Genocide £4.99
Fighting Warrior Go Crazy
Bosconian 87 Patrick Moore Astronomy
American Football Not A Penny More
g::'r?g‘:ﬁﬂ TV Special {3 games)
Master of the Lamps B Khcagn mlha]]
AMIGA SOFTWARE
%WCML%HERS £14.99 Sk Simul
ration Wolf ............. v ki Simulator
TeF:Em II:::-F L .. EB.99 Treasure Island Dizzy for the commOdO re 64/1 28
Pacmamia .......ccoieniinenn.. £9.99 BMX Simulator
Peter Beardsley .............. E10.99 Mitro Boost
Blasteroids .............. e g.'ﬂ ftn}ueélf?‘m i ’
TR T great games in gl mega package
IE’;EFGH shiss s nier gqfng ﬂu’:ﬂba];ﬂhiadness
antom B o ris :
Highway Hawks ............. £9.69 Cybernoid . ' ‘
pighvay Hawls ... 89 Cybemol tape: £8.99 disk: £11.99
CARRIER COMMAND .. £12.99 Joe Blade 11 |
Continental Circus ......... £12.99 War Machine
Ghouls & Ghosts . .......... £16.99 Rock u g
THUNDERBIRDS _........... £9.99  PubPool prices include p + p
Winners (4 gume-:} £19.99 Hollywood Poker
gdpnrtz Triangles ......... E!gg SD&umFit;di.lijl
t i Vi 'H; e ESL 1 i =
e Kt G L Stratagos: PUZZLE
New Zealand ‘mtcnn.r ........ £13.99 Kelly X CltﬂdEI Uf
SEND YOUR CHEQUE OR POSTAL ORDER MADE PAYABLE COI'I'LI tiﬂn: ‘ADVENTU RE
SR e ST DISRATIONAL .
S ' ) d
polihull, West Midiands, Eanzu}‘u; Castle Boy: PLATFORM
CRE D ORDE = 021 706 5
e e Starburst: ACTION
Name ik Comp Type FREE' jMO N EYl I the greatest SID and sample
ot e T e SRR g el TN T L ¥ . I'I'IIJS!-C demﬂ on thE Cﬁq.lf"]zg
Visa/Accens/Mastarcard /Erocard Cheques, P/O's payable to:
CndNu[_[Ll[fl]II|I|I!|]Expiryﬂale; D_ _t ' D _t
T Prce igital Dynamite
1
: —|||| Mail Order Dept. ZAP 1 , 54 Watermill Road,
3 "
; Fraserburgh, Grampian, AB4 5R)
5
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BUDGET

THE BUDGET BIT!

getting promotion in the League and
winnin? the FA Cup. There are the
usual footy management features
like picking your players for the
match, buying and selling players,
and managing the club's finances.
Presentation is basic with no

)
a
8
)
i
8
@
‘ -
a

was released well baf-::ra ZZAP!
existed, and it was still miles better
than this. As far as I'm concemed,
this is non-league material.
OVERALL 20%

Thm is just one of three new TOOTY
es from Cult. And unfortu-
nataly it's definitely the worst, well in
the running for “turkey of the year'.
You play the striker on a football
team. Apart from looking at tables of
statistics all your options are limited

sput and can onfy 1
right, this isn't exactly a difficult
task.

However, in a match you may not
even get a single chance to A
This wouldn't be so bad if you could
see the rest of the action, but your

to asking for a transfer to another
team, doing some training, or play-
ing in & match, Both training and
playing bring up the same ridicul-
ously simple ‘arcade’ sequence.
Your little stick man player stands in
front of the opponents’ pathetically
drawn goal, and you have to stop a
direction meter in the right

view is limited to the empty oppo-
nents' goal area — all you get to see
is the clock counting duwn

The tmnsfar 15 on

tra.n
hartean'ts Any of
own taam s players can also be
put on the transfer list. However,
you'll have to accept any other
team's offer for him = not very fair.
The oddest thing about the game
is that the players don't have ratings:

of your two subshtutaﬁ
can be put on at any time. And if you
find the action tedious, you can skip
to the final result.

To scout for new players you can
‘record’ one of the other matches
taking place. However, all you get is
a very brief match report screen
showing the score and the numbers

mes, it scores
rnust for its attempts at innovation.

OVERALL 60%

GLOUER
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BUDGET

Code Masters, £2.99

PUB TRIVIA SIMULATOR

Hi Power, £2.99

ontrary to popular belief, people

don't go to pubs to meet
friends, play darts, or even get
drunk. Well at least Code Masters
don't. Their ideal pub is frequented
by greedy intellectuals whose sole
purpose is 1o win loads of money
out of the quiz machine. The punters
stick their 10ps in, answer a few
easy questions, and - just when
they are about to win a cash prize -
the machine invariably comes up
with a gem like: ‘What was the name
of the first President of San Marino’s
goldfish?’

Still, at least you can't lose any
réal money in Pub Trivia Simulator,
The only purpose of winning imagi
nary cash is to extend your credit
a really score, guestions
are all multiple choice —~use the
tick to move your hand over
the 'A', 'B', or ‘C’ button to answer
inside the time limit.

Questions: come in four
categories — Sporl, Pop Music,

Showbiz, and General Trivia—which
appear in a pyramid of question
cards. Comectly answer a card at
the bottom and you can select either
of the two cards above it. Get the
top card question right and you're
transported to the ‘money maze' -
anocther pyramid of guestions, but
this time some of them carry a cash
prize (10p!) for the correct answer.
Despite the conspicuous lack of
alcohol in the ZZAP! office, Pub
Trivia Simulator kept the whole team
interested for an afternoon of enjoy-
able trivia. As with other quiz games
the questions inevitably start
repeating after a while, but even
when they do, the multiple choice
answers arecleverly jumbled up to
make them appear different. And
there are two extra question blocks
on the tape, giving an impressive
total of 2000 qu 5 to keep any
trivia buff happy fora while.
OVERALL 76%

FAST FOOD

Code Masters, £2.99

You may remember the days
when fast food was a pleasure.
But now the food has got so fast you
have to chase it!

That arcade-adventuring egg,
Dizzy, runs around a maze packed
with grub for him to scoff. But unfor-
tunately, the monsters which patrol
the maze are also hungry and like
nothing better than raw egg -
they've obviously never met Edwina
Currie,

When all.the food has beengob-
bled, Dizzy progresses to the next
maze with even more monsters. It's
just as well there are some special
items to make things easier when
collected. These include magic

L LN N N B N1

boots to make Dizzy run faster than
an Olympic sprinter (much better
than steroids!) and various relishes
to slow, freeze, or kil the monsters,
On the later, harder levels, thered@re
also invisible hedges through which
only Dizzy can.ge:
ast Foopdis a classic example of
a cheap and cheerful game. Presen-
tation is good with cute graphics,
jolly tunes, and ten dﬂaﬁné L:htad:
iavel cartoon sequences. And whi
the action is hardly M:m&atiﬁ, t:.:
, Over
m way to spend
threequid than a trip to Y ukDonalds!
OVERALL 62%

- .
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Phweaesh! is the planet of
platforms where Phil phinally
phlipped! You see Boris, the Big
Ball of Bollardia, is trapped there
and must be guided across 124
zones of platforms and nasties,
He is armed only with a dozen or
50 bullets and must rely on his
‘amazing bouncing powers' to
survive. Sadly Boris's leaps are
pathetically small and their size
remains constant. All you can do
is move him left or right to help
time the jumps. This makes Boing

BN E N
NEN R X

-
e e e X

-
B

one of the hardest, most
imitatingly finicky games we've
ever suffered with. While the
graphics are okay, with a good
variety of whacky aliens from
Jaws to swarms of midges, and
sound is nice, playability is
appalling. A game to be
recommended only for those
wanting to escape a murder
charge by pleading absolute,
raving madness.

OVERALL 9%

|‘"ipf|
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BEYOND THE ICE PALACE

Encore, £2.99 (Rerelease)

he etemnal conflict between

good and evil continues
beyond the ice palace with dark
spirits destroying the homes of
peasants. Al;nm is obviously
required, and a ical arrow is
fired aloft by the of the
forest. Whoever finds it will have
the power to banish evil from the
kingdom.

You're the long-haired guy with

a knack for swordplay who sals
off to find the arrow, Of course,
the evil spirits are determined to
stop you and your quest is fraught
with danger... such as winged
demons, bouncing goblins,
swirling dragons, lots of platforms
and ladders plus fast-moving lifts.
By running over weapons such as
knives, swords and firebombs

can swap them for your cusrsit f 3

weapon. Pressing 'space’ calls
into action a spirit which maves
mhm baddies in a
rather way.

The game's graphics and
mwﬂql.ll[ih nice, if not
exceptional, while gameplay is
obviously inspired by Ghosis ‘N'
Goblins. This all promises a very
playable game, which is delivered
in part, flawed only by a high
diffs level. This was the main
complaint in issue 40's review
where the game eamed 78%.
Since then graphic standards
have improved, while the
toughness seems too random fo
be really enjoyable. One for the
G'N'G fan who wanisia challenge,
without too muc Binality.




AVAILABLE FOR:
SPECTRUM iiﬁﬂ?g?
COMMODORE

AMSTRAD A
£2.99 eACH ? '5,'; 4
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WONDER BOY

Encore, £2.99 (Rerelease)

ugust 1887 was when this

Sega coin-op made its C64
debut. Later to be made Super in
the sequel reviewed last ish, our
hero is here eccupied with trying
to rescuing his flanceé from the
evil king and his foul minions.
There are four horizontally
scrolling backgrounds to be
completed, each with a time limit,
plenty of baddies, lots of
platforms, and a rich crop of
bonus point fruit. To help you,
there are golden eggs which can
beseracked open to give Wonder
Boy axes to throw, a skateboard
to'Speed him up, or a fairy' which
makes him.invulnerable fora
sﬁh% of such

you'd expect a
stersotypical Japanese Mario
Bros-type game, the sprites are
all extremely cule and colourful.
They're also big although
this doesn’id h the need for

pixel-perfect jumping. There's a
nice variety of backgrounds
including a jungle, island
paradise, and ice palace. There's
also the essential cheery tune, in
this case a bit irritating, although it
can be swapped for okay sound
FX

Two players can take turns to
play, and gameplay is fun enough
o make it all worthwhile. On its
release the game eamed 52%,
with coin-op addict Julian Rignall
complaining about it being a ‘far
too easy’ conversion of a ‘not
exactly brilliant' arcade original.
But for mere mortals the game
should provide a reasonable
challenge. The four relatively
short levels certainly seem better
value at £3 than £10, Well worth a
look if you like this sort of cutesy
fame.

OVERALL 63%

| GAUNTLET 2

Klassix, £9.99 (Rerelease)

he ariginﬂ'ﬂaunﬂntm-ah
B massive phenomenon in the
areades, proving that vou can
hawe four players and fun at the

| samétime. US Gold did the

busihess and converted this
arcade smash incredibly well onto
all machines bar the Amiga. The
coin-op follow-up wasn't quite as
good a game, with little in the way
of improvements, but this dig
make it onto the Amiga.
Of course, it's all abou
monster slaying on a gral

seveargl

cousin THAT),and other dungeon
denizens.

An extremely slick conversion,
Gauntlet 2 even boasts the coin-
op's four player option (although
you need an interface to get this).
The graphics are superbly
detailed with snippets of speech
too, to add that finishing touch K
it all. Unfortunately variety is e

i, deathyirtu

et

==
i

SCORE 8888688

1488

Software Projects, £9.99

M iner Willy is back! The
superstar collier who
became a millionaire in the mines
of Surbiton — and subsequently
starred in Jet Set Willy.—has
been sent back down the pit for
Amiga owners. Once again he
must explore the goodie-packed
caverns built by a long dead.
superior civilization, To co
acavem, Willy must grab all the
objects in it before his air runs
out, Besides a tion Willy
can die from m far,
touching a robot baddie, and
hitting a poisonous object, such
as a bush or spike.

There are two versions of the
game: one is idantical to the
onginal C64 classic, while the
olher is an Amiga upgrade. In the
latter, only a small propeftion of
the cavern is shown/with the
much bigger sprites jumping
around a scrolling cavern. As

you'd expect, the graphics are
much more colourful and detsiléd.
but like a.colourized black-and-
white movie, they séam to have
188t miich of their tharm along the
way. The music is also
disappointingly. banals
Nevertheless the'ald, hair-
pulling-gut gameplay remains.
The Amiga upgrade is
significantly harder with tighter
time limits, slightly differant alien
attack patterns, and tha inability to
see the whole cavern — this
makes the CB4 version useful to
practice with. Oldsters wha raved
ovaf the'eriginal could well be
lempted by this, whila you
players could yet be enthralied —
if they're prepared to accept
mediocre graphics and the limits
of the still classic gameplay.

OVERALL 61%
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OFTWARE CITY

Unit 4, B.D.C, 21 Temple Street, Wolverhampton WV2 4AN Tel: 0902 25304
Bl Call us on: 24 Hour Credit Card Hotline 0902 25304 "V/sA

S50 e
SALE STOCK

Blastenok® oo 290 Memcenary + Second Clly ... 299
Boby's Ful Howse ., e I AR R
Domincics e 399 MinjoHomsler . - L
HFI'IEIM 279 SuestonolSpord .o 3T

T Cusslion of Spod (D) . 499
JJ-E-mﬂLaiDla e 299

SPECIAL OFFERS

DISC ONLY

COMPILATIONS

e 199 Fm Runree 1.59

.19 Stenve Dopts Snooker 1599

e 199 Toskd 169

o 199 Thiough The Trepdacr W

s 199 Thundercoly .99

- 199 e Ermpirs 159

189 X-Temningior ... .03

- 158 Yol Boor 197
.

