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Duald
you have been

haunted by recurring
• d r e a m s  ol another life on Mars
Nu are drawn to Frekall IncOrrSorated. a unique travel

service specializing in imOlanting fantasies into the
minds of those who desire to turn their dreams min

reality.
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.
O F  A  
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M E

• Experience
the horror o u r  dreams

turn into hideous hi S u d d e n l y  your every
ove is monit a s s a v i s .  You'I d i s If • 1  t r o t h  -

YOU'RE T  YOU •  U'RE ME
You

must travel
to Mars to discover

your true identity your missi
is rt r i  ,uurney ol non-stop action, strang t a n t s
tu t i c  vehicles and a startling array of wthl4 u y  all

plured in superbly executed graphics and a e
play that compliments the success of the

s lop - -

CHASE HQ t  Special Criminal investigation,
continuing where CHASE HO telt off •

Thu Arcade thriller takes you from ltt. bright lights ol
Parisi° the rugged terrain at th Sahara

Your mission is to Rath down,
chase and apprehend

the dangerous
criminals.

OCEAN SOFTWARE LIMITED
6 CENTRAL STREET

MANCHESTER • M2 5NS
TEL: 061 832 6633 FAO( 061 834 0650

Ws FASTER 1
• • •  °Explosive power segds •

you bulteting through vartul terrains
hold the line or plough !tin

Its TOWNER
The criminals wield soiliu

heavy hardware but so do you'
You can shoot but you must dodge their flak •

heavy gunfire trucks unloading their cargo onto yout
bonnet i t 's  II
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Seven levelstf muscle-straining, reflex-testing
*sideways scrolling furyi Destroy the lethal drug Nuke

face a stream of deadly Nuke gangs.
and then • if you survive - •

face the terror
that 1% •

ItOBOCOP 2!

WW1
• THAN A GAAME

• ROBOCOP 2
• I S  THE

PRIME •
'DIRECTIVE.

NARC The arc a& actor thriller with be BIG hir iintiiii,,•
,
-
the criminal i.iterwodd your mission is to se itk out and

destroy the.lung pin
of the MR BIG CORPORATION

if you get that
tar

1..e to outwit his enormous army of body guards
nansma-bypass patients in trench coals the bullet

•b r a n  with •
• 11,L uulid of a rhinoceros ;nd the breath of a dung beetle.

packs of vicious canine yappies, the psychotic
clown with an evil sense of humour - •

you II die. buipal laughing
, Then There's

cadillac lock a  cool specimen, elbow
the door rail a serious looking piece in his
nd readflto blow you away as he rolls
down main street leaving you

coughing
•  l e a d  •

lts •
tibt all b.. •

*(ou ve got a
to back you up. a mea'. I
r e e t  
m a c h i r .

some heavy metal hardware n e  pretty nea•
Anckwhat about Ole king pin,. •
•  did I say he was Mr Big?

• N o  he's
M R  B I G !
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Gra m  House • 56 Leslie P
Croydon • Surrey • CRO 6IP Tel: 08

Moil Order -  allow 28 days for delivery

INVISIBLE. SILENT. STOLEN.

SCRIBER
YOU ARE IN

COMMAND IN THIS
DEADLY ACTION

PACKED NEW
COMPUTER GAME

BASED ON THE
BLOCKBUSTER MOVIE.

IIIETIUNT IS ON.
AVAILABLE ON:

I B M / P C  £ 2 9 . 9 9
A m i g a / S T  £ 2 4 . 9 9
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FED FEATURES 1 1 1
3 4  MANFRED THE MAN
An interview with Manfred Trenz, the man behind Turncan and Its
forthcoming sequel.
4 8  FREE MEGA-POSTER!
A massive. pull-out Night Shift cah3ndar
.7 5  THE ZZAPTIONAIRE
Your chance to tell us what you think!
8 2  SUPER MONACO GP
SC/ programmer Grant Harrison prepares another racing certainty.

1

NNW % M I M I COP COMPS
61 W I N  WITH OCEAN!
A superb radio-controlled car is up for grabs!
81 CREATURE COMFORTS!
Win a great mountain bike from Thalamus!

ROBO
REGULARS
2 3  MEGATAPE INFO
2 7  RRAP
4 0  THE THINK TANK
5 7  BUDGET
61 P I G IN A POKE
7 2  THE WORD
3 5  CREATURE FEATURE
7 7  PREVIEWS
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NGBUSTING GAMES
, •  ROBOCOP 2
Ocean -
s e r v e  
t h e  
p u
b l i
c  
t r
u s
t  
w
i
t
h  
a  
s
t
u
n
n
i
n
g  
s
e
q
u
e
l
.

18 NAVY SEALS
' Six men against a terrorist nation makes for Sizzling tactical

This time it's human cops who pursue the drug barons in mega-vide2 3  NARC 1 1 1

[arcade action.

fashion.
8 5  CHIP'S CHALLENGE
One of the most addictive Atari Lynx games is converted to
C64 and Amiga.
9 3  NIGHT SHIFT

Working in a toy factory is great fun, dt iat te beincar t only w o r l d

Rk
AFTERBURNER B O
AFTERBURNER
(Amiga) 8 0
THE AMAZING
SPIDER-MAN, 8 8
THE AMAZING
SPIDER-MAN, (Amiga) 8 8
AWESOME (Amiga) 9 7
BUCK ROGERS (S) 4 0
BUCK ROGERS
(Amiga) (S) 4 0
CAPTIVE (Amiga) (S) 4 3
CHIP'S CHALLENGE 8 5
CHIP'S CHALLENGE
(Amiga) 8 5
CURSE OF THE AZURE
BONDS (Amigo) 4 1
DAYS OF THUNDER 2 0
DAYS OF THUNDER
(Amiga) 2 0
DRAGON BREED 1 4
EMLYN HUGHES
ARCADE QUIZ
GOLDEN AXE (Amiga) 9 2
HELTER SKELTER 6 6
JAMES POND (Amiga) 8 1
MAGICLAND DIZZY 5 8
MEAN STREETS
(Amiga) 4 1
NARC 1 1
NARC (Amigo) 1 1
NAVY SEALS 1 8
NIGHT SHIFT (Amiga) 8 3
OPERATION WOLF 5 8
THE REAL
GHOSTBUSTERS 5 7
n o n o c o e  2 (S) 8
ROBOCOP 2 (Amiga) (S) 8
R•TYPE 5 8
R-TYPE (Amiga) (SM) 5 8
SILKWORM (SM) 5 7
SILKWORM (Amiga)
(SM) 5 7
SNOWSTRIKE 9 4
SNOWSTRIKE (Amiga) 9 4
THE SPY WHO
LOVED ME. e e
STRIDER II 8 7
STRIDER II (Amiga) 8 7
SUPREMACY (Amiga) (S) 44
TARGET RENEGADE B O
XENON 6 0
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0  Ocean, C 64.
1 1 9 . 9 9 .
cartridge; Amiga
E241.99

*  Search' f o r  a secret store of Nuke:Press Pre to thrust
One Muth on the cogs is fatal! (C64)
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RoboCop must rescue like hostages as well as terminating the punks.Amigo)

he lethal new drug Nuke
-h 4  swept Old Detroit
with devastating effect

arid the police are on strike —
only RoboCop is on the beat
UnfOrtunately Robo's creators,
OCP corporation, want a crime
wave to force the city into
bankruptcy so they can take it
over! The awesome Rob° 2 is
.
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one saves Detroit..
This heavy metal battle is

completely different on C64 and
Amiga. .On the Amiga, Robo's
first battle takes place in the
Nuke laboratales. Collect 10
Nuke capsules to shut down
the labs. Drug baron Cain has
unlimited and heavily armed
henchmen, plus a Tager.
wielding woman to fry Robo's
circuits if he's not careful. Coke
vending machines top up
energy while power-up
capsules temporarily give
rapid, three- and five-way fire
and other extras (some bad).
There's also ten hostages to
rescue for an extra life.

The blast-'em-up, multi-way
scrolling action continues into
a Brewery. This is Cain's last
scene before being turned into
RoboCop 2, who makes his
debut at the OCP Civic
Centrum level where Robo
takes on Harley-riding thugs,
robot defences, laser
forcefields. ED-209s and finally,
clobo 2 in a fight to the bitter
end.
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*  Terminate the perps and save
in the shooting

hostages

RoboCop prodison on the shooting gatiery. (Amiga!

The Amiga version of Robo 2 may not be that ariginol, but who
cares? 2 sets a new standard for the Amiga, with excellent
animation, full use of the Amigo's superb colour palette, silky
scrolling and digitized sound HI A full blooded Amigo game!

On top of this there's a slick front end with digitized pre-level
portraits and even a rapping cheat mode! The puzzle game and
shooting gallery are nice sub-levels, and the package as a whole is
unmissable.

The C64 is equally well presented, with a great front end and
animated presentation screens. Gameplay starts off a bit weird, but
is only the beginning of a giant game packed with variety. The more
you play it, the more you like it. Good fun but I'm unsure of whether
it's a Sizzler because of the graphks — which are a bit blocky with
Bicker. Gameplay is good, though, and I like it a lot better than the
original.

•

Between the three blast-'em
levels are two logic puzzles and
two shooting galleries. To piece
together his memories, Robo
must remove faulty chips from
increatingly complex memory
banks without backtracking
(earning a continue-play if
successful). Completing the
shooting gallery boosts Robo's
firepower lethality.

On the C64, the plot remains
much the same al though the
action Is spread over 14
horizontal-scroll levels,
involving leaping from platform
to platform, dodging bullets
and avoiding the slightest
contact with anything. A hover
pad can be used to let around.
talattorms can be moved and
ceiling magnets are useful for

Unsurprisingly, Amig a 2
follows the some basic lines as
the original. The carnage of
the shoot-'em-up sections is
there with simple parries and
shooting galleries as sub-
games. But if it's not original.
there's no arguing about the
superb execution. T h e
sensation of Robo blasting his
way through masses o f
henchmen i s  awesome.
Explosions going of f  a l l
around, bu llets fl y in g
everywhere and sampled
screams make for a stunning
showcase of mindless violence.
Special features like the
warehouse actually blowing
up, Cain and even ED-209's
guest oppearance epitomise
the quality of Special FX's
work. If RoboCop 2 was a
coin-op I couldn't imagine it
looking much different to this.
The levels are big and so tough
o game lifetime con b e
measured in seconds but you
sure have one hell of a sank
and graphic blast!

The C64 game goes for the
style of a Super Mario Bros
variant. Jumping around
platforms is as crucial as
trigger finger action. The ultra-
violence of the original game
has been replaced with a cuter,
less serious approach. There's
a fair bit of blasting, mega-
boddie confrontations, and o
dozen or more normal villains
per level. But most of the
action is in dodging flames,
whirring cogs, electrical bolts
and suchlike, riding hoverpods
and, of course, tackling all the
sub-levels. Over 20 levels
mean it rivals any Japanese
game for size.

On the debit side the
graphics can't compare with
Navy SEALS, but Ocean point
out this is a more ambitious
game, with a lot more sprites
on screen. In fact, the bright
colours and chunky graphics
establish a n  enjoyable
cuteness. And at least Robo
himself is still pretty tough and
well onimated. Combined with
gameplay which is fun and
Fast-flowing, this hugely
playable game offers brilliant
value for money.

•
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-11 G R A P H I C S  9 4 %
C h a r m  h r .  i t t r  i kt i p t l i P ty 1 1 4 4 1 1 1 6 4
with great shading, onnowitioci and
minify. Com op quality, to shod,

while the loom put des rind %boohoo
o(Pllet ors look good too
SO UND 8 9
6
4

A (mislaid volley of noise
dearly sampled explosions, tAtrOMS
and gurillte a l l  used to the mai

with cs decent hdr tulle to boot
HOOKABILITIi• 9 4 %
Even dying very quickly in you lust

several games is definitely NOT
going to put you off getting into this

superb looking comet Eopecially with
its coin op feel and gorgeous graphicfew°, ds _

LASTABILMF 9 1 , ‘
Familiar game okms but with three
tough blasting levels, tricky pulite
games and a vicious RoboCop 2 to
take on, you WON'T be poit in
o d i n one clown,
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Does this neon RoboCop will be in
the charts kir anothec two years?

Robo takes on ED209 again!
• Arni9ol

crossing cflasms. Robo faces
not only gun-toting criminals
but also giant grinders, jet
thrusters, lasers, crusher& and
a whole lot more besides.

The basic aim Is to collect
Nuke capsules and arrest
special criminals. Failure to
achieve at least a 60% rate of
,either on a level leads to a
shooting gallery where Robo •
ha l; to shoot a selected number
of criminal targets to progress.
Fellure takes Robo back to the
start of the previous stage.
There are also secret bonus
stages with dozens of extra
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Destroy the viols of-Nuke to defeat Coin's evil censpirocy. 1064)

Nuke capsules. Best of all,.
there's two sub-games where
extra lives and millions of
points can be won. In the first,
Rob° has to piece together his
memory in a sliding block
puzzle, while In the second (a
Mastermind-style sub-game)
Bobo Is attempting to open a
safe. The main part of the

game. the side-on view
combat, features the same
settings as the Amiga game,
plus the sewers, but they're
laid out completely differently
and made much bigger — each
locale Is divided into several
levels. There's static screen
one-on-one combat with Cain, •
and later, Bobo 2.

C64 RoboCop has dropped the original's detail for a blockier style.
This isn't as attractive, but it allows a lot more freedom with how the
game moves and the number of sprites on screen. It's less serious,
but better fun. The variety of backgrounds and obstacles is
impressive in this platforms-and-ladders format, while there's stil
plenty of violence with a fair number of villains and mega-baddie
confrontations. There is some flicker, but the cartoon-style and high
ployability compensate. Later on there's hoverpads to ride on, one-
to-one battles with Cain ond Robo 2 and plenty of hidden levels and
sub-games, all played against backdrops pocked with activity and
colour. Sound FX are well above average — Robo's stomping is
simply great! To sum up, on immensely playable C64 game but
sporting console graphics (something I can certainly live with, given
the sheer size of the game). Great!

On the Amato, violence is the thing: superbly animated villains
carry rocket launchers and AK-47s. The bask shoot-'ern-up format is
familiar, but there's more platform action with conveyor belts to
master, hooks to ride on and beer vats to foil in. More importantly,
the look and feel of the game is light years from the original. It plays
and looks like on arcade  game and is unmissable for this reason.
The puzzle sections are only okay, and the shooting gallery is too
Rat, but those three shoot-'em-up sections are the best I've seen on
the Amiga. So don't miss out!%•L

C
PRESENTATION 9 1

Animated title screen, alierna
two-player option, standard or
lire button joystick options, music
option. Good level start and cony
sh:Ous screens. Infinite continue-pi

G RAPHICS 8 5 %
A little blocky, but cute and we

animated with dramatically thong
later levels,

SO UND S O %
Great Robe-stomp, a wide vatic
, good FX plus on enjoyable maitune,
mooKABILorir 89
Not much shooting to begun with,

the high ployability soon gets
hooked.

RASTAS I LITT 9 3 *
OVIN 20 levels including the shoot
gallery, two sub-games, num
secret levels and mega-confronlions.

A massive game, pocked with var
- and ployability.
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O Ocean, C64 E 1 0 .9 9  cassette,
E 'I 5 .99  disk; Amiga E 2 4 .9 9
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and asking for a Coke at
your local drugstore has

taken on a whole new meaning.
With the entire USA in a fix, the
people turn to Hit Man and Max
Force, two cops with major
league firepower. The evil drug
organisation, KRAK,  and Mr
Big are about to be terminated.

Max and Hit are armed with
machine guns and rocket
launchers to take on the perps,
although there are bonus
points for making non-lethal
arrests. Shoot some bad dudes
and they drop extra
ammunition, rapid fire power-
ups, cash or packets of drugs.

Collecting the latter two is
good for your end-level bonus,
but you Only get that when
you've found the safe card.
Usually this is hidden away in a
sub-level, often tougher than
the main levels! On the first
load there's a door leading to a
subway station sub-level where
Rottweilers bite at your heels

*  Dealing out instant justice to drug dealers in NARC (C64)

and perps fire at you all the
way. Get the safe card and
you've still got to return to the
main level and blast your way
through to complete it.

After this the slaughter
continues on through Krak
Street (where Spike Rush

In both versions, graphic variety and attention to detail is
high. Each scene is markedly different — junkyards,
bridges and even a greenhouse! All the early levels have
their own special perp, but later on you get more of a
mix which is a real challenge. Accompanying both
versions are ace sound effects: the Amiga dog yelps,
voices and rocket effects are horrifyingly real, the music

excellent. The C64 boosts especially good spot effects (the hypo,
helicopter whirr and rocket blast). This version also copes well
graphically with only a few less sprites than the Amiga. A real
technical achievement considering there's a simultaneous two-playermode.

Gameplay is unsophisticated and twelve levels of the same game
can get repetitive. The ideas are a bit limited, but it's a good blast
and that's all it aims to be. The gratuitous violence has been toned
down on the C64, with no Flying appendages! Mind you, running
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throws energy-sapping hypos),
the KRAK drugs labs (destroy
massive chemical vats), and
bridges where helicopter
gunships attack and the cops
can ride in a red Porsche.

Massacre after massacre
follows as the clean up
continues through Sunset
Strip, genie plant greenhouses
and more before KRAK HC).
There, Max and Hit face wave
after wave of every baddie in
the game before (literally) the
head of the organisation puts in
an appearance.

The OTT effects of the coin-op, with Ins and arms flying
everywhere make conversion a tricky business, but Sales
Curve have the balance about right. The p u n t er
-
p u l l in g
Rotoscope character movement has inevitably been
dropped from the Amiga. Ironically the blocky C64
characters are so well animated they holt digitized! —and there's zero flicker.

Twelve levels plus sub-levels, which ore complete sections in
themselves within the load, and you get one massive challenge. The
ideas are a little dated, and the C64 disk version I played hod
enough lengthy loading to make me wonder about C2Ners, but its
well-structured with big levels. The Amigo game benefits from a fast
multilood. And watch out for the scanner scenes before each level:
they're great on the Amiga but on the C64 it's marvellous to see it
matching the coin
-
op i n  
g r a p h i
c  
d e t a i
l ,  
c o m p
l e t e  
w i
t h  
t
h
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p o r
t r a
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rapidly expanding in size. All in all, two incredibly playableconversions.

•

C I  I t  I C I C O C  V C  Ol OC I C
111
1, 
U
P
P
,  
1
1
•
0  
1
1
0  
C
O  
O
P  
C
O  
C
O  
1
1
.  
C
P

I C  I t  GC I C W e l  CC IC @Cie SC
1111
, 
C
l
o  
C
P  
C
P  
1
1
,  
U
P  
I
D

• c o m i g t o
PRESENTATION 8 9 • 4

Excellent scanner scream,
continue-plays and rapid multiloocl

G RAPHICS 8 7 %
No Ratescope but ifs seen on

graphic variety, action and detail.
SO U N D  901/s

Realistic samples and a great
irHgame tune

HO O KABIL IT Y 8 5 • / •
Unsophisticated but as addictive as

the coin-op
LASTABILITY 8 3 %
Maim league challenge with new

prifn exhIrting quite different and
deadlier methods with each level,

O V E R A L L
1131 agen-
412
30rac .

Cktssic anode action garnishodovith
a torrent of gore.

COAS
PRESENTATION 8 1

Excellent scanner screens,
continue-ploys. lengthy level

hod.
G RAPHICS II6•A•
Smooth scroll, w e l l
-
a n i m a t e d

characters and calatir•varied
changing dn3matically in style

SO U N D  • 1 %
Decent main tune together •

convincing IX.
H O O K A I l l u r T  8 6
Pore at the game is interrupted

becwy multilnad but otherwise
the essential cromiliill of violence

game pace to got you hooked_
LASTABILITY 8 7
_wish the challenge and gra

rewords of new Scanner pictures
backdrops to match.
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This
Christmas,
there's a

little bit of

Commodow
in all of us.

Excitement, adventure, daring, call it  what you
will. The fact remains there's a little bit of it in all
of us. That's why you should give a Commodore
computer some serious thought this Christmas.

Take the new Amiga 1500. This powerful
home computer gives you the ultimate in family
entertainment. Screen images that will literally
blow your mind and an impressive collection of
leisure software B a t t l e  Chess, Populous,
Sim City  and Their Finest Hour, the incredibly
realistic Battle of Britain s imulation.

Then, in  an  ins tant, i t  can switch t o  a
serious business machine with Platinum Works,
everything you need to work from home. Or to

matitoramosamt
your own design/animation s tudio with Deluxe
Paint Ill. The Amiga 1500 comes complete with 1
full Megabyte of RAM, keyboard, colour monitor
and two built- in disk drives for only E1149.99.

Of course, t h e  Amiga  5 0 0 ,  rec ently
awarded European Computer of the Year, is still
the most coveted computer for kids of all ages.
The Amiga 500 takes you into a fantastic world of

graphics, animat ion a n d  s ound. I t  has  t h e
power to educate, entertain, inspire and stretch
the imagination like no other.

This year, look out for our 'Class of the 90's
— First Steps' pack expanded to 1 full Megabyte of
RAM and including a whole range of educational
software; Deluxe Paint II, Pro Write 2.5, Infofile,
Music Mouse, Let's Spell at Home, Amiga Logo
with Talking Turtle and BBC Emulator, 'Class of the

The Commodore
Amiga 500.
Screen Gems -
E399,99*
First Steps -
E599.99*
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90's' includes 10 free diskettes, mouse mat and
introductory video. At  just E599.99 it's  a small
price to help any child throughout their academic
life.

And when class is  over, there's our  new
Amiga 500 *Screen Gems' pack which includes
Deluxe Paint II and four  new challenges, each
based on  a  blockbus ter  mov ie; Back  t o  the
Future II, Nightbreed, Shadow of the Beast II and
the devas tating Day s  o f  Thunder  f o r  on ly
E399.99.

On t h e  subjec t o f  fun and games , we
present a totally  new double pack for the C64,
undoubtedly the world's  favourite games com-
puter. I f  brain-stretching tasks are your forte,
choose 'Mindbenders ' w i t h  Confuz ion, Sp l i t
Personalities and Trivial Pursuits. Or if it's  pure
escapism you prefer, there's 'Night Moves' with

The Commodore 64.
Mindbenders and
Night Moves - E159.99'

the c ompelling M idn igh t  Resistance, N ight -
breed, Sec ret Agenc y  Sly  Spy  and Shadow
Warriors. The C64 computer  comes with data
cassette and two joysticks and is  outs tanding
value at E159.99.

This Christmas,we are also proudto unveil
the C64 Games System, a system built for one
single purpose -  having fun.

The C64 Games System is instant enjoy-
ment for  all t he  family  and comes  complete
with annihilator  joys tick  and  f ou r  fun-fi lled
games. W h e n  y o u ' v e  m a s t e r e d  M a x ,
International Soc c er ,  F l imbo 's  Q u e s t  a n d

I I I M M O r f r i a l
l t r a k

Fiendish Freddy's Big Top, you can choose from
another hundred. All this  for under M O .

Every games cartridge for the C64 Games
System is  compatible with the C64 computer.
And all Commodore machines, together with a
complete range o f  peripherals, are available
from any major high street store.

So whichever one of  our computers you
do choose, it 's  sure to  br ing out  the bes t in
your family . Af ter  a ll,  there's  a  l i t t le  b i t  o f
Commodore in all of us.

Call 071 873 9800 for details or send the
freepost coupon below.

The Commodore
64 Games

System - E99.99*

' t e r
,  
e l  
• •
• •
•

• f t  •*J w#1, "
1
4401.

All prices are inclusive of VAT 'Monitor not included.

How much Commodore is there in you?

To find out, please complete your details and send them
to Commodore.  Freepost 38, London M E  6PA.

Address

P o s t c o d e

Telephone K•AF B

op Cm Commodore



Activision, C64

E 9.99  cassette, c t iE 1 4 .9 9  disk

DRAGON'
B R E E D
I I  n  the Agamen Empire

people are dissatisfied by
their King, the fifteen-year-

old boy Kayus. But rather than
calling on Michael Hesettine
they've called on some chappie
known as Zambaquous.  the

-"k
This is a  pretty
straightforward
shoot-em-up with
the only innovation
being the dragon
with i t s
shimmering (some

would say flickering) tail which
con be used to protect you or
swung around offensively.
Otherwise i t ' s  standard
horizontally-scrolling blasting
fare with wave after wave of
aliens swooping in to attack.
It's all very slickly done with
the huge end-level creatures
very impressive and a good
Marlin Walker soundtrack
throughout. But although the
rather slow game pace makes
it pleasantly playable. I iust
di‘i't find it all that compulsive
— especially w i t h  t h e
horrendous lope multiloack It's
a good enough conversion, but
Dragon Breed has nowhere
near the impact of that more
famous !rem coin-op, R-Type.

1•111 1 4  Z Z A P I  J A N U A R Y  1 991

Z Z A P I T E S T !

King of Darkness. Rather an
extreme move, you might think,
and Kayus certainly isn't too
chuffed. Zambaquous has
already made his presence felt
by filling the air with miasma
which is gradually turning the
ground dark and rotten. Kayus
sets out to defeat Zambaquous
with Bahamoot.  the Dragon of
Light.

The game begins with Kayus
climbing on Bahamoot,  a long,

Dragon Breed follows in the vapour-trail of Atomic
\Robokid as another technically ambitious coin-op
conversion. As with Robokid plenty of effort has gone
into getting the look of the coin-op, with good backdrops
and limited verticol scrolling along with the horizontal
flow of the game. Possibly as a consequence there's a
Fair of bit of flicker — the dragon continually flickers,

giving a sort of sheen effect which some people will like. More
seriously garneplay isn't as exciting as it might be, one big mid-level
baddie looks much like the coin-op, but becomes very dull when
static. On the the other hand there are some biggish villains which
look very nice, although they can be dui to kill. End-of-level baddies
are probably best, the second levers is at least two screens high!
Also, the coin-op's graphical variety and size provide a consistently
interesting challenge. Level two is quite a bit different from the first,
with long, sticky tendrils to trap you. Unfortunately, big levels mean
hefty multilooding — mony games load Faster than the levels here
and dying means reloading the whole thing. Adivision seem to have
put coin-op authenticity above everything else, possibly even
playability. On disk the game could be a lot more fun, fairly
playable and pocked with variety. On cassette only the most patient
of Breed fans will enjoy it.
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* Kam dismounts to fight on his own.

sinuous snake-like dragon —
its long tall can be swung
around to block enemy fire and
even destroy creatures. While
Kayus is permanently armed

* Confronting level two's formidable end-of-level boddie which moves up and down, its claw grabbing for youl

with a bow, the dragon can be
progressively upgraded.
Special creatures must be shot
to release the potions. There
are four different ones and they
all increase the basic power
level. Red potions give the
dragon fire breath, Silver gives
homing dragons (!). Blue gives
lightning bolts and Gold gives
Scales. The latter two provide a
defensive shield if the tail Is
coiled into a circle and the
Joystick waggled vertically.
Another unique feature is that
at certain stages Kayus can
dismount, and walk around on
his own!

Kayus's quest is divided into
six multiload levels, each with a
mega-baddie at the end. Death
sends him back to the last reset
point, taking one of four lives
— there are no continue-plays,

Amiga  upda te
A E24.99 Amigo version should be

out any day now.

PRESENTATION 3 7 %
Short title page/high score intro

before the megoload levels. Cassette
owners will need to be extremely

patitmi.
G RAPHICS 8  1 %
Plenty of variety, with some

impressive creatures — particularly
great end-of-level monsters.

SOUND 7 0 %
Martin Walker provides a decent

ioundtrock, olthoimgh asounds much
hie 1+PO i other kern coin-op.

NOOKABILITY S O%
Easy to get into, although Familiar
gameplay is more enjoyable than

compulsively addictive.
LASTASILMr 7 7 %

Six levels provide a vaned challenge.
C O V E R A L L

4 1
1 2
1
0 4
1 2
1
1 2
.

An ambitious COMIll'ilan which disk
owners wi  enjoy.



FLIP " Available aro MX  PC 21.ro.
6.1,11', Atari ST, Amiga,

Commodore 64 (cassette,
diak)Amatrad

(cassette, disk)
Spectram 45,

Spectrum 48/11115
P rep...mod ttp

LIMO T I M M  INC. Ali Aerie M a n t a
M u t  Seam Corporal:km

Pialleast by
I t e m % la ttonr • 1,24,

Ist•ry Ileum e l l .
Lary lima Lona=

MILS I Ft Tat,
t 444( 0)111-110 S IM

1:1111 PO (BSI)
la m m liots

A srunining coin-op —now
a STUNning computer game...

Grasp the controls and enter the awesome three-
dimensional world of the 11.T.113. Runner. Travel
ahead in time to the l ist Century and experience

the thrills of racial at speeds of over SOO miles
PS? hour!

lzhilarattag— Challenging The 11.T.U.R.
Tunnel Network leaves you guying. Like

a bobsled rice you can increase your speed
by riding the Inter walls of the tunnel. Blast
armoured drones and Mag Cycles out of your

way and hit the boost pads for massive
injections of speed. These catapult you to

warp-needs – so feat that you appear
transparent and can even pees

through enemy vehicles unharmed
Complete the various challenge screens and
race through the LT.11.11. Network towards

the 'Ultimate Challenge'.

1



I n t e n t  on  o b t a in in O t s e c  re t  y o u r  h a s
d e vise d  h e  d e ve lo p in g  t h e  u  W e a p o n ,  b l o o d
t h i r s t y  t e r ro r  art g a n g  h a s kicin  i s  d a u g h t e r  T h e
sa m e  t e r r o r ia t  syn d ica t e  yo u  * M e d  in  Sa icKin

So m e  ye a rs p r
Yo u r  w o r  t i n o w  se e m e d  inc. y o u  have
,  t o sa u d a h  t h e m  o r i r e  a l l

T H E
-
P R E  
5  
A

-
'Qu it e  s im p ly  a n  a m a zin g  p r o d u c t '
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D
t i a
4  p e r f e c t  
a n d  
t h e

soiniie_s a r o  a u p o r b i .  t h r i  b o o d l e  I s  l i n k e d  w i t h  p u r e
'aloes t h a t  h e lp s  sh in e  o v e r  a n y  sm a l l  in a d e q u a cie s
VEN D ET T A i s  n u t  j u s t  t h e  b e s t  a r ca d e  a d v e n t u r ee ve r . it  t rw e n t s a n o w  m e a n in g  f o r  t h e
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e g g e d  ° U g h  t  v o r t e x  o  t i m e  a n d  sPe ce . t h e
N in ia  Is b rm ig h t  t o  T ib e t  T o  t h e  Pa l e r . rt f  M ys t e r ie s
The Sh o g u n  Ku n it o St i,  t h e  a l l - p o w e r f u l  r o a st e r  o f  t h e
pa lace . h e s b r o u g h t  yo u ,  t h e  la st  o f  t i l ie  Nin io th  t o  t h e

ve r y  h e a r t  o f  h is co r ru p t io n  a n d  e vil.
N o t h in g  h a ,  r e s is t e d  t h e  Sh o g u n s  o n sla u g h t  a g a in st
t h e  Wo r ld  O n l y  y o u  s t a n d  b e t w e e n  t h e  o ld  Wo r ld  o f

Ord e r  a n d  t h e  n e w  R e a lm  o f  C h a o s
R E A I  H A T R E D  I S  T I M E L E S S
Exc i t in g  a n d  d e m a n d in g  g a m o o le y  o v e r  6  d i f f e r e n t

le ve t ! .
I n cre d ib ly d e t a ile d  •30 ' b a ckg ru ct rict  g ra p h ics

Ot a re e t ic ' r e a ld l i f e  a n i m a t i o n  o f  t h e  M o j a  a n d  h i s
o p p o n e n t s

I rmove tove  p u zzle s t o  so lve  a n d  m a n y o b t e r t s t o  co lkact
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hardened ga m e s  pl ayer  ver y  hot  unde r
the collar

Take up the chal lenge and exper i ence
the ul timate fantasy wor ld In your  home
with these highly r ecommended titles
that thr eaten to mel t your  joystick.

•  G r e a t l y  enhanc ed gameplay . •
•  T h e s e  ar e t he  on ly  games  w i t h

an amaz ing 4 MEG  of  memory .

OF M E M O RY
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Cum:m uses a grenade to take out two Arabs.

*  Mission Two, the Renegade-style pore arcade side al Navy

PICSTIPI

Z Z A P  T E S T !

It may have the look of
Untouchables's level one but
that's misleading; this is a
brand n e w  a n d  qu it e
sophisticated game-style.
way Meegan and Co. s e t
up kill zones on each level,
with two or three Arabs
covering passageways, has
been thoughtfully tone. Very
often a direct route to a nearby
Stinger crate is fatal until
you've disposed of an Arab
via a long trek around the
level (encountering other kill
zones in the process). The
unlikely combination o f
'arcade puzzle game springs
to mind when pushed to
describe Navy SEALS!

Gameplay variety might not
seem immense, but the way
each level tests a different area
of player tactics/skills is
admirable. Level two sees lifts
coming into play, level three
introduces the crates as
elements vital to mission
success, level four requires
mastering shinning along
underneath ledges. As more
platforms are brought in more
accurate jumping is required,
the Arab 'puzzles' expand
dramatically in complexity and
a rethink of tactics is required
with the arrival of increasingly
intelligent terrorists.

Alongside the excellent
Matthew Cannon sonics (the
interlevel map tune is my
favourite) are the superlative
graphics. The detail in level
one is phenomenal and ranks
among the best seen on the
C64 yet ,  level t w o  i s
graphically sparse but moody.
The tunnels lead into barracks
and the whole transition from
one palette to another is
expertly done, notabiy on the
last level. Military installations
aren't that original, but they
vary significantly nd establish
a terrific atmosphere.

 On t h e  subject  o f
presentation I can't enthuse
enough. The cartridge is put to
full use with presentation
screens g a lo re ,  w h i l e
instantaneous loading makes
for superb momentum. It gives
a real coin-op feel and shows
what cartridges really can do.



team to take on Arab terrorists
might seem a bit quaint. Surely
there's a spare aircraft carrier
to throw around! But these are
no ordinary troops, these are
Navy SEALs — SEa Air Land
commandos — the cream of
the US military. One of their
helicopters has been shot
down and the crew captured by
Arab fanatics. Under torture the
co-pilot has died, only the pilot
remains alive. Then there's a
consignment of Stinger
ground-to-air missiles which
has gone missing. Perfectly
capable of bringing down an
airliner, the missiles must be
found and destroyed. Then the
SEALs must escape through
the war-torn streets of Beirut.

The first part of the
operation, mission one, is
divided up into five distinct
levels. These are all presented
side-on, with multi-directional
scrolling and plenty of
platforms to leap between, and
dangle from! You start off
armed with a pistol, but can get

extra weapons such as a
machine gun, a grenade
launcher and a flamethrower.
These are hidden in special
crates which can be opened by
shooting them. Not very safe!
Worse, some crates are vital for
jumping up to platforms —
once shot they're useless!
Tactical thought is vital on
mission one, a single bullet will
kill you, knocking off one of
your five-man squad and
sending you back to the start of
the level or where you last
planted a bomb.

Mission Two is a simplistic
sideways scrolling shoot-'em-
up, a dash for the rendezvous
with a helicopter which will take
the SEALS to a waiting
submarine, The streets of
Beirut are packed with heavily
armed Militia. Don't run or
you'll end up in more trouble
than you can handle, but don't
dawdle either — there's a time
limit ..iust cautiously make your
way forward, shoot anyone you
see and duck under bullets,

The Untouchables was probably my favourite C64 game of last year,
so I couldn't wait for the lotest from John Meegan and Stephen
Thomson, it looks like a conventional mix of platforms ond gunplay,
but after having my first squad wiped out in seconds I realised this
was far from the case. Instead ,SEALs forces you to think tactically,
each terrorist has to be treated with the utmost respect As soon os
you see a glimpse of their shoes or whatever, their line of fire has to
be worked out along with a means of killing them.

You could describe it as almost a puzzle game, and John has
certainly put a lot of thought into it, but I prefer to think of it as a
realistic game. No longer can you absorb enough lead to sink a
battleship without slowing down, here just one bullet kills. The sense
of being on a covert combat mission in a small team is brilliantly
conveyed. The five levels of Mission One ore going to keep me
occupied for quite some time!

