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YIE AR KUNG FU

If you can master the ten moves, expect the unexpected and FIGHT
for your LIFE against the formidable masters of the martial arts you

_ | s SOMICBAKERY
may live to meet them again on the mountain or in the Temple. > : _f"",,..-..'_ e
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*Panic in the bake-shop

*Fast and furious arcade fun.

*Help Joe the baker defend his loaves from the rascally raccoons.
* Another red-hot Konami cookie!

MIKIE

Mikie plays a knockout frantic farce in the classroom, locker room
and the high school cafeteria. Hip-zap, door attaek, throw balls and
piedsbut can yoysmiake him hand his love letter fo Mg girl-friend?
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Imagine Software (1984), 6 Central Street
i Manchester M2 5NS. Tel: 061-834 3939. Telex: 669977




PINGP=

Imagine Software is
available from selected branches of;

PING PONG

You can almost feel the tension of the big match breaking through the
screen...the expectant crowd is almost on top of you! You return the
service with a top spin backhand, then a forward back-spin, the ball
bounces high from your opponents looping, defensive
lob...SMASH!. .a great shot opens the score...but this is only your first
point! Play head to head or against the computer in this, Kenami's
first and best table-tennis simulation.

HYPER SPORTS

Enter the stadium of Konami's No. 1 arcade smash-hit sports simula-
tion.From the finesse and skill of Archeryand Skeet Shooting to the
critical timing and brute force of weight lifting — six events to test you

to your limit. Hyper Sports — continuing the challenge where Track
and Field’ left off,

P50 ) WHSMITH 74N WOOLWORTH, LASKYS, Rumbelows Greens. Spectrum Shops and all good dealers.
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TURN ON TO URIDIUM

THE ARCADE SPACE COMBAT GAME

Feel your adrenaln pulse as you throw youl

Manta fighter through L5 heart-sLopping

ceguence of dves, loops and Spns Thunderous

rocketry and shattering cannon shells Datter

your senses Hard-edged metalhc grapmics

assault your viSUals SCrparn NG EnNemy mghLErs Ear Mail Order send a cheguei P 0. to Hewson

_r RCLLIrE. YOI TIBE Wi Corsultants Ltd, Order by Credit Card by sanding
Cool crizis control mps you through Ehie Dk Tha [0l = T aosBarclycard rumbar, and enciisse &
and surface defences of the alien Super- Dreadnoughts specrmen signature. Don't forget to enclose your name and address
to the confrontation with Urdium tsel

Urdium by Andrew Braybrook s the stunning

sequel to the chart-toppng Paradrod, Zran! B4

gold medal winner and Newsheld s Arcade Game ol the Year

For Commodore 64 and 128

Cassette EB.95 Disk £12.95
56h Milton Trading Estate, Miton, Abngdon, Oxon OX14 AHX

Hewson Consultants Ltd
sra devaloprent of mnivalive SoiLWare We are alwEys hegopny Lo pualuate spftware gent Lo s with 8 wew Lo pumcation
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Rockd ' Deny him not the light, for his vision is infra red,

e i e his hearing ultra violet and his prose deep purple.

whose copyright he remains. 101 ZZAPI1 STRATEGY
Masterson continues his run down of new

; games, and hﬂh at a few others besides.
111 THE TERMINAL MAN The next issue of ZZAP! 64 (the mag most i
Lz . n
. Oliver Frey’s comic saga continues. demand by counter-revolutionary agnar::him (sea

RRAP)) goes on sale from 20th April. Miss it
A NEWSFIELD PUBLICATION uingi Pﬂﬂ| e pril. Miss it at

Cover by Oliver Frey
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How to score before you play

W.H.SMITH
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Garry Kitchen’s M l e ™

4

THE COMPUTER GAM]
FIVE POWERFUL DESIGN TOOLS THAT PUT THE

SECRETS OF GAME DESIGN AND COMPUTER ANIMATION

RIGHT AT YOUR FINGERTIPS
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SoundMaker. Smashing, blasting,
singing, whooshing and a whole lot more
can be created, or you can select from a
variety of commonly-used effects
already created for you,

. -4
SpriteMaker. Create the characters or
objects that move in your game. Use full
ammation to make them life-like. You
can select from many pre-programmed
sprites or you can create almost any kind

you can imagine, “This 1S an EKCE”UM pHCkﬂgﬂT'
e ™\ Gary Penn ZZAP! 64
Garry Kitchen’s

MusicMaker. A little musical
introduction for your creation” How
about some background music or a
grand finale? You can create it all.

|r'_ 'i'_r e P i I'E*F'
{rrerie

Design

SceneMaker, Create the background roe
scenes of your game. Either use scenes u
that have been pre-programmed or
create scenes of your own,

Hold Everythi ng.

Now you can |
actually share

the secrets of a .

of games to get
you going and

a free disk and
mailer to send your

Pro game designer, %
gner, creations to a friend.

Feel the thrill of
creating computer games. All
possible now through a revo.

It is everything you
could want, It lets you become

o everything you have always
utionary new system 3 PR
1 ¥slem anyone wanted

The Editor. This is where you bring
together all the components you ¢reated
with SceneMaker, SpriteMaker,
SoundMaker, and MusicMaker. All the
commands needed to make a game CAN maste v _
program are listed for you. ] u.l:'.l choose naster. Included is 4 5et  to be,
the ones you want to use, put them in
order, and presto! Your new game is off
and running.

CREATIVITY SOFTWARE IS

AVAILABLE ON COMMODORE 64/128 CASSETTE (£14.99) & DISK (£19.99)

Fram soliertond bvanches o Boots, W H Srmifhs_ Jobsy Menies Laskigy ¢ = 8 b LT Gireenis. Wookseirh, Liflsewoog e 1 ST
Mail grder . Activision (UK} Lid 15 Harley Houise Pelliarhio bt HiOAD . Lonoor MW BHE Tal OF-945 1428
Brirvenican Hormee Sonputer Sofware Thi y P laree M Ao mark { Brapersi N




ARCADE
MONOPOLY

After approximately five
years, the games software
industry seems to have
come of age. Whether this is
seen as a Good Thing or a
Bad Thing is a matter of
opinion, and judging by

P! Rrap letters, the
opinions differ very widely.
At the outset, games were
usually written by lone
programmers in back rooms,
amateurishly promoted and
the companies which
emerged were under
capitalised and often poorly
run by people with little
business sense and even
less time to devote to things
like ‘sales’ and ‘purchase’
ledgers, aged debtors lists
and bank statements.

What we got, though, was
tremendous enthusiasm,
some very good ideas (albeit
sometimes let down by lack
of technical knowledge or
ability) and a veritable flood
of ﬁ-ues to play. Smaller
'software houses’ came and
wentwith untiring regularity,
fiercely independent, often
hopeless.

Itdidn't take too long,
however, for the fledgeling
industry to start moving
towards conglomeration,
apeing the much older
recording businesses, where
several labels belong to very
few major companies. In
recent months we have seen
several well known and
established software houses
merge their interests with
more powerful companies,
The reasons are many fold
and often hidden from public
view, although insufficient
funding for further
expansion, under
capitalisation resulting in

inability to meet incurred
debts, or the desire to
remove the headaches of
designing and paying for
suitable promotional
campaigns are probably the
most obvious. Companies
like US Gold have a high
promotional profile, it's
easier for them to handle
that side of things for a
multitude of other, smaller
software houses, freeing the
games designers to get on
with what they're best at —
making games. US Gold
have become the largest of
collectors, having either a
part (or substantial financial
interest), or marketing/
distribution agreements with
several, including English
Software, Oasis, Ultimate,
Adventure International and
Gremlin Graphics, as well as
their American producers.
An associated company,
Ocean, took over the
Imagine label and markets
products on the 64 for
Vortex. Activision have just
merged with adventurers
Infocom, are marketing
System 3's product, and
Electric Dreams (though very
much under Rod Cousens’
management) is effectively a
subsidiary. Another
apparently ever open set of
arms is British Telecom,
either as itself (or more
strictly it New Information
Services branch) or under
the guise of Firebird, which
comes under NIS anyway.,
Beyond was the first to be
captured, and despite
conversion deals for
Ulitimate's Spectrum games,
Firebird failed to secure the
full marketing agreement
with Ultimate that US Gold
eventually acquired. Ex-
Firebird executive, Tony
Rainbird, has his own label,
Rainbird, another BT

THE MONTHLY SOFTWARE
STAR FOR YOUR
US GOLD
CALENDAR

USGOLD
ZZAP B4

investment, and only days
ago Odin/Thor announced
marketing deals with BT,
probably through Firebird.

Responsibility for this
merger fever should
ﬁ;‘ﬂbabiv be placed at the

et of Argus Press
(Software), who grabbed
Quicksilva in the first of the
big take-overs, Soon after
they were involved with Bug-
Byte, eventually buying the
company from the Receiver.
Mot so long ago, APS
acquired a major interest in
the wargamers Lothlorien.

On the credit side, all this
conglomeration of smaller
businesses into bigger units
makes for a safer financial
base, allowing programmers
to develop more complex
ideas and be provided with
the time and equipment to
realise them. On the debit
side, it allows a more rigid
pricing structure to be
enforced, independent of a
game's quality. In the recent
acquisition of arcade games,
especially by Imagine, we
have seen both great and
awful games. This appears
to have nothing to do with
the quality of programming,
which has been both
innovative and ex-::?ftinnarlv
clever, but more to do with

the original games ideas
purchased, some of which
are not worthy of conversion
to a home computer. It
highlights the pressure to

find new material under
which major software
conglomerates today tend to
find themselves, resulting,
sadly, in an ‘almost anything
will go as long as it's
marketed brightly’ attitude.

This sort of pressure is
then placed on
programmers and the result
may well be to stifle real
talent. Ocean, | hasten to
add, can also point to their
support of freelance
B;ugramming teams like

nton Designs and (64 to

S rum conversions)
Platinum Productions, who
between them have been
very unstifled. There are
pros and cons in every
situation. It remains to be
seen whether the move
towards monopoly in the
games industry provides us
all with a better or worse
service, but let’s hope that
the merging of various
interests will still leave the
individual spirit of games
programmers free to be
creative.
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DISK £14.95
DISK E14.95

BBC/ELECTRON (TEXT ONLY) CASS. ONLY E7.

SPECTRUM 48K
ATARI

AMSTRAD

CBM 64
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FEATURING

V2 i

awesome powers of two !
same time, and rescue

L]

| Super Heroes at the

Alicia Masters from

ﬂ:mul’ﬂ-wﬂmmm
acclaimed Questprobe
by Scott Adams, the undisputed master of
writing, you have to control both
and The Human Torch in their mission, set by
the evil terror of Dr. Doom.

the Chiel Examiner, to rescue Alicia Masters from

Can you control the
in this the third of the

Marve

the art of adveniure

series, Written

The Thing
he




A lot of lively rrapin’ going down this month, | can tell you. I've been
wading in through the snow that hit Ludlow this month, making it
impossible to cycle down the hill. “Sacrifice’ is my middle name,
however, so here | am again, with a bunch of your letters moanin’
an’ groanin’ and just occasionally saying something delightful! We
kick off with letter of the month, earning its writer the coveted £20
worth of free software.

anae
\0

ll-l"na“ UE'” .
2w ond e
aﬂd ey r, “.N
it 100 7 oighthy

it m:', Mﬂnﬂ nﬂ"fuﬂ ago-
o @, 8 ﬂ..nnﬂ'ﬂ e
pe 1._-_;:!03:‘&; 'In‘g';mxmm“
was 9 . of ﬂuﬂkh ant mad:
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RAZZ-ZAMATRZZ To

B-BLIND THE
READER /"

“NOTHMNG LIKE A EIT oF
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.....