- 158 Choods ary 5 fof a0

| THE BIZ: B-type, Operotion Wk, Cons S4.99, Disc £1199
Doubia Drogon, Batmon, The Caped
Cusocier Cam S99, DHCSI39 (roets Lo ot Wi
MEGA MDL Cpaichion Woll, Bosbarion - Thunaacate ond Ervduns Roces
2. Crogon Minja & Real Ghostoussen Cixis 8899, Disc £9.59
| GO P £ 009 GAMESETAND MATCH 2. Mafch Doy 2.
| 'WINNERS: indiara Jones Termiple of Supsaoowd, Winler Obrmpiod, Nick
| Doom, Blosteroids, Led Somn, Faido, Championship Seeinl, Trock
Thundesbiade, imp Mssion 2 and Feld, Seve Dovis Snooker b Super

Coss §7.99, Dlec 813579
100% DYMAMITE: Afestiumer, Last

Hang On. Coss §8.99, Disc £11.5%
SOCCER SQUAD, Foctbater of the

Ninjo 2 Wec Le Mons Doutle Dragon. Year, Gary Lineker's Supernior Socoer,
Coss £9.99, Diss £1399 Gy Lingder's Supsarials ond Roy of
TAIO COM-OPS: fioston, Rying Shar, 1= overs Cass §4.99, Dinc $9.99
Arkancid | ond 2. Sopfight Bubble THE STORY 50 FAR. Viol. 2 Cverlandir
Bobbie, Renagods and Legend of Hopping Maod, Space Harmer, Beyand
Kope. Coss S8.99, Disc §11.99 the ice Poloce & Live cnd Let Die
KONAMS ARCADE. Joi freck Groan 0 5099, Disc £9.9%

Boret, Yo ArKung Fu 1 B2 PingPong.  THESTORY SO FAR. Vol 4. Ghosthsien,
ikia, Jocknol Hyperspors, Nemess Aiens, ‘Wonderboy, Eidofon, Bock to
ond Shac-Ling Rood fhe Futuee & Guoret

Coms §8.99, Dise £11.99

Coss £4.99. Disc £9.99

COM-0OF HITS. Cutrun, Rood Biosters,
S Hunter, Thunderblacks & Bioni:

ard  Commondo Coss 8999, Dbc £13.99
S0 Com $659, Disc 51159 GUANTS. Rolfing Thinder, Sourfiat 2.
WE ARE THE CHAMPIONS. 720, Qusrun, Calfomia Gomes.
| Renegode, Rompoge | K + & Coss §9.99. Disc £1359
| Berpanan Coss S99, Disc £11.99 FRAMEK BRUNCYS BIG BOIX. Fronk Brunc's |
INCROWD. Kamow, Gryaor Borborion.  Boning, Batty, Commando, Bomibiock, !
[ CraryCors Pedaton CombatSchool,  Scooby Doo, Bofeshins, Saboteur, '
Pigtoon ond Torget Renegads, 1942, hoshs and Gobiing & Areo, |
Coss S7.99, Disc £11.99 Com §£5.50
| SPECTACULAR. Pefer Beacrdskey's inf Dymcrrite Dar, Alens, Eogles Nedhand |
I Foolool, Socoer Supnemo, Footol Couldron 2.
Peter Shikon's Handoal Maradona

B I e et e it st e e S
| PORICO0R............. TEL. 1
MNormeof gome COMmpule WO
Dosiage
TCTAL

ORDER FORM AND INFORMATION
Al ordiers seni FRST CLABS subject o ovaliobily, Just il in the coupon ond send
Toe- SOFTWIARE CITY. Ui &, BDC 21 Termple 5t Woherhampion W2 day. -

COROER FORM (Block Copitals)

Em'm

POSTAGE RATES — Orden undiar £5.00 ood 50p post B pocking. EEC Couniies odd
£1 per bem, non EEC Counlries 0dd £2 per e, Ovenacs odd £1.50 per fem
Pu;mm-m.n Cheques payobie o Softwans Ciy

l i l S SRR

| Sonatue ... EURCREAN ORDERS .
MAEERCARD: |
| Db RCCARD ACCITED .
|

AP Y




KONIX MEGABLASTER ;

teel shaft for complete reliablity. Dual
) Ci
rnmmufwmwuphrhmdm-
Heavy duty leof switches and rubber

1095

EUROMAX ELITE STANDARD

Short travel microswifich octlon in
ergonomic and highly durable design.
OFFER £7.95

EURDMAX ELITE GRIF
Same as Elfe Standard, but with new

@ ornic £
OFFER iIﬂ.?gnp

EURDMAX PROFESSIONAL STANDARD
High durabiitty. rapid re and
ulfro sensitive movemsnt

OFFER £15.98

KONIX NAVIGATOR
Brand new
handheld

oﬁ £14.99

swmnmwmmﬁ bt
CIFFH!!&H s

EURCMAX PROFESSIONAL AUTOFIRE
“| Same as Professional Standard, but
with Autofire,
OFFER £18.95

DYNAMICS COMPETITION PRO 5000
{CLEAR)

same as PRO 5000 NORMAL, but with
see-thiu body,

OFFER £14.00

DYNAMICS COMPETITION PRO EXTRA
Fagtures Ropld Fire, unilgue siow
maotion and see-thru body.

OFFER £15.00

;OWE“.I!‘PMY CRUISER STREAMLINE ALL

With dual lesad for Spectrum
48K/ 1 20K/ Plus/Pius2 /Plusd.
IDFFH 12.99

SM i WERPLAY CRUISER CLEAR Amﬁfjl‘l

Gmlil‘.ﬂ

CASTLE MASTER TV SPORTS FOOTBALL ;;
(incentive/Domark) (Cinemaware/Mirrorsoft)
Amiga - Amiga
£15.99 £23.99
SA V%E%‘d.ao.' SAVECEEE.OO'
£7.99/£11.99 £.‘15.99 disk only) i
SAVE £2.00/£3.00! £4.00!
b

Lo A

NINJA SPIRIT

TURRICAN ey

RRaMo ree) £7.99/£11.99
£7.99/£11.99 SAVE £2.00/£3.00!
SAVE £2.00/£3.00! P
e = a

HAMMERFIST

(Vivid Imum?nﬂﬂslnn}
'INFESTATION £19.99
(Psygnosis) i i
£19.95 £7.99/£11.99
SAVE £5.00! SAVE £2.00/£3.00!
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Reviewad: Batman: The Mowe, Incy: The
Action Game, Confinental Circus,
Vigilante, Frepower, Stor Trek: Tha
PFromethean Prophacy, Cosmic Pirate

rtarview with Pow Drift programimer

Zhrls Butierl R

mﬂ\'ﬂﬂurm Test Fﬂghf Falcon vs
=16 Combat Pliot Reviewed: First

No 53 Sep | 49 itriks, Thunderbiids, Tusker, Skate Boll,
Frash from the Ocean - Ocean in high  ‘eam Sports, Shinobl, APE, Xybots,
Eﬂ”ﬂ Xmas relecse period! !.m hil, Pup-rbar Jack The Nipper,
-wluwnd The Naw Iadmd Story, oblins, Masten of the
- m% Innar nhfm Mcu- on Froctalus, Mr. Hell
2 o Huﬂm@fa‘nd Prix Chcult, Xenon 2. Buffalo BIl's Wild West Rodes
T & Ch Show, Omnl-Fiay Basketboll, Stridar,
o Demon’s Winter, Curse of the Azurs Sleaping God: Lie
- Bonds. Breach, Fre Brigads, Lasar
Squod, Indiana Jones, Licence to Kil,  No 55 Nov 1989
The Running Man, Red Heat, Kult. Tom  pedal fo the metall — an inferview with
& Jeiry, A Garfleld Winter's Tall, Turbo Out ffun Probe
§ Flandish Freddy's Big Tﬂr:lrﬂf Fun, Softwarne! Phil's joyshck round-upl Froe
ia . Phobila, Dominator
3 No 54 Oct 1089 Tusker poster!
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GET ONE
FREE!!

4 es! It's as simple as that!
You buy any three £2.93
games through
[ZUPERSTORE! and we'll
qive an extra £2.99 title of
your choice completely
FREE!!

SIM CITY STIR CRAZY

C64 disk SAVE £7.00! FEATURING BOBO
NOW ONLY £12.99 C64 SAVE up to £5.00!
Amiga £18.99 £6.99 cass/£9.99 disk

Amiga £12.99

TINTIN 3

C64 SAVE up to £5.00!

£6.99 cass/£9.99 disk
Amiga £12.99

PURPLE SATURN DAY
C64 SAVE up to £5.00! T e
£6.99 cass/£9.99 disk | ¥ :
Amiga £12.99 =~

a

ZZAP! MAIL ORDER

ADDRESS

PHONE No

Method of payment (please tick)
Access _] Visa ] Chequel_] Postal Order [_]

Make cheques and postal orders payable to ZZAP! Ltd. Send this form to
ZZUPERSTORE, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB.




HINTZ N’ TIPS HE 35
¥ NeO M' 39EdmundsRoad, Cranwell Village, Sleaford,
C Lincs. NG34 BEL Phone 0400 62046
Beat that Impossible Game AMIGA ke SN S
- APB, 15.99 9,95 7.49
ALTERED BEAST 19,99 11.99 7.99
Cheats for both Amiga and AETRUnS 1999
BEVERLEY HILLS COP 19,99 11.99 7.99
C64 Computer Games el > 2o S T
CYBERBALI : 15.99 1199 7.9
x DAILY DOUBLE HORSE RACING 15,99 11.99 7.99
AMIGA: 0836 404148 DOUBLE DRAGON 2 15.99 11.99 7.99
s DR DOOMS REVENGE 19.99 1199 7.99
C64: 0836 403868 DRAKKHEN 2399
F29RETALL CI-I-E]HR‘:-LK e 1999
- SAZZA'SSUPER SOCCE 19.99 11.99 7.99
Calls: 251} PEr min off peak GHOSTBUSTERS 2 19 99 11.99 7.99
e i Ejiéci%ﬁxc;mﬁm 19,99 11.99 7.99
F 5 .
38p per min all other times KICKQPE s s o
MYTH 11.99 7.99
OF THUNDERBOLT 19.99 11,99 7.99
P47 THUNDERBOLT 19,59 11.99 7.99
RAINBOW ISLAND 19,99 11.99 7.95
Eﬂgj{gﬁmyﬂ!ﬁmt; 19.99 15.00 11.95
! RADE 10,40 /.99
AT LAST! ROCKNROLL 15.99 11.99 7.99
SCAPEGHOST 15.99 11.99
COMMODORE I/C SPARES | || 550 o ww  Hn 3
s ¢
AT DISCOUNT PRICES SPACEHARRIER? oo i -l
For C64, C16, +4, C128 and Amiga STRIDER | OLES 15.99 1199 73
CIA 6526 £1299  ROM 001227-03 £8.99 e 19.99 e i
MPU 6510 £9.99 ROM 901225-01 £7.99 THE CLAMP 15.99 11.99 799
PLA 906114-01 £9.99 SOUND 6581 £16.99 _}':-cjglh:[r;{rnurmﬁLEb 19.99 11.99 7.99
ROM 901226-01 £12.99  RAM 4164 E£2.99 JBIN 15.93 1.9 7.99
: TREAS. ISLAND DIZ. ] )
Cod4 USER PORT RE-SET SWITCHES £5.99 ULﬁqu,nll]'i’r"ﬂLngz |‘=1,l?'ua 11,99 };:x
MICRO MATE REPAIRARLE Co4 POWER SUPFLY UNITS, SUPERB QUALITY WEIRD DREAMS 1.6 11.49 7.9
WERE £29.99 NOW £24.99 P NALIEE o B g
{a e 1 ; Iﬁ'. .{- S T A N.L e Other titles also available. Please write or ring for lists stating which format
All prices include post & packing, handling and V AT—send your faulty computer required. If you can’t see what please ring, we're here to help 7 days a week
and P.5.U. for estimate and repair from £9.99 + parts + carriage + VAT Prices include postage and Pﬂciing for L‘gﬁ. For EEC Fiease?add E% per item.
SEND CHEQUE/P.O. ACCESS/VISA CARDS WELCOME Rest of the world please add £2. New releases sent on day of release. Stock
items sent same day,
ELECTRONIG SEHVICES Please make cheques payable to SUNCOMP. We also supply computers,
5 e j : . joysticks and other peripherals. Flease ring for our very reasonable rates,
176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL, FYS 3NE Suncomp is mail order only.
Tel. (0253) 822708 3

] I rNC 2

A\ CONMODORE 54 REPAIRS AND SPARES

":I::‘E;.;PHDNE
866555
A ocas7 s67761 |If

OR BRINGITINTO S FOR WHILE-YOU-WATT REPAIRS- AROUND ONE HOUR

BN | 0457 869499

Prnopiaien :

et L

i

ey
S R R e e
T

e

“i2 |FED UP OF WAITING WEEKS FOR YOUR COMPUTER I gfie -

TO ARRIVE?

MON - SAT 105

== _NEED YOUR COMPUTER REPAIRED FAST2.

_ :

THEN WAIT NO LONGER-The VidecVault have been servicing C64
since 1962, we are the no. 1 Commodore Service Centre servicing
1000°s of machines each week.

WE DON'T JUST REPAIR YOUR COMMODORE 64-we check loading,
sound, memory, colour, In fact fully overhaul your computer for
only £40.00-which includes all parts, labour , VAT and return
postage + packing - NO HIDDEN EXTRAS. Your Commodore 64 2
computer will be repaired to give you years of troublefree s |
Enjoyment, (please note power supply units are not repairable :

-4 Eﬁmd need to be replaced. These are available from us at L
- COMMODORE
I we find The compurer s
GANVICPOWER | | g e
SUPFLT UN" will be a handiing charge of £10.000
|

Units EDITION HOT OFF THE PRESS
oniy E35.00

+E235 p+p

Send your computer now to-
4, VideoVault Ltd, Old Kingsmoor School,

Railway Street, Hadfield, Cheshire SK14 8AA
CATALS :{Eé Telephone: 0457 866555/867761/869499 Head Office & Credit Card orders, queries.

OB 3 'Emhr% Manchester 061-236 0376 while you wait repairs & spares centre only.
. ol

hew bigger catalogue now avaliable
containing over 3,000 tems including software
for 3l computers, joysticks, spare parts
business software, books, phus many more
Justsend 3x 15t class Stamps for your free copy
Ower 75 pages full of top quality products
delrvered to your door by returm post.

¢ Copyright Videovault Ltd No. 092072 WE NOW HAVE FAX: (0) 457 868946

— 12" {{THE VIDEOVAULT
Ltwﬁﬁﬂiﬁm EEN COMPUTER COMPANION
x|

0G
CATALOG
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TIME
SOLDIERS
(Electrocoin

Software)

| remember this one well in

the arcades, ah yes, fond

memories of this one. Time

Soldiers is SNK's uel to

the lkari Warriors series of

games and boy does it look

good even now. Two player

slaughter is always popular "
and Time Soldiers takes you -
through six time zones to A After lkari Warriors, Gueriila War,

the despicably evil Gylend. § l i § ) = l
Eﬂhan :n: Ben are the two I-Il- l-l
ommandos with a time
travel unit to whizz them -l' ] III
back to the past, present and
future. The action takes
place in Primitive lands,
Ancient Rome, Medieval
Japan, World War Ill, the
Future (after WWIII? — Ed)
and finally the Domain of
Gylend. The period
opponents are suitably
gm"fild' talch :Iu:nl and
unsu ngly all have a
ru:llr‘: against the time-
pping Commandos along
with some very, very

nasty
Big Bosses to really push
*nur arcade ,|.;|||;|_l,r P A The graphics are good, but the impressive thing is their amazing

he conversions are being = Electrocoin's Time Soldiers. (C64)

handled by Smart Egg
Software (who converted
MicroProse Soccer to the
ZB0s) and will be published
not by Ocean or ark, but
Electrocoin — THE company
for bringing the hottest
Japanese coin-ops into
Europe. Their dramatic entry
into home computer
software raises the prospect
of hundreds of coin-ops
being converted with
fourteen years of coin-ops to
draw on.

