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TILE ULTIMATE
2'CARTRIDGI
/ COMES OF

/1(;13!

FOR CBM 64/128

THE MOST POWERFUL, FRIENDLY AND
FEATURE PACKED UTILITY CARTRIDGE EVER CONCEIVED!

•  TURBO LOADER - Load 202 block program In under 6
seconds - worlds fastest disk serial loader. On-board RAM and
ROM achieves high loading speeds. Works with
154111571•Oceanic11581.
•  INFINITE LIVES GENERATOR - Automatic infinite lives!!
Very easy to use, works with many programs. N o  user
knowledge required.
•  PROF MACHINE CODE MONITOR - Full 64K Freezer Monitor -
examine ALL memory, including stack,1"0 area and registers in
their frozen state. Ideal for de-bugging or just for fun!
•  SPRITE CONTROL • Freeze the action and view the sprites -
watch the animation - customise your games - kill sprite
collisions.
•  FREEZER FACILITY- Now you can make your old slow
loading programs load faster. Simply freeze the action and save
to tape or disk to reload at superfast speed - no more waiting for
programs to load.

GRAPHICS SUPPORT UTILITIES DISK
SLIDE SHO W - V i e w  your  favour i te  scr eens In a sl ide show  type

display
BLOW UP  U n i q u e  uti l i ty al lows you to take  any par t of a pi ctur e &
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SPRITE EDI TO R A  com pl e te  spr i te edi tor  hel ps you to cr eate  or
edi t spr i tes

MESSAGE M A K E R -  A n y  scr een captur ed w i th Acti on Repl ay or
cr ea ted w i th a gr aphi cs pa c k a ge  can be  tur ned i nto a scr ol l ing

scr een m essage w i th m usic
ONLY E9.99

ONILTV

Dvira ac-craariaics zrzz=
GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON. STOKE-ON-TRENT, ST4 2RS, ENGLAND.

FAX 0782 744292 TECHNICAL/CUSTOMER SERVICE 0782 744324

L'OW rca Z T  r in ig  agi7C:1-; rAigri
ORDERS NORMALLY DISPATCHED WITHIN 48 H rs. ALL CHEOLIESPOSTAL ORDERS MADE PAYABLE

A R A  3

•  DISK COPY - Easy to use disk/file copier. Much faster than
conventional methods. Ideal for backing up data disks.
•  TAPE TURBO- This teature will add Turbo Reload to the
programs that you save to tape - no user knowledge required.
•  FAST FORMAT - Format an entire disk in about 10 seconds
• no more messing about.
•  PRINTER DUMP P r i nt out your frozen screen to printer -
MPS 801, 803, Epson, Star, etc.-  very versatile.
•  CENTRONICS INTERFACE - For parallel printers, Star,
Epson, etc. Print out listings with graphic characters etc.
(Cable required for parallel port Z12.99).
•  SCREEN EDITOR - Now you can edit the entire frozen
screen with this text editor - change names on high scores, etc.
Great fun!!
•  EXTENDED TOOLKIT - Many single stroke commands for
Load. Save, Dir, etc. Plus  range of extra commands, i.e. Auto
Number. Old, Delete. Merge, Append. Linesave, etc.

THE REVIEWERS SAID...
'I 'm stunned, amazed and totally impressed. Thi s  is easily the best

value for money cartridge. T H E  CARTRIDGE KING!'
COMMODORE DISK USER
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ROADBLOCK
REGULARS
4  STUFF
6  MEGATAPE INFO
21 RRAP
3 3  THINK TANK
4 9  SCORELORD &  CHARTS
SO ZZUPERSTORE
5 7  CORKY'S TIPS
7 7  BUDGET BLITZ

FORK FEATURES
3 0  TERMINATOR 2
Android Amie's back, but this time ne b
the hero!
3 3  WORLD OF ADVENTURE
Boris visits Atlas Software.
3 7  CORKY'S COIN-OPSI
Corky Caswell spends ZZAP's petty
cash on the latest arcade smashes.
41  THE ULTIMA INTERVIEW
Explore the virtual worlds of the Ultima
series with Origin's Richard Garnot.
4 4  EDUCATING GOOFY
Can Disney teach us anything new?
4 6  CORKING COMPILATIONS
More value-tor-money packages,
including some budget ones.
6 5  ACTION REPLAY
Datel's briil utility cartridge is updated!

COPS COMP
5 3  WI N  A LOAD OF HOT AIR!
And float above the clouds with Storm
and Rodland.
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STILPH STOCK
....; 01991 BY 101111.1301.1,1 IFIR I S

ATAJAN 3 3
BARNEY BROWN AND THE
CHKAGO CONNECTION
BETRAYAL
BEVERLY HILLS CATS
BLAOC ICNIGHT
BLOOD MONEY(SM)
BUMBLE BOMBEISM)
BUITAU3 Ba gs  RODEO GAMES
CABAL
114E CASE OF 114E NUXED-UP
SHYMER
DONALD'S ALPHABET CHASE
ENGLAND CHAMPIONSHIP SPECIAL
Fl GP CIRCUITS
THE GAMES — SUMMER EDITION
OHOSTBUSTERS 2
GOOFY'S RAILWAYS
HARBORO/LOST IN THE AMAZON/
STAVES
IMPOSSAMOLE
JAHANGIR KHAN WORLD
OUUTIPIONSHIP SOUASH
KEYS TO M A M M O N
LOGKAL
MAN UM  EUROPE
FMRCS
MICKEY'S RUNAWAY ZOO
M I N I M  WARRIORS
mum-PLAYER SOCCER MANAGER
FEW ZEALAND STORY (SMI
PANG
RBI 2
swrrcaBLADE
TO011.1'
TROURUI AT BRIDGTON
TLMBO CHARGE (GM)
THE UNTOUCHABLES (SNI)
VINDICATORS

3 3
6 6
8 0
3 4
81
7 7
7 9
81

3 4
4 4
7 0
16
7 7
7 7
4 4

3 3
BO

1 2
5 4
7 3
71
6 8
4 4
6 9
19
81
7 2
10
7 4
8 0
3 4
14
7 9
7 9

10 RBI 2
Domark's realistic baseball game hits a
home run.
14 TURBO CHARGE
Race to the border and catch the drug
barons in System 3's turbocharged Gold
Medal.

5 4  KEYS TO MARAMON
A classy RPG which is unusually easy to
get into.

73 LOGICAL
Turn the wheels and lose your marbles in
this hair-tearing puzzler.
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B e s
game safe? After glitzing up

for a new lease of life, Taito have
grabbed ye t  ano the r ancient '
game by the scruff o f the neck
and sh o ve d  i t  o u t  in t o  t h e
limelight once again. Shouldn't
these games be given a rest?

Well, no t  i f  the resu lts a re  as
good as Volfled. This addictive little
game takes Qix and injects the usual
array o f  Ta it o  t ricks:  s ma rt  n e w
graphics, loads of power-ups such as
Speed-Up, L a se rs e tc and so me
imaginative baddies.

For those  o f  you  wh o  a re  so
doddering you 've forgotten — o r
weren 't  e v e n  b o r n  —  G ib e s
gameplay revolves around cutting
the static screen down in  size by
eighty or ninety percent. To do this
you control a four-directional cursor
(no diagonals) which leaves a white
line behind it. You move along the
edges of the box and move inwards
to c u t  o u t  sh a p e s wh ic h  t h e n
disappear.

Of course the baddies go all out to
stop you, but this is a surprisingly
addictive game wh ich  has been
brilliantly converted by Digital Light
& Ma g i c  f o r  E mp i re .  A l re a d y
virtually finished, the game is due for
release in  September and will be

MAKE MINE
MARVEL

H evoc and Meltdown may sound liker m  death metal bands (and probably are!)
but they're also the names of two new
Marvel comics.

Havoc is a weekly featuring five regular
strips, including such big screen names as
'RoboCop' and 'Conan'. Then there's
'Ghost Rider' which is hugely popular in the
US and stars a demonic motorcycling

vigilante hated by just about everyone. 'Star
Slarnmers' are mercenaries fighting against
terrorism in the distant future. But topping
the bill is 'Deathlok% a cyborg fighting
machine with a conscience. Havoc's first
issue will be launched on l l t h  July, priced
55p.

Aimed at older readers, Meltdown is a
monthly anthology of four strips including
the rather gory 'Akira which follows the
lives of young biker gangs in post-
apocalyptic Neo Tokyo. Film fans will know
he's starred in a hugely impressive film of
the same name. Also post-Holocaust is

The Last American', drawn by
2000AD artist Mike McMahon,
with a lone crusader aiming to
rebuild America. 'Light And
Darkness War' has a disabled
Vietnam veteran fighting a
new war in a strange
dimension, and finally there's
Clive Barker's weird and
wonderful 'Night Breed'. In
addition there'll be interviews
with artists, plus reviews of
videos, music, gaming etc.
The first issue of Meltdown
will appear on l l t h
July, priced 95e.

SNAKES ALIVE!
A fter the well cool RBI2, Domarkreturn to Tengen coin-op
conversions with Thundetjaws, an
Atari coin-op with a hilarious Flash
Gordon-style storyline.

Apparently a lot of female swimmers
have been going missing recently and
it turns out that g a s p !  — Madam Q
has kidnapped them all. Her fiendish
plan is to create a race of Lizard
women, using disgusting genetic
experiments to turn her kidnap victims

411!
DO YOU WANT A
C65? 4

you really want a C65? A super new
version ot the C64 with a buillan 3,5

Inch disk drive, 4096 colours, near-Amiga
quality graphics and c64 compatibility all for
lust £200? Well, thliellfthe question that
Commodore is asking itself. As long back
as ECES '90, Commodore's retail sales
manager Kelly Sumner had been Leidy open
about upgrading the C64, although he a
texpected the current model to continue in
its present form' for another two years. In
line with that the C65 is unlikely to appear
before 1992 Indeed, as yet there are no
firm pi,llis to release it at all. Commodore's
design plant in Westchester. Pennsylvania
has lots of interesting prototype hardware
that is never going to be put into production

Upgrading a successful computer so it's
got lots of glitzy new features while still

inq compatible with all the old software is
appealing concept. After all,

Commodore's alread •  ce  with the

C128 — offering substantially Improved
graphics plus CPM compatibility for
business. Unfortunately that failed, mainly
due to high price and poor software
support. the  C65 will be cheaper and more
powerful. Unlike the C128, with all its
business aspirations, the C65 is directly
aimed to replace the C6i't as a low-end,
first-time buyer machine Cheap but s
packing enough hi-tech wizardry for it to
competitive for the next five years. It's a
tough nut to crack, too good a machine
could hit Amiga sales, but if the machine is
too weak then who would buy it?

Commodore's Press & Public Relations
Manager, Andrew Ball, promised the
machine would be much better than the
C64 (or C128). its specification would pit it
against the 16-bit Atari ST in fact A  palette-'
of 4096 colours and Amiga-type IFF
(allowing Amiga screens to be directly
ported across) offers near Amiga-style
graphics although there won't be a blitter
chip to zip giaphics around What custom
chips the C65 would have Andrew wasn't e
lsaying. but 'sound would be improved* as
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1
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well, The machine's memory remains
undecided but an absolute minimum would
be 128K. The CPU would still be a 6502,
but custom chips make anything possible --
the Lynx uses a 6502, as does NEC s PC
Engine (which has an arcade-perfect
version of R-Type).

Although the outline specification has
'been touted around developers there's
been no official reaction other than usual
we'll wait and see' There are certainly no

development machines out there, there isn't
even a better than fifty-fifty chance of it
being launched according to Andrew One
reason for this doubt is the remarkable •
success of the C64. It sold more units in the
UK in 1990 than ever before, a quarter of a
million in fact and Andrew expects to sell
almost as many this year as well --
1.00,000 or so Any thought of killing the
C64 for the Amiga was ridiculous — 'why
kill a product that's doing so well?' Rather
than dumping machines in Eastern Europe,
Andrew expected the opening up of that
area. and the Far East. as offering a superb
opportunity for the C64. These countries



T h e hugely successful Speedba I sfinally due to arrive on the C64 The
game features a big mullidirectionally
scrolling pitch, with special features
such as bonus points bounce domes,
sockets to electrify the ball and a
crucial points multiplier arch. You can
also score points by injuring players so
badly they have to be stretchered off! —
there's no restrictions on 'off-ball'

tackling in this game.
Besides the frantic match action

there's also a substantial management
side with cash collected during matches

mg you to upgrade your players'
t statistics individually or as a team.

fl solo-play there's a big league to
conquer plus a full range of transfer
options_

The conversion is being programmed
Carl Muller who worked on C64

s. A September release date is
nned with standard Imageworks

• prices: E10.99 cassette and E12.99 disk.
Expect a ZZAPt review very soon

Also due Out from lmageworks around
• that time. around that price, is

ne. Outside the blood-splattered
of Speed/Neff 2 the 21st century is

suffering severe pollution. A classic PR
sheet from yuppie lmageworks puts it this
way: the big cities are so polluted that no
human can survive there. So the chosen
few escape to ships... The masses
remain in the cities along with Wolverine,
a squad of robots who are to protect the
city until such time as the pollution has
subsided enough for the cities to become
habitable again.' Lihm, aren't the masses
human? or are they members of a
different species and it's just the 'chosen'

who count?
Dodgy

scenario aside.
Robozone pits
the last
Wolverine
walker-like robot
against the evil
Pollutants, stick-
like robots who
are attempting to

'overrun New
fl Y o r k  City.

There's three 1
0huge levels of
frantic shoot-'em-
up action and
again we hope
for a review soon.
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the C64's continuing success dein ons W e l lsome people want more from their
machines than the ability only to play
expensive cartridge genies. The ability to
run some business software, cheap budget
games, do homework and so on are not
features available on a console The failure
of the SAM Coupe and the new Amstrad
CPC Plus serieq to catch on, and the

ne of the Spectrum, has left the CFA
inant among cheap home computers

el than the C65 there s nothing new on
hiwizon aimed at this market

The only possible weaknes-, is that
perennial Achilles Heel, the C'N.  4  ''•
Commodore's dropping of it toim C64
packs lowers the price but leaves buyers in
a quandry over what data storage device to

–11
1
!

b .  ,ed whether Commodore wo
b o u r a g i n g  retailers to take thir
p a t a s e t t e s  Andrew Ball was
su i  sing ly dismissive in  his view
datasettes are suitable only for basic
home programming due to their
unreliability and lengthy loading times,
For games, cartridges and dit,ks are the
way to go, Unfortunateilyiho range of
cartridge software remains limited while
C64 disk drives cost almost as much as
the C64 itself, besides being slow. 3.5-
inch disk drives are faster, cheaper and
offer much more memory storage
potential but Commodore's last attempt to
introduce them for the C64 never
scratched the market. There was no
hype, thus low sales, and software
houses never bothered to support it.

Of course the U65 would solve these
problems at a stroke with its integral 3 .5
-disk drive. Indeed some commentators
think the C65 wai
, 
c o n c e i v e
d  
p u r e
l y  
a s  
a

means of soliono this problem A t  E200
the C65 would offer improved hardware
and vastly superior data a g e  for -

around E40 less than a C64 and an old,
cumbersome and costly 5
-  d i s t .  
d r i v e !

Put this way, the C65's appeal is strong
indeed and for dedicated C64 c o u l d
be irresistible. C64 software could be
loaded in seconds on a 3,5
- d r i v e  a n ddoubtless there'd he cartridges to back-up
treasured softy... It t' libraries to the new
medium (whatever the legal questrons) •
Games specifically written tor the C65 could
equal many current Amiga titles written as
ST ports?

So it you want a Super 64 what can you
do ' Quite simply write Into 7ZAPv Andrew
Ball is very eager to hear what C64 ownerS,
think Although primarily aimed at first-time
buyers, the C65 needs to appeal to C64
owners too Would veil upgrade to a
Are you interested only in super new
games, or would you also like some
serious stuff, a printer and a word
p ro c e o r  program perhaps? Whatever
your opinion, write in w e ' l l  read all your
letter., print as many as we onn and
maybe pass some on to Commodore as
well,

•1 t rI I ' I  et,T..d.h.--• •  • - •  •
half-reptile! This must be stopped, but
unfortunately her underwater base is well
protected with cybernetic sharks, robodogs
and lots more besides.

Each level is split into two, with the first
section consisting of an underwater shoot-
'em-up and the second being set in either
volcanic caverns, laboratories or an aqua
city. So slip into your favourite rubber outfit.
pull on some goggles and get diving.

It says here the game should be out in
June, which now seems rather unlikely, but
there'll definitely be a review next month
while prices are Domark's standard E10.99
cassette/E14.99 disk.
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BOUNCES
(Denton Designs)

INTRODUCTION
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no war, politics or
unemployment. No, today

everyone is a proud employee of one of the
Eco-Zone corporations. We're all genetically
perfect, work hard and enjoy the fun, fun,
fun of the BOUNCES! arena.

Our corporations sponsor warrior clones.
They give them roller boots (with Frictoe
caps), personalised body armour and
helmets. Stick a BOUNCES! ball snatcher
in their right hand and put them into the
BOUNCES! arena. The object is to pitch the
BOUNCES! ball (a low-gray slugdomium
sphere) through the goal slots. But the
crowd goes wild when the players go for
the in-fighting with its bloody knockdowns
and slug-outs. NOW YOU TOO CAN PLAY
BOUNCES! IN THE COMFORT OF YOUR
OWN LEISURE DOME!

•  FEATURING:
Sir Ashley Trueblood
Deadly in combat, chivalrous to the
defeated!

Sponsor: Knight-Techni-Corp

VE
•  Bounces is one of those games that is v
simple, but great fun to play b o t h  characle
are well drawn and they move convincingly
game I  can  who lehea rted ly re co mme n
huying —  Gary Penn T h e  game rea ll
comes onto its own when played with anothe
human player — it s  a real laugh when yet
-aart bashing and firing the ball at each otho ,

Juloan Rognall T h e  game is good a la i
despite the simple appearance, a lot of thoughl
has gone into the design Th e  one player
(Jame is  OK, bu t  the two  p laye r game isexcellent –  Gary liddon

Hookability: 92%. Lastatelity: 85% The two
Player mode Offers the most challenge, but the
One player option is still guile tough ' Overall85%

Has suffered no
knockdowns or
slug-outs in two
years of BOUN-
CES! play with
the KNIGHTS
(Lucky fella! —
ed).

•  VERSUS!
Erik the Red
He plays dirty to win!
Sponsor: Viking-synth-Corp
Undefeated world champion with the
VIKINGS!

OBJECTIVE
Each BOUNCES! bout lasts just 3 minutes
(90 seconds each way). In that time you
must try to score as many points as
possible. You do this by pitching the
BOUNCES ball through the slots in the
ceiling of your opponent's half; or if you
prefer, do battle with your opponent and
score points from Knockdowns or Slug-outs
(hits with the ball).

Be careful though! If you pitch the ball
through a slot in your own half it counts as
an 'own goal', scoring points for your
opponent.

GAME OPTIONS
Fl/Fire = Start game/stop demo mode
F3 = Change number of players
F5 = Skill level
F7 = Player select
Restore = Resets total and retu y o u  to
the options screen

GAME CONTROLS
Each BOUNCES! player wears roller
boots (fitted with friction toe-caps).
personalised body armour and helmet.
Both carry the deadly BOUNCES!
snatcher — part weapon, part ball
scoop. And finally, just to make things
difficult, each player is attached to his
back wall by Pies-flex wire Here's how
you play the game:

Joystick Left/Right: Moves the
BOUNCES! player toward his opponent or
lets the pies-flex wire tow him backwards.
Joystick Centre: Makes the player stop.
He will only be able to maintain his position
for a few seconds before the pias-flex pulls
him backwards.
Joystick Up: Makes the player jump and

allows the plas-flex to tug him back fast!
Joystick Down: Makes the player squat or
duck. It also engages the friction toe-caps.
In a squat the player can hold his position
indefinitely.

Joystick and Fire Button.
Gives you control over the player's arrn
which you move through 360. BOUNCES!
players retain possession of the ball so long
as you keep your finger on the fire button,
Release the button and the BOUNCES!
ball accelerates away from the player.

BATTLES
Press the fire button and swing the player's
arm forward to connect with his opponent.

SCORING GOALS
You score points each time you pitch the
ball through one of the goal slots in your
opponent's half. The slot nearest to the ball
dispenser (at centre court) scores low. The1 1
FLIK FLAK
(MarkNamara)
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32 levels On each level the player
must deflect the tiles that come onto

the screen, storing them on the sides of
walls and preventing them falling through
traps This Is done by positioning a
diamond shaped bat in their path To
prevent the toles from building up and
blocking the play area. tiles can be
deflected into like-coloured tiles and both
will be destroyed To complete a level a set
number of tiles must be survived

If a tile is allowed to fall into a trap then it
will be lost. For each tile lost the game
becomes harder since the number of
'active tiles' increases — up to a maximum
of seven Also, if five tiles are lost, the
game ends This also happens if a stored
tile prevents an -
a c t i v e  
t i l e  
f r o m  
e n t e
n n g

the screen — e if an entrance is blocked
There are 32 levels, divided into eight

groups of four. There is a password for
each group and this can be entered on
the title screen, allowing the game to be
started on the first level of the group.

HINTS
Deflecting Tiles: Tiles will only be
deflected off a stationary bat. Deflection
occurs when the tiles fall flat over a
corner of the bat, deflecting the tile at a
right angle thus

1

Atiolooloo



slot closest to the opponent's back wall
scores high. You'll score an own goal if you
pitch the ball through a slot in your own
half,

ATTACKS
You gain points each time you are able to
batter your opponent to the ground (a
Knockdown), or strike him with the ball (a
Slug-out).

STAMINA
Each player begins the game at full
strength. They maintain or regain stamina
in their own half. They lose stamina as they
advance into their opponent's half (against
the strain of the plas-flex wall), and also
from blows from ball, Knockdowns and
collisions with the back wall. If your player's
stamina falls to zero he will not answer your
commands until he recovers sufficient
strength.

CREDITS
Design: A Denton Designs Game
© 1986 Denton Designs.
All rights reserved.

SOUTHERN BELLE
(21st Century)
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simulation of the King Arthur class steam
locomotive hauling a passenger train from

London to Brighton during the early 1930s The task
before you is to lake a steam locomotive and its train
from London (Victoria) to Brighton. You take the roles or
both Fireman and Driver,

Active Tiles: Active tiles are the rolling
ones on-screen Two active tiles will not
collide. but simply pass over each other
If an active tile hits a wall or a stoted t
of a different colour it becomes a s to r
,tile I f  two active tiles collide with a wall
the same time and place they are
destroyed

On later levels, difficulty is increased
by introducing more active tiles, faster
tiles tiles entering from up to four
directions at once and more difficult wall
and trap arrangements
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GETTING STARTED
•eMelleip Ileineeseretdee
Press 0 on the main menu and then RETURN when the
timetable appears The locomotive will pull slowly away
from Victoria Station and thee accelerate past Battersea
Station. Observe the use of the various controls and
study the rearimgs on the gauges Press Fl to return to
the main menu.

IS, Mph Splood
It RETURN is pressed when the main menu appears the
program executes a High Speed Run along the entire
tine. All the main features along the way, including
Battersea Power Station, Clapeam Junction Station and
Clayton Tunnel. pass in quick succession To exit press
X

Inertias A Tenable,'
Rwa
Press 1 when the main
menu appears  and  1
again for the locomotive
control menu. This  will
give you control of  the
Regulator, Cut  Off and
Brake only The remaiod-
er of the controls will be
c omputer-c ont ro lled
Read the schedule dis -
played and then press
RETURN

With the locomotive
standing a t  V ic t o r ia
Station open the Cut Off
Wily by pressing C four
times H a l f  Open t he
Regulator by pressing R
twice. Af ter a few mo-
Manta the locomotive
will pull slowly along the platform and out of the station

Observe your speed display in the top left corner of
the s een.  When you are travelling faster than four miles
per hour press R hvice more to open the regulator fully

). The toraNnotive will then acoelerate more rapidly as It
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over the River Thames and past Battersea Power
Station

To exit press Fl.

Strome Loyal,.

R A M O  AMR 0110ADONO TOME eltitEENT
POSirtOtt
To save your position during a run select the timetable
by pressing land  then press S Place a blank cassette
in your player and follow the on-screen instructions. To
reload a position select the main menu and press L.

CONTRAS NEVI

totoototino toottai  Sops
CONTROL I N C R E A S E

SETTING
Sound whistle W
Stoke Fire R E T U R N
Regulator
Vacuum Brake V
Cut Oft
Blower
Injector
Firedoor
Damper „
s
p o
Program Comer*/ %opt
FUNCTION
Toggle between accelerated speed and
real time
Toggle between smoke on and smoke off
Return to main menu
Hold. wait for RETURN to restart
Display timetable
Acknowledge message

Omaha Soma Illeniesetretten
SMOKE LEVEL
Very light smoke — far too much air
Light smoke — too much air
Correct smoke level
Dar% smoke — insufficient air
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It., A O  at.
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In the centre of the screen Is the View of the cab, the
controls and the kne ahead Above this is a sign naming
the next station or feature that you encounter and et the
bottom of the screen is the message area. To the lee and
right of the main display venous control Information is
shown including your speed and the amount of coal and
water remaining The status of the next signal, the
grackent profile for the next 1.25 mites arid the present
time are also shown

111
111
P
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DECREASE
SETTING

SHIFT +R
SHIFT *V
SHIFT +C
SHIFT +B
SHIFT +I
SHIFT +
SHIFT +D

KEY
A

KEY
1
2

fl  M I N  MENU
c hok e  P —  Trefoi ls,  awn
A practice session for the novice driver/fireman to the
same schedule as the computer demonstration. You are
expected to adhere to the timetable shown initialty. You
May halt the run at any time to refer to the timetable
again A short beep is sounded to assist you when the
computer records a time for the final assessment.

When arriving at Brighton you must bring the train to a
halt as near to the tar end of the platform as possible.
Hieing the buffers will result in a km of safety marts and
doing so at anything above walking pace will resuM in a
craeh

At the end of the run your performance is assessed
with regard to economy (based on coal and water let),
safety and timekeeping.

Option 2 .••• logy Ilasolabla wiillo speed
I las lis
A non-stop schedule to Brighton Speed limits. including
an add banal keel of 30mph at the permanent way
worlong, must be observed otherwise safety marks
be lost or the tram may clone

Option 3  — Stopping Wain gad si r loins,
As option 2 but you must also obey all signals and make
stops required On your timetable

Two types of signal are used Stop (with a square
end) and Distant (with a notched end). Each has two
positions; up for clear, and down lhonzontal) for stop or
caution. Stop signals may come s in *  or in groups.

You inlay not pass a down Stop signal: you are
warned of this by a down Distant signal before

The stations at which you must stop are ri capital
letters on the timetable You must stop withie 50ft of the
far end of the platform, without excessive braking.
otherwise incur a non-stop error You must allow at least
one minute for your passengers to embark and
disembark The tirnetatee gives the requited departure
time.

Option 4  •i•
, 
N e w r
y  
M a p
p i n g
,  
b a
d s

A heavily laden train with consequent loss of
performance. All the constraints of option 3 apply.

Optioo S R e a w a i  Rwa
On 26th July 1903 the record for a non-stop steam train
from London to Brighton was set at 46 minutes 41
seconds. A Schedule is supplied to enable you to equal
or better that record. All normal speed limits apply

OpOsa •  Sonothota Seat
The pride of the Southern Railway, with a Putirnan non-
stop train

Opp(4en P r o/ Ni non Most
You will be presented with any timetable All constraints
apply plus other problems which will hinder your
progress to Brighton.

N e n immerse
-Lain
40 mph
45 rnpe

60 rnph

45 A I L

50 mph

81011011 AMMO N
MESSAGE
Fatal Errors
Fusible plugs gone

WHERE LIMIT APPLIES
Victona to Clapham 'unction
Balham Junction (Curve after
Bottum)
Strnathem Common for 1T2
mile
Winctinfil Bodge Junction (114
mile past Selhurse
Far end Redeill Tunnel to
Earlswood

MEANING

Water level in the boiler too
law



zzAP! 6 4  AUGUST 1 9 9 1  •

Boiler owerell

Overran stop signal

Unsafe reversing
backwards
Blowback

Derailed

Crashed into Brighton
stabon

Non Fatal Errors
Poor stop at

Short stop at

Rough stop at

No stop at

No whistle at

Em Brake at
Speeding Near

r

Water level in the boiler too
high
Passing a stop signal In the
down position
Allowing the train to run

Failure to open the Blower in
 tunnel or when regulator is

shut
Excessive violation of speed

Hit buffers at too high a speed

Failure to stop within 60ft of the
end of the platform
Failure to wait for one minute at
a station
Using vacuum brake level three
or above when the train comes
to a halt at a station.
Failure to stop at a scheduled
stopping station
Failure to sound the whistle
before starting off, or before
permanent way working
Using emergency brake
Failure to observe the speed
limit

NOW A S TUN LOCOMOTIVE WORKS
The driving force of the locomotive comes from the
cylinders where a piston is pushed back and forth by the
steam pressure raised in the boiler. Hot gasses from the
firebox are drawn through the boiler by a system of
tubes, which heat the water to boiling point. converting it
into steam The hot gasses drawn through the boiler then
enter the smokebox and escape through the chimney.
The performance of the locomotive depends upon the
pressure in the boiler, which can be controlled by
manipulating the fire.

Water  thertes
These two vertical tubes in the centre of the cab Indicate
the level of water In the boiler. If the gauge reaches the
bottom, special fusible plugs below it will melt, allowing
steam into the firebox

If the gauge reaches the top, water instead of steam

will enter the cylinders causing permanent damage. I nIdeally you should attempt to maintain a water level
the top half of the gauge Should a failure occur, the run
will be terminated

Sloane Pressure Gouge
A round dial, in the centre of the cab.. witha  needle
pointer (minimum on left to maximum on right). The more
steam pressure maietained the higher the potential
power, However, too much pressure will lift the safety
valves and release steam thereby roduciog pressure to
below maximum (shown by two jets of steam issuing
from the boiler top) This wastes coal and water

WhisHe
The whistle must always be used before starting away
.entering tunnels or approaching sections whare
permanent way gangs (railway maintenance teams) are
working

nor s k thw
A ',ever (lop left) which controls the flow of steam to the
cylinders II has five positions: closed on the right,
progressing to fully open on the left. Opening the
r u lator applies power to the wheels Always close theGO
regtilator when braking. Open the regulator cautiously a
when starting away es too

.....
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shoot-'ern-ups returns this month with
a slightly more conventional effort than

Shotaway—which played best with the TV
on its side? Once
again the aim of
the game is to
simply blast the
hell out of every-
thing in  s ight.
Gameplay i s
nicely structured
but t h e  ma in
appeal is some
neat graphical
effects a n d
imaginative side-
objects such as
human faces .
We get a fair few
Shoot-'Em-Up

much power will cause
the wheels to slip.
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Construction Kit games from readers,
virtually all with a helicopter and a tank
and zero imagination, so Shaun's unique
approach is a welcome change for us and
I hope you too!
© 1991 Shaun Pearson.
All rights reserved, _NEE
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Cat ON
A wheel (marked C, bottom left) which controls the time
dunng each cylinder cycle that steam is allowed into the
cylinder It  has five positions
. 0 %  
( s t r a i g h t  
u p ) ,  
2 0 % .

35%, 55% and 75% (strasget down) Lower percentages
reduce power slightly but increase efficiency When
starting away it is normal practice to use 75%,

l issome Br oke
A wheel (marked V. between regulator and cut off) with
five positions. off (straight up), light, medium, heavy and
emergency braking (straight down).

Emergency braking must not be used except ri
extreme circumstances. For the comfort of your
passengers, avoid using harsh braking when stopping at
a station

li•wor
A wheel (marked B. centre right) which is off when
pointing straight up. Normal gas flow, drawing the gasses
from the firebox out through the chimney, is usually
maintained by the exhaust of used steam up the chimney
when the regulator is open This will be interrupted by
dosing the regulator or by the confines of a tunnel. Here

.o an 'explosive

MEGATAPE t
i

MEDICS
!Faulty Megatape? Fear nO
Just bung the sickly Min—

,
spooler in a co b a g

rid post it to a n d
recuperatig s o n d

aw
s
e

hire,

•

blowback' into the cab

hoisistees
A wheel (marked I, top right) which controls the ir
-
11,1
of water from the tender into the boiler tt has five
positions: off (straight up). progressing to full on (straight
down) This  Is the means at maintaining the water level in
the boiler.

Demerara
A wheel (marked O. bottom right) which controls the
amount of air provided through the base of the fire
(primary as). It has eve positions. closed (straight up)
progressing to fully open (straight down)

The amount of primary air needed depends on the
temperature of the fire, for a hot fire you need more Fire
temperature is shown by a thermometer-style gauge in

E

•
8
••; 7

the cab centre
The indication of correct combustion is the colour of

your smoke. Slack smoke indicates insufficient air for the
ere temperature, grey smoke indicates correct air and
lighter shades Indicate too mice

Eirehole Doers
A par of steel doors used to confine the fire and control
the flow of air over the fire (secondary air) To achieve
optimum fire temperatures, the coal level must be
maintained in the middle third of the firebox. You must
fully open the firedoors whilst coal is added (only on the
hardest skill level) For pelted combustion a small
a m o u n t o f secondarya irmaybe required.

The firecloors can also be used to affect the
fire temperature. eg to raise the temperature
'quickly', keep the firedoors shut

Gradients

A cross section of the /relevant of the line . . 1 1 0
0 1 1
together with the pos Mons of stations and
tunnels is shown by the diagram here. The exact
gradient of the track may be displeyad in the
Signalling area

Vacuum brakes must be used to ensure that
the train is never aliowedte run Pletkerards on an
up gradient.camas
Written and designed by V s  B o b
14111yer
re. 196611991 Nextgrand LtoT/A 2•1 t
u r yEntertainment



C64
Repairs

If something is wrong with your Amiga 500
or 064, who better to turn to than the
Commodore National Repair Centre.

For all repairs to your computer, one low
payment covers diagnosis, repair
(including parts and labour) and delivery
back to you.

The experience and expertise of our
technicians ensures that your computer is
repaired to a high standard at a low cost
And most repairs will be carried out in 12
working days!

To schedule a repair simply call Michelle
or Audrey on 0133 391234

Please be ready to give your name,
address, computer type, serial number
and the type of fault

The cost is £4995 for an Amiga 500 and
£39.95 for a C64, Payment can be made
by cheque, postal order or credit card.

C o m m o d o r e
N a t i o n a l

R e p a i r  C e n t r e
0 7 3 3   3 9 1 2 3 4

FMG House
Newcombe Way, Orton Southgate

Peterborough PE2 OSF

E39.95
COVERS

ANY
REPAIRS
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Baseball is another one
of those odd
American games
designed so they
never lose to
foreigners! So far it's
been 1 0 0 %  success
with no foreign team
even entering the so-
called World Series.
Maybe Graham Taylor
should change the rules
for football so no
foreigners enter the
World Cup either!
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aren't designed as arcade fodder
and true to form this Nintendo

conversion offers plenty of realistic detail_
There are 28 teams (including two 'all-star
sides), each containing their real 1989
players with authentic statistics, and both
National and American Leagues (with two
divisions each). You can choose either to
play another person or the computer
(easy/hard). Once this is done the actual
game is loaded in and you're given a
choice of teams. If you pick an opposing
team in the same league you're assumed to

•  Striker! It's not easy hitting 87mph balls.
At bottom left you see Canseco has
already had two strikes so he's outa therel
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ball sims before,
Tiost notably the showy but simplistic
World Series Baseball and Hardball —
realistic with great graphics, but no league
option and an awkward behind-the-pitcher
view for batting. RBI 2 can't match the
graphical and sonic glitz of either but its
playabifity is higher and In my opinion this
is the one to get! I especially like the
tactical rea lism, such as deliberately
walking' your opponent's big hitter to
prevent a home run! You also have to
conserve your pitchers' stamina as they
soon get exhausted, and know the right
Lime to make substitutions. The pitcher-

batter confrontation is the best yet,
with the view from behind the
batter making hitting the ball
easier. This results in a higher-

scoring, more open game
with plenty of frantic fielding

and nsky base running.

I I

have entered that league. If the teams are
from different leagues a series of seven
matches are begun — as if the two teams
were in the World Series.

Now you can select your starting Pitcher
and your Batting order, making
substitutions where necessary. Once the
match begins admire the novel screen
display. A central strip shows a close-in
view of the Pitcher and the Batter. The
Batter can be moved left/right and
forward/backward while he waits to receive
the ball. Meanwhile the Pitcher moves
left/right on his Mound and can throw the
ball fast or slow, curving it all over the
place. On the left and right
there are strips showing
First and  Th ird  Bases
(Second Base  ca n  b e
seen behind the Pitcher)
— perfect for when you
want to Steal a Base.

Once the ball is hit, the
three views disappear and
the screen follows the ball
while a  ra d a r scanner
shows what's happening
on the bases. The Fielding player gets
direct control of his Fielders while the Batter
can choose to send his runners forward
extra bases. The graphics are certainly well
thought out, and there's cute touches with

'There's cute
touches with

fielders leaping to
attempt catches

and runners
sliding into bases/

Domark,
E I 0 .99  cassette,

E 1 4 . 9 9  disk

•  Woahl Phil finally makes a great hit and
its fireworks time!

fielders leaping to
attempt catches and
runners sliding into
bases, but there's
nothing spectacular. The
Batter and Pitcher are
reasonably animated but
could have been better
and the Home Run
fireworks are primitive.
Sound is equally
unimpressive, a handful

of beeps and whooshing sounds with no
tunes whatsoever — a shame.

But the important stuff is gameplay and
RBI mixes in-depth realism with playability.
For instance, when a player is caught out

•  The Easy Guide to Stats. Clockwise from top left. It's the top of the first Innings, the
American All-Stars are thrashing Atlanta 8-0. there have been no Balls, two Strike and no
Outs. Baines is batting, his RBI is .309 and he hit 16 home runs in the 1989 season. P
Smith is pitching and his poor  average number of runs conceded is 4.75.



•  Hitting the ball behind the foul lines counts as a strike, note how the tiny black refs
move their arms out to indicate a foul.

all the runners have to run back and tag the
base they were on before. There's also
realistic Time-Outs to change pitchers and
substitute fielders or batters. Changing
Pitchers is critical because they soon get
exhausted with 97mph fastballs slowing to
47mph after a couple of innings. Pitchers
also take a couple of matches to recover,
adding to the management side of the game.

Thankfully authenticity doesn't make RBI
inaccessible — everything works perfectly
off the joystick and even the statistics soon
make perfect sense! Initially simply hitting
the ball seems impossible, and when you
succeed it generally goes backwards fo( a
Foul ball (which can still be caught to
dismiss the Batted). There's a good Bunt
option though, which allows you to set the
bat high, low or middle — then you simply
move the player to hit the ball with the fixed
bat for a short shot, With practice, though,
you can soon be scoring home runs —
swinging just as the ball seems to be going
past is best,

More than most games, baseball is about
psyching the other guy out. Deciding which

14..mm
E r a
044141ei

L e a l
P t a u W W I

Rep ITU,
2 . 8 4

r
I
t  
E
V
A
L
.
-
t
.  
3 
I
S

11 S m  i I  h  2  S 4G r a s s  4  .3 4
P e r e z  3  3 1Lamest an 2  I S

t i
e
u
r  
P
i
e

sm e t  ih 1  "
P
R

4 8
t
r
. 
t
g 
r 
b
u
n 
4 
&
S
I

1 • la v . t  h  3  4 9

tier m o r e  t h a nn  P a t  ce ve rs
l
w
A
V
e
r
a
"

r : 7
p e r  u a m ie

•  Substituting Pitchers is a critical part of the
game — use too many too early and you'll
have a nightmare end-game with an
exhausted Pitcher giving away runs by the
dozen!
balls to swing for, which to leave or
equally where and how to pitch, are as
much guessing how your opponent is
thinking as observation or reactions. And
Stealing, of course, can soon get tempers
to boiling point! This makes for great two-
player games. One-player mode is almost
as good with comprehensive league
options and in both modes there's a neat

•  Ouch! Phil throws a low ball at the Batter and a Beanball is awarded, allowing him to
walk to First Base. If the Batter is very good this can be a useful
tactic to prevent him hitting a Home
Run!
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BASEBALL BASICS
•  Probably developed from Roundels,
baseball is a fairly simple game. To
score runs  you mus t ge t players
around the  four bases with a  run
awarded for  each player getting to
Home Base.  The Fielding side try and
stop this by catching the ball before it
bounces — to dismiss the Batter —
and throwing the ball to Bases before
Runners r e a c h  t h e m  —  a g a i n
dismissing them. I f three Batters are
dismissed the Fielding team gets to
bat Each team gets nine innings —
and it the match is still drawn, extra
innings are played

Another way to dismiss batters is to
prevent them hitting the  ball! The
pitcher should throw the ball between
the two white lines of the Strike Zone If
the Batter then misses the ball it's a
Strike — three Strikes and he's out.
However, even if the ball goes wide of
the lines, i ts  still a Strike if the Batter
swings a nd misses! I f  the  Ba tte r
doesn't swing at an illegal ball a Ball
is declared, tour of these and the Batter
simply walks to first base. Even better,
if the  Ba tte r  is  h i t  by  the  ba l l  a
'Beanball' is declared and he walks to
First Base straight away!

Oh. and as for 'RBI' — it means Runs
Batted In, a statistic showing the match
average number of runs scored as a
result of a player's batting.

codenumber save option. RBI 2 apparently
sold two million on the Nintendo and the
graphically superior C64
version should be a big hil
too. Realistic but highly
playable, both fans and
newcomers shouldn't miss
this one!
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Tenser* In lice USA.

PRESENTATION 9 0 %
Four league divisions, good axkword saving

system, two-player option, hord/eosy computer
opponent and limited mulfilooding.
GRAPHICS 79°/1)

Not 04 iMpiesuve as Hardball, but still attractive
and well designed lot effective play.
SOUND 28°/c•

tkirre spot I X with M I  lanes.

HOOKABILITY 9 0 %
Ironing batting swings lakes time to master, but
we wore met hooliciel with the two player mode

being irresistible.
IASIABILITY 8 9 V •

Two !vogues to beat plus the option to control any
ot the 28 teams. have the best to the want,

poi/ides on entoyabk challenge

OVERALL
A hit for beginners and fans dike.
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Krisalis, E 1 1 .23
cassette, E 1 5.31
disk
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claustrophobically small courts
have so far prevented squash

from becoming a big spectator sport,
Jahangir Khan's achievements deserve
broader admiration: he became the
youngest ever professional World
Champion at 17, has subsequently won
every squash title in the world and over a
six year period played in 500 international
matches without a single defeat. I ts an
astonishing record, so can Krisalis do him
justice?

The program gives you the choice of
entering either the Club Tournament
(league) or tougher World Championship
competitions — both separate loads on
different sides of the tape (or disk). The
Tournament is organized in a series of
eight rungs, each a miniature league with
4-6 players. Once everyone in the rung has

not that much o f a squash
Ian, but I still found this great

fun to play. There isn't a great deal o f
tactical depth to the game — just eying
to surprise the opponent by varying y
shot type — but rallies are often I
and a l w a y s  h e c t i c  W i t h
excellent league and cu
options, a n d  so me  v
tough computer p ia -
this sh o u ld  h a ve
sweating o v e r
joystick for ag.

played everyone else the top two are
promoted and the bottom two demoted.
By contrast, the Championship game is
simply a knockout cup.

Both games are absolutely packed
with players, each with six individual
stats including fitness, tactics and
judgement. If you win a match you can
upgrade one of your stat bars a unit.
You can also change player names,
have any number of other human
players and even watch a computer
player's matches.

On the squash court you move your
player into position then hold down fire to
begin your stroke, left/right controlling
direction with up/down accessing lob or
drop shots respectively. The ball moves
quite fast and things soon get very frantic.
It's as well there's an option change the
type of ball — the bouncier it is, the more
time you have to intercept it.

Even so, the players don't move
incredibly fast and it can be difficult bringing
bat and ball together — I certainly found it a
tricky to begin with. Once you do get the
hang of it, there can be some wild rallies
with all sorts of weird ricochets. As the ball
can bounce off a couple of walls so quickly,
picking out the right intercept point really
gets your mind working.

Personally I don't think any squash
simulation can compare with a good tennis
•  Fast richochets off the walls make
intercepting the ball tricky to begin with,
especially when you're playing sneaky
Phil!

game for depth of play —
you don't have the range or
degree of tactics. However,
this is a very good squash
game and certainly makes
a nice change.

•  There are pages and pages of players, each
with six individual stats— except human
players who obviously lack the last two.
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•  The squash court is dominated by a
Wall marked with two horizontal lines. At
the bottom of this there's a short metal
strip known as the tin which counts asPart of the floor.