The other brilliant aspect of SEALS is the presentation, Stephen
Thomson has actually got better. The background graphics are
varied, clean ond ottrochve. They're not always spectacular, Beirut
isn't that glamorous!, but they look very good and suit the game.
Sprites ore superbly done, using Untouchables
-
style o v e r l a y s  t o  
p a c k

in the detail. But where Stephen really gets to shine is on the
presentation screens. The SEAL logo is one of the best things I've
seen on the C64, while numerous and varied interlevel screens ore
absolutely superb. This makes for a brilliant atmosphere which could
only really be done on cartridge with the vital instant access. For
anyone tired of the silliness of most shoot-'em-ups, this brilliantly
realistic and atmospheric game is the one to get.

Z z A r t  I A I N L I A R Y  1 9 9 1  fl

Navy SEAL isn't a massive licence, but as with Untouchables that's
more a bonus than anything else with Ocean giving themselves
plenty of time to develop a top-notch game using their superb in-
house approach. Unlike more simplistic multi-format releases, the
game-style has been tailored for each machine. As with The
Untouchables it plays very tough, level one taking time to work out.
But unlike that game, once you work out the enemy tactics the level
becomes a lot easier, so you're not discouraged from coming back.
As you progress the terrorists get smarter, ranging from simple
left/right/shoot opponents to full blown eight-way firing, fast
moving Arabs pursuing the SEALS all oround the level. And once
you're an experienced commando the promise of seeing yet more
superlative interlevel screens, plus the varied levels and simplistic
action of mission two will keep you coming bock for more.

Amiga  upda te
Jahn Megan wiR be making his
Amiga debut with SEALs around

February time,

PRESENTATION 9 6 %
Unbelievable halting screen —the
gorgeous SEAts logo — numerous
and excellent intedevel WOWS,

music/FX option and three continue-
Plor-

GRAPHICS 9 1 %
Super-detailed backgrounds look

great while SEAsts and Pertotish ore
superbly animated. Gorgeous inter
, level screens.

SOUND 9 ,2 %
Matthew Omnort provides a first

class soundensck, with greol FX and
tunelets.

HOOKABILITY 6 9 %
Semis off lough, but anal you mod
forking your time the game opens up
brilliantly, ensnaring you completely.

LASTABILITY 9 3 %
A formidable chcAthge, mixing

arcade action and puzzles to keep
You playing for nos.

COVERALL'.
1 2 1
0
. =
1 1 2
' _ X
E : '
.

A superbly atmospheric and nimlistic
mix of arcade oction and tactics_
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himself has done his
stint in Top Gun and

comes down to Earth for car
racing action at 200 mph
around the Daytona racetrack
In the game of the film.

As Cole Trickle you're In the
race for the Stock Car
Champlortship Trophy against
20 other Stock Car drivers.
Before each race, a

*  This rear window view's exciting
you're going! (Amigo)

Z Z A P I T E S T !
•  Mindscape,C64 E9.99cassette, E  14.99

disk; Amiga E 2 4 .9 9

* Driving round one of the banked bends: you're in the lime green car.DAYS Of THUNDER
You'll have days of boredom playing the Amiga version.
As with Indy 500, driving round an oval track soon gets
tedious. Unlike that game, though, there's very little
challenge to keep you playing. Robin got through to the
last race in a few hours, only to be disqualified by a
parade lap glitch.

The Colt game is a bit more interesting. I especially
like the start-up and crash scenes, which flick to a speedy side-on
view to show a different perspective. As with the Amiga game six
looped tracks offer little variety, but the game is fast and plays all
right. Presentation is good generally, with telegrams between races
to tell you what your sponsor thinks. If you're a Fan of the movie and
don't mind the dated look of the racing, this should keep you happyfor a while.

1
qualification round determines
your position on the grid for the
race. A car status display (CSA
version only) shows your tyre
wear, and you'll need a pitstop
to change them, repair the
engine (CM only), tweak
steering (Amiga-only) and
refuel.

Finish a race with a fast
enough lap speed and it's onto
the next circuit. Cole's sponsor,

but perhaps you'd better watch where

1 1 1
,
• • •

Nope, I  d o n ' t
know what went
wrong but all the
thrills and spills of
200 mph Stock Car
racing have been
reduced la 20 mph

or so in the Amiga Days. With
a totally unconvincing illusion
of speed and barely adequate
3•D car shapes, it just fails
miserably to capture anything
like the pace of the real thing
— the graphical detail level
option adding nothing to
speed it up. Hard Drivin"s got

realism, the convincing 3-D
effect and speed to beat this.
With a  very weak Dave
Whittaker soundtrack, as well,
Days just doesn't get off the
starting grid.

With the Cott version being
a conversion of the Nintendo
game at least playability is
assured. Unfortunately it's all
for too simple and limited in
execution with pit stops being
the only thing to offer scope
for tactics. The cars lack much
in the way of intelligence (or
maybe their go-for-you tactics
are meant to very quickly
frustrate the player), there's
little in the way of backdrop
variety and the speed effect
doesn't match the car speed at
all. Pleasing gameplay and
nice start-up presentation plus
attractive crash scenes isn't
enough to keep you hooked.

_Harry Hogge, sends through
telegrams judging your
performance throughout the
Championship. The Amiga
version has external viewpoints
including Sky Cam and
trackside views along with
Options to define the number of
cars (from 5 to 20) and laps (a
minimum of 10), parade lap
length and level of detail. A
Player vs Player modem facility
Is also offered. For the race
Itself, the Amiga version has a
first-person perspective while
the C M  version has a third-
person, behind-the-car
viewpoint.

a m i g o '
PRESENTATION 5 1

Attroct mode on the title screen
several game-specific and

play options but mediocre presenlion screens otherwise.
G RAPHICS 4 5 %

Blocky cars accompanied by iota
unconvincing rood effect and 1410
lile pore, frock vkrws are moot

unnecessary.
SO U N D  3 3 %

A few dulled and doted tunes
accompanied by limited, but meo

crash effects and engine tone.
H O O K A B IL MF  4 0
A car that chives like a tcmk (an

looks as if it's driving along as lost
one) is not a good sign..

LASTABILITY 3 7 . /
_and it doesn't get any better •
slow pace, live depressingly simi
circuit' and no reward for succes

Unconvincing speed effect and for
repetitive to capture the thrills of s

of stock car racing.

O V E R A L
L„Mt 4 5 •
4 11
:
11
J 4 2 1

C 0
4 1PRESENTATION 6 . 2 %

Race-start sequence, sponsor
messages, several play options_
G RAPHICS 5 5 %

Limited colour scheme, nondescriptcars,
SO U N D  5 2 %

Adequate title tune, typical engine FL
N O O K A R I U T Y 6 1 %

Simple driving action is fairly
Plarble—utsualunr 43%

—but very repetitive with very similaroval tracks.

O V E R A L L

• Slightly better Mao the Amiga ver-
sion, but hardly the hottest thing On• l o u r  whoosh.
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FULL RANGE OF AMC S T ,  SEGA, 6

SDI 3.99
Soko Ban 4.99
Enlightenment 3.99
Artura 3.99
North Star 2.99
Baal 3.99
Thunderbirds 4.99
Thunderchopper 3 . 9 9
Apache Strike 4,99
Slot Car Racer 4.99
Afterburner 4.99
Super Scramble

COMPUTER HITS II 4.9
Super Pipeline 2, Mutant

Monty, Henry House,
Gribbley Day Out,Snooker,

Mamma Llama, Raskal,
Aqua Racer, Frenzy,

Circus.

Simulator 2.99
Glider Pilot 3.99
Infiltrator II 3,99
Gary Linekars

Hollywood. Cauldron, 3D
Lunar Attack, Crazy

Super Skills 2.99

COMPUTER CLASSICS
4.99

Zynaps, Dynamite Dan,
Aliens,Cauldron II, Into the

Eagles Nest

BEST OF ELITE VOL 2
4.99

Paperboy. Ghost & Goblins,
Battleships, Bomb Jack II

BEST OF ELITE VOL 1
4.99

Bomb Jack, Frank Brunos,
Space Invasion, Airwolf

PACK OF ACES 4.99
International Karate,

Boulderdash, Who Dares
Wins II
, 
N e
x u
s

FIVE STAR GAMES 4.99
Spin Dizzy. Balalyx. Zoids,

Equinox, Scarabeus

FIVE STAR 1114.99
Trap Door, Undium,

Exploding Fist, Tau Ceti,
Firelord, StrikeForce

Harrier, Aliens

6 PACK VOL 2 4.99
Into the Eagles Nest. Batty

Ace, Shockway Rider,
InternationalKarate, Light

Force.

KARATE ACE 4.99
HIT PACK 6 PAK 4.99 The Way of Exploding Fist,
Scooby Dot). Fighting Bruce Lee, Kung Fu
Harier, 1942, Sacred Master. Avenger.Samuari

Armour Antiriad, JetSet Trilogy, Uchi Mata. Way of
Willy II, Split Personalities. the Tiger.

Duet,

ISTORY IN THE MAKING KICK BUT-SLAM 4.99
11.95 Bop n Wrestle, Rambo,

Leaderboard, Express Fist, Uchi Mate
Raider, Impossible Mission,

Super Cycle, Guantlet,
Beachhead II. Infiltrator,
Kung Fu Masters, Spy
Hunter, Road Runner,

Goonies, World Games,
Bruce Lee

CONFLICTS 1 4 . 9 9

COMPUTER HITS II 4.9
Super Pipeline 2, Mutant

Monty, Henry House,
Gribbley Day Out,Snooker,

Mamma Llama, Raskal,
Aqua Racer, Frenzy,

Circus.
Battle Of Britain, Falklands

'82. Theatre Europe 0 COMPUTER MIS VOL Ill 4.
Attack Mutant Camels.

Basildon Bond, Geoff Capes,
Elidon. BlaggerGoes to

FISTS & THROTTLES Hollywood. Cauldron, 3D
Lunar Attack, Crazy4.99 Comets.Dynamite Dan.

Thundercats, Buggy Boy, Herberts Dummy Run
Dragons Lair, EnduroRacer

c:Cagb

2.99

Flintstones 2.99
Foxx Fights back 3.99
Afterburner 3.99
Return of Jedi 3.99
Pacland 3.99
Ikari Warriors 2.99
APB 3.99
Running Man 4.99

Add ictaball 2.99
Exolon 2.99
Ballistix 4.99

Toobin 3.99
Dynamite Dux 3.99
Navy Seal 4.99

Starcross 4.99
Deadline 4.99
Bloodwyche 5.99
Uninvited 5.99
Murder off Miami 4.99
Intrigue 4.99
Weird Dreams 4.99

Super Pacman 4.99
Track and Field 4.99
Blockbusters 3.99

COMMODORE 64 DISCS

49696 chesbunt 0992 25323 combridge

EC, AMSTRAD, C ,  PCW, 2600, XL/XE, BBC
COMMODORE 64 DISCS

Deja Vu 4 . 9 9
Murder by The Dozen4.99

Battalion Commander5.99

Street Sport Soccer _3.99
World Tour Golf 4 . 9 9
International Soccer _2.99
Fighting Soccer 4 . 9 9
International Karate _3.99
Hercules 2 . 9 9
Ninja Hampster 2 . 9 9
Chambers of Shoalin A.99

Venom Strikes Back _2.99
Blasteroids 3 . 9 9

Terrys Big Adventure .4.99

The Three Stooges...A.99

Top Fuel Challenge....3.99
Cloud Kingdoms 4 . 9 9

64 DISCS UTILITIES

Swift Spreadsheet 9 . 9 5
Simons Basic 9 . 9 5
Simons Basic
Extension 4 . 9 5
Logo 9 . 9 5
Introduction to
Basic Part 2 4 . 9 5
Macro Assembler
Developer 9 , 9 5
Sound Studio 4 , 9 5
Personal Money
Manager 4 . 9 5
Sound Expander 9 . 9 5
Programmers
Toolbox 4 . 9 5
Geos Inc Geowrite
Word Pro 9 . 9 5
Programmers M s  9 . 9 5

C454 D I S C  C O M P I L A T I O N S
4-Mto

4tCZ:4;k

WHERE TO BUY:
EITHER AT

19 THE BROADWAY
THE BOURNE
SOUTHGATE
LONDON
N14 6PH

UNIT 6
MIDGATE
PETERBOROUGH
CAMBS
Ni ITN

5 LYNTON PARADE
CHESHUNT
HERTS
EN8 8LT

MAIL ORDER TO:
5 tYNTON PARADE
CHESHUNT
HERTS
EN8 81.F
Tel: 0992 640050

POSTAGE AND PACKING: 1-3 ITEMS 75P, 4 OR MORE e 1 .00

34 BAKER ST,
LONDON
WI
Tel: 071 935 2539
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STRATEGY
BLITZKRIEG AT THE ARDENNES: The pia,. was to quickly strike weakened
Allied lines in Belgium and Luxembourg and to break through and move quickly
to the Meuse to capture the Liege and finally Arlywerp. Take over and simulate
one of historys greatest battles Features includes V-2 Rocket attacks, German
saboteurs, Paratroopers, Artillery, Supply and one or two players. Amiga 512K
version £28.95 1 meg ver £29.95

PHANTASIE T h i s  time. the Dark Lord Niltademus has set his evil sights on
conquering the entire world Your group MI  traverse an entire continent, battling
the Dark  Lord's  uggly  hordes and exploring dungeons for c lues that will
ultimately lead you to Nikadernus • and to the Final Confrontation. C64 disk
£19 95

MICROLEAGUE WRESTLING:Featuring HULK HOGAN dec ide which moves
to make - body s lam, leg drop - all the authentic moves of  each wrestler
Includes two great wrestling match-ups. HULK HOGAN vs RANDY SAVAGE
arid HULK HOGAN vs TED DIBIASE. Interactive strategy determine the action
and outcome of each match
Amiga £29 95 C64 disk C19 95

STORM ACROSS EUROPE: Move armies across the map to conquer territory.
Launch huge U-boat campaigns in the Atlantic. Carry out strategic bombing
strikes against enemy production centres Send raiding fl eets to cnple your
opponents shipping. And drop paratroop forces on enemy positions. Ability to
change starting levels for each country. Up to 3 players can play this game with
the computer able to control the allies  andrer the Russians. Exciting game
designed by the author of Colonial Conquest recreates World War II in Europe
on a grand Strategic scale Amiga £29.95 C64 Disk C24 95

CLUE BOOKS: E8.95 each COLONELS BEQUEST, CONQUEST OF CAMELOT,
GOLD RUSH, HEROS QUEST, KINGS QUEST 1,8,111 OR IV, LEISURE SUIT LARRY
I, II OR III, POLICE QUEST I OR II, SPACE QUEST I. II O R  III, CODENAME
ICEMAN. E7.95 each: BARDS TALE I, II OR III, CHAMPIONS OF KRYNN, CURSE
OF A Z U R E  B O N D S ,  D R A G O N  W A R S ,  D R A G O N S  O F  FL A M E ,
DUNGEONMASTER, ELITE, HILLSFAR, KEEF THE THIEF, MANIAC MANSION,
MARS SAGA. MIGHT & MAGIC I ,  NEUROMANCER, POOL OF RADIANCE,
SENTINEL WORLDS, STARFLIGHT, SWORDS OF TWILIGHT,WASTELAND or
ZAK McKRACKEN. 688 ATTACK SUB, INDIANA JONES ADV_ SECRET OF
SILVER BLADES E8.95 each ULTIMA M. IV, V or VI

Mall order only. Please  a llow 28 da ys for de live ry Please  make cheques and posta l
orders payable  to CINTRONICS LTD. Fre e  poet and packaging within the UK. Europeadd E2 pe r item. Ove rse a s E4 per item.

CINTRONICS LTD. RICHARD HOUSE, 30.32 N O R
-
T I M E R  S T R E E T ,  
L O N D O N  
W I N  
7 R A

.111=c•D•
—.

,r7 - ,  I
- -  
" * -  
t t  
- ,
.  
"
0  
-
r
.  
'
,
.  
-
-
-
-
-  
.
-  
.
-
.
-  
.
-
-
4  
P
,  
!
•
-
•  
!
-
.
.
.  
-

- - •  ' t t ,  -
-Z  Z  
' 3
-  
9 .
i  
' '
•  
z  
-
-

.....- :•-•,. -  x  ' - '  •-rIi i  r e  rti __,
z  7
-  
*  
3
-  
-
-
.
.
,  
E
r
,  
3  
N  
2  
2  
,  
;
1  
-
.
.  
.
r
N
.  
e
)  
r
;  
-
-

,
•
7 
, 
2 
2 
•
/
5 
:
.
-
1
.
. 
•
i 
2

' ,  5 t  •  . - 4
,  
z  ,  
. ,  
M
'  
4
2
.  
• •
•
5  
•
•

N
-

•

I
4 3  A z• --  -

•••a • - •
te; ,

SDI;11Vdd



SPECTACULAR
IVIEGATAPE 13instructions!The Black Wizard Velnor has

gone into hiding in the Goblin
Labyrinth of  Mount Elk. The
reason is now plainly clear. After
centuries of searching he has
finally discovered the ancient

Wrath Of The Demon is a
massive, graphic spectacular
being written by ReadySoft, the
Canadian software house behind
Dragon's Lair and Space Ace on
the Amiga. This original title aims
to outdo both of  those on Amiga
and C64! A beautiful princess
has been kidnapped by The
Demon and you must battle

through thirteen levels of
superbly animated action making
up over 550 screens. Your quest
will take you through swamps, a
temple, tower and finally a castle.
All sorts of fantastic and cartoon-
style creatures must be defeated
before snogging with the
princess.

The completely playable

Megatape level has you on
horseback, leaping over
numerous obstacles, picking up
potion bottles and punching bat-
like creatures. Besides terrific
animation on the horse, you can
admire the ten layers of parallax
scrolling in the background. This
massive game should be
available around Xmas time and
will be reviewed in the next issue,
on C64 and Amiga.

©Empire Software Ltd 1990.
The program and data are
copyright and may not be
reproduced in part or in total by
any means without the written
permission of Empire Software
Ltd, All rights reserved. No
responsibility is accepted for any
errors.

VELNOR'S LAIR
•  (Atlantis)

tomb of  Grako and is now about
to realise his ghastly ambition, to
become a true demon on earth!
Time is too short to mass an
army against Velnor. There is
only one hope for mankind; that
one brave adventurer may be
able to penetrate Ve'nor's
defences, defeating his guards,
avoiding the traps and surprising
Velnor before the metamorphosis
is complete. You are that chosen
person, but beware, not only
does \Minor employ the most
ghastly of creatures as guards.
he is also a master of illusion.

In this Dungeons & Dragons-
style adventure, you may be a
Warrior, Wizard or Priest As  a
Warrior, you are best suited to
battle, but how will you cope with
the fiendish spells of Velnor? As
a Wizard your spells are
devastating, but beware, your
magic is limited and armed
combat doesn't come easy! As a
Priest you may protect yourself
with the divine powers and you
have no fear of the undead, but
how will you handle the ghastly
Trolls?

The adventure will require
ingenuity and careful planning
Combat takes the form of
Dungeons & Dragons-style
scenarios where instant death is
rare, but beware, wounds are
cumulative and strategy is of the
utmost importance

CHARACTER CLASSES

The three classes of character
are as follows

WARRIOR
The Warrior is the best suited to
physical combat, he is the
hardest to hit, can take the
greatest punishment before
being killed and does much
greater damage to his foes in
combat. He has no spell casting
ability but, like the Wizard and
the Priest, he can use all the
magic items found during the
adventure.

WIZARD
The Wizard is poorly suited to

Z Z A P !  I A N  V A R Y  9 9 1  2 3  1 1 1 .



physical combat, he is an easy
target, taking only minimal
punishment before being killed.
However, his powerful magic
compensates for his lack of
physical strength. The Wizard
begins with a spell strength of 10
and each spell cast drains this
strength by a number shown in
brackets alongside each spell.
Polymorph (1) This spell can
polymorph any non-magical living
creature, and all that it carries,
into a harmless frog, The
success rate is normally 50%
and is usually used during
combat.
Fire Ball (5) this spell has effect
over the whole of the location
and will automatically kill all
creatures without magical
protection within that location.
For obvious reasons, this spell
must be used from a distance (le
outside of an inhabited cave). It
cannot be used during combat.
Teleport  (3) This spell will
teleport you and all that you are
carrying, from any location to the
cave entrance. It can be used
during combat and hence is a life
saver.

PRIEST
The Priest's abilit ies in combat lie
between that of the Wizard and
the Warrior. He has a selection of
spells which are mainly
defensive. Like the Wizard, the
number of spells he can cast are
limited. he begins with a spell
strength of 10 and each spell
used reduces his strength by a
number shown in brackets
alongside each spell.
Shield (3) This spell decreases
your vulnerability to injury during
combat. It works by giving the
Priest better odds during combat.
no physical device is created.
The spell makes the Priest as
hard to hit as the Warrior; it can
only be used once.
Heal (4) This spell totally heals
all of the Priest's injuries.
Dispel Undead (3) This spell will
totally and irrevocably dispel any
undead creature from earth to its
Plane of Origin.

COMMANDS

Most commands are entered as
two words, a verb followed by a
noun. There are however, a few
exceptions which are entered as
single words;
Moving,  Directions of movement
are given by a single word which
can be abbreviated to a single
letter. eg Down or D. North or N,
etc,
Inventory. This lists all of the
items which you are carrying and
can be abbreviated to INV.
Spells. Enter name of spell to be
cast. eg Fire Ball.
Fight .  This indicates that you
wish to enter into or continue
physical combat, it can be
abbreviated to F.
Save. this allows the game to be
saved for playing at a later date.
Apart f rom these exceptions, all
commands are entered Verb then
Noun, eg Light Torch, Extinguish
Torch. Feed Lion, etc. Other
ME 2 4  Mil  Z Z A P !  I A N U A R Y

important commands are: Use,
Take, Drop, Search, Examine.
There are. of course, many other
Verbs which the computer
understands, but listing them
would spoil the game.

COMBAT

Combat takes place in rounds
where each creature involved is
allowed one action, the action of
Hostile Creatures will generally
be to attack you. You have the
option of: •
1. Cont inuing to fight (command
Fight or 9.
2 .  Running away. Enter the
direction in which you wish to
move. Often there won't be
enough room to escape but keep
trying.
3 .  Spell casting, only if you are
a spell-user, of course. The
command is the spell name.
4 .  Any  normal action: Take,
Drop. Use, Examine, etc,

STATE OF HEALTH

During combat you are informed
about the severity of your injuries
after each hit you sustain,
Comments range from slightly
injured to critically injured. Your
condition is also indicated by the
Border Colour. When uninjured
the Border is white. As injuries
are sustained the Border
changes colour, passing through
the spectrum to black. When
black, you are dead, so watch
the Border!

HELPFUL HINTS

It is recommended that you draw
a map right from the start: the
Labyrinth is long and complex
and without a map you are sure
to become lost.
Only go into combat when
necessary and try to avoid it in
the early stages of the game. If
you do accidentally enter into a
combat situation, don't forget that
you can always run. If you fail to
escape at your first attempt, keep
trying. Good Luck!
CREDITS

Written by Derek Brewster.
This program and artwork are the
copyright of Atlantis Software
Limited. Copying, hiring, lending,
or public performance is
prohibited.

1 991

NARC PLAYABLE
DEMO

NARC is Ocean's top shoot-'em-
up this Xmas, an all-out gore-test
set in the drug-infested ghettoes
of America, DEA officers Max
Force and Hit Man have tooled
up with their favourite weapons
— heavy machine guns and
rocket launchers! — to take on
the KRAK drug syndicate. A
seemingly endless number of
villains are soon attacking, and
being literally blown to pieces!
Use the rocket launcher to see
arms and legs go flying!

This excellent conversion by
The Sales Curve is reviewed on
page 11 (86% C64. 84% Amiga),
but you can have a taste of the
action for yourself with this
brilliant demo! Completely
playable, the demo allows you to
fight through the first part of level

pyl!ITERRANEA
CONTROLS

Joystick only
Up = Up
Down = Down
Left L e f t
Right .= Right
Fire = Fire lasers

PLAYING THE GAME

Five ships at your disposal must
be used to infiltrate sixteen
caverns of increasing difficulty. At
the end of each cavern is a

S P E LL S T R E N G T H  1 0
OU ARE  NO W A  P R I E S T .
OU A R R I U E  A T  T H E  C A V E  E NT RANCE  CARRY

TORCH,A T I N D E R B O X  A N D  A  C L U B .
ARE A T  T H E  F O O T  O F  M T .  E l k ,  T O  Y OTH A  NARRO W P AS S AG E  L E A D S  I N T O  T H E

NTAI N S I D E .
PASSAGE—WAY I S  CRI S S —CRO S S E D A N D

OCKED W I T H  T H I C K — Y E L L O W WE BS .
T I S  TO O  D A R K  T O  S E E  A N Y T H I N G .  T O

NTI NUE  Y O U  H A D  B E T T E R  G E T  S O ME  L I O N

one (and a sub-level!) before
time runs out. One or two players
can take part in the blood-letting:
hold down fire for the rocket
launcher or — for extra points - -
make an arrest by touching a
villain for a few seconds. Shot
villains often leave useful items
such as ammunition, rocket
launchers, cash and drugs which
can be used or confiscated.

'Ocean Media Ltd 1990.
The program and data are
copyright and may not be
reproduced in part or in total by
any means without the written
permission of Ocean Media Ltd.
All rights reserved. No
responsibility is accepted for any
errors.

guardian. Destroy it and you will
earn an extra ship. Some
obstacles have to be shot
through. others can be
deactivated temporarily by
blasting a control box. More
difficult caverns may contain
dead ends which can only be
passed safely by using the shield
(obtained by shooting an E
symbol),

SCORING

20 points for every alien
destroyed, 20 points for
destroying one
section of a barrier.

CREDITS

Hewson Consultants 1988.
Written and designed by Hugh
Sinn&
Sound FX and Music by
Jonathan Dunn.
Produced by Paul Chamberlain.

The program and data are
copynght and may not be
reproduced in part or in total by
any means without the written •
permission of Hewson
Consultants Ltd. All rights
reserved. No responsibility is
accepted for any errors,
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FLYING
PIGS
Dear ZZAP!
My mate and I were talking
about computer flight Sims
and F-29. He says there is no
such thing as an F-29; also
that there is no such thing as
a MIG-28.

Also, while I am about it,
what has happened to
Armalyte on the Amiga and
when will the coin-op Turtles
come Out.

I think that the tips section
is great and the may is a
great mag
Richard Gore ,  bourne
End, Bucks.
PS Great Issue 66 Megataoe.
PPS. Could we see more W
Processors etc.

•  Your mate is sort of right.
There certainly isn't a MiG-
28, al though there was one
mentioned in the movie Top
Gun that was really an
American F-5. As for the F-
29, there's an experimental
aircraft called the X-29,
ironically based on the F-5
airframe — only with
forward-swept wings. This
aircraft is the one used in
Retaliator. but in reality is
unlikely ever to see service
as an F-29. Bet you think
I'm a dead knowledgable
aircraft buff? (Thanks Stu
and Rob!)

Amiga Armalyte is due
for release in 1991,
although ironically it's
minket)
, t o  
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Its sequel!
Home computer versions

of Turtles are based on the
Nintendo cartridge game.
not the excellent four-
player coin-op which has
been in arcades for months

The Nintendo game got 85%
in TOM and Robin thinks
i ts a bit dated. An Amiga
conversion has already
been written and is
available on import, but
Mirrorsoft are planning to
Improve the difficulty level.
It also seems the graphics
will be improved —
ironically Probe's ST
conversion is so good its
graphics will be ported on
to the new Amiga version!
The C54 conversion is
being done in the States for
disk, but the cassette
version will be handled in
the UK and could miss
Xmas.
LM

POKING
FUN
Dear Lloyd
After getting ZZAP! 65 I was
happy to see another
Megatape for the Dutch folks
too! After reading through the
pages. I found the Rrap
section. David Cousins seems
to have a LITTLE problem
entering these CARTRIDGE
pokes. So I have to help!
(Does he have the manual?)

First, you have to program
the Expert cartridge as usual
(with the machine-code
monitor). In the monitor. enter
NO0 (RETURN) and the
computer will reset. Now
switch the cartridge OFF
Load the game you wanna
cheat on. On the title screen,
switch the EXPERT ON and
hit RESTORE.

Now for example, you have
to POKE 4096.15. First you
enter ?4096 (RETURN). The
result is $1000. And now
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1990 and what an eventful year it's been, what with the
Gulf Crisis. German Reunification, and Phil shaving off
his moustache! Whatever surprises will 1991 hold?

Well, I've been in touch with the spirit world (in the drinks
cabinet — Ed) and I can exclusively predict some of next year's
m r  events:

*  Mrs Thatcher retires to a cottage outside Brussels.
*  John Cleese becomes Prime Minister.
*  Nicholas Ridley buys a Volkswagen.
*  George Bush becomes a Muslim.
*  Saddam Hussein wins the Nobel peace prize.
*  Mary Whitehouse appears nude with a snake on page 301 the
Financial Times.
*  Thalamus's 08 is finally released and Sharla found (Aw come
on. now I know you're joking! — Ed)

enter ?15 (RETURN) The
result is $OOOF. Now you're
ready to enter the poke! How?
Well just enter M1000 1001
(RETURN) (WHERE the 1000
is the number received with
•?'). There will be shown on
screen:

M_1000 XX (XX can be
anything)

Just move your little cursor
to the number XX and enter
the HEX-value of 15 (that was
000F. remember?), Just enter
OF over the XX and press
RETURN. Now restart with R
(RETURN). Next time read
the manual!
Jan Albe rta * ,
Groningen, Hol land

•  Er, thanks Jan... I think!
By the way, Robin says
thanks for the demo you
sent.
LM

THE KEYS TO
SUCCESS?
Dear Lloyd
As a Commodore 64 owner
for six years, I greatly look
forward to the development of
cartridge games for the 64.
With a possible 512K. and the
abolition of the multiload. the
possibilities for in-depth
games are very exciting I f  the
cartridge takes off, the 64

•
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ME! C454
ilk C128
CARTRIDGES
Dear Uoyd
I am writing to say how I am
disappointed about hearing
about the Commodore GS
Console, First, I think your
mag's out of this world!
Second, keep them
covertapes coming!

Now onto the GS. The
reason why it disappoints me
is that I read somewhere that
SC! (Chase HO iff is going to
be released on the GS only.
Please could you tea me if this

is true or not?
Ma tt theamess, Telford,
Shropshire.
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Quite a few other readers
have written in with the
same query. As explained
in issue 66's 054GS feature,
ALL GS cartridges are
FULLY COUPAT18LE with
ALL C64s and C128s -
have a look at the rear and
of your machine and you'll
find a cartridge port. So you
Will be able to play SCI on
your C64 after all! Just turn
the machine off, insert cart
and turn on for the action to
begin. For C1285 the screen
will be black when you turn
on but that's okay — press
reset and everything will
ware perfectly.
LM
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market will no doubt be strong
for many years to come.

I do have one reservation
though; the lack of a keyboard
on the new C64GS console.
This means the games
developed for the cartridge
will be restricted to the use of
the joystick, with its one fire
button. Many games require
the use of the joystick and a
couple of keys for such
features as turboboost, magic
and firing different weapons.
What too of the adventure
game? How will complex
adventure games which are
now only available on disk be
transferred to cartridge, when
there will be no keys to type in
instructions?

I realise that this lack of
keyboard will mostly affect in-
depth simulations and that
most arcade games on the
market now can make do with
the use of the joystick, but
with a possible 512K there
could have been a whole new
market opened for the
development of simulations
and adventures.
Jim, Harrow,
Middlesex.

•  An interesting point, Jim,
which programmer Manfred
Trenz (see this month's
interview!) certainly agrees
with. However  there is an
additional fire button and
since most adventures
nowadays use icon-
interfaces the lack of a
keyboard isn't as bad as it
first appears. Mindscape,
for one, are very optimistic
about the system, and their
games are about as
complex as you can get —
especially the massive
Ultima series.
LM

BONE DRY
Dear Lloyd
In Issue 55, Simon Bone
(ACE PROGRAMMER)
reviewed Falcon for the Oric
and gave it 100% Wil l  this
game be out on 64 soon?! I
would be pleased to pay the
E56 99, as this is a fabulous
game! Also it says Carrier
Command and Starglider
be coming out from Simon
Bone Enterprises. Are these

n i  2  Z Z A P !  J A N U A R Y  1 9 9 1

out yet?
Jim Connor, Liverpool.

•  Bad news I'm afraid, Jim.
We haven't heard from
Simon Bone Enterprises
since. I f anyone's got an
Oric, we feel sincerely sorry
for them! Or maybe not,
there are some dastardly
rumours that the
screenshots of Oric Falcon
were faked!!!
Ltd

POSTER
POSER
Dear Lloyd
We in the (admittedly strange
but certainly not satanic) fi lm
planning department would
like to know why the poster is
Issue 67 was not given the
centre spread To make
amends does Stu intend to
give away a free role of
sellotape and scalpel with a
future Issue of ZZAP!? I think
that our readers should know.
Yours reverently
Robb the Rev Hamilton

PS, Several issues ago there
was indirect reference to
Robin being dead (the grave
stone bearing Robins  name).
If he is dead why isn't he in
hell with the film planning
dept? Whoops!!
PPS. It has come to my
attention that in Issue 68, the
Satanic Film Planning Dept
was blamed for a mistake
which was not of their
creation. We only create
zombies.

•  Ed tells me that Issue 68

had not one but two posters
— one of the top half of
Atomic Robokid,  the other
of the bottom! (You're fired
— Ed)
LM

ELVIS LIVES
(IN sPutrr)!
Dear Lloyd
This is Elvis here. Yes, The
King, Elvis Presley. I was
wondering why don't you
release a game on me man.
and bring it Out on the C64
computer that I have in
heaven. Here is a bit of my
song 'Hound Dog' because
I'm getting a bit better. So
here I go. 'You ain't nothing
but a Hound Dog, crying all
the time.'
Elvis Presley, Grave No
234,  Heaven

•  Aw thanks for contacting
me. Elvis. By the way, when
are you going to make a
comeback? (Are you sure
about this one, Ll oyd? —
Ed)
LM

GS IS BEST
Dear Mr Grassman
Being a close relative of TIKI
(the Kiwi, come SWAT officer)
KIWI from the Zealand story. I
know a thing or 46 and a halt
about video games so I have
(almost) decided to buy a

pant-wettingly good 064GS.
As far as I can see, although it
doesn't look as good as an
Amstrad GX4000, it already
has a couple of games out for
it. much more software
pledged than the GX4000 and
much better sonic capabilities
(cor, u s i n '  big wurdles).
And the 100 pounds worth of
games, free, are pure class
and great WM.  But now down
to 'The real Biz!.'
1.  Will Iron Man. Nightbreed,
Golden Axe, Foal  Fight,
NARC and Monty Python be
released on carts?
2 .  Will WVVF Superstars be
released on the C64?
3 .  HI to my brother Ryan
('the Hitmanl) Shipman.
Ah well, got to go now but One
last question before I do and
make Bub and Bob's tea, will
American games work on an
English Nintendo? (for my
mate).
Ta very mooch
Rik (the psyche
Japanese platform
game character)
Shipman

PS. RAZE IS GREAT.

1.  With the exception of
the unreieased Final Fight,
all the games you mention
are already available on
tape and disk, or  Imminent
on that format, It's unlikely
they'll appear on cart,
except possibly on some
future compilation.
2 .  We haven't heard of
anything. Robin says it's a
mediocre coin-op anyway.
3.  Hi!
You can tell your mate that
American Nintendo games
won't work on the UK
system. Tell  him he'd have
been better off getting a GS.
But of course if you already
own a C64, there's no point
in getting the technically

HARD OR
FLOPPY?
Dear Lloyd
Please could you help me as I
am totally desperate for an
answer. Could you please tell
me what kind of disk the 1541
and Oceanic 118N, for the
C64. take? Whether it's
floppy, 5 1/4" or hard, 3 1/2"
9 I am on the lookout for a
disk drive to upgrade my C64.
However, Mr Disk, a computer
software and hardware shop
in Birmingham, claim they
have never heard of the
Oceanic 118N.

Also. I am currently in a
software mail order club, The
Computer Club. and recently

wrote off asking them if they
know the answer to my
questions. They replied that
they didn't but told me the
disks they sell for the CM are
'3 1/2" floppy disks which are
in a hard casing.' Mr Disk. that
same shop in Birmingham, tell
me there is no such thing as a
3 1/2" disk for the 64

Please could you put me
straight on the things I have
mentioned and which is the
best disk drive and what soil
of disk it is compatible with, as
you are my last chance.
Richard Marshall,
lialesewen, West
Midlands

•  Let's clear one thing up
first. All the disks you have
described are floppy —

although both the 3
- a n d  31/2 types are enclosed in a
plastic casing. A hard disk
is a completely different
kettle of fish. Contained in a
heavy, sealed unit it has a
storage capacity of tens of
megabytes which can be
accessed must faster than
a floppy. it's also usually
very expensive (eg about
L'400 for an Amiga one).