The C64 version of Time :
sﬂdm |'iﬂ=mdihlfh‘t r-;-rp-r;rl‘dllf;rd
H'Iﬂ"d'iﬂ — aven fllhl" lhﬂl‘l - - .; - : I
the coin-op in fact and plm | "
extremely well. Although i i

two player mode has had to

be dropped in favour of A It's the future and | don't think Prince Charles would appreciate

alternate play, all the levels -
'minmmzmm the hi-tech architecture! Time Soidiers (Amigs)

impressive amount of detail.
The end-level mothers are
huge and like Turrican this
issue, move as if the C64
had a Blitter in it.

The Amiga version promises
coin-op perfection and
delivers it with simultaneous
play, both horizontal and
vertical scrolling levels, and
even improvements on the
arcade machine with axtra
features, weapons and foes
to take out with a vengeance.
Take a look at the
screenshots here and look
out for the game in the
shops now. Prices are

- " o
i

2 I L

-t E

'£9.99/£14.99 (C64) and

£24.99 (Amiga) and expect
reviews next issue, when the

gameplay will be in forus to A Spinning through time in the impressive intro sequence in Time
review. Soldiers. [Amiga)




FLIMBO'S QUEST
(System 3)

] A Making a Sonic Boom approaching the aircraft carrier at the end
. of the first level. (C64)
A Flimbo is attacked by a pot-bellied creature (could it be Phil King?). r2 I ¥
[CBd) : f 1 /
Well, this is a decidedly oddball game from the company best
known for such violent escapades as The Last Ninja series, the
excellent Myth and of course Vendetta. Flimbo's Quest has been
written by a former Boy Without Brains (with shades of Hawkeye
about it). Flimbo is one seriously cute hero out to get the girl
(well, that's original). A mad professor has itin for Pearly, a whiter
than white captive girlie, destined for juice extraction (!) by the
rrnf. Seven levels involve moving through the professor’s plat-
orm land doing in the prof's mutants, collecting passwords and
power-ups and nipping in to the shop every so often for some
serious upgrading.
C64 and MIg: owners can become seriously cute heroes in
May when Flimbo’s Quest begins The Search For Pearly.

¥ The brave Flimbo sets off to rescue his girlfriend. (Amiga)

A Don'ttouch those jet blasters balow the oil rigl Amiga Sonic Boom

DYNASTY WARS
(Capcom/US Gold)

ot Nt e —

l‘l-
a-n-ar#v:r‘ gy
.EF_‘ _--f- 4 . P'_..t
L ks ™ | > ~dRen &

T F L &

’ ..._“_.1'—‘ el F -',
[ 83} 3 é‘é“;l, B?Q, 1@% B;L 05

A Using multiple fire to hand out some punishment to an end-of-
saction baddie in the Amiga conversion of Turrican.




FOWER

| A powerful BASIC-Toolkit (Additional helpiul
} commands} that considerably simplifies prog-

ramming and debugging. The ioolkit commands
can be used in your programs.

Using POWER CARTRIDGE you can load up 1o
f times faster from disk,

i' The Disk commands can be used in your own
programs,

[ Uising POWER CARTRIDGE vou can work up o
| 10 times faster with your dala recorder. The
Tape commands can be used in your programs.

A pawerful machine language monitor that is
readily available and leaves all od your Commio-
dore memory availabbe for programming.
Also works in BASIC-ROM, KERMAL and 110
areas.

The POWER CARTRIDGE contains a very efiec-
tive Printer-Interizce, that sell detects if a printer
is connecied to the Sevial Bus or User-Posn.

" i will peind afl Commodore characters on Epson

and compatible printers.

The printer-interface has a varety of set-up pos-
sibilities, i can produce HARDCOPY of screens
nat only on Serlal printers (MPSB01, BOZ, BDI
el but akso on Centronic printers (EPSOM,
STAR, CITIZEN, PAMASOMNIC, atc),

The HARDCOPY function automatically distin-
guishes between HIRES and LORES, Multi-cal-
our graphics are converted into shades of grey.
The PSET functions allow you to decide on
Large/Small and Mormalinverse printing

Bitcam Devices. Lid does not suthorise or purpor o
autharise the making by any meany or for any purpase
whaisoever of copees or .lcl!z)lmm uf:ngzighu wirhs or
ey protecss 4 mateial, and users of the Power Cartnid
s oabiliin thee nexcessary priorconsent for the making
st coapmesy o gcla pticns from all cogrgright and other right
:meum StrUKfnpvrglf. 5 & Palents
1 5

Bitcon Devices Litd ENGLAND.
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On the back of the POWER CARTRIDGE thene

is a Reset Button. Pressing this buiton makes a

SPECIAL MEMU appear on the screen.

CONTINUE —Allows you to return to your
program.

BASIC — Retum io BASIC

RESET = Mormal RESET.

TOTAL —Saves the contents of the

BACKUP memosy onto a Disk. The

DHSK program can be reloaded later
with BLOAD followed by
COMTIMLUE.

RESETALL —RESETofany .

TOTAL - As BACKLIP DISK but 1o TAPE.

BACKLP

TAPE

HARDCOPY - Al any moment, prints out &
Hardcopy of the screen.
Using CONTINUE afterwards
yous can return to the program,

MOMNITOR

~Takes you into the e
Languag

pe Maonitor.

Tﬂ;mﬁinumm 480 1819

B8BEWICK ROAD  TY5 01 4001018 5

1 m;nhmtl:ﬂm H'w or PO -
TYNE AND WEAR ordors aca £1.20 post/pack 1osl - £18.19
NEB 1RS et

mm-ﬁmmﬂm




Witn UBI SOFT

Entertainment Software

BRING OUT THE CHAMPIONIN YOU!

-

ADVENTURE =- | == ACTION |

L —_—

I

wakE're waw e

coranfel, a

THETIHEE £1Ty
i on

EEnVndT#lE
withour failk ar
HMOrale,

trough strategy and =
Al strength. Amaze the town PUFFED OUT... -

with your superior archery, i o4 S p
arm-wresling, swordplay, | That's the challenge in this _

§ TN m &l and dicethrowing skills. addictive arcade-styls

L=
oy —

: ' ' :I F .
Prove your birthright “DON'T GET h" v | i .
o Bl

Ultimately, you must build | 9% ;
a following that not only Avoid the enemies...

; Ghosts, Acid Puddles, UBI SOFT
rﬁSpﬂcts you, but will go to Fl}l’! ng Dragnna, and Snakes Enfertainmendt Saftware

lurk around each corner,

* Choose r character : Puffy is erful, but Puffyn has
You are alone... a single warrior in a Iﬂargﬂ?qh?_f E’Dﬁr.?;g & | speed ! g s g i
gﬁ_"g”t cunggﬂhﬁﬁhiﬁiﬁhi%rggﬁ% sader of Justice ! » Explore twenty different levels and settings, each offering
son of the dethroned king. Can you You owe it to your home- passageways filled with dBIﬂ"IDI'IE. ;
recover the throne ? Only a true Crusa- land. Your father, and most * Race through the mazes quickly or accumulate points by
der of Justice could succeed at such a of all, to the future of your each level in full.
feat. Deceit and treachery abound ! kingdom ! * Enjoy the colorful graphics and entertaining sound effects.

SPORTS...

- UBISOFT
Ertertainment Saftware war for you !

Warm up on one of six
practice programs con-
taining three levels of
increasing difficulty. Put
away shots like a Pro !
Master backhand vol-
leys, passing-shots, and
other winning tennis
strokes.

Smu Wars the sport of
the future, combines the
skills of soccer with the
thrills of Rollerball,
played in a space age
fBam 10 ickory Heogh
Vi build as you challen

a series of deadly ; ?Dui: neﬂﬁrimpﬂﬂert Eﬁg
hazards : crevasses, (RTEODT ; NS JOUr-hay 0 e
ramps, jumps, all while |E— = {UBI SOFT L= top !

competing against the

Hush the net with con- i
fidence, knowing you
can stralegically place
your next return.

Fesl the excitement

Enfertommment Saffware

Travel around the

ruthless tactics of your " ok s corrjpatﬂ against your friends, worid and play at four
opponents. You'll have to c“;ﬁ;” uEurT: 8¢ td Amioa even if they aren't internationally international tourna-
play dirty to win. Maim, trip, l.r:rsings * olhers may WEW Amiga ranked | Amaze the grandstand ments. - i

push, and shove... show no mercy. is a registered Irademark with an instant replay in 3D Test your abilities on
Only the brave win, or even survive ! of Commadore/Amiga. Inc. animation. More than. 300 grass, clay or cements

animations with zoom effects. courts.




X-0UT
(Rainbow Arts)

This blasting-baby-beauty has
been around for a few months
now (we were waiting for the
C64 version before doing a joint
review, honest!) so it's about
time for a cheat. Stand up Myles
Lockwood of Brixton, Nr.
Plymouth with this cheat for the
Amiga game.

Load the game as usual and
choose any of the 4 ships in the

S shop, Click the ship as usual onto

the blue print screen and then
choose the Invincible icon (the one

| below the laser — the one to the

right of the orange spiked ball).
MNow drag this icon to your ship
and click it on and off the ship.
Your money increases by 500
units. Drag the icon to the Alien

Try these pokes for that okay-
ish Super Mario Bros rip-off on
the C64. You need a reset poke
for them.

Load the game, reset it and
enter:

Trash Can and trash it. Carry on
doing this to boost your maney to
your heart's content.

Another way is to choose the
most expensive ship and choosa
the satellite, drag it over to your
cash amount just above the Trash
Can's head and click once. Your
money should have increased by
£500,000 and to increase on that
carry on using the invincible icon
procedure.

M. Mooney of Birmingham found
another very simple cheat.

While you are playing any level
and you're low on energy just
press ESC to jump to the next
level's shop and you start that level
with full energy.

POKE 23082173 and a
RETURM to have infinite lives.

POKE 239216173 and a
RETLURMN to have infinite rocks.

Restart the game with SYS
27904 followed by RETURN.

TOOBIN' (Tengen/ Domark)

Waz Pilkington
POps up again
the C64
fave coin-ops of
and real toobulari!

Load the game and reset the

CABAL
(Ocean)

Steven Kenyon of Wirral is rather
a hard bloke to slaughter people
by the thousands AND boast
about it to us. He's been playing
Cabal and here's some dead
handy tips for you all.

< Shoot as many of the build-
ings as you can as they block
your shots at attacking/hiding
enemies.

4 Shoot the enemies at the bot-
tom of the screen as the bullets
they fire need less time to get to
you'and can often trap you in a
comer.

<» Dom't forget that you can
shoot the enemies’ bullets!

& Try to pick up the bonuses
straight away. The extra
100,200,300 points give are very
useful if you want more extra lives.

<y Collect special weapons
straight away as their rapid fire

ZZAPIMAY 1990 B 5 7

of Manchester
with cheats for
conversion of one of my

all time. Wild

C64 with a reset switch.
Type POKE 28836, 181

lives,

Type POKE
lowed by RETU
ammao,

5::3'?"5' 23040 starts
going again.

31734.181

removes buildings faster, giving
you more breathing space.

& The grey uniformed soldiers
ithe ones that take a few shots to
kill) can give a grenade or a special
weapon. When he does, two men
carrying a stretcher will appear,
Shoot these and they will give you
two grenades, collect them and
then shoot them again before they
go, to receive two more grenades.

<» Never stay in comers for too
long, the soldiers have a habit of
zeroing in on you.

4 Don't waste grenades on build-
ings unless you really need to. If
you opt to shoot in small bursts at
every building rather than concen-
trating on one building at a time
then a grenade may finish the job
a lot quicker.

< Try not to get killed when the
end-level guardians appear
otherwise your FOE meter will
drop to zero and you'll have to
start again (unlike during the

lowed by RETURN for infinite

normal soldier blasting action).

fol-

fol-

BN for infinite

the game

>



AG iN a foke

SPAGE

ROUGE

(Origin/Mindscape)

A classic game from Origin this
one whch came as a real sur-
prise to those of us expecting
the usual Ultima-style RPG fare.
Peter Roddan of Swaniley in Kent
was the first to come up with a
solution for this marvel of com-

but as we

ing Amiga version as we
haven't got round to g it out
yet. Stuart McRae bicag nff-
shire up Scotland way sent
in some handy tips.

Firstly you must get yourself
some decent weaponry. After
docking at Hiathra go see Orel-
lian, the Imperium Represent-
ative and take your Space Pilot's
exam. The answers to this are
1)3.26

2) type 0

3) F=M+A

4) THE IMPERIUM

If you don't have your Space
Pilot’s licence you can't buy any
weapons, shields etc which
doesn't help matters,

Talk to everyone on the base,
especially VEDA (a green mons-
ter). if he sells you some CON-
TACT LENSES, buy them. Go to
the room where CEBAK is (the
girl who keeps talking about the
greatest coin-op in the galaxy,
HIVE!). Inspect the far right
SPACE SUIT on the back wall,
and you should find a KEY
CARD. When you have spoken
to everyone, go and see the
SHIP OUTFITTER. Buy 4 extra
Cargo Pods off him. Then go to
the Trader and buy 8 tons of
either 1GB RAMS or SUPER-
COMPUTERS. If they don't have
any of these, don’t buy anything.

Next go to the MICON | out-
post. Sell the 1GB RAMS or
SUPERCOMPUTERS and buy
EXPLOSIVES or FORGED Cre-
dits. The important thing about
smuggling Contraband is to
remember to have a different
item in your last Cargo Pod. That
way, you don't usually get
caught. Go and see Sir Eld. He
will ask you to do him a favour,
s0 agree to do it. Go back to
HIATHRA Starbase and deliver
the Statuette to The Imperium
Representative. Sell the EXPLO-
SIVES or FORGED Crs, but NOT
SUPERCOMPUTERS or 1GB
RAMS. Return to MICON | and

talk to Sir Eid. He will give you
some useful advice and give you
a Stealth Box. Repeat this
HIATHRA to MICON | run until
you have enough credits to buy
a PARTICLE BEAM LASER. Now
the fun beginsl!

Here you must make a deci-

enter here so be careful. You
must try to get a table between
the monster and yourself and
then run through one of the
doors. When you are sure that
you have lost the monster, go
the room at the bottom left
the station (the one with t
SAFE in it) and iInspect
CABINET below it. You
find some NSBs. Now go bac
to the ship and fly to the
ARCTURUS system and to
the MICON Il MINING STA

Go to the MADMAN in one of the
corridors and talk to him. Select
‘OTHER' and type ‘NSB’. He will
ask you the name of his mission,
to which you should reply ‘FER-
RET'. He will tell you to go and
see GUT.

Go to the KOTH carrier and
use the CARD on the LOCKED
DOOR. Avoid the ALARM
SQUARES and go and inspect

f3s:38
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one of the squares on the TOP
WALL. You will find the TRANS-
MUTATION COIL as long as you
have bought the CONTACT
LENSES off VEDA (did you
remember to do that earlier??).