Serving is done from one of the N
service boxes. AM serves must hit tt
wall above the top line (the cut) befoi
landing in  the opponent's ha lf  of th
court. The ball can then bounce an

• number of times off any walls before c
after hitting the end wall. Then it  cal

I bounce just once on the floor before1 being returned.

1  T h e  server wins a point for every rally

won. I f  he fails to win a rally, service
passes to the other player. The first to
nine points is the winner. However, I f
the score goes to 8 all ffrst, the receiving
(No Set) or 10 (Set Two)Player has the choice of playing up t 2 A
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Graphics: Phil Nacknay
Music: Mat t  Pandas

PRESENTATION 8 6
(
V o

Mosses of options, inckeling save/had for
massive leagues.

GRAPHICS 6 8 %
A squash court and two men aren't exactly

straining the Corll's limits, but the players are well
animated and it's nice how they shake hands

before a match.

SO U N D  59c' /0
Reasonable intro tun* and bask in-game spat Ht.
HO O KABILITY 7 9 %

Club level gives a trimly itela to the game.
LASTABILITY 70°/ch

A huge challenge, but squash isn't a fabulously
varied game..

OVERALL
A great squash game.
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COULD BE YOURS! ALL YOU HAVE TO
I D O  IS ENTER OUR SIMPLE PHONE
J Q U I Z  ANSWER THE QUESTIONS

,  CORRECTLY & YOU'RE IN WITH A,  .  E  0  W I N

THE "SUNN MUSTANG"  BASS GUITAR
A N D  "MARSHALL"  PRACTICE
AMPLIFIER IS THE IDEAL SET UP FOR
ANY WOULD BE BASS GUITARIST.
ANSWER THE QUESTIONS & IT COULD BE
YOURS!

FOLLOW IN THE FOOTSTEPS OF
YOUR HEROES! WE'RE GIVING YOU
THE CHANCE TO TAKE THE LEAD
WITH THIS WICKED "ENCORE"
ELECTRIC GUITAR AND
"MARSHALL"  PRACTICEAMPLIFIER. GO FOR IT ON...
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PORTASOUND"
ELECTRONIC KEYBOARD

IS THE ULTIMATE
MUSIC MACHINE! IT

COULD BE YOURS. JUST
PHONE
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Calls cost 34p (cheap rate) and 45p (at all other times) per
minute inc. VAT. Megafone Ltd. Sandylands House, Morecambe. LA3 1DG. Please ask your parents permission before you call.
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•  The Junctions are like Vendetta, but
work so much better—Just don't turn
left!

System 3 ,
E I 0 .99  cassette,
E I 4 .99  disk and
(around Xmas)
E I 9 .99  cart

f Judge Pickles had his way. none of
this would be happening, with cocaine
and heroin cheaply available on

prescription. But until Boots get into the act,
drugs are a high-risk. high-profits business
which not only corrupts policemen, but also
entire governments in this politically dodgy
game The 'untouchable' star of the show Is
a single-minded cop who doesn't care how
he brings international drug dealers to
book. Don't ask how he affords that red.
200mph Lamborghini Countach — the poor
so-and-so probably lives in it as his car is
shipped around the world.

On each of the five levels the chase
starts in a fnendly country which ends with
you smashing through the border gate. On
disk or cart a hi-res screen is loaded
showing the wood-splintering scene, then
the next section is loaded. Section two of
the level always takes place in countries so
friendly to drug dealers the whole might of
the police force is thrown against you.

Wherever you are, there are no
innocents — everything on the road is a
target and the more you blow up, the more
•  Gunships zoom out of the horizon, then
turn to hover above the car with their
Miniguns tracking fire across the tarmac.

points you make, Some vehicles take only
a single hit, others take up to twenty.
Bullets are thankfully unlimited, but for
some the stopping power of a missile can
be useful. Hold down fire to change the
pistol sight into a missile cursor, then
release to send one of five rockets on its
way.

Enemy vehicles aren't just fast-moving
targets though; pay attention and you'll see
muzzle flashes as they return fire. Receive
either 100% damage, or seven bullet holes
in the windshield, and your car explodes for
good Damage is also inflicted by crashing
into the scenery (occasionally resulting in a
non-fatal explosion), running into rocks or
shrubs in the road, driving over mines or
coming under withering fire from swooping
helicopters and A-10 attack jets, The
aircraft are. in fact, absolutely stunning.
Jets zoom in with Gatling guns flashing.
while helicopters whirr out of the horizon,
then hover overhead, raking the tarmac
with gunfire. The sight of a helicopter
overhead, an A-10 roaring in. the car
zooming down a rollercoaster hill and
bridges blurring past is astonishing — an
arcade-style experiment in graphical
overkill.

There's over twenty different enemies
to deal with, especially impressive being
police cars which abruptly slide around to
form impromptu roadblocks. End-level
baddies aren't quite so impressive: they're
generally unremarkable cars which, when
you've got past everything else, need to be
blasted full of holes — all the time
returning fire. A van adds some variety,
but they could've been better. However,
levels increase in difficulty with the
addition of more road objects,

S C O R E  O L I O  I  L1E3

DI I  S  R H E U M

helicopters, then lets, then oncoming
juggernauts1

If you defeat a drug lord he pulls over to
be arrested, and then (on disk or cart)
there's a level-complete screen. Also, your
damage goes back to zero, you get a full
complement of missiles and your petrol
tank is refilled. Petrol? Yet). you've got a
gas-guzzling V-12 engine behind you and it
needs to be fed. Fortunately there's plenty
of blue petrol tanks lying in the road for you
to run over Usefully, text warnings of
upcoming fuel tanks, mines and drug
leaders appear just below your score —
although most times you're so preoccupied
with the action you don't notice them!

As I've already said, graphics are a little
fast, but the quality of them remains to be
drooled over The ten separate levels are
all radically different, usually including two
or more separate styles within them. A
particular favourite is China, which has
massive pyramids, red obelisks and more

besides, Then there's
Egypt with Sphinx-

The defi nitive C64
speed experience has
arrived: ten loads
packed with scrumptious
graphics, vicious cops and
heavy-duty military hardware push the 6 5 0 2
new limits. Stuart Wynne straps himself into
System 3fs latest motor for some serious 0-force.

tsed to driving a Metro,
, sheer speed of Turbo

e. i s  i h t e n i n g i  The  huge ,
-1 tNy 61.1 lied side-graphics whizz

st at an amazing rate as you screech
vet huge hills and through tunnels.

's'no need for fiddly gear changing
— you've got more than enough

0 keep y ou occupied, frantically
dodging left and right to avoid enemy
fire a n d  so me h o w a lso  shoo t  t h e
baddies The roadblasting action doesn't
change much throughout the levels, but
the road maps do vary considerably
the programmers' experimentation with
Scalextric layouts has paid off
with some levels being real
rollercoasters, others dotted
with junctions, tunnels and
so on I t  a ll adds up to
one awesome driving
game.

II



•  The darkening of the car's colour in
tunnels is a nice detail, but not even
tunnels will save you from the A-10s.

like statues, and the superb American level
with a city full of System 3 hoardings and
skyscrapers, plus a balloon and a beautifully
atmospheric sky. There's the odd
weakness, such as oversize police huts with
giant policemen, but on the whole graphics
are simply stunning — static, Moving they're
awesome. Zooming along at top speed you
completely forget about the turbo charge

option, but yes, it's there. Hit the

_

• •  • • •  U S  0 6  O n

space bar and the game gets faster,
speeding you past helicopters but

burning up fuel at a prodigious
e.
Rollercoaster roads, attack
Is — what more could you
ant? How about forks in the
d which take you shooting

wn dead-ends to splatter
across brick walls? It
nds nasty, it is nasty. But

ere is a fairly obvious way
working out which road to

take and thankfully the
program generously allows
you to make your choice at the
very last instant. There's none
of this 'milliseconds to react
and no changing your mind'
lark; you can slide over the
ground separating the two
roads at the last instant, if

•  The sensational r c o a s t e r  effect necessar y.
gives Turbo Charge a genuine arcade Y o u  can also admire a
feel. n i c e  effect in tunnels, where

AP.

-
• •  •

• l i e  •  - s-r•-e

A
c
t

•

• • • •  •

'
e
r
a
% 
•
•
•
•
•

-

RESENTATION 9 4 ° / •
Superlative disk and cart presentation: death

scene, level complete screens and high score table.
Tape version will be stripped dawn to save

multilood hassle, but like all versions has slick intro
and gome-complete screens.

GRAPHICS 9  r
0 levels, with al leost two graphic styles per level,

beautifully vaned with oicellent attack aircraft and
incredible speed.

SOUND 93°11.
An impressive range of PUMIS provides an

absorbing soundtrack.
HOC)KABILITY 9 7 %

instantly, coropetely. totaNy oddktive.
LASTABILITY 9 4 ° / •
Not a huge amount of variety, but arcade feel

• means you'll come bock to it again and again.

'A stunning arcade experience. blindingly hot and
exceptionally violent.

•  Some discreet corporate advertising in America, just six miles from the border with
Mexico. Damage is minimal and you've still got all five missiles.

111.
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the palette changes to realistically darken
your car. Somewhat unrealistically
helicopters and jets continue their attacks in
tunnels, but System 3 aren't too concerned
— it's an arcade game so why make it easy
for you? True, true, it doesn't matter when
you're playing. Even when metal girders
are flashing overhead and A-10s are
attacking, graphic priorities work in a way
that feels right.

Combine all this with some wonderful
tunes and FX. a beautiful car explosion
plus great presentation and, well, it's Gold
Medal time, The racing shoot-'em-up
format has never been faster or more
graphically stunning. Disk and
cart versions, in particular,
benefit from great
intermission screens, but
even with a C2N this eye-
burning speed merchant is
unmissable•

OVERALL
SPOVE41::.
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rid it's Nigel Mansell in the lead
going into the final lap, he simply
must win now.. whoops his

gearbox has seized up again!'
Well that's Grand Pnx racing for you, a

combination of driving skill, mechanical
expertise and sheer luck. In Fl GP Circuits
you can drive for-.ay-of four 'fictional'
teams, each with its own strength: the
Ferrer' car is fitted with the best engine, Mc
Loren with the best chassis, Williams with
the best tyres and Leyhouse with the best
brakes.

The Grand Prix season starts in America.
As in the real thing, you have to set a
qualifying time to determine you position on
the grid at the start of the race. The race
view is from overhead with the track
scrolling downwards. Of course there are
plenty of twists and turns in the road, but
these are •signposted• in the panel above
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There's no real strategy other
than choosing which car parts to buy
and when to visit the pits, but the simple
driving section is quite fun to  p lay I
reckon the computer drivers all went to
the Ayrton Senna school of motoring —
they certainly don't mind shunting you
out of the way or just ramming you off

the t ra ck !  Fru st ra t io n  i s
eased, though, by the way
your car can take loads of

damage be fo re  fi n a lly
conking out — I think old

Nige could do with one of
these,

the playing screen. There are nineteen
opposing computer-controlled cars, and
these are swines to pass as they swerve
all around the track. Collision with these
causes the car icon in the lower left
corner of the status screen to change
colour.

This is your damage indicator and as
the colours on each part of the car
change from white to yellow to red and
finally black it's time to visit the pits.
These are positioned just behind the
starting grid, and by pulling off the main

•  Mansell's in the pits again/ But his car's
okay, he's just refuelling.

1
Idea, E 1 0 . 9 9  cosi

track the pit screen appears. On the left
side is your car surrounded by the
mechanics and to the right of the screen
appears a list of car parts, Tyre, Chassis,
Brake, Engine and the all important Fuel.
By clicking on the necessary icons the pit
team get to work with their spanners,
screwdrivers and sledgehammers. When
finished, click on Go and It's back to the
track to complete the five laps that make
up each race.

Al the end of the race, World
Championship points and bonus cash are

•  Still in 20th position, but you should be able
to overtake this tailender on the next straight.



tte, £ 1 4 . 9 9  disk
awarded to the top six drivers. In the first
three races (USA. Brazil and San Marino)
you must qualify in the top ten places to
avoid the dreaded 'game over" message
•  Revving up at the start of another Grand
by your qualifying lap time.

But from then on the more points
you possess the more chance you
have to survive. As your cash
builds up its a good idea to visit
the shop to improve your cars

performance with four grades of
tyres. chassis, engine and brakes for

sale.
F1's decent title tune and neat

presentation leads you to think that this
may be a racing game in the Pole
Position/Pit Stop league, but sadly it isn't
that good. The car sprites are attractive,
but can't compensate for the simplicity of

Prix — your position on the grid is determined

991 Coro/co International N V. All Rights Reserved

a purely vertically-scrolling overhead view
perspective. The bends aren't that difficult
to negotiate — obviously — and the
continual flipping of the disk version is a
tad annoying (I hate to think what tape
will be like). And although the game is
initially fairly playable, there isn't really
enough of a challenge to to
keep you playing long
enough to reach the final
race in Italy. Once you wor
out a technique how to get
past the psycho drivers
tedium soon sets in.
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SOUND 6 0  a/o
Demo Odra cod p000mmion Immo moos grim

woy lo uirimotaly c000ying wormy soundHooKABlurt 57%
%Mak owing roma dm rook moi l  mord"
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OVERALL
Daiwa fixing goomo.
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•  A nice aspect of the game is how areas only appear once you enter them. Go through
the door  on the top right to reveal a new corridor.
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invaded and everyone on it
ruthlessly slaughtered — except

you. Hiro, the last of the Bladeknight
warriors. As Havok and his army of
mutant warriors gloat amidst the blood-

iP S
weapons below are throv., . 1

, • ,  : • t re n g t h  according to hov,
yok.. d o w n  f e e  A l l  e x c e r '
Firebidoe have limited ammo Most  •...an
be enhanced  b y  u p  to  e ig h t  e xt ra
points by collecting power-up shields
To get maximum power you must hold
fire down until it reaches the end of the
bar Other power-ups increase fire rate,
replenish vitality and give 16 seconds
of invulnerability.

BLADE: Can be improved in range
SCORCHBALL On ly  stops when it

h its a  wa l l  o r  e xce e d s ma x imu m.
improvable range.

DART: Limited range with no combat
rating effect.

SPINBLADE:
Improvable speed

NEEDLE BOLTS:
The h i g h e r  t h e
rating t h e  mo re
you throw'

TRISPIKE:
Un limited  range,
no combat ra t ing
effect,

FIREBLADE:
Co llect  a l l  t h o l
pieces to  get th is
permanent weapon
which has an un•
limited range and
the most powerful
hit power of all

splattered ruins you plot revenge. The
legendary Fireblade has been shattered
into sixteen pieces: find them all and the
magical sword will reassemble, enabling
you to defeat Havok.

It's a familiar storyline and the
gameplay — a mix of beat-'em-up,
exploration and platforms-and-ladders —
isn't that original either. One novel
feature is the control system: movement
is perfectly conventional but combat is
unusual. At the bottom right of the
screen there's a status bar which rises
as you hold down fire. Depending when
you release fire you get a punch, high
kick or low sweeping kick. It's an odd
system but it works well enough and
means you're not struggling to get
joystick diagonals. Another status bar
shows Vitality, when this reaches zero
you lose one of five lives.

True to its arcade-style intro Switchblade

Gremlin, E110.99 cassette, E I 5 .99  disk

•  The cybercity is packed with over sixteen
different monsters, and until you get a
weapon fists 'n' feet are your only defence.

0 0 0 0 0 5 2 0
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sadly suffering the same faults as
the Amiga original. Exploration is fun at
first, with  p lenty o f  hidden exits and
bonuses to discover, but there just isn't
enough graphical or gameplay vanety to
keep you coming back. Most baddies
are e a sily despatched b y
standing on  a  cra te  and
kicking the ir heads in  —
except t h e  co u n t le ss
scuttling scorpions which
are hard to avoid/kill and
soon get on your nerves.

is packed with objects to collect. Besides
weapons (see box) there's bonus gems
(including Orbs which shatter if they hit the
ground!) and letters to collect — spell B-0-
N-U-S for 10,000 points and E-X-T-R-A for
another life. Most are concealed in special
blocks which disintegrate when punched.

The game is set in the Undercity, a vast
labryinth packed with
platforms, ladders.
traps, monsters and
hidden exits. Traps
include proximity-
sprung spikes, while
monsters come in 16
increasingly powerful
varieties. With such a

large map to explore it's unsurprising that
Hire himself and most of the enemy
creatures are rather small, but later on
there's the promise of some bigger
creatures.

Originally released a year ago on the
Amiga Switchblade was a big hit with
some people for its coin-op feel — the
intro, biggish map, numerous bonus items
and weapons — but the graphics were
unimpressive on 16-bit and are similarly
disappointing on the C64. They're not bad
but they just don't have the detail or
variety to compete with
games such as Myth and
Hammerfist. Nevertheless
while gameplay is
unoriginal, it works very
well and mappers will
probably find it compulsive.

PRESENTATION 7 0 %
Simple but attractive intro and choice of FX or

musk.

GRAPHICS o lrlo
Flickscreen backdrops lock variety while sprites
ore undistinguished. Some nice details though,

such 05 bonus point totals appearing and swirling
debris after a fight.

SOUND 7 4 %
A choice of reasonable spot FX or a good tune.
HOOKABILITY 7 1 %

Easy to get into and exploration is initially
addictive.

LASTABILITY 6 0
1
" / o

128 worm aren't that many and graphic variety
is limited.

OVERALL
A faithful conversion which geflit. fans will alloy.
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•  The main menu, clockwise from the left: Ground Improvements,
Squad, Play Game, League Tables, Transfers, Save/Load. Cup,
Results, Fixtures and Bank Statement.

DatH Games,
E 9 . 9 9  cassette
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the ball rolling, there seems to have
been a constant stream of footy

management games. Most have claimed
extra features over previous efforts, but
what's truly innovative about D&H's latest is
that it allows up to four human managers to
lake part, each in charge of their own team.

Of course, you can't expect to manage
Liverpool straight away — you're each given
a lowly Fourth Division team to start with,
sponsored by a suitable firm, eg Commode
Antiques, who'll give you money if you do
well, Should you do exceptionally well a
bigger club may ask you to be their manager.

Each player takes it in turn to access the
management options from the icons of the
main menu. The most important option is
Squad which allows you, via a sub-menu,
to pick your team for the next match. All
your players have a set position (goalie,
defender, midfielder, attacker) and a
general skill rating out of 10, This can be
improved by training
in one o f three skills
relevant to the ir pa
Salon (e g  tackling ,
control and passing
for a defender). How-
ever, as there is no
reference t o  th e se
individual skills any-
where else, how are
you meant to  know
what t o  t ra in  e a ch
player in?

Some players are
beyond help though.
so you can sell these
(only one per week).
choosing between the
cash offers made by

other clubs.
To buy players, you have to select

Transfers from the main menu. This
presents you with a list of about half a
dozen players currently for sale, No prices
are shown as it's all done via an auction
system with each of the managers making
bids in turn (if you want to keep your bid
secret from your rivals, tell them to close
their eyes!). If you're employing a scout,
he'll give you an estimate of the player's
worth. When all bids have been made,
they're shown along with bids by computer
managers The selling club will then
usually choose the highest or decide not to
sell.

The other options in the main menu are
mainly status displays: your bank
statement, league tables (also allows you to
see any team's squad), fixture list (for this
week), results (from last week), and your
next FA and League Cup matches. There's
also a save/load function and a novel
Ground Improvements option. This allows
you to increase ground capacity (you're not
likely to need this unless it's a top club!)
and safety (if this is low, you're more likely

• O h  dear, it seems Stu doesn't have quite enough cash to put in a
sensible bid for  goalie Flowers.

s o u  +...hoimp-t on
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•  Stu juggles his Stockport team, replacing defender Logan with
the more skilful Bullock.

to be fined for crowd violence).
And finally, of course, there's the Play

Match option. So what match
representation do you get? A neat graphical
view of the action? Okay, how about a
running commentary? Maybe a clock
ticking down with goals and other events
occasionally being flashed up? No, not a
sausage! All you get is the result along with
any scorers and injuries.

This I could put up with if the
management options were any good. But
once you've bought a few players there
really isn't much to do other than compare
your team's Goalkeeping, Defence, Midfield
and Attack ratings with your opposition's to
maybe make the odd tactical team alteration.
But this is no advance on the ancient
Football Manager — and even that had
match graphics! The addition of the multi-
player feature can lead to some fun rivalry
between managers, but it can't make up for
the total lack of real tactical depth. I'm afraid
in my opinion Multi-Player Soccer
Manager is little better than most
budget football management
games, and totally outclassed
by the recently rereleased and
infinitely superior Tracksuit
Manager.

CREDITS
Program: R Thomas and R
Walker

PRESENTATION 5  2, %
Woefully inadequate instructions, neat icon-driven

main menu.
HOOKABILITT 5 6 '
1
/ 0

Disappointingly no match representation, but some
simple fun can be hod with two or more

manows.
LASTABILITy 4 0 %

There's notnearly enogh management decisions to
make, especially motch-related ones, so it soon

sets dull.

OVERALL
Not worth the transfer fee,
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CASS DISK CASS DISK
100 % DYNAMITE 12.95 15.95 HEROES 1 2 . 9 5 16.95
ARBOURNE RANGER 12.75 16.95 HILLS FAR 16.95
AMAZING SPIDERMAN 9.50 12.95 HOSTAGES 12.75
ASTRO MARINE CORPS 8 . 7 5 INDIANA JONES LAST CRUSADE .8.75 12.95
ATOMIC ROBOKID 8.75 12.95 JET 29.95
ATOMIX 8.75 KICK OFF 2 12 95
BATMAN THE MOVIE 8.75 12.95 KINGS BOUNTY 16.95
BATTLE CHESS 1 2 95 KLAX 8 . 7 5 12.95
BLOODWYCH 8.75 12.95 LASER SQUAD 8 . 5 0 12.75
BOBO 8.75 LORDS OF CHAOS 8 . 5 0 12.75
BUCK ROGERS 2 0 . 9 9 LOTUS ESPRIT 9 . 5 0 12.95
CARRIER COMMAND 12.95 15.25 MAYDAY SQUAD 12.75
CASTLE MASTER 8.75 12,95 MIDNIGHT RESISTANCE 8 . 7 5 12.75
CAVEMAN OLYMPICS 5 . 9 5 MONTY PYTHON 8 , 7 5 12.95
CRACK DOWN 9.50 12,95 NIGHTBREED ARCADE 9 . 5 0 13.95
CURSE OF THE AZURE BONDS - 20.99 NINJA REMIX 8 . 7 5 12.95
CURSE OF RA 1 2 . 9 5 OPERATION THUNDERBOLT .8.75 12.95
DAN DARE 3 8.75 12.95 PIRATES 1 2 . 7 5 16.95
DAYS OF THUNDER 8.75 12,95 PIPEMANIA 8 . 7 5 12.95
DOUBLE DRAGON 2 8.75 12.95 POWER DRIFT 12.95
E-MOTION 9.50 12,95 RICK DANGEROUS 2 8 . 7 5 12.95
ESCAPE ROBOT MONSTERS _8.75 12.95 SHADOW WARRIOR 8 . 7 5 12.95
EUROPEAN CHALLENGE- 7.75 SIM CITY 16.95
F-15 STRIKE EAGLE 8.50 12.75 STEALTH FIGHTER 1 2 . 7 5 16.95
F-16 COMBAT PILOT 12.95 16.95 STRIDER 2 9 . 5 0 12.95
FIGHTER BOMBER 12.95 16.95 STUNT CAR 8 . 7 5 12.95
GALAZY FORCE 8.75 SUPREMACY 1 2 . 9 5 16.95
GIANTS 10.99 12.95 TIE BREAK 8 . 7 5 12.95

MAIL ORDER

IMAGINATION, FREEPOST DC 574, DONCASTER,
S. YORKS, DN5 8BR.

SEND El FOR A CATALOGUE (REDEEMABLE ON FIRST ORDER).
PURCHASE ANY 3 GAMES AND CHOOSE A 4TH GAME UPTO THEVALUE OF

El 5 FOR FREE. MAKE CHEQUES/ POSTAL ORDERS PAYABLE TO:
' IMAGINATION' FOR THE VALUE OF YOUR ORDER ADD El .50 P&P.



SORRY!
Dear Lloyd
Please print this letter as there
is an important reason. I felt I
must wnte to ZZAP! again, not
only to thank you for printing my
previous letter [Issue 74] (my
first attempt, believe it or not)
but also to clarify a few things.

Firstly. I never said that
Michael Bather and Cohn Finn
were 'totally miserly', just 'a bit'.
If I did write this then it was
absent-minded of me to do so
— I can't remember because I
was daft enough to not make a
copy of my letter. Everyone is
entitled to their own opinion,
carts or otherwise. I was not out
to humiliate these guys, and I'm
sorry if they got that
impression.

Secondly, in my comparison
to carts and cheap budget crap.
perhaps I did not make my
point clear enough. What
meant was I'd rather not buy
one or two budget titles every
week, but I'd much rather save
my cash for a good cart game.
However, not all budget games
are rubbish (I recently
purchased CJ's Elephant Antics
and jolly good fun it was too!).
its just that many of these low-
price games are poor ones that

QUESTION
TIME
Dear Lloyd
There are a few questions I
would be grateful if you could
answer.
1. Are there any plans for
Defender Of The Crown 2?
2. Is TV Sports Football
coming on cartridge?
3. When is First Strike coming
out on budget?
4. When is Speedball 2 coming
out on the C64?
5 When is Final Fight coming
out on the C64?
Ityomin Kim, Surrey

•  1. it seems unlikely
considering Cinemaware's
current financial
difficulties.
2. No, as revealed last ish,
the tape/disk version has
already been deleted by
Mirrors oft.
3. it was rereleased quite a
while ago on the Encore
label, earning 90% in issue
66.
4. Work is underway, but
there's no firm release date
as yet.
5. It's due for an autumn
release by US Gold.
LM

This mont h  t h ere ' s  p len t y  o f  controversy o v e r
cartridges, Z Z AP! ' s ra d  redesign  an d ,  sad ly,  a
reader's t rag ic suicide. I t ' s  a l l  i n  yo u r variet y-
packed Arai)!

were only recently full-priced.
Of course I acknowledge the
fact that there are some people
who cannot afford many games
at all, and it is these people to
who I feel compelled to
apologise.

I hope this has sorted
everything out. Talking of carts.
I find it sad that System 3 have
gone back to the tape/disk
format — this was the company
I least expected to do so!
Despite this, I congratulate
Ocean, for sticking to their
guns when it comes to carts
(SC) and Navy SEALs are
brilliant!) I'm looking forward to
Toki, but rve cancelled my
order for Pang! Shame, that!

Onto lighter subjects. I'm still
playing Turrican 2 — I know
the maps like the back of my
hand but I find it tough
nevertheless! Imagine my
sheer delight when I heard the
rumour of a Turrican 3 under
development. Yes, I know it's
only a rumour, but if it does go
ahead, who on earth is going to
come up to the technical
expertise of Manfred Trenz?! I

zzAp! 6 4  AUGUST 1 9 9 1  •  NUMBER 7 6

hope it really will be the final
flight this time or the series will
be like the 'Police Academy'
films (ie stalely Anyhow, here's
hoping!

Lastly, seeing as I've
mentioned Elephant Antics, did
you know there's a clothes shop
in Norwich called 'CJ's', Yep, its
true. No chance of a photo for
proof, I'm afraid, but I can give
the address: 15 Oxford Place,
Norwich. Maybe the Genesis
team ought to go and check it
out sometime
Si Sambridge, Norwich,
Norfolk
PS, (Only this one, this time!) —
can I say hello to the following
— Carl, Matt. Gooch, Jo, Gayle,
Hide, Mercy, Kris 'n' Chris,
Russell, Tony, Ray, Lotts,
Charles, Glad. Alec, Paul,
Helen, Mum, Dad, Pob the Cad,
Freddy Fudpucker. Fearless
Stripper, anyone else I've
missed, and of course the
ZZAP! crew. HELLO, YOU LOT!

•  Thanks for putting things
straight, &I. l'm sure Michael
and Colin will appreciate the
'apology'.

Budget software is a
mixed bag, just like full-price
stuff, so the least risky way
to find out the classics from
the duffers is to read the
ZZAPI reviews first!

I'm Intrigued by this 'CJ's'
shop — do they sell extra
large clothes?! Do any other
readers know of shops
sharing names with
computer games or
characters? And speaking of
characters who are these
people — Hide, Pob, etc — I
remember the days when
people had real nicknames,
like Ginger, Biffo and
Magnificent Man gyl
LM

REVENGE OF
THE KILLER
PENGUINS
FROM
ROTHERHAM!
Dear Lloyd
After a fair few months of rotting
away in the dumper, it seems
that ZZAPI has finally got it's act
together again, and is now,
rather sensibly, concentrating
on the good of C64. There was
really no way that you could
have continued to keep the
Amiga coverage for much
longer, without losing most of
your readers. Nowadays, there
are absolutely masses of Amiga
games cropping up everywhere,
and ZZAPI just wasn't giving
itself enough space to do the
machine justice. And even if it
did, then all the C64 owners
would have, quite rightly,
complained that the mag was
becoming dominated by the
Amiga.

You really had to choose
between the one or the other,
and for a while I was beginning
to think that the C64 was going
to get booted out!

Luckily, you made the right
decision, by dedicating the
entire mag to the C64 which is a
very brave and admirable thing
to do.

Anyway, I just thought that I'd
air my humble opinions on the
new-look meg.

•  The Covertape
It's good to see that you've
finally decided to put the tape
into a snazzy little box, but what
happened to the promised
Gribbly's Day Out? I'd been
looking forward to that all
month!

The tape was still pretty good
though, with the utter weirdness
of tridis Alpha putting a lot of
recent blasters to shame. Steel
was also a great little game,
although I'm not sure what
Sholaway was trying to prove. I
think it would be best if you tried
to steer away from these
amateurish games

•  The Reviews
The new-style reviews are
absolutely excellent! They're
much more brighter and
readable, with an impressive
amount of screenshots to gloat
over. Superb!

The budget section was also
good, but could do with being a
bit bigger in future. There's still
a heck of a lot of budget games
that have yet to grace the pages
of ZZAPI. How about a Budget
Special sometime, rounding up
all of the unreviewed ones?
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•  Pig In A Poke
Still as brilfiant as ever, and
quite easily the best tips section
around.

The free tips booklet was a bit
of a waste of the Planet's
resources, though. What we
really want is an extra special
booklet, crammed full with tips
on all the golden oldies. instead
of the minuscule amount that
were provided. So there.

•  The Think Tank
Conspicuous by it's absence, I
noticed that Boris Myashirov
was still credited as the
contributor, but failed to spot the
actual contribution. Why don't
you revamp the section, and
turn it into a bit of a novelty item
again, similar to the days of
Chuck Vomit?

Maybe The Scorelord could
be tempted to take over the
section? Or perhaps even the
much-missed Ken D Fish?

Well, that's my lot, don't
forget to keep up the good
work.
Daniel Salter,
Rotherham, 5 Yorkshire
PS. If this letter gets printed,
please give it the title
'REVENGE OF THE KILLER
PENGUINS FROM
ROTHERHAM! Don't ask why,
it's personal.

•  Sadly, we aren't able to
bring you Gribbly's Day Out
due to legal difficulties.
Contracts had been signed
over the game and we were
confident it would all go
ahead, unfortunately a third
party has raised legal
objections and everything
has been put on hold.
thought Shotaway was very
good, and there are more
excellent reader games to
come. A recent EL SPA
(European Leisure Software
Producers Association)
meeting has decided
covertapes should be
limited to two full games
per issue (and no full-price
games for 16-bit owners in
future), subsequently
demos and reader games
(which aren't affected) seem
likely to become more
common.

What do you mean
'minuscule amount' of tips
in the Tips plus booklet?
There were extensive tips
for Last Ninja 3 and plenty
of others. Some people are
never satisfied!

From now on Boris will
be reviewing games in the
normal style, so there
won't be a Think Tank as
such.
LM

CARTRIDGE
CRACKERS
Dear Lloyd
I was angry and disappointed
to read 'Cartridge Cracks' in
Issue 73's Rrap There goes
one of the best things about
cartridges we were promised.
Then I thought about it a bit
more and became even more
angry and annoyed. Just what

is the point of cracking
cartridge games? You said
yourself that constant
multiloading would make the
game pathetically unplayable.
The only motive I can think of
is megalomania — 'I'm such a
clever little pirate, you can't
stop me, I can crack any
game', etc. OK, well done,
you've beaten the software
industry. But meanwhile, back
on earth, all those publishing
houses attracted to cartridges
because of the foolproof copy
protection will be forced to
reconsider their position.
They've already seen the
disappointing C64GS sales
and we're also in the middle of
a recession. It's enough to put
companies off the 64 entirely.
Do these pirates want to stuff
up the 64, Maybe I'm
overreacting but I do think that
the pirates should consider
more carefully how their
actions affect the market

before they pointlessly copy
games.

Anyway, that's the complaint
over with. I've also got a few
questions that I've been saving
up for just an occasion;
1. Somewhere on the way from
Ludlow to Perth my copy of
Issue 69 was misplaced and
I've just got around to
wondering what happened to
it. I realise that it's probably not
your fault but I would like to
know who the best person to
complain about it to is.
2. I've noticed a tiny rectangle
on the Megatape info page
saying I can return faulty
Megatapes to ZZAPI to be
repaired. Does this apply to all
Megatapes or only recent
ones? What about Megatapes
that used to work but don't any
more? Do I have to include a
stamped, self-addressed
envelope to get it back? I think
this information should be
included on the info pages
since I have heaps of useless
Megatapes which will be on
their way to you if the answers
are yes/tine/no.
3 I  know you don't like this
question, but could you tell me
what's involved in reprinting
old issues? I need them
because I bought a lot of
games off a friend, most of
them ancient and without
instructions and I rely on the

LEMON
SQUEEZY
Dear Lloyd
I would just like to say how
easy TtirriCall and TUrrnal l  2
are. I can complete both
without losing a single
continue. My highest score on
TUrtICall 2 is 4.999,920 with 47
lives and 9 continues (although
your review and the manual
say you can only get a
maximum of 5 continues).
Some people will say that I've
used a poke (although I don't
own a restart cartridge) or a
cheat which I haven't The first
day I bought it I got to level 3.2
and on the third I completed it.
No sweat.

I would just like to ask of
these games which is the best:
Supremacy. Last Ninja III or
Navy SEALS
Allan Brampton
,Salogon, Wilts
PS. I like the new look

•  Three excellent games
there: which one is the best
really depends on what game
style you personally prefer
LM

ZZAP! reviews to find out what
I'm meant to do. If I could only
get a full set of back issues I
could find instructions to
Mercenary (Issue 11), Blade
Runner (Issue 10). Spy Vs Spy
(Issue 6), and maybe work out
how to get the plane out of the
hangar in Raid Over Moscow
.Matthew Oxon, Western
Aushalla

•  I don't think the cartridge
crackers had anything to do
with the failure of the GS. ft's
just that, faced with the
choice of a cartridge-only
keyboardiess C64 console
and a proper C54 computer,
most consumers wanted the
latter — as proved by the
C64's consistently high
sales figures.
1. Subscriptions
enquideslcomplaints should
be sent to Caroline Edwards
at the usual ZZAPI address.
I've passed your complaint
on to her.
2. All faulty Megatapes will
be replaced free of charge,
no need for an SAE.
3. We don't reprint
magazines due to the
Immense expense, but we
do have a stockpile of back
Issues for sale— look in the
Zzuperstore for more
details.
LM

23

NO MORE
Dear Uoyd
Britain, as you know is a
democracy. In my book, one of
the advantages of this is freedom
of speech. This privilege was
exercised in Issue 74 by Sandie
Norton and I would just like to say
one thing to her: I Hope Your
Pleased With What You've Done.

I'll tell you why I said that.
Arthur Ennimore is, sorry, was a
very good friend of mine. I will
always remember what
happened this morning as he
eagerly ripped the wrapping
(rrapping?) off the magazine. He
went straight for the Rrap and his
expressions as he read the
sentence 'Arthur Ennimore_is a
p
–
t
'  
w
i
l
l  
b
e  
i
m
p
r
i
n
t
e
d  
o
n  
m
y  
m
i
n
d

forever. It was horrible_
To cut a long story short (thank

God, I hear you cry) Arthur
Ennimore this morning killed
himself using a loofah, three
potatoes and one of his teapots
(the 16th Century one from Sierra
Leone). I won't give the full details
as young people read the
magazine but you get the idea.

Ok, Arthur Ennimore did have
a slightly inflated ego, I grant you.
But what was the point, Miss
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Norton, of using language like
r t ,  and earlier in the letter,
b l
—
y
?  
A
r
t
h
u
r  
E
n
n
i
m
o
r
e  
w
a
s  
a

model citizen of our fair
(democratic!) nation. I remember
the strongest language he ever
used was 'Oh, fiddlysticks!' when
he had accidently sent 43 million
people to their deaths. He would
never, I repeat never, have even
thought about using such filthy
language, let alone have it
published in a national maga7ine.
He set an example to us all and
will be sorely missed.

Finally, Arthur would have
wanted me to offer Miss Norton
advice. She obviously has an
exclamation mark fetish and
should seek help as quickly as
possible.

Lloyd. one person's
thoughtlessness and, as some
nasty cynical people may say,
jealousy has caused the world to
mourn the loss of Arthur
Ennimore. I appeal to everyone
writing to the Rrap: Think about
what you write, and what you
write will be alright. Or something.
Matthew 3 Lance%
Worcester

Boo hoof
LM
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CARTRIDGE
CRITIC
Dear Lloyd
On a recent visit to one of my
local major electrical stores I
enquired about the C64 GS
console to be told it was a fine
machine, great value etc.

KIDDIE
CARTOONS
Dear Lloyd

I have a few points to make about ZZAPI.
the 64 and everything, so here goes
-1. The New Look!
Well congratulations for going back to 64-
only. After all, 913c
1
/0 o f  
A m i g a  
g a m e
s  
a r e

fancy graphics and sound with little
playability! But, I don't like the way the
reviewers are shown by a cartoon — It
looks a little childish for my liking, and
there's no indication of a 'thumbs up o r
'thumbs down', something ZZAP!',
You r e a d e r s  may have relied on a s - '  s a
they can't read all the words! It is a good t h

. idea, though, for one of the reviewers to c l ecomment in the intro. Ch
The introductions and reviews are now 2 6

longer, and better for it Only one snag, the W
Printer/publishing technique used doesn't
like dollar signs (S), often used in the tips 4 •
sections (see the accompanying Iipsplus I  a

.on Issue 74 to see what I mean!) and this m
means hassle for Rob H! Also, you've n o t
started to give a full page to original budget w h
games — good move! . so
2. Cartridges

Well, well, well. The GS hasn't sold well b e c
and even System 3 may not put Last Ninja s o f t
-
6
3 on cart. The problem with the GS was t h a t
that it was priced wrortgittat the start_ For m o n
less you could buy a Sega! I mean, le
t
' s  s t a g

face it, if a c h
i
l d  wants a  
c o n s o l e ,  
h e  
w a n t s

to see lots of games out for it, and so he'll 5 .  Re
buy the Sega, The GS has been slashed in W h yp
r
i
c
e

a ga
out?
who'v
out.
be rer
not be
it's on
the ga
softwa

as here anyway) down to
E59.99, BUT a Sega is now the same
price, The choice is obvious, The only
advantage of the GS was that games were
cheaper, and even then at Cal it's a bit
steep! If Ocean released a game on tape,
disk and cart, the tape would sell more
because it was cheaper (people are quite
happy to wait for a multitoad!). Some cans
are also a rip-off! One cartridge compilation
has Fast Food, Pro Tennis Sim and Pro
Skateboard Sim at E24.95. But all 3 games
have been released previously by Code

•Masters at 12.99, therefore the cart is
E15.98 dearer!! Also the ads for carts are
misleading — since when did one megequal 128K?

3. Games and General in ZZAPI
First of all, a reply to Giacomo di Giacomo.
SILLY cheats? USELESS music listings?
I'm sure most people are grateful for these
(and I hope Kiistopher Roebuck likes my
Maniacs listings!) and anyway music
listings give a new lease of life to an old
game — you can load it, play if you want,
reset, then get the music hacked for a bit of
furor And as for STUPID pokes, well, what
can I say? Many readers find certain
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However, once I'd assured the
assistant I wasn't looking to buy
one — already owning a C64 —
and instead merely interested in
its progress the assistant
admitted to his knowledge
they'd sold 'bugger all for
months' despite Nintendos and
Segas still selling solidly and

the unexpectedly high

Gameboy sales. Recent reports
have suggested a similar story
nationwide.

So. has the CS been a
failure? And if so why? The first
reason has to be the superior
marketing of the other two mid-
priced consoles both of which
are, in truth, inferior. In
November 1990's ZZAPI

rd, or unplayable. a
lives provide a relief. And most peo
a game for AGES before using an
POKES or cheats anyway! And if
Giacomo thinks I'm saying this just
because I'm in the tips bit, well let
this. I like adventures, RPG's etc, b
people don't, and ZZAPI has to cat
majority, and if the majority comPla
adventures etc. then so be it,

Also I am pig-sick of readers
complaining about the marks in ZZA
Instead of the silly, '96% was too hig
this' etc, maybe the reader should s
exactly what they didn't like (le bugs
t h e
r e '
s  
a  
f
e
w  
i
n  
L
a
s
t  
N
i
n
j
a  
3
!
)  
a
n
d  
m
a
y
b
e

y what were the good bits of it that they
ought could be developed further This is
any why System 3 are doing Turbo
argel (For more on this topic, See Issue
, page 9, a letter from a certain Stuartynnel)

Tie-inst

m sick of them! I mean there's only sou
ch you can do with a film tie-in, and
hing you can alter in a coln-op tie-in, so
y bother? Easy. The majority of

ftware houses know that people will buy
a tie-in because of the name (witness DickTra

cy& Turftes1). This is a shame
ause it lowers the reputation of the
vare house involved and also it means
people like ZZAP! get these games
ths after release so they n ' t  beged oft

delo

releases

why do software houses rerelease
me six to nine months after Originally
This can be really galling for people
e bought the game when it was first
hey can wait a few months and it'll
eleased! I think that games should
rereleased until THREE years after

ginal release, then people will buy
me when it comes out, making
re houses more money!

6. Quick Questions
(a) What's happened to Ocean? Over th

, l a s t  5 months only Navy SEALS has bee
released! (And even that was late!)
(b) Why don't more people do good end
sequences (le Last Ninla 3)? It makes
finishing a game worth it!
(c) Why do original games not sell well
still? Is a ZZAP! good rating not good
enough to convince people that the gamis good?

(d) Is anyone going to license Rude Dogfor the C64? (The only of the few
unremaining licences that I would like to
see if it's done well!!)

Well that's it then. I hope this Is
constructive enough for you to print!
Warren 'Was' Plikkeshan,Manchester

LAI

Commodore boasted of a
superb new advertising
campaign, 'not disclosing the
product name for 35-40
seconds'. This advert consisted
of an aborigine throwing a
boomerang and catching It.
Inspired! Computer advertising
is not like cigarettes or lager
where the products do not vary

nd infinite •  1. Glad you like the new design. As
pie play y o u  can see from your letter, the

problem with the dollar symbols has
Mr Di b e e n  solved, What happens now is that

Robin types a pound sign on his
me say c o m p u t e r  which comes up as dollar on
ut many h i s  screen! When the file is transferred

er for a t o  Phil's computer the dollars show up
in about a s  pounds! Then when the file goes u

to the Macintosh computers for is you
PI g u e s s  what, the pounds reappear as
h for d o l l a r s !  Just what effect all this has oft

the exchange rate, I don't know!ay
2. Even though the GS didn't do that
well, cartridge software looks set to
stay. I'm not convinced that people are
 'happy' to wait for a tape multiload. ,
Certain heavy mulu'loaders benefit
hugely from conversion to cartridge (eg
Fiendish Freddy). Hopefully, though,
software houses will really take
advantage of the cartridge, creating
games that would not be feasible on
tape, or indeed improved versions of
existing tape games (eg Anco's
forthcoming Kick Off 2 cart).
3. Looks likes Giacomo touched a rawnerve!

4. Obviousty a tie-in name helps to sell a
game, but what's wrong with wanting to
play your favourite coin-op in your bedroom
or take the leading rote in a great movie?
There's nothing wrong with licences as long
as they're well implemented. Untouchables
in particular was an imaginative original
game using a movie theme. Unfortunately
so rnany people buy on the strength of the •
name alone, eg Turtles, software houses w
know they can't wrong with a licensed
game. Original games are a bigger risk and
sadly not many people are doing them.
5. Software houses are in the business of
making a profit, so if they could make more
money by delaying rereleases they surely
would. Usually it's the poorer games that
didn't do well Mist time around that get
rereleased soonest After all RoboCop has
still to appear on budget! It's up to every
consumer to decide whether to pay full
*flack now to get the latest game or wait for

e i t  to appear OA budget or compilation. It's an f r e e  choice. i k
6. (a) Ocean have been quiet lately, but then
again it is the middle of the summer slump.
Come autumn time they'll no doubt unveil ahost of new games.
(b) Yes, end screens are so often
disappointing. Perhaps programmers don't

e t h i n k  it's worth spending too much time on
an elaborate end sequence that not
everyone will reach Things are improving
though with even coin-op conversions
getting better. eg Shadow Dancer's brill endsequence.