All C64 disk drives use 5
1/4* disks. You'll probably
have trouble gelling hold of
Oceanic and other
unofficial C64-compatible
drives now, as Commodore
are putting a stop to their
sale. The good news is that
the official Commodore
1571 drive has had its price
cut from £179.99 to £129.99.
UR
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A powerful BASK.. I oolkit lAddrtional helprol
eommandsl that considerabh simplifies prog
ramming and debugging. The toolku commands
can be used us your programs

L. sing POWER CAR I Kit)( • I sou r an load op to12 times taster from drsk.
The Disk commands can be used in your own
programs

m

NingPOWER CARTRIDGE you can work up to
I if truces faster with your data recorder The
ape commands can be used in your programs
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A powertul machine Language monitor that is
readily available and leaves all of yourCommo-
done memory av aria ble tor Pr ra mming.
Also works in BASIC-ROM. KERNAL and I ,0
are as.
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PriiNTERTOOL

I he PCKNE R CARTRIDGE coMains vene
Prenter•Inferface. that sell detects it a printer

is connected Co the Serial Bus or User-Pon
• It will onnt all Comnsodore char ar ten on Epson
and compatible pnnters.
The printer-interface has a Wirwily of set-up pos•
Sybil Mir s, it can produce HARDCOPY of m tev
,
!••
not only on Serial prulters IMP530 I 8 0 4 .
etc I but also on Centronic printers 1EPSON
STAR. CITIZEN, PANASONIC , etcl
The HARDCOPT function automatically drum
gunhes between HIRES and [ORES Multi-col-
our graphics are converted into shack, or We,
The PSIT tune lion, allow you to electrie
iarge6mall and Normaleinverse printing
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THEN WAIT NO LONGER-The VideoVault have been servicing C64
since 1982, we are the no. 1 Commodore Service Centre Servicing
1000s of machines en!,  week.
WE DON'T JUST REPAIR YOUR COMMODORE 64-we check loading,
sound memory, colour, in fact fully overhaul your computer for
only 140.00-which includes all parts, labour VAT and return
postage a
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computer will be repaired to give you years of troublefree
enjoyment. iplease note power supply units are not repairable
and would need to be replaced, These are available from us at
E35,001

1

BASIC
RESET
TOTAL
BACKUP
DISK

On the back of the POWER C AR I RIDGE there
n a Reset Button. Pressing this button makes a
SPECIAL mtNI.) appear on the screen.
CONTINUE -  Allows you to return to your

Prottram -
- Return to BASIC
• Normal RESIT.

- Saves the contents of the
memory onto a Disk The
program can be reloaded later
with BLOAD followed En
CONTINUE.

BESET ALL - BE S E T  of any program
TOTAL - A s  BACKUP OISK hut Io TAPE
BACKUP
TAPE
HARDCDPV - AI  arn, moment, punt 5 out a

Hardcopy al the screen.
Using CONTIN LIE attenvards
you can return to thr program

MONITOR -  Takes you into the Machine
language Monitor.
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COMMODORE
641VIC POWER
SUPPLY UNIT

copyright VideoVault Ltd NO 092072 W E  N O W  H A V E  F A X :  W I  4 5 7  6 8 9 4 6

Ltd Replacement
Power Supply
UnitS

E
•Send your computer now to- A
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VideoVault Ltd, Old Kingsmoor School, 1 ' E 2  35 p+PRailway Street, Hadfield, Cheshire 5K14 8AA, P
/Telephone: 0457 866555/867761/869499 Head Office & Credit Card orders, dueries.
Manchester 061-236 0376 while you wait repairs & spares centre only.

Bitcon Devices Ltd.
SS BEWICK ROAD
GATESHEAD
TYNE AND WEAR
NES 'IRS
ENGLAND.

,II we hod me compute
,unrePatrable due to tamueriN there
wall be a handiing charge &CO DO
,

EDITION HOT OFF THE PRESS
New bigger catalogue now available
containing met 3 DOC dems fmluding software
for all computers loystscks spare parts
business software tOoks plus many more
JuSt send 3 )(1St CLass Stamps for yOur free roc,
Over 25 pagesfuIIOf top [Wain products
Oe Nered to your door tf, return post

THE VIDEOVAULT
COMPUTER COMPANION

TEL: 091 490 1975 and 001 40E11919
FAX: 091 4901918
To orde r Access/Visa  ee icome -  Cheques or P/0
payntae to ROL
UK orders add El .20 poet/pack total -  C19•19
in & V.AT.
Europe orders add E2.50. °sa n e st  add E3 50
TRADE AND EXPORT ENQUIRIES WELCOME

went
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identical, but keyboardless
GS.
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PIRACY
PROBLEM
Dear Lloyd
Piracy has been debated in
almost every computer
magazine in the past and time
has shown that it is not going
away. The pirates blame the
companies for harshly pricing
their software and the
companies blame the pirates
for this high cost in their
products. Stalemate.

To any pirates reading this
letter, I can give only the
following advice:

True, many games are
expensive. there's no doubt
about it. Some are worth it
though. I purchased Anco's
Player Manager (my favourite
all-time game) when it was
first released and, even now,
hardly an evening goes by
when I do not play this
remarkable piece of
programming brilliance!
2- If we think modern games
are expensive, just take a
brief look at the market in the
past_ Less then a decade ago
I (and no doubt many others)
owned an Atari 2600 games
console, At the time I thought
it was brill, by modern
standards its pathetic! Big,
blocky graphics, bad sound
and simple playability plagued
most games which often sold
for as much as E35 each! As

Z Z A M R A P L I

people could not copy the
cartridges, what they could
not afford they went without.
There were no magazines
(save for a few American
imports) so only a brief look in
a shop was what we received
and if the game was rubbish,
tough, we were stuck with it!
3 .  Shops and mail order
companies often discount
their stock to sell it all off
ready for new deliveries, while
others launch sales regularly.

If even this is too much for
some pirates, they should
look at the many Public
Domain libraries which place
advertisements in most
magazines. As PD stuff can
be legally copied and
distributed, very little little cost
is involved and some of the
PD titles (eg the 'Puggs In
Space' demo) are truly
amazing.

I will never become a
pirate, even though buying a
game takes weeks of saving_
This is very satisfying, though.
when we save up for a game
and finally buy it. We are even
more cautious about buying
only worthy games. Pirates
don't realise this though — to
them, a new game is just
another filled disk to show off
to their friends until finally.
they have so many cracked
games that the majority are
left collecting dust.

Finally, one more point. I
believe the fault lies with not
just the pirates but the
companies who produce the
games_ They often spend
huge amounts of cash on
hype and advertisements
when this is not necessary,
especially when some of the
products are naff anyway_
Some companies design so
many games that many do not
receive the time and attention

HIPLIA
REHASH
Dear Lloyd
recently purchased System
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disgusted with it All it is is
Last Nino 2 with different
music. There Is no 'Rembe of
Last Ninja I. I would advise
not to bother buying it. The
music is good at first, and
then it peeves you off. So for
anyone who's thinking of
getting fshnia Remix, DON'T
Kende Warrior, Hull

•  To be honest we were
initially rather misled by the
ads too, and certainly

expected more than Ninja II
with a new intro and status
panel. It all really comes
down to the meaning of
'based on... Last Ninia I and
ir  as well as Remix'.  it's
vague in the extreme,
al though I suppose since
Ninja II was based on Ninja I
there might be some weird
logic to it. As for the
•Rembe, apparently some of
the in-game graphics have
been tweaked and there is
new music. Nevertheless I
do think they should have
clearly stated what the
game was in the ads. At
least the packaging clearly
states the game is based on
Ninja II.

which they deserve. If
companies were to cut down
on new releases but improve
the quality of the games they
do produce, I think this would
help to reduce piracy. All the
money they save in this way
could then be used in funding
developments for improved
anti-piracy devices.

To conclude then,
everybody can help reducing
piracy, even if it's just saying
no when our friends want to
borrow the latest titles.
Stuart N Hardy, Wales,
Sheffield

•  You're right, of course.
Stuart, There really is no
excuse for piracy. It Is quite
simply theft. i t deprives
software houses of vital
income needed to develop
new, original products. The
move toward cartridges is
in large part a response to
piracy. which will put up the
price for some games
which could have worked
on cassette. There will, of
course, be many brilliant
games designed for
cartridge and these should
Invigorate the entire C64
market. But if people ignore
cartridges because they're
so used to pirating games,
and cartridges actually flop
then there could be serious

• • • • 0
0 ,.

repercussions for the entire
market The C64 could be
badly damaged.

In Japan of course
there's no piracy, everyone
buys cartridges and the
industry is incredibly rich
and successful. This is
what the UK industry needs
to become. As for software
houses releasing too many
games, this is probably
right on the Amiga but the
C64 suffers from too few. In
the latter case developers
too often let the C64
version lag — the
Commodore is a difficult
machine to program. As for
advertising: this supports
magazines like ZZAP!,
dramatically reducing the
price of the mag which
would otherwise be much
higher. and can
undoubtedly create a 'must-
have atmosphere about
games. Companies
wouldn't spend money on
ads unless they thought it
was making them more
money than it cost. I f
sometimes the games don't
live up to the hype, it's our
purpose to reveal that fact.
LM
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Gud moaning Lloyd.
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Dis litter is abit de wild, de
univice and worthang bit it is
also abit Rani It wis dis
moaning. abit 6am I was
inspecting die aria win I cim
ipan Rani ivin a bit o' inky
pinky' wit Machine. 'e wer'
pliyin wit a Katchon dansol I
epproched 'im ind he sid, 'You
stupid man. What does it look
like I'm doing. I am trying to
help her slick the fruit properly
in the bowl.'

I wis shacked. Niver before
had I heed sich valger
linguige trim a fillow
franchman. I wis desgracei

by Rani, l'ad a gid mend to
spink 'im bit I did nitt. It is a
sid late ti be a pilicemon. Niry
parson is a twot. Dey do nil
now hiw ti spak priper french.
Day ire all stipid.

I am Orin* to Liddon In a
few diys ti ploy on de orcades.
I am ginna ploy G-Lic, SCI.
CHOSE HO, PIWER DRAFT,
HURD DROVIN. APARITION
WILY and many, many mire
games. rip dat yi woll be able
to line me
Anonymous, Gay Paris,
France

•  Ah nee, et's cotching!
Thought I said you were
fired! — Ed)
Litt
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must thank everyone who sent Xmas cards. Now
everyone. I've got a New Year's resolution for your just
keep sending in those letters, short and long, serious

and funny,  to Newslield, Ll oyd Mangram, ZZAPI  Fillip, Ludlow,
Shropshire SY8 IJW.

But please don't send me enquiries accompanied by SAEs —
much as I'd love to, I'm simply too busy (grovelling to Ed to keep
my job!) to send personal replies to everyone. If you have got a
burning question to ask, I'll do my level best to answer it in the
magazine. Thanks.

Z Z A P !  J A N U A R Y  1 9 9 1  1 . 1  3 1
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Bored of the Rings . _  . .  -  ........... .  2.99Toorrin on

Thunderbords   . . .  - 3 . 9 9
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Only C11.99 Disc 11299
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Boiturno 'lest Mown
Hashes Mester Super

Hang On. Tract 's•
Superbowl. Winter

Olympiad. S i,.' . Dew.
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SEGA MASTER MIX
CASS £11.99 DISC

91499
Super Wondensoy.
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DyNIDO011 Dux. Turbo
Outrun

SUPREME
CHALLENGE
ONLY £4.99
DISC E10.99

Elite. Ace  Sentmel.
Starglider, Tetris

MEGA MIX
ONLY E.9.29
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Dragon /Arta,
Operabon Wolf,

The Real
Ghostbusters

CECCO
COLLECTION

Cass Ea 99
Disc E12.99
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Cybernold,

Cybernoid
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TAIT() COIN OP
ONLY  E ll.99

ftastan Flying Shwa,
Bobble Bobble
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Assess 11 Renegerde
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Only 14.91 Dec [1999
, octet. Manager. Peter
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ONLY E10.99

Operation Wolf,
R•Type,

Batman Coped
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Double Dragon
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Apocalypse, Magnetron. Morphetnt
Foghimare T a it  Samurai Warrior
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Please supply me with the following for
Computer
Titles
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CBM 64 CLASSICS

Sim Crly N / A ,  1 4 . 9 E

Colossus Bridge 4... ...........-...., . . 8 . 9 9 -  1 1  99
Anbourne Ranger . . . . .  - _ _ _ - - - 1 1  9 9 „ - -  1 4  9E

Ouariorback .  ._. .  ......... - - - - .7 .5 0  1 1 . 9 EWar in Middle Earth,, 7 . 5 0 .  - 1 1  99
Heroes of the Lance
Dritgons oil Flame . .  ....... - _ -   7 .5 0  1 2 , 9 9
Pools ot Radiance N / A  1 9 . 9 9
Heistat ,   N / A  1 5  99
Cwse ol the Az .*  Bonds.-- ....... . NIA   1
9 9 9Silent &since. . . . . . . .  . - . 7  50 1 1 . 9 9
Red Slorrn Rising . . . . .  ....._11 29 . 1 4  99
Grand Prix Circuil . . . . . . .  _........„  . 7  50 1 1  99
Super Cara 170 19 - ,  .............. ....-91/A . 6 . 9 9
Calikrno Challenge (T.D.18 N I A  . 6 9 9
gams Tale', . .  ...... ___..... ........ ..,  NA .. 8 9 9
Sands Tale 2 - -   I C A  1 2  99
Bards Tale 3 •  ...- -  9 4 / A ,  1 2 . 9 9
Dragon Were  _ N / A  1 2 . 9 9
tndY Jones . Last Crum& 7 5 0  .. 1 1 . 9 9
Wile  Warriors 7 5 0  . . . . . 1 1
9 9Risk . . . . . .  ....  9  99 1 2 . 9 9
Pirates  1 1 , 9 9  . 1 4 . 9 9

Russo  .  . .  • . -  ...... _ _ N / A  . . 1 3  99
Panzer BaltHes -  .  . . .  N / A  1 3 . 9 9
PanZas BV ite . -  -   N / A  1 9 . 9 9
Conies Commauld 1 1  90. 1 3  99
Ftelball Man II •  E xp.931__,___.7.50  1 1 . 9 9
Mavis Beacons Typing 9 1 / A . .  .  20.99
Maniac Mansion ...t  N A  , A2 . 9 9
BettleChetob .. . . .   N / A . .  1 2 . 9 9
Muscle Cant (f  DIP) . N / A  . . . . 6.99
M ime 5  N I A  1 4  99
Knights of Legend N / A  .......1599
Jot . . . . ............ . . .

. 2 6
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Cloud Kingdom...._ ..... ....- - _ _ 7 .5 0  .. ,  1 1  ee
Bushicio .  - -  .... 7 5 0  1 1 . 9 9
War of Ma Lave  N A   1 9 .9 9
Tangled Tales.   . N A   1 5 . 9 9
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Batman Tbe Mode. .  . .  ,.,19 99
Bactands  . . . . . . .  -  - 1 9  99

Chase HO 2 . .  -  ..... ••• . ........... .... -
. . . 1 9 , 0 9Robocop 2  1 9 , 9 9
Cyberball  .  -  . .  19.99
Vindicator . .  _ _ _ .  ......... - - - - _ - , . . .  1 9 9 9
Shadow of the Beast. •  -    1 9  99
Lest Nava Flemis  1 9  99
Plotting 1 9  99
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Gunship
Protect Steal% Ftgesni
Retrograde
Sack to The Futur
,
•
Rids Dangerc..., -
Krick Ott 2.
Klax
Heal Seeker
Might M a gic 2
Atomic Robokid
Teenage Mutant TIMMS ..............9.99
Golden Ase . . .  ......-  .. 7  99
Iron Lord N / A
Midnight Resialiantte ....... . 7 . 9 9

Satan_ 7 . 9 9
Slormtord 2   8 . 9 9 .
Creatures . 7 , 9 9
Super OM Road Racing. 7
9 9Twin World
Amazing Spalrowutn
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7,50
7.50
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11.99
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Cad, Tr 7  so 1 1  99

European Super Leboutt.. 5 0  . . . . _ - . 1 1  99
Nignt Breed .  . . .

Salo

Twin Weald . . . .  • , , ,  9 9 9  1 2 .
9 9 11 99

Liverpool G e n r e  . . . . .  .7.80 1 1  99
Iron Man off Road g .  2 . 5 0

12.99

Davs 01 Thurder 7  99 ...........I '  99
Slergiseer 2, 1 4  cis

Lino Of Fes-  B O O .   1 1 . 9 0Diaz& 799  _  1 1  99'Orman 2.

Please note thar ihe M OM *  at Vie todhcoomvs
anleations we nor releasedI I  lino of soss to press
Thom 1•10 bo OiSpittChod within 24 hclot of tolitete

solteel to tekluakty

EDUCATIONAL
CASS D I S C

Bette Matte ( , ,
a p  
N A  
.  
1 2
.
9 9

Belle. Speen() i )  W A  1 2 . 9 9
&blow 1
Biology 2
Cherstiery 1 (12-16) 1 1 9 9  1 2  99
C N I O
,
O l t o
y  
2
(
0  
L
a
v
a
l
)  
R
U
A

ebitsCh Molests (Beg). N A
French Maltese tActsil   N A

Fun School 2 as 9  90
Fon Sraool 3 Uncles Fs
-  
1 2  
9 9

Fun School 3 5•7 .  ..... .. . . . L I M  1 2  99
Ref Sorsa' 3 T. 1 2  99
Ge o g ra p h
o
t l
e
C a n t o ss... 
- - -
_ _ _ _
M A . . ,
.  
1
2 .
9
9

MA

12.99
Maestro i  2- 17),.. 1 2  99
Naha Marva (B-121 N I A . .  .  12 99

A C C ESSOR IES
Cisetan 125. _ 6  99
Ducriloy Jetnghter . .  •  . . . . . . . . . . . . 12.99
(beckon Tcostar - , „  -  •• .  1 0  99

Orachloy Turbo 3  . . . .  - . .  ,  6 9 9
Cons PTV 5030 t  2 99
Duicapy Sueensard 1 4
9 9

UNITS 68E7, ACACIA CLOSE. CHERRYCOURT WAY IND. EST., STANBRIDGE ROAD, LEIGHT
(PERSONAL CALLERS WELCOME) TEL: 0525 377974 FAX: 0525

DATE:
NAME:
ADDRESS*

P o s t Code
TEL:

SPECIALS DISC
3 Stooges . . . .  3  letiTote & ma
r
. . _
, . .
,    
3
.
9
9

_ - . 3 .9 9
Tau Ceti -  •  -  2 . 9 9

. - - - - - - , - - - 7 . 9 9
Hunt For Red ........... ...-
Mewed Beast -  - -  6 9 9

4 . 9 9

6 gc
Flying Shaer
Nulty;6  99
Arcane Foos it it ; IA
Hole in Qnq.

499

Pressles1 ( le d . . . .  •  •  4  99

Partero9

fl eircKsle
on .  
-  
- .  
- -
- ,   
-  
6  
9
9

-  _ , _  . 4  99
Armor Paomort ... -  -  . . . . . . . 4 9 9
R
T
y
p
e  
.
.
.
.
.
.
.
.
.
.
.  
-
.
,
-  
6  
9
9

Unirryil9d - , - . . . . . - • - . . . . . .  ......................6
.
9 9
Dennons Winter .  . .  . . . . . . . . . 1 2 9 9
Speeedbell -  .....................6.99Dragons Spirt .  - - -  4 9 9
Snare - - -  -  .4 99

Bards Tara

MIND-
STRETCHERS
CASS OR DISC

E13•99
Monopoly
Scrabble
Cluedo

WORLD CUP
COMPILATION 90

Cass £9.99
DISC E11,99

Kick Del, Gary ttnalees
Holebet Treossun

Manager

WHEELS OF FIRE
CASS E11.99 DISC

El 8-99
Turbo Outrun,

Chase HO.
PowerDrift, Hard

Down.

TOLKIEN1
TRILOGY

Only 8.99 Disc
C11•99

The Hobbit
Lord of the Rings

Shadows of Mordot

HOLLYWOOD
COLLECTION

Cass E12.99
Disc E14.99
Robocop,

Ghostbusters 2,
Batman the

Movie. Indiana
Jones

PLATINUM

4.98

5.99

Cass E12.99 Disc
E14.99

Strider, Ghouls N
Ghosls, Black

Tiger, Led Storm.
Forgotten
Worlds.

THALAMUS THE
-

HITS CASS OR DISC
1.7,99

Hunters Moon Qua
Dew. Haoloye,
Arntelyle, Delta,

Saloum

DY NAM ITE
Only £9.99
Cass Only,

Allerbumer, Last
Simla II, WEC Le

Mans, Doubts
Dragon

LEADERBOARD
PAR A

Only C11.99 Disc
Eld..99

Lasdorboaro
Lasdarbowy lourromart
World Claes leadelbowe
teisierbeerd Executive

IN.T

Cass E l  2.99
Disc 16.99

Hard Drtvin, APB,
Tobin.  Xybots,
Dragon Spirit

ON BUZZARD, BEDS. LU7 8QE
8522761
Please make cheques

& PO payable to
Turbosoft

Orders under 15 please
add 50p per item. Over
.E5 p&p FREE in UK.
Elsewhere please add

,E1.50 per item.
N.B. Please state clearly

mode of computer &
also cassette or disc

when ordering
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ROBOLINE!
Apparently the latest craze to
sweep America is interactive
phone lines, an imaginative mix
of a radio play-style soundtrack,
a simplistic adventure format and
voice recognition equipment.
Basically you phone the line up
and a soundtrack starts
unreeling, with actors speaking
the parts accompanied by sound
FX. Then there's a pause so you
can choose what happens next
by either pressing the number on
your phone, or saying the
number. The choice might be (1)
shout a warning then approach
on foot. (2) fire a warning shot
then moving in on foot. (3)
approach in your patrol car. The
system then selects an audio file
to continue the game according
to the choice you made. You can
even access a score option
(energy, points, etc), an inventory
of objects carried and 'save' the
game. If the latter option is
chosen, a code is given which
can be reused to restart the
game at the point at which youleft it.

Its a neat concept which mil
making its debut with RoboCop
If available from 14th December
from the Phone Program
Company, a new organization
which has been set up by
Gremlin Graphics. As in the
movie and Ocean game, the
objective is to destroy the evil
drug barons pushing the lethal
'nuke' vials. The number is 0898
345678, but the most important
thing is price: 33p per minute
cheap rate (6p-8am weekdays
and all weekend), 44p at all other
times. Apparently over an hour ol
material has been recorded for
the play, but it is possible to
complete it In ten minutes. In any
case, if you're using your parents
phone ask permission first! For
the future, three or four more
lines are imminent: one based on
a TV series, the rest on new
movies.

V I S I O N  T H I N G
It takes no great insight to recognize the hardware market is as
confused now as it ever was in the boom years of the early Eighties.
There's a whole host of gleaming new machines competing to establish
themselves, from uprated Amstrad computers to the Atari Lynx. Waning
in the wings we have CD-TV, and a new PC-compatible Amstrad
machine.

Software houses are obviously hoping for the market to sort Itself out
so it returns to the old days when all they had to worry about was C64
and Spectrum conversions. Ocean see the lower end becoming mainly
cartridge, with CD-ROM at the more expensive end. US Gold see the
PC as the coming thing. Rumours of a high spec, £400 Amstrad PC,
styled like an Amiga are called upon to support the argument that the
PC might finally become a major leisure machine.

In fact the market is likely to remain splintered for a long, long time.
The ideal console would probably be a smaller version of the PC
Engine, ultra-compact and portable with an optional LCD screen and
TV tuner. Anyone who's played Slimeworld on the Lynx knows the
brilliant potential of multi-player games. Sure, you can link Amigas, but
how often are you going to lug your E400 machine and E.300 monitor
round to a friend's house?

Unfortunately such a machine is probably a decade away. The new
range of superconsoles are all fairly big, the PC Engine was doubled in
size for the US market. The Sega Megadrive is spearheading the
superconsole UK invasion, but small numbers, exorbitant pricing
(compared to the US/japan) and limited, expensive software restricts
its appeal. By Xmas 1991 it could be a big threat, but by then the
Nintendo Superfamicom might be looming. As might the Atari Panther,
the semi-mythical 32-bit superconsole which aims to regain Atari's
technical superiority. All three consoles make it likely that Commodore
are working on their own new console. The GS is a nice machine
compared to both the Master System and Nintendo. with software at
half the price and aimed squarely at the European market. It should do
well, but the new technology makes a successor likely. Already there
are strong rumours of a new machine based on the 6502 chip (used by
the C64, Lynx and Super Famicom). Maybe it could be compatible with
C64 carts?

But what of the C64 Well its future doesn I look too bad actually.
Frankly no-one is going to try and bring out a E160 computer any time
soon; only Miles Gordon have tried with their Super Speccy which
ended up bankrupting one company. Its a tough business and R&D
costs make the E160 barrier a tough one to breach if  people were even
interested. New computers such as the Amstrad PC aim at £400 and
often end up much costlier.

So for parents wishing to buy junior some reasonably priced
entertainment this Xmas, dressed up with some genuine educational
value, the C64 is the ideal choice. And it will be next Xmas too. Amigas
are fine things, but they're too pricey to break through into most Xmas
stockings. Consoles are good too, but the C64GS is one of the best
cheap ones and the expensive consoles lack educational value.

In short, don't write oft the C64. Even without carts it's in good
health. With them its doing superb. The future is going to be as
splintered as now, with Amigas, CD-TVs, Lynxes, Gamegears and
especially the C64 grabbing a fair share of the market,
Stuart Wynne

BAD
SOFTWARE
CONSPIRACY
As the year's hottest selling
period commences, news of a
fiendish plot to wreck software
sales has reached ZZAP!. By all
accounts the villains responsible
for the supersales of mediocre
games are — you? Yep. the
Gallup full-price charts have just
come in and while seven C64
games are in the top twenty, the
top two scored less than 60% in
ZZAP! -  namely Shadow
Warriors (57%) and Back to The
Future it (59%), one is so
diabolical it didn't get a mark
(Gazza's Super Soccer), two are
ancient (the dated Rob°Cop and
respectable Emlyn Hughes
International Soccer), one is a
compilation (TNT) and finally
Turrican, the one newish and

undoubtedly superb game in the
charts. As Xmas approaches one
hopes the quality games earn the
sales to justify investment in
more quality releases, rather
than well-hyped games earning
bigger promotional budgets!
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a Where would Turman it be without a Gtgetesque level oozing menixe?(C64)

•  The Gold Medal-winning
Turrican was one of those
increasingly rare things, a
completely original game
which stormPl the charts
without a hint of licence.
Despite being designed and
written on the C64, its
massive size and the huge
variety of graphics proved
stunning even on the
Amiga. The maps and
solution have run over live
Issues. Now programmer
Manfred Trenz is near to
completing the sequel, an
incredible spectacular
which perfectly illustrates
why the C64 is the 8-bit
games machine. STUART
WYNNE spoke to Manfred
about his amazing career.

Ever) by the Weida' ds of
computer programming.
Manfred Trenz's career has
been meteoric Hisofirst game
won a Sizzler. while his third
- Turncan r a nk s  as one of

the C64's best ever games
Now 24, he began
Programming as a hobby in
June 1985 Iwo  years later
the German magazine '64 ran
a graphics competition which
Manfred won Rainbow Arts
sent him a letter asking to see
some more of his work and
then promptly lured him

At first I did animation
graphics, title screens and so
on Then I started doing some
coding this was quote a
surprise to them because they
didn't know I could do this! I
asked Marc Ullrich Mambo*
Arts boss) if I could do a game
and he said go ahead The
game was Denaris,

'I started with the moiler
because this was the most
important thing When I had
this I went to Andreas
lEscherl and he did the game
design There were only a few
lines of this Andreas also
helped with the graphics.
doing 50% of them. whole
Chris Huelsbeck did the
music It took me seven
months to program Danans
then I had a vacation, four
weeks at home with my
parents, because if I spend
too long on computers I qn
crazy!'

More pressure was added
by legal difficulties Originally
Denims was called Katakis,
which got a rave review in
Issue 42 (93%) Unfortunately
at this point Manfred's dream
debut was overshadowed by
Actevision, who claimed the
best A- rype variant on the 64
actually infringed their R- Type
licence One consequence
was the hurried replacement
of a Kaiaks demo on Issue 42
by Time Tunnel' Ironically
Manfred himself eventually
helped produce the official
C64 A- Type conversion

Fortunately Kaiaks was
eventually allowed onto the
market as Denans,
substantially changed on the
Amiga but less so on the C64

•••.-



In fact. ZZAPI declined to
review the new version simply
saying it still deserved the
original marks. Some
changed graphics added
'more originality' so it was still
a Sizzler. The A-Type
conversions are reviewed in
ass month's Budget section.
and it's fair to say Denaris
remains one of the best
horizontally-scrolling shoot-
'em-ups. rivalled only by
another spectacular debut
program Armalyte Manfred
himself enjoyed the Thalamus
game for a few days, but then
became bored 's a m e  style,
same attack waves all the
way through ' With his next
game Manfred proved exactly
what kind of amazing variety
was possible on the C64

TURRICAN
I  started Thrticste with
everything In my head; there
was nothing on paper. After
Denarts I wanted to do
another action game but away
from spaceships So I thought
about a lump-and-run game I
started in January '89 with the
ideas, then I did some demo
graphics, then I did the
smiler. This was the most
difficult thing to do because it
was eight-way and very fast
There wore a lot of problems.
The first version was full-
screen, but when I put some
sprites in it didn't work so well
I did a second version. but
there were problems with it
too The third version worked,
though.'

There was no arguing over
the originality of Turman, tt
won a Gold Medal in Issue I
Game design, graphics and
coding were all by Manfred
only the music was by
someone else. His favourite
pail was coding the aliens
and weapons. One novel
touch was how the massive
monsters usually saved for
the end of the level could crop
up at any time in Turncan

Such brilliance requires a
lot of work 'I  work nine-to-
nine at my office in Rainbow
Arts Some people help, but
90'0 of the ideas are mine.
With Turrocan I wanted to do a
game on my own, but with /I
Andreas is helping with the
graphics With some teams
there are a lot of
disagreements and
arguments between people,
but teamwork between me
and Andreas is very good.'

Deadlines are tighter on the
sequel, but at least the
scroller is already written
'50% of the coding is from
Turrocan I — the basic stuff,
the logic and scroll routines —
but the rest has been made
quicker, shorter and faster. A
few mistakes have been
corrected'

Each level is now packed
with even more graphics,
there's a parallax scroll on
one level and even a

superfast horizontally-scrolling
shoot-'em-up level Those
massive levels don't take too
long to do, though 'First I do
them on paper, then I do
some coding, then the aliens,
effects and corrections It
lakes a week to make sure
there were no errors. The
most difficult thing is the
special monsters,' The most
Impressive baddie we've seen
is undoubtedly the fabulous
three-screen-high wing-
creature with the grabbing
claw But Manfred claims
there's something even bigger
at the end of the game, and
on one level there's two such
huge monsters.

The massive variety of
graphics on the levels
obviously raises the question
of inspiration. 'I have some
strange books I have
NOCTOnOMIC011 I and from
HR Giger plhen designer —
Ed). I also have lots of
Japanese games magazines.
Books on biological things,
plants and animals. And I
have lots of crazy ideas
myself!'

111RE PLANS
For the WWI% Manfred Is as
excited as everyone else by
Japanese super-consoles and
would very much like to do
one of his next projects on a
console But first he will be
programming games on the
Amiga. not forgetting the C,64
1A cartridge version of Turncan
I is under conskleration, 'II
was mentioned some months
ago I  haven't heard anything
sow, built it goes ahead I'll
do it '

By comparison Manfred
hasn't been able to much on
Amiga Turman II 'On the
original I did the complete
intro, clue° and all the
graphics I'm not doing so
much on /I because I want to

Katakis/Denaris was on absolutely brilliant debut.

* The Turrican team: from the left we have project manager Julian
Eggebrecht, graphic artist Andreas Escher, Manfred 'Main Man' Trenz,
Amiga programmer Holger Schmidt, ST programmer Thomas Engel andmusician Chris Huelsbeck.

finish the C64 game this year
11990].'

Sadly Manfred has no plans
for a Turncan III, and
although he won't say //
pushes the C64 to its absolute
limit he's certainly pushed
'very hard' But there's more
to the game than sheer
technical wizardry t o  jokes!
'There's a lot of jokes about
walkers because they look so
stupid. Andreas and me want

to make a lot of jokes about
them.'
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special end sequence, an
intro with speech and, maybe,
another Gold Medal. Turncan
II is undoubtedly the best
game we've seen in ages and
if it fulfils its potential.
comments like 'game of the
year' seem inevitable So
keep reading ZZAPI for an
imminent review and demol

* This massive monster leaps about, causing stakogmites to fall. (CM)
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based on Mars. They want
to control the Solar System — a natural
enough ambition, I suppose. They rule
Earth with an iron hand, thus NE0 (New
Earth Organization) has been formed to
counter the tyranny. Alter Buck Rogers was
found and revived from his frozen snooze
he joined NE0 and helped to remove RAM
troops from Earth. However, fear of RAM is
still h
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You join the NEO, one of many new
recruits. Buck's task is to form a team, get
the hell out into space and put the stellar
wind up the dreaded RAM.

Buck Rogers uses an uprated AD&D
system although there are many
similarities. The swords have been replaced
by laser guns, the towns and villages by
planets and spoce stations. You still control
a group of six, the menu interface is
structured in the same way, even the
'meanwhile' screens appear to have the
same artistic 'feel' to them. However, there
are many improvements. The complex skill
system being the most important.

Character attributes contain many of the
usual categories: dexterity, strength and so
on. However, there is one surprise. 'Tech'
measures a character's technical know-
how. Experience points measure how much
each team member has 'learned' by
winning battles, finding money and
completing parts of the adventure.
Increasing levels via high experienceadvances a character's career.

Character classes, as in the fantasy
genre, may only have certain carvers. The
available careers ore interesting and
varied. So, for example, Tinkers (a roce
bioengineered to work in cramped spaces
— clever with tools etc) can only be
engineers and medics. However, it is the
skill system that provides the core to the
game and the qualification for each career,

also helps in avoiding injury), THACO (the
ability to hit on opponent in melee or
ranged fire), damage (resulting from the
weapon type used and the strength — the
greater they are, the more hit points
removed from the opponent), saving throws
(recovers from poison etc), leadership skill
check, battle tactics (this skill enables the
team to work better as a group),
performance in zero-g manoeuvring and so
on. Terrain can be used during tactical play
which aids the tactical realism. Combat in
space is also available and includes
boarding and salvage as options.

As the RPG genre matures we are slowly
seeing it separate into different sub-groups.
These should not be directly compared to

via minimum skill values. Rogues can, for
example, bypass security, climb pretty well,
convince oth
e
r 
c h a r a
c t e r s  
w i t
h  
a  
s p
o t  
o
f

fast-talking, hide in the shadows, move
silently, notice things, open locks, and pick
pockets. General skills are also included.
They ore listed as 'extra curricular' in the
manual. During character creation and level
increases you ore able to allocate points toany skill you have. Skills have a direct
influence in the game. Leadership skills
may attract NPCs into the party during
combat sequences, for example.

Many of the menu options are similar in
their effects to the AD&D menu system, with
modifications such as a bar/restaurant
instead of the tavern, There are novel
options such as the library to Find info (an
appropriate skill is required to achieve
success). You can re-supply and repair your
spaceship. Other notables are jury-rig
(used when equipment is damaged), boost-
engines (attemphng to squeeze extra speed
out of the engines) and sensor (to probe
enemy ships).

Combat uses the usual mired-side-view
— ideal for tactical play — and is divided
into 10 'segments'. Each segment includes
a detailed array of variables such as each
character's initiative number (which
determines when that character acts in
combat), the type and performance of
armour each character wears (dexterity

each other as they all have different goals.
Some RPGs are pure hack'n slash (Bard's
Tale) while others rely on interaction to
succeed (the later Whims). Buck Rogers
depends on tactical combat to win the
game.