Gobacktothe BASSRUTI sys-
tem and soar through the vac-
uum to the FREE GUILD OUT-
POST. Go to CHI-SHA and say
you are a ROGUE. Select
‘OTHER’ and say ‘LUX-23A"
Agree to help her and she will
come on your ship as a repair
droid. Go and see OMAR and
demand to see GUT. He will tell
you to go and destroy a TITAN
‘small’ task

-+
z

may sneak up and

you. it's alqlrﬁrtl*uicﬁ monster and

escape is possible.
LOADED FOR MANCHI

Don't think about becoming a
pirata or bounty hunter until you're
armed to the teeth, MNaturally the
most expensive laser is the best
{the Particle Beam); they're very
effective at cutting up Manchi and
other baddies. Initially, buy the
Sapphire laser first (if you can
afford it) and then upgrade to the
Particle Beam later. Plasma tor-
pedoes are effective, cheap and
compact so buy around six of
them and seven Nova missiles.

il
E

AROUND THE GALAXY IN
80 WORMHOLE JUMPS

To enter a wormhale you must fly
through the Malir Gate with a
minimum wvelocity of 21 ms. You
don't have to enter it by flying
through a hole at either end, you
can fly through the sides with no
damage to armour. Avoid lon
Storms like the plaguesif you're
carrying Qaw\ngh goods like
Brandy and Radioactives. A

3
:
i

i

Manchi will t you no
matter who you are, the resulting
battle is ALWAYS a fight to the
death as they never surrender or
give up the fight. The Elite equiva-
lent of these pain-in-the-rears are
the Thargoids. Ask the Imperial
Captain if you want news on Man-
chi. Wasps are easy to kill but Vul-
tures are a different matter, only
moderately well equipped ships
stand any chance against them,
Getting attacked by two (or even
three) Vultures is rare but invari-
ably lethal,
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AGIN a foke

TYPHOON THOMPSON
(Broderbund/Domark)

Cute, very cute indeed. Dan Gorlin returns to bring a smile to our
faces with the best animation I’'ve seen in a long while. To help you
wipe the smile off those brilliantly animated sea sprites here's some
handy tips.

{ Get used to how the hover craft's attitude affects its movement.
Pushing forward on the mouse coupled with thrust is best for reach-
ing top speed while pulling back on the mouse & with thrust
puts the craft in reverse and forces it into the air (handy for avoiding
nasty flyers). Pulling the craft back allows you to fire further into the
distance (sometimes helpful, sometimes a hindrance). It's best to
stick to drifting around without the thrusters, it's easy to thrust into
danger or accidentally dive under the water if you're not careful.

¢ Shoot one island at a time and lure the Flyers.that emerge from it away.
Once the sprites are loose in the water they can be devilishly quick at
getting back to the island. The further away they are when you hit their
flyer, the better your chances of getting them all. If one flyer gets back
then the sprite 'counter’ resets and you'll have to start again.

{) Try not to let flyers get behind you, especially dangerous ones like
fha Zapper. If things get too much, dive underwater and lob freeze
bombs from down below.

# Don't go mad on the old firing-the-laser business. One shot is enough
to destroy a flyer and any further shots tend to hit the sea sprites that
come out even further away. Even worse is a stray shot that hits other
flyers throwing yet more sea sprites into the water. As the sea sprites are
identical inlooks, there's no way of knowing from which island they come
and hence you can’t go about stopping sprites from getting back to their
islands. This is NOT a good thing!

‘) Never forget how sickeningly intelligent the Flyers are. The nastier
breeds of Flyers like the Zapper and Spitter will home in on the
player If sea sprites are in the water, bubblers will dish out more
bubbles as you draw near.

THE WEAPONS

Laser Cannon - Absolutely essential for everything.

Scatter Bombs — Best to use a scatter bomb to get rid of bubbles
surrounding your target; aiso good for splitting up groups of flyers.

Sprite Magnets — Upon killing a flyer throw a good few sprite
around, even if the sprites change they'll still hang around the magnets
before it expires.

Freeze Bombs - If the Zapper, Whomper, and their friends get TOO
close hit the freeze bomb to halt them. Firing at them while frozen has the
same effect as a laser cannon, hitting them into the distance.

THE MISSIONS

‘Bring us the Dagger!’ - A dead easy level introducing you to eagh of
the different Flyers in tumn. One sprite controls each flyer so uniess you
really cock it up the collection of the seventh sprite should see youl get
the Dagger.

‘Bring us the Hammer!’ -~ Again no major hassles but this tima it's 14
sprites in total, now 2 flyers pop out of each island with 1 sprite ineach
at the controls. Make sure you're not caught between two kill-on-contact
fiyers and you should be okay. Kill any Zappers, Suckers or Forcers first.

‘Bring us the Balloon!' - The problems continue to double with 28
sprites to be picked up, 2 fiyers appear from the islands with 2 sprites in
each. No real advance in difficulty over the Hammer level except that
you've got twice as many sprites to pick out of the water. Still, it's good
practice for the last twao levals.

‘Bring us the Pacifier!” - Last but one level and the hardest but one

for difficulty. 42 of the pesky sprites form your objective. Now we have 3
fiyers per island with 2 sprites in @ach. From now on it's best to draw them
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away from the slands and hit them one at atime. lt's a long haul but you
will da it.

‘Bring us the Baby!' (Whooo!) — The ultimate challenge as all hell
breaks loose with 3 sprites for every one of the 3 fliers in each of the 7
islands (so that means for the final challenge you've got to collect 63 of
the pesky sprites!). There's little new about this level other than the
Increase in sprites so you now have to draw them even further away from
their islands. Now just sit back and watch the neat animated sequence
(well worth the effort).

THE FLYERS

Bumper — The bumper is normally little more than a nuisance just
bashing you around for kicks. The only worry you've got with this one is
that he could hit you into a Sucker, per, Bubbler, or anything else
which is a little more lethal. Luckily this is a rare event if you keep the
Flyers spaced out when taking them on.

Whomper - A dangerous fellow as he moves like the clappers and is
difficult to pin down for long range shots, he's even worse when close up
as he homes in on you with ening accuracy. Get him at long range
and you've got no problems. Its a short and fat flyer making for an easy
target.

Forcer - Get two of these together and you'll have some real fun desp-
erately trying to hover in a straight line. Alternatively, hit with a freeze
bomb from below and fire a close range shot at him.

Sucker — Obviously the opposite in effect to the Forcer, fire from long
range, and if the little beggar gets too close thrust away (never back-
wards), dive for cover, hit the scatter/freeze bombs, in fact - do anything!
You have a few seconds to get away but that’s all,

Bubbler — This nasty piece of work can multiply your problems at the
drop bgs a hat. Use the scatter bomb to clear the sea ways of vicious (7))
bubbles.

Spitter — Like the Bubbler, long range flyers are the worst of them all,
the spitter being no exception. Use the long range shot facility to pick
them off, H%thmﬂbaﬂimmmwmgﬁmwitha ip to the
left or right. S fire at your last targetted position sssa move away
should lose the spit.

Zapper - As nasty as he sounds, one touch loses you both alife and a
hover craft and you most definitely need them later on, As he's low in the
water you may miss him a few times, launch a freeze bomb to stop him
and fire a long range shot to finish him off. On no accountlet him get nearl!

Well, that wasn’t a massive tips section this
month butitwas small and perfectly formed,

size doesn’t count and all that. A ‘Nice Try’

award goes to Waz Pilkington for sending in
the complete solution and maps to Rainbow
Islands (already!!). A crying shame it arrived

just too late to be included. | want EVERY-

THIN('_i you'’ve got on Rainbow Islands soget
mapping, there's a £30 software voucherin it
for the best— music hacks, cheatmodes and

secret message hacks would also be most
welcum_e. I’ll give you a few months to get

something together so don’t delay! I'll have
some Infestation and Midwinter tips. An E-

Motion solution, hopefully some 4th Dimen-

sionmaps, cheats, and stuff and hell, maybe

even something on F-29 Retaliator (I'mready

togiveup onever seeing thatone come out!)

Send in your stuff to our new address at PIG

IN A POKE, Stalag ZZAP!, Newsfield, The
Case Mills, Ludlow, SY8 1Jw.
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ATH DIMENSION (Hewson)

Cybardyne Wamor

17,835 Phil King, ZZAP! Towers
15,125 Stuart Wynnae, ZZAP Towers
14,925 Rob H, ZZAPY Tovers

Head The Ball

33,680 Rob H, ZZAP! Towers

29,220 Phil King, ZZAP| Towers
26,550 Stuart Wynne, ZZAP! Towers

Misaian |

B2,500 Stuart , LAP! Towors
57,000 Rob H, ! Towors
53,000 Phil King, ZZAP! Towers
Insacts In Space

108,070 Aob H, ZZAP! Towers

34,730 Stuart Wynne, ZIAP! Towars
18,880 Phil King, ZZAP! Towars

ALIEN SYNDROME [Aca)

382,500 Brot 'Cool' Croasley, Rothwell, Lesds
258 500 Martin Lindsay, Geraldton, Australia
23 610 D Emmins, Stratford, London E15

BATMAM: THE MOVIE (Ocean)

1,478,470 Niall Halch, Killney, Co Dublin
1,283 T80 Richard Bantley, Haworth, W Yorks
982 280 Chria (Megablaster), Rajswijk, Holland

huragal

T80 400 Chris (Megablaster), Rijswijk, Holland
573,460 (Completed] Alan Mitchall, Radcliffe,
Manchester

534,134 (Comphoted) Jamée Aldron, Mansstion,
Swiamisan

BATTLE SOUADRON (Electronic Zoo] [Amiga)
2,235,075 Liamn Asher, Balpor, Derbys
2,144 8BTS Jimarry Gustafsson, Sweden
1,750,400 Steve Packer, Chalmaford, Essax

345,500 Civia (Magaiiaster), Rfswik, Holland
i ' L

340,000 (Comploted ~ Againd) C Hall, Houghton-

I , Tyma W:L

284,150 |Completed) John Cockell, Wakefiald,

W Y¥orks

BUBBLE BOBBLE (Firebird)

6,384,260 Lan Moglan, Somewhers
B,683,110 Phil Hutchinson, Heage, Dertyshire
:.m.lwnﬂwﬂ Pambridge, Wiral,

CABAL [Ocuean)
208,815 (Compéeted) Chris Campbed,

Hottingham

186,720 '‘Mad Man Mark® Ashiton, Manchester
150,481 [Completed) Ronald 'Radical’ Pettit,
Banatasd, Swmey

CHASE HO (Dcaan)

18,860,520 (Compietad) Michael ‘Ens’ Nicol,
East Kilbride, Scotiend

Iralond
10,330,012 [Complated) Richard Grean, Hadiay,
Tedord

Ah, what alovely new office I've gotin this lovely stalag by the river. And
at last those feeble reviewers have been put in their place; in a tiny cell
betwean TGM and the Ad department (sheer helll). By the way, the naxt
parson to call me a pillock will join them.

For axtra comfort the ZZAP! cronies have got a brand-new drinks
machine which serves pure bleach at £5 a time - no more wimpy drinks
like tea or Britvic 55 as its use is compulsoryl And for that authentic ‘alien
mothership’ feel, the rooms are-iit by 20 Megawatt searchlights, so the
idiots can’t hide from me as | peer at them through the one-way mirrors.

Of course, with the combined cacophony coming from their noisy
neighbours, the reviewers soon resorted to playing very heavy metal on
their personal stereos — a practice soon abolished by a proper
democratic decision, ie mine. Maybe Earth isn't such a bad place, after

all!

AT

9,869 669 (Completed) Martin ' The Mittin®
Calladines, Rapding

7,240 680 [Completed] Casey Gallacher,

ng
4 421 420 lan Permyman, Plymouth

CITADEL |Eleciric Dreams)

1,445,479 [Completed 12 fimasl) Bjo=n Halen,
Heisinki, Finland

1,237,750 Mark Clamants, Kettering, Northants
T45.920 Andrew Roberts, 51 Helens, Liverpool

CYBERANDID [Hewson)

576,280 Chris [Megablastar), Rijswijjk, Holland
276,400 Dean 'SJT" James, West Bromwich, W
Mids

238,430 Donovan James, West Bromwich, Wiest
Midlands

DARK SIDE (incentive)

6,520,420 [Completed) Martin Laar, Shallay, W
Yorks

6,130,726 Kuddly Bix, York, N Yorks

5,860,626 Colin Fulton, Ayr, Scotland

DEMARIS (US Gold/Mainbow Aris)
1,562,320 [Complated) Chris (Megablar ber,
Fijawijk, Hollend

1,404 B49 {Complated) Stephen Blidgeon,
Wythenahawe, Manchastar

1,253 510 |Completed) Katamati and Dokrio,
Heston, Middx

E-MOTION (US Gold) (Amigal
Level 20 [T6.950) Rob And Phil, ZZAP! Towars
Lovel 7 [46,200) Worza, TGM Towers

FIGHTER BOMBER [Activision) jumiga)
(Miizsions complotled/flown]

13728 Supersonic Stu, ZZAP! Towers (F-15)
13/27 Mad Bomber Hogg, ZLAP! Towars
(Viggen)

FIRST STRIKE [Elita) jimigal

168,500 Miksel Johannasan, Hvidovre, Denmark
163,000 P Alsxander, Lincoln

73,300 Aob H, ZZAP! Towers

GHOULS "N' GHOSTS (US Gold)
4,039,450 Mark Williams and Bryn Lawlor,
Middinroy, Somarsat

4,020, 100 Daniel Julion, London
4,014,300 Andy Wikshire, Lacock, Wiks

HARD DRAMIM' [Tengen/Domark) (kmiga)
70,578 I,"I'ImEl‘;-‘I <37.59) Andraw Rowley,
: %
41,445 [1:48.58) Stu Lindsell, Brentwood, Essax
30,280 (2:08) Aob H, ZZAP! Towers

HAWKEYE (Thalamus)

§,879, 230 Chria (Megablaster), Rilswijk, Holland
5,625,380 David McKenzie, Dennistoun,

Gia

3,505,100 Johan ‘The Joker’ Jonkers, Yenio-
Blerick, Holland

KICK OFF (Anco) |[Amiga)

Asgenting: 42pts, 151 = Steve "Rad’ Adkins,
Minster, W Gormany

Brazil: 38pta, 151 - Paul Taylor, Billericay
England: 42pts, 15t - Matthew Thomas,
Wallingborough; Trevar Haynes, Cramlington
Framce: 38pts, 15t~ Trevor Haynes, GCramlington
Haolland: 42pts, 151 — Matthew Thomas,

Wiadil ; Arjen vd Wetering, Holland
Haby: 40pts, 15t - Matthew Thomas,

Wallingbor ough

Russia: 42pts, 15t - Stephen Kennett, Matthew
Thomas, Wallingborough; Jani Koskinen,
Finkand