(c) Original games can sell well, eg
Creatures which has sold like hot cake's,(d) No news yet

go
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greatly, except in taste which
cannot be sampled via the
screen, so the copywriter just
emphasises the product name.
With computers they can in
terms of graphical display be
sampled on screen and should
be. A basic advert of a GS with
such games as Fiendish Freddy,
Batman, Chase HQ be ing
played would be simple in the
extreme but highly effective.

Commodore may well blame
the recession for the low sales
but with sales of other consoles
roughly being maintained it is
clear money is still being spent.
Commodore should also bear in

mind the GS is not their first
failure of recent years: the C16,
plus 4 and C128 all spring to
mind with the Amiga the only —
admittedly notable — exception.

With the GS's failure it is now
surely only a matter of time
before Ocean and other
supporters consider pulling out.
Games like Robocop II and
Chase HQ II have surely sold
less than they would have done
with a standard tape/disk
release.

One of the more attractive
features of cartridges is their
easy access. The only one I own.
International Soccer (!), I still play

CARTRIDGE
CRAZY
Dear Lloyd
Since the launch of the C64
cartridges, I have read with
interest, the many letters you
receive regarding the high
price of these games.

To begin with, I will tell you
that I have had a C64
computer for over five years
now and have been a regular
reader of ZZAPI 64. Regarding
the price of the cartridges, I
totally agree with your point of
view in that you pay for what
you get. I have bought nearly
every single cartridge game
available for the C64 and am
not complaining about the
price at all. I think that they are
excellent value for money and
am pleased that Ocean and
System 3 are supporting the
launch of the cartridges Below
are my personal ratings for the
cartridges I have. I hope you
will print them so that new
owners have an idea on what
to buy.

Navy SEALS
Ninja Remix
Shadow Of The Beast
SCI
Robocop 2
Flimbo's Quest
Fiendish Freddy
Int Soccer
Max
Rick Dangerous
Microprose Soccer
Stunt Car Racer
Myth
Batman The Movie

97%
9 5
6
/0
93%
8 8 9
/c85%
85%
855
1
0
90%
80%
85%
93%
90%
91%
84%

As you can see, I didn't buy
any of the rubbish games such
as Vindicators or Cyberball It's
a good klea to ask to play the
game before you buy it.

Now that I've got that off my
chest I'd like to make a
comment on the subject of
reviews. Looking through some
back issues of ZZAPI. I have
noticed that sometimes you
under or overrate games. I will
bring two examples to your

attention. The first is Super
Monaco GP by US Gold No
way does this game deserve
91%. Lotus Esprit only got
90% and it's much better. In
GP, there are hardly any cars
on the track. Once you get
pole position, no more cars
appear; unlike in Lotus where
you can lap cars. The game is
much too easy as well. On my
first go, I got onto track 3 and
have now finished the game. I
must confess that the tunnel
effect on track 3 is great and
game is fairly fast. It also
benefits from a good loading
system unlike Lotus which has
a pretty bad multiload Fo r
anyone considering buying
GP, I would advise them to try
the game first or just to buy
Lotus Esprit Challenge as it's
far better.

In the case of Navy SEALs,
the game was underrated, It
got 93% and I think it should
have got 97% which is what
you gave to games such as
Blood Money and Arrnalyte.
Navy SEALS IS brilliant Easily
the best cartridge game available
at the moment. I have got to the
very last level but haven't
finished the game yet The
animation on the main sprite is
what makes the game stand out

Thanks for an excellent mag
and I hope you have taken my
views in good faith
Kashit Shula, West
Yorkshire

•  Well it's nice to hear from a
cartridge fan for a change:
(hanks for the game ratings.

On the subject of
under/overrating games, it's
largely down to personal
taste when it's only by the
odd percentage point•
nobody's perfect but I think
the reviewers get it pretty
right most of the time.
personally loved Navy SEALs
too but it wasn't incredibly
original and I think the mark
was about right, unlike some
other mays which haven't
even given it 90s.
LNI
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now and again to end a gaming
session which I'm sure I wouldn't
if I had to wait for loading. As was
pointed Out in the Chase HQ
review, it is games which would
normally require a multiload
which benefit most in terms of
playability but at E20 does it
justify the cost?

I could buy Lotus Espnt and
Super Monaco GP for the same
price. With games like Pang and
Robocop II requiring fairly little
loading time the argument for
making them cartridge only is
even weaker and within months I
believe Ocean will change to
cassidiskicart releases as some
software houses like Dinamic are
already doing.

In conclusion, Commodore
need not panic. It should be
remembered that they have one
advantage over other consoles in
attracting software support: the
largest user base with literally
thousands of C64 owners,
Therefore at present, I wouldn't
advocate another pnce drop, just
better marketing.
S Bacidand, Worcester

•  Commodore's marketing
has sometimes been a little
strange, remember the big
drums and elephant from
years past? The boomerang
was probably the weirdest
though ' a  little bit of
Commodore in all of us'?, are
they confessing to industrial
pollution or something?
LM

MEGAGAMES
?!
Dear ZZAPI
I am writing to complain about
the hypocritical attitude of the
Z2AP! team to the games on the
Megatape. Many of these
offerings, like Slayer or
Bombuzal, are true dassics and
deserve the praise that you pile
on in the blurb. On the other
hand, the following games are
utter crud and received their just
desserts when they were
slagged off by all concerned in
days of yore:

3D Lunaftack
(ancient, jerky and crap)

Ocean Conqueror
(badly implemented strategy)

Wizard Warz
(see the original ZZAPI review)

Dicky's Diamonds
(rubbish five years ago, rubbish

now)
Connect Four

(get real!)

Don't get me wrong. I think that
the Megatape alone would be
worth the two quid cover price on

an average month. Even the
lousy games are good value for
nostalgia or a cheap laugh at the
programmers expense. What
annoys me is the fact that ZZAP!
is compromising its status as the
most objective Commodore
review mag by hyping software
that is clearly past its sell by date,
From Knight Rider to Dick Tracy
the software publishers have
developed this selling technique
to a fine art. Surely ZZAPI does
not want to condone the form of
deceit that pirates so often cite as
the moral justification for their
actions?
Graham Auty, Leeds,
Yorkshire

• To  be honest we usually
don't have the space for hype,
instead we simply print each
game's full instructions so
you're not missing anything
from the original packaging. I
honestly don't think we do
give any 'fake hype'. As for
Dicky's Diamonds, Phil liked id
LM

SALAD
DRESSING
Dear Lloyd
I have a few questions:
1. The Search For Shade was
advertised in ZZAPI but I have
never seen the game in the
shops, Did Thalamus not release
it?
2. When is the release date of
Cyberdyne Systems' Armatyle
2?
3. Is the OCP Art Studio a decent
art package and could you name
any other good Ones?
4. When the new-look C64 came
out, did Commodore alter the
sound chip because when I load
games with speech it comes out
muffled and not very clear,
although on my mate's old C64
the speech is as clear as a bell?
Can I get an old sound chip put
in my new C64?
5. The Rowlands brothers are a
great programming team but I
think they left a bug in Creatures
(Tape version) because
everyone I know, including me,
has found that every now and
again the program crashes in-
game. Tell them, that's what's
wrong with all those copies they
got from Dave Birch,

Please print this letter as some
of the questions are very
important to me. Cheers! and
long live ZZAPI.
Paul Newman, Reading.
PS. Do you know, Lloyd, you've
been with ZZAP! since Issue 5,
you old timer. Only joking, Ws nice
to see loyalty.

/. The Search For Sharla was



ASK AGAIN
Dear Lloyd
/ m writing to you because I
want some answers, first of a
would like to say is that ZZAP
is the most radical mag for th
64. I couldn't dream of missin
an issue. Now that's over and
done it's question time.
1. What is happening to the
Megatapes? Some of the
demos have brilliant graphics
etc. eg Creatures and Turricap
2 but once you complete them
you have to reload If you enjoyplaying it.

2. 1 recently bought Finders
Keepers, but I soon got bored
with it as I cannot get past the
puss in boots. Can you help?
3. On one of the Megatapes
can you put retris and Hunter's
Moon because these classic
games are what I want but
cannot find them in shops?
4. Make Rob Hogg get off his
fat butt and do an index of all
the cheats that have been inZZAPI.

5. I have heard there's a cheat
for the 64's Rainbow Islands,
but t don't know if it works. It's
supposedly activated by putting
En 3 credits and then pressing
D
,
W
.
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,
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6. Hope you enjoy a cup of teabecause I do.

7. Bring Rockford back please.
Keep up the good work and

by the way, is Score lord
supposed to act hard because
he isn't trying very hard
Joe Mason, lacksdale,N o t t
i n g
h a m
s h i r
e

PS. Please forgive the
mistakes. I am only 11. i will

a
5.

6.
7.
hi
a
L AI

send you a teabag if you dot

•  1. Software houses often
insist that a demo ends whcompleted
2. Get the Knife and Fork
from the Astrologer's Study
and the Leg of Chicken from
the Garden Gate Maze, to
make a Chicken Bone. You
can now get the Large HairyDog from Gordon the
Trader's Room and take it to
the Cat. Drop the dog in
fro n dfront of the cat a i t  willdisappear.

3. Hunter's Moon has Only
recently been rereleased on
budget by Kixx. Tetris is
currently the subject of
legal problems, so is
unlikely to appear On theMegatape.

4. Robin doesn't do the tips
any more but, what the
heck, t e l l  him to get off
his fat butt anyway!
U n
f o
r t
u n
a t
e l
y  
a
n  
a
l
l
-
t
i
m
e

tips index would simply be
too big to print, some of the
back issues have been
deleted, and not all of the
tips work! Instead new tips
person Corky will be
printing some golden oldie
tips soon, I f  you like we
could have a 'votes for tips'feature with the most
°pular request being
nswered that issue.
Corky says he'll check Itut
Not 'arf

The aliens who kidnapped
m have demanded too highr
a
n
s
o
m

II I
!

en

CAN'T PUT
C64 DOWN
Dear Lloyd
I have quite a few things to say
and a few questions to ask.
1 Wh y does everyone put the
C64 down? I have been an
owner of one (and a very
proud one too) for nearly 6
months and have enjoyed
every minute of it (except when
I'm not allowed to play on it)
Whenever anyone at school
asks me what sort of computer
I have and I tell them they
always seem to think it is
rubbish. What they don't know
is that the CM is a very good
home computer:
a) it has the best sound chip in
any 8-bit computer and this is
ASO better than the Atari ST's,
b) The games are a lot more
affordable than any 16-bit
computer at less than E12.
c) it's brilliant.
The CM is the most popular 8-
bit computer.
2. Is Rood out on the C64? If
so where can I gel it?

3. Is there going to be a
conversion of Lemmings
for the CM?

Finally I want to say that
Creatures and Chips
Challenge are the best
games available on the
C64, I have given them my
own ratings:

Chip's Challenge
Presentation
Graphics

9V/D
90%

Sound
Hookability
Lastability
Overall

Creatures
Presentation
Graphics
Sound
Hookability
Lastability
Overall

90%
99%

100%
98%

99%
100%
98%
97%
96%
99%

Thomas Finley,
iesmond, Newcastle-
Upon-Tyne-
PS Your mag is brill so please
make this the star letter.

•  1. I really don't know why
some people put the C64
down. They must simply be
stupid.
2. No, Flood was never
converted.
3. Although at one point
Ocean were strongly
rumoured to have the
Lemmings licence, it now
seems that was for
Nintendo and a C64
conversion is unlikely. It's a
shame, but it would've been
difficult to get all those
sprites working and still
make it an attractive game.
Fortunately System 3 are
working on a Lemmings.
beater called Silly Putty
which will certainly be
available on the C64 -  we
hope to have preview shots
very soon.
LM
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never finished and will sadly
never see the light of day.
2. Cyberdyne are currently
busy on several projects for
System 3, but they still have
plans for Armalyte 2 when
they've got the time,
3. OCP is a good
comprehensive art package.
Saracen Paint's not bad value,
lacking some features but a lot
cheaper.
4. Yes, Commodore did
change the C64 sound chip.
Some games Ng International
3D Tennis) include an option
to alter the soundtrack slightly
to suit your particular sound
chip.
5. Early copies of Creatures
had this bug. If you have one
of these you can get it
replaced free of charge by
sending it to Thalamus.

SOLID-STATE
ENIERMEIMENT
Dear Lloyd
Can I first say that I have been a
C64 owner since 1983 (yes, eight
years!!) and I am pleased to say it
is still working perfectly. I have
also got a copy of international
Soccer when it first came out for
a mere E10, give or take a penny.
Due to its instant loading it has
been my favourite game for seven
years (how's that for lastability) until I
got Turrican l
a n d  
i t -  
t w o

absolutely awesome games. I can
onty say that every game should be
on cartridge from now on -  the
extra cost we ll  Aetth it. Now a few
questions:
1.A few issues ago, you mentioned
in The Word that a cartridge version
of Kick Off 2 was being produced,
which would be a vast improvement
Have yOU got any more news of it?
2. What, in your opinice (or Phil's) is

the best football managing

game? Is it Tracksuit Manager
(for the CM)?
3. Are there any plans for a C64
version of Darnodes, the sequel
to Mercenary?
4. What do you think is the best
game ever, ever, ever, ever, ever
on !he C64?
John Gam
PS. Long *re the C64 (especially
my ancient one) and Man Utd,
European Cup Winners 1991 (I
hope no Barcelona fans read
ZZAP!).

•  Thanks for your comments,
John, we can only agree with you
over the advantages of cart
Mink in all the hype over techie
extras, such as theoretically
improved 3D, we've lost sight of
the main purpose of carts -
instant, no hassle, ultra-reliable
loading. Simply slamming in a
cart anytime you want instantly
makes a game a lot more
appealing over the long term.
Whars more they're incredibly
cheap, E20 is extraordinary value
compared to any other console.
Now to your questions.

1. Sadly, Kick Off 2 on
cartridge has been scrapped.
The programmers of the
original C64 game, namely
Enigma Variations, have
stopped work on it However,
work has started on Tip Off,
Anco's basketball sim which
should become available on all
formats simultaneously.
2. Yeah! See last month's
ZZAP! for the full review of the
Hi-Tec budget rerelease
3. Unfortunately there are no
plans for a conversion.
4. Impossible to answer, I'm
sure there's some great games
to come and how do you pit the
'life simulator' of Alter Ego
against a pure shoot-'em-up
like Dropzone7 Robin loves
Project Stealth Fighter
obviously, while Phil raves over
Stunt Car Racer and
MicroProse Soccer. SW loves
Space Rogue and The Sentinel.
As for me, I've got a soft spot
for the Leaderboard series. But
what about Wizball, Turbo
Charge and all the others?
/A

How's about that litt le lot  then? And not a single
mention of bananas -  whoops! If  you've got
something to say, don't  talk to yourself or the
wall, send your opinions to Mowstiold, Lloyd
Mangram, ZZAP! Rrap, Ludlow, Shropshire SYS
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POWETI TOOLIEIT

A powertut BASIL • 1 polka .:Additional helpful
ommandsi that considerably simplifies wog

ramming and debugging. The moll( it commands
can be used in your prowams

UsanPC)tR,CAR1RllXA you can load uo to
b tunes faster from disk_
The Conk commands can be used on yout own
programs

TAPE 1 L

Using POWER CARTRIDGE you can work upto
10 hones raster with your data recorder_ The
tape c non ma olds can be ...eel on your programs

POWERMONITOR

A powerful mai hine language monitor Thai os
readily available and leaves all of your Commo-
dore memory available for programmong
Aho works in BASIC-ROM, K,ERNAL and I/Oareas_
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SEGA MEGADRIVE
SEGA PAEGACRIVE (SOART) ••
SEGA MEGADRIVE (PA.)
SEGA MEGADRIVE PAVSOART
+ REE MICKEY MOUSE •. S I  19.95
Cl.,RN 3 1 3 9 5
D-1101,.. • _ 2 1 6 , 9 5

-  -  ,  . . . .  ----SI?  95
K1A2 —  .... 217 95
lit-GA PAM -

CRACKDOWN - - 2 1 9 . 9 5
HELLFIRE _ 3 1 9 9 5
DWAMTE DUKE .„ . 3 1 9  95
MICKEY MOUSE .  222 95
MAGCN, HAT
WONKY/4.)ER • •  .  . 2 2 3  95
ATONIC ROBOOD-, - _ ,  , 3 2 4 - 9 5
SNADOW DANCER, .  2 2 5 9 5
PIANTASY STAR 2 .  •  - S 2 5 , 9 5
PriANTASY STAR I_  . -  - 3 2 6 - 9 5
GANGROJNO  •
SOKOBAN  _ _ .  2 2 6 9 5

SUPER swim 2 2 4 . 9 5SUPER HANG ON .

RAMBO IN   .  .  223.95
..228,95

COLUMNS . 3 2 8  96
ELEMENTAL MAINE  - - .  .  •  .3 2 3 9 5
HEAVY Lite, 1 2 8 9 5
GARES•
GYNCOGB . -  - • • • - •  .  228 95

NONSTER HINTER- , S 2 8 • 9 5
DICK TRACEY  . , _  - - f 2 8 • 9 5
VO_BED .
VERYIEX 1 2 2 9 5
.)OE MONTANA.
TEL TEL BASEBALL_ . . .  y  2 2 1 1  96GOLDEN ME 2 2 8  96
DACAPAN 4361,,, . 2 2 6 9 6
2GEtt Mal   . . 2 2 3 9 5
GRANADA X -  -  ,  - 2 2 8 9 6
BATMAN  . „ ,  , , _  „ 2 2 9 , 9 5
DARUS ii 4 2 9 9 5
KAGEK1 , 1 1 2 9 • 9 5
BATTLE OF BANAGA - 1 2 9 9 5
NNDA 2 3 1  95

PAINTERT001,

The RAVER CAR. !RIDGE conlaIn,a yen, eget
- -five Printer-Interface, that self detects Oa printer
is connected to the Serial Bus or l i v e r
-
Po n .

• II will print all Commodore characters on Epsom
and t ompabble printers
The pronter.intenace has a variety nisei up  pat-

ies. It can pruritic e HARDCOPY of sr.
- o v e n snal only on Serial printers lMP5801, 802, 1303

etc) but also on Cenrronic primers rFPSON„
STAR, CITIZEN. PANASONIC, e ici.
he HARDCOPY tunction autorrsatocally dra in
,guishes between HIRES and tORE S .

Our graphtcs are converted into shades of iriev•
The M I  functions allow you to der ide on
LargeiSmall and Normal/Inverse prinion2

901. D e s s r e s  Lid doe , nor au lDorivr p o rp o n  So
aurbtarne  the making Dv artv me an t or trir am  P . P . . '
wh am:e ve r al claw-i  on adaploom 01co mn ivh l wo n .  on
OrDer p o le d . m al arwl  an d  then, od IS. Po ww aru al l e
atkra obtam the necessary unix r, onswil far Ilse matins al
such r owes or a h o ris Dom adow,n01 and ,
t o t h
,

~ e n  now t r n .  S fe UK Copenght e a s e , .An habit

42 page manual
"datnmed good ttandboolt-
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PO BOX 3 4  HARTLEPOOL CLEVELAND TS 2 7  3YX
ZERO WING
10449 MACCENS
MIDNIGHT RESTSIAN
STORM LOCO
LAKERS V CE Ir• '
PUDOKAN
POPULOUS

SUPER ARACIF
•  I N

PACMAMA

Bi t c on De v i c e s  Ltd

OLITIBA-  . . . _
SONIC HEDaPloa....
G LOCK . .

ot 1

(In the has k toi the- Pt AVER CART RILK •E !Ilen-
e. a Reset Button. Pressing thrs button makes
SPF1 IAI MENU appear on the st men
CONTINUE A l l o w s  you to return to your

pthwar n
- Return to BASIC

Normal RESET.
- Saves the, macros of the
memory  onto a De& t h e
program can be reloaded later
with Pt OAD followect hy
CONTINUE.

RESET AIL -  RESET of any program_
TOTAL -  As BAC KW' DISK bulb TAPE
R A M P
TAPE
HAPIDCOPT A l  any moment, pools Out a

Hardt copy of the w leer,
th i n g  ( ( M T N  UE afterwards
you can return lo  the program
- lakes you int D the Mar Eine
Lingo, •  Monitor

H A W
RESET
TOTAL
BACKUP
DISK
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Bitcon Devices Ltd.
88 BEWICK ROAD
GATESHEAD
TYNE AND WEAR
NE8 1RS
ENGLAND.

5 3 1
9 5S3 1 05

53295

-  2 3 3  95
S33 95
233 95
S33 95
S31 95
TEA
TI A
TETA
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FAMICOM
FAMOOM (soma). 2 2 1 9
FAMICCAI (PAL). 2 2 2 9
FAMCOM (SCAM) + 2 GANES .- - - - - - . . . . .  ,  -  2 2 6 9
PAPACOM (PAL) a 2 GAMES- .  -  2 2 7 9
BOMJZA1„ - , - - -  ..... „„ ..... - - -  ............ -  ....... 229 913
GRAMS ill _  _  1 3 4 9 5

ACT RAZOR. ..... --.. , . . .  - ,  , .   S 3 6  95
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MIRA MAN__ - -  - - - - , - , - - - - , - - - , - - - - - - - - - -   SIB 95

S1PER MARIO WORLD .. - 2 3 9  95
239 95

GREAT BATTLE   •  . 2 3 9  95
DARLL5 IVAN- „  ,  ,  . 2 4 2 . 9 5
UN ,  -  .....  I B A
P TYPE 4.. . .  ,  ,  „  -   T I A
SUPER GHOULS &GHOSTS. .  ._  . . . - - - - - - - -  -  -  - - -  ,  -  T  RA
WM CRY -  .  T  P.A

NEO GEO

NE0 GEO , „  -  '  .   S 2  299 9509 95RCKNG Haid......• ..... ..........__,
NAM 1975 6 7

.. , - , . . . - - ,  ..... -  ,  5 9 9  05
- - -MAGIOAN ,  ..... - ..... .  9 7 9 9 5

JOY JOY KD - „ , - ,  a  . . . . . . . . 5 9 9
9 5CP PLAYERS .  - , - , - , - -  . 29Q 05

TEL 081 490 1975 and 091490 1919
FAX; 091 490 1918
To order: AccessArise  welcome -  Cheques or P/ 0
perk * ,  to BIN_
UK otclors add El I t  pow/pack total -  C10 50
M e l .  V A T _
Europe orders add E2.50. Oversees add 0 .5 0
TR AM  AND EXPORT ENQUIRIES WELCOME

PC ENGINE

GAME GEAR
PC ENG** CORE „  . . . . .  _____,____„__ 5 - 1  1193

CAN( GEAR............-
. . .
-
. .
-  .
2 2
9 .
9 6

GANE GEAR 4 2 GANES -  - 1 1 3 7 . 9 5
WONDERBOY•- .  2 1 9  95
CO_UMNS , -  - I I  9_95
DRAGON CRYSTAL
- .
. .
,  
I
T
O  
9
5

DEVIUSH ,  •  1 1 9 . 9 5
...... 95

MICKEY MOUSE - - _ _ •  . „  9 5
DEf'KO,  ,  - . 1 1 9 . 9 5
POP BREAKER.- . . . .  - 2 1 9  95
SLPER GOLF 1 1 9  98
CHASE HQ . •  - 2 2 2  95
SLPER MONACO- 1 2 2  95
PINSMC WORD- *  . 2 2 2  95
MAD BUSTER 3 2 2 0 5

GAME BOY
GREPAINS . . . .  ..........
F RACE •  4 PLAYER - -  •
BATMAN

I I
11121MI

TIL ( 0 4 2 9 ) 2 3 1 7 0 3 / 0 0 9 4 5 9  PAX ( 0 4 2 9 )  0 6 9 4 5 9

12)96
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5

HARDWARE
wrack+ St_OiN MOTION 7 . 9 5
ARCADE POWERS
-
MK . .
. . .
.

JAP ADAPTERS • • 2 1  1 95
LAGHT BOY .....
CjANiJGHI - 2 9  95
MAGNIFIER S I  95

513.05

ALL MACHINES HAVE A FULL 1 YEAR GUARANTEE
S5 FOR MACHINES P&P £1 FOR GAMES 0  FOR

HARDWARE
OFFICE HOURS MON-SAT 10AM - 7PM

SUN 1 0 A M  - 5PM
PLEASE MAKE ALL CHEQUES + PO'S

PAYABLE TO "DREAM MACHINE”



•  L a I I  8 Is a vertically scrolling chase with Arnie and Sarah's van
trying to outrun a SWAT chopper.

At $ 1 0 0  million and
counting, Terminator 2:
Judgment Day is the most
expensive movie in his-
tory. The special effects are
incredible, while Arnold •
Schwarsomeggerts fee inc
Ocean's C64 tie-in game
yet, with nine levels, and could I  be their
best. ROBIN NOGG visited Ocean s e e  Arnie's
latest venture pixellized.

t's Terminator 2. It sells itselfr, a
brief but apt enough description of
the film by 20-year-old Bobby Earl,

the game's programmer. He's a new recruit
to Ocean's powerhouse in-house team who
stole him from Active Minds after his work
on the 16-bit driving sections of Total

Prior to Active Minds he'd worked on
some Mirrorsoft/Mandarin Kies, but he's no
stranger to the C64 1  didn't do anything
commercial but I knew a fan bit horn before

the 6502. Following Total Recall I knocked
up three puny sprites battling away. Ocean
came back to me and more or less said
can't you do better than that? So. I pushed
the C64 to see what it could do and came
up with large characters which have since
been implemented as the one-on-one
combat scenes of the game. Then I started
messing about with bitmaps and it went on
from there

Terminator 2 is an ambitious nine-load
game closely following the plot of a movie

on the old 8-bit Alan, messing around with B o b b y  has yet to see 'We were given a
•  Level 1's fist fight. Disguised as a policeman, the evil Terminator is about to kick Arnie
In the nuts and be

•  Sarah Connor  whacks orderlies with a broom handle in an
attempt to escape Level 4's asylum.

at script of IL wh
ough so we didni
ay. Dementia [program

n Axe] designed the game and
C64 game based on their

movie centre on the conflict
be T e r m i n a t o r s .  one serves to
prot t o  destroy — and you'd be
wrong gue s s  that Arnie is the latter
,Reportedly due to pressure from Arnie, he's
now the goodie going back In time to
protect 10-year-old John Connor (future
saviour of humanity). The threat is a new,
improved Terminator. the T-1000 (Arnie is a
lowly 1-800). The T-1000 boasts unique
'Silver Surfer' bodywork and shape-shifting
abilities, used to great effect in the film and
based on the 'water alien' in The Abyss.

Martin McDonald is the graphics artist
with the unenviable job of reproducing
these effects on the D64 I f cartridges had
been more of a success Terminator 2
could've been one, and Marlin would've put
in lots otahapeshitter gra
pulled c a d .  Shamel

•  It looks like Amie's gone too far
develop 'muscles of steer!

Skipping quickly over the plot. Level 1 sees
Arnie pitted against the 1-1000 (disguised
as a cop) in a fist-fight. 'The problem was
with the spnles, they were so large— in all
there's 18 sprites used, 12 in the main
characters (6 overlaid and 6 underlaid) and



PERFECT
JUDGMENT

Needless to say, presentatron plays a major role
in Terminator 2. Graphic artist Don hilcDermot has
produced an impressive collection o f  23 screens,
making for  a superb array of  intro. inter ievel and
outro pics.

'We were lust allowed to use the pictures Carolc °
gave us and each is  a quarter of the screen in size
to save on memory. ' The end screen will be made
up o f  f ou r  b i tmaps  b u t  t h e  mos t  impr es s iv e
presentation is oddly enough the very first thing you
see. A  four - s c r een- h igh b i t m a p  o f  a  f u t u r e
Terminator pans  ver tically  up the screen before
switching to the Terminator 2 logo.

On the sonic  front, veteran Ocean mus ic  man
Jonathan Dunn is providing the soundtrack although
it won't be rock music. despite Guns 'N' Roses and
Front 242 contr ibuting to the mov ie soundtrack
There's enough heavy  metal in the game to s tart •Ar nie gets downwith!
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•  in the r u l e  the world.

6 forming the laces in the status panel In
the movie Arnie loses the fight so for the
sake of a -
r e a l i s t
i c "  
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through to Level 2 if he loses. After all we
can't have you losing in the first round'

Next Arnie rides a Harley down a storm
drain with John Connor liding pillion arid
the I- 1000 pursuing in a giant truck This
will be a vertically suolling game but what
appears to be a relatively simple stage to
code posed Bobby some problems. 'It's the
scrolling. I had to get its timing Intricate
because the bridges kept interfering with
the lace sprites in the status panel'

For Level 8 this game-style is repeated
hut this time Arnie is in a SWAT van with
Sarah Connor, pursued by a SWAT
helicopter In the movie this chase is
preceded by a stunning transformation
sequence as the T-1000. astride a
motorbike, crashes through a plate glass

to the metal again!

window!
A novel control method sees the

player controlling the vans
left/right movement while Sarah
fires her gun from the back of the
van — nothing too original in that
but each time Arnie swerves the
van to avoid obstacles/vehicles
Sarah gets thrown around the back
spading her aim 'The street isn't that
long, the scroll loops around after
.256 blocks are passed, each block
being 2x2 characters.' Its certainly
fast, with an excellent helicopter
sprite

Someone at Ocean likes puzzle games
and Terminator 2 doesn't disappoint —
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•ho
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hand circuitry has to

ill by shifting
onent blocks in four.•

ions, g  up the four colour
is seq i s n ' t  relevant to any

In the film but 'it's the only way you
t your energy back, admits Bobby
I six is more of the same. only now
phic to rebuild isn't for under 18s. It's
Amie's face showing the steel skull

d the flesh covering. Each puzzle is
made up of 16 blocks (arranged in a 4x4
grid) and you've got 60 seconds to get each
right! The percentage of facetarm
assembled determines the amount of
energy given back to the player for the next
stage This is vital as there's Just one life
(although three continue-plays are
planned).

Variety is definitely the winning ingredient
Sopeith Terminator 2 as a third game style is

•  Sarah Connor (Linda Hamilton) sees
some explosive action in T2 but this lime
Arnie's on her side,
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•  The T-800 goes through its paces. All the sprite graphics are
drawn on the ST and stretched.

used for Level Four, It's side-on view, but
with smaller sprites than the beat-'em-up
level. Sarah Connor has to escape from a
mental asylum, armed with a broom handle!
This simple but fast-paced game style is
repeated for Level 7 with Arnie
devastating his way through hordes of
SWAT officers in the Infamous Cyberdyne
Systems lab (home to rogue Armalyte
programmers and the early Terminator
prototypes)

For Level Five it's time for the second
side-on combat scene with the two
Terminators battling in the asylum.
moments after helping Sarah escape. In
the movie IDA spedal effects are
stunning, the T-1000 walks through bars
and at one point lies in wait as the very
floor itself before transforming Into a
security officer. After this it's that
gruesome 'head puzzle' game.

Finally there's the inevitable
Terminator vs Terminator conflict and
the setting (mirroring the first film and
parodying RoboCop) is a steelworks.
Again the ILM/Winston FX team work
visual miracles as a skeletal Arnie
takes on the shapeshifter T-1000. 'In
the movie, there's not a lot left of him
at this point, bits of flesh and metal but
we couldn't have colour and metal
• A  rare chance to rearrange Amie's face In Level 6's
gruesome sliding block puzzle.

sprites together so we
did a whole metal robot
figure.' Bobby explains.

The final conflict
unsurprisingly is a side-
on combat section whe
the robots battle to the
electronic death, The T-
1000 Is not contemplati
surrender — 'I was look
at System Ts /Oft and •
noticed that the oppone
backs off occasionally
didn't want that. I want
him to keep coming,
always attacking,' When,
asked if this all-offensive
tactic proves the 1-1000's
downfall in the film/game,
Bobby cagily replies.
'Maybe.'

The mov i e  Tormi notor
2  is released on
August 1 611$ with the
game following
September/October
time. Tape and disk
prices to be ann-
ounced. Watch out for
more exclusive details

on the
movie in
our sister
magazine
FEAR —
Out New ,
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• dually grim. In terms of subject matter, that is!
Tying in closely with the movie action. Peyton

Westlake, a scientist horribly mutilated in an
explosion and forced to wear his own synthetic skin
creation, goes all out for revenge against the evil
gang that put him through hell. What follows is the
familiar platform action but beefed up with a pacy
rooftop chase, complete with helicopter close behind.
There's also an overhead-view, vertically-scrolling
section where our hero hangs below a speeding
helicopter.

Twilight have converted the cinematic celluloid into
computer code and you can expect a review next
issue. As for Twilight, their next project is WWF which
should finally satisfy all those wrestling fans!
•  Peyton Westlake legs it over the rooftops, pursued
by the evil gang's helicopter in Darkman.



Atlas Adventure
Software is an
off-shoot of
the successful
adventure

mag Adventure
Probe and has an
interesting range of
budget price
adventures. There are seven currently available
on both tape and disk, plus another recently
placed in the Public Domain. Legendary explorer
Boris PAyashirov takes a quick look.

HARBORO/LOST
IN THE
A M A Z O N /
ST.JIVES

ATALAN
Text adventure, by Mandy
Rodrigues.
1' 3.99 disk, E 2 . 9 9  cassette
You are a poor sailor, one of a crew of a large
vessel currently sailing in the Pacific. After
months at sea an uncharted island is spotted in
the distance. As the vessel alters course to land
there, the pompous captain proclaims his
intention to name the island Ataian and claim it
for Britain. But, alas, this is not to be. Suddenly,
a violent storm sweeps over the vessel and,
before there is time to react, the ship is tossed
and battered into little more than something
which looks extremely tossed and battered.
Luckily for your good self, you were standing
beside the mast and had the presence of mind
to lash yourself to it just in time.

The mast breaks away and plunges into the
ocean taking you with it. You awake to find
yourself lying on a sandy beach in the warm
sunshine, washed ashore on a small island in
the middle of nowhere. Okay, the middle of
somewhere, but you don't know what its name

is. Although the storm nas passed so has the
ship, the crew and everything on it.

AtaIan is, essentially, a treasure hunt. You
have to discover all of the treasures before you
are rescued. Produced in 1988, the game has a
few intriguing features such as the necessity to
view locations and objects in different ways. For
example, in addition to examining and
searching something you may also need to look
under, in, on and behind the object, which adds
a new dimension to prospective puzzles,
Complex sentences are possible using the
usual AND, THEN, comma or full stop. The
word 'IT is also recognised which can save
time.

Puzzles are logical and usually require the
manipulation of one or two objects to solve.
Location descriptions are relatively brief but
long enough to give a good atmosphere to the
game. There is also a HELP feature which can
prove handy if you are stuck.

All in all, not a very difficult game but very
enjoyable all the same making it a good choice
for the beginner.
OVERALL 7 6 %
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Text adventure compilation, by
Dorothy Millard
16 . 50  disk, £ 3 . 5 0  cassette
From Australian lovely, Dorothy Millard.

w o u l d  b e  b e s t  t o  t a k e i  h o w e v e
e t r e e s  a n d  y o u  w o n d e r  w h i c h
e t h i c k  j u n g l e  a n d  t a l l  t r e e s
s i  t o  s e  a n  d i s t a n c es b l e  s e e  t a n c e
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C h i n g  t h r o u g h  t h e  w r e c k a g e
g u n ,  b u t  o n l y  o n e  b u l l e t ,

t y  c a n t e e n .

comes this one-disk compilation containing
three adventures. In Harbor° you are a
Special Inspector Frances who's been sent
to Harbor°, a small market town in
England. A murder has been committed
and a suspect arrested. However, they are
unable to convict because of a lack of
evidence. It is the murder weapon that is
missing. The game begins after your entry
into the local police station interview room.
You are given a letter to enable you to

I Z A P I  6 4  AUGUST 1 9 9 1  •  N U MB ER  7 6

Text adventure, b y  Mandy
Rodrigaes
£ 3 . 9 9  disk, £ 2 . 9 9  cassette
Yet another rescue job requiring a hero:
here you must battle through a
devastated valley to reach the castle
hideout of the evil Black Knight, then
destroy the bounder and release the
captives.

This is a two-part adventure with the
same feel as AtaIan Many of the same

obtain some money which you'll need on
your quest. The first location finds you on
the high street. eager to begin your search.

In Lost In The Amazon you are the lone
survivor of an expedition to South America
to find the Golden Condor. Your plane has
crashed in the jungle and you are

completely lost. You will need to
hack your way through the jungle
without dying of thirst, deal with
the natives, cross the river and
make your way to the fiat-topped
pyramid (isn't that a contradiction
in terms?).

St Jives tells the tale of a mad
scientist who is terrorising the
village of St Jives. A spell must be
cast to stop him taking over (what
happened to the local bobby.
then?), You have been summoned
by the locals to help in this quest.
You must find the ingredients for
the spell, find your way into the
castle and deal with the mad
scientist before its too late!

Overall, the quality of the
adventures is, unfortunately, not
very high. The design is a little
shoddy_ Illogical events spring up
from nowhere now and again while
the atmosphere is somewhat
lacking. However, for the price,
they still represent good value for
money.
OVERALL 5 8
6
/ t h

BLACK KNIGHT
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TROUBLE AT
BRIDGTON
Text adventure, Dorothy
Mi l lard
£ 3 . 5 0  d isk,  £ 2 . 5 0  cassette

This is another strange plot. You have
been left in charge of Bridgton asylum
for the day. But who forgot to lock the
door, then? Yep, everyone's escaped
so you'll have to, er, persuade, the
escapees — there are ten of them —
to return to the asylum before the
bods in charge find out. If they do It's
goodnight Vienna.

Bridgton includes the command
'SPEAK to interact with the
characters in the game plus handy
abbreviated commands such as EX
or, simply, X for examining anything.
Bridgton has a tighter design than
Dorothy's previous efforts, It is also
much larger. Although rather basic —
the 'EXAM' command doesn't give
you too much joy and consequently
not a lot of atmosphere is added by it
— the game is her best effort to date.

There is nothing 'flash' about
Bndgton, just a collection of puzzles
strung together by a thin plot.
However, adventurers will still enjoy
the task of finding the escaped
unfortunates
OVERALL 7 2
6
/ o

u t t e r e d  d r e s s i n gc l
e x i t  seetobs t o  b e  a
t o  t h e  s o u t h
Wh at  n e x t ?  t i d y  r o o p i
l h a t  i s  i s o l p o s s i b l e !
Wh at  n e x t ?  o p e n  d o o r

BARNEY
BROWN A N D
THE CHICAGO
CONNECTION
Text ad ven t u re w it h
graphics, b y  Man d y
Rodrigues
£ 1 . 0 0  d isk

In this adventure you take on the
role of Barney Brown. It is early one
morning and you have just got out of
bed. It seems just another boring
day until you receive a frantic call for
help from your partner, agent Roger
Ranger of MI5. You have to get the
secret file he needs and take it to
him over in Chicago. Pity that he's
been kidnapped when you finally
arrive at his hotel. The work of the
Rafia mob it appears. Hence the

race against time as you

must search
Chicago in an attempt to find

him.
Barney Brown is in two parts. In

part one, you begin in your home.
You will need to find Roger's house
and search the town to find the
required items needed for your
quest. Part two begins with your
arrival in Chicago where you must
search for the hotel, Roger's room
and the items within plus any clues
to lead you to the place of Roger's
kidnappers.

Barney Brown is one of the earliest
productions from Atlas — and looks
it. Although there are occasional, fast
drawing graphics the game engine is
rather stilted. Many of the items in a
location are not recognised by the
parser, other items require precise
inputs, and common abbreviated
commands such as 'i' (inventory) and
'r' (location redescribe) aren't
recognised. Although not quite a
disaster the parser and design may
give you a frustrating time.
OVERALL 5 0 %

You a r e  i n  t h e  b a t h r o o n . V o u r  p  t yI t
w h i t e  F a c e  i s  r e fl e c t e d  k V  t h e  P t i r r o ron t h e  b a t h r o o s  c a b i n e t . I t ' s  n o t  a
P r e t t y  s i g h t . E s p e c i a l l y  w h e n  y o u  p u t
y o u r  t o n g u e  o u l  t o  c h e c k  i f  t h e r e  i s
f u z z  o n  i t !

&that n e x t ?  e x a s i n e  gr c
a b i n e t

I t  i

c a b i n e t
&that n e x t ?

design features are present here. It is
wise, for example, to search and examine
everything arid there is a useful help
feature for the needy. Puzzles are
pretty good with the relevant objects
well concealed, Recommended.
OVERALL 7 6 %

THE CASE OF THE
M I X E D
-
U P
SHYMER
Text adventure, b y  Sandra
Sharkey
E 2 . 9 9  d isk, £ 1 . 9 9
cassette
Shymer is a bit of a novelty as
you are cast as Sherlock
Holmes' secretary Shirley
Combes. A phone call, when
or Sherlock is out and about
on a case, tells you about the
mixing up of the nursery
rhymes on the Isle of
Nursree. Result? Chaos!
Riots by nursery school
children! Well, who could
blame them, eh?

You have to travel to the Isle of
Nursree to restore the nursery rhymes,
one by one. So with your cat in tow (Doc
Wat Son — he's a Siamese) you set off
only to become shipwrecked on the
shore, losing your cat in the process. So
now you not only have to fix the nursery
rhymes but also find your cat, repair your
boat and scarper.

Once on the island, after a good nose

around,
you'll encounter Baa Baa White
Sheep and Humpty Dumpty who persists
in falling off the wail and bouncing back
up again with the aid of a springy
mattress!

Shymer is clearly the best C64
adventure on sale from Atlas. The plot is
original and engaging, the puzzles vary
from the Introductory 'easy' to the head"

scratchers a little later on
in the game (although Shymer is always
*solvable' — it never bogs you down).
The parser is solid enough. too.
Atmospheric and fun. Shymer is a little
cracker!
OVERALL 64164
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At Microsnips, we stock over 3,600 e x p e r t  free advice.
different computers and accessories. A f t e r  all., how else do you think we

So whatever you're looking for, look h a v e  become one of the most respected
no further, h a r d w a r e  and software dealers in

Even if all you're seeking is some, B r i t a i n ?
C O MP U T E R S

Commodore 64C Light Fantastic Pack £ 1 4 9 . 9 5
Also available Light Fantastic C64C Upgrade
and Software E 3 9 . 9 5
Amiga Stand Alone Pack
includes:
Extras, Workbench 1.3, Manuals, T.V. Modulator,
and Leads O N L Y  E339.00

MO N ITO R S  & LEA D S

DATA RECORDERS & ACCESSORIES
Load-it Datacorder C64/128 £ 4 4 . 9 5
Turbo-Corder for C641128 £ 2 9 . 9 5
C64 - Normal Cassette Recorder £ 1 9 . 9 5
C15 Data Cassettes 1 0  for £6.99

PRINTERS & ACCESSORIES
Citizen 120D inc. Parrallel liFACE E 1 4 9 . 9 5
Panasonic KX -P1081 E 1 7 9 . 9 5
Panasonic KX•P1124 24 Pin E 2 9 9 . 0 0

Philips 8833 Medium Res Colour/Stereo Mk II S t a r  LC200V Colour E 2 2 9 . 9 5
Star LC10 Mono (Parallel) E 1 7 9 . 9 5

(including lead) E 2 5 9 . 0 0  S t a r  LC24/200 24 Pin E 2 9 9 . 0 0Commodore 1084 Colour Monitor
Amiga to Centronics Lead E 8 . 9 9

(including leads) E 2 3 9 . 0 0  C 6 4  Printer Connector for CBM Printers E 4 , 5 0
Philips Commodore Mono Monitor E 7 9 . 9 5  B o x  2000 Fanfold Plain Paper 11" x 91/2 E 1 6 . 9 5
CBM to Mono Monitor Lead E 5 . 9 9  1 0 0 0  1 Across Labels E 7 • 9 5
Amiga to Scart/21 Pin Euro Connector € 1 3 . 9 5  C i t i z e n  120•D Ribbons £ 7 . 9 5
Amiga to Ferguson Lead E 9 . 5 0  P a n a s o n i c  1081 Ribbons E 7 . 9 5
C64/128 to Colour Monitor E 4 . 5 0  S t a r  LC10 Black Ribbons (Nylon) E 7 . 9 5
TV./Computer Aerial Switching Unit E 3 . 9 9  S t a r  LC10 Colour E 7 • 9 5
Computer-TV. Lead E 2 . 5 0  P a n a s o n i c  1124 Ribbon £ 9 . 9 5
Thingi De-Luxe Copy Holder £ 6 . 9 9
Philips T.V. Tuner for 8833 Monitor E 8 9 _ 9 5  M I S C E L L A N E O U S

D I S K  D R I V E S  &  L E A D S  C o m m o d o r e  64C Dust Cover E 7 . 9 5
Amiga Dust Cover E 8 . 9 5

CBM 1541 II Disk Drive E 1 2 9 . 9 5  A m i g a  0-Tee Microswitched Mouse E 2 1 . 9 5
Bulk KAO 31/2" Disks DsDD 1 0  forE7,50 M o u s e  Holder E 4 . 9 5
Cumana 1 3 1 / 2 "  OS Amigamg D r i v e  E 8 9 . 9 5
0-Tec 1 mg Amiga 31/2" OS Drive E 7 9 . 9 5
31/2" Disk Cleaner 31/2" OS Drive E 7 . 9 5

SPARES

TDK 31/2" DSDD (World"s No 1) 1 0  for £8.50 A m i g a  Replacement Power Supply E 4 9 . 9 5Micromate Commodore 64 PSU £ 2 4 . 9 5
Lockable Disk Box (Holds 40 31/2") E 7 . 5 0  B o w t h o r p e  Anit Surge Plug £ 1 5 . 9 5
Lockable Disk Box (Holds 100 51/4") E 8 . 5 0  4 - W a y  Apollo 810 RF/Anti Surge Trailing
100-51/4" Disks plus above Disk Box £ 3 9 . 9 5  S o c k e t  E 2 6 , 9 5
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Prize Draw.
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DIAL-A-QUIZ. P.O. BOX 11, SKEGNESS, LINCS. PE25 3NL



In special, seml-secret,
semi-mythical ware-
houses scattered
around the land
there are row after
row of gleaming
new machines, all
ready to march into
your local arcade
with a  crash of sam-
pled sound and a
flash of retina-
burning graphics.
Summer is near,
or so it's said, and
there's a veritable army of new releases all ready to
invade. ZZAPI's latest recruit, Mark  'Corky' Caswell,
donned dark specs, fedora and a long mac to
investigate. Several hours of blistering free-play later
he brings you his report...
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TROG
(Williams)
A  fter the mega violence of

Narc and Smash TV
comes a very cutesy game from
Williams called Trogs You may
be fooled into thinking that this
is the name of the hero, but
Trog and his caveman pals are
in fact the villains — the heroes
are four cute little dinosaurs
who run around their island
home collecting eggs, Pac-
Man-style.