As it is the primary feature, combat is
excellent and will be enjoyed by tacticians
everywhere, In addition, due to the large
amount of detail provided for each
character (both in normal play and during
combat), the game quickly becomes
absorbing and addictive. Your characters
appear more as 'individuals' rather than
just on assortment of a few re-rolled stets
such as charisma and strength. There is no
doubt, therefore, that Buck Rogers sits
firmly as the king of the 'Tactical' RPGcastle.
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Linsky was found floating,
Face-down, in the San Francisco Bay.
Someone did see him standing on the
Golden Gate Bridge — they said Linsky
was alone. His daughter, Sylvia, doesn't
buy that verdict, though. That's why you're
here: Tex Murphy, private eye.

It seems that the Doc, a professor of
neuropsychology, hod been working on an
independent consulting contract. Lately,
though, he hod been under stress, drinking
too much and irritable. Then someone saw
his body falling from the Golden Gate
Bridge. But why would a man who bad a
Fear of water commit suicide by jumping
into the Bay? Then there was the FAX —
'Professor: You were right about these

. They ploy for keeps. Watch your step.
Sylvia Linsky has offered you El 0,000 to

Find out who murdered her father and why.
10 G's is a lot of money for on advance, on
awful lot. 'My gut feeling tells me
something is wrong. Maybe I'm just too
cynical.'

Presented on six disks, Mean Streets is
set in 21st Century America. Graphics
include rather nice digitised images of
octors ond actresses as characters in the
story. There are 27 digitised and animated
characters in Mean Streets as well as a
variety of touched-up, digitised stills and
solid 3-0 graphics that make for a very
impressive front-end.

As Tex, you can do a number of things.
You can f , around California in your Lotus
Speeder, flying car (a sort of pseudo-
spinner from Blade Runner) looking at the
3-0 scenery (bridges, solid-filled buildings
etc). You can go bounty hunting in the
wastelands (where the game shifts to a
side-scrolling shooVem-up),
question/bribe/threaten suspects, check out
information via a videophone/fax from
your secretary and street informant, search
through offices and Labs and, so, either
solve the Linsky case or die trying.

A large amount of effort will be used in
interviewing characters. You do this by
flying your Lotus to their location, either
manually or by autopilot after punching a
set of co-ordinates into your navigation
computer. After which, a pretty backdrop
and descriptive text will set the scene. A
small, animated, digitised picture appears
centre-screen and then you can ask
questions. The game presents you with a
'Tell Me About' prompt. You just type in a
name or whatever and hope for a
response. This section has similarities to
Killed Until Dead (remember that?) because
certain inputs provoke emotional responses
from the characters. Their facial expressions
change, for example. If questioning doesn't
work you can always resort to bribery or
violence. Be prepared for a few bumps and
bruises, though.

The bounty hunting sequence is available
to earn ready cask After flying to one of
these lawless areas the game Shifts to a
sideways shoot-'em-up about two screens
long. This is a fairly simple sequence
involving ducking behind crates and barrels
to escape the shots of the bad guys. The
aim is to walk throuqh the iwo screens
upon which you're given a tidy sum.

CURSE OF M E
AZURE BONDS
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SSI ore slowly filling in theholes of their AD&D
releases by producing

Amigo conversions of their much heralded,
but rather aged, Forgotten Realms series.

Improved over Pools of Radiance, Curse
introduces two new classes, Paladin and
Ranger, high level spells which include

Some sequences present you with an
empty room to search for clues, objects,
money, messages and so on. You must
move and open items using text input or
you con utilise Access's new Tree Search
routine which brings up a menu of items.
After selecting an item, you can then select
a command for that item (look, get etc).

Mean Streets plays its part in pointing the
way forward for computer games of the
future. It is not perfect, it is rather slow to
begin with and parts of the game ore a
little repetitive. However, s o
f t
w a r e  
h o u s e s

ore having to come to terms with the
phenomenon of 'Interactive Movies'. It is
quite a jump from the standard fore, so it is
understandable that Access, like the rest,
ore finding their feet by trying new
techniques, introducing the human element
and preparing for the coming of CDTV. As
such, Mean Streets is an enjoyable game
which, unlike other games that rely sole
lyon presentation, offers extended gameplay.NB: A C64 version is available on disk
and should be reviewed soon.
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'raise dead' and a greater variety of
monsters which mean that, as far as I'm
concerned, this was the first ADM') product
to appear from SSI — Pools being basicD&D, due to its dearth of ADM) features.

Another big change regards the actual
plot. Basically, r
s
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that they have ambushed, captured
and cursed with five magical bonds which
can be seen embedded on one chop's arm
at the start of the game. The bonds have
powers to take control of your charecters'
actions. Your quest? Get rid of them! The
actual storyline is an immense improvement
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CREATURES
CLYDE RADCLIFF EXTERMINATES ALL THE UNFRIENDLY, REPULSIVE EARTH-RIDDEN SLIME

"My pick for 1990!" B y  Apex Computer Productions
"Superbly thought out and slickly executed!"

ZZAP!64 Gold Medal 96%

Ell
Voted YC FUN ONE 91%

CBM64/128
L9.99cass L14.99disk

Amiga and Atari ST £24.99

CBM 64/128
E9.99cass L14.99disk
Amiv
Atari ST E19.99

CUTE
AND
CUDDLY
CHAOS!

Thalamus Limited, 1 Saturn House, Calleva Park, Aldermaston, Berkshire RG7 4QW Tel 0734-817261

GET INVOLVED IN THE
CRAZIEST CARTOON GAME EVER!

Maximus Mouse has to retrieve the lost
Stars&Stripes for the grand Opening Day of
Summer Camp - but where is it

Screen after screen of madcap action,
addiction and the most colourful collection of
cute, crazy but deadly characters you're likelyto find!

It's the arcade game that tickles your funny
bone but could wreck your vacation..!
Voted IT FUN ONE 95%

By John Ferrari



CAPTIVE
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I P You've been imprisoned in

a cell, in suspendedanimation — for two
hundred years — for
a c r i m e  
y o u  
d i d n ' t

commit. Then... 'I think it has been two
days since I woke up. All I remember is
hearing a low hum of mothinery and then
realising I could feel myself against the coldmetal slab. It took me about three hours to
pull some of the tubes and stuff out of me
and think about getting up. That was amistake.'

The only way to escape your prison is via
the briefcase handily found nearby. Within
is a computer, used to control four robots —
who happened to respond to your SOS call.
Each droid is divided into component parts,
enabling a variety of configurations
(different types of arms, legs, heads etc).
The four droids move around together
forming the classic RPG party.

To escape, you must manoeuvre the
droids through ten bases holding the
fortress prison in orbit. Destroy the power
source in each base and find the spacecraft
needed to transport the robots to the next
base.

The opposition is varied and imaginative.
Dinosaur sea monsters, dragons and
mechanical tanks must be combatted using
the friendly icon interface. Each cluster of
kons performs specific actions, eg the
movement icons turn you to the left/right,
forward/backward, up/down and rotate.
Each droid can be moved around in the
party, its icon displaying a simplified health
and power meter (although more detailed
stets displays can be accessed).

The view window is the largest section on
the screen. This screen is the view through
the eyes of one of the robots. Incidentty, if
you look through the eyes of one of therobots with an insectoid heed and multi-
faceted eyes, you will see a blurred,
distorted picture — nice touch.

The view window resembles Dungeon

over Pools which just presented a set of
missions for you to complete. Curse has a
deeper, more involved plot which moves at
a good pa
c
e.

Magic still has to be learned and scrolls
read which is okay with me as this system
is more realistic and prevents the magic
users taking a complete hold on the game
— as tended to happen in Bards Tale, for
example.

The combat system is very !, • • with the
game allowing the player to • - • I in tactical
manoeuvring. A 'Quick' feature allows you
to turn a character over to computer control
to F
e e
d  
u
p  
t
h
e  
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m
b
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n
e
.

Curse is not perfect, though. A Feature toenable the combat to finish in seconds
would be on attraction to players who haveno real interest to combat. Even with the
'Quick' feature, combat con drag on for
30-45 minutes — you have been warned/
The parser could have been improved toallow more freedom to interact with NPCs.
As it is, you must decide on your general
approach to a character, such as 'haughty'.
The computer takes it from there. Although

much improved over Pods, Curse is still a
game that has fallen victim to the steody
trudge of progress.

Even with the enhanced graphics and
sound, Curse is dated. Amiga AD&D
devotees should buy it to add to their
collection, but I cannot help but wonder
why SSI have bothered to release this
conversion when they should be
concentrating on bringing prompt Amigaconversions of their newer titles.
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Master with its 3-D style. Combat is
completed by clicking on a droid's hand. If
it is empty he will punch, if he holds a

weapon he will fire it. Skills dominate the
success of many actions, combat included.
So a reasonable proficiency in the weapon
you're carrying will be required to inflict
serious damage.

Damages lead to injuries. You will need
to wander around searching for a shop to
repair Or replace limbs and buy other
items. Above the main view screen are five
mini-screens displaying extra info such as
seen through remote cameras. Captive is a
must for Dungeon Master fans. As a true
RPG it has many of the drawbacks that
Dungeon Master had (very little interaction,
Fictional combat etc). However, the
gameworld is well designed, the plot and
the opponents ore imaginative, and the
puzzles ore challenging with many thrills
and spills to keep you on the edge of your
chair. Captivating stuff!
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Becoming the 'master of the
l iar- world/universe/multiverse..........1„.

_
/bridge club' has always

been a popular topic of strategy games.
The title of Virgin Mastertronic's latest,
'Supremacy', just about says it all, really.

You play the leader of Epsilon. Your
system is linked to four star systems, an
alien planet lies at the end of each. This is a
convenient way of saying that the game
has four levels of difficulty via four different
opponents. Wotok, Smine, Krart and Rorn
all hove increasing amounts of intelligence,
aggression, etc. Not surprisingly, you must
defeat each alien race in turn to become
supreme ruler.

However, there is the little matter of
survival before wild thoughts of empire
building come into focus. You must raise the
population, juggle taxes, monitor morale,
initiate food, mineral, fuel and energy
production and begin building and training
your armed forces.

A variety of spaceships will aid the
cause, initially. They are divided up into
Cargo Cruisers (to ferry supplies from
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e planet below), Battle Cruisers (the
offensive hardware that also makes a
handy people-carrier due to its large hold
capability), Atmosphere Processors (this
god-like mechanism formats a lifeless
planet for human habitation), Mining
Stations (situated on the planet surface
producing minerals and fuel) and
Horticultural Stations (situated on the planet
surface producing food).

Building armed forces, for example, asks
you to select the amount of men allocated
in one platoon (200 men max per platoon,
24 platoons max in your army) to be token
from the planet's civilian population. Then
you select the quality of your men's body
armour and weapons. Obviously, the better
the equipment the more expensive it is.
There ore many linked factors in
Supremacy. For example, drafting men to
the army decreases the civilian population
and, thus, lowers your tax revenues.
However, it also lowers the planers food
intake (soldiers do not eat the planetary
food reserves). A case of swings and
roundabouts, therefore.

A deficiency of any essential resources
(food, ener9y, etc) results in the lowering of
the population due to hardship. Also,
disasters can occur. For example, the
testing of a new formatting process went
wrong on one planet, resulting in a mass
slaughter of the planetary population due
to nuclear fallout. Other events included the
imminent collision of a rampaging cometetc.

Thus, you will find yourself juggling an
increasing amount of planets, a larger
amount of varying factors and, therefore,
more and more problems. The more
successful you become, the more difficult
the game becomes — and I haven't even
mentioned the enemy yet!

Combat is largely an automatic affair,

you just sit and watch the events roll in
front of you. Attacks on any of your planets
had better be met by a resident gamson
otherwise you will have lost a planet in a
very short time. Even resident garrisons
should be monitored and periodically
Popped-up as they will be whittled away by
attrition. The enemy is a devious and
cunning opponent, sometimes hitting your
home base, venturing behind enemy lines,
and concentrating on your weaker forces.

Graphics are excellent with lots of spot
animation and sound effects that add to the
atmosphere. The manual is also a credit
and the interface is easy to use, utilising
icons, and contains a useful tutoriol.

Supremacy is as good a game as
Electronic Arils Imperium — for exactly the
opposite reasons! it is very easy to get into
and play and recommended to beginner
and experienced strategists alike. The
presentation is glossy and entertainin9, the
challenge is high and tactical thought is
necessary. In fact, any game that can keep
me up till five o'clock in the morning has to
have something going for it!
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S T A R  P E R F O R M E R S ?

Electronic Arts have restructured the prices
of many of their well known adventures
and RPGs. Some of them seem to have
been reduced pretty quickly, or am I getting
old? Relatively recent titles such as Hound
Of Shadow, Keel The Thief and Swords Of
Twilight have all been reduced to £6.99 on
the Amiga. As has the older title — Bard's
Tale II which is also available for the C64
for the princely sum o f £2 99. They
represent a good way for beginners to
quickly build a mini-collection of software.
Watch out for the 'Star Performer' badge
stuck on the corner of the box.
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snin r
•  Ful l  feature Centronics Printer
Interface.
•  Connect your 84/128 to a range of
full size Centronics Parallel Printers.
•  Easy to use - supports
Commodore Graphics Set.
•  Onboar d Microprocessor Chip
means no more programs to load.
•  Wor ks with most applications.

ONLY £29.99

DIGITAL SOUND
SAMPLER

•  Thi s  NEW Sampler allows you to
record any sound digitally into
memory & then replay it with some
astounding sound effects.
•  Playback forwards/backwards
with echo/reverb/ring modulation.
•  Now  with full sound editing
module for outstanding effects.
•  Ful l  8bit D to A & ADC conversion.
•  MI DI  compatible with suitable
Interlace (Datel Unit I:39.99. see ad.).
•  Li ve effects menu includes
realtime display of waveforms.
•  Ur i c  Mimic in/line out/feedback
controls.
•  Load/save sample. U p  to 8
samples in tnernory at one time.
•  Complete software/hardware
package. Tape  or Disk (please state).

ONLY £49.99

•  KEYBOARD MODULE.., allows for entry of
111051C from the QWERTY keyboard. Sequencer
works like digital recorder.

eb.

ONLY i  29.99
INCLUDING FREE

ADVANCED ART
STUDIO

COM-DRIIM
DIGITAL DRUM SYSTEM
•  N o w  you can t u rn  y our Digital
Sound Sampler into a Digital
Drum System.
•  8  digital drum sounds in
memory at one time.
•  Complete with 3 drum kits.
Real drum sounds not
synthesised.
•  Create superb drum rhythms
with real and step time.
•  Ful l  editing. Me nu driven.
Load/Save facilities.
•  Output  to Hi-Ft or through TV
speaker.

ONLY £29.99
PARALLEL

PRINTER CABLE
•  Connects full size printers to
the parallel port of your C64/ 128.
•  Ma ny  programmes and
cartridges (Action Replay/Final
Cartridge etc.) will drive printers
from this port_

ONLY £12.99compurn

•  EDI TOR MODULE,— Just like a word
processor for music.
•  MI DI  MODULE... this is the module which
allows the full potential of the Music System and
your MIDI keyboard to be achieved. Usi ng the
Dater MIDI 64 Interface any MIDI instrument can

C O M  6

JUST LOOK AT THESE
FEATURES...
•  Slimline design ver y compact
•  ExtemalPower Pack so no
overheating problems (unlike sonic
types).
•  Di rect drive motor for super quiet

1 9 1

OCEAllic 11811 D i r k  DRIVE
FOR 6
,
f /
1 2 8

The Oceanic  118N Is a superb quality  Disk Drive
specially designed for the  Commodore 641128.

operation and extra long life.
•  Now  probably the best selling
replacement Disk Drive for the
64/128.
•  Comes complete with manuals.
connecting leads. etc.. etc.
•  Ready to go - no more to buy.

FREE COPY OF OCP
ADVANCED ART STUDIO

(WORTH £29.99) W H I L E  STOCKS LAST

•  Qual i ty Commodore compatible
Data Recorder.
•  Pause control, counter. etc.
•  Sui table for 64/128.
•  Comes complete - no more to
buyi

Send now for quick delivery.
si ONLY £24.99

THREE SLOT
MOTHERBOARD

SAVE WEAR AND TEAR ON
YOUR EXPANSION PORT

•  W i l l  accept three cartridges  on it  s
high grade PCB.
•  Swi tch in/out any slot.
•  Ful l y buffered.
•  Re s e t  but ton and an onboard
safety fuse.

ONLY £16.99
DATEL MIDI 64

INTERFACE PLUS
ADVANCED MUSIC

1 SYSTEM ONLY £39.99

•  T h e  Advanced Music System is probably the best MIDI/music package ever
produced for the 64/128 offering a huge range of musical composition features
plus MIDI compatibil i ty ,  add the Date! MIDI Interface and you have the TOTALMIDI SOLUTION!!

be connected to your 64.
•  HUGE RANGE OF FEATURES_ too
numerous to list. Advanced Music System has
literally hundreds of commands and features -
we have only outlined some of the main headings
- this is a truly professional package.
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ADVANCED ART STUDIO
•  1 3 5 1  M ous e  is a  hi gh r esol uti on tw o button m ouse featur i ng opti ca l  counti ng,
tefl on gui des,  m i cr osw i tches,  r ubber  coa ted bal l  and high qual i ty  i nter face.
•  W h e n  c om bi ne d w i th OCP Advanced Ar t S tudi o this gr aphi cs pa c k a ge  is qui te
• imply the  bes t system  avai lable.  T I M  featur es ar o unm atched—
•  Create au image - shrink it, expand IL move it, rotate it. copy it. colour it. etc.. etc.
•  Spr ay patterns or shades. make elastic lines - stretch and manipulate shapes.
•  Zoom in to add detail in fine mode,
•  Pul ldown/lcon driven menus for ease of use
•  Mouse operation. plus Joystick and keyboard control.
•  1 6  pens, ti sprays, 16 brushes - so flexible anyone can create superb graphics easily.
•  Ful l  cut and paste facilities plus excellent printer support.

ONLY
E34.99

TOTAL PACKAGE
INCLUDES 1351 MOUSE/

MOUSE MAT/HOLDER
AND OCP ADV ANCE D

ART S TUDI O
PLLASE I F  Y OU RE QUIRE  TAPS OR DIS K

TELEPHONE (24 Hrs) - 0782 744707 - CREDIT CARD ORDERS

com Nisi.: 2

ALSO GEOS
COMPATIBLE

•  The  1351 Mouse has two
selectable modes - Mouse or
Joystick mode for maximum
compatibility.
•  Even works with the
"Best Selling
- 
G E O S  
u t i l i
t i e s .

•  Superb quality.

FREE!
MOUSE MAT AND
MOUSE HOLDER

(WO RTH e l  2.99)WITH EACH PACKAGE

LC 200 OU P R I N T E R  PACKAGE
NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!
•  The Star 1,C200 Colour Printer not only prints in Near Letter Quality for your regular Jobs but also
prints out your pictures from Art Studio, Action Replay, etc., in generous colour!
•  LC200 is a full Centronics printer so it works with other computers (Amiga. ST. etc.).
•  Made  possible by Datel's unique colour printer driver • now you can have a hardcopy in up to 16
coloursil •  No  more to buy - Just plug in and print!!

PAC KAGE I NCLUDES ST AR  LC2 0 0  COLOUR PR I N TER  R R P E3 4 5 .0 0
SPRINT 1 2 9  PR I N TER  I N TER FAC E RRP E2 9 .9 9

DATEL COLOUR PR I N TER  D R I VER  SOFTWAR E R R P £ 1 9 .9 9
NORMALLY £394.98

COMPLETE PACKAGE NOW ONLY £ 2 5 9 . 0 0
COLOUR PRINTER DRIVER AVAILABLE SEPARATELY O N L Y  E  I 9 . 9 9
•  I f  you already have an LC10 or LC 200 Colour Printer we can supply the Driver separately,
•  Wor ks with Serial Version of LC 10. Parallel Port. Sprint 128, etc.

HOW TO GET YOUR ORDER P h i E M I R

WE WILL DESPATCH YOUR ORDER QUICKLY & EFFICIENTLY TO ENABLE YOU TO s u m  RECEIVING THE BENEFiTS OF YOUR PURCHASE WITHIN DAYS. NOT WEEKS,
ORDERS NORMALLY DESPATCHED WITHIN AI Hes ALL PRICES INCLUDE VAS. UK ORDERS POST FREEILIROPE ADD El OVERSEAS ADD Li. PRICES AND SPECIFICAT)ONS CORRECT AT TIME OF PRESS AND SUBJECT

TO CHANGE WITHOUT s onc x ,  CALLE RS  WEI-COME - P l u m  tosiwye goads by iolopliono prior la Obit A L L  C H E O L I E S
,
P O S T A L  O R D E R S  M A D E  D w a i n e  
T o

D Li ra E L  ECM 0 f I; CS
- L
T D . ,

GOVAN ROAD,  FE NTO N I NDUS TRI AL ESTATE,  FE NTO N,  STOKE-ON-TRENT,  ST4  2RS,  E NG LAND
TELEPHO NE SALES O NLY 0782  744707  F A X  0 7 8 2  744292  T E C H N I C A L / C U S T O M E R  SERVICE 0 7 8 2  744324
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Li with FREE

book 'Colditz'
by Major
Pot Reid,

MC.
11116
114-
B"• TO ORDER NOW.

051 423 5943
VISA leastotreare
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r tomtit:lin you can experience the impossible
By ingenuity, cunning and ludt try the the many
escape routes creallatole, even marching out disguised as

Gerincel

FEATURES
• Accutotoly reproduced map al Coldia Castle
over sat hundred morns to ',lore and di

• Control lour different characters senultaneou
• 50 f r a
,
No a  
m o
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• independently moving intelligent polrols and
• Full sawn scrolling
• Numerous objects to collect and use.
• A massive, interoctive, origionol concept in gaming,
AVAILABILITY AMIGA. ATARI ST and COMMODORE 61.

Digital Nic Software
5 MIDWOOD HOUSE • MIDWOOD STREET • WIDNES • CHESHIRE WAS 68H • TEL (051) 423 5943
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Prices include VAT, postage A packing Delivery normally 14 days.
Export orders at no Inge cost. Dealer enquiries welcome
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.:;;;•%/ e i  S T A R  P R O B E
• Eight rignly sensit ve
M ICROS  WITCHES •  U nque
ergOnornically designed control
handle' B u t  in A U TO FIRE
• IndeSltruCtible METAL SHAFT
• 4 . . 3  Selector Connector

FGUT lire buttons •  12 month
warranty •  Automatic Centerirg

• lig h  impact robust body• Heavy duty base win
strong stabilising
,utlion cups •  Eight
•ireCtiOnai Control
• O n  table or .1
, h a n d  
o p e
,
a l t i o n  
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ZX Sciectn.im ICA, 4811, 1281' (Interlace
cola separilely) .2  . 3  Commodore Eis v c  20

Plus 4 (adaptor soh!, separately) Amstrad.
cc E 1 4 . 9 9
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_ d l i c e f  D i  z onal  -(JlksAt115 W1H SM I TH •
High St. Stores and all good computer shops or direct from

Cheetah,

7 M A C H  I
• Deluxe robust conStruction
• COMforlable rugged nand-VD
• 8  directionai control won
automatic centering
• Heavy duty NSW with strong
slabovng suction cups
• I
-
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MICRO SWITCH lire buttons
• ErganOthCaly designed
control handle with
indestructble METAL SHAFT
• Buie  in AUTO FIRE furiCtiOn
Mach 1 Joystick compatible win
• S inclag ZX  Speclrure 16e, 48k, 1281'

nlerlOC• sold asparatetyl.•  Amstrad CompuliFs
• Commodore 64 and Vic 20 Compiler;
• Commodore C16 & plus 4 Computers 'adaptor
Sold separately) •  Man 2600 5 Alan 5200 Video
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E X T E R M I N A T O R
• Two ultra senslive b u t t o n s
• Ergonomically designed control
handle • 1 2  months warranty
• Automatic centering •  High impact
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1 . 4 4
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ZX Spectrum 161'. , tak 128k
+2 • 2  'interlace sold separately
Commodore 64 Vic 20 Amstrad
Alan, etc E 5 . 9 9
1 2 5 1 -
• Compatible win ZX Spectrum,

481', I  28k i:Interface sold se p a
r
a t e ly) ,
•2, •2  Commodore 64. VIC 20
C 16, Plus 4 adaptor sok,
separately), AMStrad, Atari e tc
• Four extremely sensitive lire
buttons '  Uniquely styled hand
grip •  Auto tire swlen
• 1 2  mordht warranty
• * 2  Selector Connector

E 8 . 8 9
1 2 5  S E G A  version avaxisble E9 ..9 F1

1 2 5  S p e c i a l
• F o
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Melons, each ot Which may activate
its own assignable tunctions
• Centre return
• Extra  strong sraboraing
Suction cups -  Auto tire
facility •  12 mOnMS warranty
• Compatible win Spectrum
161', Sak, 1
2 8 k  
W a n
g  
d u
a l  
p o
,
r

interlace
.
' . 2 .  
* 3
,  
A t
a r
i

Commodore be, Amstrad,
CPC range with adaptOrt etc
• 8  dractional control
• Ursque rotate function le i la r

• • • • • •
• • •

• ErgorionbcalPy designed hand grip
• Rugged long tile contacts.
• AlSo tunCtiOnS a t standard type loystce
• S ta te  computer type when ordenng

E 1 2 . 9 9

C H E E T A H  I N T E R N A T I O N A L  L T D ,
N o r b u r y  H o u s e ,  N o r b u r y  R o a d ,

F a I r w a t e r ,  C a r d i f f  L I _ I C  C F 5  3 A 9 .
T e l e p h o n e :  C O 2 2 2 3  5 5 5 5 2 5

TOI SX3  4 9 7 4 5 5  F a x :  ( 0 2 2 2 3  5 5 5 5 2 7
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ZZAP! CAP .E3.99
T.G.M. CAP E 1 . 9 9

ZZAPI/ EIDOLON
T—Shirts sizes
S,M

ZZAPI ROCKFORD
1—Shirts sizes
S
r
i

M A .
1—Shirts only sizes
M,XL

ZZAP/CRASH
TRACKSUIT E 7.99

Sweat Shirts sizes Sweat Shirts sizes small only
S,M

1
1
,
4
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T
S  
E
4
.
9
9

SWEAT SHIRTS E 7 . 9 9

ORIGINAL ZZAPI
1
—
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s

M,XL

ZZAP! C 64  DUST COVER E 4 . 9 9
Don't let the dust attack your Commodore, protect it with a
ZZAP! computer cover'

ZZAPI ZAPPING N A P !  AXEMAN
1—Shirts only sizes T
-
S h i r t s  
o n l y  
s i z e s

M,X1 M , X L

MAIL ORDER

ZZAP! SKATER
1
-
S
h
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r
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s  
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l
y  
s
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z
e
s

M.XL

TRUST US A L L  PI

LE CLICK CAMERA .E4•99
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sized camera comes complete with carry-case

POSTERS £ 3 . 9 9
Colossal Al size posters, featuring the best of Oliver Frey's
artwork! Red Moon, Zombies of the Night, Kepler of Mars,
Metro force 1.



RICES

RRP OFFER SAVE
t i 9 9 3.99 1.00
5.95 4.74 1.20
7.95 6.40 1.55
7.99 6.4.4 1.55
8.95 7.20 1,75
8.99 7.24 1.75
9.95 795 2.00
9.99 7.99 2.00

11.99 9.99 2.00
12.95 0.40 2.55
12.99 044 2.55
14_95 1.95 3.00
14_99 1.99 3,00
19.95 5.95 4,00
19,99 5.99 4.00
23.00 8.40 4.60
24.95 9.95 5.00
28.95 23,15 5.80
29.95 23.95 6.00
34.95 27.95 7.00

- C C M

VISA HOTLINE 2 to 4 pm Tr 0584 875851 Tr

INCLUDE

ZZAP!
STICKS
DYNAMICS COMPETITION
PRO 5000 (NORMAL)
Features arcade quality
microswitches, dual fire buttons,
robust steel shaft and rubber return
For smooth control
OFFER £13.50

DYNAMKS COMPETMON
PRO 5000 (CLEAR)
Some as PRO 5000 NORMAL, but
with see-thru bod
y
.
OFFER £13.99

DYNAMICS COMPETITION
PRO EXTRA
Features rapid fire, unique s
l owmotion and see-ifinu body
OFFER C I 4.99

POWERPLAY CRYSTAL
STANDARD
Clear joystick with red fire buttons
and pistol grip fondle
OFFER CI 4.99

POWERPLAY CRYSTAL TURBO
Some as CRYSTAL STANDARD. but
includes fast Autotire action.
OFFER 216.99

POWERPLAY CRUISER BLACK
With dual lead for spectrum
48K/128K/Plus/Plus2/Plus3.
OFFER £9.99

POWERPLAY CRUISER CLEAR
AUTOFIRE
Simply by holding down either of
the Fire buttons engages Autolire
OFFER £12.99

ZZAP! MAIL ORDER ISSUE 6 9
Name
Address

Post code
Tel no
Method of payment (please circle)

Credit Cord No

Expiry Dote

POSTAGE PACKING AND VAT. NO HIDDEN EXTRAS

THE ZZAP!
HOT SIX

MARC
(Ocean)

C64
E 1 1 . 9 9 / E 1 2 . 9 9

SAVE C2.00/C3.001
Amigo

E 1 9 . 9 9
SAVE £5.00!

ROBOCOP 2
(Ocean)

(da
E 1 7 . 9 9

(cartridge) SAVE £2.00!
NAVY SEALS

(Ocean)
(6 4

E 1 7 . 9 9
(cartridge) SAVE £2.00!

CHIP'S CHALLENGE
(111S Gold)

( 6
4E 8 . 9 9 / 1 2 . 9 9

SAVE MO /  3.001
Amigo

E 1 9 . 9 9
SAVE £5.00!

NIGHT SHIFT
(US Gold)

Amiga
, E 119. 99

SAVE £5.00!
SC'

(Oconee)
cea

E 1 7 . 9 9
(cartridge) SAVE £2.00!

Aimgo
. E 1 9 . 9 9

SAVE C5.001

Access I Viso I Cheque I PO

Please note -  all offers on this page are while stocks last, order now as our policy is first come first serve!

SOFTWARE
MEGADEAL
If you wish to order any software
that is currently avoilable please
use the following Special Offer
discount table to calculate your
Offer p r i c e  u s i n g  t h e
reccommended retail price as
quoted on the software houses
adverts

FREE GAMES!
Furthermore, order ony three
£2.99 games and we will give
you one E2.99 game absolutely
free. DISCOUNT

HOTLINE
Please phone 0584 875851 now
between 9 and 5pm and ask for
Discount Hotline and we will give
you availability and release dates
for your software order
.

BACK
ISSUES
LIMITED NUMBERS
AVAILABLE!
The following limited stock
standard issues ore available for
a measly E1.95 each.

5, 8, 12 to 25, 27, 28, 30 to 41,
46 to 49, 51 to 60, 64

The following MEGATAPE issues
are at a premium and going like
hot cakes! They are available at
a mere pittance for E2.45 each.

26, 4 3 ,  44, 45, 50, 61, 6Z
63, 65, 66, 67

HOW TO -  - -ORDER
Please fill in the coupon below and remember, if  you ore ordering
software make sure you have specified which computer it is intended
ond whether you require cassette, disk or cartridge format. Similarly,
don't forget to indicate garment size for clothing. Alternatively phone
our hotline ordering service between 2 and it pm for lost effective
service (credit card payment only).Prices valid for UK/Eire/Europe only.
For Overseas orders please add 2200 per item for Air Mail delivery.

Description Format/Size

TOTAL ORDER

Price

Please make cheques and postal orders payable to Z_ZAP1

SEND THIS FORM TO:
ZZAPI Mail Order, PO Box 10,
Ludlow, Shropshire, SY13 1JW



either a
M E  E9.
1911t

UK MAINLAND 4E23
OUTSIDE UK E25*
OUTSIDE EUROPE E313*

,or a
Black or clear
Powetplay
Cruiser joystick.

S U B S C R I P T I O N S !subscribe now!
For just E23 and get a FREE GAME or JOYSTICK!
Roll up, roll up for this incredible offer. For just 23 quid, you get a
year's subscription to ZZAP!, PLUS and it's a BIG PLUS...
•  It's the offer of a lifetime, ladies and
gentlemen, the stuff dreams are made of, the
cream in a cream doughnut, the perforations
in a tea bag, the lead in your pencil. So fill
your boots up today and subscribe to ZZAP!.
These people already have...
1
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P
!
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Punshine Band
'I think ZZAP!'s the best magazine ever in the
entire universe. And it's got me in it too!' —
Phil King
'Damn fine magazine' — Special Agent
Couper
'It's dead good fun!' L a u r a  Parma'Diane!' — Frank Botcher

game of

eas
111,

•

44M;Mo

•Free gi ft offe r  only  applies  for  UK residents. A l l
subscriptions outside UK a re  posted a ir  ma l l !

NORTH AMERICA/1Si
ZZAPI hos got its very own subscription and back issues sales office in
Ontario, Canada. Just phone your order through to Barry Hatcher of British
Magazine Distributors ltd, on tel. 519 4211285 (or fax him on 519
42118731 - Visa accepted. Alternatively send your enquiries to British
Magazine Distributors Ltd., 598 Durham Crescent, Unit 14, Woodstock,
Ontario N45 5X3, Canada.
Yeariy subscription rates US $65, Canada CAN $73. Back issues US $5.45
Canada CAN $6.45 (inclusive of postaget.

•  By the way, here's what just a few of ZZAP!'s
many celebrity readers have to say about their
Faye mag (ZZAPI, silly!)...

'Nice to read MP ! ,  to read ZZAP! nice!'
Bruce Forsythia

prefer it to a cup of tear — Boyo George
'I can't get enough of it.' Pamella Bordello
'ZZAPI's the way to do itl — Mr Punch
'I wouldn't drink anything else.' — Oliver Ride
'Burp!' — Clyde Radcliffe
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THE REAL GHOSTBUSTERS
•  The Hit Squad, £2.99 (Rerelecise)

B
a
s
e
d  
o
n  
a
n  
o
b
s
c
u
r
e  
D
a
t
a
-

East coin-op this has ten
levels, each a multiload.

The perspective is from above
with the aim being to get to the
end of the level and defeat the
superguardian. It's basically a
vertical scroller, but you can move
left or right to choose your own
route through. One novel feature
is that by holding down fire you
can switch from bullets to a proton
beam, useful for collecting the
ghosts of destroyed baddies
Collected ghosts give extra lives
at the level's end; they also carry
power-up icons such as extra
lives, proton energy and brief

Invulnerability. icons can also be
found in bits of scenery, pots and
plants and things,

In Issue 50 the overall mark of
67% was accompanied by mixed
opinions Randy  thought the '3-0
is unrealistic.., apart from the fair
rendition of the Ghostbusters
theme tune, (the game] is basic.
to say the least.' But while Kati
wasn't impressed by the graphics
either, she thought 'it's pretty nifty
stuff... good, clean, mindless fun.'

The graphics still look
disappointing, the character
sprites are tiny (although you can
have two for simultaneous play)
and the background graphics are

bland — there's less colour and
detail than on the Speccy. While
gameplay isn't bad, later levels
repeat the graphics from earlier

loads of
games for
not much
cash!
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threaten the world again,
so its up to you and

maybe a friend) to save the day. A
unique feature of this operation is
that it's both land and air-based,
consisting of a jeep and a attack
helicopter against massed enemy
forces Many an argument has
raged over who has the chopper,
but getting far demands close co-
operation between players.

In single-player mode you can
choose whichever vehicle you
want, but the odds are
lengthened. Enemy forces such
as missile launchers, jets.
bouncing helicopters (I), tanks
and large end-of-level baddies
aren't reduced merely because
you can't muster a full attack
group! Then there's the mid-level
super-oopters which are formed
out of smaller components before
your eyes. Should you destroy
this war machine then pods are
released, one per player, allowing
you to upgrade your vehicle with
speed-ups and extra missiles

Originally an okay Tecmos
coin-op, superb conversions by
The Sales Curve and Random
Access for the C64 and Amiga
respectively made for a pair of
Sizzlers_ Maff praised the
programmers for 'coaxing the
utmost out of both machines to
portray the action to the best
effect', while Kati loved the *en-
action, fast and furious gameplay.'Indeed. while Silkworm doesn't
have much in the way of
originality it is extremely playable,
and pretty tough too! Its certainly
one of the best two-player games
around, and on your own the jeep
or chopper offer distinctly different
ways of playing the game The
Amiga game is virtually arcade
perfect, and boasts a small extra
alien as well The C64 game is no
less technically impressive, with
some okay sprites and top-notch
backgrounds. For playability,
either version is hard to beat.