Commando and Rambo and
that tion of game have
oecom f popular recently ) :
among young children and they | nature
contribute to the state of mind f
generation of games which find shared by many young people kevarOT
or the j lick button  today. LOP proved t to oo with the
1as opposed 1o 2 means of I ; DEITIE 1 pleased
NOT CAUGHT OUT killing) an still [ i feel LCP is a
; Now, I'm not trying to be Mr old in st in other ways than - ~aivar]
Dear Lloyd ] Virtuous, but ever since the destruction
I was glad to see in February's ariginal Space Invaders that Jon Baker, Thame, Oxon
hat your reviewers were little button has been a means of PS In regards to Ravin Dhokia's
ight in the current of OTT hatevers' in as ar in issue 10 | too find that a
sing heaped on Ocean’s

tut of pressure on the CZN top

> a wel aIme Cinema’s current nelps difficult programs to load.
05 11 with ‘Comimie
0" | at mes find "don't think you can blame

al 3 > DeE cOmpuler games ||':l.':lilf"'i'_l in tasle | 1 far "one al their worda, wolldn 't i ?
recently with the new and morality. games, espacially Rambo L1
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Dear Jools Riggers,
Since the beginning
reputationofbeinga
to be your m
yeople wouldr
E:.-'.TE: | am afraidlc

vours Respectfully,

(3 =5 s =3

You're too late, Barnany,

L loyd Mang

¥ A

25% of all UK il

=hout the world rights |
L o et [ 50 4= L

Dear Lloyd,

1986 was starting to look a brit
grim for me what with various
domestic problems that, if
they were printed here, would

have you crying all over my
thermal paper (all say agah!)
Not to mention my usual PMT
which were up to their tricks
again. After loading
ercenary for the Sth time just
;;Zr:l]]a'liijl".-'ﬂ my 64 reset itself |
Y 9ave up. So it was ar
the 8th of January that rw::é:”
o bed, suicidally depressed
and thinking that ZZAp| (after
the Christmas hols) wouldn't
be out for another week —
Gasp! | woke up the next
noring, still depressed. byt
was immediately cheerad by
the sight of my ZZAP! lying
amongst some letters on the
ﬂnqr. BCiding not to read it
until later, on the grounds that
lwouldn't put jt down once
started, | opened up my mail.
Oh joy, whoopee, yahoo, (get
the gist?), a voucher for twanty
pounds — ‘Letter of the Month®
— GREAT! I quickly tore open
my ZZAP! and sure enough
there was my letter, aith::ruq'h
You spelt my name wrongly! |
spent the rest of the mmrningj
IN a state of ecstatic delirium.
tlast, I've won something
hooray! Just before lunch, a

000000 o e e®e0oe o

12 ZZAP! 64 April 1986

ing of ZZAP! 64 you
ina a smarmy little git _
anager. | would l?.'l'lﬂl'l';_]'..fi Yo

d respect and be jealous of. IT'yOu
i dn Il'l'l.i:ll_]il'li.':‘ WLl ||.||T"|p|t'1|§ (e ]V}
and breaking your neck on lant

Barnaby Payne, Kenilworth, Warwickshire

v Julian is already undern

ram Inc has the co
arrnings. However, a_-"'l i
te in Julian Rignall, 1 mig

vou have earned yourself a
=0 therefore | offer my

'arl Or |

iing.

~llina interest and
Farr I:.].II |I|| I'-|||:|| IRiere ol Pt R i
WL l.-"l."-'sh |_lr|'_-I | I.'_.”k :-'-J-r'.-trf

~ight be interested.

parcel arrived for me. it was
soft and crinkly, what coyld it
be?lﬁl ZZAP! Cap 'n T-shirt
that's what — vippee! Back to

my ZZAP! — runner-u in the
T::gt: 30, oh happ',.r[iaysl:; i
rm

.. I digress, all ['wa
Say is thanks, no, a ihmmnr:ﬁ[f;m
thanks, for cheering me up and
giving my wallet a much
needed boast after the Xmas
financial over-exertions. The
prizes are fantastic and are
Very much appreciated
Peter Williams, Craven
Shropshire
PS My LCP Conrad, was
delighted to see his name  in
printin his favourite mag. |
think he wants me to get him
room mate with the voucher.

Fﬁrﬂh - Jr{:d'-l'lirEd L 4

Wrﬂgm', dictn’t | ﬁﬂﬂﬁf
car't blame ‘Art’ for that one.
Perhaps it was your
handwriting (that's my story
anyway — sue if you dare) Il
get Gary to ask Andrew Wright
of Activision to look fnto the
matter of 30 LCP mate for
Conrad, although follows,

the old Ameriean Hays

.Ff;; films, they'll anly be
allowed to begn t : !
Same time as /. e b#dﬂmﬂ

ong as bath their

Arms,

iiﬁr are touching ﬁﬁeg»“ﬂuﬂd

self
mage into someone
Wil do nottake up my
t of an aeroplane

ranagement,
! only take

an
i

Dear Lloyd
I'm sorry it has come to this, but
it really is the last straw. What's
ha Pening to Newsfield
Publications? The simple
answer is you are becoming an
empire. You're distancing
Buurself from your readership.

thers may disagree, but for me
you are no longer the magazine
to buy. | used to own a
Spectrum, a very good machine
at the price. | remember the first
days of your success. | bought
CRASH and found a lively
informative periodical. In those
days you were completely
honest, Reviews were just that.
They weren’t the load of biased
rubbish you are expected to
read now.

| know you team up with
certain software house/
distributors for example
Gremlin Graphics or US Gold. It
doesn'tdp any good at all. Take
the'Lucasfilm connection. Their
games are all you seem to
review at the moment. And
talking of reviews, get some
‘human’ reviewers, not
supercrazed arcade freaks who
do nothing each day except play
games. Not all of us are like that,

Somy first point is review
games inteligently. CRASH
manages tado this why cap't
vou? For Empie take Little
Computer Reople. LASTABILITY
96 per cent?! o

Iﬁ,rc:ur reviewers had played
the game for more than an hour
they would have realised the
Iirﬁﬁednm of the whole thing.
To date this is what my
nameless creature can do:
PLAY RECORD, DANCE, TYPE A
LETTER, EAT, PLAY PIANQ,
MAKE A FIRE, READ
NEWSPAPER, USE COMPUTER,
FEED DOG, HAVE A SHOWER.

After that you @ire stuck with a
uselass cassette and some awful
documentation. On that count
LASTABILITY'Should be about

A BIASED EMPIRE

and above all the price has gone
up. Just a small niggle, you
didn’t even warn us. Such
neglect. Asfar asl am concerned
Roger Kean can jump off a cliff. |
suppose he will be laughing all
the way to the bank.
| am giving you three months

to sort your deranged self out. If
by the end of that period you
have not picked up in quality,

ou will have lost a previously
oyal reader. |

So long and farewell, | shall miss
you not.

Ashley Hynds, Edgebaston,
Birmingham

f am sorry you think we are alf
dishonest, Ashley, but vou really
ought to consider what you sa
before you say iteFor a start off,
when have we Teamed up’ with
distributors |software houses ?
The implication is that our
reviews are now all ht and
paid for; %ﬁmw
o i,
games would have been Siz -
at the least if not Gold Medals.
Just check back through some
issues and make a count, and
you'll soon see that this
accusation is a load of cobblers.
A bigger load of cobblers is that
games, C'mon you wimpish

7), you say

| k

VI t arcade freaks
who Wjaﬂ day’, and
then a you accuse them
of not having even played LCP
for more than an hour!! As to
that, we have already pointed
out that ZZAP! reviewed the disk
version as there wasn'ta
cassette version available at the
time — and the (terribly
dishonest, | know) review states
clearly DISK OMNLY at the top.

What eisé have we here, oh
es. You seem confused as to

45 per cent. The majority of the we should treat the
ratings were based on novelty reviews, an ene hand
value which wears off very that they should be done when
quickly, the game comes out, not too
Point two, review games as m:rmn in the next
they come nutnntanm%nra : e you accuse us of not
due in several months. Thisway having a game until
ames that have come out may  after it had been sed. What
read about before purchase. | dﬂ;numi' :
bought Commando in Articles about and interviews
November. Now it is February,  with programmers attract a fo:
and you have only just reviewed of interest from readers,
it. [ know this is due totheway  whatever you may think, and
mmmrmmm% - primarily S eviow J:a'ﬁ:fm?
ekt s e That may be one of the most
| Vs 5 ortant aspects, but it
and " lsn'tthe ot Notherdo o ever
o roviow B e oo
rewhatl  clearly have a very narrow
dswishto concept of what a magazine is
s o t them with the




Dear Lioyd,

| can be quigtnig |
onger. The
v Predicament of your magazine

ISvery worrying. | am referrin
to the decreasing number of g

- The number o
reviews, a bedich of pages in an
A ﬁ'ﬂgﬁu nd now the

v Steven Wardlaw, Shotts,

Lanarkshire

rice. Inissue 1 you ISsueandcertainly.the numper

had over 38 ¢ : of games reviewed depen

¥ therthe gﬂﬂﬂlﬂtvmnmgurf SINce  very heavily on the refgasllzr of

¥ been dECiFHing, as garmes to be reviewed T his
Now yourgre asking readers SEEmS & fairly obvious

lo pay an extrap. | ca
v any point to t‘hi's';t all Tjr;?é:?
-,,;nu are rying to lose readers
VOu could explainthis | and |
¥ amsure, manyother readers
wtr:|u|d I'.I-e grateful. :
would also like to tak '
dnce to say how str iy

connection to me anvwa
reply to this letter G“:r],—, jhﬂasr{
and Gary are tearing their hair
out because at the moment
rhm_'e are only six games up for
review! The way life works out
the moment this issue has
gone beyond the point of no

 disa ith Ti gy ! return, every sof
e B'm?i?;:,hp;‘, grr': F:rnLE'[Ur! 5 in the fand gjﬁ rer;::;g ﬁ-ﬁff
_Opinion Penn is the r:.e?tF !.méiand we'll never be able to
W BVIEWEFINZZAP| becayse he 5 -, .UP Properly! As for the

50 price rise — inflation hits

. Isnot afraid to say he o : -
. m’? "ra ¥ oesn't Eueryrhm(?r vou know, like
Fi

ot afraid t
o a4ame Just because it js

Xr

iy Ltenbyalarge company paperand printing costs. The
: ‘% unlike Rignal, G;-]E'.,r q;:[!q ;;F;Ef letter Wiriter has a slightly
o StFAIGR O the point with hie i rent view on the
Lomments. I Ject . .

PRICE RISES

more, by twelve months. —

- -

| OFFSETTING

%

| Dear Lioyd

Y
ey ' ved my ZZAP! 64 YES
hi' : n}ﬂuiﬁé%ﬁ:e inserted all J Westmacott, Ronkswood,
copies of the magazine. May | Warcester

congratulateé someone al ZZAP!

on the selection and design of
the hinder, Because 1115
magnificent. It 1s by far the best
hinder | have ever purchased,
well worth the £4.50. 1 can n?w
stand all my copies of ZZAP

! How right you arel AS you now
I

|

|

i beside my 64 and refer to the

|

|

|

I

know! There's usually a
rasistance to going aver the
pound barrier, although at some
stage it may have to be .
ronsidered, no doubt. Tha nks :
for the comments on the ZZAF!
Binder, [/ pass therm on [0 those
respansible up in ‘Art’. They feel
<@ left out, poor things, and
usually just get thumped for
putting Saboteur pics In Geoff
Capes reviews! An index is
pertainly on the cards, I'm told
(though | was told to shut up
when | asked) and, who knows,
may even appear (lo gically] in
this issue. (There's nothing fike
sticking your neck out — tro uble
is, there are 50 many round here
who would like to chop it off).

LM

icgyes with ease. Well done.
E‘E;ILm:'n..-..r ask, when thed2th issue
has been published, will you be
offering an ‘index 1o make :
things even easier ta refer 1o
77 AP 64 has stayed at 95p for
almost twelve months now soit
must be in the pipéline for an
| increase before (DO 1_c|_r'|g
Naormally magazipes jump
i about 10p on incfease.
. If you were to Increase the g
| costnowtooOne pound and well
« worth it, makes it easier to pay a
| pound anyway, il could possibly
i delay an increase aof 10p or
L]

ﬂ Heavy on the Masic]{rj

From GA RGOV LE
~the GAMEM ASTERS

TOOLKIT 1V I

1541 DISK UTILITY

COMPLETELY NEW - INCLUDES ALLTHIS...

DOCTOR ¥2 - allows you 1o read and write any rack or sector, including extra and
renumbeared tracks, extra and renumbered sactors, and looks undarneath READ
ERACRS. Repairs damaged sectors.

FORMATTER - format an entire disk, or format any individual track or half-track
from track 0 to 41. Redefine any of 30 parameaters including fracks per zone,
sectors per track, bil density, data block size, data biock fill bytes, header and data
block id's, header and tail gaps, off-bytes, syncs etc. This allows you to create or
recreate a compietely unique disk formal; and it formats an antire disk in lass than
10 saconds

HEADER/GAP EDITOR - decodes and displays all header information including off-
bytes, checksum and header gap. Rewrite the antira header and haader gap
Renumber sectors. Also edit any sector tail-gap. Recover corrupted haaders.
ERROR LOOK - the fastest, most thorough error detector ever gives you all
nacassary paramaters for backing up, detects all errors, extra and renumbered
sechors, extra and renumberad tracks, half-tracks, from track 0 1o 41,

ERRORA MAKE - make 20, 21, 22, 23, 27 and 29 raad errors on any individual track

or sector and redefine any necessary parameters, and even recreate data under
the onginal arror. Also includes a method of praventing your disks from being
copied by most disk copiers.