Spain: 3pta, 15t - Trevor Haynes, Cramiington
W Garmany: 36pts, 151 - Trevor Haynes,
Cramiingtan

MYTH (System 3}

58,126 [Completed) Graeme ‘Tensed-up”
Fairchild, Brentwood, Essex

45,000 (Completed) Aonald *Radical' Potti,
Banstead, Surrey

MEW ZEALAND STORY (Ocean)
Completed (624, 300] Stral, Holytown,
Motherwell

Complatod [548,400) Nick *Tiki* Evans,
Portamouth

Completed (513, 100) Nicky Paulin, Torrington,
Denvon

\Amigal

Completed {2,171,880) Nell ‘Robb The Dude'
Robinson, Rothwedl, W Yorks

Completed {810,536) James Gibraon, King's
Lynin, Norfolk

Lawed 5-3 (422 516) God Kaaveney, Shalley, W
Yorks

HINJA WARRHIRS Wirgin]

203 540 (Completed)] Edward Fletcher, Ashton-
Under-Lymea, Manchester

161,170 (Completed)] Steve Bellamy,
Basingstoke, Hants

hmiga)

143,050 Jimmy Gustafason, Sweden
120,600 Marcos ‘The Muke' Simpson,
MNorthwood, Middx

107,450 Roboninjn Hogg, ZZAP! Towers

OPERATION THUNDERBOLT (Amigaj

2,856,800 (Completed] Casey Gallacher,

Raading

ﬂ,ﬁnmmm;m-lm.wn.
c

2,389 600 (Complated) Luke Alton Stavaley,

Derbys

P-AT FREEDOM FIGHTER (Firabird) [Amiga)

242, 784 Phil King, ZZAP! Towers

209,342 lan Perryman, Plymouth

152,700 Rob H, ZZAP! Towars

PIPE MAMLA (Empire)

303,550 (Leved 31) Mike Vine, Dagenham, Essax

109,000 Jimmy Gustatsson, Sweden
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POWER DRIFT (Activision)

B84,960 Phil Halliwed|, Shotton Colliery, Co
Durham
B84 840 lnn " Tiger ' Gough, Gorssinon, Swansea
|Hedlo from Penllergaer rasident, Rob HY)
81,900 Johnmy “Well 'Ard® Smith, Bath, Avon

|
1,972,382 ‘Andy’s Mum’, Seaford, Essex
1,969,393 Stove 'S5t Ivel’ Goe, Wakefield, W

Yorks
1,943 628 Philip Sutcliffe, Nottingham

QUEDEX (Thalamus)

1,023 Mr Anonymous., Anomyille
1,015 Matthow Hall, Victoria, Australia
1,010 Craig Archer, Victona, Australia

AAINBOW ISLANDS
368,422 Simon Binns, Marske, Claveland

Amigal

2,334,960 Stuart Wynne, Ludlow Hospice
1,812,700 Rob H, ZZAP! Towars

1,450,100 Steve Packer, Chebmsford, Essax

RETROGRADE (Thalamus)

1,253,080 (Completed) Paul Kumar, Stafford
1,240,320 (Completed) Mariin Coyle,
Mattingham

1,148,885 [Comploted) William Callaghan,
Tiptan, W Mids

RICK DANGEROUS [Firabird)

317,400 [Compalted) Chria [Magablastar],
Rijswijk, Holland

257,300 (Completed) Casey Gallacher, Reading
31,190 Samon Phillips, Greentield

tremgal
744,550 [Completed) Casey Gallacher, Reading
14,000 Daniel Besser, Bletchley, Bucks

R-TYPE [Ebectric Droama) (Amgal
255,500 | Compheted) Andrew Rowley, Billaricay,

Essax
255,700 Pimtel Tomer, Ramat-Gan, lsrael

248,300 (Completed) Lae Ellershaw, Blackpool

SAMURA|I WARRIOR (Firobird)
3,850 Brot *Cool" Crosabey, Rothwell, Leeds
2427 Richard *I love Basildon' Archibald,
Basildon

2,926 Karl Groon, Acklam, Cleveland

TEST DRIVE 2 [Accolads) %
288,700 (Completed) Mike Yine, Dagenham,
E=zsex

fAmaga|

2432 (Complated) Matt Haaton,
Barkhamsted, Harts

367 600 (Completed] Mark van Gadjtenbeak,

Heersum, Holland "
g?T.E:i- |Completed) Samd Jussils, Jyvaskyla,
tla

TURBD QUT AN (U5 Gold)

16,360,000 'Mad Man Mark" Ashion,
Manchester

18,310,000 [Completed) Rob ‘Roed” Hogg,
ZIAP] Towers

15,530,000 Johan “The Joker' Jonkers, Venlo-
Blarick, Holtand
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BILL IF YOU BILL IF

PAY FOR THEM YOU DON’T

A pirated game could result
in a visit from you
Know who.

THIS CAMPAIGN IS ORGAMNISED BY

— Any information on piracy

- L SPQ should be passed to PI mcv
e The Federation Against Software Theft.
“reusersassocaton . Telephone 01-240 6756 IS THEFT




CHALLENGE

) L

Ourbeloved Editor (who | have a great friendship with and have |

never, ever said anything nasty or threatening about,
Constable) lies ailing after a murder attempt, and | am
determined to humiliate the remainder of the ZZAP! team.
Imprisoned in the gleaming stalag by the weir, their morale is
low - especially the Phil creature who has been banned from
drinking his coffee gunge.

My challenger this time is Brendan Phoenix, a boldly named
thirteen-year-old from Crumpsall, near Manchester. His letter

bravely daring Philto a challenge on Kick Offarrived before the |

last issue was even finished! | was a little concerned about his
youth - especially as Phil has played this game everyday of his
life since getting it—but his record was impressive. Phil's best
perfermance against the computer, was to win the league with
Argentina, earning 26 points. Brendan has won with 27, and his
confidence is high!

rendan arrives promptly at
B 12.30, appropriately

dressedinatracksuitand a
properly fierce Iron Maiden T-shirt.
Philinstantly thinks that here might
finally be someone who shares his
appreciation of Alice Cooper, only
to be informed Brendan doesn’t
like him but his Mum does! The
tubby reviewer, inevitably wearing
his burgundy jumper (which hides
the wine stains), groans as
Brendan brings up Alice's early
708 hits!

After a long, three-hour trip
down to Ludlow Brendan asksifhe
might have a brief warm-up game?
The cowardly Phil reluctantly
agrees and the first friendly
begins. Within seconds Phil is
displaying his customary dirty
tricks, hacking down one of
Brendan's players as he is going
forgoal. “That was nasty,’ Brendan
complains then watchas in
disbeliet as yet another of his
players is savagely taken down,
'You have to resort to this?' he
asks. Due mainly to Phil's fiendiah
fouling the first half ends nil:nil

The second half begins with
white lines down the centre, one of
a number of tiny bugs in the
‘arcade game of 1989°. Sneaky
Phil tries to make use of the
distraction, but Brendan blunts his
attack and gains possession.
Player nine leads a brave run right
through the middle and puts away
a brilliant goal after just 30
seconds: 1:0.

Baraly a minute later Phil goes
for a similarly direct approach,
beating a defender to find the net.
1:1. Brendan storms back with a
volley of shots at the goal, all
miraculously saved by a speedy
goalie. One of Phil's men abruptly
falls down, setting up a free kick as
Brendan protests; ‘| don't foul, it
was a bug!' The free kick is
rocketed towards at Player 11 who
runs forward to score. Twenty
seconds later ancther of his
players gets clear —making use of
the fact there are no offsides in
Kick Off— and only excellent
goalkeeping saves Brendan.
‘Looking for an equalizer in injury
time, ' Brendan says making a bold
forward attack. But Phil stops it
shoots the ball forward to an
opportunistic striker and scores.
3:1. 'Ineed a few practices before
| get on form,' Brendan mutiers
before | lzave to get some Vim
from the dispensing machine.

The second warm-up match
sees Brendan removes his
tracksuit top. He plays with his
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own Kempston joystick: even
though the left fire button doesn't
work he says he prefers it to the
sabotaged ZZAP! ones the
cunning Phil wants himto use. The
game beagins and after two and a
half minutes Phil hits a long shot
which flukily goes in. Brendan
claps—is he mad? —"Whatagoal,
have to hand it to you thare,’ he
exclalms. I've heard of this kind of
sporting behaviour, but |'ve never
seen it. When TGM's Dominic
Handy plays Phil he keeps up a
constant siream of distracting,
insulting comments and kicks P
whenever hemakes a foul —which
is every other minute. | hopa |
haven't made a mistake wilh
Brendan. . .

My pathetic worries are soon
puttorest, with Brendan winning a
corner kick from which to score a
great equalizer. The Clae Hill
sheep herder isn't discouraged
though, and strikes back with his
own goal. But before the grin has
faded from his begrizzled, ;
unshaven chops Brendan has put
together his own neat play which
ends with him egualizing. 2:2. Phil
grumbles something, bul doesn’
look worried . ., until Brendan
breaks through his delence, runs
toward the left goal post pulling
the goalie over so he can turm and
snap it to the right. 3:2.

Fierce end-to-and focotie
culminates in Brendan conceding
a dodgy penalty from which Phil
scores. Irked by the dodgy
decision Brendan gains
possession, makes a beautiful
long pass and scores. 4:3. Phil
trias to come back, but succesds
only in making an own goal, Half-
time result, 5:3.

The second half is a much duller
aftair, until with just a minute left
Phil scores. '5:4, he still might be
in it," Brandan murmurs before
winning a penalty with two
seconds left — and winning the
game 6.4

coffee break is announced
sothe players can rest their
ing arms before the

best-of-three contest. Brendan
tries out some psychological
warfare, boasting about great
scores on his fave games — Blood
Money and Operation
Thunderboll.

But once the first match has
hegun Brendan is worrled, 'it'sfor
real now . . . | don'tfeel confident
in this game.’ His fears are soon
justified, with one of his players

4
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A mammmmmmmm«mmmnmﬂ&m a cynical foul - ‘Not me, guv!’

doing a sliding tackle in his own
penalty area and Phil running over
him to try and win a penalty.
Fortunately he fails. A bloody
battle in the midiield follows, with
plenty of hard tackling on both
sides. Phil breaks out with the ball,
but misses his chance. Another
rush forward draws a foul and a
free Kick, Phil is clear to shoot but
misses by amile. Our jeersinspire
hirm though, and by some miracle
he scores — 1:0. 'I've got to
equalize before half-time,'
Brendan says and justin tima gets
his chance, only to be cynically
hacked down in the penalty area.
Brendan scores from the penalty.

Philuses the centre kick to make
a break down the right wing,
passes it in and scores to win
congratulations from Brendan for
his skill. Brendan rushes Phil's
penalty area, but in the resulting
scramble he misses.

The second half begins
impressively with Brendan almost
scoring, but then he very nearly
hits an own goal. A trio of excellent
shots on Phil's goal follow, but
Phil's goalie is superb. Brendan's
defenceisn’t. Phil hits his goalpost
sending the goalie left, the ball
rebounds and one of Brendan's
defenders shoots at his own goal

_WWMMMH

RESULT:
CLEE HILL ALCOHOLIC GLEE CLUB 4
FIERY PHOENIX FC 2

by switching from his

standard 5-3-2 formation to
Brendan's more attacking 4-4-2.
Feeling cocky he boasts about
how confident he is. Brendan
admits he's ‘unconfident’: the
pressure s really on him now since
if he loses this he's out of the
game. Brendan has the first and
sacond shots on goal, but Phil
survives and rushes back, passing
into the penalty box for a quick
goal. Brendan shakes off his fears
and roars down the field. One of
his strikers makes an acute angled
shot from outside the penalty box
to score a dream goal. 1:1. A
gleam comes into his eye and he
turns to me to ask which issue this
is going in, then scores an own
goal by carelessly pulling back on
the joystick to cause a disastrous

‘lwas going to win if it wasn't for
that," he moans, ‘| want a comer,
need that cormer now!' Sure
enough ane of Phil's defenders
knocks the ball back, but a

Phﬂ begins the second match

promptly brings down Brendan in
the penalty box to stupidly
concede a penalty. 4:4. Yet soon
after, a simple accident by
Brendan results in one of his
players getting a yellow card: '|
think he's bribed the ref.” With 20
seconds left to go Brendan passes
down o the right wing, passes in
and player 9 putsitaway_5:4.'Oh
no!’ groans the so-called King of
Kick Off.

RESULT:
CLEE HILL ALCOHOLIC GLEE CLUB 4
FIERY PHOENIX FC 5

shor break follows so

everyone can catch their

breath. Brendan asks about
Man Utd on the Amiga, a subject
which inspires a host of jokes
about the beleaguered team,
Brendan insists he's a Liverpool
fan, but their computer games
have been even worse. The
subject then moves on to his local
library, where such Amiga games -
as F-18 and New Zealand Story
can be hired out for 10p a week.
Unfortunately some typically
fiendish humans were swapping
the labels on the disks and keeping
the best games — sounds like Phil
to me!

As for Kick Off his main
opposition is his dad, who's okay
but once he scores a goal he keeps
boasting about how great he is so
Brendan easily wins. His Mum's no
better, but not as bad as best
friend Matthew “The Rubbish'
Miskell, who owns a C64 and
whose newest game is Mr Wimpy!
Brendan's favourite C64 games
are Ghosts ‘N’ Goblins and Bubble
Bobible, bul most of his friends
own Speccies who keep boasting
about superb graphics with three
whole colours!

After coffee Phil gets off to a
good stan, using a throw in to
make a setpiece goal. 1:0,
Brendan comes straight back with
his own goal as the theme tune of
Neighbours comas wafting over
the the TGM/ZZAP! partition from
Dominic's yuppie portable TV. Phil
goes forward from the centre kick,
crosses in and scores — 2;1.
Brendan fights back, eaming a
cormer but Phil's fouling denies
him agoal. 'What a dirty player this
man is,” he exclaims. Phil scores

¥ 'With blatant bribery the self-acclaimed ‘footy king' gets the ref on
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from a corner as Brendan crnes
That'saloul, he's sodirty, should

b disallowed. ' | can only agrea
and look forward to banning an
from this cosy '.1;|I.||;| it Phil keeps
playing like this. 3:2

Hrendan makes a snappy reply
on the fiedd, equalizing, then goes
back on the attack only 1o be
foulad in Phil's all ready blood
splattered penalty box. A penalty
15 called. but o sooner than
Brendan's playear is in position, the
half-tirme whistle s blown
demonstrating yvet anothar Kick
O bug. What unbelievable luck
the beer-gwilling Cleaite is
anjoyindg

Hrendan makes two graal shols
at goal, only 10 b danied by
amazing saves. 'S0 lucky this
quy, " he murmurs, gritting his teath
in determinabion. A blisternng
attack throudgh the middle ends in
A great goal. 4:3, ' Two minutas to
go," Brendan whispars wishing i
wara all over, but i isn’t and Phil
gets another of his flukey goals

Following some fiercely
conlested foothall Brendan
pstablivhas total control aves
Phal’ penally box. He crossas
over the goal mouth no less than
five times, before Phil's nerve
brisaks and hea brutally fouls
Brendan, A penalty! He's going to
win, thera's only a second or 5o
lef, Victory is mine, it's all over!
Thewhistie's blown, | don't believe
it, v coukd such a cruel bug deny
Brendan agam?