• C 6 4  9 0 %
AMIGA 9 0
4
% ,

SILKWORM

ones and the end screen is the
same as the one at the start, only
with different text
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A nother hot licence that
came out tepid, C64 A-
Type met with a 72°4,

review in Issue 47 and doubtful
comments from the Kati/Maff
brigade with 'isn't as bad as I
expected' being the general
consensus. Nearly two years on
its still a fairly good variant with
some slick graphics (neat
background lade-in later on in
level one), some highly original
weapons and end-opponents to
blow away and the beam laser
and drone to liven up what is
otherwise pretty standard fare.

The generally bare
backgrounds dull what thrills there
are with a seemingly unnecessary
multiload to slow the pace.
Gameplay remains relatively
strong with the tactical use of the
A-Type drone required in places
but otherwise the graphics and

MAGICLAND DIZZY
•  CodeMosters £9.99*

* At the moment. Magic/and Dizzy
is only available on a five-game
Dizzy compilation but will
eventually be released on its own
at E.2.99. The other titles in the
compilation are Dizzy, Treasure
Island Dizzy. Fantasy World
Dizzy an Fast Food. Enough
eggs-traordinary action to make
you dizzy!
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in his three previous
adventures, its  out of the

frying pan and into the fire for
Dizzy. The evil wizard Zaks has
cast spells over six of his friends
Dora has been turned into a frog,
Dylan tangled up in a bush. Denzil
frozen solid, Dozy sent to sleep.
Daisy enlarged to a huge size and
the geriatric Grand Dizzy is
trapped on the other side of
Zaks's magic mirror.

This has really cracked up our
eggs-tremely brave hero (he's no
cowardy custard!). 'Omelette,

1341CX 1 1 0 1 4
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R-rrPE
•  The Hit Squad, C64 .C2.99 Amiga £7.99 (Reretea

omelette, for a very important
date!' he eggs-claims as he runs
to the rescue.

Dizzy explores the fiickscreen
Magiciand, jumping over hazards
and searching for objects to help
him break the six spells and
destroy Zaks. As with his previous
adventures, there are plenty of
puzzles to solve and interesting
characters to meet — including
Prince Charming, the good witch
Glenda and the Queen Of Hearts

It's all good fun with a large
play area to explore and some
very fiendish puzzles that'll have
you tearing out your hair.
Although cute, the graphics are
very Spectrummy with a limited
colour scheme. The pace of the
game is slower than the original
Spectrum game, however, making
tortuous exploration a bit tedious
at times. Magic/and Dizzy's not a
bad egg. though.

OVERALL 8 3 %
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those evil dictators has taken
some hostages. Needless to

say Tado's solution isn't Operation
Diplomat, nor even a couple of
tank battalions, it's just one man
and his gun to sort things Out

There are six horizontally
scrolling levels in all, each packed
with soldiers, tanks and
helicopters. To deal with them you
move a gunsight cursor across
the screen — being careful not to
hit nurses nor waste ammo (it's
limited) — and using grenades for
tanks and suchlike. You have only
one life and one continue-play,
but an energy bar means you can
take plenty of hits. Occasionally
you'll see useful items, such as a
health potion, smart bomb, ammo
and grenades. These are
collected by being shot.

Each of the stages has its own
theme: two boasts a river, five is
the concentration camp, with six
being the airport where an aircraft

sonics don't stand up too well.
The A-Type name grabbed a lot
of attention and although the
product was above average it
never lived up to the hype, a poor
second to KatakistDenaris. In the
words of Kati's original comment,
it  just lacks that little spark to
make it really good.'

The Arniga version followed
and Sizzled in Issue 48, looking
for all the world like the coin-op,
playing superbly and boasting a
superb synth title tune. The sheer
graphic originality still looks good
now with slick presentation to
match the quality of graphics,
zero in the way of flicker, and
action that hots up to boiling point
In places (especially at end-level
opponent time). There's little to
compete with A-Type for sheer
style and quality of conversion. As
Kati said, 'There's no excuse to
miss it.' Al the new budget price
It's great WM.

C64 6 1 %
AMIGA 9 0
6
/ •

MINES :0 hr .20
OPERATION WOLF •
•  The Hit Squad, .C2.99 (Rerelease)

is stolen for a fast escape.
In awarding it 91% (Issue 45).

Maff said. 'The frenetic quality is
incredible: the adrenalin really
gets pumping... It's incredible.'
Gordon Houghton agreed. The
graphics move brilliantly, and
even though the larger ones are
quite chunky. they don't lack
detail.., another ace conversion.'

Two years on, the graphics still
look pretty good: fast and detailed
with plenty of happening all the
time. The cursor's a bit fast.
though, and isn't a clear as it
could be. Presentation is good for
a single load, including progress
reports. Sound is effective,
various bangs basically, with a
typical Jonathan Dunn intro tune.
There's a Neo mouse option
which is great, but no lightgun
option. A simplistic game idea,
very tough, but well done and it it
appeals —  buy it!

OVERALL 7 9 %
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•  L o a d  202 block pi ogidin in under b
seconds - wopids lasteSt disk serial loader. On-board RAM and
ROM achieves high loading speeds. Works with
1541 1571 Oceanic 1581. •
•  A u t o m a t i c  infinite lives!!
Very easy to use, works with many programs. N o  user
knowledge required.
• r I n E  mom•  F u l l  64K Freezer Monitor -
examine ALL memory. Including slack, I 0 area and registers in
their frozen state. Ideal for de-bugging cg lust for tun!
•  F r e e z e  the action and view the sprites-
watch the animation - customise your games k i l l  sprite
Collisions.
•  r i t  r  N o w  you can make your old slow
loading programs load faster. Simply freeze the action and save
to hipleciudisk to reload. independently, at superfast speed n o
more wading for programs to load,
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East to Use disk file copier. Much taster than
conventional methods. Ideal for backing up data disks.
•  -  T h i s  feature will add Turbo Reload to the
programs that you save to tape - no user knowledge required.
• Formal an entire disk in about 10 seconds
• no niore messing about.

Print out your frozen screen to printer -
MPS 801, 803. Epson. Star, etc. - very versatile. •

For parallel printers. Star,
Epson, etc. Print out listings with graphic characters etc.
(Cable required for parallel pott t12.99).
IF N o w  you can edit the entire frozen
screen with this text editor - change names on high scores. etc.
Great fun!! •
•  T g  M a n y  single stroke commands for
Load, Save, Dir, etc. P lus  range of extra commands. i.e. Auto
Number. Old. Delete. Merge. Append. Linesave etc.

E MOST POWERFUL, FRIENDLY AND FEA URE PACKED I L I T Y
CARTRIDGE EVER CONC E D !
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SLIDE SHOW V i e w  your favourite screens in a slide show type
display

SLOW UP Un i que  utility al lows you to take any part of a picture
"blow it up" to full screen size

SPRITE EDITOR - A  complete sprite editor helps you to create or
edi t spr i tes

MESSAGE MAKER A n y  screen captured with Action Replay or
created with a graphics package can be turned into a scrolling

screen message with music

TELEPHONE (24 Hrs) - 0782 744707 - CREDIT A R D  ORDERS
•E1B
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in Renegade, the sequel
required you to avenge

your brother's murder by a vicious
gang I n  classic beat- em-up
fashion, you have to punch and
kick you way through five
horizontally scrolling levels Hell s
Angels bikers, 'ladies of the night',
skinheads, Beashe Boys fans with
Rottweillers and Mr Big himself all
have to be beaten up On  most
levels, some of the thugs wiekt
weapons (baseball bats, whips,
snooker cues etc) which you can
pick up and use when they're
dropped

Originally reviewed in Issue 38
the game was favourably
received, earning 84% Al l  three
reviewers appreciated the games
high quality, cartoon-style
graphics However.  although
everyone gave it a thumbs up.
there were muted opinions about

I g a m e  ay .  o r d o  Thug ton
found it 'not lust a simple beat-
'em-up. a whole range of different
characters with individual skills
and personalities are combatted
with unique strategies  On the
other hand, Paul Glancey
revealed, Many  of the baddies
are easily beaten up by moving
up to them holding the joystick in
the PUNCH position and
repeatedly pressing the fire
button.'

The latter opinion is true for the
most pa l  and gameplay can get
repetitive t h e r e  is a pleasing
amount of graphical variety and
the baddies do have a lot of
character I  especially like the
whip-wielding women (Ahem!
Ed) I t s  also a tough game to get
through - -  especially when you
take on gun-wielding baddies with
only your fists! Although there's
only a few fighting moves Target
Renegade is a fun way to release
pent-up aggression

OVERALL 81° / •

TARGET RENEGADE
•  The Hit Squad, .E2.99 (Rerelease)

XENON
•  Mastertranic Plus, CM £2.99; 16 Blitz Plus, Amiga e7.99
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the game which launched
the Bitmap Bros cult,

complete with a digitized bros plc
to introduce the levels. There are
four levels, all overhead-view,
vertically-scrolling. A familiar
enough concept complete with
massive end-of-level monsters
(and mid-level), power-up
capsules plus numerous alien
ships, tanks and gun
emplacements. The one novelty is
that by waggling the joystick your
plane transforms into a tank, to
trundle along on the floor beneath
some enemy aircraft (On the C64
press 'space'.)

The setting for the game is
massive alien destroyers which
you're supposed to be flying over,
and caterpillaring across. On the
Amiga sharp, metallic graphics.
combined with a pounding .
soundtrack helped make the
game a big hit. Although it wasn't
reviewed by ZZAPI, the belated
C64 conversion was, earning

6 0  Z Z A P I  J A N U A R Y  1 9 . 4 1
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70% in Issue 50, Gordon claimed,
'This would be a lot more fun if it
didn't suffer from invisible bullet
syndrome.' Attractive
backgrounds merged with same
coloured bullets to make it even
tougher than a hard Amiga game,

On budget the 16-bit game is
bound to be unmissable for
Bitmap fans, but unfortunately it
has dated. Gameplay and
graphics lack variety, while slick
presentation is taken for granted
nowadays. Still, at this price it's
well worth a look as a tough.
professionally produced shoot-,
em-up.

The C64 game is even tougher.
with a hail of bullets and ships
with a dull main craft leading to
some confusion. Being sent back
to the start of the level soon gets
wearisome, while the tune is
weak Repet it ive and unoriginal it
compares badly to Silkworm.

C64 5 9 %
AMIGA 7 4 %

AFTERBURNER
•  The Hit Squad, CM £2.99 Amiga £7.99 (Rerelease)

hake, rattle, roll it!' went
the attract line for the
hottest coin-op licence

of 138 — and down it went in
flames when it finally arrived
(C64: 17%. Issue 47). The plot
and gameplay was simplicity
itself, just battle your way through
enemy airspace to your waiting
carrier, landing at runways and
docking with tankers to top up
your missile lo3d en route. It was
left to the ultra-fast speed of the
coin-op to mask what amounted
to minimal gameplay.

Without anything like a decent
speed effect, boredom rules in the
C,64 version. While not chronically
bad on the graphics front — drab
with little detail is an apt
description — the presence of
character squares around
missiles epitomises the crude
programming. A pointless
multiload destroys any build-up of
pace or exhilaration (arid to think
that Power Ore came out under a
year later). Coming so soon after
the budget release of First Sthke,

C64 Afterburner is a very sorry
affair.

With Argonaut Software
(Starglider 1/2) behind the 16-bit
conversions hopes were high and
this was the most eagerly awaited
version of them all. But yet again,
the coin-op proved too much with
a surprisingly lacklustre effort
emerging on the Amiga. Multiload
(unless you've got 1Mb), poor
runway graphics and a dodgy
flying-down-the-canyon effect are
some of The bugbears alongside
generally poor graphics which
lack detail and anything like a
decent speed effect (sacrilege!).
The feel of the coin-op is lost in
sluggish response, dubious
collision detection and little of the
coin-op's glossy presentation
very disappointing given
Argonaut's reputation. At least the
main plane graphic looks good,
which is about the only positive
thing that can be said.

C64 2 0 %
APAIGA 29° / •





USE LOAD IT FOR)
ALL POPULAR

GAMES

I'M ON MY WAY

YOU BETCHA
MARSHAL

100% SUCCESSFUL
LOADING OF ALL
POPULAR GAMES
FOR USE WITH
YOUR COMMODORE

C64 AND C128. AVAILABLE
FROM YOUR NEAREST DEALE

MILLS COMPUTER
PRODUCTS LIMITED

•  WONASTOW ROAD
MONMOUTH
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MAIL ORDER SPECIAL!
THIS BOOK WILL
SAVE YOUR BACON!!

GAMES GUIDE ORDER FORM
Please send me a copy of the Computer Games Guide. I enclose
El 9.95. Method of payment, please tick:
1:1 Cheque Postal Order 0 Access ZI Visa
Credit Card Number 11 E 1111111111111
Expiry date
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ADDRESS

P O S T C O D E
Make cheques and postal orders payable to Newslield Lit Send this form to: Newslield,
Games Guide 011w, Ludlow, Shropshire SYS UK Please allow 28 days For Savory, though
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C O M M ' S  COMPUTER GAMES GUIDE
$

Have you ever been playing a game and thought, 'I wish I could
POKE infinite bananas into this and complete ill'? Or wanted a few
tips to help you through the tricky bits? Well the Flaying Tipg are all
very well but they're always spread out over years of CRASHs — but
fret no more because we have the answer. it's The Corish's

• T h i s  guide is now in its second edition and is a 545 page long
• Computer Games Guide.paperback compilation of all the tips, POKES, solutions and cheats

of all the top games. The game you want is easy to find as it has all
been laid out in alphabetical order with a total of over 9,000 entries,
The book costs E19.95 and covers every format of computer.
Corish's Computer Games Guide is a book no computer gamer
should be without. The ultimate piece of tipping kit.

CHEATS FOR
SPECTRUM

C64
CPC
ST

AMIGA
CONSOLES
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's a l l  v e r y  we l l  m
omising s tuff  t o  g

to t h e  is s ue  i n  t h i s
lit t le  s e c t ion b u t  a t
the e l e v e n t h  h o u r
things g e t  r o l igg ie d
and b a s i c a l l y  t h e y
don ' t  a p p e a r .  I ' m
hoping tha t pre-jiggle
you should see a  Ruff
'hi'  R • de ly  m a p  ( a t
last), m or e  M idnight
Resistance maps  a n d
things, Tim e  Machine
fun a nd antics a nd a
Music C o- or d ina t or
It's a l l  h o t  s tuf f  f
the c old m onths  a n
my space is lust about
r unning o u t  h e r e .
Onward tips! Onwardl

Contact lens to collect

Ix
/Megaton* 81

No fTps or solut ions,  just  maps
f rom a person who shall

Return each contact lens to here
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remain anony mous  as my
super-sophis t icated fi ling
system (you mean that foot-
high pile of  t ips tucked under
your desk? — Ed), has
developed a mysterious glitch,

BUSHIDO
(Firebird)

Bedside Potions

Mix the following ingredients

Busitido Tips

Cave 2

Cave 3

which resulted In the loss of
the sender's  name and
address. Such are the
problems with high
technology

E M E 0 M i  MEM • • = . •  •
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%mono m o o  • • • •  •mom • • •  • • •
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Jason Fowler of  A n d  Now.... it 's
The Quiz of the Week' city,
Norwich, is the Ninja type of
dude who's well radical
enough to send in some tips
for Bushido (remember that?).
Cowa... whoops  wrong game.

Lizard Skin + Witch Weed = Fear
Witch Weed + Fame Fungi =
Repel
Venom + Fairie Fungi = Unseen
Phoenix Egg + Venom = Destroy
Moondust + Lizard Skin = Omen
Fairie Fungi + Lizard Skin = Heal

The copper wand is the best way
to kill guards because of fire
magic, jade wands open chests
on most early levels.

You may find on the way of the
dead level that a wall blocks your
oath to the rest of the rooms. Use

Z Z A P

the silver wand here to get past,
also use it to open the exit.

XENOPHOBE
(Microllitylo)

An oldie but a nifty, quick 'un
from Jason Fowler of Norwich.

How to complete a level without
pressing the self-destruct button.
Find a room with slime dripping
from the roof to blast it, Keep
blasting it so it can't drop and the
Alien level should go down quite
fast and you'll get 200 health
points.

BACK TO THE
FUTURE II
timageworks)

Great Scottl A pretty handy tip
for a pretty useless game but
here it is  f rom Sigi Goode of
Aust ralia again.

Type on the title screen THE
ONLY NEAT THING TO DO to be
rewarded with infinite Smarties,
Martys or something like that.

J A N U A R Y  1 9 9 1  6 3  E N



SOUND OF MUSIC

A9,30,8D,14.133,A9,CO38D,15,03. 202122 ,CE,20, DO,A9,37,85 01.
A9,7F,813,0D,DC.A9,F1,8D,1A,D A9 ,1B,8D.11.130.4L,020 ,EA

140 DATA
120 DATA 20,E4,FEC9,0D,F0,03,4C.4E,C0.
A9.32,8D,12,D0,58,4C.P,CO,A9.0 A9,36,85,01,20.A3,FD,20,18•E5
1 .13D•19,DO,A9,35,85,01,EE,20,D 150 DATA
0 20,44.E5,A9.31 .80,14,01,49130 DATA ,EA,

8D 15,03.A9,00 ,80,18, 04,60TNI  MUSIC
CO-ORDINATOR
I planned to have this beauty
of a listing in the tips section a
good few issues back but
never found the space for It
but I can't deprive you of It any
longer. It may look a massive
piece of code but the actual
core code is very shod and all
you need to get this going is
the relevant game and a Reset
Switch (sorry to those of you
stilt without one but I suggest
you get one NOW!). This is all
with many, many, many thanks
to Dutch resident Peter de Bie,
a devoted fan of the C64 and
ZZAP! (of course), and Is the
best structured music system
I've yel seen. Follow the
instructions below to get it towork.

1. Type in the MUSIC CO-
ORDINATOR LISTING leaving IN
the X1,X.2.01.Y1,Y2,P2122 and
02 variables in the DATA
statements.

2 . Check through the listing to
make sure there are no mistakes
made during entry and SAVE it to
tape or disk.

3 .  Plug in your reset switch and
now look through the list of
Games on offer for music co-
ordinating and load up the one
you want to hear the music from,

4 .  Now, depending on the game,
you may have to play through to
a certain point in the game in
order to hear the tune you
require For example, for Ghouls

Ghosts if you want to hear the
3rd level's music then you'll have
to play through to that level
before you can perform the next
step.

5. When you've got the music
you want, press the reset switch
and from the C64's title screen
LOAD the Music Co-ordinator
listing.

6 . Now look up the relevant
game and music piece you want
from the MUSIC VALUES
CHART below and replace the
specified variables in the MUSIC
CO-ORDINATOR listing (namely
X1,X2,01,Y1.Y2,P21,Z2 and
02) with the corresponding
values. Most listings have a
number of tunes to listen to so
experiment to hear all the tunes.

7. NOTE: Under the heading
Range of X2 in the MUSIC
VALUE CHARTS are listed the
values that you can change X2
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to, If it says DO TO 02 (for
example) then this means you
can change X2 to either the
value of 00, 01 or 02 (which
means, of course, in this
example that there are 3 tunes to
be heard). The Range of X2 is
relevant to most games but those
that change a variable other than
X2 can't use this and thus are
listed in full. When you've
replaced all the X1,X2.,.etc
variables with the values you
want, then type RUN and the
music co-ordinator will play the
tune you want (complete with
Rasters).

B. To stop the tune press
RETURN and you can list the
program and change the relevant
values to hear other tunes from
the game, You may need to clear
the screen (SHIFT and INS/CLR)
first as the listing can look
corrupted if you try to list it (don't
worry though, clearing the screen
and LISTing it solves the
problem).

NOTE: Unfortunately some
tunes can't be exited from with a
press of the RETURN key. So to
listen to other tunes from the
game you'll need to press the
reset switch again and reload the
Music Co-ordinator program,
changing the Xl, X2...etc
variables to the values you want
tor the next tune or effect (Note:
The only variable that changes
value with each new tune/effect
is X2), Unfortunately again,
certain programs may cause the
program to crash and this would
mean having to reload the game,
reset it and then reload the music
co-ordinator each time in order to
hear each tune. Sorry about that
(anyone who finds a way round
this is extremely welcome to write
in with a solution).

MUSIC CO-ORDINATOR
LISTING

1 REM *** MUSIC CO-
ORDINATOR BY PETER DE B1E

2 REM F O R  ZZAPI 64 -
SIMPLY THE BEST!!
3 FOR 1=49152 TO 49268
READ A$
4 LET L.ASC(LEFTS(A.S.1)):
L=L-55: IF L<5 THEN L=L+7
5 LET R=ASC(RIGHTS(AS,1)):
R=R-55; IF R<5 THEN R=R+7
6 W(L16)+R: POKE I.V: NEXT I
7 SYS 49152
97 REM ***REPLACE THE
Xl.X2,01,Y1,Y2,P21,Z2 and 02
VARIABLES'
98 REM 'FO UND IN THE
DATA LINES BELOW WITH THE
RELEVANT
99 REM ***VALUES FROM THE
MUSIC VALUES CHART.
100 DATA
78,A9,35,85,01 ,X1 ,X2,01 , Y1,Y2,
A9,37,85,01,A9.0F80.18, D4
110 DATA

ME VALVE CHARTS
Name of Game P  0 1  02  X1 X2 Nel Y2 Z1 Z2

AFTER THE WAR
(PART 1) 2 0 2 0  81 AO 00 97 E8 90 E8

AFTER THE WAR
(PART 2) 2 0  20 81 A9  00 87 EA 80 EA

BALLISTIX 4 E  20 31 4 9  00 9F 10 00 10

BATMAN: THE
MOVIE (Level 1)

BATMAN: THE
MOVIE (Levels 2,3,4) 4E 20 31 A2  00 36 E2 CC E2

4E 20 31 A2  06 36 E2 CC E2
4E 20 31 A2  OC 36 E2 CC E2
4E 20 31 A2  12 36 E2 CC E2
4E 20 31 A 2  18 36 E2 CC E2
4E 20 31 A2  1E 36 E2 CC E2

BATMAN: THE
MOVIE (Level 5)

CHAMBERS OF
SHAO-UN (Title)
(Chamber 1)
(Chamber 2)
(Chamber 3)
(Chamber 4)

CHASE HO

COMMANDO

CRACKDOWN

CRAZY COMETS

CYBERNOID 2

4E 20 31 A2  00 SF E2 F5 E2
4E 20 31 A2  06 SF E2 F5 E2
4E 20 31 A2  OC 5F E2 F5 E2
4E 20 31 A2 12 5F E2 F5 E2
4E 20 31 4 2  18 5F E2 FS E2

4E 20 31 A2  00 5F E2 F5 E2
4E 20 31 4 2  06 5F E2 F5 E2
4E 20 31 4 2  OC 5F E2 F5 E2
4E 20 31 A2  12 5F E2 F5 E2

BLACK TIGER 4 E  20 31 A9  00 00 EC/ 09  EO

CABAL
(Introduction) 4 E  20 31 A2  00 87 8A 56 88

4E 20
4E 20
4E 20
4E 20
4E 20

4E 20

4E 20

4E 20

4E 20

4E 20

4E 20

31 A9  00 53 EO
31 A9  00 03 EO
31 A9  00 73 El
31 4 9 0 0  03 EO
31 A9  00 73 El

31 4 9  00 00 80

31

31

31

al
31

49 00

49 00

A9 00

A2 00

49 00

00 50

10 44

00 50

20 46

19 80

50 ED
00 E0
70 E l
00 EO
R.0 El

03 80

12 50

13 44

OC 50

26 A6

10 80

Range of X2

00 TO 02

00 TO 03

00 TO 03

00 TO 03

00 TO 01

00 TO 02

00 TO 02

001001

00 TO 01

00 TO 01DENARIS
(Title)

OENARIS 4 E  20 31 A9  00 09 68 00 68
(All levels)

Peter sent in loads more of these values and they'll be going in over the next
few issues but do sand In your own value discoveries tor other games tor usewith the MUSIC CO-ORDINATOR,
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addictive arcadk: game of the year from Mitchell Corp
A quick eye and super fast reflexes will give you just

half-chance of a win.., the other half will come i
the bounce goes your way



MICROPROSE
SOCCER
(MIcroPreso, no bassi)
Here are some hot and
happening trendy tips on how
to score goals in that wicked
C64 soccer game MicroProse
Soccer, from Robin 'Radical'
Greenwood of Barnsley.

Robin G would like to tell
Ross (Footle Fan) Phillips of
Guernsey that there are
definitely more than 5 ways of
scoring so RASP! Don't blame
me, I 'm only passing on the
message!

Here are 14 goal scoring
chances, 10 of which can be
reversed. Fanfare please as all
about putting the ball in the back
of the net is revealed!

1. Take the comer and when
your man gets the ball, quickly
turn around and shoot the ball
diagonally so the goalie misses it
(the thickol!) GOAL!
2 .  Only do this against the worst
teams and just shoot it straight

Z Z A P I  J A N I L J A R Y  1 9 9 1

• I G  I N  A  P O K E !
forward! GOAL!
3 .  Stop in the middle of the arc
and keep fire down to chip the
ball past the goalie. GOAL!
4 .  When the goalie sometimes
runs to the edge of the box after
you run him off the screen then
turn back and shoot diagonally
past him. GOAL!
5 . When your team has a throw-
in here. Throw diagonally, then
with your other man run under
the ball and volley the shot in the
back of the net. GOAL!
6 . Just position yourself over the
ball, press fire and run at the
goal! GOAL!
7 . Run at the goal off-centre and
at the edge of the box curl a
medium banana shot past the
goalie! GOAL!
I .  Hit the post, then run in with
another man to collect the
rebound. JAMMY GOAL OR
WHAT!
9 .  At about halfway between
centre spot and the box, shoot
diagonally: there will be another
ready to go for goal. GOAL).
10 .  Cori This is difficult. Run
along the edge of the box and
curl a high banana power shot
around the goalie. MEGA GOAL!
I I .  The same as No.10 but
come in diagonally at goal.GOAL!
1 2 .  Curl the shot slowly so it

just misses goal and they will tap
it in. THICK° GOAL!
1 3. A straightforward diagonal
run and smash it in the back of
the net, Brazilian style. GOAL!

1 4 .  When It is raining, stop just
in front of the half-way line, wait
for someone to tackle you from
behind and the ball should just
skid past the goalie! GOAL!

MICROPRO'S SOCCIR
How-to-score-24-different-goals-
in-one-game by Robin •Gazza'
Greenwood!

Direction of joystick when
shooting

ft-t+

Direction running

DiffKulty level

Ball travel

Your man

Their man

When either men run

Where either mon was at the
beginning
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When danger threatens in the icy
deep, when hope seems lost and
the end looks nigh, there's only
one fish with the guts to save the
day. Now's the time to call
James Pond - underwater agent
He's fearless, he's clever, he's
Ozone-friendly. James Pond, the

- fish with a mission (twelve
missions, in fact), will take on
anything, from retrieving radio
-active canisters and plugging the
leaks in oil tankers to rescuing
doomed lobsters, mermaids and
rare orchids from extinction
Now you can take the part of
James Pond in this all-action
arcade adventure. With twelve
levels and lots of secret areas to
explore, brilliant graphics and
game design by Chris Sorrell
this sub-sea spectacular is not
to be missed!

• 1 2  momentous missions plus
lots of bonus chambers
choice of weapons or just
blow up backlies with bubble-
action!

• so many different enemies
and pickups you'll wish you
hod eight tentacles!
superb graphics, animation
and smooth parallax scrolling

Atari screen shots

Atari ST & STE
Amiga

£2499
C24.99

MILLENNIUM



THE ULTIMATE SOCCER CHALLENGE
IS ABOUT TO ...KICK OFF!!

AVAILABLE ON: Commodore Amiga, IBM PC and Compatibles, Atari ST,
Commodore 64, Amstrad CPC+, Amstrad GX 4000 & Spectrum

EMPIRE SOFTWARE, 4 The Stannets, LaIndon North Trade Centre, Basildon, Essex SS15 6Di. Tel. 0268 541126



ZZAP! TIPSLINE 6 9
For all the latest tips call Robin's crucial,rib-tickling tipsline.

0 8 9 8  5 5 5 0 8 3
(Calls charged at  33p  per min off-peak, 44p  per min

standard/peak)

RUFF 1
N °  
R E
D D
Y

IN ME  SPACE
ADVENTURE
(Hi-Tec Software)

I k now these two are cat and
dog, and star in a cartoon
series but  that 's aqout  it  for
this  game. I long for the days
of Hong Kong Phooey  (Is it
Henry, the mild-mannered
Janitor??) and what  about  THE
classic, Batt le of  the Planets
(G-Force, Yeah!!!). Anyway,
Stephen Taylor of Welwyn,
Herts obv ious ly  knows a bit
more than me about  R'N'R,
seeing as he's sent In a
complete map and key plus
infi nite lives poke for this slick
arcade adventure.  Have we
rev iewed this  one I wonder?
(Nay! — Phil) Nice one
Stephen!!

For those of you with an Action
Replay cartridge or a similar
POKE entry device enter the
following for infinite lives (Sorry,
reset switch owners, there's no
SYS number with this one; this is
cartridge only!)

POKE 13309,165 — Infinite
lives

KEY TO
OBJECTS
6 ,  Bonus Item

4 - V -
1
. M o
v i n g  
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a t
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r m

CI O  Snake! Worm Alien

Killer Block

C!) Petrol (Use on Flyer)

_ks Pump (Use on Balloon)

E j  Cord  (Use in Panel)

Dynamite (Use on Rocks)
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43 Flyer
Ei21 Panel
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Spinning Alien

Hover Alien

Round Alien

Spring

Map produced and drawn up by
Stephen Taylor.

moNTY PYTHON
Virgin)

A quick ie f rom Sigi Goode of
Aust ralia for the Amiga vers ion
of this  lame shoot -'em-up with
knobbly  bits,

Type SEMPRINI on the high
score table for immediate access
to the last level you were on
unless you're a parrot (preferably
of the Norwegian Blue Pining-for-
the-fjord variety) in which case
you're dead!

MIDNIGHT
RESISTANCE
(Ocean)

Level 4
Things are hard here with tanks
moving up from behind and the
front and guards sneaking up
from below your line of fire
(there's plenty of them along the
way!). Keep moving along the
level, blasting guards that get too
close and jumping over those
you miss Stop to kill the tanks
using the usual 'tank busting'

DIAL-A-TIP
CHEAT-LINE

for cheats, tips,
pokes and
secrets on all
computer and
console games,
ring now on
0898•1011234
PRIZES FOR BEST
CHEATS, TIPS, ETC.
Send to : P.O. Box 54,
Southwest Manchester
M15 4LY
Proprietor Jacque line Wright
Please ask permission o f  the person
who pays the b ill ca lls charged at
3,3p per min 'Cheap rate' 44p per
min at at other times



method and have a lot of luck
(the jetpackers seem to have
control problems on this level
and don't pose a threat).

Once you get to the planes,
move over to the right hand side
and fire like mad towards the
rightward moving jets and fire up
to hit the leftward zooming lets.
Dodge missiles falling from on
high and hope you avoid the low
ones (you'll need two players or
the cheat to survive this bit with-
out too much loss of life). Walk
right to complete the level.

Buy:
Extra life
Super Charge
Extra Ammunit ion

Level 5
Not too many problems. just
watch out for the Blue Thunder

DARE YOU RING THE

NAUGHTY
aiS2
-
3
1

f
o
r
,
,
d
y

0898 800 297 W /

0898 800 207

JOKE OF THE CENTURY
0898 800 206

FAT
FREDA'S
RUDE
JOKES

Level 6

1m 7 0  1 1 .  z z A p !  J A N i L J A R Y  1 9 1

lookalike helicopter. Fall down off
the ledge and use the 3 way to
destroy the chopper (Fire doesn't
seem to work as well). Move
along slowly to avoid bringing on
too many enemies as a second
helicopter follows the first
Destroy the top and bottom of the
electricity sparks and run across
and jump the large gap and go
down the ladder. Destroy the top
and bottom electricity generators
and then kill the Electric-man. Go
up the ladder, take out the gun-
ner and complete the level.

Buy:
Barrier
Ammunit ion

Keep walk ing to the right until the
floor drops away and the circular
saws come on again. Destroy the
biggest first, crawling along the
ground when the saws are over-
head (the small saw can't kill
you), standing upright to fire at
long range. Keep going down
after destroying each saw. When
you reach the bottom have a cry

H O R R O R  1
A M E

0898 800 208

AUSSIE NAUGHTY JOKES
0898 800 209

TASTELESS TIM'S
BAD
TASTE
JOKES
0898 800 210

ROGER SMELLEE
0898 800 211
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at the sad intermission and tel
lowing this complete the level

Buy:
3 way
Super Charge
Extra Ammunit ion
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l a )  S t a r t
Exit to Weapons
Room

Circular Saws

Tank

GO- G r e n a d e  Launcher

Route taken by
Helicopter

MG- Ma c hi ne  Gunner

Electric Forcefield

Jet

I r t  Helicopter
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KICK OFF 2
(Ante )

C t
i
Z
I

No tips for the C64 version as
yet but  Martin Calladine of
Reading gives us the lowdown
on the fouling, dribbling and
scoring for Amiga Kick Off 2.

Scoring Goals
There are several methods to
score:

Run at the goal just off centre
and curl a low shot In,
2 .  Do a big curling chip (the one
from about the halfway line)
towards the goal and charge the
shot through the keeper,
3 .  Run at the keeper on a
diagonal and fire one in, putting a
little aftertouch on. This will result
either in a goal or a rebound
(which can then be slammed
home).
4 .  When you are dribbling at the
opponents goal, as you get out
of the centre circle do the huge
chip to get it over the keeper. If it
goes over the bar there is always
next time. But if the keeper
parries it see method 2 above.

- - -
•
, - ,
-
P
- 0
.
1
• 5
3
.
1 1
1 4
.
,
• -
• • -
• -
• • •
• -
• -
• • •
• •
•
•  
0
.

3  • C L I S

LEVEL 6

Penalties (Taking a nd
saving)
Taking penalties is a doddle. As
in Kick Off you just tap the fire
button as the arrow is coming in
towards the centre. But if you
hold the button down for too long
you will whack it way over.

Saving penalt ies is also very
easy providing you're playing
against the computer (this
doesn't work that well against a
human opponent as they're likely
to hit you once they suss out
what you're doing). As soon as
the computer penalty taker has
kicked the ball, press the Action
Replay button. Just BEFORE the
replay starts you will gel a
second or so more of tilt: penalty
before it starts the replay (which
is enough to show which way the
ball is going to go). the replay will
now run and if you watched
carefully you will know which way
to go, as the replay comes to an
end start to make the correct
movement for the ball and when
the replay ends you will dive and
be there wait ing for it_ If
implemented correctly this works
every time.



HOT SHOTS F OM E  HIT SQUAD
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Them Zon•  1 —
Puthistorie Ago
1.1
The Crystal to power your Time
Machine is here but you can't get at
it just yet.

1 .2
The forest is here where the apes
and apples foil out of the trees.
Zzapping the eggs here calls Pterry
to carry you around.

1.3
The lava pits/geysers need to have
the rocks covering over them on thisscreen to access Time Zone 2.

1.4
The only way to cross this screen is
to fly Pterry air lines,

1.5
Here's where the cute little ape
creatures must go to start evolution.
Walk off right and you go bock toscreen 1.1.

E l  7 2  M E  Z Z A P !  S ANJ UARY  1 991

TIME MACHINE
(Vivid imago
Design/Activ is ion)

A surprisingly low number of
tips have come in for this
Sizzler so far .(believe It or not,
none).  I 've had many a plea,
request for help but no
solutions, cheats or even clues
— a bad situation that I 've now
rectified with a call to Vivid
Image themselves for maps,
solution and cheat modes.
Many, many thanks to John
Twiddy of VI I I  The first two
levels are given the map and
solution treatment this issue
along with the cheats, and the
rest follows real soon.

This cheat is common to both
versions and although it doesn't
make Professor Potts
invulnerable it does make
available all five time zones for
you to explore (press 1 to 5 to
jump between times). You'll still
need to solve the puzzles to
complete the game but at least
you don't need to worry about
having to jump back to the earlier
time zones to rectify any potential
t ime-line-collapsing problems.

C6 4  CHEAT
You have to be quick to type this
one in! On the title screen (before
it changes) type in VIVID IMAGE
to switch the cheat on,

AMIGA CHEAT
Play the game until you achieve
a high score and then kill
yourself. Enter the word DIZZY
on the high score table and the
Amiga cheat is now switched on.
you now have infinite lives and
you may use A and S to select
screens in the current zone.