FAST DISK COPY - copy a full disk with one drive in less than two minutes. Copy a

I partially filed disk in even less tima

FAST FILE COPY - transfers files over five times faster than normal, loading and
saving

COMPACTOR - will compact any machina code program. Can compact files by
50%: saves disk space and loading time,

DISK LOOK - the ultimate directory and file manipulation utility, Sort the directory in
any way you like. Edit DOS version. Display file start and end addressas.
Disassambla any file with standard and unimplamented op-codeas. Edit BAM
Unscratch files. Flus more . ..

DRIVE SPEED TEST, DISK ERASE, DISK MON, DISK LOG, BASIC
COMPACTOR/UNCOMPACTOR. & FILEMAKER, make your 1541 play the
national anthem, or increase drive head speed and still more that we can't squeeze
into this ad (and aven a faw little surprises wa aran't telling anyone aboat).

TOOLKIT IV is undoubledly the mosi comprehensive disk utility available for the
1541 drive, yel it couldn't be mors user Triendly. Supplied on disk with
comprehensive instruction manual. You will wonder why you bought those
heavily advertised, more expensive utilities.

FORC-64 ORC-128ONLY
BUY IT NOW - £22.85 (inc p/p and fast delivery)

Overseas orders please add E1.00 No credit cards please

MPS SOFTWARE (DEPT Z)
36 ALEXANDRA GROVE
LONDON N4 2LF, ENGLAND

01-800 3592

Pravious TOOLKIT owners can upgrade by returning thelr original disk + £10.00
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i POE
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you say the manual says: you PN 2 Thatcher i«
ran use the keyboard only or 8 Capitaliss IS wrong
the ke:rybﬂard with a joystick for Fau Puhlic .-.7--1.1 's bad
Dear ZZAP! paddles). The review also 8 i ownership unfortunatel
| am writing to query your test  states that an analogue Fa P o nurder lunately can never wo
ﬂf FirEbi[’d'i HEUS- 1 a'ﬂ'ﬂﬂﬂd jnysri-ﬂk Fs- ﬂEEd&d. hEE’E thE-”- us Hx|$tEnl|-a”5t flf i WOrk i Dracltice
'r‘ﬂUf review of the simulatoras ‘aren’t rhatcammam'yfnund:'n fa) B 77A p".fﬁ.r_.? popularity, h gures such as Jean P;
narmally find your reviews shops any more, though they A =Nl 54 must surely _Ii_‘f’Eﬂﬂ'rltmapm the poi aul Satre are, by
and tests very fair (| have every  arg available. | don't know = pbniet et Anarchiét n HE leading ,_.,.|,-,,....,“t_,”'ﬂh&r:-_mr.,r
reat issue), up until now. where you can ind paddles — - E,__Hf'_'l""d_ﬁmme Gary Pen movement of the o e ¢'fculating th
You say. and! quﬂtﬂ: The agﬂj" thﬂlrr were more - TI:IE,"IL:':I' ':_-!'_-._'.I:_||'-“-.|!J an .|."'.-I-.F.} d nine vear l.'lhlj adern day :
maon in fﬁﬂﬂfdﬂfﬂ'ff VCS ] pﬂ“h—;r;rl E":r;‘-“'t_EI'IEE' of iﬁILII:II dies in a British labo
d uprising — indi -_'UF external fur Ef 'ljt.ll.l-rl-j-'_.l:_“-.r..
irectly consti wding within an acti
¥ constitutes : Hn an active
5acapitalict fﬂun;pr e

car is controlled using either  com

boardand  days. A paddie is like an old :
i B revolutionary barri
rrig

r that can be br

the keyboard or ke'é
oystick together’. Bul when!| fashioned volume control. s disowni
read the instruction manual Commaodore make them. il of the state ; eached
with my copy, | find it says you  Thereseems to have been E‘II.'.'I; ie ‘Rambo’ Ravaun all aspects of the only by the
can use keyboard only, some confusion altogether . 1 blah blah blah blah .0 danger Rl
kﬂ"thard,. Iﬂfﬁtlﬂk an abﬂu!‘ thfﬁ_fﬂ“few, rhﬂ”%h | | Eut r'-'l!r:_l."r"llll is God ah blah blah bl"':!'"!l'-i_l.ill.l."l
al steering addle or analogue really. | fail to see why. Lne B e 1an atheist lah
joystick. What 1s 8 steering particular WH Smith branch Th;"é’ mind, I'm sure vou
Y ?Edd!ﬂ? Where do | get one | pﬂfﬂ'ﬂﬂf ﬂﬂﬂrﬂﬂfﬂd our ] Pri o -r;ld = yOu aren
rom and why does your irculations Manager saying B The '-E= MS You s0ns of sill:
review say different? Trying to  that they had had complaints € End Again. < sllly persons
use the simulator even after3  that ZZAP! reviews ha B Iv"_'" Irs sincerely
/A hours practice usin the become unreliablé and so an (an ‘Anarchist For Acti
keyboard is very difficult people were complaining to =3 P rAction’), Cheltenh:
L |ook forward to your them with the result that they & EEEEE‘:‘QEFHTEE of the L S
A answers soon. _ would have to cut their P! team cannot t :".d'“W Young Far
Duncan Trigg, Rotherwick, Nr monthly order. The review in les fr olerate the ::ﬂﬁ.:pp;n r;r.ﬁ' members of the
A Basingstoke, Hampshire question was Revs. [ can't 5e€ it es from the ground by th“ ‘cruelly pulling l:r'-E
that the review is in any way ; - 5 ﬂEm &ir roots. Existent 'L‘:Fr'
Our review doesn't s8Y misleading. = ination than i have a hi have approved) w‘“ ty
i anything different fromwhat LM e in f-‘:rmerq'fil_ﬁlllcli-z]l‘lr-_lc‘&nt ”EQEtﬂble;ggErj range of self =
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e Brigitte V
gitie Van Reuben?
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uasimodo’s ding-dong
derring dos rattle the rafters
( D=4

P ' WOIld where
no ‘'modo has lept before!

a swing at it!

Ocean Software Limited
Ocean House - 6 Central Street - Manchester - M2 5NS - Telephone 061 8326633 Telex 669977 Oceans G




I'M WORRIED ABOUT MY LCP

PROBLEMS

Dear ZZAP!

o i et mat his awn LCP. So whilst he was at school |
My son has just got his own LCP. Sowr he was at Schoo
I:"--;:m:l.i the computer and at 12.45 pm the door n..uun:en_n.-.r.i a '.d.m |
came our L CP. We politely said HELLO and during the afternoon

aur L CP made a lovely fire, play

ad records, danced and made

et in fact | spent a most
phone calls to me, we got an very well, in fact | spe 3

enjoyable atternoon with him.

However, | feel a little sad as our LCP doesn't seem hh lr‘ﬂ'--'lt:'4
name. He signs his letters your friend’, is this because he 11-1 &
cassette and not on disk? | was reading your magazine ant

noted Phantom Noddy Killer is

having the same problem with

¢ent as we are with our LCP as he also refuses 10 go 10 bed H"_'d
seems ta have a weak bladder. Do you think we are giving i
.'[Jr:u; much fluid? Although today | did take his r1'||_r1r.'1 off a ;IILLT;
the oo — | distracted him and asked him to dance, which he dig,

3 11 K

but immediately he stopped dancing and off to the I:}-:]_t'ug: went.
iz a0 pErservering and see if | can keep his mind off the

loo. One more thing, how can our [ CPgetatlat mate as then my

=aon and | can have a little trien

friend is he?

d each, as we may argue who's

Can any of your readers tellus how wecang etourLCF T“ ['-j"i'ﬂi
cards with us. He tells me hewill play a card game, as he say 5-.~L_ e
has a packet of playing cards. He goes inta the room upslairs,
but he never brings the cards outand | hl"""ﬂja’:‘i_l"‘.ﬁ{: h‘”_[j' ig";[: '_]ﬂ:r
o T R L A e he nods s head. BUt are

ylav poker or card war and each time he nods i .
If_']':'-l'lrt'[‘.[]'-.-lt'_.‘.":'-r. ta him, he taps on the TV screen. PLEASE WHAT AM

| DOING WRONG?!

Thank you very muc |'I_, forre
can talk to my friend betore my

or should | see a doctor?

ading my letter, must go now, as |
son comes home. Is this normal

Mrs BA Jackson, Mile Oak, Staffs

| have received many letters like this, comp |'t':-' ning that their pet
|;.,-.'r=,-L- i hasn't a name an d won't do some o1 the H'.-;- gs

[ o ot 2 F Filds B g L 5 - = & lf i AL
review suggested he would. When we reviewed LCP, w

i - (] = l e - L -

reviewed the disk version,

and at that time we were told hat

et R F, a nnssihile
there wouldn't be a cassetie version da itwouldr _rﬂ! J'T"‘:f_.'_-'-'*:' '5 5: :"'-’_ :
cinn decided otherwise and put out an inferior cassetie

i g [P --“' ]
n. Unfortunately, a ‘House on Lassette or

¢ gitracls

F - v cards but don't own any, who
anonymous LCPs who can play cards but aon [ OWn aiiy. =0

own a pitiful rec
of the pié
arot

d collection and whose working Krow
i iz - : % F !
asic. As to your littie fellow s Dla
] W e e S T B 5 Bk

= 'p"-"l'::.'.'llll, Ir"r_-.ll:.'.r'p"'E' I'_-.llh-li'-“j“'.::hl!p" _:||| I'_nlir o *_-II I_.'j':'l 2. |.:|'|rfl AL

! i ; o o s Fpm o oy by o
hav u considered the old adage, that pels often take atter
s ikl i S il a8 dortar Because,
their owners? | shouldn't worry about seeing a doctor becau

vau know dearie, you're not really doin
i Sk S ; . & =114
is very normal behaviour fora well bala

anything wrong -
~ad housewife. At least

: o -n"e taa ready (Liddorn
this way you're home m-'a.'rrrr_:_;.r-L.-.-.lr.h yourson sied reatly Liddan
f ermitting) instead of out walking the dog.

LM

® MISLEADING

@ SCREENS

@ Dear ZZAP!

; 1 IT wou are

vare about the screen shoisol

@ certain games in adverts which
Are extremely cunming in their

@ presentation, and which could
easily catch out the :
unsuspecting customer. | am
rofering to the supposedly

=gal' advertiserment of

Hyperspaorts by Imagine; the
screan picture looked superh,
ind | rushed out and bought the
game. Although | was still
pleased with it, it did vary from
the screem picture, and
disappointed me to think | had
spent 4ll my money on a game
which | was not entirely
satisfied. | re-read the advert and
found, in tiny Black print at the

16 ZZAP! 64 April 1986

oottormn of the page, that the
SCreen shots were f||_'__':' the
arcade version. &lso,
CONCErning the same point.an
ZZAP! issue 9 there.isthe
painting instead of the
photograph, and although much
more obvious, might attract the
unsuspecting 64 owner. Many
adverts have similar captions —
‘screen picture may vary from
the screen shot—which is legal,
but is a cunning way of saying
that the game may be actually
rubbish and not as brilliant as
depicted. This one mistake has
made me very sceptical and |
look carefully at the screen shots
and small print.

This game may cost around £9
to £10, the mistake made by the
bu_F:r is expensive.

e software companies
surely must have realised that if
the small print was read then the
overall impression of the game

. P = z
!-_.! ar _._r‘-:.fi .: T
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WHAT GIVES?

Dear Lloyd, =~
No! No! Not again! You at
Ludlow have&gnne it again! wgy
don’t you make sure, on page
(Feb issue), you put Sizzler on
the gamels) you give the awards
to! This time you didn’t put h
Sizzler in the index under Fight
jght! '
g ilsa. how is Martin ngw 5
name spelt with one | like you
put on the cover orwithtwo 'l's
Llike on page 23 under the review

would be one of albad and over
priced gameswhich is hidden
from public scepticis m

Has Enyh::-d;’ glse made the
same mistake?

However, there are games
which are expertly advertised
and which are good games.
John Gare, Leigh-On-Sea. Essex

Quite often the packaging is
arranged ahead of a finishec
version of the game,
necessitating the use of
afternative screen shots. This s
maore often the case with
Epectkﬂmm vmmmfé wgem
packaging is joint for trum
and 64 L‘Zan it is with rﬁ:ﬂﬁd

F

conversions from arcade
originals. My personal feeling is
that you're nght, and that at the
end of the day it does the
software cormpany more harm
than good, and can obviously
msﬁsaﬂ' the public

fthe game Rambo.
e Whagt kind of a mﬂ;&ézﬂ
u have given Det
E'I’n:c}r?na. It's ggu:nl no ratings, The
ratings | think are extremely
important because |, and many
other people | know, take the
ratings very seriously. it can
aften jog my mind from buying a
Eﬂrpﬂén from those errors the
mag is going well and | enjoy
ading it.