RESULT:
CLEE HILL ALCOHOLIC GLEE CLUB A
FIERY PHOENIX FC 4

rendan begins the replay
glumly, convincid sneaky
Phil’s binbed the ret. Phil

wins the loss and decides (o start
qoing down (which is slightly
hardear), so he can comea back =il
nend be — when going up in the
second hall, 'I'm going all out for a
two-goal lead,” Brendan confides
aware of Phil's tactics. Ha makas

a good shol on goal, bul Philis
lucky again, and tha c||':.1|||r BAVES
it. He rushies toward Brendan's
goal and draws a penalty which he
puts away, He swon it " MUrTTILES
a deapondent Brandan, clearly
exhausted atter hus long tnp and
three tense games. | quickly
encourage him, I'm positive a
good it of play now will finally
shatter the alcoholic's nerve. Bul
Lo late, Pl hits another qoal 2:0.
He gleafully rubs his hands
toethisr

Brendan puts together a neat
play, but once again s denled by
Phil's super-godalie, 'Best chance
gone, ' Brendan glumly remarks
Come an, | say, Phil's already got
the DTs. ‘I've got a fealing if | got
one, | can equallze,” he says, But
as it turms out Philis next 1o Scora
acornerino his penally area sees
one of his detenders walk the goal
nto his own net! 221, Clearly rattled
Phil’ s eyves flick around, looking for
some meths 1o slurp,. Nesdless 1o
a8y he steps up his diny, fouling
tactics. But these backlire when
hee gives away yel another penalty!

Time 15 slowly icking away and
with less than a minute 10 go i
looks like thera might be another
draw. The tension 15 unbealievabla
but then, with just thirteen
seconds 1o go, Phil somahow
3:2. I's all over, but |
cannot baligva the sheep herder’s
luck, | can't ever recall such a close
contest, such brilliam play from
such a young player and so many
jucky flukes sawving the ZZAP)
person's bacaon. Two disallowad
penalties is unbelevable and in
fact | consider this something of a
victory. Of all the games played by
anyone on ZZAP!, none has been
played more than Kick Offand the
Brithamt Brendan Phosnix has., in
Ty OPINOT, WOon & great viclony
After this magnificent campaign |
am sure total victory can only
follow in the next challenge. In the
meantime | congratulate Brendan
agaimn on his astounding
performance

CCOrns

ranging from the blind C
Winchester to red card-
happy E Boylan. Before
non-league games each
team gets to choose from
five levels of play which
determine the speed of the
players—forthe challenge,
both players were on the
fastest international level.

The gameis also famous
for its many quirks (also
known as bugs!) including
strange white lines which
obscure the middle of the
pitch, a little white man
who appears behind the
goals, time running out
before a penalty can be.
taken, and goalies who
seemingly go to sleep, only
to be awakened by the ref's
whistle. Mainly because he
uses them to his
advantage, Phil reckons
these features enhance the
game - other more honest
players are a bit dubious
about this!

KICK OFF:
The Game

Phil's all-time favourite
game was reviewed in
ZZAP! 50 - just before he
joined the team. Even
though the game earmed a
well deserved 96%, a
certain ‘arty’ person (who
will remain anonymous)
made a mistake by putting
a Sizzler logo instead of a
Gold Medal on the review.
So please, no more letters:
it was a Gold Medal!

Kick Off, of course, is a
simulation of football, with
the arcade action taking
place on a scrolling,
overhead-view pitch. The
‘game includes an
international league of
eight teams, practice
options, and one and two-
player modes. There are
several different refs

Reckon you could do better? Well, Robin ‘Boyo’ Hogg has
been practising his skills on Hewson's Insects In Space (from
their Sizzling C64 Fourth Dimension compilation), ready to
take on a worthy challenger. If you're chosen you get to visit
Ludlow (a unforgettable experience) and, win or lose, you'll
getsome great prizes and have your picture taken by one of
the world’s leading photographers (or if he's not available,
Cameron).

CHALLENGE TH
WELSH SWINE:

My laser-firing eyes are so hot | reckon | could fry the
Welshman's bacon and make him look like a real ham-ateur.
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Vivid Image/Activision, C64 £9.99 cassette, £14.99 disk; Amiga £24.99 A

oday’s holograms are fee-

ble, flickering illusions,

monochromatic and
insubstantial. But in the future
these three-dimensional phan-
tasms have been transformed
into flesh and blood by the Cen-
tro-Holographix corporation,
which uses personality matrices
of people to create exact dupli-
cates. Using these bizarre crea-
tions the company has taken
control of Earth’s two major
post-apocalypse cities.

The latest two holographs are
the male leader of a Flrearms
Suppression Tactics unit (FIST),
codenamed Hammerfist, and a
female, East European assassin
now known as Metalisis. While
being held in stasis pens, acom-
puter malfunction fused the two

¥ The very first screen: as Hammerfist you're busy smashing up a
computer - let's hopa it's a Spectrum! (D54

LA & 4

4 The underwater city: Metalisis is about to kick a droid in the nuts!
{CE4)
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holograms into one. Thisisn'tas
messy as it sounds, since it
means they both inhabit the
samea body which can take the
form of Metalisis or Hammerfist
as they wish. What's more their
psychopathic instincts seem to
have been cured . ..

Nevertheless, spending their
lives inside a single body holds
little appeal for them. C-H's
latest assassins have turned
against it, and plan to destroy
the corporation's brain - The
Master. If anyone can doit, they
can. Hammerfist is named after
his cybernetic hammer-shaped
fist, which packs a powerful
punch. But even more powerful
is his piston-fist, a limited
energy unit which can pulverise
almost anything. And for long-
range targets he carries a laser
gun (again a limited number of
shots). Metalisis carries no
waapons, but can perform a let-
hal high kick and headbutt.
She's also more agile and faster
than Hammerfist.

When baddies are killed they
sometimes leave orbs which
give extra units for the pow-
erfist, laser, or increase one or
both character's life force. But if

DOne thing that Hammerfist has
going for it right from the start is
a superb attention to detail, and
it's not all graphical either. The
game is simply alive with activity
with masses of variety in the
foes. And as each screen con-
tains its own particular prob-
lems, together they make for one
busy game.

Amiga owners are in for a treat
with the sparkling graphics,
background effects, and a total
of four moody Wally Beben
tunes. The level of detail in each
character (be it friend or foe) is
pretty amazing with no limit on
the colour. And on top of the
graphics there's the solid blast-
ing action (or ehould that be pis-
ton-pumping action?), UHi-
mately a little unsophisticated
perhaps but you've got to perse-
vere with this one if only to see
the superb visuals.




you don't get the orbs in time,
they disintegrate, building up
Tha Master's power (a bar at the
top, centre of the screen): if this
reaches full, whenever a baddie
diesitleaves an energy-sapping
skull. Besides orbs, energy can
be restored by powerpoints
scattered through the complex,
They make the holograms glow
when they plug in, but watch out
= too much and they blow up!

The Hammerfist team begins
its quest in an undersea city, a
single load on the Amiga, split
into two on the C64 with the lat-
ter including the entertainment,
or Pleasure Dome sector. This
half of the game ends when the
team beats a massive sea
monster.

The second half begins with
the team entering caves,

T 3 Ill.‘l'l-ll""_
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A Two human guards approach
Hammerfist. (52

saarching for an air shaft which
will take them to the surface if
they can beat a massive, mutant
ant. The final Cé4 load is a city in
aruined wasteland. The Centro-
Holographix complex is here
with the defeat of The Master as
the final objective . . .
Hammerfist has just 32
screens in all, but this isn’t due

to any laziness on the program- |

mers' part. Instead they've tried
to make each and every screen
virtually a sub-game in its own
right. To exit any screen you
must destroy everything on it,
making completing the whaole
game a formidable task. And for
those who manage it, Vivid
Image have already started
planning the sequeal!

&4
PRESENTATION 86%
Two loads: contimiue on second se
hion when all lives lost, hegh '_.'I'- il
labila, music or FX aphion

GRAPHICS 91%
Good use ol colour, greal attenton 1o
thetanl, plenty of vanety. and bollianthy

Tl miGin Speniles

SOUND 85%

Good Wally Beben music can be
swapped for moe spot FX
HOOKABILITY 90%
3y 1o have fun simply basting

things ug

LASTABILITY B9%

bt wath such a huge vanaty of
baddws and some simpla puzels
[Henty 10 KeepD you

for guite soma tima

OVERALL

ey By i

theta's icCLipHed

90%

A brilliantly executed arcade-ady-
enture, packed with graphical vari-
ety.

One thing that Hammerfist has going for it right from the start is a

superb attention to detail, and it's not all graphical either. The game am 1ga
is simply alive with activity with masses of variety in the foes. And as
each screen contains its own particular problems, together they make PRESENTATION 90%:

for one busy game.

Amiga owners are in for a treat with the sparkling graphics, back-
ground effects, and a total of four moody Wally Beben tunes. The
level of detail in each character (ba it friend or foe) is pretty amazing
with no limit on the colour. And on top of the graphics there's the solid
blasting action {(or should that be piston-pumping action?). Ultimately

Mice attract moda and choica of Fx
and four lunes,

GRAPHICS 94%
Static shots do them no justice at all,
you have to sea the superb animation

a little unsophisticated perhaps but you've got 1 ith th e ik
ittle unsophisticated perhaps but you've got to persevere with this
one if only to see the superb visuals, : SOUND 92%
Four very good tunes and powerul
sound effects.
HOOKABILITY 90%

Ther Bash-'em-up action =
immediataly addictive .

LASTABILITY 88%

. but atter a few screens further
progress requires some lactical
thinking and pure arcade skill,
Could’'ve had more screens than the
C64 for £25 though.

OVERALL

Robin may well have gone overboard about the Amiga version but the
64 version is the better for gameplay and all round value, Platform
action is alittle simple for 16-bitters; the graphics and general presen-
tation of the Amiga version do a great job of masking the 8-bit gamep-
lay (in a way Ghostbusters 2 never did). Hammerfist is much more at
home on the 64, with high levels of detail, shading, and everything
that the Amiga version has when it comes to gameplay and challenge.
The main sprites are well constructed with Metalisis boasting a well
animated flip and attack moves. The emphasis on all out beat-'em-up

90%
action makes for a light game with an underlying strategy in complet- A spectacular beat-"em-up which
ing each screen and series of screens. R '“::::‘!':; atop-notch |
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Domark/Broderbund, Amiga £19.99

ea sprites are the cutest
things in the known uni-
verse. Living on groups of

tiny islands on the planet Aguar,
they're yellow furry things which
can swim like dolphins — and

PLEASE SEND ME MY FREE GAME FOR
S PECTRUM
A M S TR AD
COMMODORE

turn bright red with popping
eyeballis when they're angry.
What's more they're incredibly
possessive little varmints, so
when Flight 396 goes down over
the planet we know we've got
trouble. The only survivor of the
crash is a human child.

As the incredibly famous Typ-
hoon Thompson you're dropped
on Aguar in your Jet-Sled. After
visiting the Spirit Guardians
(who give you an extra life and
three extra Jet-Sleds) you set
off to find the first of four magi-
cal artifacts which need to be
collected before you canrescue
the infant. Each artifact is lov-
ingly stored in a Treasury Dome
located at the centre of anisland
village. To get the object you
must first kidnap all the sprites
intha village.

To lure a Sprite out, you
merely need to blast its home
(there are six per village) with
your laser cannon. The enraged
Sprite will then leap into its Flyer
and come zooming after you.
Flyers range from Bumpers

ZZAP! MAY 1989 B 7 1

{which merely push you around)
to Suckers (which love eating
Jet-Sleds) and Zappers (which
blast both Sled and you to
atomsl). Shoot a Flyer and a
dazed Sprite will fall into the
ocean, utterly helpless for a
short while so you can scoop it
up into your sack. Take toolong
though, and it'll start swimming
back home.

On higher levels there are up
to three Sprites in each island
home, and if you let just one get
home three are restored to that
island! Fortunately on the more
advanced missions you're given
additional weapons, such as
Freeze and Scatter Bombs.

Once you've collected all the

Sprites you must go to the
Treasure Dome in the hope of

-swapping them for the magical

artifact.

~ PRESENTATION 96%
; Entertaining intro, good demo, and
| axcalient inter-level sagquences.

GRAPHICS 95%

Beautiful animation, supariative seas-
capes and Sprites.

SOUND 80%
Clleary fitle tune and sorme axcallent
spot FX,

HOOKABILITY 91%
Takes a short while to get into, but

s00n becomes incredibly addictive
and really enjoyable.
LASTABILITY 83%
Five islands don't provide an
immensa challengs, bul superh
characters and gameplay keap you
coming back.

OVERALL
88%

A classic arcade game with somea
graat humour,
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SHIFT and tep the small AUN/
sutomstically. Pissse follow all on scrsen proampis

LOADING INSTRUCTIONS

SPECTRUM
48K Rewind tha taps 1o the beginning of Side A Typa LOAD ™ s
prass ENTER. The game should losd sutomatically. Pleass fofio
all on serean prompts

128K: Rewind the tape to the beginning of Side B Select iu
LOADER option from the manu
avtomatically, Plasse folow all on scresn prompis

AMSTRAD CPC

CPC 484: Rewind the 1spe totha nat::\
down CTRL and tap the small ENTER
sutomatically. Please foliow all on scresn prompta

CPC 684 or 8128 Rewirnd 1he thps b0 1he hlﬁlnnln!‘ ol siher Sidi

Typa | (Ehilted®) TAPE (ENTERL then typs RUN" (EN
should losd automatically. Please foliow all on screan oromois

COMMODORE CB4./128
CB4

Rewind the tepe to the

C128: RAewind the tape 1o the E:-dglnnwd aither side. Ensureih
machine is in 84K mode. H

RUN/STOP key. Tha gamashould load automatically. Plaass folls
all on soreen prompts

THE GAME

bn amch district of the city you must wips out vour daily guota of gan
meambars. Onca thess hanchman have besn eliminated you ma
bk e ths haad dealar balors §oing on 10 the naxt, manflﬂ.nq.-mu.
B BA

To oparate your Ud machine pisol use the directicnal controlis
mave thie crogs-haeir and prass the fire key to sctivate the rigpe

Your anargy will be depleted if you sre shot, or if innocem civilis
get caught in the crossfire.