A quick Action Replay cartridge
POKE for C64 Time; Machine
from Mr P Donnelly of Aberdare.
Ta, Pl

POKE 31615,173 — Infinite lives

CREATING ZONE 2

The first thing to do is to lower
the global temperature to kill off
any dinosaurs (namely the
pterodactyl) but more importantly
to make available the second
time zone. Move to screen 1.3
and lift the rocks onto the lava
pits, avoiding falling in the pits (if
you have the cheat on you don't
need to worry about this).

Next go to screen 1.2 (where
the ape creatures fall out of the
trees), drop a teleporter here and
blast one of the pterodacty l
-
s
Eggs. Terry will now come down.
pick you up and take you across
the river (drop down when you
gel to the cave screen — screen

Time Zeno 3  — Tha ice Agit

1.5). Drop a teleporter near the
cave and then beam back to 1.2
and wait for 9n ape to land. Stun
the ape with a blast of lightning,
pick it up, drop it behind the
teleporter and tele port the ape
and you over to the cave. teleport
back to the forest after and
repeat the process several t imes
(you can have up to 16 apes at a
time in the cave). Zone 2 will be
created as soon as a ape enters
me cave.

Note: If the rocks are pushed
off the lava pits then you'll here
an audio warning and screen 1.3
will start flashing on the grid in
the control panel. If you haven't
got the cheat on then you'll have
to go back and put the rocks
back on the lava pits: if you have
the cheat on. then ignore them,

CREATING ZONE 3

Remember the rocks over the
lava pits on screen 1,3 in t ime
zone 1? Well, this t ime you've got
to remove the rocks to ensure
the survival of the apemen. The
Yeti here doesn't like warmth so
he'll try to put them back on
again. Transport apples from 1.2
or fish from 3.4 to keep him
happy for a while (again, if you
have the cheat on you can ignore
the rocks problem totally),

Make a fire by the cave in
screen 2.5 to keep them warm —
the fire lasts longer in the green
area. Place a teleporter pod by
the cave and now go to screen
2.2 and find the word, and
teleport back to 2.5 with it. Go to
screen 2.1 after this and stand in
the middle of the screen on the
solid patch of ice and change
time zones back to screen 1.1.
Put down a teleporter here and
teleport the flame on this screen
back to screen 2.5 and use this
to ignite the wood (you may need
to repeat the move to leleport the
flame). If the fire goes out just
reignite the wood.

You should now have created
time Zone 3. Before you tackle
Zone 3 you have to construct a
bridge by planting seeds in Zone
2 (which grow into trees in Zone
3, you see). Place a teleporter
pod on the river bank of screen
2.4 (in the green area by the
existing plants there) and go
back in t ime to 1.2. Teleport
apples from here to screen 2,4
and you should see a plant root
grow and remain there. Repeat
this for the other side and a
bridge is built in t ime Zone 3
1
! !Next month will see more Time
Zone Creation (unless you've
got a time machine yourself, in
which case what are you doing
here reading this bit again, and
again, and again, and
again 2 ) .

2.1
When the crystal is freed it'll foil
into the swamp of 1.1 and is
recoverable from this screen.

2 .2
Watch out for falling icides and
teleport the flame from screen 1,1 to
the twigs here to light them.

2 .3
To begin the warming of the planet
again remove the rocks, stun the
Yeti if you have to to keep him off
your bock.

2.4
Plant the apples From screen 1.2
here. You can cross this stretch of
frozen water if you're careful but
watch out for the thin ice about
halfway up and those annoying
Yetis.

2 .5
Bring the wood from 2.2 here andcombine it with the fire from 1.1 to
give the evolving ape creatures a
nice worm fire to sing camp songs
round and toast their primal
marshmallows.

LORDS OF CHAOS
(Riedel/Target Gooses)

A neat little cross between
RPG and Laser Squad. Here's
tips f or it f rom Mark HUtalinS011
of Barrow on Soar, and H Fu of
Chesterfield.
A POKE to be used with the
existing Lords Of Chaos system.

POKE 40540,X
(X is in the range of 1-3)

This will enable you to change
the level of the wizard which
means



A) You can re-run the scenarios
once you have completed Level
3 and gain EVEN MORE
experience points.

B) You can get onto the next
scenario without having to
complete the current one

LEVEL 1

Spells needed:
1 Red Dragon
2 Spectres
2 Vampires
1 Gryphon (or other flying
beastie)
4 Goblins

Method:
Start off by casting out the
spectres, vampires, goblins and
gryphon (Or whatever other
winged creature is selected). Let
the wizard ride the winged
creature and send him out with a
spectre. Send out the vampires,
other spectre and goblins to pick
up arything found.

Send your wizard off to find the
enemy and, once found, destroy
him in any way possible.

Your creatures should open
any chests they find and also
pick up any keys you come
across.

Once the enemy wizard Is
dead, get all your key-holding
creatures to the green wood in
the rough middle of the map
Once there, open the door and
as many chests as possible (to
get the VP count on the gems.
your wizard must carry them). Be
aware of the short t ime limit,
though

Note:
There are a few spiders around
the green wood, easily killed with
a spectre.

As soon as you see any
enemy undead, kill them

If there are enemy creatures
on the ground then make the
winged beast fly.

LEVEL 2

Spells needed:
You start off with the spells from
last time, but there are a few that
should be added.

1 Demon
1 Goblin
At least 4th level Lightning
(Anything else you care to want.
If you need to spend EPs on
anything, spend it on increasing
your attack and defence —
moreso your constitution.)

Method: Start off by casting out
the demon. goblins, gryphon and
spectres. Send the goblins off
with 2 spectres and make them
open any doors they come
across. Make them pick up any
keys, potions and weapons they

come across (especially swords).
Send out your wizard with the

demon and 1 spectre in the same
way as the bulk of the goblins.

As soon as the enemy wizard
is found, kill him (try to do it with
your wizard as this will give you
more VPs).

Once the wizard and his major
creatures have been eliminated,
go to a locked door up a corridor
— not through three doors.
Unlock the door and kill the
vampires inside: pick up any
potions you want  and the door
key and chest key. Once done,
go to the three doors up a small
path (look on the map for the
locked room with a circle of lava
inside). Open the door in the
centre as the other two have
spectres behind. Go up the
corridor with the door key-holding
creatures in the lead, and unlock
and open the door, Now put the
demon (if it is dead then use a
spectre or two) in the doorway to
kill the demon (or zap it with the
wizard).

Open the chest and pick up
whatever is inside. Now all you
have to do is wail for the portal.

After those tips here's H Fu of
Chesterfi eld with some t ips for
the one-player game against
the computer.

DESIGNING A NEW
WIZARD
(Level 11

The Wizard: The best thing to
increase is MANA and ACTION
points. COMBAT. DEFENCE, etc
are best left to your combat
creatures, eg MANA up to 100,
ACTION points up to the full 40.

Spells: Magic weapons, such as
BOLT and LIGHTNING. are
essential for survival if stuck in
tricky situations.

Magic fire isn't essential but
may come in handy in burning
locked doors down.

Don't bother with gooeys,
tangle vines or floods at the
moment, as these are hardly
called for.

Creatures: Definitely the best for
COMBAT and DEFENCE are
SPECTRES and DEMONS.
These have the advantage of
being UNDEAD.  Level 2 of each
of these seems adequate for
wizard defence. VAMPIRES are
also excellent, being quite a good
all-rounder. Again these are
UNDEAD, can fly and pick things
up. These can be used for early
reconnaissance in the game to
check things out

Now get a GRYPHON and
finish off. GRYPHONS are useful
in getting the wizard out of the
tricky situations that he always
seems to blunder into.

Now you could improve your
wizard's character with the left-
over expensive points.

IN-GAME
(Level 1 —  Ma ny
coloured la nd)

Lots of treasure and weapons
are available, scattered around.
Four chests of items are located
in a room with 4 locked red
doors. If you attempt to take
advantage, use your UNDEAD
combat creatures to 'first find the
keys (one door key, at least one
chest key) and then destroy the
GIANT SPIDERS hiding in the
trees. Alternatively, if you can
only find the chest key(s), burn
the room down with its doors.

Enemy characteristics:

Torquemada or his creatures will
be found quite easily, Find one of
the buildings with doors already
open; opened by the enemy. He
will begin to unleash a wide
variety of creatures: most  of them
are NOT undead. which means if
you've got lots of undead
creatures you can destroy them
without much trouble.

Try not to leave your creatures
in the middle of a large clearing,
as more than likely,
TOROUEMADA will either
release FIRE or GOOEY BLOBS.

Wizard movement: Pick up things
you regard as jewellery,
medicines or weapons to take
through the portal with you. Keep
a GRYPHON at least near you,
better still riding one to protect
your wizard.

When the portal appears.
make your way steadily to it but
don't enter it unless threatened
by creatures. Do not enter it
because you could still command
your creatures to collect treasure
for you, or to gain VICTORY
POINTS by destroying creatures,
and better still, TOROUEMADA.

The portal appears in different
positions every game.

UPGRADING FOR LEVEL 2

The wizard: No change needed.

Spells: Upgrade your SELF-
DEFENCE weapons and your
COMBAT creatures. Buy some
SUBVERSION spells
- t h e y  
m a y
come in handy for the Level 2,
and you'll almost certainly need a
good level 6 spell or so on Level
3

Creatures: Just make sure you
have plenty of 'ard DEMONS and
SPECTRES.

IN-GAME
(Level 2  — Slayer's
Dungeon)

There are many rooms with
plenty of weapons. Not much
treasure, though. It is possible to
cross the molten lake with slight

damage of about 5-10% of full
energy.

Enemy cbaracteristics: Elba
Smogg can be found to the
NORTH (usually) of your start
position. Check it out with
SPECTRES or DEMONS. When
the enemy wizard gets a clear
view of you or your creatures he
won't hesitate to release magical
tire or gooey blobs. Elbo will
have released a good many
UNDEAD creatures: you will
have to use your MAGIC BOLTS
and LIGHTNINGS to aid your
creatures

Wizard movement: There isn't
anywhere to go. except wait for
the portal and let your creatures
do the work. Occasionally you
may need to aid them with your
magic so be prepared. As ever,
keep a GRYPHON with you to
protect yourself.

Most of the t ime the portal
appears across the lake: you'll
first have to walk straight
through.

Watch out for invisible
creatures. Use creatures to
check the area.

More on Levels 3 and 4 next
month!

I'm wor k ing on maps
of C r e a t ur e s  f o r  a
near -future  is h,  a n d
Turricon 2  m a y  we l l
start doing the  rounds
on the map front (just
as I  fi n i s h  t h e  fi r s t
part's maps — topical
e h?) ,  R o b o C e p  2
maps, t ips  a nd cheats
will receive the  green
light from nex t  ish as
we l l  w h i l e  T i m e
Machine c o n t i m s
maps/solutions  s t int
a nd a  G o l d e n  A x e
photo m a p could we ll
be in the offing.

That's not to say you
lot  s hould  p u t  y our
feet up — k e e p them
c om ing a n d  a  E 3 0
s of twa r e  v o u c h e r
could wing its  wa y  to
the best tipper  of  the
m onth. T h •  a ddr e s s
for tips, POKES, maps,
cheats, solutions, e tc ,
etc is  Itiewstielti, P ig
in a  P o k e ,  S ZA P I I ,
Ludlow, S hr ops hir e
SYS 111W.

(And r e m e m be r  a l l
you A n g e l s  i n  t h e
Paradise o f  Ede n, D
stands for Desire.)

Z Z A P !  J A N I LJ A R Y 1 9 9 1  7  3  M I



COMPETITIVE
CBM REPAIRS

AT
DIGITECH 9 0  (TELFORD)

LOW COST\DIAGNOSTIC QUOTATION
ON

64/C -A500 -A2000 ETC
DISCOUNT FOR BRITISH ASSOCIATION OF

COMPUTER CLUBS AFFILIATED CLUB MEMBERS.
TEL (0952)292374 FAX 292396

M I C R O D I A L
ATARI
520 STFM DISCOVERY PACK E 2 7 9 . 0 0
520 STE TURBO PACK E 3 6 9 . 0 0
1040 STE EXTRA PACK E 4 6 0 , 0 0
PORTFOLIO E 1 9 9 . 0 0
LYNX.. E 1 6 5 . 0 0

COMMODORE
A500SCREEN GEMS PACK E 3 6 9  00
A500 FLIGHT OF FANTASY PACK E 3 6 9 . 9 9
A500 CLASS OF THE 90'S PACK E 5 1 5  00
M501 1/2MEG UPGRADE INC CLOCK & GAME E 7 5 . 0 0
1 MEG SCREEN GEMS OR FUGHT OF FANTASY E 4 4 0 . 0 0
PC STARTER PACKS P L E A S E  PHONE

PRINTERS
STAR LC -10 E 1 6 9 . 0 0
STAR LC -24/10 E 2 4 9 , 0 0
MANNESMANN TALLY M181  E 1 4 7  00
CITIZEN 1200 E 1 2 5  00
SEIKOSHA SP2000 E 2 3 5  00

SOFTWARE UP TO 20% OFF RRP
THIS IS A SMALL SELECTION OF OUR WIDE RANGE - PLEASE

PHONE - WE WILL TRY TO MATCH ANY PRICE

E 3
P l
e a
s em o m
VI SA

Ali prices inotude VAT end PM'. Courier Delkoty add £8
make duo:toes. Pas payable to lilICRODIAL:

and send to THE OLD CAMP SHOP, WARRINGTON
LANE ADGEN WHARF. LYMM, WARRINGTON, WA13
OSW

An items are subtect to avaitabwty, prioes ere subject to
 Change withoktt notice All goods deSPatotlect 'Von
olemd payment.
Proprietors late Todd and Mal Nary. E 82 O.E.

24 HOUR ORDER LINE 0925 75 7696

REPLACEMENT PARTS

6526 C . I  2.99

1C10 Colour E11.99
Amiga Bomar Supply . . . . . . . . . E39.99 ICILI • 24 £4.99
Commodore 128 P511 (39•99 Epsum 1X80 r3,99
Commotim 54 PSU E24.99 Snifter M1009 DI 99
Amiga Modulator £17.99

4164 E2.99

Ure-20 Modutaior E14.99 CABLES ETC
M V inacordsr 10211 E24,99 Sena' C tI e  (64) t5.99
1 5
,
4  
B
a
t
a
e
o
r
r i
e
r  
(
1
1
3
1
1
)

E24 99 Amiga Cable leamilroolcs1 E11.99
Commodore 16 I'51I E14.19 Parralel Couvener E14.99

PRINTER RIBBONS OTHER ITEMS
MPS$01 Itibbun (4.99 Simons Basic Erteasion E4,99
MPS803 Ribbon •.E4 , 9 9 100 rS 1/4" Discs E29.59
t t  10 Ribbon (4.99 100 • 3 1 1 " 11800 Cedilla! E49.99
C I t i z t i 1 2 9 8

• EI T9 9 64 Magmas, Liglitgua E14.99

IA 6526 C . I  2.99 ROM 901227-01 E8.99
MPLI 6510 £ 9 . 9 9 ROM 901225-01 £7.99
PLA 9061 14-01 E9.99 SOUND 6581 E 16.99
ROM 901226-01 E12.99 RAM 4164 E2.99

V I S A AIL

GUNFIGHTER
USE YOUR VOICE
TO OUTDRAW THE

GUNFIGHTER
FOR CASH PRIZES

1898 31 35 69
IN1-011AL P0Box 36 131 41N Coi Charges 33P/Min Cheap 44P
)
Min A l l  O t h e r  T i m e sAT LAST!

COMMODORE WC SPARES
AT DI SCOUNT PRICES

For C64, C16, +4,  Cl28 and Amiga

C64 USER PORT RE-SET SWITCHES E5 99
MICRO MATE REPAIRABLE C64 POWER SUPPLY UNITS. SUPERB QUALITY

WERE E29_99 NOW E24.99
C64, C16. +4. SERVICE MANUALS L19.90

All prices include post Fr packing. handlingand VAT-send your faulty computer
and P.S,11_ tor estirnale and repair from 0 . 99  + pans + carriage + VAT

SEND CHEQUE/P.O.  A C C E S S / V I S A  CARDS WELCOME

ELECTRONIC SERVICES
17ri VI C TOR I A R OAD  WLST,  CLEVETENS,  BLAC KPOOL,  1:Y5 3 N L

Tel. (O253) 822708

COMMODORE SUPPLIES

Prie481 we hilly Inclusive. Belsery within 14 days.
M e e  ts; Ontektale &sashes (2), 23 Curren Street

It(l 2ES fel:0332)291219

DRAGONSTONE: THE QUEST
Adventurers old and new

Here's a challenge Just for you
Solve the puzzles, break the spell

Defy the wizard and his hounds of hell
Rescue Lianna - a Princess most fair

And wrest the DRAGONSTONE from the dragon's lair.
Please send me DRAGONSIONE. The Ouest - 100% text adventure
on disk. tor the Commodore 64. I  enclose a cheque for E8.99 made
payable to Alexander Software.
Name
Address

Postcode
Alexander Software
St Kevin's School
Roughwood Drive
Klrby

•  .

CBM64
100% Text
Disk Only.

ANAL O GANALOGIC COMMODORE AND ATARI
LOGIC

SALM
1. AM I GA A500 PLIGHT OF FANTASY PACK
2. AM I GA A500 BATM AN PACK
3. ATARI  520 STI M  DISCOVERY P A C E - -
4. ATARI  520 STE POWER PACK
5, ATARI 1040 STE EXTRA PACK ....... . . . . .

.
3
9
9
.
9
9

3 9 9 .
9 92 9 9 . 9 9

3 9 9 . 9 9
...... . . . . . .  ...•  4 9 9  99

EiTAIRS
1 C BM  642 9 4 6
2 ATAR I  ST . . . , . „ . . . •  ..................... .................... . . . . . . . . .  49,95

SI  UPGRADES (PARTS & LABOUR)
I. ALL NEW AND OLD 5T8 TO 1MB. . • • • • • •   • • • • I   5 9 . 9 5
2. STE TO 2MB  1 2 9 . 9 5
3. STE TO 4MB  2 5 9  95

SPARES
WE SUPPLY MEMORY CHIPS
'SPECIAL DISCOUNT TO EDUCATIONAL INSTITUTIONS
TELEPHONE 24HRS. 1081) 546 9575. FAX (0811 569 9886

ANALOGIC COMPUTERS (UK) LTD.
152 LATCHMERE ROAD, KINGSTON•UPON-THAMES, SURREY KT2  511J_
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a) /10
b) J /10
c) /10
d) J110
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0

f

It's that t ime of  year again, when the ZZAP!  c rew take to the hus t ings  to fi nd out  what  you, the readers  really  think. It 's your opportunit y
to have a real voice on the future of  ZZAP!  What  do you like? What  do you want  changing? Should Phil grow his  mous tache back? It's
serious stuff ,  and y our v iews  c ount  s o take a lit t le t ime fi ll ing in t he f orm below.  And even if  you' re s ome towel-on-the-head dic tator
chappie who doesn' t  believe In democracy,  then cons ider all the prizes to be won.  There are fi ve of each of  the f ol lowing to be won;  E20
sof tware vouchers.  12 mont h subsc ript ions  to ZZAP!,  ZZAP!  T-shirts  and ZZAP! caps. The c los ing date for entries is February  1st,

IL Are you: a MALE a  FEMALE

2. How old are you?

3.  Do you own:
a C64

C64GS
a C128
a Amiga

4.  Are you
a AT SCHOOL

CO L L E G E ,
,
P O L Y /
UNIVERSITY

a WORKING FULL TIME
a WORKING PART TIME
▪  UNEMPLOYED
▪ OTHER

S. It you work, what is your
occupation?

4.  What is your weekly income?
J up to E5 U  ES-El 0
▪ C10-E30 C 3 0 - C 1 0 0
▪  E100-1200 L I  C200 plus

7.  On average, how many other
people read your copy of ZZAPI?

S. How do you get ZZAPI?
SUBSCRIPTION

a RESERVED AT
NEWSAGENTS

• O FF THE SHELF
a OTHER

9.  What other computer magazines
do you buy?
a)
b)
c)
d)

l a  How would you mark the other
magazines out of ten?

I I .  Apart from games, what else do
you use your computer for?

12. Do you intend to buy a new
computer or console in the next 12
months?
- YES N O
If yes, what moriel?

13. Do you intend to buy a peripheral
For your computer in the next 12
months (a printer, monitor or
suchlike)?
J YES J N O
If yes, what?

14.0n average how much do you
spend on software every month?
•  C2--05 J 4 5 - C 1  0
•  C10-C20 3  C20-C30
•  £30 plus

15-What sort of software do you buy
more of?
•  BUDGET U  FULL PRICE

16.Where do you usually buy your
so f t w a re
a SPECIALIST COMPUTER

STORE

STATE YOUR VIEWS IN THE
1991 ZZAPTIONNAIRE

Win stacks of prizes too!

Li CHAINSTORE rw. i
s Mi t K S  
M t N t I E S ,  
m c i

J MAI L ORDER
a OTHER

17.What is the maior influence on
your buying decisions
•  ZZAPI  REVIEW
a OTHER MAGAZINE REVIEW
•  ADVERTISING
3  WHO PROGRAMMED IT
a SOFTWARE HOUSE
a BECAUSE ITS AN ARCADE,

FILM, ETC LICENCE
a PLAYABLE DEMO ON

COVER CASSETTE

IS. What's your favourite game style?
Mark in order of preference. 1 is most
favourite 9 is least favourite
a ADVENTURE
a  ARCADE ADVENTURE
LI DRIVING GAME
•  SHOOT:EM•UP
j  PUZZLE
Li SPORT SIMULATION
▪  OTHER SIMULATION
a RPG
a STRATEGY
a OTHER (please

specify)
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following ZZAP! features...
Adv ert is ement s
R e v i e w s
P r e v i e ws
G o m p o s
P h o n e - i n compos
R r a p
B u d g e t
P i g I nA Poke
Zz upers t o re
Me g a t a p e
W o r d

Game Diaries (eg Creature
Feature)

T h i n k Tank
P r o g r a mme r Interviews

2 2  
W o
u l d  
y
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m
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softwarsehardware coverage in
72API, le music software, keyboards,
disk drives etc.
Li YES L i M O
comments

21. Please rate ZZAPI's coverage of
software out of ten in._
•••1 1 0 PREVIEWS
a :10 REVIEWS
-1 /10 NEWS

22. Do you like the review style?
YES J  NO

23. Are the reviews long enough?
-
I
V
E
S 
L
J
N
O

2 C Are there enough screenshots?
a YES L i N O

25.Are the comments detailed
enough?
J YES J  NO

21.00 you think Amiga and C64
reviews should be separated?
_I YES J N O

XI.  How often do you agree with the
ratings?
Li ALWAYS 3  MOST OF THE
TIME U  NEVER

21.Which of the following subjects to

you  ob ject  se e in g  in  ZZAPI ?
U Adventure games
LI Amiga
3  Arcades
Other

29-Whal do you like on the cover
cassette? Please mark in order of
preference. 1 is your roost favourite
and 4 is least favourite.
▪  EX-FULL PRICE GAMES
Li ORIGINAL GAMES
Li PLAYABLE DEMOS
ZI POKES

30.Do you like pull-out posters?
J YES a  NO

SI.What are the three best software
houses?
a)
b)
c)

.What are your three least
favourite software houses?
a)
b)
c)

32. Which of the following do you like
doing?
a LISTENING TO MUSIC.

FAVOURITE GROUP/SINGER

WATCHING TV. FAVOURITE
Tv PROG
GOING TO THE MOVIES.
FAVOURITE RECENT
FILM

3  HIRING VIDEOS
FAVOURITE VIDEO

ZI PLAYING SPORT
FAVOURITE
SPORT

3  READING BOOKS.
FAVOURITE BOOK

a READING NON•COMPUTER
MAGS FAVOURITE NON-
COMPUTER MAG

a  PERSONAL HOBBY. YOUR
HOBBY

J ANYTHING
ELSE?

34.Which chainstores do you shop
in?
a)

0)
c)
35.What features of ZZAPI would
you get rid of?
a)
b)
c)

36. What extra things would you like
to see in Z.Z.AP!?
a)
b)
c)

37.What is the maximum price you
would pay for ZZAPI if it had more
pages, a boxed cassette with at least
four games., and the occasional extra
gift?
Li no  more than E1.95
•  £2.45
•  C2_99
Li C3 or more

38. Would you like it if the Megatape
was an optional free extra only
available to subscribers?
J Yes, I'd subscribe

Yes, might subscribe
J  Wouldn't mind
3  No.  I would hate it
,
39.What do think of ZZAPIS design?
a GREAT
a  GOOD
J AVERAGE
a SACK YOUR ARTIST!

40.11 you had E200 to spend on one
thing (non-computer), what would you
choose?

41. How do you store games?
•  I N A CASSETTE UBRARY

CASE
IN A DISK BOX

•  ON A SHELF
La I N A DRAWER/BOX
a OTHER

49.Do you want a better storage
system?
▪  YES
a NO

Now cut Out this page or make a photocopy and send it to. NEWSFIELD,
ZZAPTIONNAIRE ZZAPI, LUDLOW, SHROPSHIRE SY8 1.1W. Gel your
opinions here by January lst for a chance to be heard, taken seriously and -
of course -  winning a tabby prize!

Make sure we know where to send your prize, should you win -  fill in your
name and address below. All entries will be dealt with complete confidentiality

Name
Address

Postcode

If I'm one of the 20 winners I would like:
J  a 12 month ZZAPI subscription U  a ZZAPI T-shirt (SiM/L/XL)
J  a  E9.99 game (title
. )  
3  
Z Z A P
I  
c a
p  
J  
P h i
l ' s  
m o u
s t a
c h e

C34 OWN ER S ONL Y

I . Do you own a  disk drive?
J  VE J N O
2 . Wear do you think of C64 caraidges?
j  G R EAT
j  O K A Y
J  AWFU L .

3 . How many cartridges do you expect to
buy a  month?
.... . . . . .

4, On me Arrixga do you want
Li Sa m e  reviews, kke now3 Less reviews
j  No reviews

5 Are  you planning to buy an Amiga '
•  YES J N O
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C o m p u t e r s

Midnight Resistance 7 . 9 9
Stun Runner 7.50
Ninja Remix 7.99
Last Ninja 3

299

(Cartridge) 21.99
Kick Off 2 7.50
Subbouteo 7.50
Inter 3D Tennis 7.50
Addidas Football 7.50
Clax 7.50
Sly Spy 7.99
Chase HO 7.50
Batman Movie 7.50
Microprose Soccer 7 . 9 9

Blood Money 3.99
Ninja Spirit 4,99
Hot Rod 3.99
Menace. 299
Blue Angels 3.99
Steel Thunder 3,99
Rick Dangerous 3.99
Mr Hell 3-99
Tusker 3.99
Salamander 2.99
Wonderboy 2,90
Sega Master Mix 12.99
TNT 12 99
Platinum 12.99
Challengers 12.99
Heat Soaker 6.99
Shadow Warriors 5.99
Ghouls & Ghosts 6.99
Storm Lord 2 6.99
Gilbert 2.99
Run The Gauntlet 2.99
Renegade III 2.99
Lords of Chaos 6.99
Buggy Boy 2.99
Ghosts & Goblins 2.99
Bionic Commando 2 . 9 9
Head Over Heals 2.99
Trivial Pursuit 2 4.99
Spitfire 40 2.99
Starglider 2 2.99
Sanxion 2.99
WC Leaderboard 2.99
Predator 2.99
Slap Fight 2.99
Donald Duck 2.99
Ouedex 2.99
Slaine 2.99

Ninja Turtles 8.99
Golden Axe 8.99
Narc 7.99
Creatures 7.50
Chase HO II 8.50
Night Breed 7.99
Double Dragon 2.99
Last Ninja 2.99
R-Type 2.99
Empire Strikes Back 2,99
Star Wars 2.99
Outrun 3.99
Line of Fire 7.99
Snow Strike 7.99
U N Squadron 8.50
Eswat 8.50
Strider II 8.50
Dragon Breed 7.99
Total Recall 8.50

Spider Man 7.50
Bad Lands 7.50
Sim City 8.99
Gremlins II 7.50
Athomic Robo Kid 7.50
Lotus Esprit 7.50
Summer Camp 7.50
Turncan II 7.50
Puzznic 7.50
Pang (Cartridge) 17.99
Shadow of Beast
(Cartridge) 17.99

Ferari Formular 1 2.99
Skate & Die 2,99
Dynasty Wars 3.99
Crack Down 3,99
EMotion 3.99
Wierd Dreams 3,99
Kick Off 3.99

All orders under £5 require 75p towards P&P. Over £5 P&P Is free. Any game not released will be sent on day of release

COWABUNGA DUDES!
DUE TO POOR TRADING CONDITIONS
THIS SUMMER WE ARE BEING FORCED
TO CLEAR OUR LARGE STOCK OF C64
GAMES TO MAKE SPACE FOR THE XMAS
RELEASES.

WE ARE SELLING THESE GAMES AS
BLANKS, WITHOUT PACKAGING, TO
SAVE ON OUR POSTAGE COSTS.

TO MOVE THE VAST BULK OF STOCK,
THESE GAMES ARE SOLD IN PACKS OF
20'S OR 50'S.

20 GAMES
ONLY £9.99

+ £1 p&p
(That's only
50p each)

OR
PLEASE NOTEI
THESE GAMES
ARE SOLD AS

BLANKS
Do NOT RETURN
FAULTY GAMES,

ALL GAMES
ARE

DIFFERENT'

50 GAMES
NLY E19.99
+ t i p&p

(That's only
40p each)

Title/Item

Total Cost E

Price

For all orders under E Please add 75p P&P

NOW TAKEN

C64 TOP TITLES

Super Off Road Racer...8.50

Robocop II (Cartridge) 17.99

111.4 C A S T L E  COMPUTERS
2 WILLIAM CLOWES STREET

BURSLEM
STOKE-ON-TRENT

ST6 3AP
TEL: 0782 575043

C64 SPECIALS

Chambers of Shaolin - 3 .99

Name
Address

Tel No
ZZCO1

Proprietors: S.A and R.A Beech
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*  Use your harpoon to burst the balloons in Pang. (C64)

Oceans fo rthcoming  b l o c k -
busters include th e  0 6 4  ca r-
tridge-only version o f  Pang. I t
looks simplistic, but The Amiga
game plays brilliantly — varied
and great fun especially with two
players. So far C64 Pang looks
very slick, the backgrounds are
colourful and detailed with lots of
balloons moving really well,

Oceans most violent licence,
Total Recall, is  being savagely
rewritten on the C64. Program-
mer Peter Lyons has left and
John Meegan stepped in. He is
handling the platforms sections,
while Andrew Hot Rod Routlege
is doing the two car chase sec-
tions — eight-way scrolling with
an overhead view. Th e  back-
grounds and sprites are still by
Simon Butler, b u t  the  sprites
have doubled in  size to give a
more Amiga feel. Presentation
screens are by Steve Thompson
and absolutely superb. T h e
Amiga version is still being pro-
grammed by Fred O'Rourke, but
the driving section h a s been

OCEAN
changed completely. I t ' s  n o w
side-on. horizontally-scrolling like
the car chase in  C64 Batman.
Strangely o n e  magazine h a s
already reviewed the unfinished
game with the old-style car lev-
els! Expect reviews o f  the fin-

hit. (C6411
ished C64  and Amiga games
next month.

Shadow Of The Beast looks
good, with six layers of parallax
scroll above ground. and plays
even tougher than the Amiga cur-
rently. There may be 25 lives, or
it could b e  made easier. We
played it  on disk, and boy was
the loading painful —  thank
goodness the finished game will
be cartridge only.

Finally we can confirm Ocean
have the licence t o  Williams's
Smash TV ,  a n  overhead-view
combat game with around two
hundred baddies rushing on a t
any one time. I t 's a  Running
Man-style game show scenario
with MA X I MUM VIOLENCE,
done in  Robotmn fashion. You
can pick up  a  wide variety o f
weapons, the  massive end-of-
level monsters are some of the
most impressive around. Probe
have the daunting task of con-
verting it, with Nick Jones under-
taking the C64 game after finish-
ing Supremacy for Virgin, Don't
expect this one tor months and
months —  maybe Xmas 1991.
Another early awaited release
will be Terminator 2, the game of
the new Schwarzenegger movie
due Out in the summed

*  The astonishing Smash TV coin-op is being converted by Probe Software
for Ocean.



US GOLD 1
1US Gold's Sega range is running

a litt le late, bu t  before Xmas
expect a  duo o f  conversions,
Line Of Fire is a stunning Opera-
tion Thunderbolt-type coin-op,
but we've seen absolutely noth-
ing of the conversions so far. E-
SWAT is an okay coin-op based
on RoboCop. but C64 and Amiga
conversions l o o k  so me wh a t
mediocre. Lucasfilm's C64 Night
Shift conversion should be excel-
lent, though. F o r  t h e  future,
Sego's fo llow-up t o  Shinobi,
Shadow Dancer, is looking good
on the Amiga for early in the New
Year, Later in  the year expect
CAPCOM's MERCS, featuring
three mercenaries taking on the
baddies Commando-style — gor-
geous coin-op graphics distin-
guish this one. But toe showstop-
per is Sego's Afterburner ii
,  A K AG--oss Of  Consciousness, AKA
G-LOC. And US Golds big coin-
op for Xmas 1991? Probably the
excellent beat'em-up, Final Fight
from CAPCOM.

*  Not the computer version of One Man And His Dog. It's US Gold's Amigo
version of the Sega coin-op Shadow Dancer.

IN THE PIPELINE
At th e  announcements stage,
there's a  quartet o f  sequels:
Pipemania I I  (Empire), Gunship
II (MicroProse), Populous ( E A )
and Wizball II (Ocean).

Hewson's insects In Space features
St Helen covering her modesty
with her wings! (Amiga)

Zarathrusto is a Thrust-inspired game sodly for the Amigo only.
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Moonfoirs Mercenary-style 3-D is combined with sophisticated interactionmenus. IC64)

Hewson's Moonfall should please oil those CM Mercenary fans
disappointed by the sequel being Amigo-only.

*  Rubicon from Hewson is a technically impressive oll-out arcade game due
out in February. (C64)
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HEWSON
For some weird reason. Hewson
seem to be torgetting February
as the time to  overwhelm the
industry, with five great looking
games. Moon fall i s  se t  o n  a
moon in the distant star system
called Wo lf  359, The  starship
Daedalus I has crash landed and
the cre w taken prisoner, You
must rescue 'them, undertaking
missions for various warring fac-
tions. There are eight missions in
all, a  large planet and fifteen
underground locations, The C64
games boasts 3-0 vector graph-
ics running at 17 frames per sec-
ond, while the Amiga has solid 3-
D will shading.

By contrast Rubicon seems to
be a straightforward horizontally-
scrolling shoorem-up. In 2011 a
nuclear accident on Koala Island
produces hideous mutants which
must be destroyed. There's two
layers of parallax scrolling, plus
five levels of 64 sprites on screen
at one time. The Amiga boasts
32 colours on screen.

Zarathrusta is an Am i g a
-
o n l y

game inspired by Thrus
, l o a d s  
o f

new a n d  nove l features a re
planned. The much delayed Neb-
ulus 2  may slip  back to  early
April. but is looking very good, a
brilliant mix  o f  cuteness and
playability. And finally there's the
Amiga conversion of Insects In
Space. a naughty but nice game
in the classic Defender-style. The
well-endowed and nude angel St
Helen must battle the insects and
rescue the babies!
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DISK DRIVES & LEADS
CBM 154111 Dok Dnve E129-95
Amiga A590 20mg

Hard Disk 0 9 9 . 0 0
Cumana Irng 31/2'

DS Amiga Dnve E 8 9 . 9 5
Q-Tec I mg Amiga 3 1 /1"

DS Drive E 7 9 . 9 5
3Vil Disk Cleaner 3'1'

DS Drive E 9 . 9 5
M K  30' DSDD (Worid's No. 1)

10 foe ( 1 4 . 9 9
M K  5
1
4
- 
D S
D D  
( W
o r
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)

10 for E 8 3 0
Lockable Disk Box

(Holds 40 P I  E 7 . 5 0
Lockable Disk Box

(Holds 100 511.) E 8 3 0
100-5'4 Disks plus above

Disk Box 0 9 . 9 5

DATA RECORDERS &
ACCESSORIES

Load-It Datacorder
C641128 E 3 9 , 9 5

Turbo-Corder for C64/I28 E29.95
CI6 to C64 Tape Lead

Converter i 6 . 9 9
CIS Data Cassettes 10 for E 6 3 9

SPARES

Amiga Replacement Power
Supply 1 4 9 , 9 5

Micmmate Commodore 64
PSI' E 2 4 . 9 5

Bowthorpe Anti Surge Plug (13.95
4 Way Apollo 810 RE/Ann Surge

Trailmg Socket l _ 2 6 _ 9 5

MISCEUAN'EOL1S
Commodore 64C Dust

Cover E . 7 . 9 5
Amiga Dust Cover E 8 . 9 5
Amiga Mouse E 2 9 . 9 5

'-'-' Mouse Holder c , 4 • 9 5 5
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Light Fantastic Upgrade 0 9 . 9 5

Disk Box (803 . "  disks) A 5 0 0  Starter Kit -  M I T t i  471
£10.95 E . 6 9 . 9 5
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Inc lodes computer, joystick,
Back to the Future 2, Days of Thunder,
Beast 2, Night Breed, Deluxe Paint 2,

mouse controller. TV modulator,
PSU, manual, mouse mat
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Oceanic 51/4
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drive for C M  64/128 only
E.109.95 including 10 blank

disks.