EHmI?D Hinton, Shalford,
Surrey

Well (| was always brought up 10
believe that anyane who starts a
sentence with ‘well’, is about to
tellyou a lie), well— the first two
items in your letter do refer to
mistakes. Martin Galway IS
spelled withone | — still, we do
3 lot better than the Sunday r
Observer and Sunday Times:
The Deus Ex Machina réview,
however, was NOT a mistake. It
is hardly the sort of program you
can give ratings to in the .
ordinary Sense. Besides which,
what is this constant obsession
with ratings. Don’t you HEAE’_
what the reviewers have to say
and make some judgement
based on that? Okay, sO that
particular ‘review was more g
an article than a review, but if
described the program well, and
gave some critical analysis. Life

ets boring if everything hasto
llow a pre-set standard — JUst
GEEEI‘Sr{}ﬂﬂu"l:Z the ZZAP! team
‘g_ﬁs a touch of anarchy.




GIVE US THE INFO

ar Lloyd e
|'|:';I|I'|E:jr pr;nls First of all Thing
— will someone please weld
him to the floor and stap him
i ing the margins. -
Compared to Ro dheisa
Iuweﬁurm of lifedoris that
death]’ _

s Gary Liddon small in real
life? Why does he always appear
to be smaller than Jaz and Gaz?
Is it prejudice againsi s new
member? |

Now questions

1 Hﬂwq higisZIAFITmﬁ?

7\ How many C-64'sdo you have
at ZZAPY Towers?

3} Do any of you possess a C-
1287 ;
type of a lawnmower
m.?;lm to cut his hair? Or
does heuse.a knife and fork?
Ty

E_!}MHMW long do you p_h:g;,r a game

before reviewing it _
ml‘rlf:ll:ﬂ‘illll Grabundae, Splundig

Martin Bixon, Paddock Wood.
Kent

Some extremely important

son< here, Martin, and
mﬁessw will they be answered.
There IS no real life far Gary

Liddon, as an extreme
existentialist only his subjective

HRE
=i b x

PRETENTIOUS
GARBAGE

Dear ZZAP!
| was enjoying reading through
ZZAP! issue 10 one day until |
read the Art Gallery section. The
art is great but Miss Van
Reuben’'s commentary is

athetic (and that's being nice).
t's a computer magazine, so
don't read so much into simple
art. When | started reading the
section | thought she was
writing like that for a joke!

Also there were many words |

reality counts, which is a snotty
nosed way of saying that he
does his own thing, as to nis
size, it doesn't matter how big he
is, it's what he does with it that
counts. In answer to the _
remainder of your ques a;:a; ons

1) Big enough to house Gary
Lfdﬂ’gn — how big should it be?
2} Seven, but only one works fat
a timej.

3)-No, we prefer the L.5.

4) He goes to the local ga rderning
centre for a quick strim, and his
mummy and daddy told him
that fingers were fnvenred

before fm’ves and forks.

Finally.

5) How long is a piece of string?

Lm

-ﬂD.rE; ;E "‘FrFHnn_
U related tq
mesiing Maaroseon Pern?
rgive
Dear J@ ian Rigru)r
After sesin

- TOU ' re really
amed m gor
Me & signed photo, |

ove
E“"‘ﬁ]u forevar,

[ -
“.~

COursel), Sean's
"'.",nﬂa ly killing Adam |
vag\r‘;'“f picture in m
“¥0 Julian aﬁgeu Us. Let's face |
-1 Would treasyrg j

If 50, can Viou

¥ brother's ZZAP| 64, | fel

t,
u. Pleasa cnuir.’:imm youd
r,

t foreve

Br yo

o

dicin't understand (and I'm not
thick!) so cut it out. It's a good
saction but without that stupid
commentary.

Just to create more disorder |
will state that LCPkits are junk,
they are so bo-o0-0-onng. |
enjoyed a friend’s pet person for
an hour having a good laugh but
then became bored out of my
skull.

Please take note, as | hate to
be a miseryguts and many
people | know agree with me on
both counts.

David Degville, Walsall, W
Midlands

This puts me in a difficult spot,
since [ hate (as everyone knows,
who knows me welll to run
down a colleague. So | thought
the best thing to do would be to

ask Ms Van Reuben herself to
cormment on the above. Excuse
us please, while we pause to
change typeface

David Degville, in this, his first work
tor the pen and paper, has demon-
strated a Terpsichorean agility with
words more commonly associated
with Papio hamadryvas. This particular
genus of creature tends to see all
things as simple, so | say to you, young
man, look deep bevond the '
integumental meanings, attempt to
discern what lies within the sub-
structure and aspirate that vou may
learn 1o appreciate. Your present
desire to extirpate what you so
evidently fear to understand is hold-
ng you back from true enlightenment

and the art of motorcycle mainten-
ance. In other words — on ver bike,
laddie!

There we go then for another month. Hang in there Ashley, we
may even improve yet within your three month deadline. You
have to for my sake, since | always get hit for being rude to a
reader and perhaps losing them to some other equally
unscrupulous, money grubbing, uncaring publisher of

Commodore magazines!

Keep writing in to let us know how you feel about
everything. We do take note (well | do anyway) of the points
you all make. One thing | would like to know is what ZZAP!
readers generally feel about the Compunet pages and the Art
Gallery (Brigitte notwithstanding!) and also the new Shadow
Spiel newsy/previewsy/gossipy bit. Write to: ZAAP! RRAP, PO
BOX 10, LUDLOW, SHROPSHIRE 5Y8 1DB

When you've caught the comet...

COMET

di

rirREBIrRA

Ny
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s you might have guess-
ed, Time Tunnel is all
about travelling through

time. But did you guess that it's
an arcade adventure starring a
gnome? No? Well stroll on cle-
ver clogs, because it is. Anyway,
playing that Gnome you must
recover the parts of a map
which, when assembled, expl-
ain how he can become Gnome
king. The pieces are scattered
throughout history, so quite a bit
of travelling needs to be done
before the task is completed.

To recover the map you have
o solve seven torturous puzzles
| within the game (one in each
time zone). These puzzles are
completed by using the various
objects found in digerem times.,
Quite a few of the puzzle-solving
items need to be taken from one
period of history to another be-
fore a problem can be solved —
quite a hefty task.

The game commences with
the Gnome relaxing in his living
room in Gnome Mansion. Start
ing from here you must first get
the time machine operational
before you are able to whizz off
through time. The Gnome is
completely joystick controlled
and can accomplish quite a few
actions, depending on the situa-
tion he's in. Objects can be
picked up, dropped, set in mo-
tion or moved if he's standing

Cassette Versions
Amstrad Disc
Commodore Disc

AMSTRAD &
COMMODORE
MATERIALISING

AT YOUR DEALER

NOW!

near them (doors, lifts etc). Also,

a lightning bolt can be fired |

when facing left or right. How-
ever, the Gnome has a problem
as he can only carry one object
at a time, but don't despair —
Gnome has a closet! This can be
entered by holding down the fire
button for a few seconds. An
object can then be dropped
there for retrieval later in the
game, but unfortunately only
gight items can be left in the
closet at once. The closet can be
called up at any time, no matter
where Gnome is in history.

If further American
arcage adventures
are going to make
their way across
the Atlantic, they
will have to be bet-
ter than this if they
are to compete
4 with the guality of
British software. However, Time
Tunnel isn't so bad and it did
prove an enjoyable romp for a
short while, despite the poor
_?rraphfcs and abysmal sound
although having said that, | do
like the backdrops in Mythologi-
cal Greece).

£11.95
£46.95
£13.95

TIME TUNNE

US Gold, £9.95 cass, joystick only
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Once you have the time mach
ine fully operational, the adven-
ture proper can begin. There are
seven varied and very different
periods of time to be visited -

It would be so easy
ust to slag Time

unnel. raphic-
ally it is awful and
in the audio dept
things aren't much
better, but there's
something about it
that makes vyou
want to keep on playing. Weird,
One of the nice points about
Time Tunnel is the gnome’s
abilty to interact with the back-
ground guite freely. The ‘ob-
scure obviousness’ of the solu-
tions is great, so you really feel
like you've achieved something
when a puzzle is solved. | wou-
ldn’t actually recommend Time
Tunnel to anyone other than a
real arcade adventurer, but
there is some addictive streak in
#]!a# you feel that you can bear to
play a game without mega gra-
phrgs arnd sound, aﬁg’ g'au
haven't lost sight of the fact that
in the end you buy a garne just
for that, then this may be one for
You.

Time Tunnel just
about sums up this

A\ ?eme perfectly — it
ooks like a Comm-

odore has been
sent back several
years into the past
and brought back
: to the present with
an ancient program loaded into
it. The primitive graphics are
really pathetic, with no depth or
detail to the backdrops. The
sprites are just as bad and the
gunbﬁn I/ like a demented
nchback cripple. The program
allows one game to go on until
you either solve it or switch off,
making it all rather boring. I'm
surprised that US Gold have
released this — it's awful,
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eight if you include the present.
The seven time zones are the
Stone Age (9,600 BC), Magical
Fersia (893 BC), Mythological
Greece (86 BC), Colonial Salem
(1692), California Gold Rush
(1849), Intergalactic Spaceship
(3456] and finally The Black Hole
(9999). The various locations in
each period "flick” when moving
from one to the other.

There are many objects within
each time zone, but the player
must sort out the wheat from the
chaff before being able to solve
the puzzles. The instructions
give some clues about what
you're supposed to do in each
period, but if you really get stuck
then you can send off to US Gold
for a hint sheet (although it does
cost fifty pence).

Presentation 61%

Large, informative and colourful
poster style instructions, but not
much else.

Graphics 44%

Poor sprites and generally
simple, drab backdrops,
although some are very good

Sound 23%
The volume knob on the telly is a
God-send.

Hookability 60%
.i"-.IThr_:lugh it doesn't look
anything special and you know it
isn't, there is some initial appeal.

Lastability 51%

The game is quite addictive and
the puzzies aren’t overly
difficult, but they are rewarding
o solve.

Value For Money 43%
Ohver priced for what it has to
offer

Overall 49%

A barely average arcade
adventure,
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® 3D SCROLLING SCREENS ® COMBINED JOYSTICK AND KEYBOARD ACTION ¢ ORIGINAL MUSIC

Kidnapped by an alien spaceship. youfind  Wisdom, Skill, and Wealth you begin your

yourself in a room with only one exit. adventure withare determinedatthis point.
Through this opalescent doorway is The s o, : A

City of Xebec's Demise. Overheadisa panel M}_E’M} fmd danger await you LGS mazu:1
displaying constantly-changing numbers, ~ Ofstreets. Be wary; noteveryone is friendly!

At the moment you pass through, the EEat and drink in taverns, where clues are
numbers freeze. Whatever levels of often found in the hearty songs you hear.
Stamina, Charm, Strength, Intelligence, Battle deadly enemies, uncover marvelous

LS. Gald Lirmpted, Uinin 10, The Parkway indusirial
Cemire. | I|-'r'||'.3!_‘_|_' Sireel e |||quﬁ i BT 4L
felephvore: (21-35% BEAT. Telex: 137268

treasures, and learn dark secrets,

The sun sets and rises, rain falls, and secret
doors lead you into unexpected perils. You
rmustimprove yourself physically, mentally,
morally, and financially in order to reach
your goal: return to Earth or seek revenge
on your abductors.

Darsif = s regsiered irademark of Dateol: inc. Altermae
Reality is a regisiered trademark of Paracise Programiming

Inc 43 1585 Philip Price o 1985 Datseol inc All rights
Feserid
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THE GAME

hat the Red Zoids failed
to see was a small
Tankzoid scuttling

away from the wreckage. In it,
mind merged with the arachnid-
like creature was the Earthman,
You.

Controlling the Zoid is done
via icons and a cursor. When an
icon is accessed a window, or

series of windows, emerges
from the screen giving further
information and icons. What the

Earthman has to do is recover
the eight pieces of Zoidzilla— a
very demanding task.

The Red Zoid environment,
consists of eight city networks
each with several city domes, a
mine, radio transmitters and a

' :u must admit Mm Wﬁg':‘r
o impressed nITirst #
saw this game. The
scrolling on the central
screen is
w!;ﬁfyuﬂng mmmm
scrolling.
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power generator. Under one of
the city domes in each network
I5 a piece of Zoidzilla, but
recovering requires forethought
and a plan of action. All the
networks are integrated; start
attacking a city dome and the
radio transmitter sends out an
505 signal to the other cities
and the Red Zoids come runn-
ing. The power generator supp-
lies the ener%y to the city domes
which can

defensive shield
crisis.