Extra ammunition, first aid, and body armour may ba liberated fre
tha gang mambers you alimiate

CONTROLS

Spectrum and Amstrad users may use 8 joystick or redefined ke
(=]

Ccwners must uee & joystick connected in port 2

t last, C64 owners can
abuse their rackets in the
of their own home
(the Amiga game scored a
worthy 88% in Issue 55). Youcan
practise your strokes either
against the computer (choose

Shane.

Ubi Soft, C64 £9.99 cassette, £14.99 disk

from three skill levels) or afriend
on the 3-D court viewed from the
usual TV angle,

A novel technique is used to
sarve: as the player throws the
ball up, a small cross appears on
the court - this must be guided

¥ This C Elkins looks like the next Becker, absolutely demolishing

B2 E AP AmMAY 1990

into the relevant service box. To
return the ball you must position
your player and accurately time
your swing.

To help you master this tricky
technique, there are a variety of
practice options. The training
machina can throw balls at you
in six different patterns, and
there's another option to prac-
tise serving.

When you're ready, you can
take on computer players of
various ability in the four major
international tennis tourna-
ments: Wimbledon and the
Australian, French, and US
Opens. Even if you don't win a
tournament, the more matches
you win the higher your ranking
(starting at 64th) will get. As get-
ting to No.1 is likely to take a
long time, the game includes a
useful save facility.

{
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PRESENTATION B7%
A good range of practice and play
options. Useful save game facility

GRAPHICS 80%
The large sprites are very well ani
mated

SOUND 76%
Chcay titke tune, sparse but informative
i Fx

HOOKABILITY 83%
sfficult to master at first but very
playabbe in two-played mode

LASTABILITY B1%

A vary pro-fressional pro-duct

The gama should low

al sither side. Hot
he GamE anould o

ER). Thegam

nning of sither side. Hold dow
OF key. Tha game should ko

down SHIFT and 1ap the sma




SPORTS

basketball has developed
hlylm a modemn sport with
highly paid professionals play-
ing in America's NBA Cham-
plonship. Cinemaware, how-

From humbie beginnings

CWBA, with 28 teams (any of
which can be human or com-
puter controlled) competing in
four divisions. Teams may be
edited to change players’
abilities and names.

In exhibition (friendly)
matches, up to four players can
compete (using a special joys-
tick adaptor available from
Microdeal), either on the same
side or two against two. There
are also options for the number
of playersin a team (2-5) and the
length of the quarters (3-12
minutes - realtime).

All games start with the ‘tip
off’. Two players stand either
side of the ref as he throws up
the ball, and jump up in an
attempt to knock it towards
another player on their side.

The substitution screen then
appears, allowing you to replace
tired players with fresh men off
the bench (substitution is unli-
mited) as well as changing their
positions and choosing which
opposing players they mark.

¥ If the attacking side stays in the
‘hlr‘ﬂ-dlrkrﬂow:m]fw
maore than 3 seconds possession
passes to the other side, Also,
player 34's number's tumed red
80 he's risky to pass to,

it
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Cinemaware/Mirrorsoft, Amiga £29.99

aver, have their own league: the

This screen can be called up
during play by taking a time out.

There are two ways of playing
for your chosen team: you can
either switch between the
players at will, or play the role of
just one chosen player.

The player in possession drib-

bles automatically. Passing is
achieved by pressing fire; the
ball is aimed towards the
nearest player in the relevant
direction. To aid passing, the

most open playeris Indica'hdhy
acircle, the colour of which indi-

cates the risk of the ball being
stolen by the i

Hold down the fire button and
the player jumps up, shooting at

~shoot at the top of the jump for
the optimum chance of

ing opposing players. But with
both offence and defence, care
must be taken not to make
illegal contact with an oppo-
nent. As well as giving away free

throws, the offending player
could be eliminated from the
game if he commits too many
fouls,

the basket when fire is released

Shots can be blocked by jump-'

that the

sim

| was slightly doubtful whether the end-to-end sport of

would suit Cinemaware's more strategic
But although the action is somewhat
very faithful conversion of the sport.

isfun, but i’ infull-length
strong lhmﬁ’\':m:pacta of mﬁwm substitution truly

e
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v MrWh-nghuﬂubulmdMﬂhhﬂummhmld-mnm
mmmmmmmmmw, if
lhcm.whhhmmwuﬂwﬁu.
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Direct control of players is
only possible at the two ends of
the court. When players are
crossing mid-court the playcal-
ling screen appears, allowing
:rnﬂinﬂwhim to select a

ayer to try to get open in the
subsequent attack. Simultane-
ously, the defensive team can
choose an opposing player to
guard more closely.
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PRESENTATION 90°

Slick "ne k by

Choay tune, fairty spa
Extra FX on

HOOKABILITY 82%

takes a

LASTABILITY 88%
A

thallenge which fans will

Another slick Cinemaware sports
s5m
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Activision, C64 £9.99
cassette, £14.99 disk.

®Ninja know-how from
Chris Butler

fter the defeat of so many

demons by superfast nin-

jas, you'd think they'd
learn their lesson and reform. |
maan think of the cash a demon
could make using his hordes of
minions to do repetitive tasks,
like building TVs, hifis, and even
Nintendos!

But no, the Last Warlock isn't
intarested in your cash, he
wants your soul and his avil
reign is terrorising another
obscure Japanese province.
The only one who can save the
disaster-prone Japanese
people this time is Tsukikage,
the spirit of the white woll. He
has taken the form of a ninja and
embarks on a dramatic quest
through six lands, slaying zill-
ions of minions and plenty of
huge super-monsters such as a
Flying Kiteman, giant
swordman, and massive evil
buddha.

The legendary adventure
begins in a decaying temple,
with evil ninjas crouching on
platforms above the ground and
hurling bottles of poison gas.
There's also plenty of sword-
wiglding friends to rush Tsukik-
age. Besides the inevitable,
razor-sharp samural sword our
hero is armed with ninja death-
stars (or shuriken), dynamite,
and lassoon blades - swirling
blades on a chain which can be
thrown to deadly eftect. Tsk -as

A Leaping up the vertical cliff face and under heavy attack.

L-.

This is one fast and furious game with enemies zooming onto the
screen from all angles — | haven't had so much thrown at me since |
was booed off stage at the school nativity play! And it isn't just their
huge guantity that makes the nasties dangerous. They behave very
intelligently, homing in on you and accurately firing bullets and swing-
ing their swords. Indeed, when | played an early version of Ninja
Spirits | thought it was too tough, so thankfully the finished version is
slightly tamer, and a lot more playable as a result. That's not to say
it's easy, however, as at times it's hard to think quickly enough with
g0 many enemies attacking from all sides,

Graphically the game is a bit of a mixed bag. The scenery's a bit
basic in places but the enemy sprites, although small, mere than
make up for this with superb animation as they leap about, swinging
their swords realistically. And their speed is amazing considering
there's always so much happening on screen.

| know the subject matter's a bit jaded but, all in all, | rate this the
most playable ninja game to date. Another top-notch conversion by
the inimitable Chris Butler.

he's known to his friends — can
also make use of crystals drop-
ped by dying ninjas to get ninja
spirits (which copy his every let-
hal mova), triple the number of
death stars thrown, envelope
the sword in a lethal energy field,

¥ Fighting through level one's superb ruined temple!
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fireworks are lethal too!
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and more besides,
All these, and plenty of skill
will be needed on later levels,
which include a haunted forest,
spirit-infested marshes, a mas-
sive warehouse with a trapdoor
which takes youunderground, a
vertical cliff face with ninjas
lurking in every nook and
cranny, as well as caves where
ancient old men with twirling
sticks leap into the air to make
hair-raising attacks.

A The final lsvel and you're at the top of the screen, irapped betwesn
a leaping ninja and a stick-swirling flying old man. The pretty biue
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Why everyone has to make games about short little oriental guys with
shiny swords rather than massive, death-dealing alien dictators such
as myself is a bit odd — and usually boring with so many crowding the
shelves. But Ninja Spiritis different. The original Irem coin-op showed
some welcome imagination in equipping Tsk with a fair few weapons.
allowing you to slice-'n'-dice your opponents in a pleasingly varied
number of ways. There's also plenty of different backgrounds, from
the ruined temple — with its superbly detailed statues — to the spooky
forest and demanding vertical cliff face. After the incredible tedium of
ninjas stomping around New York City — where in reality they'd never
last more than a minute against the machine-gun wielding gangs and
police — it's a welcome change to find them in their proper place, the
beautiful landscapes of Japan's mythical past. This all combines to
provide a great atmosphere.

The actual gameplay isn't as varied as Ghouls 'N' Ghosts, but the
variety of weapons, various vertically-scrolling sections and plenty of
different enemies provide much more than the average ninja slash-
‘em-up,. What's more Chris ' Powerdrift’ Butier has worked wonders
in converting the game. The imagination in the backgrounds has, on
the whole, been very well replicated but it's the sprites which really
shine. The way enemy ninja run on, draw their swords then try and lop
off your head is great fun. Ninjas armed with rifles crouch, take aim
then fire. They may be small, but the enemy sprites constantly impre-

1 ssed me with their excellent animation. In my firm opinion, although
the Welshmen would disagree, the graphics are much better than
Ghouls due to their surprising realism.

There's no hiding the fact Minja Spirit is tough, and not brilliantly
original, but its plenty of fun executed with great panache. Heartily
recommended.,

« The marshas: Tsk shows off the
incredible lassoon blades on their
lengthy chain,

AT AAAY

Apparently Chris Butler took on
Powerdrift purely because he
wanted to get his hands on this
Irem coin-op, which is very much
in the style of his superb Ghosts
'N' Goblins conversion. Techni-
cally this is quite iImpressive, with
an amazing amount of ninjas and
death stars bouncing around the
screen. The way the game
switches from horizontal to verti-
cal scrolling is pretty slick as
well. The graphics are a bit of
hotch potch: the sprites are great
but level two is very disappoint-
ing for its sparse backgrounds.
Level three compensates
though, with some superbly
shaded trees and baddies.

To some extent | think Chris
was handicapped by the original
coin-op, which isn't in the same
league as Ghouls 'N' Ghosts, but
his formidable talents have not
only produced a great conver-
sion, but a really good C64
gama. Some people, myself
included, might find the
extremely hectic pace and tough
difficulty level initially a bit off-
putting, it doesn't just et up! This
is the hardest game I've played
this issue, and while this might
seem unfair it's a part of it that
forces you to learn those pat-
terns. Persistence reveals some
fine gameplay, the muitiple nin-
jas work well and if you want a
real arcade test this fits the bill,

=1 a o I B = F—

The Amiga wversion
rivviewad exl month!

should be
update

PRESENTATION 83%

Four lpads, but continue plays help
compensate for toughness:

GRAPHICS 90%
Some intricately detaded back-
grounds and = most especially — bril-
lantly animated sprites create a first-
rate atmosphere. End-of-level
mionsters and vertically-scrolling sec-
tions are great too.

SOUND 83%
Pleasant lune and good FX.

HOOKABILITY 91%
Twa levals in the first load, relatively
easy beginning makes i1 instantly
addictive .

LASTABILITY 90%
Some fearsome later levels rival
Ghouis ‘N’ Ghosts for toughness!

OVERALL
90%

A tough, but very addictive slash-
‘em-up!
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Id age is bad enough with

rickety joints, wrinkly

skin, and not being able
to hear the TV properiy, but the
Red Indians had a sure way of
making it worse, According to
Slimaril they used to take their
old folk out into enemy territory,
tie them to a stake, and leave
them so they could die the
‘death of a warrior'| Makes your
average, gestapo-run OAP
home seem quite charming,
doesn't it?

You discover this strange
custom when trapping beavers
in 1880 USA. Stumbling acrossa
group of Indians you shoot them
all, axcept for an old man who
promises to give you a treasure
map if you give him a proper
ritual death. You oblige and start
the game searching for a lost
gold mine in a flickscreen
arcade adventure of 100-plus
screens.

Besides moving left/right and
into the screen, you can also
swap batween having bare
hands or holding weapons such
as a musket, axe, and knife. You

Palace/Silmaril, Amiga £24.95

can also use, or if appropriate
read, any special objects you

might find via the function keys.

In addition, if you find Mac Big-
gle the storekeeper you can bar-
ter anything you might find for
the various items he has. You
cannot save at will, but only at
special locations.

Besides the core beat-'em-

up, arcade-adventuring action
there's an impressive canoeing
section. To get to various loca-
tions you can jump in the canoe
to zoom down tha Mississippi
river. But watch out for logs,
rocks, and boulder-throwing
and canoeing Injuns who'll try
and stop you reaching dry land.

¥ The canoeing scene: an Indian's just thrown a boulder at you.

¥ Useful equipment can be bought from Mac Biggle's travelling store.
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up
working out which object to use
where. It's an arcade-adventure

Mo plans for a 64 version.

GHAFHICS ﬂﬂ“fn
Lots of vanety and deta F
good canceing

LA5TABILIT‘I" 31 %
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A vary enju?ahle aardvark!




A A door knocker strikes back!

Empire, Amiga £44.95

irk the Daring's last

Amiga appearance saw

him half way through his
brave quest to rescue Princess
Daphne. Now the second half of
the Dragon’s Lair coin-op has
been coded and you can finish

DRAGON'S LAIR:

SINGE'S CASTLE

e
_/"" /)
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the task. The game begins with
you deep in Singe's castle; the
hideous dragon has hidden
Daphne deep in the Castie's
catacombs. Watching over her
are a whole host of monsters,
traps and - worst of all - the Evil

tial challenge

really are superb with an

the top.

Singe may only contain eleven ‘scenes’, but most of
these include two or more screens and often repeat —as
in the labyrinth —to create the impression of a substan-
"tm;:uHFrp “"'wm

< (even if you don : ‘Flip* option), you
to reverse your actions. To begin with, graphics are almost irrelevant;
mmmnﬂwmmﬂaﬂmm%mmnmm in
to appreciate the presentation mora. huge cartoon

d ! cs
to match. Overall,

atmospheric soi
Singe Is a definite improvement over the frustrating ngo Ace,
ﬂhoughmﬂmdi%usiuhlnd-mmzﬁpﬁmug well over

original.

Was it really a mere two issues
me blowing a circuit over its irrit
Singe Is a massive leap forward, the ‘helper’ arows
making gameplay more a matter of timing than madden-

experimentation

a much more flowing, satisfying feel. As for the
as you'd expect: fast, imaginative and full of humour! Sound is
ideal accompaniment — plenty of great spot FX. This means
thera's no less than five disks, and on quite a few scenes death means
a brief pause for reloading it, but this really is quite a good game. Still
not worth £45 perhaps, but good fun and essential for owners of the

that Space Ace had
g lack of W

. This

craphice, hey 1o 3

Shapeshifter.