Commodore 64 Night Moves/Mindbenders pack only
Commodore 64 console pack including 4 super games
Amiga Flight of Fantasy Pack

£159.95
E99.95

099.00

Screen Gems Pack

MONITORS Is LEADS

Philips 8833 klethum Res Galour/
Stereo (including leael) E249.00

Corrunodore 1084 Colour Monitor
(including leads) E 2 3 9 . 0 0

Philips Commodore Mono
Monitor E 7 9 . 9 5

CBM to Mono Monitor Lead E5.99
Amiga to Scart/2 I Pm

Euro Connector E 1 3 . 9 5
Amiga to Ferguson Lead E 9 . 5 0
C64/128 to Colour Monitor E4.50
TV/Computer Aenal Switching

Unit 0 9 9
Computer-TV Lead E 2 3 0
Thing! De-Luxe Copy Holder E6.99
Philips TV Tuner for

8833 Monitor E 6 9 . 9 5

PRINTERS & ACCESSORIES

Citizen 120D+ arc• Parallel
Ittace E 1 4 9 . 9 5
NEC P2200 24 Pin E 2 9 9 . 0 0
Panasonic. KX-P1081 E 1 7 9 . 9 5
Panasonic KX-P 1124

24 pin c . 2 9 9 . 0 0
Star LC 10 Colour

(State CBM/Parallell 1 2 2 9 9 5
Star L.C10 Mono (Parallel) E  I 79.95
Sur L.C24/10 24 Pin 1 2 9 9 . 0 0
Amiga to Centronics Lead E 8 . 9 9
C64 Printer Connector for

CBM Pnnters E 4 . 5 0
Box 2000 Fanfold Plain Paper

9
1
/
t  
1
.
1
6
.
9
5

WOO I &TOM Labels E 7 , 9 5
Citizen 120-D Ribbons 2 for 17.95
Pana,soenc 1081 Ribtxms 2 for E7.95
Star LC 10 Black Ribbon.,

(Nylon) 2 for E 7 . 9 5
Star LCIO Colour E 7 . 9 S
Panasonic 1124 Ribbon E 9 . 9 5

RING 0 5 1 -6 3 () 3 0 1 3  TO  ORDER
(Free catalogue with firct order 1 or send E.1•50 fur satalogue (refunded with first order).

ANswerphone 6.00 pm,9•00 a.m. (Satellite Catalogue Mailable) Full 12 months guarantee.
CHEQI IE GUARANTEE NUMBER MUST BE WRMI N ON  TI-IE BACK OF ALL CHEQUES TO AVOID DELAY
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Titles marked * are not yet available and will be sent on day ofrelease
Please send cheque/PO/AccessNisa No. and expiry date to:

Dept ZP11, Trybridge Ltd, 8 Buckwins Square, Burnt Mills,Basildon, Essex, SS13 I
B J .Please state make and model of computer when ordering. P&P inc.1.1K on orders over £5.00. Less than £5 and Europe add

11.00 per item.
Elsewhere please add f2•00 per item for airmail, These offersare available Mail Order only

Tel orders: 0268 590766 F a x :  0268 590076

Title
CBM 64

Cass Disc TITLE A M I G A TITlE A M I G A

100% Dynamite 9.99 13.99 1/2 Meg Upgrade 39 99 FI5 Strike Eagle 2' 9.99Addidos Football
Bock To The Future 2
Bock To The Future 3•
Bodkeuls•
ketts Tole 2

6.99
6.99
6.91
6.99

9.99
9.99
999
9.99
599

112 Meg Upgrade and Ck:ck
688 Mod, Sub
Addidas Football •
Airbourne Ranger

44,99
16.99
16.99
9.99

F-16 Combat Pilot
•19 Stealth Fighter

F-29 Retaliator
Falcon

6.99
9.99
6.99
9.99

aurae Ha 6.99 9.99 Amos 34.99 Falcon Minion Disc 1 3.99
Cricket Captain 6.99

Magic Fly*

Anarchy 1 3 .
9 9

Falcon Mission Disc 2 3.99
Dick Troctry
-

6.99 999 Armour Geddron" 26.99 Ferrari Formula 1 7.99
E-Swor" 6.99 999 Amault on Alcreme 16.99 Final Battle • 6.99
Eadyn Husillses 6 99 9 99 ATF 2 ' 16.99 Fire and Brimstone 6.99
Escape Nora RotorMomter
Ferran Formula 1
Fun School 2 6-8
Fun School 2 Oett 8
Fon &heal 2 Under 6
Rill School 3 Ovsr 7

699
299
699
699
699
899

99
5.99
9.99
999
9 .
9
9

12.99

Austerlitz
B.A.T'
AD Boxing'
Awesome
Back to The Future 2
Back to The Future)'

9,99
19.99
18.99
24.99
16.99
16.99

Fireeiall"
Flight Disc Europe
Flight Disc Japan
Fltght Of The Intruder"
Flight Sim 2
Flip It And Magnate'

6.99
3.99
3.99
9.99

26.99
16.99

FUn SCINCe l 3  Un d e r 5 899 12.99 Badlands' 13.99 Flood 1 6  99
Fun Schcol3 5-7 8

9
9

12.99 Barbarian (PAL) 7.99 Football Director 2 1 2 . 9 9
Golden Ass 7.99 9.99 bards Tale 1 Or 2 Hint Book 5.99 Ford 08 Rally" 1 6 . 9 9Gernkm 2' 6.99 9.99 fiords Tale 2 7.99 Fun School 216-8l 1 1 . 9 9Gun ShipHeroes
Hollywood Collection

1 ;its
o il
D re
cI tzl
"

999
9.99
9.99
6.99
2.99

13.99
13.99
13.99
999

Bards Tale 3 •
eialtlechess•
Bottle Command •
Battle Master

16,99
19.99
1 6 .
9 91999

Fun School 2 Over 8) 1 1 , 9 9
Fun School 2 (Under 6) 1 1 . 9 9
Fun School 3 5-7 1 6 . 9 9
Fyn School 3 Over 7 1 6  99

tr,,
,
cl 
O
R  
2

6.99 9.99 Bettoyl
-

19.99 Fun Shoot 3 Under 5 1 6 . 9 9
Laser Squad 3.99

7.99

Ililly THe Kid• 1699 Future Wars 1 6 . 9 9
Last Nieto Reran 8.99 12.91 Blade Warrior' 16.99 Ginza 2' 1 6 . 9 9
Lino CA Fite 6.99 9.99 Blue Max• 19 99 Ghosts and Goblins 1 3 . 9 9
Liverpool •
lards OIChoos
moroprose Soccer
tiQrsight ResistanceMen Office 2
Moonwalker
'Aunty Python'

6.99
6.99
9.99
6.99
10.99
3.99
6.99

999

13.99
999

13.99

999

BSS Jane Seymour
Buck Rogers'
Budoloon
Coprive
Carrier Command
Corrado,

16.99
19.99
16,99
1499
14.99
16.99

Ghouls and Ghosts 1 6 . 9 9
Gold of Aztecs 1 6 , 9 9
Golden Axe 1 6 . 9 9
Gravity 9 . 9 9Gremlins 2 1 6 . 9 9
Grimolood 4 . 9 9

Murder

Rabocap 2"

999 Chaos Strikes Bock' 16.99 Gunboat" 1 6 , 9 9
Narc• 6.99 10.99 Chase HO 16.99 Gunship 1 4 . 9 9New Zealand Stour
Off

699 9 99 Chase HO 2" 16.99 Heelball 2 1 6 . 9 9
799 9.99 Chuck Yeager' 16.99 Hard Drivin 2 • 1 6 . 9 9Road Rom"

Operation ThunderboltIngenues
Predator 2*
Puzenic"
Rambo*
, 
I s l a
n d s

Red Storm Rising
Rick Dove/tors 2

699
9.99
7.99
7 99
6 99
9.99
699

9.99
1)99
11099
10.99
9.99

13.99
9,99

Codererne iceman (1Me9)
Colonels Bequest (1Meg)
Combo Racer
Commando War'
Conquest Camelot (1Meg)
Cp o ro t
io n

29.99
29.99
16.99
16.99
29.99
16.99

Heroes Quest 2(1 Meg) 2 9 . 9 9Heroes 1 9 . 9 9
Heroes Guest (1Meg) 2 6 , 9 9
Highway Patrol 2 1 6 . 9 9
Higsfor 1 6 . 9 9
Hollywood Collection 1 9  99

Riabocop 699 9.99 CricIet Captain 16.99 Horror Zombies' 1 6 , 9 9
Sego Mosier Mis• 999 13.99 Crime Wave 19.99 Hounds Of Shadow 7 _ 9 9
Shadow Warnors 6.99 9.99 Cruise for a Corpse' 16.99 Hunter Killer 4 9 • 9
Skate or Die 299 5.99 Curse Of Azure Hydra' 1 3 . 9 9Sly 6.99 9.99 Bond, 19.99 mpenum 1 6 _ 9 9•

Spidennem •
Spy Who Loved Me
Steam FighterStrider 2'

6.99
6.99
6.99
9.99
6,99

9.99
9 .
9
9
9.99

13.99
999

Do YesMegr.
DAS*
Days a l Thunder
Death Trap

16.99
19,99
16.99
16 99

Impossamole 1 3 , 9 9
diaropalas 500 1 6 . 9 9

ndy Jones Adion 1 3 . 9 9
nal)
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9

Stunt Car Roost 6.99 9.99 Deluxe Music Can Kit 69.99 ndy Jones Hint Book 5 . 9 9
Subbases 6.99 999 Deluxe Pinirit 3 59_99 P. 3D Tennis 1 6 . 9 9
Tetionse Muster, Turtles' 8.99 13.99 Dick Tracy' 16.99 t Soccer Challenge / 6 , 9 9Time Machine 6.99 9.99 Dragons Lair ',Meg' 26.99 terceptor 7 . 9 9TN T •
Total recoil'

9.99
7.99
6.99
6,99
9.99
6.99

13.99
999
9.99
999

13 99
9.99

Dragons lair 2-Singes Castle 26.99
Dragons Lair-lime Warp' 2 6 . 9 9
Dragons Of Flame 1 6 . 9 9
Dragon Strike' 1 9 . 9 9
Dragons Won,' 1 6 _ 9 9
Dungeon Master 11 Meg) 1 6  99

9.99
Ivan 1 6 . 9 9
Jock Nicklaus Extra Courses 9 . 9 9
Jack Nicklous Golf 1 5 . 9 9
Jock Nicklaus Unlimited Golf 19.99
Judge Dnedd• 1 3 , 9 9

Turncon r
Untauchabke
Wheels of Fee
ZOte •

Cl3M CARTRIDGES
Duster'
Dynomite Debugger'

16.99
16.99

Keel The Thief 7 . 9 9
Keel The Tilsit Hint Book 5 . 9 9

Edition One" 16.99 Kennedy Approach 1 4 . 9 9
Relbacap2 16 99 Elite 14.99 Kick 011 7 . 9 9
&Amon /stone 16 99 Emlyn Hughes 13_99 Kock OR 2(1 Meg) 1 4 . 9 9
Chose t-032 16.99 Er4q, Hughes Quiz* 13.99 Kick Off 2 Wor ld

-
Cup 
1 4  
9 9

Navy Seats 16 99 Epic" 16.99 IGIling Game Show 1 6 . 9 9
16 99 Escape From Coklitt" 16.99 Klax 1 3 . 9 9

ol Beast 16 99 Escape From Robot Moonless 13.99 K 0 2-Final Whistle" 8 , 9 9
Cyberboll 16 99 E-Swat 16.99 K.O. 2-Giants of Europe' 7 , 9 9

Eye Of The Beholder* 19.99 2-Return To Europe' 7 _ 9 9

TIRE AM/GA

K.O. 2-Winning 5.9'9

Loctirs'
Knight of the S 9.99
Legend of Billy i k l e i • 6.99

6.99
line S t
'  e  
'

6.99
Loom 9.99
Lords Of Chaos' 8.99
Lost Patrol 6.99
MI Tank Platoon 21,99
Magic Fly* 16.99
Magnum A 16.99
Maniac Mansion 1499
Motrix Marauders' 13 99
Mean Steen 19.99
titicroprose Soccer 1.4.99
Midnight Res,sionce 16 99
Midwinter 19 99
Mg 29' 19.99
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t
c
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1
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*
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°

13 99
1699

Murder 16.9'9
Music IC Inc. 6999
Nero* 16.99
Navy Seals' 16.99
New leoland Story 16.99
Nightie-0rd 16.99
Nightbreed RPG 16.99
Nightshih• 19.99
Nitro 16.99
Obius" 24.99
OR Rood Racer 16.99
Openation Harrier* 16.99
Operation Stealth 16.99
Operation Thunderbolt 16.99
O p e rati o n  W0 1 1 14.99
Oriental Games 16.99
Outrun 7.99
Overran (1 Meg)' 19.99
Pang" 16.99
Paradriod 90 16,99
Platinum" 1699
Player Manages 12.99
Plotting 1699
Pod Of Radiance 19,99
Populous 16.99
Populous Promised lands 7.99
Powerchome 7.90
Powerrnonger' 19.99
Predator 2' 16.99
Proiedive 16.99
Puzznic• 16.99
Rainbow Islands 16,99
Reach For The Skies' 16,99
Resolution 101 9.99
Rick Dangerous 7.99
Risk Dangerous 2 16.99
Rol:0mo 15.99
Rabocap 2" 16.99
Rod
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S t
a r  
A
t
e  
M
y  
H
a
m
s
t
e
r

4,99
Rocky Horror Shaw" 16,99
Rogue Trooper" 16.99
Rolling Thunder 7,99
Rototor• 16.99
Rotox 1699
RVF Honda 14.99
Search For The King' 16 99
Sectet of Monkery Island' 19.99
Secrets Of Luftwaffe" 19,99
Sega Mater Mix' 7999
Shadow of Beast 2 26.9'9
Shadow ot The Besot 14.99
Shadow Sorceror II Mogi' 19.99
Shadow Warriors 16.99
Silent Service 9.99

PREMIER MAIL ORDER

Tournament Golf'
Torvok The Warrior
Total Recall'
Toyota Calico*
Track Suit Manage

r Is1;1 Dizzy
Turbo Challenge
Turbo Outrun
Turncon 2"
TV Sports Boseball•
TV Sports Basketball
TV Sports football
Ultimate Ride'
UMS 2
UN SquadronUnreal
Untouchables
Atone'
Menus Fly Trap
Walker*
Wheels Of Fire
Wikl Fire'
Wings (1 meg(
Wings OF Fury"
Wolf -
P a c
k '
Wonderland*
World Champ Soccer" 1 6 . 9 9
World (loss r d  7 . 9 9
Wrath Of The Demon' 1 6 . 9 9
Xentimorph 1 6 9 9
Xenon 2 Movables, 1 5 . 9 9
Xighot 1 6 . 9 9
Zany Golf 7 . 9 9
Z -Out' 1 3 . 9 9

1 P
1 1
1 1
1 1
1 1
1 1

Si worm rv• 1 6 . 9 9
Sun City 1 9 . 9 9
Sirn City Terrain 1 3 . 9 9
Sisnulcra' 1 6 . 9 9
Skate or Die" 1 6 . 9 9
Skull and Crossbones* 1 3 . 9 9
Sly Spy 1 6 . 9 9
Soccer Mania' 1 6 . 9 9
Space Ace 2 6 . 9 9
Speedball 2' 1 6 . 9 9
Spellbound* 1 6 . 9 9
Spider-rron• 1 6 . 9 9
Spy Who loved Me 1 3 . 9 9
Star Trek V• 1 9 . 9 9
Starflight 1 6  99
StarRight Hint Book 5 9 9
Steven Hendry' 1 6 . 9 9
S I
0
1
6
9
9 .  
1
6
.
9
9

Strider 2" 1 6 . 9 9
Stun Runner* 1 6 . 9 9
Shiest Car Rocer 9 . 9 9
Subberteo 1 6 . 9 9
Super Cars 1 3 . 9 9
Supremacy' 1 9 . 9 9
Swords ofTwolight 7 . 9 9
Swords of Ivnlight Hint Book 5 , 9 9
Teorn Suzuki' 1 6 . 9 9
Teen Tankers 1 9 . 9 9
Teenage Mutant Turtles' 1 9 . 9 9
Test Drive 2 1 6 , 9 9
Test Drive 2 Califon-no Choi' 9 . 9 9
Test Drive 2  Muscle Cars 9 . 9 9
Test Drive 2 Super Cars 9 , 9 9
The Immortal 1 6 . 9 9
Theme Pork Mystery 9 . 9 9
Thier Finest Hour 1 9 9 9
Tie Break 1 6 . 9 9
Time Machine 1 6 _ 9 9
TNT 1 9  99
Tole* 1 6  99

16.99
16.99
1699
16.99
7.99
4.99

16.99
16.99
16.99
19.99
14.99
12 99
19.99
19 99
16 99
19.99
16,99
16 99
13.99
16,99
19.99
19.99
19.99
13.99
19.99
19 99

BLANK DISCS

Unbranded
lo X 3.5' DSDD • C5.99

20 x 3.5' DSDD - E10.99
50 x 3.5"
. 
D S D
D  
-  
E 2
3 .
9 9

100 x 3.5' DSDD - E49 99

Branded - TDK
DSDD E1.25 Each

5.25' DSOD • E0.75 Each.

JOYSTICKS

Quickioy Jettighter
E10.99

Cheetah 125+ -
E6.99

Cheetah Mach 1 -
E9.99

Ouickloy 2 Turbo -
E9.99

Quickshot 3 Turbo -
E9.99

AMIGA A500
SCREEN GEMS

PACK

Nightbreed, Days
Of Thunder, Back
To The Future 2,
Deluxe Paint 2,
Shadow of the

Beast 2
ONLY £36999

SOUND
EXPRESS

The Ultimate
Amiga Sound

Sampler. Put Your
Favourite Music

on to Disc!
ONLY £34.99!

E.A. SPECIAL
OFFERS

Amiga - Only £7.99
Each!

Bards Tale 2
Powerdrome

Zany Golf
Interceptor

Ferrari Formula 1
Hounds of Shadow
Swords of Twilight

Keef The Thief.



MORT FUZZY :  Eh? What's a
bike got to do with Creatures?
MILL WIJIZZIrt Erm, well on
one of the games  torture screens
there's a fat creature who cycles
to generate electricity to drive the
circular saw which slices Chaz in
half
B I M  Highly  logical, Bill
BILL:  Apart  from that. I reckon
most folks would rather win a
bike than a fluffy creature —
especially one that's already
been sliced upt
B U M  What, a sliced bike?

Somehow, in between writ ing the
'Creature Feature game diary.
stuffing themselves at Burger
King, and going out
nightclubbing, the Apex boys
managed to finish programming
Creatures. Surely one of the
cutest games of all time,
Creatures stars the one and only
Clyde Radcliff who has to rescue
his Fuzzy Wuzzy friends from a
variety of fiendish torture
devices.

However, even with the
thumbscrews on, when we asked
ever- generous Thalamus to do a
competition they said. 'On yer
biker So that's the first prize in
this crazy comp! Of course, a
Gold Medal-winning game
deserves the best kind of  bike
around. A rusty old tandem lust
wouldn't do: it had to be a mega-
tough mountain bike, equipped
with 21-speed Hyperglide gears,
Shimano brakes, wishbone forks.
and Quick Release sealed hubs.
15 runners-up will get copies of
Creatures (C64 or Amiga — state
which machine you own).

Ah, but what do you have to do
to enter such a crazy, radical,
electrifying, amazing, terrific.
unsurpassable, ravishing,
entertaining, splendiferous
comp? Simple — ring this
number:

0 8 9 8  5 5 5 0 8 5
(Calls charged at 33p per min off-
peak, 44p per min
standard/peak)

...and listen to the three easy
questions. (Alternatively dial 192
and pay 42p to be insulted by a
sarcastic old twig.)

Write your answers (plus
which machine you own!) on the
back of a postcard (or sealed
envelope) and send it to
News field, CUDDLY
CREATURES COMP ZAP!,
Ludlow, Shropshire $Y8 1,1W.

Usual competit ion rules apply
arid entries must reach us by
January 24, at the latest.



US GOLD ROARS ONTO
THE RACETRACK AGAIN.

seiedian screen allows you a choke 01 geolboves; choose
seven and the cars go losteri

8 2  N I  z z A r t  J ANu Attv  to g s

With a  Sizzler conversion of
the potential number one for
Christmas under your belt its
all too easy to rest on your
laurels, But Sc,  programmer
Grant Harrison h a s  aga in
been called upon by Probe to
tackle an impossible coin-op
conversion, this time for US
Gold Sega's Super Monaco
GP combines the realism of
Hard Onvin's manual gears
with the renowned speed o f
Sega con-ops Du e  on your
C64 a b o u t  Ma rc h  t ime .
ROBIN HOGG spoke with
Grant about the racing spirit

Another racing game s o
soon after SC!: too much
too soon, don't you think?
How long have you had this
time?

I've had about 16 weeks and
I've got until the middle o f
December t o  fin ish i t  I t ' s
about right — with SC1 it was
quite tough suddenly finding
out it had to go on cartridge. I
knew about the Monaco con-
version fi ve  o r  s ix  weeks
before finishing SC!. Unfortu-
nately I ' m getting royalties
from Murder only, you always
find with coin-op conversions
that there's a  straight sum
only since there's always third

*  Graphic artist Nick Cook shows off his Mutt The finished loading screen might have animated cars,

parties involved

The basic road routine tech.
niques, o r  a t  leas t th e
approach to  programming,
must be  already i n  there
with SC! and Turbo before
It, I take it?

'A lot of it is. at least the ideas
were and I  didn't have to sit
down beforehand and work it
all out from scratch Bu t  the
road routines h a ve  b e e n
rewritten to allow for the lest-
person perspective, screen
size and the mirror at the top
You've got about eight or nine
characters for the dashboard
with three characters for the
mirror and then thero's the
revs counter on the left I 'm
trying to get as much as pos-
sible on screen without losing
process time

'As for memory allocation.
well the sonics are going to be
stuck in at the end. It's still at
the stage where everything's
place Is not totally defined,
there's about 4 0 K  f o r  the
graphics including those o f
the road effect itself. the actu-
al road routine is quite mini-
mal. I 'm writing a  routine to
strip it down to allow for more
graphics and sound effects
The Maniacs o f Noise could
be doing the music.'

A first-person view is differ-
ent to the norm, how are
you coping with a  lower
viewpoint?

That's working qu ite  we ll,
because there isn't as much
road to calculate, it runs faster
than SCI but you lose some of
the processing time having to
calculate for the mirror at the
top of the screen so they tend
to balance one another out.
The mirror isn't a problem as
itsc i  mini-version of the road
ahead, but in reverse.

At the end of a  project I
tend to analyse what been's
done and often think It could
have been faster. Looking at it
now, Monaco WILL be faster
than SC!, the way the back-
ground i s  built u p  and the
road bars create a convincing
sensation of speed

'The biggest thing t o  d o
now is to get as many cars on
screen as possible The multi-
plexor i s  going to  have to
work ovenime to do it there'll
be more than one or two cars



but when there's one  car
close up it'll have to cut down
on the overall number of cars
on screen because o f  the
number of sprites needed for
it. If you've got five cars in the
distance and one car pulls
back, one will go forward to
compensate: there's an inter-
nal counter to keep track of
the cars round the course.
The tunnel and the cars are
going to have sparks coming
out the back

'There's one track in the
coin-op. and on the Genesis
(Sega Megadrive] version
they had more memory so
they put in extra tracks and
wet conditions If at the end of
the development w e  have
memory left there may well be
exits tracks and I 'd like to
have the wet tracks, I  don't
know at the moment.'

The cars were digitized in
the coin-op. how are you
getting round this?

If you have digitized graphics
then there's too much on the
sprite definition front for i t
They're not digitized on the
Genesis version and it's the
same for the C64 The  cars
aren't much of a problem, the
problem i s  with the  s ide
graphics. They're huge graph.
les in the coin-op and on the
C64 they're going to have to
be smaller. It'll be closer to the
Genesis version with five or
six frames of animation for
each, more like SC/. currently
there's about a dozen types of
side graphic I've only played
the arcade game once and
had the video of the game but
mainly I  used the Genesis
version as its a  duplicate ot
the Monaco GP track

'The good thing a bout
Monaco is that it's going to be

one load. it's  quite nice to
have a game without reload.
mg or tape access but there
will be a load at the beginning
where, if you've ever seen the
coin-op you'll know what d is
-there's a  girl in a  swimsuit
holding up a board with cars
behind. That'll be in there.

'The game will have three
main gear options, automatic.
five gear a nd seven gear
options I  originally had it as
forward to change gear, back
to change down and tire to
accelerate but alter speaking
with U S  G ol d thi s  w a s
changed to forward to accel-
erate and fire to change up
gear a nd back to  change
down, which works well

'There's also the qualifica-
tion round where you race
against one other car to deter.
mine your starling position.
Then there's the race itself
against up to fifteen other cars

it hasn't been decided how
many yet

After tw o driving games,
wilt you be doing something
different for your next pro-
sect?

I'd like to think this is the last
racing game I'd do on the C64
as there's been quite a  few
.(You're telling met R o b ]
I've a  lot of projects in my
mind but what I'd really like to
do Is a cross between arcade
and strategy
. i t s  
n i c e  
t o  
h a
v e

a bil of both but if I did it i t
would have to  be  on the
Amiga

Sega Super Monaco GP i%
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by US Gold on the C64
(C 10,99 cassette/C15,99 disk)
and Amiga (E24,99). A C64
cartridge version is under dis-
cussion,

AP P O S I T I O N



TURBO OUTRUN'
The speed you need

and all thrills you want,
come together in the

most incredible
driving game yet. An

astonishing
conversion which

should not be
missed"C V G  C64,

Ede onA VM,
28, Amstrad & S
and disk, Atari
• LTD. Uturs 2 /3  Half

own 136 7AX Tel:

w r ,ffi
W A A C T fl   ( a I  k



Z Z A P !  T E S T !
•  US Gold, C64 E I 0 .99  cassette, E I 5 .99  disk; Amiga E 24.99
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most likely of high-tech
heroes. Nerd of the first

order and TOTAL computer
addict, Chip has a problem with
computers, namely he can't gel
enough of them. With
computers on his mind 23
hours a day (with 1 hour  to
recharge his batteries) Chip
has little time for the real world
and girls. Melinda the Mental
Marvel being the only source of

his admiration in between
hacking. When Melinda came
up to him in a café arid offered
him membership to the
exclusive Bit Busters computer
club, well, Chip jumped at the
chance to join (and to get the
chance to discuss the
intricacies of interfacing with
Melinda as well).

To join the club, Melinda set
the challenge for Chip to work
his way through 144 of the

it °Vitt

Atari Lynx games ore few and for between but those
that are around are excellent, including Chip's which
features some incredibly complex puzzles and, of course,
fiendishly addictive gameplay. A good intro with the
chips falling into place to form the name bodes well and
the game doesn't disappoint with codewords and
messages from Melinda every 10 levels. In keeping with

the Lynx original, the graphics are tiny but at least they're colourful,
small but varied. Also the screen display is very small to avoid
showing too much of the maze, but during play I was so wrapped
up in the problems of each level that I didn't really mind this 'the
Amiga version gets round this with a status panel and slightly larger
graphics). Stuff the mediocre graphics, Ws the structure of the game
that makes it work so well. Learning the game's mechanics and
principles through the start-up 'lesson levels' draws you in and by
the time you've mastered these and ore ready to move onto the real
challenge, you're hooked. Totally addictive stuff.

* Chip has the red key to open the door. The red bombs must be avoided_
Amiga)

most intriguing. brain-bending,
hair-tearing, mind-boggl ing
puzzles devised for computer
freaks. Chip's task begins
relatively easily with a number
of 'lesson levels showi ng him
the ropes and introducing
objects to use to overcome
obstacles. On most levels our
silicon saviour has to collect a
number of chips and then find
the exit. Coloured keys are the
basic objects to pick up and are
used to open correspondingly
coloured doors while switches
activate sliding doors,
deactivate fireball-making
machines and push deadly
tanks into safe positions.

A t y p i c a l l y
compulsive Lynx
game, Chip's has
been faithfully
converted on both
machines. B u t
don't be put off by

the tiny C64 play orea, or the
rather simple Amigo graphics:
it's the incredibly addictive
action that matters. 144 well-
thought-out and extremely
varied levels (plus five hidden
ones!) provide a  huge,
enjoyable challenge — with
the password system avoiding
the frustration o f  level
repetition. Some of the levels
are incredibly devious,
requiring a  great deal of
logical thought to get past the
various hozords. Others ore
simply a race against the
clock. Chip's is so much more
than the simple maze game it
first appears to be: it's a
veritable box of puzzling
delights that will fascinate and
keep you up on many a
winter's night. This is one
challenge you can't afford to
ignore.

The problems really start
piling on with the arrival of fire,
water and Ice hazards. Fire and
water can only be safely
negot,atectwhen Chip holds the
relevant shield, while without
spiked boots ice is very
slippery! There are also one-
way conveyor belts — disabled
with a magnet. Water can
sometimes only be crossed by
pushing dirt blocks into it to
build a bridge. Some levels are
divided into sections, linked by
teleports. And to really throw a
spanner in the works, there are
thieves around who are quite
willing to relieve Chip of all the
objects he carries.

If Chip really gets stuck then
a question mark tile found at
the level start can be stood on
to give a cryptic clue towards
completing the level. A
password system allows Chip
to restart on any level reached
so far.

e l m i g e n
PRESENTATION 8 5 %

Same as CM
G RAPHICS 7 8 %

Simple but alieechve.
SO U N D  7 1
4
V °

Pleasant tune
aookmaurir 85%

instantly addictive_
LASTABIL1TY 8 8 %

A bog chollenget theirs hard to Wove
alone

O V E R A L L
11211 4 1 5 •
4 111 2
11 0 1 0

A fascinating conversion.

C a
PRESENTATION 8 8 %

Nice intro ond excellent possword
system. Messages horn Melinda.

Inabrousive multlood
G RAPHICS 7  8 •/•

A saKill display. Plenty of variety.
though

SO U N D  7 3 %
Good tune_

HO O KABIL IT Y 8  5 °l•
Good introductory levels get you

hoolied
LASTABILITT 8 8 %
onto one of the biggest chollenges

le Vfq

O V E R A L L
4 1 5 •
4 1 1
3
4 E .

Tremendous puzzling Ism

Z Z A P  I J A N U A R Y  1 9 9 1  I N  8 5
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he knows IV Of course,
our Ems already had...EdMOIL

The ' a r c a d e '
element of Emlyn is
a n ice  touch,
adding s o m e
originality to a
tired format, but
unfortunately the

graphics ore Spectrumesque.
As with most quiz games it's
good fun initially, especially if
some friends are there to shout
help and criticism, but the
questions soon wrap around.
It's also less than inspiring
playing for 10p pieces, the pub
Feel suggesting Pub Trivia
Simulator, which is about as
good for a mere E2.99.
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who just love to bounce.
Of course, even

bouncing against a wall can get
boring after a while so the two
balls like to do something more
exciting. Yes, they like to
squash monsters by landing on
them in 80 wall and platform-
filled screens. However, the
monsters must be squashed in
the correct order (an arrow
points at the next one.
Squashing the wrong monster

Z Z A P I J T E
•  Audiogenic,
C64 E I 0 .99
cassette, E141.99
disk

his own computer  footy game.
So his second licence is a bit
different, a general knowledge
quiz to tackle your brain.

The game board continually
scrolls right, pushing your
counter nearer the left hand-
side 'lose bar  — you must get
to the 'win' bar on the right.
Some of the board squares are
empty and can be moved
across at will; others, like rising

•  Audiogenic, C64 E10.99 cassette,
E I 4.99 disk

III-IIELTEIR •
S K E L T E M

results in him spiking Into two
smaller creatures — making the
screen more difficult to
complete within the short time
limit.

One or two players control a
ball by moving left/right and
pressing fire to control the
bounce — as the ball falls to
Increase it; as it rises to lessen
it. Occasionally, tokens appear:
their effects include stopping
the timer, freezing monsters
and making them all

*  The next monster to squash is the top-right snake with the arrow abovehim.
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pyramids and spinning
diverters, hamper your
progress. Question squares
give you a multiple choice
question which must be
correctly answered to proceed.
Other squares contain bombs
to destroy question squares
and inverters which mean you
must get the questions wrong!
Along the way, you'll also find
coins to collect — at the end of
the level these must be won by
answering several questions

I like a good quiz game and the questions in &tip are
challenging enough — at least the first time around. The
game's 'arcode' element is more a tactical one: choosing
a route across the board to get the most money without

•I taking too much time — things can get reolly hairy when
you're continually being edged towards the 'lose' bar.
Nonetheless, Emlyn's appeal is strictly short-term:

although t  kept me entertained for On afternoon, I managed to get
to the last screen in just a handful of attempts.

str Your cursor is being pushed perilously near the lose' bar.

‘_

squashable. Collecting the
letters E-X-T-R-A earns a bonus
bail.

After every ten screens a
password is given. A screen

Heiler garnered
plenty of praise on
the Amiga almost
two years ago,
and this conversion
is am az in g ly
faithful u s i n g

overlays to produce sharp,
clear graphics. Gameplay is
completely manic, with the
most careful laid plans soon
disintegrating into utter panic
as time runs out. Imaginatively
varied levels, a superb screen
designer a n d  a  g reat
simultaneous two-player game
make this o fun game which
will appeal to everyone.

within a time limit. Cash must
be won as there's an entry fee
for each level.

At the end of e4ght levels
there's the 'master game' — a
grid of question squares where
six gems are hidden.

PRESENTATION 4 2 %
Extra question blocks to load
G RAPHICS 4  5%

Functional plon view
.SO U N D  4 0 %
A few linie tuneless,

mooKAmurt 68%
Quite fun at first..

LASTABILITY 4 4 %
–but soon gels repetitive.

O V E R A L L
aW• A
11
1 .
1111
.
6 0 • r i
c o o

Overpriced quiz game

How can anything as frustrating as this be so addictive?
Rather like E-motion, Heller Skeiter is incredibly annoy-
ing at times, with the tiniest of mistakes punished by the
total mayhem caused by creatures splitting into two.
Worse still, the control system is also difficult to master
with your bouncy ball seemingly having a life of its own,
ricocheting wildly around the screen. After a few goes I

did manage to get the hang of it but with ever shorter time limits, the
later levels proved even more frustrating and I eventually gave up —
before my sanity did,

designer allows you to create
your own screens which can be
saved to tape/disk.

PRESENTATION 8 0 %
Simultaneous two-player mode,
passwords, easy-Keuse screen

designer.
G RAPHICS 6 8 %

Simple, but varied backdrops and
creatures,

SO U N D  5 4
6
/ •

Spot FX and some tunelets.
H O O K A B IL rn t  7 0
0
/ s
A foirly easy opening to the game

mokes lot rapid addiction
LASTABILITY 7 1 %
80 screens pose a big challenge.

password system avoids repetition

O V E R A L L
WPrICII0
41
E
111

A fast, fun and pkryoble arcade puz-
zk
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•  US Gold, C64 E 10 .99  cassette, AE I 5 .99  disk; Amiga E 2 4 .9 9STRIDER 2
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evil Red Lord, the athletic
Strider now faces an

even tougher  mission. Horror
of horrors, aliens have
kidnapped a world leader. 'So
what? asks Strider. 'Why
should I bother rescuing some
grey-haired politician?'
* US Gold's Strider /I sees our hero climbing ropes while slashing at his

enemies with that famous laser sword. (Amigol
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Yr%
* Strider dons robo-annour to take on an end-level baddie. (C64)

Perhaps because this world
leader just happens to have a
36-24-36 figure? 'Ah, well, now
you mention it, I'd be failing in
my duty if I didn't!'