When a piece of Zoidzilla is
recovered the Tankzoid's power
capsules and armoury are re-

lenished to their full and the

ankzoid is upgraded (starting
at Slitherzoid rating the Earth-
man can progress through Scor-
pozoid, Trooperzoid, Great Gor-
gon and finally Zoidzilla).

in times of

On further
_playing | found that the
initial doubts about Zoids
were only cosmetic —
behind the seemingly dull
exterior is a ve
challenging game. | liked
contro |, some
of the icons and windows
are excellently thought out,
especially the missile
sequence, Zoids /s a very
ard garne, and not the sort
where you can sit down
and solve it in one go — a
lot of practice is needed
before a playercan become
competent enough to
recoverthe first piece! | can
strongly recommend
Zoids, it's one of the best
arcade adventure/strategy
/arcade action games I've

seen.

e converted to a |

SENSORS
When activated, this
con relays
information
gathered from the
Loid's external
sansors, for example
a missile launch
against you.

RAILGUNS &—
This is the Zoid"s
primary offensive
system. The railguns
propeal high velocity
mietal projectiles at
any targeted ensmy,
Zobds or
installations. When
activated two sets of
windows open, one
showing the target

fight against enemy
jamminig and mowe it
to the centre of the
screen for your shots
to be effective. The
jamming makes the
cursor difficult to
control, and the
stronger the enemy

the trickier the cursor
is to target. /
INFORMATION

This gives
information abowut
ENEMY O Snermy
installations. Upon
sctivation windows
open containing
details about the
salected object.

MISSILES
The Loid's sscondary
offensive consists of
L9 messiles. These
showld only be used
against the more
powerful Zoids and
nstallations. When

ane the misalle and
the other a load fuel/
ignition window.
Place the cursor over
tha load fuel screen
to fuel up (the more
fuel the longer the
range) and then

then replaced by
another three, one
showsing the missile
(which s irmelevant)
and two guidance
windows. Both
guidance windows
have to be used in

accessed three micve over the conjunction to guids
windows open: one  ignition icon. The the missile to its
showing the target, three windows are target.

The mam soreen thows the plan and elevation trajectory of the missile These
are used 10 mane hing adpstmenis 10 the coursa of the mrssile |he ather
siallér sereen. chows the view trom the missile s camera, which is located in
its haad This sereen is usad to guide the missile around natural obstaches like
Fulls amd mountaimns




|
THE MAF SCREEN &
Shows the position
of your Loid,
landscape features,
cities, radio bascons
atc within map
range. The scanner
also shows any Lohds
within the locality —
useful s0 you can see
how busy the road
ahead is. i you mowe
the cursor over tha
map screen and

4

|

press fire a small
window emerges
showing you amy
objects and Zoids
within range. Moving
the cursor ower one
of these results a
series of windows
opening to identify
the object. You can
then decide whether
to attack it or not,
This screen is also
used 1o set the Zoid

in motion. Press the
fire button twice and
a roadmap is
owerlayead on the
screen. You can then
select the direction
you want your Zoid
to travel in by
maoving the joystick
The Zoid now
trundies along tha
road until you teli it
to do otherwise,

In the open window all eight icons are shown. The circle around them

represents the current status of the shield, which isn 1 too bad at the present

tirne, Daon' 't forget, the whoie system can be rotated so the more vital

functions are protected

SHIELD
When this icon is
accessad a window
opens showing the
current condition of
your shield, Looking
like a pie chart, it
shows all eight vital
functions (the icons
in other words) and
the strength of each
of their shields. As
the Zoid is sttacked
some of the shislds
bagin to fail (it
depends on what
part of the Zold the
enemy is hitting). As
time goes on the
shields go through a
serias of colour
changes,
representative of
how weak they are
becoming. Using this
icon the player can
rotate the whole
systam so that the
stronger shields can
\ protect the more
Y wital functions.
& JAMMING
Things like Zoids,
radio stations and
cities all give off radio
waves. This icon can
be used to isolate
those types of
objects (or Zoids) by
jamming their radio
amissions. When this
function is activated
a window opens
showing the radio
signal being

—

MANIPULATE I

transmitted, and
your jarmming shgnal
undermaath. What

STATUSE Thisicon isused to  the player hastodois
When you activate  pick up and drop tune his signal to
this the player is objects. Mines, for match the enemy’s,
given information example, can be by using three fine
about the Zoid's dropped by tuners. if the signal is

current status. accessing this icon
and extra fuel pods,

or pieces of Zoidzilla
picked up.

matched then it's
cancelled out and
sueteasfully
jarmimed.

To be haonest I thought
Zoids was going to be
incredibly boring. A few
games later | realised |
couldn't have been further
from the truth — Zoids /s
amazing! f became

i!hamu{'gh!y mgmmﬂ
virtually from the word
‘GO’ and have found it
difficult to pull myself away
from this classic creation.
The Electronic Pencil
Company have excelled
themselves andcome up
with something that even
surpasses their 'ous
product, The Fourth
Protocol. Although Zoids
doesn‘t look particularly
impressive on screen, it is
very user friendly and
contains enough variety
and depth to keep many a
gamesplayer content for
maonths to come.
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After playing the excellent
Amstrad and Spectrum
versions of Zoids / really

looked forward to having a
bash at the Commodore

version, and | wasn't
disappointed — it's the best
of the lot! Controlling the
game is dane via an
excellent icon and
windowing system which
is all accessed through the
joystick. The sheer depth of
the game is amazing, a
complete Zoids
environment with city
network infrastructures
and renegade battleforces
have all been crammed into
the 84— fabulous. The
soundtrack is very good
indeed and lends an
excellent atmosphere to
the game. If you're looking
for a game which will keep
occupied over the next
few months then look no
further than Zoids.

ZZAP! 64 April 1986 21



LAW OF THE WEST

US Gold/Accolade, £9.95 cass, £14.95 disk, joystick only

ife in the good ol’ Wild West
sure was tough, what with

all them bank robberies
and shoot-outs, and evil Hom-
bres running about the place
causing havoc. Accolade's Law
of the West gives you the oppor-
tunity of finding out just how
wild the West really was. As
Sheriff of Gold Gulch, a small
but by no means peaceful town,
it is your duty to protect the in-
nocent, quell the very naughty
and generally keep law and
order until sundown.
There are eleven different sit-
uations to put your integrity and
efficiency as a lawman to the

test and each takes the form of a
brief encounter with a particular
character. Your problems start
outside the saloon with the
appearance of a burly gun-
slinger who strolls casually out
onto the street and asks: "You
the Sheriff of this stinkin’ town?’
to which you can offer one of
four replies, shown at the bot-
tom of the screen, ranging from
pleasant and sycophantic to
authoritative and aggressive.
The choice of reply aftects the
mood of the character in quest-
ion and it is best not to cross the
nastier types, for you may find

?rourself eating a main course of
ead with dirt for desert.
However, \éuu are provided
with a suitable weapon — a
powerful six shooter is at your
disposal, should you wish to use
it, along with a seemingly infin-
ite supply of ammunition. Use-
ful for preventing the occasional
bank raid or stage coach rob-
bery. If you do resort to gunplay
though, it is wise to have the
Doctor on your side as he can
turn an inconvenient flesh

Beneath the
m.ﬂnﬂm%

ﬁ: ' and repetitive nature
of the game. It's a nice idea that
has been well but un-

the dli 'Mh.rrﬂ:'

VErsion, is
is lost using cassette as it takes
time to foad individual scenes.
Law of the Waest /s essentially a
%mbwmmramﬂ

- -

(3]

‘Absolutely  brilii-
ant’ was my first

reaction to this
game, but after
playi it a few

tirmes my initial enthusiasm was
mw somewhat. The

/s that there are only
eleven scenes and once you've

been through them a couple of
times they all become dull and

Gl wro quis s, Bot g8
are ut again,
once sussed the player s
every time. The sound and
graphics are all quite jolly, but
it's not really a gan:.:er 1; cau;g
especia t
5-l-0-w cassette version.

can win

wound into a terminal case of
death with a quick sip of the bot-
tle and slip of the scalpel. Other
townsfolk include the iniquitous
Miss Rose, the ‘hostess’ with the
mostest who works behind the
bar in the local saloon, and the
Mexicali Kid, who's very keen to
shoot up the local Sheriff if given
the chance. Oh, there's also little
Willy, a boy with a secret that he
won't tell unless suitably per-
suaded.

When your stint as Sheriff fin-
ally comes to an end, through
either loss of life or daylight
hours, a full evaluation of your
prowess is given, detailing how
well you maintained your auth-
ority and fared romantically
amongst other things. You are
also told your overall score.

Presentation 76%
Some pleasant touches but
generally nothing cutstanding.

Graphics B5%

Four superlative backdrops and
some well defined sprites, but
little else.

Sound 79%
Avariety of jolly tunes and a few
sufficient FX.

Hookability 90%
Initially very absarbing to play,
although loading from cassette
doeas ruin the excellent
atmosphere generated

Lastability 71%

Despite a large range of
responses and the challenge of
IMpProving upon your score, the
game soon proves boring to
play as the situations get
sussed

Value For Money 72%
It has instant visual appeal, but
the lack of depth makes it a bit
over the top in price.

Overall 78%

A highly atmosphernic and
imitially enjoyable game with
exceptional graphics, but
lacking in sufficient variely and
true depth to enthral for any
great length of time.
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fter many months of
d.elay Imagine’s conver-
sion of the Konami ar

cade game Yie Ar Kung Fu fin-
ally makes it to the Commodore.
All the features of the original
are included, with the same ten
opponents, control method and
backdrops.

Like most arcade games, the
scenario is a very simple one.

This has all of the
features of the ar-
cade game, but un-
fortunately it does-
n't play as well as
the original. The
graphics aren't par-
ticufarly  brilliant
and only just cap
ture the atmosphere of its ar-
cade counterpart. In terms of
playability Yie Ar suffers, some-
times Oolong seems to have a
mind of his own and doesn't
perform the move you want him
to. It's certainly a difficult and
challenging version, and beco-
ming a kung fu master will take
some doing. i you like the
sound of this game, or liked the
arcade version then it's worth
taking a look at.

Taking the role of Oolong the
kung fu fighter, you have to
salvage the honour of vyour
family by becoming a master of
the martial arts. This is achieved
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by taking on and bettering ten
vicious opponents, who are all
rather weird and range from a
petite, but wvery wviolent fan-
throwing female to a chain-
wielding jellified fatty.

Oolong, being rather good at
the kung fu bit, has 16 special
moves to confound, confuse
and generally damage his opp-
onents. These are al?ac::es&ible
via combinations of joystick
directions and the fire button, a
similar method to that used on
Way of the Exploding Fist, Some
of the moves like roundhouse,
flying kick and leg sweep will be
grett\r familiar to kung fu fans,

ut others such as the flying
E].mc:h, stride punch and ground

ick open new grounds in fight-
ing tactics. For every kick or
punch on target points are
awarded, 500 points for the
most simple moves up to 2,000
points for a well executed flying

ionamil

YIE AR KUNG-FU

Imagine, £8.95 cass, joystick only

kick. Every 20,000 points a new
life is awarded.

When a round starts each
fighter is given a certain amount
of energy, shown on-screen as a
bar. When you get hit an eighth
of your energy is lost. After the
eighth hit poor old Oolong loses
one of his five lives and has to
face the same opponent a%a;n.
The opponents’ energy rs
work in the same way and if you
mana%a to hit them eight times
then Oolong is declared the

I expected the 64
cmr‘an dnf the
& arcade ong-
inal to be bﬁrgﬁr
than the rest but
s not — the
Am v.e:;ﬁ'ﬂn is
$ r without a
~ doubt. Admittedly,
0 shouldn't  be
B o
64 is not a good game to play.
didn't enjoy it at all, Gra m'car ,
itisn't run.zm.mfﬂmn Thfr 5 n't‘;'?s
look small and puny and | don’t
like the way they ‘slide’ across
the screen. However, the back-
m are quite pleasant. Mr
ay's soundtrack is neat,
not outstanding and
IS are very nice.
Yie Ar Kung Fu could quite easily
have been the best of the genre,
but unfortunately it isn't. Basic-
ally, disappainting.