The game begins with you
(along with up to three friends)
choosing a character and the
starting point; Island 1 has no
completion bonus, Island 2
offers 200,000 points and Island
4 gives a huge 400.000 bonus.

Trog and Co are out to stop
you, armed with clubs to smack
you over the head with if you
get too close. They then whip
out their knives

arn

LASER
GHOST
(Saga)

V  here are a lot of these gun-
bolted-onto-cabinet games

around these days — Operation
Wolf/Thunderbolt, Beast Busters,
Space Gun, Mechanosed Attack
etc. Laser Ghost cams on the
tradition with a young girl being
kidnapped by a large blue
winged beaste Enter stage left
the intrepid threesome who have
volunteered to battle the many
ghoulies, ghosties and
indescribable beashes that stand
in the way. The guns are all
identical but nameplates at the
base of the gun help identify your
character — Bill. Max or Carol

The design of the gun is
fairly unusual, on the top is a
telescopic•sight thingle that
you look through when firing
This magically superimposes a
red laser flash onto the screen,
so it's just like firing the laser
guns used in all the best
bloodbath movies Usefully, the
explosions are colour-coded to
help identify your work. In any
case, an itchy trigger finger is
recommended because the
denizens of the game aren't at
all friendly. Most defy
description but those I could
identify were zombies in various
states of decay, mutant cars (I),
mutant pineapples, viaous
vampire bats and a very
unfriendly poster that springs to
life when you least expect it!
Fortunately ammunition for the
main gun is unlimited, but
there's also a limited-use

superweapon to wipe out
everything on screen.

The main thing to watch is
your life meter — decreased by
the enemy agents' blows and
missiles Energy can be
restored by the established
Sega tradition of shooting first
aid boxes that occasionally drop
down the screen These restore
only a small amount of energy,
but every little bit helps,
especially when you get past
the first couple of levels

As this game type goes Laser
Ghost is pretty good. with fairly
neat graphics and good sound
plus fast and frenetic gameplay.
But as so many games of this
type have flooded the market

IP •

recently you need something
pretty special to really stand out
and Laser Ghost doesn't. Its
worth a few ten pences, but
don't expect too much.

CONVERTABoury
US Gold normally handle Sega
stuff but let's hope they don't
turn this mediocre effort over to
Creative Materials for a Line Of
Fire-type botch — now that
would be a nightmare
Otherwise if they can get an
inspired team anything is
possible — the simplistic
gameplay relies above all else
on good graphics and
programming.

'
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AB COP
(Se ga ,

T h e  AB in the title stands for Air Bike, and it is as a highway patrol
officer that you chase the many
villains that populate this game It's
set in the near future and a spate of
violent crime has set you on trail of six
of the toughest gang leaders around.

The game's perspective is from
behind and slightly above your
character as he zips along the road
on his futuristic hoverbike. An All
Points Bulletin tells you the next gang
leader to apprehend. To get to him
you must first get past his henchmen
by ramming them off the road in true
Chase HO style. Red arrows point
Out the baddies for you, which is
essential as there's plenty of
Innocent bystanders who cost you
valuable seconds if hit.

As in all good race games time is
of the essence and here you have
only a limited amount to reach the
boss man. The speed of the bike Is
controlled by a twist of the throttle on
the handlebar-shaped controller, but
for real suicidal speed ease off the
power slightly then twist back to full
to cut in the turbocharger (hang onto
your helmet!). You can also leap over
obstacles by pressing a button under
your left thumb h a n d y  when a tree
hunk or van appears out of nowhere

but you only have a limited
number of jumps.

AB Cop provides a fair few
graphical thrills, one section is set in
a forest and weaving in and out of
the trees at high speeds reminded

me of the speeder bike race in the
Return Of The Jed, movie.
Unfortunately once the initial thrill of
zipping along at warp factor nine
wears off there isn't that much to
hold the player's interest. It becomes
a bit tedious just ramming people off
the road (there isn't even a hint of a
gun). The graphics are pretty good.
so it's worth a couple of goes, but I
don't think I'll be going back to it
again

CONVERTABUSIT
Although the C64 can now handle
most SO-type conversions with
ease, AB Cop relies so heavily on
amazing speed that it'll be tough to
make into an 8-bit hit (or 16-bit).

and forks and polish you off for
lunch (and belch very loudly
afterwards). Obviously the aim
is to avoid the cavemen but if
you do get cornered you can
belt them by pressing the punch
button.

As you'd expect of a Pac-
Man game there's plenty of
power-ups to collect: flowers
speed you up, chilli dogs give
oomph to your punch and
pineapples turn you into a large
ravening dinosaur n o w  you
can eat Trog and his mates for
a hefty bonus! When all of the
eggs have been collected, head

for the 'home' square to witness
your dino's hilarious victory
dance!

Trog is both graphically and
sonically brilliant, the antics of
the sprites are hilariously funny
and indeed wouldn't look Out of
place in a cartoon. The attention
to detail is very impressive: the
pterodactyls whizzing around
dino's head when he is
clobbered, the look of panic on
the cavemen's faces when
chased by the dinosaur, and the
flail of arms arid legs as a
character falls off the edge of
the island!

Sound is also impressive with
a range of toe-tapping tunes
and rib-tickling sound effects to
perfectly complement the
action. To my mind, even
though the likes of Sega chum
out games by the lorry-load,
Williams are still light years
ahead in technology. And even
though Trog is basically an
update on the Pac-Man theme,
it proves the point very nicely.

CON VERTABILITY
After converting Narc and
Smash TV Ocean would seem
most likely to bring Trog to

your C64. For the
moment they deny any
such plans, but
hopefully this is just
standard corporate
secrecy. Trog's
gameplay is simple
enough, and good
enough, to make a
great C64 game.

STEEL
GUNNER
(Namco)
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the terrorist group
'Sturm' are threatening

to destroy Neo Arc city unless
a ransom is paid. Being a
stingy politician, the mayor
instead calls in his best two
officers to track down Sturm's
superweapon. Yep, its time for
you and a friend to grab yet
another pair of rather large
machine guns.

There are four scenarios and
the first sees you trying to
thwart the kidnapping of Dr
Ryan and his lovely assistant
from the airport. The game
boasts some impressive
scrolling, effortlessly
alternating between horizontal
and vertical with the Sturm
heavies appearing from almost
everywhere. Some are dressed
in uniform and are easy to
riddle with bullets, others wear
heavy armour and require
either several shots or a
missile (you start with four) up
the shirt tail.

At the end of the level your
hit and miss ratios are tallied
and bonus points are awarded.
You are then sent to the secret
lab to stop Sturm nicking parts
for the superweapon. But of
course you don't stop the evil
swine& until most of the city
has been decimated by both
the superweapon and you!

It's this opportunity for



HIT THE ICE

U p  to four people canparticipate in this ice
hockey sun Solo players
compete against the computer,
two players each control a
team, but the fun really begins
with three or four players with
up to two people on each
team

After selecting your team
from a motley bunch of
reprobates it's time to hit the
ice, and the opposition! In fact
the game allows plenty of
scope for fouling opponents:
you can punch them, trip them
up or elbow them in the
stomach in order to regain
control of the puck, or just to
be nasty. And so that people
on the same side know which
player they control a numbered
icon hovers over the relevant
sprite's head.

Graphically and sonically
Hit The Ice is well up to
Williams's high standards with
large and very mean-looking
character sprites knocking

merry hell out of one another.
the game will probably appeal
more to ice hockey fans than
general gamesplayers, but Is
worth a few ten pences either
way.

' 1 1
4
1 1
1 1
1 .
" '

CONVERMBILITY
Side-on, elevated perspective
are popular with Ceol footle
games so someone should be
able to do a good conversion.

immense mayhem that
attracted me to Steel Gunner
rather than the considerably
tamer Laser Ghost. There are
so many objects that can be
destroyed, whether they are
harmful or not. Blast the
airport fuel tanks on level two
to see some spectacular
explosions, destroy millions of
dollars worth of scientific
equipment and shatter dozens
of windows chasing terrorists
through the airport concourse

the graphics are great,
especially when you blow a
terrorist through the glass!
Then there's the hoverbikes
which burst into flames and
spiral into the ground, plus
suspended walkways which
can be brought down with a
missile (giving the terrorists
free flying lessons!).

The list of such graphical
touches is endless, and for me
they make the game playable

my only slight moan is it's
fairly easy to complete
Nevertheless well worth trying
If, like me, you are a Sledge
Hammer fan!

CONVERTABILITY
There's been a fair few Op
Wolf-clones on the C64 with
Predator 2 being the latest
and possibly best. Steel
Gunner pushes coin-op
graphics just a bit further with
added realism and interaction
which would make a
conversion difficult but not
impossible.

BRUTE FORCE
(Leland)

A fter the excellent Ivan 'IronMan Stewad's Super Oft-
Road Racer comes the rather
less impressive Brute Force.
It's the standard vigilante-
against-vicious-gang scenano
as either Krush, Buzz or Snake
face level after level of
streetwise villains.

The game is horizontally
scrolling with up to three
heroes, each initially unarmed
but capable of a wide variety of
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moves. The enemy often pack
weapons though — knives,
sticks, spades and so on,
which can be picked up after
the baddy has been disposed
of-

To be quite honest with you
this game wouldn't have
looked out of place in an
arcade when Defender first hit
the scene. In fact when I was
told this was new I couldn't
believe my ears. The main
laughing point are the
graphics. Small. Wick-like
figures wander aimlessly

around the streets of what
appears to be Lego town. On
the plus side the movement is
quite slick but I couldn't get
over how awful the character
sprites looked.

Gameplay isn't much better
than the visuals, the 'action'
soon becomes very repetitive
when you have smacked a
villain round the face or kicked
him in the unmentionables for
the umpteenth time. If you do
see Brute Force in your local
arcade it's definitely worth a
few ten pences for laughability
alone.

CONVERTABILITY
Shouldn't be difficult to convert,
but who would want to?
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The Sega Game Gear is the latest hand-held sensation
to come out of Japan, and you could be one of the first
in your neighbourhood to get your hands on it as we're
giving one away! We'll bung in a free game too! So...9
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FAMICO

The Nintendo Super Famicom is
probably the most eagerly awaited
new console to hit the streets ever!
We've got our hands on one, and as

much as we'd like to keep it ourselves
we'll be giving it away along with a

Commodore monitor and the brilliant
game "Super MarloWorld"! So if you'd
like this lot heading in your direction

sometime soon, give the number
below a call right away!!

98 ?99273
Calls cost 34p (cheap rate) and 45p (at all

other times) per minute including VAT.
Populuxe, PO Box 2065, London, W12 9JH

Pocket a Pool Table!

Win an AMIGA System!

Pgr 7 -
Ai
&

Who could say
no to winning an
Amiga 500 with
a colour monitor,
a colour printer
and 12 fantastic

free game?1
Nobody.

So what are you
waiting for?!!

Call 0898 299233 Now!
For details of winners please send a SAE marked "Winners List"

to the address shown. If you do not pay the bill please ask permission
before you call as the average length of call is 5.5 minutes.

If you fancy being the
ace pool player on your
block, what better way to do
it than by winning this Thurston League Pool Table? We'll
deliver it to you, and it comes with everything you'll need!!Phone 0898 299287
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The heading refers to Origin's motto, but while
quite a few companies have such mottos not
many live up to them. Origin are defi nitely one
of the rare exceptions. After collecting a  Gold
Medal for the glorious C64 Elite-beater Space
Rogue, they have returned to the Ultima format
with a  vengeance. Ultima VI is the best of the
series, an RPG breakthrough Boris Myashirov
was eager to discuss with Origin's owner and
vice-president, Richard Garriot.

I
t  
h
a
s  
a
l
w
a
y
s  
b
e
e
n  
a  
w
o
n
d
e
r  
h
o
w 
s
o  
m
a
n
y

RPGs can contain an infinite amount of
monsters. How on earth do the respective

worlds contain them all? Ultima VI attempts to
bring some sanity to the question of
monsters, in  respect o f
their generation, move -
ments and personalities.

Richard explained the
new system: 'Monste rs
exist, by placement, in the
correct a reas tha t they
would logically show up.
For, instance, you won't
find demons wandering
around the  countryside.
Instead, we  are seeding
specific a reas S o  yo u
might fi n d  a  l i t t le  O ro
colony in the forest. And
rather than having eight
dungeons around there's lots of little caves
up in the mountains, some of which go
deeper, and other smaller ones which could
be the lairs of creatures who act and react in
a much more natural fashion. So. now
instead of a monster/player having a
programmed path they will have their own
Instinct system" •

This means that certain types of monsters
will appear in the daytime and others will be
nocturnal. Some may be passive, others
aggressive or positively evil! Monsters are
also far more intelligent in combat: i f  there's
a wizard at the back, that they want to
protect, they'll do a better job of forming a
shield wall in front of him. If they have a
berserker they'll know that they can sally
forth and aim for your biggest. baddest
person without worrying about the other
characters in-between,'

I asked Richard about Origin's philosophy
which has led to intricate plollines. dealing in
various human emotion and morality issues.
Richard replied that the first Ultimas featured
familiar hack'n'slash gameplay, but he
quickly tired of that approach.

'I said to myself that there's got to be more
to gaming. There's got to be a way to be
more literary. I wasn't interested in fighting
monsters.

'At the time I began to get fan mall for my
products, people would read things into the
games that were not even there, I was even
getting hate mail from religious fanatics! I
then sat back and thought, "Hey. thousands

'Ultima V was a
statement for

the other
extreme...it

was my
statement
against TV

Evangelists.'

OIL

of people play my products." I believe that
people are a product of their environment
that they grow up through Therefore, in some
small, yet real way, I am having an effect on
these people's lives.. So I think it is only

responsible that Ipay
attention to the content of
my products. That is what
started the new Ethical
Parables, starting with
Ufiltra

Richard emphasizes that
the Parables are root huge
plays on morality or
significant social statements
to change people's lives.
What he is trying to do is ki
say in each product —
which, after all, is supposed
to be an alternate life or
reality — that you are

responsible for your actions
within that life

'In Ultima IV it was a good
opportunity to let the compute
-play Big Brother and let the
players go and do what they've
done in previous games, which
is to stomp on the peasants.
Then to come back and haunt
them and say, "Hey, you're not
being the good guy If you're
stomping on the peasants.-
Which shoukl have been obvious
from the beginning but never
appeared in most games.

'Ultima V was a statement for
the other extreme You could say
it was my statement against TV
Evangelists. I t  dealt with  the
subject of what happens when
these posrtrve values are taken to
an extreme and are legislated by a
government. So the government
becomes more like the Spanish
Inquisition a n d  y o u  e n d  u p
becoming like a Robin Hood-style
outlaw, trying to overthrow the
government behind the scenes.

'Ultima VI deals with two societies
which a re  so much at odds with
each other that their beliefs result in
conflict. You could think of it as world
politics. What do you do when you've
got a country with very closely held
beliefs, who tend to be a terrorist
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state? Do you wipe them all out? Do you try
to contain them? Do you try to convert them?
How do you resolve a situation like that?'

Over recent months such concerns have
become rather topical, and its a sign of
Ultima Vf s sophistication that it raises issues
with genuine relevance to real life Clearly the
woddmakers at Origin are still leading the
way for RPG software,

As for the future, the C64 release schedule
looks rather bleak There are great hopes
that UNima VII will appear on the trusty
Commie but that could be it. Many of the
ZZAP! faves of the past (Space Rogue,
Knights of Legend, etc) will not sprout a
sequel as their designers have ether left the
company or moved onto other projects

However, never fear, because of all the
ledhcoming releases Ultima VII looks to be the
most outstanding. p e t&  are scarce but
according to Richard Gantt, The Ultima VII
technology dgresses greatJy from the Ultima VI
world which was still created via hie graphics. It
looked very realistic, but we were restricted by
the ties as to the possible saes and shapes of
things The Lillima VII technology, which Is still
top-vsew, has progressed from the internals
being object-oriented to the actual graphics being
cbpactbriented
• This means that obtects of any size and shape
can be placed anywhere on the map, giving
tremendous freedom of design. The Ultima
VII world will be more fluid and, hence, more
realistic.
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THOMAS THE rmic MOE 2 9 9
THUNDERBIADE   _  ...........
TOMAHAWK    2 9 3
TOP GUN  1 9 9
TFIKASUIT MANAGER  _ 2 9 9
TRAPDOOR I & 2
TREASURE ISLAND DIZZY  - 1 1 0
TREBLE CHAMPONS . . . . . . . . . .
VIGILANTE -
W E C LE MANS  - 2 . 9 9
WACKY DARTS - 2 9 9
WEMBLEY GREYHOUNDS N E W  2 9 3
WIZBALL  2 . 9 3
WONDERER:2Y    2 , 2 9
WORLD CLASS LEADERSOARD.
LEADERBOARD & TOURNAMENT 4 , 9 9
XENON
YES PRIME MINISTER
YIE AR KLING FIJ  - 2 . 9 9
YOGI AND THE GREED
MONSTER _  • ...........
YOGI BEARS GREAT ESCAPE  _ 2  99

AMERICAN
EXPRESS

COMPILATIONS
POWER UP
RAINBOW ISLANDS, ALTERED
BEAST, KOUT, TURRICAN &
CHASE 11.0.
(ASS 11.99 DISC 1319

ME  WI NNI NG TEAM
A.P.B., KLAX, VINDICATORS,
CYBERBALI. & ESCAPE-PLANET
ROBOT MONSTERS
(ASS 10.99 DISC 13.99

IT'S SHOWTIME
KRYPTON FACTOR, BULLSEYE,
BOB'S FULL HOUSE & EVERY
SECOND COUNTS
CASS 730

PREMIER COLLECTION
ILIMBOS'S GUEST, LAST NINIA
1 & 2, MYTH, DOMINATOR
&INTERNATIONAL KARATE
(ASS 11.99 DISC 13.99

COIN OP HITS 2
DYNASTY WARS, NINIA SPIRIT,
VIGILANTE, HAMMERHST &
GHOULS ANDGHOSTS
(ASS 11.99 DISC 13.99

FISTS OF FURY
DOUBLE DRAGON 2, SHINOBI,
DYNAMITE DUX & NINA
WARRIORS
CASS 11199 DISC 17.50

SYSTEM 3  PACK
MYTH, VENDETTA, RISKER & I.K.
CASS 11.99 DISC 1399

WINNERS
THUNDERBIADE, LLD. STORM,
BLASTEROIDS, IMPOSSIBLE
MISSION 2 & INDIANA ;ONES
(ASS 5.50

COIN OP HITS
OUTRUN, THUNDERBLADE,
ROAD BUSTERS, SPY HUNTER &
BIONIC COMMANDO
(ASS 5.50

HEROES
LICENCE TO KILL, BARBARIAN 2,
STAR WARS & RUNNING MAN
(ASS 7.50

HOLLYWOOD cotucr i oN
ROBOCOP, INDIANA JONES
LAST CRUSADE, BATMAN THE
MOVIE &GHOSTBUSTERS 2
(ASS 10.99 DISC 13.99

PLATINUM
STRIDER, BLACK TIGER, GHOULS

ART URA .  •  1O; OALY) i
ATOMIC KOMI]. N E W  4  90
D(ICAGO
CCNRIPTC91 AIMEMCURE IDS( Oltr •-• .
3
90

DEACTNATORS . . . . . .  . . . .  . .  0
9 0O'fNASTY AARS ..... N E W . _  3 98
ESCAFE•KAAT NWT MONSTERS . 3  W
GA_ARY 9 9
GARY LIKI(ERS Hal9HOTSIBISC ONLY),_.._ .2 Si
GNOSINATIRE 2_ _ M E W  _Alf
HEAVY NETAL . . . . _ - . . . . 2 6 9 1  1 2 9
9071 ROG . . . . .

NTERNArlopikniens.
KENNY DALGUSH SOCCER IMICH 2 . 9 9
LANCELOT ADVEI1ILIIE . . . . .

V ISA
1111111111111111I

AND GHOSTS, FORGOTTEN
WORLDS & LIDSTORM
(ASS 11.99 DISC 13.99

DIZZY COLLECTION
DIZZY, FAST FOOD, FANTASY
WORLD DIZZY, TREASURE
ISLAND DIZZY &MAGICIAND
DIZZY
(ASS 7.50

SEGA MASTER MI X
SUPER WONDERBOY,
DYNAMITE DUX, CRACKDOWN,
TURBO OUTRUN &
ENDURORACER
(ASS 11.99 DISC 13.99

6 PAK VOL 2
EAGLES NEST, BATTY, ACE,
SHOCKWAY RIDER, INT
1NKARATE &I)GHTFORCE.
DISK ONLY 2.99

BEST OF ELITE
BOMBIACK, FRANK BRUNO'S
BOXING, COMMANDO &
AIR WOLF
DISC ONLY 2.99

CECCO COLLECTION
CYBERNOID 1 AND 2, STORM
LORD AND EXOLON
CASS 5.50

TIERILLTIME PLATINUM
BUGGY BOY, SPACE HARRIER,
LIVE AND LET DIE, OVER LANDER,
DRAGONS LAIR, THUNDERCATS,
BEYOND THE ICE PALACE,
GREAT GURIANOS AND
HOPPING MAD.
CASS 5.50 DISC 7.50

FISTS AND MROTTLES
BUGGY BOY, THUNDERCATS,
ENDURO RACER, IKARI
WARRIORS & DRAGONS LAIR.
DISC ONLY 3,99

PHANTASM
PHANTASIE, PHANTASIE 3 &
WIZARDS CROWN
DISC ONLY 17.50

ROAD WAR
ROADWAR 2000, ROADWAR
EUROPA & WARGAME
CONSTRUCTION SET
DISC ONLY 17.50

QUATTRO CARTOON
OWE AND USA 3, LITTLE PUFF,
FRANKENSTEIN JNR & WIZARD
WILLY
CASS 2.99

NEW BACK ( TALOGLIE
LORDS OF CmA05 . . . . .  4  91

11241A WARRIORS ..... 3 2 9
KORN STAR . . . . .  . (NC COCO_ 2.99
FACIA/11A tDISC 011.2). ..... . . . . .  __ASO
OJESTION Of SPORT

SHOOT Ell LP CORSI Kamm OHM
STAR WARS TRILOGY (Dec ottyl ............6.90
SOB SATRE SW ..... ,  . . . . . . . . . .  399
SUBUTEO . . . . . - - - M E W  3
9 0

A'ORLD alP SCCCER ;TWA MD 3 9 0



CIT

A BUN FOR BARNEY 34.99 C D
-
R E
M I
X  
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N  
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A
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... 2 9 .
9 9ADVANCED MILITARY SYSTEM .

. . . . . .
29.99 SIM CITY. . . . . . . . .  ....... ...... 99

BATTLESTORM.. _29.99 E D E
-.M

WRATH OF THE N ... 29,9999

AMIGA SET ,ERS
3-0= T R U C T I O N  KIT- - N E W _  34 NNEw PRICE 9 ,5 $
sem SUBMARINE Sill  . - - . . .  .._. 17 SOMOO LEAGuss moot n i i i . :  ?  ma
A 12 TANK m t e R   7 4
9 5A MO  3 THE CREATOR.  3 4  99
APIS _ N E W P R I C E  I  IN
ADVANCED DESTROYER 2112  1 1  SO
ALNANCED FRUIT M ACIO N_    8  99
AFTERBURNER    i  90
AFRICA KONPIE N E W  .21 50APIS MEADS 21 was seem ceseststspets  111 19
AMANO IDIANIENO M OF COEL  7 . 9 9
PNAOLPI GEOCON N E W  . 11.613
M ENEM   N E W .  13.2E
ATOMIC * M O O D 1 7 . 5 0
A TORINO  1 7  50
AWESOME  N E W  PRICE. 17 50
M O S  MAGICIAN:4 0 MR   _ N E W  PIECE 2 9 0
SACK TO THE FUTURE 3  I 1 . 5 0
SO O T  RENS  OF ANCIENT CRUM_  v i m
THE SALL GAME  1 1 1 0
1201 GAMES  I ?  50
SONSARTAN a N E W  P E . .  ISO
DARDe  TALE S . .  1 7  30
BATTU CHESS  I t  00
BATTLE CE BRITAIN {THEIR FINEST M A N  . 2 1 1 0
a A n u  SQUADRON S P E C I A L  O FFER E N
EAT T INAMT ER S P E C I A L  OFFER E N
BETRAYAL -   2 1  SO
BLJNIO'S SCARY SCHCCL
So.,E 1,4AA . . 2 1 5 0
EPOULOERDASH.
SPAT
BRAN *
C L O
W N S  
F b
o r e
A i  
,  
F O
R I
U N
I I I
I -
• •  
-
.
.
-  
S  
0
9

DREDGE PLAYER 21501
BLIDOKAN 1
•
4 0 1 5
4 1 1 a  
:  
1
0
0
2

C YE ELEPHANT ANTC.1 A S A
CALrFORNIA GM4E5 N E W  PRICE 7 . 5 5
CAPTIVE   1 7  50
CAR-AN 1 7  30
CMFDER COMMAND S P E C I A L  OFFER $ 1 9
CENTREFOLD SQUARES $ e e
CE74TURAN N E N  1 7  SO
CHMANO N OF RAJ 1 7  SO
CHAMPIONS OF KRYNN J1 MEC,. 2 1  193
CHASE HO  2 . . . . .  1 7 5 0
CHESS CSAMPO NS 2 IT S 7 1 3 0
CHESS MASTER 2
,
0 0  
2 1
5 0

CHUCK ROCK N E N  1 7 3 0
CHUCK YEAGER A_ET 2 _ - _  N E W  1 7 3 0
CHUCKE E GG'  O R 2 , . . . . . . . . . .  NEW PRICE 9  IN
CCCENALIE CERES _ „  , _ ...2 4 5 0
COHORT F icAme n  EDSIDRIDNE  N e v ?  2 1  50
COLORADO  N E W  NO CE 7 0 3
COLOSSUS BRIDGE   . . . . . . . . . 1 7 . 5 0
COLOSSUS CHESS IS_  ,  I I  SO
coNTNENTAL CIRCUS   N E W  ARCO  7 3 0
CORPORATION •  MISSION _ _ _  DE C I I  50
CO XINIT FORCE     1 7  50
CRAZY CARS  m o o t  PRICE 1 0 9
CRICKET CAPTAIN  1 7  50
CURSE oP AZURE BONDS 0  PANE ONLY: 2 1 5 0
CTEERCON 3 N E W  1 7  50
DALY DOABLE HCRIE RACING 2  Ise
LIMEY THOMPSONS OLYMPIC CHALLENGE   1 . 9 1
DAMOCLES •  SESSION DISCS i  & 2 1 7  50
DEFENCER Cc THE CRO WN N E W  1.22CE 2  N
DELUXE STRIP POKER  3 5 0
O NARIS. N E W  PRICE 7
3 1 1DEEPAG. 2   3 0  N
= N E T  APNIATION ETUDES  4 3 3 0
OCNALDS APLPTIABET CHASE _ _ _ _ „ _ _ _  1 7  SO
C O M E  DRAGO N_ _  7 9 3
DRAGON SPIRITS   •  7 3 1 0 1 PRICE 7  IN
CRA0 0 2 8  LAVA 2  3 1 . 1 0
DRILLER N E W  PIECE 7 9 9
OUCK TALES_  1 7  50
DUNGEO N romnus_   1 7  50
EMOTION _ S P E O A L  O MER 5 5 0
ELITE   1 7 5 0
EIVIIRAMISTRESS OP THE DARK - A I  MEGI  21 50
N E V E  HUGHES ITN SO CCER  1 7  50
E WE N HuGHE5  wtm A Gu l l  1 7 3 0
ENCHANTER 1 NEOCONI:   N E W  PRICE . 6  20
ENGLAND O m o m o Nro m  SPECIAL  _ . . . .  1 7  50
ESCAPE PLANET Rce o T  mcNIT ERS.   2  90
EYE CA THE SEMOLDER . . . N D Y  2 1  50
EUROPEAN SJPERLEAGuE  .  . . . - _ N E W .  1750
E R  SI ROW EAGLE 2 il MEM  - - - - - N E W  -
2 4 1 1 00 I t  O rAle A I PLOW   1 7 1 0NE STEAL TN isoprrte   2 1 1 0• es AL. oe   1 7 9 0
F AWNS  FIVE  . _ . .  - - - - - - - _  1 7 5 0FANTASY WORLD RIM Y E N
FAST TOOD 1 9 9I not Awe tus    1 . 0 2 1
FRE M A M I E  I I  MEG M A N N - -  / 1 . 5 0
FLOCO_ _ _ _  N E W  PRICE 1 9 E
FOOTSALL. 'M EAGER   E  ES
FOOTBALL DIRECTOR 2   1 1 9 0
F 001E4E1 MANAGER I  •  DIPANSIO N KIT  9 1 0
FULL CONTACT _ _ J . _ _  ... _  .  NEW _ 2  N
FUTURE EINIKET IAL L 2 -_ _ _ SPECIAL  O MER _ E N
GALAXY FORCE.  .  ESPECIAL O M R  a m

GAECRAGOIAS DOMAIN _ O37 _ _ _  E NGARY UNEKERS H O T E N D .
- - - - - - -   
7  S S

GAUNTLET 2  7 9 0
GO AN WAN  7  98
a rm s : 1 2 4 G ...  2 1 . 5 0
OHENDIS KHAN _  _ _ _  _ _ V E N N - 1 7 N
GHOSTS M O  GOBLINS m o m
-  1 1 1 8
so.netrikia7 i t  50
GOONPS * ARRAY UP RI S E . .    1 2 E 0
OR•MO NATIONAL   1 3 0 0
GREMLIN) 2 .    W M
GUNBOAT .  / I  ID
HALLS OF M O NT EZ U1 1 4
.- -  _ _ _  
- -
. : : r T e w . .
1 7  
e s

HARPOON 0  0 4
0
0 4
-
0
;   
/
1 _
1 0

HEART OF THE N E W  1 7  50
HERO COAST  _  ..... _ _ NEW..I7  50
HILL STREET ELVES  1 7 5 0
HITCH HIKERS DUO S 1 0  781  ESOLAMI   i c e
HoND KCAK) PHOOEY . 0  99
HOSTAGESr  09
MO RA N E W  .1710
. PLAY 3 4  SOCCER  N E W  1 7 1 0
IMPOSSIBLE 1.1615.06 1  R I E W  PRICE 2  SO
liDIARAPCu S SIC   i 7 3 0
ANTERNATIONAL S-D TEEMS _ - _ _ E N
NIERNATIONAL CHAM P IO NE M P Re ssru ka 1 2 2 9
INTEENAIONAL M A M E  •
IT CAME FROM THE DESERT if L E GE  . . . . .  _ 2 2 1  SO
JACK I ACKI M  0S .1 COURSE 3-ADO coi..:....,_....mis
JACK NICKLAUS LET COURSES VOL 1 E W E
JAO I LICKLAuS CHAMP c o A s e s  11100 _ 1 1 0
JACK sICKLAW VOL .4 CCoLot111
JACK NCLA0 5  VOL 5  COURSES     1 0 3 0
M0 4  NICKLAUS UNLIMITED COURSES .41191E00 2 1 1 0
ALHANDiR KHAN SQUASH - - - - - - _ _ A s v o • . $ 7 . 0 0
AME.S POND .  I7  /2
AMES POND li EEGs . . . - -  _ 1  7 .to
JARS -
2
-
2 1 4
i i
.  
i i
i t
t i
k -
E  
.
7
1
M

A l .   -
A P I
C s o
t  
O
F F
E
R  
.
5 4
1 5

.c.sic, wl.setts DARTS _
KENNY DALOUSH SO CCER M ANGE R.    2  Se
N M  OFF •  EXTRA TO E - - - - - - _ _ I  89
KCK OFF 2    - -  - ,  1 3 .9 1 1
KICK OFF 2  (ONE- I T N
KICK OFF THE F A N -
M
A
I
L t E E S T L E    
-  
E
N

KICK DEE te NNiN0  TACTICS T  99
I O L A ° CL O W - - -  1 2 0 0
KNOWOROS 2 M O RD PROCESSORS -
KLLI
LEATHER 0 0 :0 E3 1 1 .1  .. _ E N
LEISURE SUIT UNARY 3 _ E l l e
LErSURELSIJIT L A Y  T APIA PACK .  E S N
LEANINGS  1 7 1 0
LITTLE PUFF . . . .  .....
LOMBARD R A C  RALLY . . . . .
LOCNZ .  . .  .  -  .
LO RIN OF THE REM O  S IN- 5 P E C A I  OFFER .1230
i  OROS CA CHAOS .  N E W  17.63
W E N  ESPRIT TURBO CHAU ENCA 1 7 5 0
MI T AM  PLATOON / I N .
MAN UNITED.  1
1
5 0
 MAAHLINTER IN SAN FRANC/SC° 2 4  99
MASTER BLAZER .  . . .  1 7 . 6 0
MESA TRAVELLER 1 N E V I  2 1  BO
MERCENARY COMPENDIUM  . 9 5 1
LuAlli CHASE - - -  - - - - N E W  . 7 5 5
MIDWINTER    3 1 5 0
MIGHTY BOMB-JACK 1 7  SO

MOONPASE MOONSNNE R A C
E R S  . . _ : , : .
: 7 , . . .
„ _ _ _ _ _ _ _
N E W  
1 1
6 0

mCONWALKER 7  ita
MC4411
. 
P E
R O
N  
_
_
_
_
_
_
_
_  
1
3  
9
2

M U D S  1 7 5 0
MIG 22     2 4  911
MULTI PLAYER SOCCER PANAUSSR_ _   1 7 . 5 0
N A R C  1 7  SO
NAM   t i  so
m o o  $ENFI  1 7 . 9 3
toolJA RENEE D A G
NORTH AND S O U T E L _ _ _ _ _ N E W  PINCE _ 7 2 9
NUCLEAR VRIA  1 7 5 0
O R M . 2 4 . 9 9
OPERATION HARMER S P E O A L  OFFER .11.02
OPERATION STEALTH    1 7 5 3
OPERATION WOLF. . 7 . 9 2
OUTRUN     . 7 . N

POETA KICK EOCENE
- . -  
1 7
1 0

_ N E W  PINCE_  7
9 9PLAYER MANAGER  1 3 . 9 5

POLICE WE S T  2   2 4 2 9
POOL OF R A / N C R  _ A I M E D  M U G _ZI.50
POPULOUS-1 N CITY  2 2 5 0
POPULOUS %SW WORLDS . 9 . 9 9
PORTS CE CALL_ 1 2 5 0
PO WEINIO NGIA _ I A  10
PREDATOR 7  92
PREDAT O R) , N E W  1 2 5 0
PRE NS I O NE
PRINCE OF PERS% _ _ _ _ _ _ _  1 7 . 5 0
PRO TENNIS TOUR 2 I T  50

PFIOFuGIIT PROJECTILE _ _ - - - _
-
. N I L E A T I P I B I C
E  
_ E N

PUS TRIVIA.. ,  -   4 . 9 9
QUEST FOR S L I M '  1 _ _ - -  _ N E W  _3E99
QUESTION oi gooey_  E N
R-TYPE
RAILROAD TYCOON _ _ _ _ _ _ _ _ N . N
RANSO N ISLAND 1 7 5 0
RAINO  3 . . .  -  -  N E W  PRICE _ _ I N
RICK DAPPIERSUE 2 . - -   1 E 9 3
RCROCOP 2  1 2 E 0
ROCA STAR STEW 1 1 . 0 1 1 1 1 1 1 1
-
_ _ _  • r o i l

ROCKET RANGER.-    0 2 9
RORKES ORPT    I T  SO
RUNNNG M AW   0 0 1 1 1 0 0 0 1 _ 7  IN
SEARCH FOR T M  K 0 2 0 _ _ _ _ _ _ _ N E 1 1 2 1 . 9 9
SECRET OF L O WE Y  9IEAND I NE S )   1 7 1 0

SHADOW OF TEEE NEM' IT .. / A N
SHEELIAN MA   t i r e  Feiria _t. vs
SILENT SERVICE, .    1 /
1
1 1 C 0 1  
C O M A _  
e l s

sit.loonposo T I N
siu  Cl ry POPULOUS  2 1 1 4 3
SEA CITY ARCHITICELNE I_ _  _ N E W  1 1 . 3 1 1
SILT CITY ARCHITECTURE 2 ... 1 4 E 3 1 2 . 1 7 . 5 U
SKILL AND CRO S S BO NE S . --.  _ N E W .  1710
S N O W
-
S T R I
K E  
. ,
.  .
,
1 1
1 6
2 9
. C
O N
T E
A .
J 2
9 1

SPACE O AS T  3 _ 1 1 . 9 9
SPEEDISALL -  _ _ _ 1 1 7 2
sPEEDIENL 7 .   .  ,  . . . 1 7 . 0 1
,SPAANZZY WOPILDI
ErEsa OF E X C A L E 2 5 0   
. . . - - . _ N E W . 2 1 . 5 2SPORTING IRIENOLES
SPY WHO LOVED ME. . . . .  - ...... _1398stARatioui ? .. t i r i i e k ..
O M R .  a l eSTELLER 7 . S P E C I A L  OFFER,. E N
sTEve  DAMS SMO KER.
STORM ACROSS EUROPE .  21511
STRIAE FORCE HARRIER .  0 . 9 9
STRIP POKER N E W  PRCE ?  9E
SUMMER CARIANAD .  4 5 0
SUPER CARS 2  1 7 5 0
SUPER MONACO GRAND PRIX 1 7 5 0
SUPER OFF ROAD RACER, 1 . 5 0
SUPREMACY   ,  7
,
5 0
BWFTCSELADE N E W  PRICE 7
5 4 .SwiTENBLADE a -  1 7
5 0SINN   .  .17 02
I  v SPORTS BASKETBALL . 2 1 0 0
TEAM SUZUKI .
TEAM YANKEE .  2 1 0 0
TEE OFF  1 9 9
TEENAGE MUTANT HERO TURTLES 5 1 5 0
TETIHS .
THUNDEREILACE

;  . -,• -  - -  . - -  •  " E W - 1
7
7  M I
N

TOCSIN
TORVAK THE .
. . . . . . . .
- -
7 7 .
- M g
.  
W  
P R
I C
G  
;
1
7  
S
O

TOTAL RECALL   1 7 5 0
TOWER ERA T E N
TOYOTA CELICA O f RALLY...  1 E 5 0
TRACKSur1  M ANAGE
R I I .   
1 9
5

TREBLE CHAMPtoNS .  .  N E W  PRICE- SEGTRNIAL PURSUIT . .  .
TURF FORMISYSTEM I IRAC943 2 POOLS! . . , .  I I :

. .
TURRICAN 2.... .  . .  .   5 7 5 0
TYPHOON OF STEEL 11 WE D ..  2 1 E 2
LI 15.3 2  (I MEGI   2 1 5 0
UL I NA 8
11..TEM 5  1 1 1 0
M Y N A  DOLE -GREG NORMAN . 1 7 3 0
VIOLATOR N E W . .  7 9 9
VIZ 1751)
IT ACIII DARTS 4 9 4 1
WAR CONSTRUCTION ICT ,:l MED: 7 1  5i)
WARHEAD .   S P E O N  o rrE R . 9 9 9
 WARZONE 1 3 3 9
WINGS 11 MEG ONLY). . 2 1  30
TONGS I l a L EG °T ET I
WINOS OF DEATH 1.1 RENE . .  N E W .  1390
TONGS O f R A Y  S P E C I A L  O F F ER-1 9 0
WINNING TACTICS.   ,  N E W  . 7  IS

IMINALL   _  7
0 922104.14IACIK 1.1 PAIEG I
M A N X M A N °    - . 2 4 E 5 5 A 1  SO
WORLD CHAIRROP4SHIP S O US *   . . . --, •  1 7 5 . 1 3

XENON 753
YOGI AND THE CREED MONSTER 4 5 0
A-OUT   S P E C I A L  OFFER . 5 5 0
KYPOTS  A I E W  PRICE 7  92
/ O UT  1 3 E 2
ZIRIAX  J E R A T  1 7  SO
BORK I O R 2 E WE  ... - . - - - -  -  E N

y .  Un it  4, RUC., 21 Temple Street, Wolverhampton, WV2 4AN.

Tel: 0902 25304. Fax: 0902 712751

CALL US ON: 24 HOUR CREDIT CARD HOTLINE 0902 25304
AMIGA COMPILATIONS

PO WER UP
1 1 1 , 1 0  RAI NHI M  ,
S L A N D S  
I L I A  
R I C A N  
C A
E  
N O
,

K -0QT & ALTERED BEAST

C0111 OP M I
1 1 1 , 5 0  DYNASTY WARS. NINJA SNOUT. VIGILANTE
HAI . . . JE R
7
1 S T  
4  
G H O
U L S  
&  
G H
O S
T S

Till 0110111110 11.212
1 2 1 . 5 0  A " 6 .  KIAX. VINDICATO RS. CYBERBALL
& ESl_APE PlANET OF THE ROBOT HCKSIEAs

11011101 4 eissisesmocel
1 2 0 2  INVADERS. ASTERO IDS, GLAXIO N L
CENTREPEDE

N IT 07 POUT
1 2 1 1 0  DO UBLE DRAGO N/  STIOCON NO L A
W EPP ORS & DINA/4 1 1 E DUX

10011111100 1711111105
1 1 7.10 Dewy 00u1KE HORSE RACING, SIEVE
DAVIS SNO O KER & BRIAN CLO UGH'S FOOTBALL
FO RTUNES

111P0211110 110111
E l l  S O  CALIFO RNIA GAMES. THE DAMES WINTER &
SL AmER EDITIONS

P011
1 2 1 . 2 0  F ERRARI FORMULA ONE, GA M E R
CO MMAND. RIDE DANGERO US, P A? THUNDERBOLT_
HANEWAY PATROL A O HCAGO  00

01A111111215
1 1 1 . 2 0  F IGHT ER BO MBER SUPERSKI. KICK OFF.
PRO TENNIS TOUR P. STUNT C-ARRACER

NIT 110011111
i  1 7 4 0  SO PERCARS, SKIDE SWITCHBLADE &
A E L S  MAGIC HAMMER

Soccan MANIA
117 .50  FOOTRAI L MANAGER S oCP col.oC
,
OE

7 CCCER. FOOTBALL MANAGER WO RLD CUPEDI
CiAL2 A1  %JEER SO CCER

P OWI0 PACK
1 1 7 . 5 0  XENO N 2
. T
V  
S P O R T
S  
F O C I
T E N E

EILO O DWICH & LO MBARD R AC RALLY

150101110110 1:004211/00
1 2 1 . 1 0  RO BCCO P BAT MAN TNE EADVIE
O NO SIDUST ERS 2 4  INCAANA JO NES THIELE-GT
CIPL
,
Se 
D
E

PlA111111111
2 2 1 . 2 0  ST RIDER SLACK TIGER, FORGOT 7 EN
WO RLDS & GHO ULS P. GNO SIS

11012A AU111011 MIX
2 2 1 4 2  SUPERWO NDER 6 0 'r, DYNAMITE O UX
C PAC ECErmt. r us e o ou
-
S  U N  
1 1 N O L I A O
R A 0 E p

TINILE1T5011 1021111111111 101 2
1 1 7 .5 0  2 .„)GGY BO Y DIAIEJACK, SPACE HARRIER
LIVE & L EI DIE, IMUNDERCAT S BEYO ND THE ICE
PALACE AND BATTLESHIPS
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•  Can you help a desperate duck find the toilet paper?! It's Donald's Alphabet Chase
with the letters whizzing across the floor for youngsters to identify.