So off the cartwheel ing hero
goes, to battle through five
multi-directionally scrolling
levels on the planet Magenta,

Sequels are often disappointing but Amiga Strider His a
real downer after the impressive original (96%, Issue
54). The glorious range of graphics has been much
reduced, Strider himself seems a bit smaller with less
animation. The laser pistol is also a bit awkward to use
and makes the sword virtually redundant.
Where there should have been a change is the music, its

identical to the original!
Even though the CM gorne looks like the disappointing Black Tiger
with no overlays, it all moves well — especially important for those
athletic somersaults which Strider specialises in. Unfortunately both
versions' garneplay is dated and unoriginal: it's all up and down and
across, exploring unexciting mazes for the route through. The loser
sword is still pretty, but overall Strider Ii is a step back, not forward.

I love the whole look of the Strider cain-op, the
imaginative mix of Japanese, Islamic and European
architectural styles creates a memorable game. A year
on, Tiertex came up with an original sequel:
unfortunately the game has a boxy feel and a lack of
variety which some nice touches, such as the missiles
and birds, can't realty compensate for.

On the Amigo, the amount of detail has been increased, but the
graphics ore designed For the ST and compare badly with Turricon or
RoboCup IL Combine this with a high difficulty level, which sends
you bock to the start of the level each time, and you soon lose
interest.

The C64 game is a bit better — the big, somewhat blocky
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level confrontations ore made dull with Strider turning into a sluggish
tank-like robot. High difficulty also makes the maze side of things
irksome.

Of course. the place is crawling
with energy-draining nestles —
including missile-firing robots
and deadly flying birds — so
Strider takes along a laser gun
plus his huge sword (which
also comes in useful for slicing
bacon — yes, we can
exclusively reveal that Strider
owns a butcher's shop,
currently running a special
offer on alien mince!). The
hero's incredible gymnastic

abilities come in useful for
leaping over baddies (doing the
obligatory cartwheel — flippin'
show-off!) and climbing up
ropes, chains or even walls.

At the end of each level,
there's a huge mega-bath:Ile, for
which Strider can magically
change into an armoured robot
— its strength determined by
how many special icons Strider
has picked up during the level.

The five levels are: a large
spaceship, two huge towers,
underground caverns, a
generating station and finally,
the alien complex climaxing in
a glorious reunion with that
world leader — by the way, we

Z Z A P !

were lying about her vital
statistics; it is, in fact Mrs Tt
'Aaaarrrrghhh!'

C O  A
PRESENTATION S O%

interlevel bombe scre
e
n, o
k
a y  t i t l e

screen and reasonable multilood.
GRAPHICS 6 8 %

Fast and nicely animated sprites,
backgrounds ore blond though.

SOUND 4 2 %
The tune was great in the original,
but coukIn't they do a new one tor

the rust?Hooluumrr 67°/*
Reasonable fun, irs alw
ay
s 
e n j o y a b l e

doing cartwhe
el
s..,

LassAmurv 65%
Five levels provide a substantial

challenge, although gomeplay variety
is limited

O V E R A L L
4elo 415 .
11121
' . . ,0" :
1010

Better than it predecessor, but still
not that good.

PRESENTATION 7 4 %
Lengthy text/ken intro, but no

interlevel screens
GRAPHICS 7 3 %

Deki61 backgrounds, same nice
imaginative touches but lacking the

bog ideas of the original.
SOUND 7 8 %

As reusing as before, but why not a
new tune?

HOOKARILITY 6 7 %
Level one is o

LASTABILITY 6 4 %
but five levels provide a big, and

very tough challenge

A disappointing sequel.

J A N U A R Y  1 9 9 1  8 7



THE AMAZING SPIDERMAN
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holding Spidey's wife,
Mary-Jane, hostage in

the Rockwell Film Studios. Your
friendly neighbourhood web-
Slinger immediately goes to the
rescue. But the route to
Mysterio's lair is filled with
traps and plenty of energy.
draining nestles. Spidey can
temporarily freeze these by
firing webs which he can also
swing from and climb up. Most
times though,  he simply walks
up the wall! Apart from various
creatures, the main obstacle to

Spidey is an odd
little game. The
emphasis is very
much o n  t h e
puzzles, switches
are scattered all
over the place, but

for this sort of game you need
speed. Painstakingly climbing
over chairs and desks soon
gets irksome, while the tiny
sprites, limited animation and
sportan screen graphics mean
t h
e
re
' s  
l
i
t
t
l
e  
i
n
c
e
n
t
i
v
e  
t
o  
p
e
r
s
i
s
t
.

Puzzle-loving webhead fans
might find this acceptable, but
its appeal is limited otherwise.

After Empire's lost
Marvel game —
the appalling Dr
Doom's Revenge
(48%/26%, Issue
6 0 1
-  
S p
i d
e r
-
m
a n

is an improvement,
but not much. The webbed
wonder is made to  look
ridiculous, a tiny sprite who
crawls over furniture rather

falls head-first onto thethan walk past it and r7
o
u
c
t
,
t
r
i rly

—
if it wasn't so hilarious it'd
break any Marvel fan's heart,
Gameplay-wise, it's simply a
matter of exploring, switching
switches ond webbing the odd
creature. Not awful, but hardly
Marvellous.

Z Z A P I  T E S T !
•  Empire, C64
£ 9 .9 9  cassette,
E I 4 .99  disk;
Amiga £ 2 4 . 9 9

Spideyrs progress are the
barriers and doors which can
only be opened by finding the
relevant switches. However,
some traps — like electrified
floors and spikes — are also
activated by switches.
Additional hazards include
slippery and magnetic
surfaces, as well as
holographic illusions.

C O 4 1
PRESENTATION 4 4
Nke 'Spidey Quiz' security sys

good loading screen, control •
single load after options

GRAPHICS 3 8 %
Tiny scenes, most al them pearl

anuncried, on sparion bcKkgrou
SOUND 4 4 %

Okay title tune, sparse in-game
H OOK A B ILIr t  3 8

Uninspiring and sluggish start.
LASTABILITY 4 4 °

..but if switch-puzzles ore your
Of thing, there's a big game here

y o u

O V E  WILLI
Aga- .
1 1
c
1
i s o r
i c

A sluggish puzzle game fails to c
lure Spicley s charm,

i  c o
PRESENTATION S e %

Cartoon skip Wm. Save game,
GRAPHICS 3 8 %

The Wakes of dull backgrounds
doesn't really give a 16-bit feel.

SOUND 4 7 %
Good title tune. okay iniarneNoomumeyy 36%

Same as C64
LASTABILITY 460%

Some as GM.

O V E R A L L
ge l lACIP
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lihm, a dull C64 game really.
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•  Demark, C64 E 9 .99  c a s s e t t o , A IE I 4 .99  disk
T H E  S P Y  W H OLOVED ME
0  rice again 007 must

save the world, only on
the C64 his task has

been made easier by the
absence of three Op Wolf-type
sections featured on the Amiga.
What's left are four vertically
scrolling shoot-'em-ups.  Level
one sees Bond driving his
Lotus while under attack from
Stromberg's allies. Avoid or
shoot the baddies and collect
0-tiles. Half way through the
section the Lotus is exchanged
for a speedboat.  Level two has
Bond back at the wheel of the
Lotus. new features being a
helicopter and 0-van,  Inside the
van, 0-ti les can be swapped for
additional weapons and the
vital sub capability. Once the
latter is bought the Lotus can
dive off a pier for Level 3. This
has the Lotus battling divers
and subs on its way to blast
Stromberg's base, After this,
Bond gets on a wetbike to take
on a variety of boats and ships.

What went wrong?
Dropping the Op
Wolf-type stages
may save mult-
Hooding hassle,
but c e r t a i n l y
doesn't h e l p

variety or lostability. Couldn't
Domark have kept one such
scene to finish the game? The
vertically scrolling levels are as
slow-paced as their Amigo
counterparts, but lacking that
version's graphical detail and
variety. The underwater section
is probably best, but the
wetbike scene i s  v e ry
repetitive, as is the game as a
whole — wrapping around
once finished. All in all, a
missed opportunity.

CM Spy turns out
to be a disappoint-
ment with jerky
scrolling, sluggish
car movement and
a for too laid back
game pace. There's

a jet bike and underwater
scene in there but there's sim-
ply not enough action. As for
the 'tune', oh dear. Quite
where all the cars went from
level one I'll never know, and
what happened t o  t h e
Operation Wolf style screens?
To make it a single load, Spy
has been frimmed dramatical-
ly, leaving too few levels with
repetition ruling.

PRESENTATION 4 2 %
No multikked, but otherwise

disappointing.
GRAPHICS 6 3 %

Some nice megerbaddies on Level 3,
but generally sparse, uncle's:oiled and

disappointing.
SOUND 3 9 %

Limited FX and an optional, but poor
007 theme rendition.

HOOKABILITY 4 5 %
Level one is possibly the worst, with

its latter half requiring same painfully
slow manneuwing.

LASTABILITy 3 6 %
Later levels are better, but lock of

variety means you're unlikel
y t o  p e t •

O V E R A L L
= I I  4
c ' ' . .
. /
r o p .

An uninspiring and unambitious cat
,version. Licence b kill was much bet-

ter.
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SILICA S H O P  OFFER Y O U
FREE OVERNIGHT COURIER DELIVERY On  a ll hardware Orden Shipped in the UK.
TECHNICAL SUPPORT HELPL ONE Te a m Ol Amiga technical experts at your Servos
PRICE MATCH. We  normally match COMpetilors on a  -
S a m e  p r o d u c t  •  
S a m e  p u c e  
s '  
b a s i s

ESTABLISHED 12  YEAR S Prove n track record in prOleastonal computer w e e
CI3e TURNOVER &M P 6 0  sta ff)! Solid and reliable with maintained growth
EILISINESS/ECLICATIONIGOvERNMENT: Volume diSCOunts available tor large orders
SHOWROOMS DemonStratiOn and training facilities at our London & Siclcup branches.
THE FULL STOC K RANGE: All ot your Amiga requirements from one supplier
FREE CATALOGUES 7 Will be mailed to you with otters and sollwartOperipheral details
PAYMENT, Sy coeh, Cheque and a ll major credit Cards
CREDIT PAYMENT TERM S: Silica  are licensed credit bro,,,..k•ire • return Coupon tor details_
S e tae  yo u  CISCO . wh e n  to  buy yo u r nIssi Amoco compute r. me  su p p e o  yo u  th in k ve ry Ce te ra' ly e to ta WH E R E
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A500 BATMAN PACK

The Commodore ASOD Batman Pack ming
su re ty ran k e s one  of the  MOGI Do Pe lat Wm
-p u le r p acks m o n  T h e  p ack  le n tWarti  th e
Commodore Arn ie  500 computer with
M U M * Controller and TV modulator plus
POW 1 0 p  trO ftware  ti tl e s T h rl  SO th e are  in -
cludes 'Batmen The Movie Fird Gotham
City ol the cunning poker on OCOlthe
Ballin g  Ub e  b ate d  o n  th e  b4 pchbuotay e
a
t .
man litm. New Zessiend Story • high cruel
,ty conversion or the leading arcade game.
Interceptor • Dogfight with two F-16's in
this leading night simulal0r, 00kilm Rand
II t o o  quality Amiga graphics package
vouch set the standard tor others to follow.
Re tu rn  th e  co u p o n  fo r fu rth e r O o lo lls

PACK INCLUDES:
Aso° Computer & Mouse 0 9 9 .9 9
4520 T V Modulator £ 2 4 . 9 9
Batman The  M o m  £ 2 4 . 9 5
New Zealand Story E 2 4 . 9 5
Interceptor E 2 4 - 9 5
Deluxe Paint I I  E 4 9 . 9 5

TOTAL RRP: E549_79
Less Pacl, Sztving C1S0 78
PACK PRICK' ENNUI°E 3 9 9

AMIGA 2000
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For the more serious or protesaional appirce•
lions user. Commodore have a  selection of
g rab e n s b a s a l  mo u n d  th e  e xp e n d ab le  A m p s
2000_ at prices From f  1 295r•VAT TPla A2000
leatuteS I  lull larkb RAM iespenthible to iirMbL
9 sysiom expansion slots, p i ta  l a m  com•
Palibility min the aim ad P C
-
AT  o t  P C
-
A T

bridgeboards Comport. ono return the
coupon, midmost SOS
in the A2000 box. tor
details ot A2ODD core 1 2 9 5
puler systems •  VAT. C1419 26

FLIGHT OF FANTASY
Right of Fantasy is the very latest Amiga SOO pack Mom Commodore,
falatteinp BRAND NEW sotteere releases, to m k s  Mta the most spec-
tacular A500 peck mot. The pack deatudes the Amiga SOO computer
with mouse controller end TV modulator, as well as lour top eallware
side. These include the tollowing
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PACK INCLUDES:
Asoo Computer I  Mouse E391_99
&520 TV Modulator E 2 4  99
Deluxe Paint It E 4 9 . 9 5
Escape/Robot Monsters t19-99
Ralinbeer Islands E 2 4 . 9 4
F29 Retallator £ 2 4 . 9 5

TOTAL FIRP: E94412
Lass Pact' Saving £ 1 4 5 8 2

PACK PR I C I t  E299110

£ 3 9 9 ,
FOR FURTHER DETAILS OF THE AMIGA
RANGE, COMPLETE THE COUPON AND

RETURN IT  TO SILICA SHOP
THE UK's Not AMIGA SPECIALISTS
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Cane  tine d  O p e l we i -se i
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Salt 061-3821111
No 0 1 1 -X0  00r7

1/11-3N SOS
No O a 1 aCal

1-4 The Mews. Natherk & c ly Rd. o u d  Kent, DA14 4OX
1100ermb Mown  t a l e  t h y .  F rici ty until hem F e e
1-4 The Mews. Fletherley Rd. Weep, Kent DA14 4DX
alItenmadepen C r o w d  no Salu n to s F s .

1111; 0111-319 1111
No  0111-300 NO S

171•5110 4110
No: FOr 321 an ,

Dept?/AP 0191-32, 1-4
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Take the role of Marvels' favourite
character -  Spider Man -  in a  highly
addictive race against time to save Maly
Jane from the hands of Mysterio.

Crawl through poisonous, rat-
infested sewers, wonder at the ever
changing gravity of outer space.
Defend yourself from mechani-
cal mummies in ancient tombs.
Fight Godzilla as you climb Man-
hattan skyscrapers.
Explore Wild West gold mines riddled
with high explosives.
Swing on webs over shark Infested
castle moats and pits of fire.
Moving platforms, Musionary walls.
electrified floors and intelligent
robots.

265 sPRrrEs OF ANIMATION
FOR SPIDEY COMPLETE
CONTROL OF PETER PARKER'S
SECRET WEB FORMULA FIRE
IN 8 DIRECTIONS STUN
ROBOTS, HIT SWITCHES AND
CLIMB WEBS TO SAFETY
SWING FROM WEB TO WEB
OVER TRAPS AND HAZZARDS
SET BY MYSTERIO
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INTO TI-HS GAME AND
you' l l  SOON FIND YOUR

SELF WELL AND TRULY
ADDICTED!" C  + VG 87%

SCPEEN SNOTS ARE FNOSI THE AMIGA VERSION

Spider-Man Mysteno and all Marvel
characters and the cuattnctive Likenesses
thereof are Trademarks of the Marvel
Entertarnment Group. Inc and are used Empire Software. 4 The Stamm. Lahaion North Trade Ceram. Basildon. Essex 5515 6DJ
with permission T e L  0268 541126 F i a t  0268 541125

THE AMAZING SPIDER MAN Ls produced under
license from the Marvel Entertamment Group Inc.
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He had only just
escaped from a dinner

E ppointrnent with the evil Dr
Maybe's pet pussy! But he
knew the seas weren't yet safe
from the wheelchair-bound
Doctor.

Pond has twelve missions to
attempt, most requiring him to
rescue a number of trapped sea
creatures or valuable artefacts.
He must also battle against the
scourge of pollution: 'A View
To A Spill' involves blowing up
an oil rig by placing dynamite
at Its base, while in •Leak And
Let Die' leaking oil tankers
must be patched up with pieces
of sponge!

In all levels, James faces
great danger  from fellow sea

James Po n d ' s
greatest asset is
definitely its light-
hearted humour
with Pond a true
star: one of the
most endearing

heroes I've seen in ages. Then
there are the fish mutated by
rodiooctive waste, Union Jock-
wearing lager louts to knock
out with toxic waste canisters,
and Pond even getting drunk
when he collects a bottle of
whisky s w a y i n g
uncontrollably with glazed
eyes; well he is legless, after
all! (Groan! — Ed) The basic
concept o f  ret rieving
objects/creatures isn't oil that
innovative but each of the
ivielve missions holds its own
special surprises along with
plenty of new enemies to see
— such as Bluebeard, the
ghostly pirate on level four.
Well-animated, characterful
graphics and several catchy
tunes add to the game's overall
charm.

* Pond returns to his homely cottage to retrieve a useful item.

creatures who drain his
'fishometer  on contact. I ts just
as well Double Bubble Seven
can blow bubbles to trap
enemies, and then destroy
them by bursting the bubble to
reveal one of several bonus

objects (watch out for
exploding bombs and sticky
glue, though!).  Friendly starfish
can also be collected to
replenish Pond's fishometer
and improve his speed and
bubble power.

Great! Action, suspense and a macho hero even if he is
a fishy character! Aside from the simply superb attention
to detail in the graphics, the many jolly little tunes and
the smile-inducing watery sound effects, James Pond is a
ch a l l en g e
-
an d • a
-
h o l f  
w i t h  
1 2  
m i s
s i o n
s .  
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thing is that the missions are widely different in style and
gameplay. Whether you're dynamiting oil platforms,

saving fishes or liberating lobsters, ifs all done with the emphasis on
fun! Add to this a great variety in the graphics and you're playing
one of the most entertaining games for o long while. You certainly
face a new, absorbing and highly humourous challenge with each
new level. It reminds me of Scuba Dive but it's all so much better as
there's decent, Amigo-quality graphics ond fast paced action, all
very professionally done. What's more it's all so rewarding as the
programmer has thrown in loads of effects (the secret bonus screens

their own pieces of musk, there's hidden lives, mega-bonuses,
secret objects to collect and countless other effects to discover) and
this really mode the game for me. I love this one LOADS! Admittedly
it's not totally original as you can't really get away from the kind-
ness of it al!: the mood, the action, the tench-sion, the Jimmy Bond
soundalike tunes, it's all here. I could corp on about this one for
ages, water ace game! (Aaaarrrgghht — Ed)

Cleverer still, Pond can go
into secret caverns or even
jump out of the water to collect
things, though his fishometer is
temporarily drained. James can
also return down the level
entrance pipe and visit his
cottage where useful objects
can be stored and retrieved —
including a helmet allowing him
to breathe above water, and a
pair of shades enabling him to
see normally invisible jellyfish.

Z Z A P T  J A N U A R Y  1 9 9 1

C 6 4  u p d a t e
A C641 version is currently under

consideration.

PRESENTATION 7  0 %
MGM lion-style intro. pre-mission
on•screen instructions, high score

table.
G RAPHICS 8 7 %
Cute and colourful with great

attention to detail and plenty of vari
ety throughout the levels. •
SO U N D  8 5 %

A choice between some very good
tunes or eribmded

HO O KSMIL IT Y 1 1 %
Highly enmyable underwater action,

although it's surprisingly tough
IASTABIL ITY 8 4 %
12 vatted missions pravuli• a big

challenge, though repeating early
levels could be Awning — a pass
word system wookl have been wet

CO M M ,

O V E R A L L
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ops is that their
scenarios are so vague,

so forget all mention about
Golden Axes and such like.
According to the intro
sequence, his majesty and the
princess have been taken by
the 'Death, Adder ,  so you must
revenge them as well as your
relatives. The game begins in a
temple where you may choose
between barbarian Ax Battler,
amazon woman Tyris Flare and
dwarf Gilius Thunderhead.
Each of these have lost family
members to the dreaded Death
Adder and are dedicated to his
overthrow.

From the temple their quest
will take them across many
bizarre lands, each teeming
with Death Adder's minions.
Skeletons, amazon women,
giant sumos armed with
hammers, massive knights in
armour and numerous other
fiends will oppose you. Some
ride dangerous beasts, such as
fire-breathing dragons and
'chicken-leg' creatures with
vicious swinging tails. If you
can knock the riders off, you
can mount the creatures

lEn 9 2  B E  Z Z A P I  1 9 9 1

PRESENTATION 7 6 %
Pics of mom tharaciers, simultaneous
two-player warrior evaluation stots,
interlevel mop and temple character.
choosing scene. Disk access surpris-

ingly frequent but very rapid.
G RAPHICS 2  6
/0All the characters and creatures look

good, nicely detailed and well-ani-
mated. Backgrounds ore okay to
good, but magic is disappointing

SO U N D  7  5 %
Mediocre title tune. pleasant

soundtrack can be turned off. okay

HO O KABIL IT Y 8  6•AD
Extremely easy to get inks, great fun

with two players.
LASTABILITT 7 0 %

Getting to the end with two players
iSn'l too difficult and con-op isn't

packed with amazing variety. Good
to ploy though.

Z Z A P  ! T E S T !

•  Virgin, Amiga
E 2 4 . 9 9

Whereas the CM version was virtually a work of art, a
sumptious least of superlative backgrounds and
genuinely magical magic, the Amiga game is a more
workmanlike effort. All the character sprites are very
nicely done, move quickly and have a massive amount
of moves — it's great how they throw bocklies who've
been broken down. There's also the two-player mode,

which odds a lot, three enemies attacking at once and the chicken-
leg creatures — all of which makes for a game which fairly
accurately recreates the bask coin-op. On the negative side the',
background graphics are weak in places, while the magic is
abysmal by comparison with the C64. Difficulty is set so that
reaching level four is easy on your first attempt in two-player mode,
but one-player mode is harder and while completing the game
shouldn't take too long, getting a high warrior grade is harder. All in
all, a pleasant-looking, nice-playing conversion of an imaginative
beat-'em-up which fans will like, and is worth a look from anyone.
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*  The dwarf performs a flying headbutt.

yourself.
Each character has three

lives, with each life having
three energy units. Every so
often thieves come on screen
— hit these to grab their
potions. Green thieves poti ons
restore energy, blue thieves'
potions provide magical
energy. Magic is a sort of smart
bomb which can be activated at
any time, the more potions the
more powerful the effect — the

Though nowhere
near as technically
impressive as the
C64 game, Amiga
Golden A x e
benefits greatly
from t h e

simultaneous two-player
made. As in Shadow Warriors
it's possible to hurt your
partner — easily done by
accident during the hectic
fighting,  or  sometimes on
purpose in the rush to get
potions and food! (Don't I
know IH — Ed). Even with a
clumsy colleague (You! — Ed,
the game is definitely more fun
with two players, although it's
mode a lot easier — Stu and I
got well into the game on our
first attempt. Thankfully then,
playing solo is considerably
more challenging w i t h
effectively double the number
of well-animated enemies to
fend off. As with the C64
version, my favourite part of
the game i s  riding the
creatures, especially the fire-
breathing dragon — great for
roasting your 'colleague'l
Generally good graphics —
apart from the unbelievably
crude magic effects — and a
nice soundtrack complement
some h igh ly enjoyable
hack'n'slay action. rr

graphics are also different.
Tyris's fire magic transforms
into a huge flame-breathing
dragon's head at full power!
Gilius has lightning magic,
while Ax uses explosives.

O V E R A L L
111211 413
1orlo.A good conversion of a good coin-op.
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Industrial Might and Logic
are the toymakers to

watch. Their bizarre factory
produces a whole range of
Lucasfilm toys, from R2-02 to
the Loom creatures. The
assembly line begins with raw
materials and finishes with the
toys being packaged. There are
machines to do everything, but
on the night shift there's only
one worker to correct mistakes:
yours truly, either Fred or Fiona
Fixit. If you earn enough money
an intermission screen shows
your worker buying goodies.
But If you fail to meet toy
quotas it's the sack!

The sprawling production

Shapes, each doll coming in
two halves. On later levels they
need to be painted. You have to
mix the right colour, as well as
ensuring the paint sprays and
drying fans are on. After being
painted the dolls have to be put
together — all too often legs
are on top of heads, or two
heads together! Then there's
Quality Control, a bike to
generate electricity and
packing cases at the bottom.

All these elements make for a
pretty sophisticated production
line with a natural tendency to
go wrong at almost every point.
You have to scurry up and
down the line correcting the
faults, as well as being
harassed by a lemming and an
accountant who hits you over
the head with some bills. This
leaves you stunned for a few
seconds, as does falling too far.

Naturally you have a toolbox:
down and fire to access it with
left right scrolling through
items such as a wrench, match,
balloon (to go up the Beast
quicker), umbrella (to go down
quicker), vacuum cleaner (to
suck up the lemming) and
venus flytrap (to eat the

* Fiona Fixit in a mess, with Maniac Mansion's Razor having her head put on a storrntraoper body.

line is informally known as the
BEAST! It stretches over four
screens, push-scrolling
vertically. Raw materials are
piped in at the top, where they
need to be heated to the correct
temperature in a massive glass
flask. Use a match to light the
Bunsen burner, then select the
right setting. There's also a
plug on the raw material feeder
and a bolt on the resin mixer
which tend to work loose. Once
all this is working, blocks of
plastic are sent down the line.
There's countless conveyor
_efts, all of which must be
moving in the right directions.

Along the way, the plastic
blocks are punched into doll

The great thing about this game is how more and more
factors are introduced with each new nightshift. More-
over you con never tell where faults are going to
develop: each time you play a level it's a little bit
different than the last time. Combined with a permanent
high score table there's a big incentive For going bock to
the start to clock up mega-earnings. But if you haven't

got that long to ploy, you can use the fruit machine password systemto go to whichever level you want
The graphics are initially a little confusing, and also clearly betray

their EGA PC origins with not much in the way of subtle shading. But
unlike Loom, which cries out for Amiga graphics, this doesn't matter
here. Sound is impressive with a great industrial soundtrack.
All in all, this is one of the most playable Amigo games this month.

lemming!). All of these items
can only be used once. so you
have to keep an eye out for
more to collect.

This is one of the
most compulsive
games I've played
in ages. There
alwoys seems to
be something
going wrong on

the production line, so seeing
properly finished dolls emerge
is very satisfying (while the
muddled-up rejects are often
amusing — like C-3P0's head
on R2-D2's body!). It's all
marvellously hectic fun with
later levels adding even more
machinery to juggle with.
Thankfully, the password
system avoids frustration, the
only slight annoyance being
the lengthy interlevel disk
accessing.

Z Z A P I !  J ANt i t i AtCY  1 . 51
,
91

C64 upda te
The smart-looking CM version will be

reviewed next issue.

NTATION 8 3 %
password system, animated

reward scenes, save-to-disk high
scores and production

Lengthy disk accessing betweenels
GRAPHICS 8 5 %

An extremely complex production line
somehow manages to be amusing,
interesting and conks* changingChowders are cute tool

SOUND 7 9 %
A variety of tunes, plus a conhnuaiincluslina sotmdtrael.
HOOKABILITY 8 4 %
Takes a littie getting used to, but a

demo and an easy level one soon get
you hooked.

LASTABILITY 9 2 %
30 levels, introducing more and morenew elements.

Working••11 a toy factory really is as
good as your kid brother dreams'

O V E R A L L
41;Wca'cl•
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the white powder TV
detectives are always

licking off their fingers and
saying, 'Yep, it's cocaine!' It's
allegedly one of the world's
biggest businesses and the
American President has
decided to do something about

You could say Snowstrike is like one of those ancient
C64 arcade Flight sims, only none of them were quite this
bad. Flying toward enemy targets is incredibly tedious
with constant harassment From fighters. Deoling with
them isn't porticulorty difficult, but it wastes time, fuel
and patience - -  particularly irritating is how the radar

a u t o m a t i c a l l y switchesfromdisplayingtheground
targets to air-to-air mode, showing only aircraft. Another p ro
b
l em  i s
the having to fly low for surveillance scans; with no ground detail it's
all too easy to hit the deck. On the Amiga this is all a bit of the joke.
The C64 version isn't quite so technically unimpressive, but
gomeplay is no less limited and the five-year-old Skyfox is much
better (although I wouldn't rote that too highly either!).

Z Z A P  ! T E S T !

the people behind it — ie bomb
them!

Unfortunately the drug lords
are based in other countries, so
It's time to call in Oli North for
some more covert, illegal
operations in South America.
And maybe Saddam Hussein
will pay for them, rather than

gide

the Ayatollah last time around.
There are ten missions

planned, five launched from a
land base, five from a carrier.
One amusing touch is that you
can choose your own co-pilot:
these range from Ramboesque
types to utter cowards, and
they talk with you via text on
the control panel. Once you
climb into your jet you can be
briefed on the weather and
combat conditions. Targets
Include drug factories,

Despite looking
like a sim, this has
less strategy than
such simplistic
blost-'em-ups as
Operation Harrier.
Graphics are as

dated as the ark on the Amiga,
and on both versions there's
not enough ground detail to
provide a convincing illusion of
speed. Worse, the CM version
is really rather sluggish. Yet in
both games there's really
NOTHING to do! Combat is
similarly basic o n  both
formats, the enemy jet on the
Amiga version weaving
around with no respect for the
ground or any ilkision of 3-D.
Admittedly it  con be fun
blasting the MiGs but there's so
many that it quickly becomes
tiresome. Without any real
depth to the missions this is a
very shallow, expensive shoot-
'em-up. For C64 owners
Proled Stealth and First Strike
are the ones to get, while on
the Amiga it's hard to think of
anything worse.

transports and even an aircraft
carrier!

Your F-14 is automatically
armed with a limited supply of
air-to-air and air-to-ground
missiles, plus unlimited bullets.
No sooner  than you take off,
enemy jets will attack —
apparently the drug lords have
got more MiGs than the
Warsaw Pact! Use flares to
distract chasing missiles, then
blast 'ern with guns or missiles.
Should you be hit it's ejection
time, but unless you pull the
ripcord in time it won't do you
much good.

a m i g o
PRESENTATION 4 8 %

Some as the CM.
G RAPHICS 2 1  eb
ioVery basic target and MiG grophics,

with square patches representing
drug fiekh. Fast but with so little on-

screen this is no surprise.
SO U N D  3 3 %

As with Cort version. Pretty diabolical
for the Amigo.

H O O K A B I L M  3 1 %
Easy to fly — even easier to stop

flying. Dull gameplay soon gets hoc-

uisTauseurr 24%
Amazingly there aren't any more

missions considering the extra memo.
ry. What M1S9404115 there are certairsly

don't excite long-term interest.
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You certainly won't overdose on this
dire 'flight sim'.

PRESENTATION 4 8
Save-to-disk servke records.

medal-awarding and death sure
plus weather, WICIMOrle and co pi
options. Briefing screens, but wri
ing disk cKcess prior to each miss

G RAPHICS 2 7 %
Minimal ground detail and yel

MiGs which move completely un

SO UND 3 8 %
Mediocre title/death tunes, vier

average engine effect with a mi
bunch of effects otherwise.

Hoostatemurt 37
Very easy to get flying. but there

very little to get addicted to..
LASTABILITY 2 9
_while ten missions ltwo of wh
.are simply live flights) offer very

variety.

'Winners Soy No To Drugs land
this very weak Right/arcade bl

COVE R A L I
_=E 411;10'12110
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THIS TIME THEY'RE OUT TO GET HIM!
RETRACE
THE STEPS

OF DICK TRACY,
THE WORLD

FAMOUS
COMIC STRIP
DETECTIVE,

)

IN THIS SUPERB
COMPUTER

CONVERSION
OF THE BLOCK
BUSTER MOVIE.

•  60 LEVELS OF R H O T  ACTION.
•  STUNNING MOVIE STYLE

SPECIAL EFFECTS.
•  SUPERSMOOTH ANIMATION.
•  SUPERB MUSIC INSPIRED

BY THE FILM.
•  BFALDMIC FILM AND COMIC

STRIP COLOURING.

Developed by:

I ts time to take on the mob
which has sworn to get you!
Grab that famous hat and
coat and hit the streets in
search of Big Boy Caprice
and his gang. But watch out
for their traps hidden
around every corner.
Choose your weapon track
down the ugly mobsters and
brace yourself for the fight
of your life.

DIE COWER WIE
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on its way home after
some tough trading in

the SkiIlion system. But mere
light years from home the crew
suggest to the captain, via a
blaster, that they stop off for
some action. Hence a visit to
the eight-planet Octarian
system. The good news is that
Diogem Disks and ChroIlum
Crystals are abundant,  while
local ships will provide little
resistance to the Elapidae's
lasers. The bad news is that
fuel is very expensive and the
only way to get some is to
accept missions from local
corpurations. And the worst
news is that Octarians' sworn
enemies, the Homikahns, have
picked this moment to ready a
Promethean cannon to wipe
out the entire system — it's a
race against time to escape.

The game is divided into four
arcade sections. The first is an
overhead view of the Elapidae
flying through space: the ship
is fixed, lettiright rotating the
screen around it. Hostiles
include pirates, cargo convoys,
the odd space station, asteroid
storms and oddities such as
biological pods which spawn
mutant flies when shot.

Once you arrive in orbit
around a planet, the landing
craft splits off and rotates to fly
into the screen. Planets are
guarded by Space Harrier
-
like
leviathans which move at great
speed. Destroy these and the
craft proceeds down to hover

*  Bottling hostiles on one of the planets.
over the planet's surface. It's an
overhead view, with yet more
nestles attacking. Deal with
these and you can finally land.
A crew member can now be
sent out to fight through all
sorts of baddies g i a n t
spiders, tanks, lasers traps etc.
A time limit is provided by a
very limited oxygen supply,
depleted by every hit.

Should you arrive at the

Maybe this should have been named Mediocre_ After all,
underneath the Fancy packaging land horrendous price
tag) it's just a hatch-patch of game styles with none of
the subgarnes particularly strong. The trading aspect is
also very limited and it's annoying that you can get stuck
on a planet through lack of fuel — and then have to
start from scratch as this hopeless situation has

automatically become your stored position! As a glorified shoot-'em-
up Awesome is fairly playable, but like most 'mega-games' it provesanticlimactic.

*  Your ship is trapped within a ring of bombs in one of the siDace bottle sections.

underground installation.
everyone will suddenly become
very civil and offer to trade with
you. Disks and crystals can be
sold, and a wide variety of
weapons bought including
mining lasers for exposing the
crystals in asteroids (in space
you can select which weapon
to use before each battle, as
well as switching energy
between shields and cannons).

You can also choose which
mission to accept. Missions
basically Involve transporting
cargo to another planet in
return for fuel. A neat touch is
that the distance to a planet
varies according to the time of
year. You might need to wait
until planetary orbits bring your
destination closer — but this
costs a lot in hotel bills!

The programmers
of Beast 11 ore after
your dash again,
with a n o t h e r
technically impres-
sive intro, T-shirt
and on odd remix

of familiar game-styles.
Asteroids, Space Harrier,
Parallax and Elite are all called
to mind. The loiter is perhaps
the most misleading, since you
can't go off on your own;
missions o re fi xed an d
essential to gain fuel — plus
there's only a couple to choose
between at  each station.
Moreover there's no disk save,
and enemy patterns are fixed
— just as well seeing as you
have to choose your weapons
before you know what you're
facing in the next encounter!
That said, there i s  a n
impressive variety of enemies
which provides a big incentive
to keep coming back. On the
other hand only the space
combat i s  part icularly
playable, the rest is a bit tired
and unoriginal. Al) in all a
mixed bog, worth o look from
shoot-'ern-up fanatics looking
for something a bit different

PRESENTATION 8  6
4 1
X p
Astonishing r a y
-
t r a c e d  
s o m e  
b a t i
k ,

'free' tthirt, auk)mete RAM save. A
lair kit of disk swapping.

G RAPHICS 8  S%
Generally good with varied enemies

and an impressive leviathan
SO UND 9  1%

A variety pocked rock souncatrocii
combined with good Fit

HO O KABIL IT Y 7 8 %
Shoot 'em-up action provides a

strong hook, although the lost planet
scene is tough

LASTABILIrif  8 0 %
Eight planets and numerous missions
provide a big, if repetitive challenge.
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