3

TTIME T STOF
ﬂf‘ﬁili KICKING
ANE CHOPPING

Yie Ar Kung Fu /s
vet another con-
formist safe money
spinner designed
te cash in on the
latest fad for the
beat em up. And
it's just as dull as all
/ h_rhe ur-‘.rfrs. As

ames of this type go [ suppose
ﬂ's all right, it r:.rff&.gs nm‘[::haﬂ—
enge for all those into pixel
wviolence. The %mpha’cs are of an
average sort though the sprites
seem to float about as opposed
to realistically moving. Soni mf?/
it's all very competent as i’
though it really is a bit naughty
to take a chunk out of Jarre's
‘Magnetic Fields' for the title
screen music. Do Rocksoft
know? | don't like this game
though I'm sure most Fist
devotees will love it,

winner, his energy level is res-
tored and he goes on to fight the
next, more vicious opponent.

Each of the ten combatants
has an individual fighting style
and different fighting strategies
are needed in order to win. On
later levels the opponents carry
weapons — swords, chains,
clubs, fans, sticks and throwing
stars which have to be avoided,
either by jumping or ducking. All
this while tr"n,rinfg to beat off the
usual melee of kicks and pun-
ches thrown at you!

The final opponent is a real
toughie — he's your clone, only
faster and stronger than youl! If
Bnu manage to bash him in then

olong finally becomes a kung
fu master and his family's hon-
our is restored once more. Then
he has to challenge the same ten
opponents, only this time they
're meaner and faster.,

Presentation 86%
Informative instructions, two
player option and generally

daitractive appearance

Graphics 64%
Just adequate sprites, but

decent backdrops

Sound 84%
Superb title screen music and
pleasant in-game tune

Hookability 72%

It's a hard game that could lead
to frustration

Lastability 70%
But if you like this sort of thing
vou'll stick at it.

Value For Money 65%
Lheaper than the average game,
but no better,

Overall 68%

Have a couple of games before
deciding to buy




COMIC BAKERY

Imagine, £8.95 cass, joystick only

atest in the saga of Ima-
l gine’s acquisition of 64
conversion rights to Kon
ami arcade games is the release
of Comic Bakery. The scenario,
as with a most Japanese origin-
ated ones, is a bit strange. Joe
the baker has to bake as many
loaves as possible and get them
to the baker's shop before the
five o'clock van leaves. What's
so strange about that you ask?
Well, for some totally unac-
counted and probably strange
reason racoons have broken
into old Joe's bakery and have
taken it into their heads to dis-
rupt, disturb and generally hass-
le the old man. Obviously not an
animal lover by any degree, Joe
has equipped himself with a
stun gun to cope with the pesky
Procyon [lotor. Any racoons
assing Joe's path get a stun
last and are kicked of the scr-
een before they get a chance to
reawaken.

The main trouble caused by
the racoon invasion is their pre-
deliction to interfere with the
automatic baking machines of
which there are three. In the
normal course of operation loa-
ves are churned out from the
first machine and progress al-
ong a conveyor belt towards the
awaiting van. Two other mach-
ines are placed along the con-
veyor that perform baker-like
operations on the travelling
bread. The racoons’ favourite
pastime is turning off the bread
processing machinery, causing
it to pile up.

Another annoying habit of
one particular animal running
up and down a gantry above the

bread carrying belt is leaning
over and swiping the odd pre-
baked loaf. Come five o'clock
and the baker van leaves, carry-
ing any loaves that may have got
through, distributing them to
the shop to feed any fasting
customers. Each tasty snack
delivered gains handy bonus
points.

The screen is split midway 1o
display the strange goings on in
Joe's place. Joe constantly sits
in the middle of the lower screen
which shows the background
around him. Moving left and

Despite the very
pretty graphics and
nice sound, Imag-
ine have been stuck
 with an awful game

all along and there
Ycan’r ve been

much they could

do to change it
Comic Ealmrr is so dull, The
main reason for its yawn appeal
is that it’s so easy. I'm no mega
gamester but progressing up
through the screens is not a task
'd p on my top ten hard
things to do list. It's a real shame
since the people invalved do
seem to be talented — to make
them produce boring tat like
Comic Bakery /s really a sin. A
little tiring is the now ‘essential’
Martin Galway, his work Is get-
ting as boring as Hubbard's, not
because of the musical content
but just because of the ‘instru-
ments' he uses. | find it hard to
say anything good about Comic
Bakery except the programmers
have made the best of a bad job.
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After hearing the
excellent music
and seeing the joily
graphics | thought
that the gamea was
A going to be a really
good one. Unfortu-
natefy it's bo-o0-0-
oring, with screen
after screen of the same action.
It nmever seems to get much
harder either and with extra
lives coming thick and fast it's
possible to go on for ages before
the game ends — dulfsville! Oh
well, good graphics and saund
maketh not a game as the anc-
ient chinese proverh goes . ..

right causes the bakery to scroll
around the corpulent baker. Fat
though the sprite undeniably is,
there's still life left in the porky
old bloke since pushing up-
wards sends Joe skyward in a
surprisingly athletic jump. This
is most handy for leaping errant
racoons, the touch of which is
deadly to fat bakers. Another
defence against racoons is the
stun gun. This is not an infinite
weapon and too much zapping
depletes its charge, indicated at
the top of the screen. After a
brief pause the charge builds up
again,

Racoons trot on from the left
or right of the screen and a quick
stun from your gun knocks them
senseless to the floor. Walking
into a racoon in it's defenceless
state sends it careening from
Icm r foot and off the screen. The

leptomaniac animal that steals
the bread can also be zapped

with a stun ray but there's no
way of knocking it off screen.

Above the main action a scan-
ner is provides that also includes
a clock counting towards five in
the afternoon. The scanner
shows the whole length of the
bakery with the awaiting van at
the far end. Racoons aren't de-
tailed on the scanner though
their positions are fairly con-
stant. Throughout there’'s the
now ubiquitous Martin Galway
music. There's even the Hyper-
sports music on the loader,
though it's been slowed down
into a reggae version.

Comic Bakery
looks and sounds
delightful, but
that's about IL
- Colour is used fo
wood  effect, rh:;-
Sprites are ap .
ing and the nr;am'n
Galway soundtrack
warks well, but unfartunately a
game is lacking to complement
these features, Comic Bakery /s
one of the most boring games |
have ever played. Purchase at
leisure and repent with haste.

Presentation 88%
Very jolly attempt that manages
to appeal

Graphics 89%
Lovely racoon sprites coupled
with some very nice Art Deco
looking machinery

Sound 921%

Typically cool Martin Galway
music and effects

Hookability 39%

This is where things get bad
Lomic Bakery 1s instantly boring
which means

Lastability 30%
) [Zl|.'1'-.-' it ance and Wil won i

want to agam

Value For Money 31%
With gameplay like this it should
be budget The price asked 15
near ludicrous

Overall 35%
Just not worth anyone’s money

or ime, especially Imagine's.
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"DOTHEY LIKE ORERRT*

3V

he Phantoms of the Aster-
oid are not the nicest of

chaps if you take trying to
kill people as not nice. If you're
particularly callous you'd prob-
ably think ‘It doesn’t matter that
much. | mean, it's not me they're
trying to kill’. Think again bec-
ause it is. The asteroid on which
the phantoms live is inconven-
iently on a collision course with
old Mother Earth. Obviously
everyone's a bit panicky since
it's a jolly big asteroid, one that
would cause a little bit more
than a slight dent if it hit our
bluey-green world. Not only that
but the phantoms also want to
take over the planet. Not too nice
really.

Well you're a hero and it's
your job to blow the approach-
iIng megalith to smithereens.
Since it's such a large asteroid a
nuclear bomb of gargantuan
size is required. Luckily advance
scanners from Earth have detec-
ted the existence of 36 uranium
cubes on the asteroid, just
enough to make meteor dust out
of it. All you have to do is collect
all three dozen cubes, combine

14
0001

FUEL

TOP

PHANTOMS OF THE
ASTEROID

Mastertronic, £1.99 cass, joystick only

93 000128376 CREATURES

them so they achieve critical
mass, and then rather rapidly
depart to avoid getting mashed
along with the floating rock
mountain. All very easy, if it
wasn't for the force walls, pois-
onous plants, energy draining
phantoms, ever draining oxy-
gen and your fuel hungry jet
pack. Ho hum, well this sort of
thing isn't supposed to be easy.

The equipment supplied con-
sists of the bog standard power
pack, a handy device that pro-
pels an#lhing strapped to it sky-
ward. The power supply, how-
ever, runs out very quickly, luck-
ily there are fuel outlets at a
number of points around the
asteroid for replenishing it. Sim-
ilarly, your oxygen supply runs

This is all rem-
iniscent of Rocket
Roger, but just not

as really. The
ma. bugbear |/
have is slow-

s 'm sure quite

Still it may be worth checking
out for mfmﬁc's meager
£1.98 price tag.

out fast, so it's nice to know that
there are also oxygen points for
topping up. Another handy
piece of standard equipment is
the gun. This fires in the direc-
tion being faced and any phant-
oms in your way gets splatted
into phantom ghoulash. Regret-
tably others appear to take the
ex-phantom’s place.

With bulging eyes and gorm-

I found Phantoms
of the Astercid &
very enjoyable
game te play, des-
pite its emptiness
W and slow speed,
While nﬂ' being
graphica out-
r standing, it is suf-
ficient and the music and sound
effects are very indeed —

ﬁec. ially the ‘screen tune,
ich | feel is Rob Hubbard's
yet. /f Phantoms of the
Asteroid had a bit mare to it and
was slightly faster it would be
really neat, but even so as it
stands it'’s very good value for

¥

E

less expressions, the only real
harm the phantoms can do to
you 18 bump your body. This
depreciates the energy supply
shown as a histogram on
screen. Also histogramically
represented is the fuel and oxy-
gen supply, let any of these hit
rock bottom and the game's
over. Another way of dying is to
go full splat into the constantly

toggling force shields. To open
them you just stand on their con-
trol pads and they deactivate for
a limited amount of time. You
have to hurry since there's
nothing worse than having a
force wall reactivate through the
middle of your body.

The game is represented on a
scanner in which your character
remains centrally positioned
while the background scrolls as
he moves. Up activates the jets
in the power pack and lets a
hefty flame belch from behind
you. To go down just leave the
;Ets off and gravity drifts you
loorwards. teroidal phant-
oms home in on you constantly
flying through rocks to reach
your location if necessary.

Although  being
very similar o
Rocket Rogaer,
Phantoms
P to offer any
budding cartogra-
or explorer.
he asteroid's cave

is really good with a good ol
Hubbard ?'lm%bup thundering

. At £1.99 the dagame is a
and should definitely be
looked up.

Because of the enormity of your
task Mastertronic have thought-
fully provided load and save opt-
ions to save your current pos-
ition out to tape — saving
Mother Earth ain’t so simple.

Presentation 79%
Handy on screen instructions
plus the incl

load option brings this above
average mark

Graphics 60%
Fleasant, but somewhat aged in

style

Mice scrolling though

Sound 91%

Another rip-roaring Rob

Hubbard soundtrack

Hookability 65%
The game plays a little bit too
S0 }give any real instant

appeal

Lastability 62%
And the slowness continues to
irk throughout

Value For Mungy 78%

Still not bad for 41.99

Overall 73%

Arcacde adventure fanatics will

DUt ans
l:;!.-'|!'1ll-_'!-_: =S WY
limited
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Available for

the Commodore 64
Spectrum and
Amstrad at a
recommended
retail price

of £9.95.

Wy

Woulg

anyone

QuICKSHEVA Pid)

The most powerful

=i andhing

Quicksilva Ltd.,
Liberty House,

222 Regent Street, | e|867
London W1R 7DB. ;
01-439 0666

- Chrysalis Visual Programming Ltd.



TURBO ESPRIT (3D Simulation Car Chase)

Spectrum 48k £8.95
Commodore 64 £8.95
Amstrad 464 /6128 fB 95

You are a spacial agent equipped with a Lotus Turbo Esprit, An intern-
ational nng of drug smugglers are about 10 maka a huge delivery of
heroin, and must be stopped at all costs. The drugs are stored at a
number of houses in the city, and will be 1aken by ¢ars 10 an armoured
van which will be crussing around the centre. A raid on the van betore
completion of the delivery would leave some of the drugs in circulation
Simalarly a raid on any of the houses would alert them 10 your squad s
activities. You must therefore try and pick-off the cars one by one
before they make thair drop, and than try to stop the van before it
escapes The delivery cars will be backed- up by 'hit’ squads - so watch
out!