Are Disney lust taking
the Mickey with their
new range of
educational software?
As a teacher and
software house
director, Helen Reidy
seems the ideal person
to fi nd out.

0  n the face of it, Disney really ought
to have been able to come up with
a winner or two. Unsurprisingly

though the software has been designed for
the PC or Amiga and isn't best suited for
C2N-equipped C64s. If anyone can come
up with a three-year-old with a long enough
attention span to survive the lengthy
cassette loading period (about eight minutes
for the initial load, and that's once we'd got
past the Donald Duck security check) I'd be
pleased to hear!

Once you actually get into the programs.
however, they work fairly well, Mkkey's
Runaway Zoo is the best of the bunch. The
graphics are stunning and the animations
are lovely. It runs through number
recognition 1-5 and then 6-9. Mickey's
animals, which have all broken out of their
cages, have to be retneved. Your task is to
press the relevant number key to activate
the animation sequences.

The screen has been cleverly designed
so that the numbers bear some relation to
the picture they are hidden in — le the 9 on
the applecart shares its hiding place with 9
apples; the 7 is amongst 7 palm trees and
so on. This gives parents considerable

mileage for counting work, talking about
numbers, relating them to their
environments and so on — very neat and
well thought out. Nice one, Walt.

Donald's Alphabet Chase is just as
wonderful to watch. The letters that our duck
has to chase from pillar to post all get up to
some amazing shenanigans: they pop out of
kitchen cupboards and sack out their tongues,
they trip Donald up on the soap in the
bathroom whilst others start to pull yards of loo
paper off the roll! There's one in the paddling
pool which spits out water and splashes him.
Just amazing! It kept our audience utterly
captivated time and time again!

On the other hand it would have had
rather greater potential if we all lived across

the other side of the Atlantic. American
schools may introduce their tots to upper
case (capital) letters. but unfortunately we
don't. All this program actually achieves is to
give you a spot of laborious keyboard
practice whilst you watch the screens, pretty
though they are.

The third of the trio — Goofy's Railway
- teaches the long-suffering tot all about

shapes and colours. It's extremely easy to
get the hang of, All you have to do is hit the
space bar every time a shape pops out of
the train's smoke stack. Whatever you catch
cleverly rematerialises into part of the
landscape. Very Disney-esque animations,
decent sound effects and great use of the
graphics.

Sadly this potential is crippled on tape.
Seven minutes to load the game in, then —
picking 'medium' from the three choices of
speed — you get an average of 24 seconds
actual playing time per screen, with each
screen taking at least a minute to load. With
six different screens when the train chugs in
one direction and the same six in reverse
order as it comes back again, it means that
for a total of four minutes actual playing

you have to sit around and twiddle
humbs for just under 20 minutes! Just
how Goofy do they really think the
punters are? The only thing that we
actually learned was a revision of our
colours, from the different coloured
stripes on all those loading screens!

The manual really could have been
better thought out. It contains some

rather half-baked ideas for parentichild
activities to follow up with — rather in the
Funschool style, but minus the brains of the
Database people. They'd probably have
been better served giving the parents some
idea of what to do with a fidgety three-year-
old every half minute or so, whilst you're
waiting for the next screen! Of course with a
disk drive it might work better, but it's still
going to be painful — this is definitely the
weakest of an interesting, and graphically
superb new educational range.

All three titles are priced 00 .99
cassette, E14.99 disk, and are being
distributed in the UK by Entertainment
International.

•  The slowest train the world slowly puffs between stations with loading delays that
would make BR blush. Goofy's Railway Express is an attractive but simplistic program
about shapes and colours.
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.P.—a man with a mission. Help him
dear out over 2500 screens of treasure,
potions, and secret rooms before his
time runs out!
With 70 caverns to work through, from
cold ice caves to sizzling pyramids, it's
just as well P.P. has brought his secret
weapon — a pneumatic drill! Use the drill

itepirprr,,,x1•  E . !  E M I  w i l l • • • 111111 0
AND HIS PNEUMATIC WEAPON

to dig through floors, find keys t„. open
doors, avoid traps, wandering monsters,
and use the magic potions to grab all
you can.
Plenty of features and puzzles will
ensure that you need all your wits in this
fast moving action adventure. So get
your weapon out and start digging!•.!

To order this product or for runner information please contact-
bigitall marketing Internatk)nal Ltd., Unit 3, kyle 14, Newlands Drive, Coinbrook, Berkshire SL3 ODX -

Telephone: 0753 686000 F a x  0753 680343

Available on Amiga at E25.53 and
CM at E11.23 tape, E15..31 disk.
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MULTIMLIOC 3
Kixx, E4.99 cassette

A trio of Capcom coin-op
conversions make up this
budget compilation. Without
doubt, the best of the three is
Bionic Commando (90%,
Issue 39). The original coin-op
allowed two commandos to
cooperate, but although
Software Creations C64
conversion is limited to one
player it's still very playable.
Each multidirectionally scrolling
level is tilled with platforms, but
instead of jumping onto them
your little commando must send
Out his robotic arm to grab on
and swing upwards. He also
carries a gun to kill enemy
soldiers which shoot and throw
grenades. Gameplay is fun and
made even more frantic by a
time limit. The small graphics
look a bit primitive but each of
five levels has its own distinct
style and a different Tim Falin
tune.

The other two games are dire
by comparison. A round-the-
world, one-on-one beat-'em-up,
Street Fighter (36%, Issue 40)
incorporates two different
versions. US and UK,
unfortunately both n e t  The UK
version looks awful with
unbelievably blocky sprites and
pathetic single-frame animation
on the combat moves. The US
game looks slightly better with
smaller, neater sprites but the
first handful of computer
opponents are a pushover —

1991 •  NUMBER 7 6

Software houses, always rather scantily
rwe AN vat ow hat oat d a d  as regards Summer releases,
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Tex aro Pate Ilwe of— s w a t h e s  of compilations. Old titles are
usually accom-

panied by some-
thing borrowed,

or occasionally
something new,
but rarely some-
thing blue, are

the standard and after last month's massive round-up
there's still a  few collections dashing to the market

place.
defeated by continually
repeating the same move. Two-
player games aren't much fun
either,

Perhaps even worse is 1943
(30%, Issue 44), a
straightforward vertically
scrolling shoot-'em-up with you
flying a fighter plane through 32
stages. It may sound a lot but
they're very short and incredibly
easy — collect a few weapon
pick-ups and the Japs don't
stand a chance.

RECOMMENDATION: Bionic
Commando's the only one
worth playing, so you should
save yourself a quid and buy it
on budget.

MULTIMIXX I
Kbot, E4.99 cassette
Originally released as Par 3 this
golfer's paradise comprises
Leader Board. World Class
Leader Board and Leader
Board Tournament,

Unsurpnsingly, all play very
similarly. Your golfer is
presented in front of a 3-D view
of the hole. After selecting your
club and aiming your shot
left/right you perform a swing
via a proven control system.
Just hold down fire to start the
power bar rising, release to
select power, then press fire
again to stop a second falling
bar on the line for a straight

shot (stop it too early and you'll
hook the shot to the left; too late
and you'll slice it to the right).
Wind makes hitting a straight
shot even trickier but is
thankfully only active at the
hardest (Professional) of the
three skill levels Once you
eventually get onto the green,
you can putt by aiming left/right
to take account of any slope
and then setting the power.

Both Leader Board and
Leader Board Tournament
allow up to four players to play
18-72 holes on any of four
courses. The main hazard is the
water which surrounds the
holes, some of which are even
split into different islands.

THE HITS It
Thalamus, E16.99 cassette,
E19.99 disk
Thalamus's success as one of
the best C64 software houses
ever is something of a marvel
really There have been no
movie licences or coon-op
conversions, there hasn't even
been a substantial in-house
development team. Thalamus
has instead tended to act like
an old-style publisher,
concerned with supporting
programmers developing their
own concepts into saleable
products, rather than hiring
programmers to develop
products to their specification
All the games were released
without the support of Speccy
or Amiga conversions, allowing
concepts to be tailored pert
to the C64 rather
than simplified so
they work even on a
2X61 This has
enabled Thalamus
to regularly show up
mega-budget
movieicoin-op
conversions in
ptayability, graphics,
excitement -- the
lot

Creatures is the stand-out
example of this, a completely
original title oozing playability
and the sort of graphical
attention to detail which
conversions rarely display Just
look at the four layers of
parallax scrolling in the river'
For those of you who don't
know. Creatures is a
honzontally scrolling shool-'em-
up with Clyde Radcliffe
stomping through six monster-
packed levels to rescue his
mates. There's platforms to leap
between, bonus items to collect
(for extra lives and special
weapons) and end-level mega-
monsters What makes it
special are those beautiful
graphics and such imaginative
touches as waterfalls, riding
along on leaves propelled by a
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broomstick! There's also three
Torture Screens, hilarious sub-
games wherein Clyde must
rescue one of his friends from a
fiendishly horrible end These
arcade puzzles worked so well
Creatures II will have more than
ten of them! In Issue 68
Creatures got 96%. was
subsequently voted the best
game of 1990 by our readers
and can't be missed

Prior to that, the Apex
programming team had done
one other title for Thalamus,
their first full-price title
Retrograde was the name,
shooting most definitely the
game There's seven huge
levels where the flying hero
must conquer by first finding the
planelbusters on the
horizontally strolling section.
then activate them by dropping
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ULTIMATE
COLLECTION
Ubi Soft, 04.99 cassette
only

s hard to think of a more
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leatunng two arcade
games. three simulations
and one adventure The
best of the bunch is

undoubtedly MicroStyle's
Stunt Car Racer. one of the
best racers the C64 has seen
The basic idea is Simple
enough there's five divisions
each with three drivers and
two tracks, six races per
season decide Who gets

a save/load It's a test-moving
game arid indsally lust Nemo the
bat is tough but with practice this
is a real woner which got 82% in
Issue 61

A rather more bizarm sports
sim is Skate Wars also from
Ubi Soft. but this time the sport
is entirely fictional. The
honzontally scrolitrig pitch has a
goal at either end with
automatic goalies Between
them are various bizarre in3ps.
ranging from holes to spikes to
sucton pits' Apart from thehave one
goalie you can only
player on the pitch, but there
are two subs You can win
either by scoring the most goals
or lolling all the opposing teams
players' Onginally called
Skateball the game got 45% in
Issue 54, the main problem
being simplistic graphics and

What g a m e p l a y .  Nevertheless it's a

makes g o o d  Is the f u n  two-player game and is
dePlaY, '  3 - 0  with realty certainly welcome on a
dramabc rollettoaster tracks To c ompi l a ti on
begin with srnply keeping on the U b i  Soft's Zombi ts a novel,
track is tough enough. so t c o n - o o n t r o l l e d  adventure with a
fortunately there's a save/toad to s m a l l i s h  monochromatic
keep you playing for ags Earning w i ndow  showing a view of the
94% in Issie 56. thts is great fun b u i l d i n g  you're explonng.

Ubt Soft' s Pro Tennis retire G r a p t s c s  aren't too bad and
one of the best tennis sirs around the re 's  quite a good. scary
min a one or two-player mode and atmosphere to a program
tots of tournaments cornplete with c l e a r l y  inspired by George A

RomeroS Dawn Of The Dead
horror film Although rather
dated, it got 72% in Issue 67
and adds an adventure element
usually completely absent from
these comptlabons

The last two games are more
typical compilation fodder —
simpltsbc arcade games with
lots of violence Unfortunately
Dinarnic have never really
managed to put together
anything with the onginality and
playability to be a real hit AMC
and After The War are both
split into two big loads.
complete the first load and you
get a password for the next. In
AMC (39%. Issue 64) you
stomp forever nghtwards,
dodging traps and blasting
enemies with your very big gun.
Alter The War (43%. Issue 60)
is rernad(ably different In that
you dad off without a gun! The
graphics are interesting In born
products, big and bold (although
Spectrumesque in AMC), but
recetetve gameplay makes
them ultimately dull

RECOMMENDATION-. Ultimate
takes the two best games from

pack andthe Challengers
replaces Fighter Bomber. Kick
Off and Supersla with an only
slightly better collection of
mediocre games Once again
those two games. Stunt Car
and Pro Tenrus. make this a
worthwhile compilation if you
haven't already got them

down into a vertically scrolling
platforms-and-ladders section
Needless to say at the end of
each level there's a big
monster, only these are
absolutely massive and
brilliantly done. One of the most
spectacular shoot-'em-ups ever.
Retrograde was slightly marred
by the need to repetitively shoot
hundreds of baddies for cash to
buy yet more weapons (there's
loads) but it remains one of the
most impressive in the genre
94% in Issue 57 was reckoned
by some to be low'

Possibly the most
controversial of the Thalamus
marks was for Rob Steven's
Snare, an overhead-view,
mulltdirectionally scrolling
arcade puzzle game. Turns
flipped the screen 90 degrees
and although there's plenty of
shooting, it's just as much a test
of tactical thinking as reactions.

Robin wanted to give it a
Sizzler, and many readers
subsequently agreed, but 88%
was the mark in Issue 57
While Snare won't appeal to
everyone, for those with the
arrogance to think they can
beat it. this is a superlative
challenge, completely original
and superbly executed

John Ferrari was another
programmer making his lull-

price debut with Thalamus,
and like Rob didn't believe in
making things easy for

players Summer Camp
is a relatively
conventional ffickscreen
platforms-and-ladders
game — but each screen
is virtually a puzzle in
itself. There's four vaned
levels, a neat interlevel
sub-game and it got 80%
in Issue 70 It is tough,
but the graphics are

great, genuinely
cartoonesque and gelling to
later levels (such as the
rubbery moon') is compelling

And finally we have Heal
Seeker from Paul O'Malley,
an original and innovative
game in which you control a
robot consisting of a leg and
detachable bath l The basic
idea is to master the odd
control system, then map out
the maze to find the flames
where vital energy can be
obtained I ts  the follow-up to
the Sizzling Arac and while
very odd, isn't bad filler (75%,
Issue 65)

RECOMMENDATION•
Brilliant value for money with
all the games being multiloads
offering lots of levels —
especially Creatures and
Retrograde -  but minimal

World Class Leader
Board also allows four players
to compete, but there's a
separate load for each of the
four courses, and a short
painless multiload for each hole.
This is due to the extra
complexity of holes with the
added hazards of bunkers and
trees. Shots from rough ground
and sand require extra power
and accuracy to compensate for
the 'dampening' effect of the
terrain. If you get stuck beneath
trees, you can select a special
low-flying 'punch' shot to go
under the branches. Sometimes
you won't be able to see the
hole from your position, so the
overhead view comes in handy.

RECOMMENDATION: Classics
like the Leader Board series
never seem to age they're as
playable now as they always
were, and great fun with two or
more players competing. With
twelve varied courses this
compilation scores a hole in one
for value.
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FISTS OF FURY
.••• EDITION 2
Virgin, E14.99 cass, E19.99
disk

This latest Martial Arts
extravaganza gets off to a good
start with Ninja Warriors,
originally a Virgin release and a
pretty good one too (79%, Issue
57). In it a robotic Ninja fights to
free the population of a future
world from a tyrannical ruler
called Bangler. Despite the
name it's not high-kicks and
karate chops you need, rather a
fast trigger finger to time your
knife slashes. There's also a
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limited supply of throwing stars.
and believe me you need them.
Sales Curve made a nice job
with the conversion and it's still
worth a whirl on the old C2N.

Double Dragon I l
l s  
a n o t h e r

one from the Virgin stable.
featuring the return of Billy and
Jimmy Lee to avenge the death
of their friend Marian. In the
original game the Black
Warriors kidnapped Marian and
the Lee bras rushed to the
rescue, killing (they thought) all
of the Black Warriors. But a
woman called Linda survived
and through black magic re-
animated the leader Willy and
most of the gang members.
Five levels must be battled
through before Billy and Jimmy
can find the remains of Marian
and resurrect her in preparation
for Double Dragon III— The
Sacred Stones. The graphics
are rather blocky, but there's
some nicely varied backdrops
which helped it win 72% in
Issue 57, It's still pretty good
now, unspectacular but with the
difficulty set just right.

Shinobi stars Joe Musashi,
the most famous graduate of a
secret oriental Ninja school.
Whilst at the annual graduation
ceremony Bwah Foo appears,
immobilises Joe and kidnaps
the whole junior class in
revenge for them always
making fun of his name.
Rescuing the brats takes you
through another five levels of
oriental action, but like NOE)
Warriors there's no hand-to-
hand fighting. Our hero this time
has an unlimited supply of
shurikens to wipe out the
baddies. There's a nice bonus
sub-game and It all adds up to
a really playable game (86%,
Issue 54).

And finally we have a
much needed spot of
humour: Dynamite Dux
features yet another
dastardly kidnapping, but
this time the would-be
rescuer is a duck! The
perspective is novel too,
but combat is again limited
— mainly being a case of
timing your mega-punch.
You can also power-up
with weapons such as
flamethrowers, useful to
fry strange creatures such
as Sumo Pigs. Snappy Dogs
and Boxing Crocs. Activision's

conversion dropped the two-
player mode but otherwise kept
faithful to the rather repetitive
gameplay of the Sega coin-op.
On its own it wasn't too well

received — 57%. Issue 59 — but
it lightens the compilation up
quite nicely.
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MULVIMIXX 2
laxx, E4.99 cassette

Of all the compilations so far
have to say this one is the
most interesting. all three of
the games are real legends
from the C64'5 past — and
we're talking 1983 for Beach
Head, So how has the test of
time affected this Accesstrilogy?

Beach Head Is set in WWil t
with American forces going all a
out to capture the Japanese
fortress Kuhn-Lin. Your
invasion begins with a number
 of ships each carrying a tank. dWhat's nice with all three
games is the sense of t h
carrying a steadily depleting b y
combat force through the 2
Varied levels. It's realistic and a rVery involving.

Here your first combat b u
scene is a crude screen t h e
where your fleet's ships must P i a
be individuaily guided past t u r r
mines and torpedoes, More h a simpressive Is the famous
aircraft attack scene where s o l d

trac

you use your ship's guns to a l l  a
bring down attacking enemy X e v
losplanes. Providing you don't t h e0

e all your ships you then h i m
turn your guns on the enemy b r i n g
fleet — you must judge the T h
distance of the ships and the t h e  twtrajectory angles to take
them out a t  eac, Then you can s i d e  o
land your tanks which must t o  the
be taken through a o r i g i n a
simplistic, horizontally- ( 9 0 % ,
scrolling battlefield. When t h e r e ' s
you get to the end the view m o d e  a

switches to a first-person g r a p h i c s
perspective of the enemy s i d e ,  bu
fortress. As the enemy gun a n d  the
targets.turns you must hit a series of b r i l l i a n t

It's all a single load, which a l o n e  m
speech

Is as well since none of the
graphics are at all w o r t h  ge The fin
outstanding, although sound w a s  on
is nice. Gameplay is very R a i d  0simplistic. but all the levels
interlock well and there's a a n d  caus
two-player mode where f u s s  i n

Reaganes

players take turns at each
level. It's not going to provide ta huge amount of
entertainment but It
diverting enough forhours.

Beach Head its s
Is that in 1947 an evil
known as the Dragon
captured some US troops — m

Commander Stryker leads
he response, This makes for s i cgreat simultaneous two-
layer head-to-head s c r

c
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"as Player 1 (Stryker)
rapping paratroopers
'us t then be advanced
ree walls, while under
a gun controlled by P

(Dragon). If all the troo
e shot Player 2 has wo
t usually a few get thro
Now the scene switche
escape of Allied priso

yen 1 controls the gun
at this time and Player
the use of tanks, half-

ks and mine-throwing
iers to kill them. Next
board the helicopters 1
ious-style dash throug

ictato(s defences wit
controlling tanks aim inyou down.
e final scene consists
o opponents on either
f a river throwing kniv
h other. It's a nice fine
only game here
fly reviewed by ZZApt
Issue 4), Of course
also a good one-play
rid once again the

are on the small
they're well done

re's some

sample5. i f
ekes the pack
tting
al game, Raid

g ina lly t it led
ver Moscow
ad a massive
1984, T h e

que scenario

is that Russia has
launched anuclear
attack and
America's SDI
forces must
respond, When a
missile is launched
You should send a
fighter or two to
take out the launch

silo. Pressing space takes you
o the famous launch screen

where your giant pilots walk to
their space fighters one by

a few o n e .  Weightless conditions
make getting out of the

cenario h a n g a r  a bit tricky but the
dictator m o r e  fighters you launch the
has m o r e  lives you have on aission.

The actual mission is a
'a-on view. horizontally
Oiling s
h o o t
-
' e m -
u p .  
Y
o
u

must avoid trees missiles.battle
tanks and helicopters before
reaching the silo, ThisWho

past s w i t c h e s  to a single screen
where your hovering fighter

attack f a c e s  into the screen and can
pslayer m o v e  left/right and up/down.
n, F i v e  towers have to be taken
ugh. o u t  by accurate shooting.

Once three silos have been
s to d e s t ro y e d  you can finally
ners. ' r a i d '  Moscow. As with the
2 s i l o s  you must first penetrate

Soviet defences in a
horizontally scrolling shoot-
'em-up, then you switch

it's c o n t r o l  to a US Commando
or a b la s t in g  away at troops on

the Kremlin walls. Finish this
and you enter the Reactor

g to R o o m  to throw explosive
disks at a robot before

of a t t a c k i n g  the reactor itself.
The graphics are all rather

as d imin u t iv e  throughout, but
le t h e y ' r e  fairly well done and

the sheer variety of gameplayIs stunning.

er RECOMMENDATION:
Unmissable for nostalgia
freaks, but gameplay in Raid
and Beach Head i s  strong

nor
,
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with some above-average coin-
op conversions. Ironically only
one of the games, DM,  has any
hand-to-hand fighting but there's
still enough violence for most
people
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At the time of writing, there hasn't
yet been time for your chart votes to
come through — so no readers' chart
yet. But do keep voting, you could
win E3 0  worth of software!
As for scores, someone ( I can't
remember who) recently asked
whether they could only send in high
scores for the games already featured
on this page. The answer is no, you
can send in scores for any fairly
recent game, or  maybe a  rereleased
classic. I ' d also like to include some
Megatape games as everyone should
have played them — so there's no
excuse for  not writing in
AP/3 (TengentOomark)
75.890 (Day 18) Len Logg, Warley, W Mids
56,570 (Day 16) John '6,0.13.' Canter. Welwyn Garden
City

BLOOD MONEY (Psygnosia)
255,550 (Completed) Euan Wailers. W1111111100/, W
Yorks
242,750 (Completed) Martin Bastable, Stafford
219,200 (Level 4) Mark Leigh, Middleton, Manchester

BOMBUZAL (Imageworkstfi llegatape 18)
3.845,670 (Completed) Joy Cooper. Lisnagry, Co
Limerick. Ireland
74.740 (Level 30) Peter Maguire, Chadderloa, Oldham

CHASE HO II: SPECIAL CRIMINAL INVESTIGATION
(Ocean)
748,700 (Completed) Mark 'SC' Godwin. Backbarrow,
Cumbria

CJ'S ELEPHANT ANTICS (CodeMasteral
50.407 (Level 3) lan Fletcher Dibden Purlieu,
Southampton
25.214 (Level 2) Damon 'Creatures' Made, Exmouth,
Devon

CREATURES (Thalamus)
11.375 (Completed) Mrs Rhona J Adams, Old Town.
Swindon.
11,173 (Completed) Graham Kee1109, Bournemouth,
Dorset
9,312 Stephen Howe, Baltsodare, Rep Ireland

FLIMBO'S QUEST (System 3)
230,475 (Completed) Adrian Nicklin, Rawmarsh,
Rotherham
157.255 (Completed) Scott Leach, Sulon Palk, Hue
80.350 (Completed) Victor van Viamdingen.
Rotterdam, Holland

GHOULS 'N' GHOSTS (US Gold)
4.364,900 Nathan Rees. Cyncoed, Cardiff
4,361,800 Pater Spalding, Bangor, Co Down
4.201,900 Simon Knott, Radstock, Avon

INTERNATIONAL 3D TENNIS (Palace)
$3,031,534 David (Wavy) James, Smethwick, W Mids
$786,891 Mark McGarry, Lame, N Ireland
$478,501 Richard Bentley, Haworth, W Yorks

IVAN 'IRON MAN STEWART'S SUPER OFF-ROAD
RACER (Virgin)
$3.530,000 Shane McElroy, Newry, Co Down
$3,240.000 Darren Robertson, Tony, Aberdeen
$2.500.010 Damon Node, Exmouth, Devon

KLAX (Tenon/Demerit)
6.431,721 (Wave 86) Mark McGarry, Lame. N Ireland

2.116,100 (Wave 53) Richard Bentley,
Halmsdh, W Yorks
1.505,930 Chns, Wilkins, Upminster, Essex

KWIK SNAX (Code Masters)
4,224,050 (Completed) Stott Leach, Sutton
Park, Hull
3.186,700 Vince Emrnerson, Ramsgate,
Kent
2.229.450 Jason Moulton, Talke, Staffs

MIDNIGHT RESISTANCE (Ocean)
800,028 Robert Swindells, Parkstowe,
Dorset
130,120 Robert Radcliffe, Guildford, Surrey
124.735 Russell Mace, Killamarsk Sheffield

NARC (Ocean)
56.150 (Completed) Dominic Williams,
Llannon, S Wales

NAVY SEALS (Ocean)
412,288 Rob H. ZZAPI HO
15.255 (Level 2) Ian Fletcher, Dibrien Pudieu,
Southampton

NIGHT SHIFT (Lucasfi lmiLIS Gold)
52.767.364 Robert Radcliffe, Guildford, Surrey
S77,450 C Maddocks, Killamarsh, Sheffield
$56,075 Stephen Howe, Ballisodans„ Rep Ireland

NI NA SPIRIT (Activision)
624.600 Chrts Wilkins, Upminster, ESSOX
249.400 Simon Ode Blencowe, Banbury, Oxon
204,250 Trisiiirt Thom, West Lothian, Scotland

NI NA WARRIORS (Virgin)
240,000 Alex Bilgg. Bradford"
220,270 (Completed) Brad Way' Kerr, Birkenhead,
Merseyside
204,880 (Completed) Marcos 'The Muke' Simpson.
Northwood, Middx

PUZZNIC (Ocean)
5,455.100 (Level 8-8) CC Barclay, Edinburgh
3,516,100 (Level 8.5) Stephane Depauw, Bruxelles,
Belgium
892,800 (Level 7-3) Graham Keelin, Bournemouth,
Dorset

RAINBOW ISLANDS (Ocean)
10,433.320 (Completed) Sandy McEilane, Prestwick,
Ayrshire
8,347,532 (Completed) 8.347.532 Andrew
Hammcmds, Somewhere Over The Rainbow
7.653,241 (Completed) Robert Radcliffe, Guiftlfont
Surrey

RETROGRADE (Thalamus)
3,185.875 (Completed) Simon Hudson, Hillingdon,
Middx
2.388,990 (Completed) John 'Let Gun' Hill. Outer
Mongolia
2,274,689 Rory 'Retrograde' Stamp, Barngarth,
Cumbria

RICK DANGEROUS 2 (MicroStyle)
30,920 Ian Retches, Dibden Purlieu, Southampton

ROBOCOP II (Ocean)
4,329,000 Paul Turville, Churchdown, Glos
4.240,000 Ian Fletcher Diticlen Purlieu. Southampton
2 310.000 Rob H, 2ZAPi Police Dept

SHADOW WARRIORS (Ocean)
400,200 1Completedi Alex Brigg Bradford
391,200 (Completed) Paul Gregory, Wesham, Lance
183,100 (Level 3) Thomas Clark, Blantyne,
StraMclyde
160,300 (Level 3) John Porter, Letchworth. Hens
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TEENAGE MUTANT HERO TURTLES
(Imagetworke)
17,666 Ian Fletcher, Dibden Purlieu, Southampton

TIME MACHINE (Vivid imagetAct)vision)
7,768 Ian Fletcher. Dibden Purlieu, Southampton

TURRICAN (Rainbow Ads)
9.857,900 Robert McDowell Jnr, Petersbum,
Lanarkshire
7,896,250 (Completed) Robert Radcliffe, Guildford,
Surrey
7.685,250 (Completed) Simon 'Fidget Bum' Bradley,
Bodnar), Cornwall

TURRICAN II (Rainbow Arts)
12,903,690 (Completed) Batty, Boston. talcs
9.282,150 C Maddock's, Killamarsh, Sheffield
8,776,490 (Completed) Dean Smith, Dewsbury, W
Yorks

VENDETTA (System 3)
41,21 (Time left) John de Vugt, Roosendaal, Holland
38:56 Rich Young, Elispham, Lams
38'43 Andy The software king' Callow, Walsall, W
Mids

WELLTRIS (Infogrames)
6,142 (64 lines) Victor van Viaardingen, Rotterdam,
Holland
5.956 (61 lines) Daniel Johansson, Siuntorp,
Sweden
5,923 (67 lines) Party, The Dark Room, ZZAP!

A r
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u
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,

dians
t•  Ki raly suppl ied by C•ntresoft.

1. E n g l a n d  Championship Special
(Grumbles's)

2.  Wor l d  Championship Soccer (l i l l e)
3.  S h a d o w  Dancer  (US Gold)
4.  P r e d a t o r  2  (Mirversoft)
5. P o w e r  Up (Ocean)
6.  T o r s i o n s  2  (Rai nbow Arts)
7.  K i c k  Off 2  (Anco)
S. I t ' s  TV Showtime (Dosiark)
9.  G r e m l i n s  2  (Elite)
10.  N o r t h  A South (kilogrammes)

And don't  forget to vote for  your
Save three games for  our revamped

readers' charti

MY TOP THREE GAMES ARE:1.
2.
3.

MY FAVOURITS FIZZY DRINK IS

NAME
A D D R I S S
. . . . . . .
. .  
e g
•P O S T C O M I



SNOOPY

C1011 MONEY MAZE C1007 GALAXY INVADERS
C1004 MIGHTY TANK C1021 MYTH OF ASAMIA
C1006 MINI-GOLF C1014 TIME WARRIOR
C1003 TENNIS C1009 TORNADO
C1005 BRICK BLASTER C1012 BASEBALL

0
0
1  
m  
1
G
o
n
l
e
t
l
o
r

•  s  a t n x  Leo c o n t e n d e r
ayer or Dual player

facitity with Optionat teed
I I  Rechargeable battery Pack or

R Extensive library ofAC adaptor avaNable separauey

Interchangeabie Gameizards toguarantee continued
excitement, only t14 99 each

BRAND NEW CONSOLE
OUT NOW!

POSTERS E 3 . 9 9
Coiossol Al  size posters, featuring the best of Oliver Frey's
ortworkl Red Moon, Zombies of the Night, Kepler of Mars,Metro Force 1.

CORISH'S COMPUTER GAMES GUIDE
C O M M ' S  C O M M I S !  SAMBA OWNS is the roost
comprehensive playing lips book ever produced! Featuring over 9000
lips, it covers backdoor codes left by programmers, cheats and tips to
gel post opponents, shows bow to skip levels, gives pokes for infirm*
lives and many other options! Cheats for Spectrum C64, Amstrad CPC,
Atari ST, Amiga, PC and al popular consolesi Includes over 175
solutions for the top adventurers and arcade adventure!
Spodol  pr k o softer o a k  I  1 O A%  •  Bol ds,  of / 3 • 0 0 1

gcOcarv

The following consoles are available at E5 off
recommended retail price. This is on amazing bargain
you just can't miss out on!

AtippATARI  LYNX
incl. console. Co/ifornio Gooses & Nrideolink 1 7 9 . 9 9  174 . 99

NINTENDO CIAIREBOT
incl. console, eorphones, eicleelink, Terris goose pock, batteries 6 9 9 9  6 4 . 9 9

NINTIENDO CONTROL DI CK
incl, control dock, 2 controllers, Super Mario linos goose pock 7 9 . 9 9  7 4 , 9 9

NINTI INDO MUTANT MACNI NI
incl. control deck, 2 comrokri, Toottogo Ortutcwe liens Turtles
game pock, poster 7 9 , 9 9  7 4 . 9 9

I I G A MASTER SYSTEM
incl. console, 2 joypoiris & Super Hong On

U S A  MASTER BY111/11 PSDB

l I S A  /ed. 2 itsypods, hght Omer, Super Hcolg Out S oSUPER S Y RO N

incl. console, I ityyped, r i ght
De
t e l e ,  3 0  
g l o m s .

Super Hong On & Kuala

IBIZA MEGA D I M  I S  bi t)
incl. comic, ioypod , Mitred Ilmot 1 8 9 . 9 9  184,99

The following GAMEMATE game cards are available
at E14.99):

TRUST US A L L  IC

MAIL ORDER

RRP D E A L

79,95 7 4 , 9 5

99,99 9 4 . 9 9

129.99 1 2 4 . 9 9



FICES INCLUDE POSTAGE, PACKING AND VAT. NO HIDDEN EXTRAS
Please note -  all offers on this page ore while stocks last, order now as our polity is first come first serve!

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

DYNAMICS COMPETITION
PRO 5000 (CLEAR)
Same as PRO 5000 NORMAL, but
with see-thru body.
OFFER £13.99

DYNAMICS COMPETITION
PRO EXTRA
Features rapid fire, unique slow
motion and see-thru body.
OFFER £14.99

POWERPLAY CRYSTAL
STANDARD
Clear joystick with red fire buttons
and pistol grip handle
OFFER £14.99

POWERPLAY CRYSTAL TURBO
Same as CRYSTAL STANDARD, but
includes fug Autolire action.
OFFER £16.99

POWERPLAY CRUISER BLACK
With dual lead far spectrum
P1us2/Plus3
OFFER £9.99

POWERPLAY CRUISER CLEAR
AMC:TIRE
Simply by holding down either of
the fire buttons engages Aolotire.
OFFER £12.99

HOTLINE 9 to 5 pm 0584 875851v

Name
Address

Post code
Tel no
Method of payment [please circlel

Credit Card No

Expiry Dote

THE ZZAP!
HOT SIX

RBI 2
loossark)

E 8 - 9 9 / E  'I 1 . 9 9
SAVE C2.00/C3.001

JAHANGIR KHAN
WORLD

CHAMPIONSHIP
SQUASH
(Krisalls)

. C 9 . 2 3 / . 6 1 2 . 3 1
SAVE 0.00/C3.001

LOGICAL
(Rainbow Arts)

E 7 - 9 9 / E 1 1 . 9 9
SAVE C2.0010.001

PANG
(Ocean)
Cartridge

E 1 7 . 9 9
SAVE C2.001

KEYS TO
M A M M O N

(Fiot-ironic Arts)
Disk

E 1 3 . 9 9
SAVE £3.00!

MAN UTD EUROPE

E 9 . 9 9 / E 1 2 . 9 9
SAVE C2.00/C3.001

ZZAP! MAIL ORDER ISSUE 7 6

Access I Viso I Cheque I PO

SOFTWARE
MEGADEAL
If you wish to order any cassette
or disk that is currently available
please use the following Special
Offer discount table to calculate
your Offer price using the
reccommendeid retail price as
quoted on the software houses
adverts

RRP O F F E R S
4.99 3 . 9
-
9
7.99 6 . 4 4
8.99 7 . 2 4
9.99 7 . 9 9
10.99 8 . 9 9
11.99 9 . 9 9
12.95 1 0 . 4 0
12.99 1 0 . 4 4
14.95 1 1 . 9 5
14 99 1 1 . 9 9
15.99 1 2 . 9 9
19.95 1 5 . 9 5
19.99 1 5 . 9 9
24.95 1 9 . 9 5
24.99 1 9 . 9 9
29.99 2 3 . 9 9
34.99 2 7 . 9 9

SAVE
1.00
1.55
1.75
2.00
2.00
2.00
2.55
2.55
3.00
3.00
3.00
4.00
4_00
5.00
5_00
6_00
700

CARTRIDGE SAVINGS
RRP O F F E R S  S A V E

19.99 1 7 . 9 9  2 . 0 0
24.95 2 1 . 9 5  3 . 0 0
FREE GAMES!

Furthermore, order any three
C2•99 games and we will give
you one £2.99 game absolutelyFree.
DISCOUNT HOTLINE

Please phone 0584 875851 now
between 9 and 5pm and ask for
Discount hotline and we will give
you availability ond release dates
For your software order

Please make cheques and postal orders payable to Z2AP1 ltd.

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

5, 8, 12 to 25, 27, 28, 31 to 40,
46to 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 £2.45 each.
26, 43, 44, 45, 50, 61, 62, 63,
65, 66, 67

NISI% 11
GPO r. !

L IAM .
W U  at
WADE

L = 7
-

HOW TO ORDER
Please Fill in the coupon below and remember, if you are ordering
software moke sure you have specified which computer it is intended
and whether you require cassette, disk or cartridge format Similarly,
don't ; l e t  to indicate garment size for clothing Alternatively _phoneour hot me ordering service between 2 and 4 pm for fast effective
service (credit card payment only)•Prices valid for UK/Eire/Europe only
For Overseas orders p l o a s e 2 O 0  per item (80p per back issue fo
rAir Mail delivery,

Description Format/Size

TOTAL ORDER

Price

SEND THIS FORM TO:
ZZAPI Mail Order, PO Box 10,
Ludlow, Shropshire, SY8 1JW
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•  For a reduced price of E22 and get a FREE OCEAN CASSETTE GAME!

ANY OCEAN CASSETTE
GAME OF YOUR
roaV CHOICE!iTiii„ri:Wvot

AP1WFT; g
151Z11
4-
19—

--.,„ wz----

rpm min row Eirm

1890E

•  For the EVEN LOWER price of Just
E22 and get a FREE Ocean game of
your choice!

Yes, you CAN beat the dreaded
Inflation! If you bought them in the
shops, the next 12 issues of ZZAP!
would cost you E26.40, but by
subscribing now you can save E4.401

Not only that but you can claim the
FREE Ocean cassette game of your
choice. And there's plenty of good ones
to choose from: the brilliant Midnight
Resistance c o i n
-
o p

conversion, the ace

tennis game Tie Break, the p u l i n g
Puzznic, the drug-busting Narc or any
other of their top-notch games. The
choice is completely yours.

It's incredible! How do we do It? Quite
honestly I don't know, but this is one
offer you simply can't afford to miss!

UK MAINLAND E 2 2
OUTSIDE UK E 2 8 *
OUTSIDE EUROPE E 4 4 *

• Free gift offer only appliesfor UK residents. All
subscriptions outside UK are
posted air mail!
NORTH AMERICANS!
•  ZZAPI has got its own subscription and

bock issues
soles office in Ontario,
Canada. Just phone
your order through to
Barry Hatcher of
British Magazine
Distributors Ltd, tei:
519 456 5353 (or fax
him on 519 456
5355) — Visa
accepted. Alternatively
send your enquiries to
British Magazine
Distributors Ltd, 40
Wilkins Drive,
Sweaburg, R.11.#1,
Woodstock, Ontario
N4S 7V6, Canada.
Yearly subscriptions
rates (until July 28th):

US $65, Canada CANS75.
Bock Issues: US $5.45,
Canada CANS6.45
(inclusive of postage).

•  Here's what just
a few of ZZAPI's
many celebrityreaders have to
say about this
amazing deal...
•  'Subscribe
before the world
ends!' — David
Ike

•  Don't miss this nice
Brucie Bonus!' — Bruce
Forsythia
•  'Ws bouncier than
Dannii Minogue!' — Rob H
•  'Well worth a whip-round for!' — Norman
Limon
•  'Better value than my
Metro!' Markle
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Rodiand coin-op we've got an amazing comp for
you, courtesy of those very nice people at

one of the UK's newest software houses — Storm,
AKA The Sales Curve.

The game stars Tarn and Rit, two cutesy
fairies a n
-
n e d  
w i t h  
m a
g i c  
w a
n d
s  
—  
a
f
t
e
r

bopping the meanies on the head they're
lifted overhead for a quick twirl before
being thrown to the ground. There's a
huge range of imaginative villains all
standing in line for this treatment.
including psychotic elephants, cuddly
sharks and lots of imaginative end-level
monsters.

The 32-level game should be ready
for review next month and to celebrate,
Storm have got a fantastic phze to give
away: a ride in a hot-air balloon over the
English countryside, Anyone afraid of
heights should definitely not enter this
comp as the balloon will take you up to a
thousand feet for a beautiful, panoramic
view of the ground below!

For runners-up there's ten 'magic' Rod/and
mugs with a special logo appearing when you
pour in hot water. It's a great comp so all we
need are some questions.

I  Wh a t  was Storm's first original release?
2. Storm was developed from the Sales Curve, a
programming house which has done numerous coin-op
conversions for other software houses. Name the four-letter
shoot-'em-up they did for Ocean recently?
3. For Xmas Storm have got a great range of coin-op
conversions lined up including Big Run, Asylum and Final Blow,
but what 'religious-minded' coin-op conversion have they alreadyreleased?

•  Now that was easy, wasn't it? So all you need now is a postcard or the
back of a sealed envelope on which you can scrawl the answers. The address
to send your hopeful missives is Newsfield, STORMY FLYING COMP, ZZAPI,
Ludlow, Shropshire SY8 IJ W it must arrive here before 28th September,

n e - M 4 1 1
,
4 M E
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Arrrgghhht Its a slimy monster thingyl

EMM, an axe, a sword, a dagger, two pints of lager and a packet of crisps please.

•MEIP
,

Mindcraft/Electronic Arts,
E 1 6 .99  disk only

Roleplaying games have a faithful band of fans,
but can they interest the average gamesplayer?
Boris Myashirov unlocks the latest RPG contender
formass appeal.
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you who may have wanted to delve
Into serious roleplaying but wished

for an entry point into the genre o r

those of you who want a little more action
in your RPGs. The first thing those
players will like is that the documentation
is light n o t  skimpy, mind you, but short
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and concise, with plenty left to be
discovered by playing the game. This
comes on a single disk, so the endless
disk swapping usually associated with
RPGs is absent.

In Keys you assume the role of one of
four heroes: Huntsman, Blacksmith,
Scholar or King's Courtier (the only
female character). Each has four basic
ratings for Speed (how fast you can
manoeuvre around the playing area, and
in a 'real time game' that often makes
considerable difference), Dexterity (a
percentage chance of a single killing
stroke when attacking a monster),
Strength (how much damage is inflicted
by non-killing strokes) and Life Points
(how long your character will be around).

Of course there's no point in a hero
without a quest: yours is to save the town
of Maramon from the monsters who come
out to sack it each evening. Naturally,
final success hin e s  on cleaning out the

catacombs
beneath
Maramon and

confronting
the usual
'ultimate
bad guy'
who's re-
sponsible for

all of that
trouble.

Another key to
Keys are keys!

The player
starts with a
key to the
strongrooms
(where fitful

A I A
C 1
E R
S

is full of characters who you can meet
full-face character portrait and menu

interaction system will appear when you enter
their shopihouse). Here's a few of the good
people of this fair town:

Mayor Andello
Flora Andello has been the mayor of
Maramon for many years. He  is very
distressed at the sudden appearance of the

, monsters, especially since it happened only
1 days after his tree sons sailed eastward lo

Caste Oshcrun.

Madame Rossi

1 Near the town gates lives Madame Rosawho appeared 11-

1 Maramon some years ago,

no one knows from where. She was an old
woman then, and she remains an old woman
now. She tends her small garden and
wanders the Wand. Her knowledge of herbs
and mushrooms is by far the greatest in
Maramon.