While Escapeis the prequel to
Space Ace (58%, Issue 59), it's
the mostrecent to be converted
and has many advances over
Ace. Due to the spectacular set-
plece graphics the main charac-
ter still has a limited number of
actions per scene, eg ‘jump left
and fire' to be performed at just
the right moments. There's only
one way to do things - mistime
your actions and you lose a life.
Butunlike Acethere's a'Helper’
option where arrows appear on
screen showing you what
moves to make (until you get
near the end). These moves are
not always the same and can
change from game to game.
There's also a ‘Flipping" option,
which improves lastability by
forcing you to play most rooms
twice, their order random with
many shown mirrored. There
are also three difficulty levels;

¥ Slicing the Lizard King in half, a scene very like what happaned to our very own aditor!

‘sgsy' meaning there are less
scenes to beat. Even more
impressive, Dragon's Lair Part 1
can be linked to its sequel so you
can play the whole coin-op -
complete with ‘Helper’ arrows
on the first part, as wall!

If you don't have a 1Mb
machine you lose sound, and
can choose to drop birth/death
saquences to save disk acces-
sing. You can still save the game
though.

They're thinking about it!

PRESENTATION 90%

Hard drive installation progrim,
option to ink in Lair Part T, savi
option, and much more besices.

Apart from ingvitable disk swappng,

axcallen],

GRAPHICS 92%

Big. colourful, very fast, and shick
Lots al vanaty and imaganation

SOUND 85%

Hilarious spot FX, greal arcade sam
ples

HOOKABILITY 76%

Instantly playable

LASTABILITY 56%
Difficulty kevels. option to double
number of rooms, and Part 1 -
sion offer some challenge, altt i
tew days intensive play should sea il
beaten

OVERALL
71 %
Over-priced, but graphics and

sonics are great whila gameplay is
fun.
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Anco, Amiga £19.95

@Get paid less for doing two jobs — sounds familiar . .

ging the manager of a

football clubis a stressful

occupation - it's easy to
get laryngitis screaming at doz-
ing players. Some enraged bos-
ses even make regular pitch
invasions. You're one such
boss, but unlike Cloughie, your
place on the pitch is entirely
legitimate. As player manager of
a Third Division side you can
inspire your team to victory by
playing alongside them. Do well
and you could gain promotion or
even win the FA Cup; do badly
and the club's board of directors
will soon let you know!

i you're starting your very first
season, the computer takes a
few minutes creating a unique
game environment of teams and
players which is saved onto a

blank disk (also used for saved
game positions).

Management menus are
accessed with the mouse and
include:

Squad: Gives full details of
players, including their physical
abilities (pace, agility, stamina
etc) and skill attributes |passing,
shooting, tackling, goalkeep-
ing). Players can be sold by put-
ting them on the transfer list (un-
happy players may request a
transfer).

Transfer: Here you can buy
players on other clubs’ transfer
lists. After selection of the
desired position and price brac-
ket, a suitable list of players is
displayed. You can view full
details of any player and attempt
to buy him by haggling the price

¥ Tha excellent tactics designer screen; the yellow ray-tracing lines show how
farthe players have to run as the ball moves across the

with his club.

Club: Includes club records,
finances, managerial assess-
ment, and the season's com-
plete fixture list.

Tactics: Here you can create (and
save) new team formations,
using the tactics designer. A
map of the pitch is divided into
12 square sectors. You can
determine the target position of
each of your players for when
the ball is in each of the sectors,
as well as for goal kicks and cor-
ners. A useful aid in evaluating
your formation s the Ray Trace
facility which shows how far
your players have to run as the
ball moves from sector to sec-
tor.

Coach: There are three types of
training. Squad Training allows

B 71 77AP MAY

youto change thé specified pos-
ition (goalkeeper, defender,
midfielder, forward) of a player
by retraining him in a new one.
Tactical Training allows you to
modify one of the team’s four
formations or replace it with one
previously designed with the
Tactics option, Extra Training
simply improves the squad's
performance, but if overused
can lead to low morale.

Match Day: Time for the big
match. After viewing the oppos-
ition's squad, you can pick your
team. As well as eleven starting
players, two substitutes must
also be selected along with your
starting formation.

The match itself is a slightly
altered version of programmer
Dino Dini's arcade footy game,
Kick Off, with the action taking
place on an overhead-view,
scrolling pitch. If you're in the
selected team, you get to play
eitherinyour chosen pasition or
for the whole team, flicking from
player to player as they get
closest to the ball - this choice
can only be made when you start
a new game of Player Manager.
Either of your two subs can be
puton atany time and achange
of tactics made simultaneously.

if you're in a hurry, you can

.-‘-.- -'u
e o !

This really is an incredibly realis-
tic simulation of every aspect of
football. Players behave just like
their real life counterparts,
becoming unhappy if they don't
get to play for a2 while. Even
players' private lives can inter-
fera with their career: they can
get killed in a car crash or be
arrested on drugs charges!
Another realistic aspect is the
board of directors who'll stop
you from buying a player if they
think he's too expensive, and
sack you If the team performs
badly. As for thematchactionit's
an improvement on Kick Off with
more  inteligemt computer
players and fewer bugs! And tha
great news for Kick Off fans is
that the soon-to-be-released
Kick Off Il will allow you to play
two-player games with any of the
sides and tactics created in
Player Manager!
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I'm overjoyed to say that Player Manager has been well worth the
anxious months of waiting. The mixture of management and arcade
games works very well indeed with the players visibly performing
according to their abilities. All the management menus are very easy
to use and neatly presented. Rather than just pick your team, there
are great coaching and tactics options which can really pay dividends
on the pitch. The transfer system is particularly impressive with plenty
of players to choose from and a neat bidding system. The match
action is an improvement on Kick Off with cleverer computer players
making for a more skilful game — especially when you're playing in
one position. And with the long term interest offered by league and
‘cup competitions you'll never want to hang up your boots.
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: A All the forwards avaiiable for transfer in the £100-250K price

play an accelerated version of
the match (with a static pitch
and dots for players) or just get
the final result.

Being a player manager is an
exciting job, but as your physical
fitness wanes with age you may
decide to hang up your boots
and become a normal manager
- complete with ‘sick as a par-
rot’ facial expression and
hoarse voice!

< Awealth of info on the players givis
Player Managerunparalleled
realism.

¥ A brilliant goal by T Long puts
Reading in the lead.
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Football has always seemed to
me as yet more proof of the com-
plete idiocy of Mankind — 80
minutes of whacking a leather
ball up and down a bit of pitch
rivals cricket as the most tedious

activity in the known universe.
Bit Kick Off was different, offer-
ing mind-blurring speed which
tested arcade reflexes to the
limit. A superb test of fast-action
skill and a minimum of complex
tactice. Mow Dino Dini has
miraculously taken the best
arcade game of "B8, improved it,
and added one of the best foot-
ball management games ever
writtan.

The ability to spend hundreds
of thousands on new players,
sell off the OAPs (ie P. King),
develop your own unigue forma-
tions, and control substitutions/
tactics during matches is great.
The burden of keeping your
finances in the black and spot-
ting the right players to bring in
and who to sack (via in-depth
profiles) is very realistic. The core
Kick Off game is sadly lacking
the two-player mode, but com-
pensates with a role-playing
option where you control just
one player — risking injury and
sending offs. Football fans will
ind this an absolutely essential
purchase, but anyone else who
appreciates a great arcade game
and an in-depth strategy game
should enjoy it just as much.

&« ‘

CB4 Piayer Manager should make its
debut in July and will use a version of
Kick Off Il for its arcade game.

L

update‘

PRESENTATION 90%
AMTACtive, aasy-10-use Management
manus.

GRAPHICS B6%
fast, claar with some nice detail.
SOUND 63%
Uihm, good spot FX — kicking, whistla,
crowd roar — but hardly amazing
HOOKABILITY 90%
Clear menu system makes it all very
easy 1o gat imo — and Hick Off is stil
inglartly playable,
LASTABILITY 94%

Plenty of depth, fighting your way up
from third division to is & greal
chaliange!

OVERALL

92%

The amazing Kick Off is improved
and combined with a briliiant man-
agemant gamea.

I 7 9



@G0 to work on an alien egg - with cynanide!

Psygnosis, Amiga £24.95

here are some places in
' the universe that you don't

go alone. Acheron is one,
Xelos is another. Over four bill-
ion light years from Earth, this
moon has been colonized so
scientists can study CX.D3a-an
ice-covered world they suspect
has intelligent life lurking below.
Contact, it seems, has been
made and aliens detected within
the Alphall research colony. The
last message from Xelos was a

Getting into Infestation isn't at all |

easy at first. There are an initially
daunting array of displays and
options to use. But please don't

@be put off. Perserverance is |
rewarded by some of the most |
@ atmospheric  gameplay ever |
@ devised, complemented by a |

il huge variety of excellent solid 3-
D graphics. Tension |Is

heightened by the clever ‘in-hel- |

met’ view and some superb
sound — especially the atmos-
pheric breathing effect. There

il have bean many games inspired ||

[l by the 'Starship Troopers' bug-
il hunt tension of Aliens, including
ll the superb C84 Project Firestart

and UK Aliens. Apart from the |

dire Xenophobe, Infestation is

jithe only Amiga game to cover |
this territory — and it's utterly ||

excellent.

H o AP AAAY 1990

¥ Your MMU jetpack has carried you aloft inlo a near-tatal collision with the beautifully detailed dropship.

Navigation Cbmggpeﬁ
-d—,'.'-’j-d— ¥ by -

Level: 03 7 B
Level co-ordirates: 63,38

Orientation: 264 °-05° ‘g0 °

“ ocation data; -

o data available

¥ Deep in the scientific station you've found the infra-red and HUD gear.
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frantic plea for help. Many have
been murdered, some by the
malfunctioning automatic
defence systems, and eggs laid
throughout the base . . .

Kal Solar is the hero selected
to 'sanitize' Xelos. He must find
the 167 eqags one by one, poison-
ing them with cyanide gas. Then
the station's power source has
to be found and rigged to self-
destruct, leaving just enough
time for Kalto escape to the sur-
face.

Kal's missionis shownin first-
person perspective, with you
peering through the visor of his
spacesuit helmet. Fast and
detailed solid 3-D graphics are
used to show the planet's sur-
face, radar stations, and trans-
porters which take you down
into the claustrophobic cor-
ridors, rooms, and ventilation
shafts of the colony. To help you
there's plenty of Head-Up-Dis-
plays projected on the visor:
location/heading display, inven-
tory, life support (heartbeat and
food stores), and a scratch pad
where you can make notes,
There's an avionics HUD, for
when you move about using
your MMU jetpack, and an
atmosphere analysis HUD -
you've got limited oxygen, soit's
best to take your helmet off
when the air is breathable.

There are two ways of moving
about: in recon mode, holding
down fire will allow you to look
up/down and around while mowv-
ing. In tactical mode pressing
fire shoots your laser gun. To
pick up an object you simply
walk over it. You can also open/

10

shut doors, use items (such as
computers), crouch, and even
turn off the suit's power via the
function keys. There’s also an
infra-red option - if you can find
the device.

Besides the many bugs which
roam Xelo's surface and the
eggs below, there's lethal sentry

droids, welding droids (which
travel in the ventilation ducts),
radiation-emitting guardians,
and a mother alien . . .

¥ That alien egg is about lo collapse now you've released some cyanide gas.

A A guardian turns its radiation-spitting eyes on you; death will be

quick unless you put your helmet back on.

Danny Gallagher's previous 16-bit game was the attractively pre-
sented, but ultimately shallow and somewhat repetitive Voyager. So
Infestation was approached with a little suspicion, even though the
graphics are quite superb. The first problem is getting into the Alpha
Il base, which is initially rather baffling. Close attention to the manual
provided some clues however and the logical solution worked per-

fectly.

Once you're in thé base, exploration and tactical thinking soon
prove to be vital. Mapping is essential, but thankfully there are termi-
nals where you can call up the blueprints of the level you're on. Copy
these down and all you need to do is to find out where the objects are
- and how to use them, My favourite graphics so far are the awesome
dropship and the shuttles parked in hangars inside the colony. But
there's also plenty of thought gone into the gameplay. The way you
need to remove your helmet to conserve oxygen, and even shut off
the suit power is great. As is the panic when an alien appears, forcing
you to arm up. Also good are the HUDs; they're not only attractively
presented, but also very useful and realistic.

The best Psygnosis game since Blood Money, giving mere humans
a glimpse of what it's like to live in a hi-tech haimaet!

It's the atmosphere of Infestation
that brings it to life with the sen-
sations of fear, doubt, and desp-
eration adding to the immensely
high tension of the game. Until
now | never thought I'd be scared
by a computer game but Infesta-
tion really did set me worrying
{even with the lights on late at
night, it's still pretty disturbing to

b, play). Danny Gallagher has taken

the suspense of the Afien movie,
multiplied the bug-eyed beasts
up to Alens standard, and
thrown in some excellent puz-
Zles 1o create one truly "horrific’
product. Wandering the cold,
ominously silent corridors is very
much in a Damocles vein but
then Novagen's game doesn't
go all out to scare the player
rigid. The idea of exploring the
vents is a brilliant fouch (even if
the vents are graphically very
repetitiva).

Peeping round corners to look
into rooms or opening doors to
unexplored regions really gets
the old nerves going and the
sight of alien eggs undergoing
transformation can really see
you panic, Having been half
frightened to death so far I'm not
too sure | want to meet the
Maother Alien!

AN BAAY
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Mo plans for a CB4 version.

update

PRESENTATION 90% i
format disky/

OVERALL
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HARWOODS

YOUR FIRST CHOICE FOR AMIGA
Y1/

WL OWERPLAY PACKS
we've yel improv &
our Great ’l"ﬁl Amiga Offers with the lounch of our
LATEST & GREATEST EVER POWERPLAY PACKS; there's
EVEN MORE SOFTWARE, £/ .. our brand new PACK 5!
Just look at the 11 NEW SIZZLING SOFTWARE TITLES,

T EXCLUSIVE TO GORDON HARWOOD COMPUTERS,
and we're giving them oway ABSOLUTELY FREE in
our new games pocks. Remember, though, you con only
gel all this when you buy your Amiga from Horwoods.
| ALL OUR PACKS CONTAIN AMIGAS WITH THE FOLLOWING
. STANDARD FEATURES:- -
0 512K RAM 0 Mouse
2 1Mb Disk Drive = 3 Operation Manuals
2 4096 Colours 0 Workbench 1.3
3 Mulfi-Tasking System Disks '
21 Built-in Speech 0 Kickstart 1.3 Built-in
: Synthesis 2 All Conmecting Cobles |
EXCLUSIVE SOFTWARE WITH
HARWOODS GAMES PACKS

AVAILABLE NOW! &

ALL QUR PRICES INCLUDE VAT AND
STANDARD DELIVERY SERVICE

PACK 5
i b
'¢ &8 PLUS 14 GREAT
PACK'S: GAMES TOO!!

PR (See Pock 1[- ] for details of fites)
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———— HARD DRIVES———— for i canecio A, T
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