{ Developed with the support of Lotus Cars Lid)

COMBAT LYNX (Air-to-ground Battle Simulation)

Spectrum 48k {895
Commodore 64 £8 85
Amsirad 464/6128 fB 95
BBC,/Electron {865

*Combat Lynx is both simulation and shoot-em-up games in one. The 3D
affect created by using contour line graphics tends 1o give it 8 more
technical feel, so more like a simulation, but on the other hand there are
lots of jets and enemy heficopters whizzing around and ground forces
shooting at you which gives the game its instant playabsiity appeal. Once
‘you get the hang of coping with everything, it's possible 1o play a game of
high strategy which involves not only arcade skilis but those of forward
planning. For people who enjoy strategy type games. Combat Lynx should
,- e hours of fun, while for those who prefer something instant and

- choose skl level 4 and hang onto your hats! Generally the graphics
-are most impressive, with a few atinbute problems when objects are
about 10 become hidden, but these are mnor in what is otherwise an
angaging and challenging game

|
1




SABOTEUR (Martial Arts Arcade Adventure)

Spectrum 48k £8.95
Amstrad 464/6128 8,95

Commodore 64 £8.95

You are a highly skilled mercenary trained in the martial arts. You are
employed to infiltrate a central security building whichis disguised as a
warehouse. You must steal a disk that contains the names of all the
rebel leaders before its information is sent to the outlying SECUrity
stations. You are working against the clock, both in getting to the disk.
andinmaking your escape. You mustenter the building from the sea by
rubber dinghy, and will then only be able to leave by the helicopter on
the root. You will have to find your way around the warehouse, making
use of the rds’ own weapon supplies in your struggle through
averwhelming odds.

"Saboteur i1s without a doubt one of the best arcade games |'ve seen for
a long time and a welcome departure from the plethora of
licenced/endorsed product that the industry seems to currently favour
Recommended.”
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CRITICAL MASS (Arcade)

Spectrum 48k £8.95
Commodore 64 £8.95

Amstrad 464 /6128 895

An outlying system of the Terra Federation has set up an advanced
anti-matter conversion plant on a centrally positioned asteroid to
supply the local colonists with energy. A surprise attack by alien forces
has successfully overcome the asteroid's defences and the ahens are
now threatening to self-destruct the power plant unless the colonists
offer an unconditional surrender. The self-destruction process would
effectively turn the power plant into a massive black hole that would
wipe out the entire planetary system along with a number of nearby
stars. Unconditional surrender offers an equally homific prospect. Your
mission is to infiltrate the enemy position and disable the ant-marter
plant before the aliens achieve CRITICAL MASS.

"Thisisthebiz! The graphics and playability of this game are superb,
making it well worth the money.

Castle Lodge, Castle Green, Taunton, Somerset, TA1 4AB, England

Telephone (0823) 54489 & 54029

software getting harder . . ..
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GERRY THE GERM

Firebird, £7.95 cass, joystick or keys

ave you ever been i1ll and

wondered what exactly

was going wrong with
your poor little body? Sitting
there sweating, head throbbing,
stomach making horrible gurgly
noises and all that sort of thing.
Now the inner workings of your
body can be revealed by playing
Gerry the Germ.,

You see, Gerry has been thr-
own out of the llistitute of In-
fectology for failing to get his
stinkplomna . . . out on the street,
no money, a bacteria and a col-
ony of viruses to support. Most
ordinary germs would be def-
eated by this crushing blow, but
not Gerry. He's a fighter, a rebel,
a rapscallion and he's going to
snow the world that he's the
best by taking on, and comp-
letely infecting a human being
single handed.

ou play the part of that
heroic, teensy-weensy little
germ, and have to successfully
infect six parts of your host's
body. There are six tasks, each
forming six separate screens,
and failing one results in him
being put back to the first
screen.

Gerry starts his guest in his
unsuspecting host's lungs (after
he's been inhaled). In the middle
of the lungs are four square-
dancing red blood corpuscles.
Every time they cross a bottle of
oxygen is produced which Gerry
has to collect, until the lungs
become diseased. Once that has
been done he can whizz down a
handy vein to the kidneys.

Here, Gerry has to eat as many
kidney beans as it takes to make
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a reaction in his bacterial botty . .
. and he can then go to the toilet
and ruin the poor man’s bowels.
Naturally his task isn't an easy
one and there are antibodies
floating about the screen in the
form of a plunger and toilet
attendant. These have to be
avoided and at the same time
Gerry has to hack about after the
kidney beans before they run off
screen.

The next stop is the bladder.
Ho, ho, ho. Gerry has luckily
picked up a little rowing boat
and is paddling around the pi-
lake of strong liquid. Swimmin
about in the lake is a bull [H
which can overturn the boat . . .
But luckily Gerry can pick up
highly dangerous tactile nuclear
toilet rolls to throw at it. If one
hits home then the bull sinks for
a while before continuing its

Although Gerry the
Germ contains
_ sgme amusing tou-
- % Ches, it Is, as &
( 28N~ whole, not much
g E \fun. All six screens

are frustrating to
play and have little
wariety, which
means any initial interest quick-
ly wanes, Graphically it is quite
pleasant and the tunes are jolly,
but they do tend to irritate after a
few games. Gerry the Germ is
too expensive for what it is and |
even doubt jts credibility at a
budget price.

chase. Gerry has to survive lon
enough for the bladder to pac%
in, and then it's on to the

stomach.

Lots of nasties trundle their
way around the stomach — a
tapeworm, a gas pocket and lots
of healthy food. Some stun,
others shunt you about the
screen so you have to watch out!
Gerry has to dissolve Mr Asprin,
guardian of the exit, (he stops
the stomach from going wrong)
by dissolving him with the acid
bottle found wandering around
the screen. if Mr Asprin is dis-
solved then the stomach gets all
acidic and the host suffers hor-
ribly, har, har.

The humour in this

ame,  although
ng lavatorial, is
uite  enjoyable.

Playing it though,
is another kettle of
' fish entirely. Most
of the screens in-
: valve chasing an
object around whilst trying to
dodge others, which soon be-
comes a real bore. Finishing a
screen, having a couple of
seconds on the next, failing and
having to return to the previous
one again was another niggling
point — I'm sure it wauh? @
been much better to have lives.
It's surprising that Firebird are
asking £7.95 for this program, at
£1.89 it would have just about
seemed passable.

The next stop is the pancreas,
which looks rather like the inside
of a train carriage (pancreas
sounds like St Pancras — joke).
The screen is split in half, one
half the inside of the carriage
and the other the driver's com-

| and lobbin

partment, with the fireman and
driver. In the carriage are med
ical supplies should be dealt
with. If Gerry touches them then
they're infected, but he has to

| watch out for mean white cells

whose touch spells trouble
Once the medical supplies have
been ruined Gerry must stop the

| | train, done by climbing unseen

into the driver's compartment
coal at the driver.
The driver thinks it's the fireman
and a fight ensues

Gerry's final job is to stop the

| heart. The objective of this

screen is to reach the heart,
made difficult by the amount of
antibodies zooming around the
screen. If Gerry finally manages
to infect the heart then he wins,
and proves to the rest of the
germ world really he's a jolly
clever fellow really,

it's quite hard to
decide  anything
really definite on

'" - . this one. | mean,

\w= J§ s & bit strange.

' The graphics are
strange for a start,
Gerry looking very

germiike plods a
round strange looking back-
grounds. Strange. The instruct-
ion booklet doesn’t exactly walk
on the normal side of life either,
it's a great big wall chart giving
more gentle hints than actual
instructions. Double strange.
What I do know about Gerry the
Germ is that it's a bitch to play.
Easy it isn't. Getting past the
lungaroo (the first sheet) is way
beyond the meagre talents of
myself and the rest of the re-
viewing team. In the end you are
buying a game for just that, the
game and Gerry the Germ /s so

ard that there really isn't one in
there. Shame, because some of
the humour is guite nice.

Presentation 66%
Inadequate, but attractive
instructions and sufficient
on-screen presentation

Graphics 60%

Small sprites, but generally
guite colourtul and jolly

Sound 75%

Several standard Rob Hubbard
tunes which soon become
annoying

Hookability 52%

Fiddling around inside a body is
reasonably enjoyable . .

Lastability 38%

but only six screens of the
same sort of thing 1s not enough.

Value For Money 34%
Very much over priced,
especially when it's not as good
a5 many budget titles.

Overall 39%

A very simple six-screer arcade
game with a pery -

humour and little else.
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Electric Dreams, £9.95 cass, joystick only

ave you seen Stephen
HSpielhErg's latest produc-

tion Back to the Future? If
you're one of those who hasn't
then you won't know the story,
s0 here's a quick precis.

Marty, the hero of the film,
accidently gets sent back
through time to 1955. Still in his
nome town, only thirty years
previously, he starts to unwit-
tingly change the future. First of
all he meets his Daddy, only he's
the same a?e as Marty. After
saving him from being hit by a
car, Marty himself gets knocked
down, and gets taken into the
driver's house to be nursed.

This is where the problem
really starts. The house he's
been taken to is where his
Mather lives (only she's young
and very pretty). When she sees
Marty lying on the bed uncons-

| cious she falls in love with him . .

and history starts becoming
very muddled. You see, if
Marty's Mummy falls in love
with Marty she'll never fall in
love with Marty's Daddy, and
conseqguently Marty will never
be born — oh dear, migraine
tme. Eventually Marty DOES
get his parents back together
and returns to the future.

The game closely follows the
plot of the film. Playing Marty
you must reunite his Mummy:-
kins and Daddypoos — if he fails
then he'll cease to exist. Back fo
the Future is really an arcade
adventure where the object of

! loved the film, but

Y 5% wondered how
they could make a
game out of it, after
all it has nothing to
do with computers
or the like. Well
Electric Dreams
have tried to capt-
ure the atmosphere of the film,
but really all they 've produced is
a limited and very mediocre arc-
ade adventure. The graphics are
awtul, with unimaginative back-
drops and sprites which look as
though they're about to fall fiar
on their faces. The sound's
annoying too, a dull version of a
tune from the film plays
throughout the game and
there's iittle or no spot FX. Oh
well, not so much back to the
future, more like back to the
past.

the game is to collect the correct
objects and drop them in the
right place at the right time.

ere are five locations, the
main one being a bi-directional
scrolling street which has four
buildings, a cafe, the professor's
house (he invented the time
machine), the dance hall and the
school. All the buildings have a
door, and entering through one
leads you to a single room
inside. An object relevant to the
game resides in each room, only
you have to work out which obj-
ect does what. Marty can only

! haven't seen the
film se I'm not
going to make silly
comparisons. But |
i have seen the
5 ‘ game, and deary

i

oh me, it's bad.
People just don't
seem to learn, but |
just can't think of any film-to-

ame conversions that have

een anything but tacky. You
can't teach an old dog new tricks
as the saying goes. Anyway,
meanwhile back at the game . .
The sprites don't walk, they
wobble and jibble, and they're
fat. Since the sprites are expand-
ed, their pixels are awfully fat,
the peaple look like something
fallen out of a legoland set.
Rocksoft have supplied the
music and it leaves you wishing
they hadn't. It just seems so
gauche in comparison to the
majority of today's offerings. It's
a real shame to see something
of this calibre arrive from Elec-
tric Dreams since they have real
potential, it's just time they real-
ised it

carry one thing at a time, but
when he's carrying something

a |
one of the five icons at the top of

the screen becomes highlight-
ed, 50 you know which of the
five items he's carrying.
Trudging around the town are
the four main characters from
the film, Lorraine (Marty's
Mum), George (his Dad), the
school bully ?El:iﬁ:l and the prof-
essor. Some objects have an ef-
fect on the characters, for exam-
ple collecting the alien suit and
using it on Lorraine makes her
stand still so you can collect an
other object and use it on her
Throughout the game a timer,
in the form of two slowly decay-
ing photographs, one of Marty

R e N T X L SIS

and the other of him and his
brother and sister, slowly ticks
down. If Lorraine gets near
Marty then the pgﬂtﬂgr&ph
decays a lot faster, so you have
to be pretty quick about the
whole thing. Biff doesn’t really
play an important part in the
game, but trudges around hit-
ting people. If he hits Marty then
he falls over, stunned, and has to
sit down a while to recover
(meanwhile the photographs
are merrily decaying).

If you manage to use an object
at the right time then the photos
begin to regenerate, and once
they have become whole Marty
can whizz to the professor's
house, jump into the time mach-
ine and whizz off back to the
future.

(& ! Choke!
Gaki Ugh! Spiut-
ter! Sorry, but | just

% Nave to get rid of

- the bad taste that
= |[Back to the Future
has fleft in my
mouth — it is
e awful! | found I.r'r

ull, uninspiring and My
disatisfying to play ané to make
rmatters worse, it is both visually
and aurally offensive. Electric
Drearns can certainly do better,
as demonstrated by their amaz-
ing Amstrad release Spindizzy,
S0 it’s about time they made a
stan.

If the game is completed then
Marty has to start again, only
this time there is a bigger chunk
missing from the family photo-
graph, making the game far
more difficult to finish.