Denn and Arbo Steele
The Steele brothers, Denn and Arbo, are
casuatties of Maramon's struggle against the
monster infestation. Denn was crippled by

' Orbs; Arbo was blinded by gnolls. Denn is
now supporting both brothers by leather

' waling arid, occasionally. selling pieces of
the Steele family collection or armour,
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heat of the bathe or when preparing to !um a
dangerous ca m.  you can slam the Al key
and use a magic mushroom Depending on
the flavour they will increase your basic
statistics or up the armour dass (all with a
1.:mporay effect, so pack a big lunch). The
vital herbs and potions are the ones which,
naturally, restore Life Points Yes, the
Inedical mushrooms and band-aid brew are
the difference between the  reckless
roleplayer charging into certain doom and
charging into nearly fatal, ALMOST certain
doom!
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rest i s  a v a i la b le  a n d
goodies can occasionally
be found). Access to the
catacombs below hinges
on collecting other keys,
each o n e  o f  a n  e v e r
precious meta l.  Th is  is
whe re  t h e  b e t t e r t h e
key, t h e  fu rthe r the access.
have quite an extensive key ring before
confronting the Ult imate Bad
Guy.

LONGBOW
50 ARROWS

LEATHERS

'The downside
about tannin is

that you can only
pad( 99 of Item'

You wi l l

•  The wonderful world of Maramon — without the monsters'

Another important game aspect
involves visiting the town's library. For
every 1,000 experience points gained,
the appropriate book can be 'read' from
the closed stacks in order to gain
statistics points for a basic attribute. By
shelling out some serious dosh, the
rare book room can be visited for some
major clues and aid to your character.
Be sure to take notes as everything

learned there will really
make a lot of sense
towards the end of the
adventure.

Keys is not an epic
quest for the jaded
adventurer. In fact some
might call it too short for

the price. It is,
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s•  The Strongroom — this

is where you hoard your cash and shout
•G0000llidt G0000lil l iddll ' and laugh hysterically while throwing

coins up in the air.
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however, a  ve r
m a n a g e a b l
quest f o r  t h
new a d ve n tu re
with  a  q u i t
c o m p e l l i n g
quality abou t  i t .
The game is well designed
with some very nice
touches that make it well
worth shelling out money

SHARP
STUFF
The weapons a y
-
a i d : I l e
in Keys provide a good
selection of the usual
swords a x e s  a n d
hammers. These are
melee weapons, which
means y o u  m u s t
saunter up to MOIRSi815,
look them in the eye
and p ress the  fi re
button for all you're
worth! The bows and
arrows actually fi re '
'ranged' missiles, so
monsters c a n  b e
attacked from a safer
distance. The downside
about arrows is that
you can only pack 99
of them. Believe it or
not, 99 shots can go
pretty quickly. So then
it's back to trusty steel
and o n  to do the job
(even these suffer v,ear
and tear, though,  so
they need to be re -
sharpened constantly
— f o r  a  f e e ,  o f
course.)

The armour is the usual r i n g  mail,
chain mail and steel plate. l e  suits
include methreal (as t o  mithral)
and, if found while du -
n g ,  
p e a r l
armour (all the snappy k n o w  Mal
Maramon is famous for its T h e r e  dit3
no penalles, however, for wearing heavier
armour, so batten down, button up and
battle through

PRESENTATION 8 1 %
Decent title page and character selection screen,

uset-triendly menu system. &fitly of disk loading,
unfortunately, although waiting is never excessive.

GRAPHICS s c rk
Game world is detailed and colourful. Character
sprites are rather small and simplified, though.

SOUND 5 8 %
Atmospherk title musk but in gameuses only

simple spot effects.
HOOKABILITY 9 2
(
• / 4 )

Very easy to get into — grabs you straight away.
LASTABILITY 7 7 %)
Enjoyable while it last — more experienced

players may find it a little short.

OVERALL
1 3 1
4 1 3
' . A
i •

Well designed, good presentation, easy to play
with a decent plotlint.



Screen snots from Amiga Version

Pick & Choose

RELEASED DUE TO PUBLIC DEMAND
GUARANTEED SALMONELLA FREE

tChoccy Egg)

If you have played the classic computer game Chuclde Egg you
hardly need an introduction to this "cracking
- s e q u e l ,  w h i c htakes us from the hen house to the chocolate Easter egg.

This eggcellent game is guaranteed to be salmonella free
on your Amiga. ST or PC machines, I t  will give hours of
entertainment and no matter how many times you unwrap
the disc and sample the goodies it will neither make you fat

nor rot your teeth I
CHUCKIE EGG II

Available on Atari ST/Amiga/Spearum/Commodore/Amstrad
soon on PC

CHUCKIE EGG
Available on Atari ST/Amiga/Spectrum/Commodore/Amstrad

/Atari/MSX/Dragon/BBC/Electron soon on PC

screen shots from Amiga Version

Cheques & P.O. to: Pick (Si Choose (F,G,) Ltd, 45 Bury New Road,
Manchester M8 8EG, Tel. 061 831 7922 I
l
i C k  &  
C h 0 O S C



Poor old Robin has been
bogged down with loadsa
work recently, so I  have
been asked to step
into his shoes (bi t
of a tight fi t) and
so sadly Pig In A
Poke is no more
(sniff, sniff).  But
don't worry, the
tips section lives
on with yours truly,
Mark 'Corky' Caswell
searching out the truth where
Robin feared to tread (collecting a few bumps and bruises
in the process).

This month I 'l l  be bringing to you (cut great personal risk)
Navy SEALz (Levels 4  & 5 )  maps, plus pokes and tips on
Viz, Puzznie and for all of you who l ike big assets the
complete Eivira solution, along with anything else that
turns up at the last second. I t's all go here you know, Stu
nagging day and night, Phil showing off his new yellow
shirt (cue liquid laugh) and Robin shouting down the phone
at people. I  dread to think what will happen i f the
Scorelord decides to visit again, I  still haven't recovered
from the reviewers challenge a couple of months ago.

ELVIRA
MISTRESS OF THE
DARK
(MicroValue)

Before we get too many Frankle
Howerd-style 'get yer titters out' jokes
from Phil well move swiftly along with
this complete solution to the game
starring one of my heroines. Thanks go
to Phil Thompson in Clwyd for all the
hard work, but I'm sure he didn't see it
that way.

Firstly go to the courtyard and collect some
HAY, then head for the souvenir shop and
get the LARGE SHIELD. The armoury is
next to gel a SWORD, CROSSBOW and
another LARGE SHIELD. Then head for
the library and get the SPELLBOOK which
should then be taken to the kitchen and
given to Elvira_ Take all from the larder and
ask her to make HERBAL HONEY, then
eat it. Go upstairs and search the
bedrooms for CROSSBOW BOLTS and
collect the LAUDINUM from the bathroom,
but avoid the vampire's room for the
moment_ Visit the garden shed, practising
your aim on the target range en route,
search trees and bushes for ingredients. In
the shed get SILVER CROSS, MAGGOTS.
KEY (from tin) and HAMMER.

Go to the herb garden and collect
everything to hand; when it comes to
ingredients the general rule of thumb is that
you can't have too much of anything. Go
back to the castle and enter the living room,
pick up the WOODEN STAKE and FERN.
Go back to the vampire's room and kill her
with the stake, collect the CROSSBOW
BOLT and VAMPIRE DUST. Go to the blue
room and get the BIBLE, then look inside.
Head down to the dungeon and collect the
SALT from the torture chamber — this is

used on the cook to remove her from the
kitchen. In the meadow, shoot the bird with
the crossbow and collect a FEATHER and
a KEY and retrieve the bolt. Enter the maze
and head for the centre, shoot any goblins
that appear but don't get too close, collect
any handy herbs.

When you near the centre of the maze
watch out for goblin eyes peering at you
through the hedge, if there select a suitable
spell arid shoot at them. You are then clear
to enter and take the RING from the nest
and ingredients from the pond. Return to
the kitchen and ask Elvira to make up
spells, remember if the cook returns chuck
some salt at her. Click on the dumb waiter,
use the GLOWING PRIOR spell to retrieve
a KEY, then enter the chapel and take the
PRAYER SCROLL, place ring in CROSS
arid enter the hole that appears. You are
now under the altar: get the CROWN and
use the prayer scroll, put the crown on the
crusader and take the SWORD. Go up to
the battlements and shoot the grey knight,
now watch where he falls, then go to the
dungeon and collect the INSECTS and
WEBS. Enter the torture chamber and pull
the RING on the floor, then collect the
BONES and the KEY.

Go to the catacombs and get the
DRAGON'S BLOOD from the SKULL
above the door, then slay the monster and
get the IRON and STONE KEYS, place the
bones in the EMPTY COFFIN. Its back to
the torture room one last time to pick up the
TONGS, before heading for the foundry to
look in the BOX and get CRUCIBLE. Then
put the crucible on the fire and add the
silver crucifix and a crossbow bolt. After
retrieving the SILVER BOLT take it to the
stable and use it to shoot the dog, then
collect some HORSEHAIR. Go to the far
stable and pull the RING, collect the KEY.
Go back to the kitchen and use the tongs to
pick up the COAL, now take this to the
CANNON in the turret and light it. Go to the
armoury and drop everything except your
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SHADOW
WARRIORS
(Ocean)

My thanks go to Steven King (one of
my favourite novelists by the way
smarm, grovel) in Cumbria for these
Shadow Warriors pokes.

Reset your machine and type in
Poke 31185,173 — Infinite Time
Poke 34665,234 — Infinite Lives
Poke 35002,173 — Infinite Energy

weapon. Now wear the ARMOUR and kill
the gatekeeper. With this achieved you can
read the notice and collect the KEY.

Enter the catacombs and lift the lid of the
other coffin (ie not the one you dropped the
bones in), lo and behold there is a secret
passage. Swim along until you can surface,
then go down again and find the grill.
Unlock it and find the grey knight, grab the
KEY and go back up the wall, collecting
MOSS on the way. Climb the broken tower
and open the CHEST, inside there is a
DAGGER and a SCROLL. Go back to the
catacombs and insert the stone key in the
key shaped impression, kill handmaiden
with a spell and put the crusader sword
inside the pentangle. Finally use the scroll
and dagger to kill EmeIda (well it's more to
stop her coming back to life) and end the
game

NIGHT SHIFT(us Gold
)
Here are the last few codes to allow
Fred/Flona to complete this excellent
game courtesy of Jonathan Crompton
Who lives in sunny Manchester (well,maybe not).

21) Lemon/Cherries/Pineappie/Prneapple
22) Blueberrylleinon/CherdesiEla nana
23) Blueberry/Chernes/Cherries/Lemon
24) Blueberry/Pineapple/Lemon/Lemon
25) Banana/Pineapple/Pineapple/Lemon
26) Blueberry/Cherries/CheMes/Banana
27) Bananat herhes/Lemon/Banana
28) Blueberry/Banana/Banana/Pineapple
29) Chernes/Blueberry/C herries/Pineapple
30) Cherries/Cherries/Banana/Blueberries



COMMODORE SUPPLIES
Commodore 64 power pack E25.99 64 Reset cartndge E7 99
64 parallel convertor E19.99 Wafas 64k x 2 E9.99
801/803 ribbon x 2 E9.99 Mini Office 2 Disk E20.99
Mini office 2 cassette El 7 .99 C128 instruction manual fi g  99
64 instruction manual E9,99 C3n to C64 adaptor E4 99
64 Sheila
-
le 
c a s
e

E9.00 C16/+4 games designer E2_99
Vic-20 modulator E14.99
C641128 Commmodore Sound
Expander module and Sound Studio-
Midi compatible Disk  or cass E19.99
C2N/C3N datacorder E 2 5 . 9 9

AIL

C64 REPAIR - ONLY E23.95
inc luding parts / labour/ insurance
etc. Send machine only  and fault
descript ion.

To order send cheque/PO to
Omnidale Supplies, 23 Curzon Street,

Derby, DE1 2ES.
Tel: 0332 291219 V I S A

Open Mon-Sat 10-5.30 • f t t 4 ; : , A. , ; : , V s f
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S o f t w a r e  H i r e  C l u b
S e n d  S . A . E  f o r  d e t a i l s  t o ,

C. S T A T H A M
3 ,  B r i a r b a n k  A v e

N o t t i n g h a m
N O 3  6 J U

T e l :  0 0 0 2  5 8 1 4 0 3 5
W e  c o n d e m n  s o f t w a r e  p i r a c y .

C U S T O M  G A M E S
Specialists in Role Playing and Board Games

incorporatingJUST M IC R O
Specialists in Computer Software

Large stocks of all mafor U.K. and U.S games, including Fantasy.
Science Fiction, War, Historical Simulations, Horror, Recreational

and many others We offer a first class mail order service
Please send a large stamped self addressed envelope for free catalogue to.

C U STOM GA M E S
Unit I .  Rotherham Close. Norwood Industrial Estate,

Killamarsh, Sheffield. S31 &ILI
Tel. 0742 476965

orJUST M I C R O
22, Carver Street, Sheffield 1.

Tel 0742 752732
Phone for latest software releases.

Same day service on credit card orders
Access and Visa accepted

Open 9 -5.30 Monday to Saturday
ark V

I
S
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, •

BINARY ZONE -"DI
The Very Best ot The Rest

We stock only the best of PO for the Amiga and CBM 64 including the very
latest releases and all the classic titles as well as PO games, utilities, music
demos etc.

Amiga demo disks cost only £1.75 and CBM 64 demo disks are only E1.50

Now you can find out what your computer can really  do by writting now 'or
our catalogue, (FREE Disk with first order)

BINARY ZONE PD
1 34,  PORTLAND ROAD, DROFTWICH, WORCESTER WR9 7GW. X .

"PLEASE STATE MACHINE TYPE"

STRATEGY
DEATH KNIGHT OF KRYNN: Now, t ie Lord of t ie Death Knights, Sole himself, 6
prepanng to Area( havcc r  an erupbon of evil such as Krynn has never witnessed
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experienced. C64 dirk £24.96.

WASTELAND: It's 2087 World War Ill has crane and gone, As a Desert Ranger
youVe vowed to help rebuild hernanity...but first you have survive Summing subplots
Nast and turn lo a final conflict against mankind's greatest threat From the creates of
The Bards Tale seines. C64 disk E16.95.

MICROLEAGLIE FOOTBALL You get the players - 20 pro Football r o c s  teatunng
your ma - lee gridiron heroes You coned the learns - bole offense & detense - and all
the a n ,  based on the actual season slats and pertorrehaPoes from the real players
and teams. You win or lose based on your coaching strategies This 6 no borne arcade
- style game. MLF 6 eintung mans icotball
C64 de* E24 95

SUPERSTAR ICE HOCKEY: A superb on-ice hockey simulator. with snarp graphics
and Leundange realisbc play that we put you into the middle of the whoa Fie slap
shots, check oppcnerts. make slick passes. block shces arid score goals as you play
centre on the leagues newest team. But the action in SUPERSTAR ICE hockey
doesn't stop ori the ice. As coach and general manager you make trades, recruit
players. conduct Ironing camps, make km changes and call strategies in your pursut at
tee leagee championship
C64 chsk E14,95 Amiga E24.95

CLUE BOOKS: at E7.95 each: BARDS TALE I. It OR III, BUCK RODGERS.
CHAMPIONS OF KRYNN, CHAOS STRIKES BACK. CURSE OF AZURE BONDS.
DEATH KNIGHT OF KRYNN, DRAGON WARS. DUNGEON MASTER ELITE.
ELVIRA, EYE OF THE BEHOLDER. MANIAC MANSION. MIGHT & MAGIC
MIGHT & MAGIC II. NEUROMANCER. POOL OF RADIANCE. STARFLIGHT,
WASTELAND OR ZAK McKRACKEN, INDIANA JONES ADV., SECRET OF SILVER
BLADES
03.95 each ULTIMA III, IV. Vat VI.

Mai order only. Please allow 28 days for deleery please make diereses payable to
CINTRONICS LTD. Free past & packing Mein tie UK Europe add E2 per tern

CINTRONICS LTD, 16 Connaught Street London 9112 2AG,

DIAL-A-TIP CHEAT-LINE
for cheats, tips, pokes and
secrets on al l  computer
and console games ring
now on
0 8 9 8 - 11 0 -  'I 2 3 4

P R IZE S  F O R  B E S T C H EA TS, T I P S ,  ETC .
Send to: P.O. Box 5 4 ,  Southwest Manchester
M I 5  4LY

Proprietor; Jacqueline Wright Please ask permission of the person
who pays the bill calls charged at 34p per min 'Cheap Rate" 45p per
min at all other times

W A N T E D
USE YOUR VOICE
TO OUTDRAW THE

DEAD G U N F I G H T E R
ORALIVE C A S H  PRIZES
0898 31 35 69
NFODIA, POBOX 3e IS) I N  Col Verges 340 eie Ml1 Cheop 45o Pef Met M Omer Times
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!TIME MACHINE

(Activision)

CREATING ZONE 4
When this Zone is created, the task is to
make the cavemen invent the wheel and
break the tree branches to make a bridge
In Zone 4.

The stone in Screen 1.2 and 2.2 that
you've seen before Is now a stone wheel
firmly fixed to a rock on Screen 3.2 Blast
the base of the rock to make the wheel fall
to the ground and take it to Screen 33
The quickest way to do this is to carry the
wheel to 3.3, enter the hut there and you'll
be taken to 3.5. Now walk up to the square
wheel and drop the mounded one by it and
hopefully the cavemen will catch on

The best method, however, is to create
a bridge so you can cross the river leading
to Screen 3,5 If you have planted seeds in
2.4 then you should have trees in 3 4
(logical) You need to break the branches
off the trees by landing on them. Use the
Pterodactyl in Zone 1 to fly through the
screens and as you cross the river on
Screen 1.4 change to Time Zone 3 so that
you're on Screen 34, You'll fall down and
knock one of the branches down onto the
river, repeat this procedure again just as
you fly over the branches The bridge will
be created in Time Zone 3 and you can
Lake the wheel across to 3.5 and Time
Zone 4 is created in the process.

CREATING ZONE 5
The two objectives on this level are to
destroy the Goliath and then reveal the oil
source

Get a powder barrel from 4.5 To avoid
the cannon ball, stand in the middle of the

screen in 3.5 and change Zone to T1,
Zone 4. Take the barrel to 4.4 and drop
as near the right-hand side of the bridgu
as possible Place a pod near the barrel
and wait for Goliath to get near the right-
hand side of the bridge and then transport
the flame from 1.1 to ignite the barrel This
will destroy the Goliath (not surprisingly)

Now that Goliath is out of the way you
can reveal the oil source Get another
barrel from 4.5 and take it to 4.1 and drop
it by the moving rock (which is the oil
source) Place a pod near the barrel and
ignite it to dislodge the moving rock and
reveal the oil source. Time Zone 5 will now
be created

REPAIRING THE TIME
MACHINE

1) Recovering The Crystal Unit For The
Time Machine
Kill some of the terrorists in 5_5 and collect
the bomb Transport the bomb to 1.1 and
move it to the rock that contains the
crystal. Ignite the bomb to dislodge the
crystal, although it will fall into the swamp
and need you to travel to 2.1 to search for
it. Then return to the time machine and
place a pod in front of it before
transporting the crystal.

2) Switching Power To The Time
Machine
There is a power switch on top of the
building with the VID Oil sign in 5.1. Use
the Pterodactyl to land on top of the
building and use the zapper to turn the
power on and off. Make sure that you
place the crystal in the Time Machine
before switching it on Now with the crystal
in place and the power switched on, you
can complete the garnet

SPACE ROGUE
(Mindscape)
Here is how to avoid the monster in the Basruti Mining Station thanks to another
anonymous person (doesn't anyone have a name anymore?).
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MIDNIGHT
RESISTANCE
(Ocean)

As the newly elected compere for the
tips section I would like to officially say
'hello t o  Warren 'Waz' Pilkington and
thank him for all the hard work he has
contributed (hopefully there will be
more now that he has a disk drive).
Here is a Midnight Resistance poke
from Madchester's favourite music
hacker.
Load up the game and reset it on the title
screen, then type:
POKE 10300,173 (RETURN) f o r  infinite
lives,
POKE 2048,120: POKE 2049.216:
2050.162: SYS 2048 (RETURN) to
restart.

And Waz hasn't finished with this ace
Ocean game yet 'cause here is a music
hack.

INSTRUCTIONS
1) Type in the listing and save it.
2) Load the game and reset on the title
screen.
3) Reload the listing (or retype it if you
are a masochist),
4) Add the data line_
5) Run it, although nothing should
happen.
6) Type in POKE 4112,X: SYS 4096
(RETURN) r e p l a c e  'X' with one of the
numbers below.
7) The music plays (blame Waz if it
doesn't).

Replace 'X' with one of these numbers:
0.6,12.18.30,36.42 — Level Tunes
24 E n d  Tune
48 — Title Tune

Simple as that eh?, well here goes
with the listing. And don't forget, as
with most music hacks this needs a
reset switchtreset cartridge.

10 REM OCEAN IN-GAME TUNE
MASTER LISTING (C) WAZ 10/12/89
20 FOR WA=4096 TO 4141: READ Z:
C=C+2: POKE WA.Z: NEXT WA
30 IF A l  l  THEN PRINT 'WHAT A
WALLY! CHECK THE LISTING' END
40 PRINT DATA OK! WELL DONE"
50 READ H1,L1.112,L2: POKE 4141,H3:
POKE 4115,L1
60 POKE 4133,H2: POKE 4134,L2
70 DATA
120,169.32,141,20,3,169,16,141,21,3.169,
53,133,1
80 DATA
162,0,132,30,16,169,55,133,1,169,75,141
181_220
90 DATA
88,96,234,169,53,133,1.32,30,16,169,55,1
33,1,76,49,234

This DATA line is specifically for
Midnight Resistance, next Issue I'm sure
Waz can send in a few more (hint, hint,
knoworrimean?).

100 DATA 133.225,84,226
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Thanks go to Mr/Mrs Anonymous for this complete Myth solution. If you recognise It
please write to me so that you can be properly rewarded.
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MEAN STREETS
(US Gold)

The complete solution to this brain-
bending game has been sent to me by a
guy who just identifies himself as Jean-
Paul, but whoever he is he has my
thanks.

Finding passcards is the key to winning the
game, and the easiest to find are from John
Klaus and Sam Jones Ask them in turn
about their passcards. Klaus will hand his
over freely although you will have to
threaten Jones for his Then go to Linsky's
lab in the warehouse and walk to his desk,
open the cabinet door and take out the
Band Aid tin, inside is Linsky's passcard_
Then go to Ron Morgans beach house,
where the main task Is to switch off the
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alarm. This is done by walking to the table in
the middle of the room and looking at the
console On it them are several switches and
number three is the one you want to turn on
The alami is now off so walk to the desk and
move the lamp, this reveals some fishfood
which you should lake to the fish tank in order
to collect the passcard

Now head for Big Jim Slade's apartment
and look in the dresser, get the box of
matches and open it Inside there is a key,
take it to the correct locker at the bus station
and collect the fifth passcard. Next stop is the
Law And Order Party Ha  walk to the
workstation right below you, look at it then look
at the control panel where a switch will have
appeared. Flick this switch and walk to the wall
closet open it and move the shelf, the burglar
button should then pop up. Press this and
search the coat that is hanging there, remove
the piece of paper read it and then go to the

picture. Move the picture and there is a safe,
open this to reveal the next passcard

Go to Bosworth Clarks lab, walk to the
cabinet and pick up the gloves. Then go to Greg
Call's tab and walk to the lower right of the
screen, pick up the stalagmite and the vine
Moving the vine reveals a shelf where the
seventh passcapd is waiting to collected. Now go
to the left of the entrance where there will be a
pole, collect it 'cause you will need it in Cal
Davis's lab. The first thing you need to do here is
to move the rat cages Then open the circuit box
and flip the switch that deactivates the alarm
Now look at the rat cage and you will see a box
In there, and as you have the pole you can hook
it out and grab the last passcard. It's then onto
the secret lab of MTC where you are caught by
Law And Order goons and locked in the bolk3r
mom.

To escape, first walk to the boxes below
you and move them, this will reveal a key•

Take it and then walk to the right where you
will find a panel and a viewscreen, open the
panel and remove the box that is inside and
take the gas mask that is inside the box. Then
go down to the control panel and look at IL, flip
the switch and walk to the door on the left as
fast as possible because you have now
started the self destruct sequence You now
need to enter all the passwords in a random
order, which shouldn't be too difficult as hem
they are (just in case you missed one).

PASSWORDS
RED — STALEMATE
PURPLE — KNIGHT
BLUE — BISHOP
YELLOW — QUEEN
ORANGE — CHECKMATE
BLACK — ROOK
GRAY — KING
GREEN — PAWN
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LLECT

(Ocean)
My thanks go to a guy called
Dalvir Singh for the last two
Navy SEALs maps (Levels 4
& 5), I've never managed to
get very far in the game up
until now but with the help of
the maps that have been
printed over the last couple
of months I'll beat those tea
towel-wearing terrorists yet.

SOLID
BARRIER

CRATE

WEAPONS
BOX

l a =  STINGERMISSILE

LADDER

BARREL

COLLINS._
1 E =

STEEL THUNDER
(Accolade)

A last minute tip for Steel Thunder
arrived too late to be included in last
month's Pig In A Poke, so thanks go to L
Peacock of Nottingham for his/her
efforts as they are printed now.

When heading for your assigned
destination and you are attacked, quickly
switch to the DRIVER and hit the ENGINE
SMOKE button whilst pulling back on the
joystick to come to a halt. Now switch back
to GUNNER and switch to THERMAL
SIGHT, This enables you to then just rotate
the turret and pick off your attackers while
remaining undercover, You must remember
to switch off ENGINE SMOKE once the
threat is over (otherwise you could run out
of fuel very quickly). Using this method you
can receive all the promotions and
decorations available.

VIZ
(Virgin)

Thanks to Waz for these reset POKES
for possibly the most frustrating
muttiload game around. On every
race section enter these POKES.
POKE 7721,173
POKE 7880,173 — Infinite Lives
POKE 4817,165 — Infinite Time

CORKY'S
CACOPHONY
Here are some music hacks. Just type in
the Maniacs Of Noise listing that was
printed a couple of months ago, load the
game and add these DATA lines.

VIZ
100 DATA 0.240,3,240,169 (x is 0)
(character select)

100 DATA 3,240,6,240,169 (x is 0)
(race section)

CYBERNOID 2
100 DATA 32,166,38,166,162

And here are some DATA lines for the
Rob Hubbard music hack thanks to Waz.
Again load up the listing and the
required game and add these DATA
lines.

19 (Cascade)

zrAP! 6 4  AUGUST 1 9 9 1  •  NUMBER 7 6

EXTREME
(Digital Integration)

Load up the game, hit the reset and enter
Waz's POKES for infinite energy
POKE 5000.173 (RETURN)

POKE 16980,173 (RETURN) SYS
2544 (RETURN) — voila, infinite energy
.

100 DATA 9,242,15,242 (x is 0)

NINJA (Mastertronic)
100 DATA 0,200,6,200 (x is 0)

HUMAN RACE (Mastertronlc)
100 DATA 28,177,6,160 (x is 0)

NINJA SPIRIT
(Activision)

The C64 version of this oriental slasher
is one of my fave games, Waz has sent
in some cartridge POKES. So load up
the game and freeze it where you want
to cheat and type in.

Load 1 (Levels 18,2)
POKE 10448,173

Load 2 (Levels 38,4)
POKE 10494.173

Load 3 (Levels 58.6)
POKE 10409,173

Load 4 (Levels 78.8)
POKE 10396.173

TURRICAN 2
(Rainbow Arts)

It looks like Waz has a contender for the
title of music hacker of the year. Peter de
Ste from Holland has sent in this listing
for the sequel to one of my favourite
games of 1990. Take it away Peter_

INSTRUCTIONS
1) Type in the listing and save it for future
use. Note, where it sayst9 spaces] (or
whatever), press the spacebar nine times.
2) Load the game.
3) Reset whilst your favourite music is
playing, you can choose from title, hi-score,
level 3_1, 3.2, 3.3 or the end-of-game
music.
4) Load the saved listing_
5) Run it and wait for about 7 seconds.
6) Choose the music from the list on the
screen — you can only access the music



zzAp! 6 4  AUGUST 1 9 9 1  •

120, 169, 032, 141, 020, 003,
169, 016
6 DATA
141, 021, 003, 169, 053, 133,

you were listening too.
7) Press space to start again, Fl to speed
up and RUN/STOP to quit.

1 REM T U R R I C A N  2 MUSIC LISTING

10 FOR 1=4069 TO 4236. READ A$
15 LET L=ASC ( L E E
-
1 1 ( A V ) ) :  
L = L - 5 5 :  
I F

Ls5 THEN L=L+7
20 LET R=ASC (RIGHT$(A$,1)): R=R-55:
IF Rs5 THEN R=R+7
25 V= (1.."16)+R: POKEI,V: C=C+V: NEXT

30 IF C• .214248 THEN PRINT
"AAARGHI": END
50 DATA
78,A9,00,20,00,00,A9,23,8D.14,03,A9.10,8
0,15.03,A9,7E.8D,OD,DC
55 DATA
A9.FE,8D,1A,DO.A9,40,8D,12,D0,58,4C,37,
1EE,19,DO,EE,20,D0
60 DATA
20,03,00,CE,20,00,A9,1B,8D,11,D0.4C.31.
EA,20,E4,FF,C9,20,F0,03
65 DATA
4C,37,10,4C,00,10,A9,00,A2,80,4C.56.10,
A9,00,A2,6C,4C,56,10
70 DATA
A9,01,A2,6C,8D,02,10,8E,05,10,8E,213,10,
4C,00,10,20,E4,FF
75 DATA
C9,41,F0,1B,C9,42,F0,1A,C9,43,F0,19,C9,
44,E0,12,C9,45,F0,0E
80 DATA
C9,46,F0,0A,C9,47,E0,06,4C,62,10.4C44.
10,4C,4B,10,4C.52.10
100 PRINT CHR$(147): POKE 53280,0:
POKE 53281,0: POKE 646.1
105 PRINT -
[ 3  
S P A C
E S ]  
T U R
R I C
A N  
2

MUSIC BY MARKUS S1EBOLD": PRINT
106 PRINT -
[ 3  
S P A C
E S ]  
R I P
P E
D  
B
Y

PETER DE BIE FOR =AP!"  PRINT
110 PRINT 13 SPACES] WHICH TUNE
WOULD YOU LIKE TO HEAR": PRINT
120 PRINT "[9 SPACES] A) INTRO
MUSIC'
130 PRINT "19 SPACES] B) TITLE MUSIC"
140 PRINT "[9 SPACES] C) HIGH SCORE
MUSIC"
150 PRINT 19 SPACES] D) LEVEL 3-1"
160 PRINT 19 SPACES] E) LEVEL 3-2"
170 PRINT "[9 SPACES] F) LEVEL 3-3"
180 PRINT "[9 SPACES] G) END OF

NUMBER 7 6

PREDATOR 2
(Mirrorsoft)

Thanks go to the sender of these handy Predator 2
POKES, unfortunately I lost their name, but they know
who they are
POKE 42513,173 (Infinite continues)
POKE 4156,173
POKE 4296.173
POKE 39010,173 (Infinite ammo — apart from rocket
launcher)

GAME MUSIC'
190 PRINT: PRINT "[7 SPACES] PLEASE
ENTER YOUR CHOICE
-200 SYS 4194

MOONSNADOW
(Idea)

And now here is a pretty nifty music
routine from Waz. As usual load up the
game and reset it, then type in the listing
and run it.

1 REM MOONSHADOW MUSIC BY WAZ
91
2 FOR WA=4096 TO 4117: READ Z:
C=C+Z: POKE WA,Z: NEXT
3 IF CS -
2 1 4 9
3  
T H
E N  
P R
I N
T  
"
E
R
R
O
R  
I
N

DATA! CHECK IT NOW". END
4 POKE 56501,75: SYS 4096
5 DATA 120,169,016,141,020,003,141,021
6 DATA 003,169,000,032,000,040,088,096
7 DATA 032,003,040,076,049,234

Then type in
POKE 4106,X: SYS 4096 (return) for tunes
(X=0 to 3)

NINJA SPIRIT
(Activision)

Along with Waz's POKES for Ninla Spirit
comes th is music hack to get your toes
tapping. Load up the game and reset it,
now type in the listing and run It.

1 REM NI NA  SPIRIT MUSIC BY WAZ '91
2 FOR WA=4096 TO 4041: READ Z:

STORMLORD
(Hewson)

Here is Waz's contribution to the
Stormlord music hack scene. There
was a listing in issue 54 but it only
contained one tune. That is now
rectified with this multi-tune
masterpiece, Just load the game,
reset and type in the listing as
usual. Then plug a joystick Into
port two and move it up, down.
left and right to listen to the
tunes;

1 REM STORMLORD MUSIC BY WAZ
91
2 FOR WA=8192 TO 8301: READ Z:
C=C+Z: POKE WA,Z: NEXT
3 IF 2 . 11449  THEN PRINT "DATA
ERROR": END
4 PRINT CHRS (147); "USE LEFT,
RIGHT, UP, DOWN IN PORT 2 FOR
TUNES": SYS 8192
10 DATA

120,169,033,141,020,003,169,032
11 DATA
141.021,003,169,075.141,181,220
12 DATA
169.053,133,001,169,000,032,155
13 DATA
170.169,055,133,001,088,076,030
14 DATA
032,169,053,133,001,032,161,170
15 DATA
169,055,133,001,173,000,220,201
16 DATA
127,240.016,201,126,240,015,201
17 DATA
125,240.011,201.123,240,015,201
18 DATA
119,240.019,076,126,234.233,125
19 DATA
141,099,032,076.094,032.169,002
20 DATA
141,099,032,076.094,032.169,003
21 DATA
141,099,032,076.094,032.169,053
22 DATA
133,001,169,000.032,155,170,169
23 DATA 055.133,001,076,067,032

C=C+Z POKE WA,Z: NEXT
3 IF Cs 24693 THEN PRINT
'ERROR DUDE! CHECK
DATA": END
4 SYS 4096
5 DATA

001,169
7 DATA 008,
032,230,164,169.055,133,001

8 DATA 169,075,141,181,220,088,234.096
9 DATA 169,053,133,001,032,067,165,169
10 DATA 055,133,001,076.049.234

Then type in
POKE 4112,X: SYS 4096 (RETURN) to
play (X=0-8)

RENEGADE I I I
(Ocean)

What a busy little beaver Waz is, here
are his POKES for Renegade III. Load up
the game and type in the listing for infinite
lives and time, but remember that this is for
the disk version only.

0 REM RENEGADE III POKES BY WAZ 91
1 REM THIS IS FOR DISK VERSION
ONLY
2 FOR WA=679 TO 733: READ Z: C=C+Z:
POKE WA,Z. NEXT
3 IF Cs 26690 THEN PRINT "DATA
ERRORI": END
4 PRINT CHR$ (147); -
I N S E R TRENEGADE III DISK AND PRESS ANY
KEY"
SPOKE 198.0: WAIT 198.1: SYS 679
10 DATA
169,001.162,008,160,255,032,186
11 DATA
255,169,001,162,220,160.002,032
12 DATA
189,255,160,004,162,000,169,000
13 DATA
032,213,255.169,207,141,203,066
14 DATA
169,002,141,204,066,076,000.064
15 DATA
169,173,141,026,198,169,189,141
16 DATA 215,198,076,000,004,070,000

Phew, that's it for my first month on
II.. tips section, I can now relax and
listen to the &willies* new Kraftwerk
— The Remix cassette on my
Wathman. If there are any
Kraftwerk/Tomita/Yellow Magic
Orchestra fans out there who have
any albums for sale, drop me a line.
Also keep up the good woe* with
sending tips, pokes and maps.
Hopefully next month I will have The
Power, Stamina and Gene 'X pokes
and Strider U, Spikey In Transyivankt
and Shadow Dancer maps.

Also, would the person who sent
through the Myth maps please send
their name and address as they
have won the E30 worth of
software. The address as always to
send your hard work to is
Newsfield, Ws Corky!, ZZAPI,
Ladkrw, Shropshire SYS 11W. So
until next month, as big Arnie
Schwarzenegger would say, I'll be
bock.



Datel have a distinguished history
providing comprehensive uti l i ty
cartridges. However,
the controversy
over their use by
pirates has often
overshadowed
their very useful
legitimate
functions. This has
prompted Datel  to
modify the Action
Replay cart,
Inserting a special code into each one so that any program
backups made by I t will only work with that particular
cartridge. Boris Myashirov examined the latest Action
Replay Mk VI to see how useful i t is to your average
gamer.

ACTI O N R E P L A Y  U6.111 P R O F E S S I O N A L
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Reset and Freeze buttons, and slots
into the same expansion port as

games carts, so no poking for them. Once
fitted the cart automatically flashes up its
menu as soon as the CM is turned on (and
when the Reset

button is pressed). There are four
options:
•  Reset — Normal Reset switches the
cartridge off, making it invisible to the
computer, hence no need to remove it
when incompatible software objects to its

gdi 1r
1

L - L O A D
S -  S AV E0 -  fors
•  -  Q U I

presence. Well, this is the theory but some
software is still able to detect it perfectly
well and refuses to load! (Examples include
many if riot all System 3 games and
Andrew Braybrook programs.)
•  Reset — Configure Memory improves
the backup utility, making compaction more
efficient.
•  Fastioad is an excellent method of
loading disk software.
•  Utilities allows you to get a disk directory
or format a disk, just by pressing a function
key. Disk files can be copied and DOS
commands entered.

Pressing the Freeze button takes you to
the backup screen. The Action Replay
actually freezes the whole program that it
sees within memory. A snapshot, in other
words. The program can then be
compacted onto disk or tape. There are a
number of formats available for backup. All

moment so when you die you can simply
reload at the start of that tricky
situation. Of course this back-up
function is the one that's led to so

much difficulty
with software

houses over
piracy. In truth

limited though, it's of use with so
many games being
multiloads as it only

saves exactly what's
in memory. You can still use it to cheat,
reinserting the proper disk or tape when
you've reloaded your save position, but
pirating the entire game is virtually
impossible. An alternative option to copy a
whole disk is there, but this relies on there
being no protection. In any case the new
secret ID system further limits piracy
potential so that hopefully legal problems
will disappear.

Other important utility options include the
Sprite Killer which allows you to disable
collisions between sprites and the
background, etc, while the Sprite Monitor
allows you to display a sprite and alter it. A
text editor allows you to do the same thing
with text messages. You can also save
screens to disk and printer, format a disk,
copy a disk, access a disk monitor and so
on.

There's also a comprehensive pokes
option: the Reset option obviously allows
you to input standard pokes with SYS
numbers, but the Action Replay also allows
you to use pokes without SYS numbers
and even to find your own. Simply press the
Freeze button, select the pokefinder option
and enter the number of required lives.
You must then re-enter the game, lose a
life on purpose. refreeze the game and
then the cart reports on its progress. It will
either ask you to lose another life, admit
failure or give you the required poke.

Packed with useful features, the Action
Replay Mk VI is excellent value at 04.99
and can be confidently classed as being
the best in its field. Nothing else comes
close.

vary in reloading speed and how they can
be altered later on. The Standard disk
backup uses the standard kernel save
routine, saving any program over 202
blocks in two parts. A more efficient backup
is the Turbo mode which produces a
standard C64 file but with faster reloading.
The third option is Warp'25: although its
nonstandard file focmat means you will
have trouble using it with recognised
utilities, the reloading times are incredibly
fast.

When using tape to backup onto you can

I t f t t f

B -  B A R K :  2  S S S I C O  M  -  N O D E :  S T ANDRO
-  S CRO L L  I  T O  4  -  COLOURS

use Turbo, which saves from five to six
times the standard speed or Superturbo
which saves at eight to ten times the
standard speed.

This backup function is obvious
extremely use fu l f o r •  Pressing the left bu

-  W I P E
I  -  I N V E R S E
R -  M I R R O R
F -  F L  IP

•  The Action Replay allows you to examine a game's sprites with all the frames of
animation. Here you can see one of the creatures from Creaturest

programmers, and es-
sential for many American
RPGs wh ich  s imp ly
won't work other than
from copies of program
disks. T h i s  i s  t o
prevent a c c id e n t a l
corruption o f  t h e
orig inals, a n d  a l s o
occasionally because
the whole program is
altered when you save
— eg Space Rogue.
It's also very useful for
saving a game just at
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menu screen,

•  The backup facilities of the Action
Replay cartridges are designed to
reproduce only software such as public
domain material, your own programs or
software where permission to make a
backup has been clearly given.

It is illegal to make copies, even for
your own use, o f copyright material,
without the clear permission of the
copyright owner, or their licensee.
tton while a game is on takes you to this
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Itainbird/MicroProse, E20 .42
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the King and the Bishop. Each
resides in his own castle with a court,

where decisions are made democratically
by the courtiers. These noblemen are
presented to the court by knights such as
yourself. If you find yourself with more
courtiers than anyone else in one of the
courts you can replace the resident ruler
with a puppet ruler_ Depose both King and
Bishop and you win the game.

So, how do you gain a place for your
courtiers? Money, of course, it's the key to
the game. The source of your wealth is the

•  The silly combat sequence — don't laugh, it  Isn't funny.

towns you own — every year each town
gives you the cash earned by selling wheat
and pottery. Supply and demand play a big
part here, so it is wise to keep a watchful
eye on the prices asked — then you can
switch from farming to pottery or vice
versa. You can't keep all the money
though, some must go back to the town for
its general upkeep, and some to the King
•  Using the court screen you can see how

A

and Bishop as taxes, d i s k  o n
You can vary the numbers of farmers an
craftsmen by varying the supply of food.
Giving 15 bags of wheat to a town with 12
farmers and/or craftsmen will attract a
further three peasants. Paying the two
courts taxes is a good way to 'buy' places
for your courtiers. Pay too little and you will
lose places as you'll be 'out of favour'.

However, that does not mean that you
can just starve the peasants whilst
bleeding them dry with high taxes. If your
town is unhappy with you and it's attacked.
your peasant population will all but invite
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the invaders into the town!
You can place a militia in the town to

fend off any invaders but the numbers will
be taken from your own army, which could
make it too weak to successfully invade
other towns belonging to your rivals: three
other knights.

Looking on the map screen you will be
able to see who owns what by pennants

many courtiers you have in residence.

COMBAT
•  Combat takes the form of a sideways
scrolling beat-'em-up. The battle area
can hold up to six combating militia, all
with a variety of weapons. Fighters are
controlled by joystick, with three basic
moves: step back, step forward and
swing weapon. The battle bar at the
base of the screen allows you to change
the order of your fighters and which one
you control. Unfortunately animation is
poor and control fairly dire. With no real
tactical play this Is a disaster.

IN COURT
•  Usin g  the  funct ion  keys you can
access the court screens of both King
and Bishop. Whilst there, you do sneaky
things such as assasinating or spying on
your competitors. Spying allows you to
collect incriminating evidence that may
result in the Bishop or King denouncing
another knight, resulting in some of his
courtiers being executed!

over each town. Using this screen, you will
be able to move your horse icon to any
town you wish or, alternatively, to another
knight's town. When this happens, if there
is no militia or opposition, the town is
automatically declared captured. Otherwise
you'll be transferred to the combat screen
(see box).

Betrayal is full of intriguing ideas, the
use of the court and the actions within it
being the most inventive. However, the
combat denigrates a good idea into one of
pure farce. Yet again, we see a game that
just has to have a pot-pourri of game-
styles: a bit of strategy, a bit of arcade
action, etc. As if to sell a strategy game
you must insert some arcade action.
WRONG!!! The only people who will be
attracted to Betrayal are
tacticians and strategists.
Arcade players have more
professional shoot-
'em/beat-'em-ups to tackle.
Meanwhile, the strategy
players will become very
disappointed once they've
tackled the combat.

ITIESENTATION 7 1  c'lo
Presentation report screens tell you frvertihing you

need kl know. Disk access is bearable.
GRAPHICS 78°/ct

Useable in general but nice static screens in the
court meas.

HOOKABILITY 4 0 %
The strategy area is surprisingly easy to get into..
The combat sequence is the big turn off, though.
LASTABILITY 3 1 %

The teclous, meaningless, pointless, combat will
result in Betrayal gathering more dusi than tans,

OVERALL
I wish software companies would slop molting
games with mixed gam...styles. Defrayal is awretched victim of this sod trait.
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Please supply Fun School 3 for
the code number(s) circled
D Cheque payable to Database Software
0 Please debit my Access/Visa card noTape Disc Tape D

i
s
c

Tape Dis c
Atari ST 9490 9491 9492 I I I i t

Amiga 9921 9922 9923 Expiry date: I I  I
StnedPC 5,25

-
5891 5892 5893

PC 3.5" 5894 5895 5896
Add a per pregrom FY Europe & Lee 115 Nemo).

Amstrad PCW 5211 5212 5213
Name

Spectrum 9084 9085 9086 9087 9088 9089
Commodore 64 9076 9077 9078 9079 9080 9081 Address

Amstrad CPC 6189 6190 6191 6192 6193 61944

Under -
Ss

Over
7s

• Atari ST • Amiga • PC • Amstrad PCW
£24.99

• Spectrum • C64 • Amstrad CPC
£12.99 (tope) 06.99 (disc)

Count up to nine to help
teddy get the honey

Pair the large letters
at the alphabet fair

Tell the time and watch
the clock come alive!

Guide the frog from log
to log to solve the sums

Correct spelling, grammar
and punctuation mistakes

Follow the directions to
find the buried treasure
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Learning is now
even more fun!
Fun School 3 is everything you — and your chil-
dren — ever wanted from educational software:
SIX challenging programs in each pack which fulfil
the exacting requirements o f  the National Cur-
riculum. Plus: Stunning graphics; exciting sounds;
carefully structured levels so your children can
have fun and learn at their own pace. And all are
designed by the winning team which created Fun
School 2, the biggest-selling educational package
ever!

On sale at top dealers nationwide. Selected formats
vaitable at larger branches of WH Smith and Boots.

N

Send to: Database Direct, FREEPOST. Ellesmere Port.
South Wirral L65 3EB. Order hotline: 051-357 2961 P o s t co d e
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US Geld, E 1 0.99
cassette, E I 5.99
disk
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kidnapped by revolutionaries while
visiting the Central African state of

Zutula in 'the cause of world peace (le to
negotiate a secret arms deal).

The newly elected President Quayle
decides against military intervention — until
its pointed out he's unlikely to becalled up!
In any case a full-scale assault is rejected
due to diplomatic reasons. Instead, the
rescue mission will be implemented by an
elite corps of mercenaries known as Mercs•

Ex-Green Beret, Joseph Gibson and
Mercs founder. Howard Powell(ie one or
two players) begin their mission on a
deserted beach head. However, they are
soon spotted by the oddly blonde-haired
rebels who swarm onto the overhead-view,

- multi directionally scrolling play area.
But who cares, you've got a big machine

gun so it seems a shame not to use it  And
then there's your limited supply of
megabombs which cause a massive
mushroom-cloud explosion, killing nearby
rebels, but miraculously not affecting you

Occasionally you may find an abandoned
enemy vehicle (jeep, boatetc) to
commandeer, but for the most part you're

on foot. Crates can be shot to reveal extra
bombs and gun power-ups These come in
very handy at the end of each level where
there's a huge enemy vehicle which takes
load of hits to destroy.

After blowing up Level l 's end-of-level
Harrier, you approach the enemy camp with
some rebels shooting at you from well-
protected foxholes, A massive tank must be
destroyed before you can attack the naval
base on Level 3, which takes the battle
onto the deck of a huge ship. After shooting
down a chopper it's back inland to trudge

Ar  I've beerl  fed on a

i

diet of two-player shmups for a good few
years. My personal lave just has to be
Mari Warriors and it doesn't look like
Moms will change my mind. We'retalking
a game of a few good bits but nothing
substantial. The enemy soldiers (when
they do decide to come on screen) run
round and round in  circles with  the ir
bullets proving nigh impossible to avoid,
Good t o  s e e  s o m e  w e l l - d o n e
background graphics and a
game pace bu ild -up but
when it's only one or two
baddies onscreen a t a
time Mems doesn't have
me frothing at the mouth
with excitement.

Hmmmm

through a swamp to
reach the rebel HQ.
However, by the time

you get here the rebels
have already flown
the nest, taking the
former President for a
train ride. You must
follow them to Level

Ts airbase, destroy this
and then somehow stop their

Hercules plane from taking off.
It all sounds

exciting enough but
Moms is a very
ordinary shoot-'em-up
with nothing new to
offer over previous
two-playe rblasters —
most notably the
excellent rereleased
kart Warriors. That
game was squeezed
into a single load,
necessitating the use
of simple, unvarying
graphics. Mercs's
multiload for each level
allows for much more
variety and quality with
impressive end-level
vehicles and large
soldier sprites — but
why do they all look like
Rick Partitt out of Status
Quo?! Aso the smiling
backgrounds aren't that
impressive.

More importantly,
gameplay is very limited
— just running amok
with a gun to counter
the endless onslaught
of rebels. Its obviously

inspired by Commando, but the large sprites
make it all too crowded to work well, it feels
much too cramped and the
enemies aren't that intelligent
Apart from some nice graphical
vanety and good-looking —
but stupid — baddies Ws all
very disappointing. It just
goes on and on. Blimey, it is
Status Quol

PRESENTATION 5 4 • / •
Two shared conhnue pkrys, multikooded levels,

simuhaneous two-player mode.
GRAPHICS 7 0 y •

Goad spriters and end level vehicles but backdropsare dull
SOUND 4 2 %

Repetitive hone
HOOKAS' LITy 5  9 1 1
, Unsophisticated shooCem-up action and

somewhat confusing with two players.
LASTAB I u r r  5 8  %
A fair chalkinge but seriously lacking variety.

OVERALL
M 4 ; 0
4
' 4 •

Okay conversion of an unoriginol Copcom coin-



•  Charlie goes for some food while Parky
attacks from behind — as usual. Animation
on the volcano is a nice detail.

First
Star/Software
Business, E 1 1 .50
cassette, E 1 5 .50
disk

B eing a young prince isn't easy, but
being whacked over the head with a
golf club would be a piece of cake to

Phnce Kronos. On his planet they like their
future Great Galactic Emperors to prove
themselves and surviving a posh boarding
school isn't enough — only a Test Of Arms will
do. Naturally, one of the meanest, dirtiest most
violent planets in the entire universe has been
selected for the prince's trials. Yep. its Earth
with each of the five multioaded tests taking
place in different eras.

All the levels have just a single screen
backdrop, all quite well drawn with a spot o
animation, and a single opponent for you
to overcome. If you succeed the next level
is loaded. Only three of the levels —
Cavemen, Knights and Pirates — are
conventional combat. In these you have a
club or sword which can be swung a head,
stomach or legs. You also have two
defensive blocks, but can only only move
left/right — not into the screen, to get past
the enemy you must crouch or jump.

As you might expect the Cavemen level is
a simplistic bash-'em-up with a pretty, but

•  Charlie says a prayer over Parky, his
fallen opponent.  The food and goblet on
the right could've saved him — sobl

basically static backdrop. However, the
Knights' fight includes a dilapidated
drawbridge which occasionally drops a plank
or two into the water! A watery end also
awaits in the Pirates level as players can be
forced off the ship's bow...

The remaining two levels are shooting
games. The Arabian one has the players
riding flying carpets and hurling magical
fireballs. The final Futuristic level has Laser
Warriors shooting at each while flying about
with jetpacks, Deflector Shields can block
laser bolts and mental powers allow you to
teleport! Both shooting games have
wraparound screen so if you exit the screen
to the left you immediately appear on the
right side. It's an unrealistic and rather dodgy
effect which

I'd thought obsolete ages ago.
On the positive side the fighters have a

wide variety of status bars. Health is fairly
conventional d e cre a sin g  with each hit
you take. Energy is depleted by actions —
swinging your club all the time will soon

•  Charlie and Parky hurl fireballs at each other on the Arabian level. The wraparound
effect works better here than later on.
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1  thought that one-on-onecombat games had had
the ir d a y,  b u t  t h is  o n e
shows true innovation. The
combination o f  Energy,
Health and Weapon leve ls
works really well to give battles a tactical
angle. For example, even when one o f
the combatants has perilously low health
he can run around, collecting food and
wait un t il h is opponent's Energy o r
Weapon is low, then make a counter
attack. These 'yo-yo' battles are great
fun and often go on for ages.

•
drain this and, as with health, if it reaches
zero you lose a life. Health and Energy can
both be replenished by collecting special
objects which occasionally appear.

The basic combat games work quite
nicely with this, although on level one
items appear so often that in two-player
mode you can end up fighting on for ages!
Attractive graphics and good spot FX help
create an entertaining, amusing
atmosphere which makes for a good time.
Initially there's a compulsion to see all the
levels — although using two-player mode
to cheat means this doesn't last long.
Once you've seen everything the limited
number of combat moves and somewhat
sluggish response could prove
disappointing. There's some nice variety

but unfortunatel the

rather weak and gimmicky
which ends the game on a
weak note. Worth a look
though, especially with so
few combat games out
currently.

PRESENTATION 70P/o
Interkvel warship scene and atmospherk text.

Options including simultaneous two-pkiyet, three
skill levels and restart on any at the first lour Impels

— once reached.

GRAPHICS 71*/0
Colourful. well-drawn backdrops give a good
sense of atmosphere. The actual sprites, while

small, ore generally well done.
SOUND 76c'/0

Okay attract tune plus good in-game FX,
especially the cavemen grunts)

HOOKABILITY 7 2 %
Shmple to get into, especially with a friend.
LASTABILITY 61cYo

It's easy to reach the end by cheating, but properly
mastering all the levels wig take time.

OVERALL
41511131€
11
'

An exceptionally varied beaVem-up.
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•  Before the tournament begins you can see a digitised
picture and profile of each of the England players.

Grandslam,
E9 .99  cassette,
E I 4 .99  disk

111 t's funny, old and
entertains millions of
people worldwide

without telling a single
mother-in-law gag. Its
football, and for some it's
not just a game. Just ask
England manager,
Graham Taylor who
must somehow win the
European Championship
or else be crucified by
the tabloids!

Maybe you'd fancy a
challenge like his — but
without running the risk
of becoming a national
villain, In this case,
England Championship

Special allows you not only to pick your
team but also to play for it.
You can play a friendly for England against
any other European national side played by
the computer or a friend. Most importantly

CC 0 0
F F I E E E

1
,
1 • *  •  •  •

• S t  •

ARN
Here are the cliches every
ternational manager should know.
d wInat they really mean..•
'I'm as sick as a parrot' — rye just been

hose" as the new England manager.
'The lads are all over the modn' — rye
ed their Saturday night booze ban.

- 'Our strikerr's been scoring well at his
t —  Our stnker's been scoring well at

mglitclub
ilen3's no such thing as an easy

iliternational match - -  We've just been
totally outplayed by Nor my!
run's/a/Faroe Isles etc.
1 'The lad's heartbroken" -- Ho did two
reckless fouls and ended up with a

!.L11.1,1p •
• •  •  •
• •  •  •

•  After New Zealand and Australia, England get to play another world class team - -
Wales! Lineker strikes for goal again.
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.  ingly endless line of over-
head view footle games and by now
you'd expect them to start getting it right.
The graphics are as bland as we've now
come to expect, I  suppose there's
restrictions on the detail and number of
sprites. wh ich  makes gamep lay a ll
important. England promises some
innovation with walls, team selection
and so on. unfortunately the lack of a
radar scanner makes realistic passing
difficult, player names never come up
and glitchy replays serve only to remind
you h o w  m u c h  b e t t e r
MicmProse Soccer was. By
comparison wi t h  Wo r ld
Championship Football this
isn't bad, but neither is it
much of a winner.

you can enter the European Championship
tournament. There's no need to qualify; you
go straight to the finals with two groups of
four teams — which you can choose
yourself_ Each group plays 'round robin'
and the top two teams from each go
forward to the semi-finals.

Before a match you get to pick your formation
and team (from a squad of real England stars)
—and your opponent sl Not that it makes much
difference in the match. The various players
don't seem to play any differently and you don't
know who you're controlling anyway as the
player's name isn't shown.

Basic player controls include the usual
ball-glued-to-foot dribbling, although at least
when you reverse direction your player
realistically turns through 180 degrees
instead of 'flipping'. When you kick the ball,
strength and height are determined by how
long you hold down fire, If the ball's in the air
you can press fire to attempt a header, You
can also slide-tackle opponents, although
this runs the risk of a foul. Unfortunately. the
resulting free-kick is a farce: a wall of your
own players lines up in front of you!

Defending is made more difficult by the
way control automatically switches to the
nearest player to the ball (including the
goalie), with the player you were previously
controlling stupidly running away. This
means that in two-player games you can
easily beat your opponent's defence by

zigzagging left and right to keep changing
which player he's controlling! This forms
the general pattern of play as without a
radar scanner accurate passing is
difficult.

Although two-player games can be
hectic fun. England's
tournament option offers little
challenge and there's a
disappointing lack of
relevance to the team
selection. It's as mediocre
as the real thing, I'm afraid.

CREDITS
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PRESENTATION 5 3 %
Sekict match duration (2 to 90 minutesi, weothei
anicift. action replays anicift, music/EX ari/oFF.

Play trierKlly, prachse penalties, enter tournament
Dodgy digitised picsof the England players.

GRAPHICS 5 8 %
The usual overhead view, surprisingly skiw
, "

2
"
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SOUND 3 2 %
Poor intro tune, very sparse FX, crowd sounds like

the seal

HOOKABI L ir( 6 4 %
Disappointingly sluggish action but okay in two

player mode.
LASTABI Lira' 4 0 %

The tournament is easy to vim and the gameplay
too crude For kisting appeal.

OVERALL
iffoC.:0
1
c
11
1:.

Second division materiol,



Krisalis,
E 1 1 .99  cassette,

1 5 .99  disk

I t ' s  over a year since the first Man Utd
game was released to lukewarm critical
response (67/0, Issue 65) but great

commercial success nevertheless with
Krisalis claiming 100.000 sales. Somewhat
surprisingly all 4,000 reply cards insisted on
an European edition and here it is!

As with the original, Europe combines a
comprehensive management game and an
actual arcade football game, each a
separate load. You start with the
management side which gives you a choice
of which competition to enter: European
Cup. Cup Winner's Cup, UEFA Cup.
European Super Cup or World Club
Championship. Alternatively you can
choose to enter a simple friendly with any
of the 150-plus teams.

Whoever you play you have a choice of
six formations and the option to switch
players positions around as you wish. Each
member of the team has corn prehensive
stats including five skill ratings plus yellow
and red cards and games played in the
tournament. Amazingly these stats are also
available for the opposing team and you
can change names as you wish — Phil
King for Captain! You can also choose the
length of matches, change the name of the
manager and, of course, choose a two-
player option.

The actual arcade game has an
overhead view with a multidirectionally
scrolling pitch and goals on the left and
right. You automatically get control of the
player nearest the ball, control being shown
by the man's shirt being brighter than
normal. Dribbling is by the sadly familiar
ball-glued-to-your-foot fashion with power
set by holding down fire. If you lose the ball
you can make a sliding tackle, but the ref

other hand the management•  Matches start with all the players filing out, the ref options are perhaps inevitablybringing the ball on last. Fortunately you can bypass limited with no transfers orthis by pressing space. suchlike — it's just picking teams
and formations basically.
Nevertheless with five
championships to win Europe
provides a substantial challenge
which provides great value for
money. The actual footle game
isn't too special itself,
although the ability
to control the
goalie is welcome,
and all in all this a
welcome addition to
the footie ranks.
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can
give

yellow
and red

cards for
fouls. In Free

Kicks, Throw-Ins and Corners you get a
flashing cursor to place where you want the
ball to go. There's also penalties and the option
to make substitutions whenever you want.
•  A scorching long shot on the United goal,

Although there's no scanner, which
restricts tactical passing, the horizontal
thrust to the action shows more of the
pitch than a vertically orientated game.
Scrolling is relatively smooth but the
sprites are as blocky as is typical of this
type of game and animation is minimal.
Similarly sound is limited to weak spot
FX (intro music is equally
unimpressive).

Where Europe does score (groan), is in
some nice realistic detail such as the
names of the authentic team players
appearing as the ball is passed to them.
There's also two legs per match and a
huge range of teams to take on. On the
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11111 of teams in this: I  counted
about 170 (and lost count several
times!). And each one has an authentic
line-up of players. This adds a lot to the
realism with the players' names being
shown during the match. There isn't
much management — just picking the
team and formation — but the footy
action is playable enough. With tackles
quite h a r d  t o  a v oid,  y o u  c a n ' t
unrealistically dribble right through the
defence as  in most footy
games — a short passing
game I s  necessary for
success. A  m us t fo r
United supporters, and
football fans too!

but l os Sealey will probably save it.

0 4 : 3 2  5 : 1 2  P : 0 2
D e n i s  I r o i n

CREDITS

P r A s  1 1 1 1 %
-
t d o h l k • r

Ora N o l l  Adamson
Pitches; Mark  Polon**

1 Audio: Mat t  Pandits

PRESENTATION 7 6 %
A nice range of options including save/load and
makh length. The red player names are great.
Need to load in management section between

games is only mildly irritating to C2Ners,
GRAPHICS 61%)

Typically unimpressive, blocky sprites with minimal
animation_ Pitches vary though.
SOUND 2 6 %

Weak intro tune and limited in-gome spot FL
HOOKABILITY 7.5el•

As easy to get into as any atiw tisane game.-
LASTABILITY 7 8 / a
but five championships catoinly provide on

above ovetage challenge.

OVERALL
A surprisingly good game pocked with attention to
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surreal coin-ops that sensibly
refuse to provide any kind of

scenario. What can be said is that there's
lots of balloons about, One or two cutesy
Japanese characters aim to circle the
world in their clapped out old biplane,
stopping off at 17 countries to battle the
mysterious balloons in four famous
locations — each a static screen
combining a spectacular backdrop with
platforms and ladders.

The platforms can trap balloons — or
players — and can sometimes be
destroyed with your main weapon, a
harpoon gun. To begin with, this can only
fire one harpoon at a time — you have to

•  Pang really shines in the two-player mode
co-operation soon evaporate in the heat of b
wait before it hits something and
disappears before you can fire again.
This is tricky until you get used to it,
especially as the balloons move quite
quickly.

The biggest balloons can be split three
times before breaking down into the
smallest balloons which are destroyed
with a single shot. Some balloons drop
bonus Items when split: extra time, bonus
points, a stopwatch to briefly immobilise
the balloons, dynamite which instantly
breaks all the balloons into the smallest
ones, a rapid-firing pistol, double
harpoons and a grappling hook. The
latter sticks to platforms, holding the
trailing rope into a rigid line for several
seconds unless it's hit by a balloon —
and until it does disappear you're out of
ammo!

cean, C64  E119.9
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Players can also got into trouble by
some nasty marauding creatures which
briefly jam guns on contact. Other
creatures are more helpful, crabs pop
balloons with their claws_ Once all the
balloons are popped the players can go
onto the next location, with a time bonus.
If any player is hit, they not only lose a
life but the screen resets with all the
balloons going back to their start
positions.

Way back in Issue
62% on the Amiga,
mainly because it
didn't seem that
sophisticated and
Woz hated it, Pang
certainly isn't overly
complex —
however, it's not

quite as simple as it
first looks. The
various game
elements,
particularly the
platforms and later

where promises of c r e a t u r e s  and
attle. s l i p p e r y  floors, mean

each and every screen is something of a
puzzle. Simply being fast and accurate
with the old harpoon won't get you that far;
most screens require a crude sort of
method. Luck and instinct will get you

P a n  t e c h n i c a l l y  is no greatshakes, b u t  i t ' s
incredibly p A l e  and one of the best
two-player games around. Completing a
screen requ ires a  lo t  o f  care fu l co -
operation, good ta ct ics and f ran t ic
balloon dodging. The difficulty level is
harder than the Amiga, but
this makes for better value
on c a r t .  I n  s h o r t ,  a n
incredibly playable game
whic could easily drive
you totally bananas!

through many, but a bit of
tactical thinking saves

lives -  and hair-
tearing! But where the

game really takes off
is in two-player mode.
Every game starts off
with promises of 'co-
operation', but sooner

or later your 'friend' will
burst a balloon right over

your head and war will
break out.

g e  o n l y  T h e  CM game is a
rather tough, and

presentation is lacking for cart, but such a
big challenge with lots of playability
makes for a compelling game. If you're
looking for something dramatically new,
Pang is unlikely to really
appeal, but if you're more
interested in playability
and lots of tricky levels
then this could well keep
you (and a friend) amused
for ages.

67 we gave this
•  A single player battles the new Red Menace outside the Kremlin_
Watch out for the icy groundl

• l b  lb  lb  Ilb bo a s a s .  16 l b  lb  lb  lb  11,
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PRESENTATION 6 8 %
Simple, instructive demo, mediocre map screen

and no interievel screens. Simultaneous Iwo-player
mode is good though.

GRAPHICS 8 1 %
Attractive, varied bckkdrops as you circle the

world. Sprites are good but bubbles look a little
false,

SOUND 7 1 %
A reasonable tune with some nice variety, but

could 'vs been more jolly.
HOOKABILITY 7 9 %

A little trk' ky to begin with, you hove to be precise
with your shooting, but it soon becomes

compukive.
LASTABILITY 77• /o

17 countries with four locations each. Good high-
scoring element, especially oddictive for two-

OVERALL
Tough but enjoyable coin-op convm-sion.
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screen has lots of disks with four
holes in them. The aim of the game is

to turn all the holes black by filling each
disk with four like-coloured marbles which
subsequently explode.

All you control are the disks, which can
be rotated by pressing fire, and — by
pressing fire with a direction — eject
marbles from the selected hole down a
tube. Marbles enter the screen via a
horizontal tube at the top where they slide
to and fro until you turn a disk to allow them
into an empty hole. While they remain in
the tube a crisscross pattern slowly builds
up — if this fills the tube, a life is lost. Early
on this is the only time limit, but soon
enough a vertical bar appears to indicate
the time limit to complete a level.

On early levels gameplay simply consists
of shuffling the various colour marbles —
blue, red, yellow and green — through the
tubes so that all the disks have been filled.
This is entertaining enough, in a basic sort
of way, but such simplistic traffic control
problem soon gathers plenty of new
elements._
Colour Stopper: if  it's green then only
green marbles are allowed through.
Colour Changer: if  it's green then any
•  The teieporters on the left and right are
mainly for show on this simple level.

marbles passing through it are turned
green.
Teleporters: marbles are transported
between paired
teleporters.
Direction Arrows:
these sit at junctions
and can turn marbles
so they go off in
awkward directions.
They can also create
one-way streets.
Traffic Lights: if the
top light is green then
you'll have to create a
green disk first,
followed by each
colour on the lights,
before any other
colour marbles can

problems require fast reactions and a
good sense of priorities. There can be so

•  Aght At the bottom centre of the screen you can see the vertical
column of the time limit and the traffic lights — these show the first
colour has gone, but you still need blue and green disks to turn the
lights off. The screen also shows Direction Arrows, Colour  Stoppers
(colour circles with strong grey borders) and Colour Switchers (with
much thinner borders).
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many different
things happening
all across the
screen that your
brain soon starts
to sizzle. My Only
reservation is that
sometimes there's
a bit more labour
— le repetitively
sliding through
bails to the
furthest part of a
maze — than
brainwork.

Fortunately
Rainbow Arts have
taken care to
ensure the game
looks good; the
graphics are

all the m
around c a n
laborious, bu t

Logical is mostly good fun It 's not exactly
brain-bending-- once you worked out the
basic problems on a screen — but g
tactical planning is essential to fi l
disks quickly and beat the tight
time limit. Neat presentation
sets it apart from all those tile
games, and with 99 levels
this one  wi l l  keep  yo u
playing late into the night.

disappear. •  A nice easy intro level. The two right disks have been
Colour Handicap: c o m p l e t e d  with their holes turned black. On the left the marble
now disks must be d i s p l a y  shows Only one marble is in play, while on the right the
filled with different
- 
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coloured marbles in y e l l o w .
the order indicated, rather than simply
same-coloured marbles.

On the positive side there's an
indicator showing you what colour the
next marble will be, and you have can up
to four marbles simultaneously bouncingabout in a tube.

After playing this on the Amiga with a
mouse I had my fears about joystick
control, but in fact the C64's joystick
system works even better and everything
soon becomes very instinctive — and
very addictive. Early levels are as simple
as you'd expect, but you soon find the
game playing some nasty tricks on you.
The various new features added on as
you progress are all very simple to
understand, but can be arranged to
fiendish effect, and even simple

simple and effective, but also attractively
shaded so they're all very easy on the
eye_ Sonically there's a fair
few tunes, generally very
pacy and good, so that all
in all this is definitely one of
the better puzzle games to
appear.

ou; Thomas Scholl
9rs.1_ C h r l s t o p h
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ICS 7 1 %
Altractive, iliac and effective.

SOUND 7 8 %
ice of good tones or some Ionised but nice FL
OOKABIL/TY 8 3 • 4

control system is soon mastered and easy
*tidy leveb get you hooked.

t A S T A B I L I T Y  8 7 ° A ,
99 increasingly tough levels provide a susioneel

clsallenge.

OVERALL"
SIES41S
4
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first-class purder to lose your



ma
•  Ful l  feature Centronics. Printer
Interface.
•  Connect your 64/128 to a range of
full size Centronics Parallel Printers,
•  Easy to use - supports
Commodore Graphics Set,
•  Onboard Microprocessor Chip
means no more programs to load.
•  Works with most applications.

ONLY £29.99

DIGITAL
SOUND

SAMPLER
NOW WI TH

FREE
CO M-DRUM DI G I TAL

DRUM S Y S TE M

•  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 interface (Date! Unit 1.39.99. see ad.).
•  Live effects menu includes realtime display of waveforms.

Line inimic in/line out/feedback controls.•
•  Load/save sample. U p  to 8 samples in memory at one time.
•  Complete software/hardware package. Tape  or Disk (please state).
•  Now you can turn your Digital Sound Sampler into a Digital Drum
System with your FREE Corn-Drum.
•  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 Fi or through TV speaker.

STILL ONLY £49.99
COMPLETE WITH FREE OOSI-DRUM DIGITAL DRUM SYSTEM

U N B E A T A B L E  MI D I
PACKAGE!!

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

commovoRE tsfi mkt/ Dirk'
DRIVE FOR Of /28

The 1541 M k  II  is  a superb quality  Disk Drive
specially designed for the  Commodore 64/128.
JUS T LO O K AT THESE FEATURES.
•  Sl i mline design - an exti entely
compact unit.
•  ExtemalPower Pack so no
overheating problems (unlike some
other types).

TO TAL PACKAG E I NCLUDI NG
TRI V I AL PURSUI T,  SNARE,

CO NFUZI O N,  SPLI T PERSO NALI TI ES,
SECRET AGENT,  NI G HTBREED,

SHADO W WARRIORS,  MI DNI G HT
RESTISTANCE DISK SOFTWARE

ONLY
£149.99

ADD £ 5  I F N EXT  D AY COURIER
IS REQUI RED

DATEL MIDI 64
INTERFACE PLUS

ADVANCED MUSIC
SYSTEM ONLY £39.99

AVAI LAI LI  ON DISK ONLY

•  EDITOR 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
Date! MIDI 64 Interface any MIDI instrument can

nIpm s

•• •  Direct drive motor for super quiet
operation and extra long life.
•  Pl us fabulous collection of Disk
Software - see below for detallsli
•  Comes complete with manuals,
connecting leads. etc.. etc.

DATA RECORDa7
•  Qual i ty Commodore compatible
Data Recorder.
•  P ause  control. counter. etc.
•  Sui tabl e  for 64/128.
•  Com es complete • no more to buyt
•  Send now for quick delivery.

ONLY £24.99

•  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 compatibility - add the Datel MIDI Interface and you have the TOTAL
MIDI 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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ONLY
E34.99

TOTAL PACKAGE
I NCLUDE S  1381 MO US E /

MO USE MAT/ HO LDER
AND OCP ADV ANCE D

ART S TUDI O
P LIA S '  STATE IF Y OU REOLOIRS TAPS OR DIBK

•

COMMODORE
1351 MOUSE

COMES
COMPLETE

WITH

M I I -
4
1 1 E
M I E
M I S
—
M I I -
1 0 -
4 1 1
M I S
= A -
4 0 1
1 0

IMMO--4EMMED-11M110--B
B M S - - 0 .1 1 1 - 1 1 1 M 1 P —
M s s i s t s s i l = s - 4 1 = 1 1 = 1 1 1 m m y m

ADVANCED ART STUDIO
•  1 3 5 1  Mous e  is •  hi gh r esol uti on tw o button m ouse featur i ng opti ca l  counti ng,
tefl on guides,  m i cr osw i tches.  r ubber  coa ted bai l  and high qual i ty  Inter face.
•  W h e n  c om bi ne d w i th OCP Advanced Ar t S tudi o this gr aphics pa c k a ge  is qui te
simply the best system available. T h e  features are unmatched.. .
•  Create an image s h r ink  1,1 expand it. move It, rotate it, copy it, colour It. etc.. etc.
•  Spray  patterns or shades, make elastic lines - stretch and manipulate shapes.
•  Zoom In to add detail in fine mode
•  Pulldown/ lc on driven menus for ease ol use,
•  Mous e operation, plus Joystick and keyboard control.
•  1 6  pens, 8 sprays, 16 brushes - so flexible anyone can create superb graphics easily.
•  N i l  cut and paste facilities plus excellent printer support.

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

ALSO GEOS
COMPATIBLE

•  Th e  1351 Mouse has two
selectable modes - Mouse or
Joystick mode for maximum
compatibility.
•  Ev en works with the
"Best Selling" GEOS utilities.
•  Superb quality,
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FREE!
MOUSE MAT AND
MOUSE HOLDER

W O R T H  £12. 99)
WI TH EACH PACKAGE

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!
•  The  Star LC200 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 hardeopy in up to 16
colours!! •  N o  mo r r  to buy  - lus t  p lug In and print ' !

PAC KAGE I N C LU D ES ST AR  I C 2 0 0  COLOUR PR I N TER  M RP £ 3 4 5 .0 0
SPRINT H I  PR I N TER  I N TER FAC E R R P £ 2 9 .9 9

DATEL COLOUR PR I N TER DRI VER  s o r r v u o t a  R R P C I  9,99
NORMALLY E394.91

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 LC 10 or LC 200 Colour Printer we can supply the Driver separately,
•  Work s  with Serial Version of LC10. Parallel Port, Sprint 128. etc.

HOW TO GET YOUR ORDER F A
M E M

VISA

WE WILL DESPATCH YOUR ORDER QUICKLY E FFICIE NTLY  TO ENABLE YOU TO START RECEIVING THE BENEFITS OF YOUR PURCHASE WITHIN DAYS, NOT WEEKS.
ORDERS NORMALLY DESPATCHED WITHIN MI Hrs. ALL PRICES INCLUDE V AT. UK ORDERS POST FREE EUROPE ADO El OVERSEAS ADD ta  P RICE S  AND SPECIFICATIONS CORRECT AT TIME OF PRESS AND SUBJECT

TO CHANGE WITNOUT NOTICE CALLE RS  WELCOME - Please 'seams goods by Is ts gbor ts r ,  to visit. A L L  CIAEOUES.POSTAL ORDERS MADE PAYABLE TO...DATEL ELECTR011oC5 LTD. ,
GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE•ON-TRENT, ST4 2RS, ENGLAND

TE LE P HO NE  SALES ONLY 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 0782  744324

C OM  M S E  2
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have to fight lire with fire.
Nothing is sale from vicious
terrorists who rule the skies

and the seas.
When an ultra-sensitive top

secret package absolutely.
positively has to gel through. there's only
one man for the job - VOW

• C o d e n a m e :  HYDRA
Doomsday Devices, Crown jewels, Mutant

Virus Strains - they all need to be loaded on
board your special craft and rushed to their
next destination.

Your missions will take you all over the world.
and Its not plain sailing!

Using your Hydracraft's supercharged speed
and fire power. you must blast your way

through enemy jet skis, helicopters. boats.
zeppelins and hovercraft. And to make your
life really difficult, a terrorist mercenary The

Shadow" - lurks at every corner ready to steal
your precious cargo.
Heart-pounding excitement, explosive action

and superb sound and graphics-  HYDRA delivers!
-
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Based on the smash hit coinap!
Stunning speed and graphics!
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EDITION

THE GAMES
SUMMER

Klux, 1 4 . 9 9  disk
litorolooso)

With the Olympics looming
again — next year in Barcelona
— there'll no doubt be plenty of

e g in g io n t ,
zzAp! 6 4  AUGUST 1991  •  NUMBER 7 6

•  Loads of games for not much cash!1
BUBBLE
BOBBLE
rho Hit  Squad, 1 3 . 9 9
(Ro-rote leaseen

Bubble Bobble's tale of the
twin brontosauruses first
appeared on the C64 in 1987,
an out-and-out classic that
easily swiped a Gold Medal
(97%, Issue 30). Of course
even by then non-scrolling,
platforms-and-ladders coin-ops
were rather old-hat, but Bubble
Bobble was different. Very
different.

The basic idea on each of
the 100 screens is simple kill
all the monsters! But rather
than zapping the various
walking or flying baddies with a
ray-gun, in Bubble Bobble you
blow bubbles I f your aim is
good the baddie is neatly
trapped inside the bubble (well,
they are dinosaur bubbles!).
and helplessly drifts upwards.
To kill the monster you jump
on the bubble and bonus fruit
is thrown out for you to collect.
However, if you miss the
bubble the monster begins to
struggle and eventually breaks
free It now becomes a very
angry, red monster which
Oases after you at great
speed! There's no time limit to
complete a level, but
eventually all the monsters get
angry and Baron von Blubba,
an indestructible baddie, joins
the chase.

There's no reason to be too
quick killing the baddies
though, drifting letters can be
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collected by jumping on
Spell out E-X-T-E-N-D for an
extra Me and skip a level. Also,
at least two bonus items
always appear per level and
some give you faster speed,
more bubbles or skip a dozen
levels or so. So while some
people try and rush through.
getting as far as possible.
others go for bonuses

Bubble Bobble is far from
easy though, there's a large
variety of monsters from flame-
breathing ghosts lo flying
sharks to space invaders — all
with their own attack patterns.
It's a classic game and one of
the very few which are
excellent with two players.

Unsurprisingly this got a
complete rave from all three
reviewers, Julian's comment
was typical. 'one of my
favourite arcade games
maddeningly addictive _ so
much depth and so many
different features simply
superb.' Indeed when it was
first released on budget the

CREDIT5

to 98
the ga I I  scored
the graphics were never
amazing even in the coin-op
and they're certainly not
awesome today_ They are last,
cute and effective, though,
while the accompanying music
and FX are superlative (yes,
it's another Software Creations
conversion!) Of course it's no
mega-blasting Turrican,
does look a little old, but
gameplay is great and the two-
player mode is terrific.
Unmissable

Fans of the series will be
pleased to know the third in
the Bubble Bobble series has
been released in the arcades
Called Parasol Stars, our
heroes are this time armed
with umbrellas! Ocean seem
likely to be converting it. The
only question is. after Software
Creations work on the original
and Graftgold's superlative
sequel Rainbow Islands, who's
brave enough to handle it?

Mil /MALL 9 4 %

multi-event sports games
coming out. In the meantime,
here's a disk rerelease of one
based on the last Olympics in
Seoul (the cassette version has
been out on budget for some
time). There are eight varied
events (muttiloaded from two
disks): diving, gymnastics rings,
asymmetric bars, hurdles, pole
vault, hammer throw, archery

and velodrome cycling. Sadly
the latter is the only event to
allow simultaneous two-player
action, otherwise it's taking
turns with up to eight players
chasing the medals.

As with any game of this
type, Summer Games had to
bear close comparison to
previous classic Epyx multi-
eventers, and first time around

didn't exactly run away with a
Gold Medal, getting only 49% in
Issue 44. Kati contemplated that
Epyx 'must really be getting
desperate trying to think of
more sports to simulate.' Paul
Glancey found some of the
graphics 'suffer from a bad
attack of the blobs, and hardly
any of the events require that
much skill.'

A neat Olympics opening
sequence does add some
panache, but most of the events
are poorly implemented
requiring little skill. Not a patch
on the excellent Summer
Games,

OVERALL 4 5 %

GHOS1BUSTERS
II
The Hit  Squad, 1 3 . 9 9
(tforoloaso)

Sigoumey Weaver's had her
baby kidnapped by the evil
Vigo, and if the four
Ghostbusters can't rescue it
there'll be hell to pay.

In the first multiloaded level of
three, Ray Stantz is winched
down a sewer airshaft. Armed
with a plasma gun and force
wall he must collect the parts of
a special scoop on his way to
the bottom. Nasties include
huge green arms reaching Out
from the walls and ghosts which
gnaw away at the winch rope.

On level two you must use a
fireball to shoot ghosts and
protect the Statue Of Liberty
which is walking down
Broadway! Shot ghosts release
energy slime which can be
picked up by people — sent
forwards/backwards by
pressing the space bar. The
final scene is in the isometric 3-
D Museum Of Art where you
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must rescue the baby.
This total load of slime

received a paltry 39% in Issue
58, with Robin calling it  'A very
bad value for money package.'
Stu was equally scathing.
finding the three sub-games
'completely lacking in the
gameplay needed to make a
good game.'

The first level is a doddle to
complete, the second has some
limited shoot-'em-up playability,
while the final scene is, in
Robin's words, 'hideously bad
to look at and play,' It's certainly
enough to scare off most
gamesplayers!

OVERALL 3 9 %

VINDICATORS
M e  Hit  Squad, £ 3 . 9 9
(Rerelease)

It's ironic that while Dominic
Wheatley takes time out to slag
magazines off as 'vultures' in
the trade press his company's
Vindicators should finally arrive
on budget. This Domark release
began life as a tape/disk
conversion but was abruptly
rushed onto cartridge for a GS
craze which never materialized.
Recently it limped onto tape/disk
compilations and is now making
one last effort to attract your

M e  Hit  Squad, £ 3 . 9 9
Re:release)
Yawwwrilui! How tedious! The
movie of course, not the
wonderful game. I didn't think
much of the movie on video,
but while seeing it again on TV
I almost fell asleep Fortunately
the computer game version
didn't need to pay much
attention to the David Mamet
script, it just went for the action
and boy did it succeed!

The game Is split into five
levels, each a tough
multiloaded game in Its own
right Fortunately If you
progress a level you stay on
the new level when you die —
you only have to go back to
the start If you pull the plug.

The aim of the game is for
the four Untouchables to
arrest Al Capone for
smuggling whisky during the
Prohibition of alcohol in
America The first stage is one
of the toughest. a sidu-on view
of a warehouse packed with
bootleggers. Ness is on his
own and must collect ten
pieces of evidence, each
carried by a white-suited
accountant The tricky bit is
that if you shoot the
accountant in the wrong place.
the evidence falls into another
crook's hands and he makes
off with it smartisht Ifs
fiendishly tough with a tight
lime limit but utterly
compelling.

Level two has all the
Untouchables present, which
basically means if you've

taken a lot of damage you can
select a new character with
maximum energy You're at
the bottom of the screen
armed with a rifle, before you
are various crooks hiding
behind crates, vans and so on
Pick them off using the sniper
scope at the top right of the
screen You can roll left/right
besides moving the sight in
any direction while you're
stationary.

Stage three is another
simplistic shoot-'em-up, this
time set in a series of alleys —
again packed with
bootleggers. You're armed
with a double-barrelled
shotgun. The idea is to pop
out from behind a wall, aim,
fire and then take cover to
reload Simple, but good fun

Stage four may not seem
that much more complex, it's
an overhead-view, downward-
scrolling section where you
must take out the baddies
while keeping a pram out ol
trouble, but it's a Illdsterpleco
of demonic programming The
villains always attack the same
way. However, working a w,iy
of keeping the pram from
toppling over while shooting
the viltalriS (and not the
innoeents) is a real hair-pulling
toughie It's worth ii though,
because included in this load
is a first-person perspective
screen where a baddie holds a
gun to someone's head You
must carefully aim your
massive revolver to blow the
villain's brains out

The final load is similar to
the alley scene, only now
you're chasing a key Capone
henchman across a rooftop

Each time you hit him you
move forward a bil until
eventually he takes a dive off
the edge!

Programmed by the Navy
SEALS team of John Meagan
(code) and Steve Thompson
(graphics) this earned 96% in
Issue 55 Stu called d 'a
spectacular combat game t h e
music is brilliant: using a variety
of famous period tunes' Robin
enthused, 'Individually the
screens aren't that original but
brought together they offer
great variety and long-lasting
appeal.'

Sadly because of the off-
beat licence and long delay
after the movie's release The
Untouchables was never a
massive seller. Strangely
enough 1 hasn't even
appeared on a compilation,
but with five varied, action-
packed loads this is a true C64
classic Don't moss it this time
around!
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money on budget.
The basic idea behind
Vindicators is as threadbare as
the game concept, a truly
mediocre coin-op picked up for
the simple reason coin-op
conversions sell. There seems
to have been no effort made to
enhance the gameplay, there's
no graphical glitz or
programming polish whatsoever
and clearly nothing to show off
cartridge power since it fits Onto
tape unchanged.

For the record there are
fourteen space stations, each
viewed from above with one or
two players in control of tanks
which destroy the baddies,
dodge mines and collect exit
keys — as well as bonus stars
to spend on tanks upgrade. It's
dull, repetitive and got 35% in
Issue 70. The passage of time
makes it no less appealing even
on budget.

OVERALL 3 5 %

'ILI ILE Ft "-( t u f t  yam

BUFFALO
BILL'S
RODEO
GAMES
Microlfalue £ 2 . 9 9
cassoiPte, £ 4 . 9 9  disk
(Retreleaso)

Tynesoft is sadly no more and
truth to tell not many of their
games were that great but
Rodeo Games is at least
above-average. In the Epyx
style it's basically a compilation
of sub-games linked by an
overall theme. Up to four
players can compete, each
taking turns on the sub-games
(sadly there are no
simultaneous two-player
games). You can play through
all seven events or pick a
selection at the start. Each
event takes a fair old time to
load though, so it's fortunate
there are superb title screens.
You can also retry each event
as many times as you want.
which can lead to arguments if
you're in competition'

The first event is Trick
Shooting, a simplistic shoot-
'em-up where you aim a cursor
at pop-up targets — shooting
innocents costs you points,
though! Knife Throwing is next
and much the same as that in
Fiendish Freddy, albeit not as
impressive. Your assistant is
strapped to a rotating wheel and
you must throw knives to hit as
close as possible without
bringing the event to a sticky
end. It's fun although there's a
long delay between pressing
fire and the knife arriving!

Calf Roping is event three
and shows an overhead,
horizontally-scrolling view of
you pursuing a calf, Guide your
horse to avoid various obstacles
while moving close enough to
attempt lassoing the calf. The
graphics aren't great and the
lassoing frustratingly trick.
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Event four, Bottle Shooting, is
better. Against an impressive
backdrop a cowboy throws
bottles one after the other_ Aim
the cursor to hit them before
they hit the ground.

In Steer Wrestling the arena
horizontally scrolls past in side-
on perspective, and you must
bring your crudely drawn horse
close enough to the steer to
jump on. As with calf Roping it's
not easy to make contact so not
everyone will get to the joystick-
waggling wrestling bit. Event
six, Bronco Riding, shows a
side-on view of a bucking
bronco. Arrows flash up to show
which direction you should push
the joystick if you want to stay
on! Not bad graphically but
basic gameplay-wise.

Finally there's the
Stagecoach Rescue, again
side-on with a nice background
but graphically disappointing
otherwise. Waggle to bring your
horse close enough for you to
leap aboard the stagecoach.
Then it's a simple slugfest with
the blocky Indian. And that's it.
whew!

In Issue 54 Rodeo Games
got 80% with Randy enthusing,
'Each sub-game is playable...
brought together in one
package they add up to value
all round.' In retrospect the
rating seems slightly high: on
cassette the multiloads take
ages and there's a fair few duds
among the games with none
particularly outstanding.
However, there's some nice
presentation, including a vaned
bunch of good tunes, and it's
fun for a while with two or more
players competing.

OVERALL 6  7 %

IMPOSSAMOLE
G IN, £ 3 . 9 9  ( iterelease)
While other characters such as
Thing, Rockford and Jet Set
Willy have gracefully gone into
retirement, Monty Mole keeps
his not inconsiderable snout to

the grindstone in the eternal
hope that yes, one day, this
half-blind rodent will someday
overshadow that other platform
superstar — the rotund Mario.
Unfortunately the prospect of
Monty sleeping bags,
lunchboxes and anatomically-
incorrect dolls was not
significantly increased by this
latest surfacing of old twitchy
whiskers.

The scenario is, uhm, a tad
weak. You see. Monty was
holidaying in the sun when —
erhh — aliens arrived, in a flying
saucer of course, and they
kidnapped him because he was
the Chosen One. And what did
this entail? — untold wealth and
a lifetime cruising the galaxy?, a
natter with Whitley Streiber?
No. none of the above. He was
Chosen to taken on the Five
Evil Guardians, each of which is
located at the end of a generally
horizontally-scrolling platforms-
and-ladders level packed with
all sorts of villains! Well, there's
a shock!

If you can swallow that, you'll
be glad to know each of the
multiloaded levels has a
different theme, from Klondike
mines to the Orient to the
Amazon rain forest. These can
be attempted in any order,
except for level five which only
be played when all the others

have been completed. There's
the usual array of baddies
which must be avoided or shot
— you buy weapons and food
from friendly shops.

In Issue 62 Phil thought
Monty's comeback
'disappointing', he liked the
variety of the levels but thought
gameplay was too tough. Robin
was no happier: 'the game
ideas have undergone very little
improvement', and the
consequence was a reasonable
69D/o for this somewhat stale
blast-from-the-past. Now on
budget Monty has picked up
little in the way of glamour, he's
still a rather dull sprite and the
backgrounds are reasonable
but never thrilling. Nevertheless
there is a big challenge,
competently programmed by
Core (of Rick Dangerous fame)
and fans of this genre will
welcome it as a bargain.

OVERALL 6  It %

BEVERLY
HILLS CATS
111-Tec Software, £ 2 . 9 9

This is, as they say in
Hollywood. a 'star vehicle' for
that streetwise feline, Top Cat.
One of his gang. Benny the
Ball. has inherited a huge
fortune because the true heir,
Amy, has gone missing and
Benny is next in line. In short
order Benny moves into his new
Beverly Hills mansion.
Unfortunately Snerdly, the
butler, is next in line for the
fortune and has a sneaky plan
to eliminate Benny!

TC embarks on a search for
the missing Arny so she can
gain her rightful inheritance and
Benny can be saved from that
dastardly Snerdly! In the first
part of the game TC must
round-up his gang and find a
bone to distract Crusher the
Dog so they can escape to the
next level.

The game has an angled
overhead view without much

regard for proper perspective —
irksome when you're trying to
be precise avoiding hazards
such as bouncing bombs, rolling
barrels and skateboarders who
steal any objects you've
collected! The graphics aren't
too bad, colourful and cheerful.
However, the accompanying
tune is rather basic. Gameplay
isn't too sophisticated either.
consisting simply of exploring a
largish flickscreen maze,
dodging the baddies and
picking up the vital objects. It's
tough with just a single life and
isn't hugely addictive, but not
too bad either and acceptable
enough fare for mapping-
minded fans.

OVERALL 6  0 6
/o

TOOBIN'
The Nit  Squad, £ 3 . 9 9
inereleasel
This Tengen coin-op conversion
features two cool dudes called
Bit and Jet. These guys are so
cool they don't need flashy
sports cars to pose in but prefer
alternative transport, cruising
down the downwards scrolling
river on old tyres — controlled
by rotating left/right and
paddling forwards/backwards.

The only problem is that this
river is up to British water
standards, le full of hazards like
tyre-bursting twigs, sewer slime
(yukl) and even torpedoes — not
to mention hungry crocodiles! If
this weren't enough the guys
also have to avoid fishermen's
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NEW
ZEALAND
STORY
Tho Hit  Squad, E 3 . 9 9
(Romtoasts)

On the strength of this
conversion. in-house Ocean
programmer Richard Palmer
was picked to handle the C64
RoboCop conversion. His
abrupt decision to leave the
company plunged that project
into chaos, probably resulting in
the abandonment of a
Spectrum conversion in favour
of the more original, console-
flavoured project by Painting By
Numbers.

New Zealand Story helped
establish Richard's name with a
93% Sizzler In Issue 53. Like
Rainbow Islands, New Zealand
Story was a Taito coin-op with
huge playability but not
particularly spectacular
graphics — tailor-made for
computer conversion really.

The star of the show is Tiki
the kiwi who once quite happily

lines, kamikaze penguins and
angry cavemen on the river
bank. Sometimes pollution can
come in handy, though: empty

lived in a zoo. Then one dark
day a big blue walrus came
visiting and sadly he didn't
quite understand the concept of
a zoo — he thought it was a
fast food restaurant! Anyway
he scooped up 21 of Tiki's
friends and made off with
them, intending to roast them
for tea.

Tiki's quest to save them is a
true epic consisting of twenty
levels split into groups of four or
so for multiloading. At the end
of each group there's a mega-
monster such as a whale in ice
and an octopus! Initially armed
with a bow-and-arrow, Tiki
must take on boomerang-
throwing toy soldiers, teddy
bears on flying platforms (which
you can steal), penguins riding
geese and much, much more,
To begin with, the levels are
fairly simple: just run
rightwards, shoot the baddies
and soon enough you've found
the caged kiwi you must free to
complete the level. The game
soon gets more complicated
with some huge,
multidirectionally scrolling

beer cans found
floating in the water
can be thrown at the
flashes. The game is
a single load and its
eight levels, ranging
from the Antarctic to
hell's River Styx, are
repeated in mixed
order,

In Issue 58's
original review the
game received 75%
with Robin
appreciating Teque's
conversion,

'capturing the humour of the
coin-op, with humorous and fast
graphics.' Phil also loved 'the
way Bil and Jet paddle like mad

ZZAPI 6 4  AUGUST 1 9 9 1  •  NUMBER 7 6
mazes. As you'd expect of
Taito there's loads of bonus
items, from power-up weapons
such as fireballs to extend time
to invulnerability. You can even
steal a spaceship and go
zooming around in that!

Steve Walid's graphics are
superb, perfectly capturing the
coin-op's cuteness with Tiki
himself looking rather like
Cutey Pie! Jonathan Dunn
does his customary class job

with the music, a simple but
entertaining soundtrack which
really adds to the atmosphere.
Richard Palmer's programming
provides some fast, slick
scrolling and although a tight
deadline resutted in a fair few
bug-ettes this is a great game.
Robin raved that it 'overflows
with fun, feathers and fantastic
playability' in back then, and it
still does.

OVERALL 9 0 %
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while trying to evade crocodiles
etc.' The humour is definitely
the game's best point and helps
to make up for a lack of
graphical detail and simplistic,
eventually repetitive. gameplay.
Good splashing fun while it
lasts,

OVERALL 7 2 %

CABAL
lho Hit  Squad, £ 3 . 9 0
(lloroloaso)
This rather obscure TAD coin-
op made for a surprisingly good
C64 blaster. Looking rather like
Op Wolf, Cabal plays
significantly differently as

there's no scrolling. There are
instead 20 static screens on
each of which you must
demolish all the key buildings to
progress to the next level_ Your
man is at the bottom of the
screen and can run left/right
while the cursor for his
machine-gun can be moved
up/down. If you think your man
is okay behind a bit of cover you
can hold down fire to move the
cursor in any direction. Bullets
are unlimited, unlike grenades
or special weapons,

It's good, clean fun which
soon has you sweating buckets,
The static backgrounds are
attractive if unspectacular, but
the various helicopters, tanks
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BLOOD
MONEY
Sizzlers, E 3 . 9 9
(Iterelease)

A bit of a cheek this, methinks,
but at least the first game on

's new budget label
endorsed or
ith us — actually

PI Sizzler. In
twice, first on the
on the C64 with a

ellous conversion of
ains one of the

Am b e s t  shoot:ern-ups
It's not quite so
groundbreaking on 8-bit —
four big levels and some
imaginative graphics aren't
new for the C64 — but it's still
pretty special.

The typically insane scenario
concerns tourists paying good

money to visit four multiloaded
planets inhabited by some of
the universe's most fearsome
defences, Each planet
provides its own vehicle in
order, there's a helicopter,
submarine, jetpack and
spaceship to master. What's
more you can being along a
friend for simultaneous two-
player action The graphics
vary dramatically between
worlds but more impressively
are well thought-out within
levels the machine, undersea,
ice planet and biological levels
keep solidly with their themes
creating a strong sense of
atmosphere.

Once you've got used to the
stylish graphics, you can begin
collecting the blood money
deposited by destroyed aliens
— often competing with your
friend — and then spending it

at shops for add-on weapons
such as three-way fire, rear fire
and bombs_ You'll certainly
need it with a slick scroll
effortlessly switching from
horizontal to vertical, reverse-
control radio transmitters and
some particularly good end-
level monsters.

In Issue 63 Robin praised the
programmers, DMA Design,
who 'made it fast, they've made
It Immensely playable and
they've made it brilliant.' Phil
liked the 'astounding graphics',
inevitably found his greedy
nature provoked by all the
spinning coins and summed up,
'Bloody amazing!' Barely a year
later the game still looks and
plays extremely well, with the
only question being should we
increase the original mark of
93%?

OVERALL 9 3 %

1
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and soldiers are nicely
animated — watch out for the
gunship copter! There's also
some great mega-villains to
take on. Although it's not as
technically impressive as say,
Predator 2. it looks good and
plays hard. There isn't much
variety but at this price that
doesn't matter so much.
Anyone who missed it first time
around should definitely catch it
now.

In Issue 56 it got 89% with
Robin raving, 'Gameplay this
fast and furious shrugs off
accusations of simplicity and
unoriginality it 's great fun
period.' Stu agreed. 'The action
is fierce and relentless. Running
left to right, from cover to cover,

Dear Newsagent. I would be eternally grateful if
you would reserve my copy of ,IL4f ' e v e r y
month, starting with the September issue — on
sale August 8th. Yours sincerely, etcetera,
etcetera.
MY NAME
MY ADDRESS

MY FAVOURITE PAIR OF TROUSERS

1

while all the time blasting.
soon has you bathed in sweet

So get sweaty now with Cabal!
OVERALL 7 %

COMING! SOON!
Another fab issue gone, but

the next one's going to be
even better w h y  just feast
your peepers on the following
mega-fantastic features
planned for the very next ish...

LORDS OF MIDNIGHT conquer
MEGATAPE 2 1 1  It's finally here, a
classic confrontation between good
and evil which can be played as an
adventure or a strategy game or both!
You can't miss this brilliant Sizzler.
only on next month's ZZAP!
Megatape.

EXCLUSIVE! Playable Demo Of
WINTER CAMP! Maximus Mouse
returns in a superb musical sub-game
featuring a star appearance by Clyde
Radcliffe from Creatures!

EXCLUSIVE! A full review of
ALIEN STORM! US Gold's stunning
Sega coin-op conversion has been
polished into a real dazzler which is
given the full in-depth ZZAP!
treatment in Issue 77!

EXCLUSIVE! Playable Demo Of
LOGICAL! Yes, we know we
promised this last month but the
German programmer was
apparently called up! This slick
puzzler from Rainbow Arts is
coming soon and if we all close our
eyes and wish very hard we'll have
a demo next munt

Also reviewed in the next ZZAP!
we hope, fingers and all other
appendages crossed, for
Terminator  2 ,  Mercs , Tok i,
Wa lle d, 3 - D  Construction K it ,
Radicand, Thunderiaws, Logkai,
Last Battle, Robozone,
Speedball 2,  Sarokan and much
more besides.

Yes! It's True! Rrap, Budget Blitz,
Stuff, Previews, Reviews, Playing Tips
and all your other faves return for
another special appearance only in
Z A P !  It's cost a bomb in licence
deals, bribes and lots of other things
we can't mention here, but we've
done it! Hurrah! (Yep, it's been a long
issue, readers — Ed.)

Whew! We've run out of space, but
believe you me there's lots and lots
more in the stunning September
ZZAP! so get down to your local
newsagent on August 8th for ZZAP!
Issue 77!

•  Alternatively (as we always say in
this pail of the mag), fill in this tidy
little form and reserve your copy to
avoid any tragic disappointment.
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1 4 4 CP SDRAFT 9  PIN

CITIZEN IZOD +
Ins  Citizen 1200 • i s  one ol the UK 's  be$t s oil ing
uhnears I t  has  a s ty lish appear ance and excellent
Whim s  and per formance for  Such an inexpens ive
Metier Th e  1200+ i s  available with either  a ser ial

parallel inter lac e and is  an ideal  Wm  pr inter
•  9
-
p i
n  
P
r
i
n
t
h
a
a
d

• Print Spe e d 744cps Ora n
• 30cps N LO
• Epson 4  IBM  Gra phics Emula tion
•  Pull Tra ctor & Bottom Fe e d
• Superior Gra phics -  240x218dpi
•  FREE Sta rte r Kit
KRP   1 2 3 3 6 3
STARTER KIT E 2 9  95

TOTAL RRP 1293,71
SAVING 012 .20

SILICA P I KE  a n a t
. .  •  
V A T  
—  
£ 1 5 1 .
5 8

£129

CITIZEN PRINTERS

1 4 4  CPS 0 1 1 ADRAFT &n i t  PIN

CITIZEN IZAID
The award winning Citizen 1240 br ings  high gush.
ty 24-pin dot matr ix  fe inting wil lun every computer
users reach I t  is  the ideal choice where Pugh quali-
ty onn ting  ' s  required a l  a  budget pr ic e
•  2 4 •pin Impact Printer
•  Prin t  Spe e d 144cps Draft
•  2  L O Fonts (4 8 cps)
•  AK Bu lle r
•  Epson,  I BM & NEC Pil+  Emula tion
•  Advanced Pa pe r Pa rking
•  Supe rior Gra phics •  3607,360dpi
•  FR EE Sta rte r Kit

ARP ,  •  1 .2 1 2 3 1
STARTER KIT E 2 9  95

TOTAL MP: 132253
SAIMeG 0 1 2  20

SILICA M KT : 1210.33

PRINTER
ACCESSORIES

SHEET FEEDERS
PRA1 200 1200  1 7 1 . 3 8
PRA 1215 I N D I U M  9124 1 1 1 1 , 7 9
PRAl228 1240/Sivel l2 4    £ 4 2 . 0 0

SERIAL I NTERFACES
PRA 1189 1200+ 1 5 6 . 4 6
PMAl209 Swift 911240 £ 3 2 . 7 5
PRA 1709 Swift 24 . . .  t 2 8 3 1

PRINTER STAND
PRAl242 124015wi11t 9rI1 £ 2 4 1 E 1

O RI G I NAL R I B B O N S
RIB 3520 1200iSwift 9  Slack 1 4 , 1 1

B 3924 124015w1f1 24 Mack _ 1 4 3 0
R18 3936 Swift W I  Colour 1 1 5 9 3

COLOUR KI TS
PRAl236 Swift 9124   1 3 9 . 0 5

All p r a m  in tru d e  VAT an d  F ro g  d e live ry

£179

Silica presents some great
offers on the award winning
range o f  high quality  dot
matrix printers from Citizen.
Each Citizen printer is built in
the UK to exacting standards,
ensuring superb reliability
and a  very high quality of
output. Our confidence in the
quality of Citizen printers is
such that we are pleased to
offer a  unique tw o  year
guarantee with every printer.
Plus, if  you purchase your
Citizen printer from us, we
will give you a Silica Printer
Starter Kit  (worth C29_95),
FREE OF CHARGE!

1 9 2  CPSDRAFT 9  PIN

SWIFT 9 - COLOUR!
The Citizen S wift 9 is  per fec t for  those who require
high quality  dot matr ix  black  or  colour  pr inting at a
budget price- The  pr int quality  of Swill 9  r ivals Mal
ot other  m enu lec tuhr 'S  2
4
-
0 I h  m i n d e l a

•  9 -pin impa ct Printe r
•  Print  Spe e d I 9 2 cps Dra ft I R I M
•  3  NLO Fonts (4 8 cps) C O L O U R
•  8 K Buffe r i ,  K I T
•  Epson & I BM  Graphics Emula tion
•  Advanced Paper Pa rking
•  FR EE Sta rte r Kil
•  FR EE Colour Kit
RRP E 2 8 1 1 . 1 3
STARTER tr l
,  
£ 2 9 .
9 5

COLOUR K IT E 4 4 . 6 5
rrnm. M P
-  
t 3 6 5
4 3

S4vifit7  033 35
M e e  PRICE: t212.118 i

,  
i VAT 
=  
C 2
2 2 .
0 0

2189

FREE DELIVERY
Nam Day - Anywhere in the UK mairaanft

FREE STARTER KIT
WOilti E2995 _ With every Citizen printer from Silica

FREE COLOUR KIT
Worth E3995 Wit h  Swirl 9  and Swift 24 pnnters

2 YEAR
WARRANTY

S Boa oiler a 2  year warranty including the ve la r heed)
With every Citizen printer puichaseft from Seca

WINDOWS 3 . 0
Free Windows 30 *river • in the &Ina Staler Kit

FREE HELPLINE
technical support rieraline open dump Ace  hours

MADE IN THE UK
0,2.1 pouters are manulactured lo nigh standards

1 9 2  CPS O S ADRAFT A I M  PIN
V . . ,  t

P ri e rh ,

SWIFT 24. COLOUR!
The Citizen Swift 24 is one of Europe's best sailing
primers and N is  won awards  inc iuding P r inter  Of
The Veer l e e ° .  Its  r apid pr int s peed, qual i ty  and
black Or colour  options  M a k e  i t a  neutral choece.

•  24-pin Impa ct Printe r r
m i t e
•  Print  Speed 192cps Dra ft
•  4  N W  Fonts (6 4 cps) C O L O U R
•  8 K Buffe r K I T
•  Epson,  I BM  & NEC P6+ Emula tion
•  Advanced Paper Pa rking
•  FREE Sta rte r Kit
•  FREE Colour Kit
RRP £ 4 2 8 . 3 6
STARTER KI T  E 2 9  BE
COLOUR K IT f 4 4  66

TOTAL RRP: EM U S
SAVING E 199  15

SILICA Pa la : 1E30433 1 + VAT— E 304 33

E259

Every Citizen printer from Silica, comes complete with the Silica
Printer Starter Kit,  Including everything you need to get up and run•
ning with your new printer immediately, FREE OF CHARGE!
•  314" Dual Format Disk with Amiga & ST Printer Drivers
•  3Vr" Disk with Drivers tot Microsoft Windows 3
•  2 Metre Parallel Printer Cable
•  200 Sheets of High Quality Continuous Paper
•  200 Continuous Address Labels on Tractor Feed
•  5 Continuous Envelopes on Onto! Feed
If you already Own a printer. and would likes Silica F
-  l i e 'Starter Kt, you may Viler pia (rat KIT 5000i for Me soeca
S.ca Price co E24,95 - £5 off RAP

NORMAL R APE29.95

FREE! STARTER KIT

I SILICA SYSTEMS OFFERS YOU
• FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the UK.
•  TECHNICAL SUPPORT HELPLINE: Team of PC technical experts at your service
•  PRICE MATCH: We normally match competitors on 'Sam e product - Same price" basis.
•  ESTABLISHED 1 2  YEAR S: Proven track record in professional Computer sales
•  fl 3 st  TURNOVER (with e d  s t i l e  Solid and reliable with maintained growth
•  BUSINESSIEDUCATOONCGOVERNMENT: Volume discounts available for large orders
•  S H OWR OOM S !  D e m o n s tr a t i o n  a n d  tr a in ing  fac i l i ties  a t  ou r  London  6  S ic ic up br anc hes
•  T H E  F U L L  S T O C K  R A N GE :  A l l  o f  y our  P C  r equi r em ents  fr om  o n e  Supplier .
•  FR E E  C A TA L OGU E S ! Wr i t  b e  m a i l ed  to  y ou w i th  o tte r s  a n d  s oftwar e/per ipher a l  deta i ls .
•  PAYM ENT By  cash, cheque and a ll Mitter credit cards
Bet010 yot,, de cide  wh e n  to  b u y vOur ne m prinsar we  sugge st yo u  th ink ve ry cre e tu lly abOul WHE RE  yo u  buy It
Conlidle r wh e t if will be  Ile s a fe w Mo n th s atte r you h ave  Mad e  yOuf p u rch ase  whe n  you  may ' vin are  Bdchtional
pe riphe rals Or So ftware , o r an n .! te ch n ical he lp an d  ad vice  An d  e rn  the  co mp an y you buy horn CO M O  you wrth
d e tai l  of n e w p ro d u cts'  At Sil ica Syste ms. wa OPSWO th at you  voll h ave  nothing to  wo rry ab o u t S i l iCa Syste me
a  one at the  UKs lassong ,ndape roan t compute r de ale rs and  p re vai l ) I  cluailly se rvice  I o wa n  at flO'n•  in  e ducation
and in busine ss througnout the  ne rion S i k e  have  been e ttalokshe d Vol Over 12 ye ws an d  have  an annual turnove r
of £13  million Wi th  Our u n rivalle d  e xp e n sive  e nd
vibe :ruse  we  can  now O a "  to me e t our CUEIO n
,
We
re quire me nts with  an  une e nitanding which is seCOed
CO n e n . Bat don I u st late  our fe e d  tor 11 Co mp le te
sno re tu rn  th e  co u p o n  n o w, t a t  O u r l ate st F re e
M K
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LONDON SHOP:
O pl i n i rgLONDON SHOP:
Dpe tTlo HoursSWOP SHOP:
Opening Hawk

1-4 The Mews, Hatherfey Rd. Sidcup, Kent. LIAI4 40X T e l: 001-309 1111
e le e e e r 9 0 0 are a0 0 e rn  N o  Late  Ntgle  O p e n .% F e s  No  O al-le al o we

52 Tottenham Court Road, London. 011P ORA T e l :  071-510 4000
Man-Sal 930ern-603prn  N o  Late  Nikh l O p i n
y
g  F a y  N o  
c r m a z a  
e r r

Selfridges me noon. Oxford street, London. W1A 1AB I N:  071429 1234
mo n -s•  0 3 0 ame n O p h  L e e  Night. th u n d e r/  wai l  awn  E f  unman. S ata
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PLEASE SEND CITIZEN PRINTER INFORMATION
Mr/PArsiqvis

Address

Initials

Polak-Doe,

Tel (VVork):

Com pany  N a m e  fi t  appl ic able) .

Which compuieffst, if  any, do you own?
mewl N a m  E o n  E m s  m o o  m o o  a m  a m  N E N

• P l a n e  l e IMM w e  m e w  ,
e 1  
l a d o I l i e l l o r m
a r n

4 0 t  • r s . 1  • p g c . r . h a r .  0 . 1 0 .

Surname
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Vidi N o  1 in UK & Europe (Leading the way forward)

Get the most Out of your Amiga by adding:

IPC
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The Worlds ultimate creative leisure product for your
Amiga. Capture dynamic high resolution images into
your Amiga in less than one second.

And Look No Filters
Images can now be grabbed from either colour

video camera, home VCR or in fact any still video
source. The traditional method of holding three
colour filters in front of your video camera is certainly
a thing of the past. Because Vidi splits the ROB
colours electronically there are no focussing or
movement problems experienced by some of our,
slower competitors. Lighting is also less of an issue • - ---
as light is not being shut out by lens filters. Put all
this together with a n  already proven Vidi-
AmigaNidiChrome combination and achieve what
is probably the most consistent and accurate high
quality 4096 colour images ever seen on the Amiga.

The colour solution is fully compatible with all
Amiga's from a standard A500 to the ultimate A3000.
No additional RAM is required to get up and running.

You w ill  s e e  f rom independent review
comments that we are undoubtedly their first choice
and that was before the complete solution was
launched. It you have just purchased your Amiga
and are not sure what to buy next, then just read
the comments or send for full review and demo disk,

• Actual unretauched digitmed screenshot
-Features

•  Grab mono images from any video
source

•  Capture colour images from any still
video source.

•  Digitise up to 16 mono frames on a
imeg Amiga.

•  Animate 16 shade images at different
speeds,

•  Create windows in both mono & colour.
•  Cut & Paste areas from one frame to

another.
•  Hardware and software brightness &

contrast control.
•  Choice of capture resolutions standard

& Dynamic interlace.
•  Full Palette control.
•  Add text or draw within art package.

Visit us at the 16 Bit Computer Show, Novotel Hotel, Hammersmith,
12th • 14th July 1991 Stand No. 101.

The best
Amiga di i ti s e r  h a d  the
technicolourg treatmen
has t. V i a l  
m u s t  
b e

one of the most exciling peripheralsYou can buy tor your Amiga

Vithen I first saw Vidi
'in the flesh '• as it were, at the CES

show last a s

 it looked to be
the answer to a frustrated Digo View
Owner's drownsf a c t  to see

pictures appear i ng n  scr een
without the customary t o
wo m i n u e s
Watt seemed a/Most too

true. I  have consistentlygood to be p
r
oduced
more good quality pictures in theshOrt tirne I have had tridi

 iew t h a n  I everdid with Cligiv

Now unde r  norma l
circumstances cheap usuaify meaPoor quality but this

 with i s  not the c
%al ba  Why? cos Vidi•Amig

is the best digitiser for ander 1500'and I've tried them all.

V W h e r e  ques a l  •
is concerned. i di  produces some
the b t  results e n  on ' ritiser at any I ' v e  se a n price.

The latest addition to the Pomba/co
is called tricti-RG8 and bring t his satready impressive pack

realms ° ,  t ot a l l y  a g e  to the
a
m
a
z
i
n
g

CONCLUSION: Who will find Vidi-
Amiga

to thusful? The answer i s  is

a e

lmost anyone with a vicieo
 passin
g r
e c o
r d e
r
,

or camera and a i n t e r e s t  in
g r a
p h i
C S
•

Limited

. . •
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1 IlucasfilmA.IS Gold)

Did you know that Lucasfilm have
made this game into an American TV
show? Well you do nowl A classic
game from the masters of graphic
adventures. Here's the complete
solution

right to the loose panel u
4. Pick up the cassette tape and exit both 1 8  Now you must act qu y
rooms i s  out of his mom, pick up the hamster g a m e  position again

Take RAZOR to the mailbox and move a n d  the card key behind it from his room 2 6  Enter EDNA's room and quickly go
- el) into the mansion As VD,  push the O p
e
n  t h e  p i g g y  b a n k  
a n d  p i c k  
u p  a t  
l e a s t  
u p  
t h e  
l a d d e r  
o n  
t h e  
r i g h
t

atit gargoyle and taim DAVE into the o n e  dime If ED catches you then reload 2 7  Turn on the light and pull the picture
28 Switch to the person in the marethe hatch

asement_
Turn oil the light switch, go to the tar

lett end pick up the silver key Don't
touch the tuse box and exit the
basement

1 7 Enter the kitchen door (next to the
1 grandfather clock) and pick up the
1 flashlight E DNA  Wooer the refrtgerator
1 and chases after you, quickly run back

lve

DAVE, V D and RAZOR as your e  to Maniac Mansion for those

fruit drinks to d

- — —

Turn on the cassette lueorder and the t h e  envelope but DON'T open it yet Exit w i r e s

eLk to t h e  room Us e the old rusty key to get out t o

19. Enter the room through the far right e a t i n g - p l a n t  room and w
the game and try again

door and use the jar and can ot Pepsi on U s e  the dime in the coin slot and push
the man-eattng-ptant and use the paint t h e  right button Use the second dime in
remover on the paint blotch on te—e—wall t h e  ccereelot area push the nght lutton
20 Return to the second floor and enter a g a i n  Use the telescope and read the
the room where the piano is
21 Use the cassette in the cassette
recorder-01d the record in the Victrola

Victrola When the vase on the p
breaks, turn off the cassette recorder and o f  the dungeon
the Victrola, pick up the cassette tape 3 0  Switch back to the person in the
and exit the room m a n - e a t i n g - p l a n t  room Exit room and
22. Go dcwnstaits to the room on the u s e  the Hunk-CeMatic machine Return
right. Open the cabinet door and use the t o  the main floor and meet DAVE
cassette tape on the cassette player 3 1  Take one strong kid with the yellow
Pick up the old rusty key. which is in the k e y  to the garage door behind the pool
broken chandelier_ With this key you can a r e a .  Open the garage and open the
get out of the dungeon P O  up the t r u n k  with the yellow key and pick up the
cassette tape and exit the room
23 Go back to the piano room Use the
cassette on the recorder Take SYD or

the t
39
the
the
and
the
40

mansion Pull the grating next to the

NOTE First of all. you should have 1 3 .  Go u p s t a
i
r s  and enter RAZOR to t h e  p i a n o  r o o m .  
( T u r n  o n  t h e

sta a n d  enter. Wa t o  the water

cassette r e c
o
r d e r  )  
P l a y  
t h e  
p i a
n o  
w i
t h  
N
o
w  
a
c
t  
q u
i c
k l
y  
a
n
d  
t
u
r
n  
o
n  
t
h
e  
v
a
l
v
e

....haracters. While playing, Dave carries k e y  and the radio_ Exit the pool and walk

the kid you just brotight in Turn off the 3 3  Switch to the person near the pod

a the Rents and does the moves (excePt 1 4  Pick up the d i e  and l k  up the

recorder, pick up the cassette tape, turn
on the TV and watch it very carefully.

29 Switch to DAVE and open the safe 3 8  Turn off the circuit bma ,
safe combination

with del combination from before Pick up D A V E  and turn on the flashlight Fix the
,

ELITE
(Firebird)
SPACEY SUGGESTIONS
Firstly you need cash to get anywhere
in Elite and the only two ways to do
this is by trading or shooting Pirates It
you are a beginner you won't be able
to kill many Pirates so you'll have to
trade

Trading
One of the best trading routes is
between LAVE, LEESTI and DISO.
This is a good route because its pretty
safe for beginners and once you get
going the cash really starts to flow.

Start at LAVE and take furs to
LEESTI. Al LEESTI take computers to
DISO and from DISO take furs or food
back to LEE SIP (if the price is above
sixty credits on furs take food instead).
Don't bother going back to LAVE until
you are more experienced.

Equipment
The best equipment to buy is listed
below:
Large Cargo Bay: Now you can take
more cargo on your runs from planet to
planet.

Bears Lasers: Pirate ships blow
up much faster than they do with Pulse
Lasers and it saves all that messing
around.
ECM System; There is nothing worse
than being destroyed by a rogue
missile that you can't hit.
Fuel Scoops: A good investment as
you can pick up cargo cannisters left
behind by any ships destroyed. You
can also pock up fuel from the sun
Docking Computers; Although you
must be able to dock manually, this
eases the worry of hitting the side of
the space station and blowing yourself
up. Lovely music too...
Extra Energy: Makes your energy
charge up independently of your
shields and recharges quicker than
normal,
Military Lasers: Get these as soon as
posstble as the enemy can be blown
up very quickly and they're great fun to
use. Also, you can't do the
CONSTRICTOR mission unless you
have these.

Other items of equipment can be
bought at leisure.

When buying any of the above
make sure you have enough credits
left over to carry on trading.

General Tips
*  Don't trade in contraband!
er Energy Bombs don't work on
Thargoids but they will destroy the
smaller. remote-controlled Thargons.
*  Only trade in computers, furs and
food.
*  Don't go to Anarchy planets such as
RIEDOUAT until you are competent
with Military Lasers and an Iron Ass (1).
*  When flying to a planet or sun the
whole game seems to slow down so
go to another view. The shields charge
up quicker too

Every time you go into a new galaxy
your legal status is restored to clean So,
after you have been into battle with the
Vipers to increase your status, perform
a Galactic HyperSpace to the mai
gataxy where you will be clean again.

CHEAT
Pause the game then type X, C and M
on the keyboard. Who needs a
Docking Computer now!?

LISTINGS
The following listings enable you to
load in and alter your saved data file
and add to your credits, equipment etc
Firstly, type in the listing that is most
applicable to you...

Tape:
10 T=0: FOR X=8192 TO 8276
15 READ Al POKE X,A
20 T=T+A; NEXT: PRINT
30 IF T< >10832 THEN PRINT DATA
ERROR"
40 DATA
32.65,32.141,251,3732.51,32,141,252
,37.169, 1,162.1
50 DATA
160,1,32.186,255,169.4,162,47,160,32
.32.189, 255,169,176.133,251,169.37
60 DATA
133,252,169.251,162,253,160,37,76.2
16.255.67,
77.68,82.162.73.24.138,125
70 DATA
175,37,93,176.37,202,208.247,96,162,
73,24, 138,134,187.69,187,106.125
80 DATA
175,37.93,176,37,202,208,242,96,255

Or,- Disk:
10 FOR X=8192 TO 8276
15 READ A: POKE X.A
20 TeTek NEXT: PRINT T
30 IF T< >10792 THEN PRINT DATA
ERROR
-40 DATA
32,65,32,141,251,37,32.51.32.141.252
.37,169, 1.162.8
50 DATA
160,1,32,186.255.169.4,162,47,160,32
.32,1139. 255.169.176,133,251.169,37



•les with the tools and then switCh back
a t m person in the basement and tuM
OP the &cult  breakers Return both of
the team members to the main Poor.
39. Use the stamps on the envelope, put
I t*  demotape in the envelope and put
ite envelope in the mailbox Let  the flag
and leave somebody (NOT DAVE1 near
ate mailbox
40 After DOCTOR FRED W O  the video
game, go to the room where the video
games are Enter the room and walk to
the meteonness game Use the quarter
:n Use coin slot and write down the high
scores
41 Ret em to the front door and wan for
the doorbell to ring. Switch to the person
near the mailbox Open the mailbox and
pick up the contract and return to the
house Give the contract to DAVE
42 As  DAVE, give the contract to the
green tentacle
43 Go to the basement and Menthe
door with the old rusty key. Open the
padlock with the glowing key and open
the inner door with the numbersthigh
scores from the video game machine
Now SAVE your game position for the
third and final time, you're nearly there!
Can Sandy be saved in t imet r
i44 Enter the lab and walk to the right
Open the door and enter Walk  to the
cabinet on the tight and open the cabinet
and pick up the suit Use the card key on
the card slot and enter Turn off the
switch and pick up the meteor on the

kid r i g h t .  Open the door and enter the
at ! g a r a g e
and 4 5 .  Finally, use the meteor In the Mink

and use the yellow key in the weird Edsel
• ' b

11
10 
C
O
N
G
R
A
T
U
L
A
T
I
O
N
S
!  
Y
O
U

the. C O M P L E T E D  MANIAC MANSION!!

60 DATA
133252,169,251,162 ,253, 1 60.37,76 ,2
16,255,64,
48,58.77,162,7324,138.125
70 DATA
175,37,93,176.37,202,208247,96162.
73,24,138,134,187,69.187.106,125
80 DATA
175,37,93,176,37202.208.242.96,255

You can either SAVE the program
out or use it as it is.

When you're ready, type RUN
(RETURN) and when (if?) the
correct checksum is printed, LOAD
your saved game from tape or disk.
If you gel a DATA ERROR after
running the program. you have
typed in a piece of the data wrongly
and must check through the lis t ing
thoroughly, amending any errors
found. To LOAD your saved game
from tape LOAD "fi lename
-
. 1 , 1
where 'fi lename' is  the name of your
data fi le. Disk owners  LOAD
-
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some really  meaty POKEs...

POKE 9649.0 to 255 to c hange
planet X c o-ordinate
POKE 9650,0 to 255 to c hange
planet Y co-ordinate.
POKE 9696,0 to 255 and.
POKE 9697.0 to 255 set the
number of Trumbles on board.

POKE 9699,0 to 255 number of
miss iles .
POKE 9719,010 255 number of  k ills .
POKE 9648,18 to set legal s tatus to
clean.
POKE 9720,255 to gain Elite status.

The Laser Pokes
POKE 9664,151 gives  front military
lasers.
POK
E 
9 6
6 5
,
1 5  
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lasers,
POKE 9666,143 gives left side
beam lasers.
POKE 9667,50 gives right  s ide
mining lasers.

Swapping the values around in this
set of POKEs gives different
combinations of lasers and positions.

Equipment Pokes
POKE 9661,255 for 25.5 light  years '
worth of  fuel.
POKE 9670.255 enlarge cargo bay
to have 255 tonnes capacity.
POKE 9688.255 gives you an
escape pod.
POKE 9689,255 gives fuel scoops.
POKE 9690,255 gives ECM system,
POKE 9691,255 gives energy  bomb.
POKE 9692,255 gives extra energy
unit.
POKE 9693,255 gives dock ing
computer.
POKE 9694.255 gives  galac t ic
hyperspace unit.
POKE 9670,255 gives 255 miss iles

Cargo Pokes
POKE 9671,0-255 for 0-255 tons of
food.
POKE 9672,0-255 for 0-255 tons of
textiles.
POKE 9673,0-255 for radioactives.
POKE 9674,0-255._ and so on t ill_
...POKE 9687,0-255 for 0-255 tons
of alien items.

IK+
(System 3)

Type in the lis ting. leav ing Out the
REM lines corresponding to the
cheats you don't  want. RUN it to
load the game.

1 FO R Ae4096 TO 4142: READ B.
POKE A,B: T1 =T1 e i l  NEXT: A=384
2 READ B: POKE A,B: A rA e l :
T2.12.4-B: IF Bs •13 GOTO 2
3 IF -
M s  
4 1
7 9
4  
O
R  
1 2
-
-
a 1
4 8
3  
O
R

T2.97 THEN PRINT 'ERROR
-
1
END
4 SYS 4134
10 DATA 196, 76, 141, 117, 8, 169.
16,141,118.8,141,119,8,76,0,
8.165,2.240
11 DATA 252. 232. 142. 1, 10, 169,
128,141,0,10,238,191,9,206,
96.9.76.121.8
12 DATA 32. 86, 245. 169, 16, 141,
245.3,96
20 DATA 169,0141,7927:  REM
INFINITE TIME
21 DATA 169, 173, 141, 51, 27, 169.
19, 141, 53, 27: REM WHITE WINS
23 DATA 76. 13, 8

Dan Fists: All you have to do to this
guy is punch and fly kick, and he
hardly ever comes close If, by
some extraordinary quirk of fate, he
does, back off quickly or he'll use
his Ninja magic and put you out forgood!

Bambu Man; This one usually stays
quite far out, allowing some of the
better keks to be used I f  he comes
too close, just beck off and knee him
until he lakes a couple of steps back,
and carry on kicking him.
Kale Kale: This old guffer is the
hardest of the lot! Keep your distance
and punch, throwing the odd kick for
good measure. If he comes in close,
back off -  because once he starts
kicking you're as good as dead, Just
keep on your toes, and victory isyours.

Siam Sally: To beat this macho
female into submission. lust keep
your distance and tether use

*Kok
KNIGHTS
(System 3)
Tips

Manchu Man: To defeat Manchu
man all yoti have to do is keep your
distance and punch him I f  he
comes close, knee or shin kick him

Muc h*  Mike: Just keep your
distance and keep on kicking, and
there shouldn't be too many
problems. If he does wander (and
you're pretty unlucky if he does) justPunch or elbow him.
Daddy Kale: A bit of a toughie th
one. Continually punch him, and try

e should back off, allowing you n o t  to kick. If he comes in closeto fi nish him off with a few good
punches No  problem. Fee w a t c h  out for his deadly headbutt

Butter; Oddly enough, the last
of the kick boxers is one of the
easiest to beat - -  what an

anticlimax! As soon as the bell goes,
do a flying kick to head. then shin
kick him until his energy is very low,
and finally polish him off with a
coupie of punches M e r  that, stare
aghast at the rubbish ending screen
and saunter off and make a cup of

Name Change

To change the names of the fighters,
type 9990 on the title screen

Music Hacks

If you find the loading music is the
sort of sluff you can gel off on, start
the game LOADing, then when the
Music gets going, Reset arid type

POKE 5 4
2 9 6 , 1 5
:  
S Y
S  
3 8
5 2
9

(RETURN)

On the other hand, if you prefer the
combination of five punches to one t i t l e  music, let the game LOAD, then
kick, or five locks to One punch I f  you R e s e t  on the title soreen and
think that sounds odd, try it out for P O K E  5 4
2 9 6 , 3 1 :  S Y S  3 6 2 9 4yourself and see if you win, ( R E T U R N )

PHWOARI MORE HOT TIPS FOR A
SCORCHING SUMMER! YOU'LL
NEED MORE THAN AN ICE CREAM
TO COOL YOU OFF AFTER THESE
CORKERS.
THIS MONTH THERE'S TWO DEF
GUIDES TO TWO SPACE EPICS:
MERCENARY AND L I T E 5 JUST
THE THING FOR THREE-HEADED
ALIENS F R O M  T H E  PL A N ET
HOGG!

NEXT MONTH: AN AMAZING FULL-
COLOUR DOUBLE-SIDED MAP OF
MIKE SINGLETON'S LO RDS O F
MIDNIG HT AND DOOMDARK'S
REVENG E.  MISS IT  AT YOUR
PERIL, BERYL!

ZZAP1 6 4  Ltd 1 9 9 1
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Targ Tips
•  Drop all objects and get Inc Kitchen
sink You can now pick up virtually
anything, SUCP as skull and crossbones
symbols, spacecraft, objects already
sold, and the spider's web, which can
also be used to open any locked doors!
*  I f  you should be unlucky enough to
fall out of the Colony Craft and are in
pOssession of the cheese. don't despair
— press L to stop you falling, drop the
cheese and board it  You can now fly
around!
•  Believe it Of not, it is possible to return
to Targ after you've escaped! Once the
congratulatory message has been
given, keep pressing D to drop all
objects, and then press L to leave the
ship Wait for the elevation dial to fall to
zero before pressing CTRL and
together, and you will find yourself back
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continue playing, even though the
GAME OVER message is constantly
displayed! The reason for dropping all
objects is so that when you press CTRL
and 0,  they aren't scattered about the
Landscape, This can also be used during
Vie game, so you can pick up a new
ship whenever you want!
*  After crashing on the planet Targ for
the first time. don't touch either joystick
or keyboard to instigate some
humourous responses from Benson.
*  I I  you've destroyed the Encounter
sign and try to leave the planet you will
be told 'The author won't let you Leave
until you fix his advert', so either don't
shoot the sign or repair it first with the
anti-lime bomb.
*  I I  is possible to drop objects when
using the elevators, so that they appear
in mid-air! However, sometimes objects
can be lost, so take care
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backwards at a speed of -625 so that it
follows you and can then be picked off
at will. However, if it fires, accelerate to
avoid the missile Better still. crash into
the ground so that when you gel shot
your ship doesn t get blown up, only you
do!
*  There is a ship flying back and forth
between locations 00-00 and 00-15, at
an altitude of 500, and a speed of 100. It
is in fact the Palyar Commander's
Brother-In-Law's New Ship, as revealed
on destroying ill It is possible to pick up
the Ship when in possession of the
kitchen sink. You can then put il on a
different course and let it nit back and
forth.
*  Doors  with a diagonal line from the
top left to the bottom right are
transporter exits ottly. Doors with a line
from the top right to the bottom left are
transporter entrances only, and doors
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•  I f  you enter the transporter in the
Laboratory (a door marked with a skull
and crossbonesj it transports you down
to the planet and reverses all the
locations!
*  Walk  out of the door marked with a
skull and crossbones on the bottom
level of the Colony Craft and press L to
stop falling. You can now walk about
and use ships as if you were on the
ground! This means that you can
reposition Objects at will However, to do
this you must first have the Kitchen Sink
and also the large Pyramid (the pyramid
is to be found in the wasteland — you
can see it as you come in to land' at the
start of the game). Pick up the Pyramid
at Its very centre using the Kitchen Sink
and now you can have fun dropping
objects everywhere.
*  I f  you have the kitchen sink you can
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The Objects
Here's a lis t  of the various objects
and their uses...
Antenna: makes the radio in the
Communications Room work.
Antigrav: enables you to pick up very
heavy objects, such as ships.
Anti-Time Bomb: used to reassemble
any buildings previously destroyed. Just
fire at the wreckage and it will rebuild in
front of your very eyes!
Photon Emitter: acts as a torch.
Sights: only useful for helping your aim.
Metal Detector: changes the colour of
the information panel according to who
owns a particular building. RED means
that no-one owns it, GREEN means it is
under Palyar occupation and BLUE
means it is owned by Mechanoids. By
the way, destroying all of the Mechanoid
buildings results in a 500.000 credit
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reward triim the Palyars!
Poweramp: boosts the speed of the
Dominion Dart to that of the cheese, but
it must be carried permanently to do so
Novadrive: enables the Intergalactic
Craft to function
Whe r e  To Dr op •I nst

Where all the smart Mercenary
players are dropping their things, and
for how much...
Drop the Catering Provisions in the
KITCHEN for 60,000 credits,
Drop the Gold in the EXCHEQUER for
100,000 credits
Drop the Essential 12939 Supply
(Pepsi) in the CONFERENCE ROOM
for 50,000 credits.
Drop the Mechanoid Leader in the
Palyar Interview Room for 250,000
credits. BUT, if you want to sell things to
the Mechanoids, be sure you haven't
sold their leader to the Palyars
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beforehand, since they won't be
interested
Drop the Medical Supplies in the
INFIRMARY for 40,000 credits.
Drop the Databank in the CONTROL
ROOM for 100.000 credits.
Drop the Winchester in the
MECHANOID LABORATORY for
250,000 credits
Drop the Neutron Fuel in the
MECHANOID ENGINE ROOM for
250.000 credits.
Drop the Energy Crystal in the
MECHANOID POWER ROOM for
100.000 credits.
Drop the Useful Armament in the
MECHANOID ARMOURY for 120.000
credits.
Drop the Large Box in the MECHANOID
STORES for 80.000 credits.

The Thr oe Wa y s  01  Escaping
Method 1: Rent a spaceship from Hertz

for 1.000,000 credits.
Method 2: Go to the hangar at
location 81-35, armed with lots of
keys (or the Spiders web) and the
photon emitter. There are two
transporter doors here — go through
the left-hand one to appear at
location 03-15. Wander around until
you find a door with a skull and
crossbones on It (yes, go on, take the
sign if you've got the kitchen sink).
Behind this door (II is safe to enter.
providing you've got the photon
emitter) there is the Interstellar Ship,
which can be used in conjunction with
the Novadrive to leave the planet.
You will also need the Pass (a square
With a P on it) to leave the hangar
This can be found in a room adjacent
to the hangar.
Method 3: Just use the spider's web
instead of the pass to get to the
Interstellar Ship!
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