Presentation 68%
Comprehensive instructions

and pleasant screen layoul

Graphics 41%
Sub-standard crippled sprites
and dull backdrops

Sound 46%
Poor interpretation of the film's
funes

Hookability 35%

Any interest generated by the
film is soon overcome by
disappointment

Lastability 32%

Limited lo s and little to do
make this a right little boredom
generator

Value For Money 29%
For the same amount of mone
can go and see the real th ing
Il have enough change for
asonable n ight out

Overall 32%
The film is great, more than can
be said for the game,

When you've cornered
the germ bags...
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his disk based game from

Ariolasoft is a series of

mini games, each with
varying themes, that link toge-
ther to form the plot for this
Science Fiction arcade adven-
ture. The galaxy providing the
backdrop to all the goings on is
ruled over by a particularly evil
fermale called Alana who gains
all her power from a semi-
mystical amulet and she herself
is defended by the fleets of star-
fighters, armoured space sta-
tions and the depths of space
itsalf.

The amulet is really the root of
all evil and this may only be
destroyed by obtaining a special
power rod and equal amounts of
two rare elements, the combina-
tion of which will solve all the
galaxy's problems until the next
major crisis evolves. Just look-
ing for these elements is a big
enough search on its own but
there is more. Negotiating stars
In hyperspace, asteroids and
enemy vessels in normal space
are only three of the many haz-
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ards that constantly dog your
progress,

The game is sold in Ariola-
soft's standard disk sized, gate-
fold sleeve packaging, on which
the instructions, history and
cryptic clues are printed. As the
game is loading, a map of the
galaxy is displayed across the
screen. The game is in four warp
stagres. any of which are acces-
sable from the very beginning.
However, without the correct
password to enter a particular
section of the game, play is likely
to be very difficult. What's more,
all four sections of the game
must be thoroughly explored
before it can be successfully
completed. Lastly, because of
the size of each section, they are
loaded and stored separately.
Sections one and two being on
the first side of the disk; three
and four on the other.

The first section of the game
takes ﬁlace in metaspace. As
your ship travels on its course
through the galaxy, it must
negotiate Red Giants and Blue

Dwarves. Hitting either of these
destroys the ship unless the
energy shield is activated (and
this may only be put to limited
use). Passing near to a Red Giant
affects the amount of energy
available whereas Blue Dwarves
have the same effect, but on
time. It is random whether they
affect these values positively or
negatively. Time and energy are
crucial factors in the game so it
can pay to play dangerously at
this stage. Gates into normal
space appear frequently and if
these are entered, metaspace is
instantly left behind.

Mormal space has dangers of
its own. Apart from the asteroids
which inevitably cross the ship's
path from time to time, fighter
wings will protect any starbase
that may be present. As each
wave of fighters is defeated, the
space station becomes nearer.
Eventually, it's possible to leave
the ship and attempt entry into
the enemy base. Even at this
stage, defenses are operating
and the astronaut’s figure has to
be carefully manipulated across
the screen to avoid them. Once
the ship has been entered, part
of a puzzle must be worked out
before you can leave.

Occasionally, landing on
small worlds is necessary in

For H:; w?n::gThe /
sat and pla is
game | waited for
something good to

. It didn't.
The various sub-
games are all really
dull, especially the

e  Sequ
ence which is really boring. |
thought that the shoot em up
part would be fun, but again it's
rﬁuﬂr dull and goes on and on
o program is
grgghma.’fy and sonically inept,
inative, fat sprites
nt'y sound effects. Iif
:.rnu .-'r#u this sort of game then
you might just find some enjoy-
ment somew. but | just
found it highly monotonous.

order to find the elements re-
quired to power the proton lance
required for Alana’s destruction.
This section is a lunar lander
type game. Navigating the tun-
nels leading down into the
hearts of the worlds is a tricky
job needing no mean amount of
dexterity.

_ Rather than have a number of
lives dominating the game,
there are wvarious resources
available. Energy and time are
two of these. Unrepaired dam-
age units also have a part to play

STARSHIP ANDROMEDA

Ariolasoft, £14.95, disk, joystick and keys.

The game is far too
much of & mish-
mash for my tastes,
Some clever
parts of the game
like the attacking
fighter waves, the
use of a scanner to

nify areas of
the screen and controlling the
astronaut across the outer wall
of the station are all lost in
otherwise clumsy and unimag-
inative programming. The Meta-
space section 8 monotonous
and fm:irfr implemented, And
thank you very much but ['ve
had enough of the lunar lander
variants. If you don't expect a lot
from the graphics and are pre-
pared to put up with the dis-
jointed nature of play then per-
severance may reward you with
a reasonable adventure. Person-
aw, ! think despite the obvious
effort put into the scope of the
game, it has missed the mark by
a leng mile.

in the game. When hits from
enemy ships or asteroids create
damage, the repair option may
be implemented. A number of
these repair points may be allo-
cated to damage control but the
supply is limited. Yourship hasa
crew of fifty men, some of whom
will be sustained as casualties
during combat. When any of
these resources are drained, the
game will have reached its end.

Presentation 48%
MNeat packaging but not

else

a lat

Graphics 69%

Some very nice touches
down in many areas by

sloppiness

but let

Sound 56%

Reasonable music and effects
but nothing to make
LA

VoL 2ars

Hookabilit

Mot a lotto grab

30%

vour attention

Lastability 67%

If you do persevere, there's
plenty to see and do

Value for money 50%

Very much dependent on tastes

Overall 52%

Despite some very good points,
the game appears muddled and
contrived
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CUP FINAL
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ZZAP!'s one and only football fan/hooligan, Jazza Riggas takes a break from causing trouble
on Shrewsbury Town'’s terraces and casts a beady eye over Virgin’'s latest footy simulation.

FA CUP FOOTBALL

Virgin, £7.95 cass, keys only

BLACKBURN
ERIGHTON

T LY RS R TR T R

ihe company which“’s
SUuMMSr tTour

taken a sSubsTtTantial
U nlike most football simul-

ations, FA Cup Football

concentrates solely on
the prestigious footballing event
of the year: the FA Cup. The
game is a very simple one,
rather than choosing the players
you want to field and worrying
about transfers and the like
FACF just asks the player(s) to
choose the tactics of their teams
{either attacking, defensive or
balanced).

Once loaded, the number of
players (from 1 to 8) and their
initials are typed in.The players
can then select the eight teams
they would like to manage from
a pool of 124 (the players take
turns in choosing). Every league
team and all the good non-
league teams are listed in the
program, but if the local side
doesn't appear then the name of
one of the listed teams can al-
ways be changed. By the way,
don't expect any local team to
do amazingly well — all the
results are calculated on the
ability of the teams in real life,
and a changed name team is
automatically given the ratings
of a non-league side. So, when
Liverpool do battle with the
Ludlow Lethargics don't expect
miracles!

Once everyone has chosen
their teams the FA Cup compe-
tition can begin. The players can
choose either to start from the
first round (non-league and third
and fourth division sides anly)
or from the third round {(all
league and non-league teams).
Either option leads to a cup
draw. When this takes place two
numbered balls spin onto the
top of the screen, and the teams
with the corresponding num-
bers play against each other.

The computer then goes thr-
ough the matches one at a time,
quickly flicking through com-
puter vs computer matches, but
stopping when a player's team
crops up. Here the relevant
player has to choose the tactics
of his/her team, either attacking

V4

goes bankrupt

N

arrangaing
having
depDsiT.

(4-2-4), defending (4-3-3) or
palanced (4-3-3). Occasionally a
newsflash crops up and is dis-
played at the bottom of the
SCIEen.

Once all the team’'s tactics
have been decided then the
matches commence. Eight mat-
ches are shown at once, alth-
ough the screen display can be
cycled during play to show the
other matches. A timer con-
stantly ticks away throughout
this period so the players know
exactly how much match time
has elapsed. All the scores
constantly update themselves,
s0 during this part of the pro-
gram the players just have to sit
and bite their nails.

The time goes pretty slowly,
but it can be speeded up by
holding the space bar down.
Once the full ninety minutes
have been played all the scores
can be viewed, prior to the re-
plays, which are played in the
same manner as before.

When the round has been fully
completed the game reverts to
the cup draw screen and the
next round is compiled. As the
rounds progress managerial

When | first saw
this I thought it was

oing to be another

ootball Manager,
but it's not. In fact
it's a very simple
simulation where
all the player has to
do is choose how
they would Iike their team to
ptay. There aren't many other
things to vary the gameplay,
apart from the odd newsflash or
managerial decision, but it is still
fun to play especially with a load
of friends. The asking price is a
bit steep, since it'’s more of a
party game than a single player
one. Personally | Ihr'nf Football
Manager is still the best of the
football simulations (in terms of
strategy), perhaps this is the one
for the youngsters or computer
novices?

e e T,
—— e —

problems become more appar-
ent. The tactics chosen for teams
can be changed at half time and
at semi-final and final levels at
quarter time. Substitutes are
also introduced, and the player
IS gwer} the option to field them.
tarting at round five are
questions which try to test a
Elayer's managerial experience.
or example a star players could
ask for an immediate transfer.
What happens? The player has
to choose what he thinks is the
right decision from the three
options provided. As the players
approach the cup final increas-
m% numbers of questions are
asked, and if a wrong decision is
made it can effect the outcome
of the match.

When the final occurs match
updates, state of pitch, players
etc are constantly printed out so
the players know exactly what's
going on. The winner of the
match is printed up on-screen in

Fﬂrlqr fat letters, and the border
lashes until somebody presses
a key, whereupon the program
resumes to its post-loading title
screen.

Presentation 79%
Attractive screen layout and
informative instructions,

Authenticity 93%

Very realistic results, just like a
true FA cup competitian.

Playability 78%
The game is rather simple, but
still enjoyable to play.

Value For Money 70%
Perhaps the asking price is over
the top for what it has to offer

Overall 71%
Une for the kiddies/parties
perhaps?

The question is,
can you survive

COMET

Fre

mirEsird

"l"al"\
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member of that
who have metamorphosed into
the binary medium. And who
has he got to thank? Probe Soft-
ware, that's who. The game re-
volves around Russ Abbot's
wacky, zany character Basildon
Bond from the Russ Abbot Mad-
house. Poor old wacky Basildon
has to recover a set of zany
secret codes. His boss ‘P’ (re-
named ‘B’ to confuse the KGP
(Ha! Ha! | think I'm going to wet

If Basildon is look-
ing for the oldest
and worst jokes in
- the Industrv why

doesn't he just take
j‘x @ quick scan thr-

ough his script. I'm

. but even tak-
; ing Basildon Bond
as a simple arcade adventure it
compares very badly with the
competition. The graphics are
so old fashioned looking it's
ridiculous, Soundwise things
aren’t very much better than on
the gruflhms front — a grating
tune with even more irritating
sound effects. Why the industry
can't face up to the fact that
programs based on licenced
characters can't and don't work,
| don't know.

hat wacky, zany, way out,
‘oh what an atmosphere'’
guy Russ Abbot is now a
inumerable
band of television personalities

myself)}) has given Basildon his
orders and the codes must ret-
rieved within five hours or . . .
Well the scenario doesn't really
detail ‘or’, To aid you on your

uest, both the wacky, zany

ooperman and the wacky, and
even more zany, Blunderwoman
are present.

To unlock the codes, Basildon
must piece together some of the
worst and oldest jokes in the
business. These are hidden in
various rooms within a telewi-
sion studio and once a complete
Lnke is pieced together, it must

e logged into the main com-
puter. It's not that easy though
— where would the zany fun be
if it was? To use certain objects,
for example the computer, cer-
tain other artifacts must be
found first.

As you've most probably gue-
ssed, this is an arcade advent-
ure. As in any good aardvark,
there are baddies out to get you.
The baddies after Basildon are
just as wacky and zany as he is—
they're TV cameras. If one
bumps into the super secret
agent, then a big slice of time is
lost from the countdown.

There are two sections to the
main wviewing screen: a top
window showing Basildon's
current position and a lower
status screen detailing any ob-
jects carried. Only one object
can be carried at a time, making
the overall solution very comp-

THE ADVENTURES OF
BOND ... BASILDON BOND

Probe Software, £9.95 cass, joystick only

The chunky graph-
ics and naff sound
gut me off inttially,

ut | persevered to
see lf the actual
%ama was any cop.

nfortunately it
isn't. | enjoy arcade
adventures and al
thpugh this is an unusual varia-
tion on the theme, | didn't find it
interesting to piag at all. The
pace is too slow for my liking
and there isn't a great deal to do
when it boils down to it. I'm not
overly keen on Russ Abbot's
television show, but | would
rather watch that than play the
game.

lex indeed. To travel between
different screens, Basildon must
be guided through one of the
doors in view. The next room
then flicks onto the screen.
Basildon is quite a versatile
chap and takes his orders from
the joystick, should it be conn-
ected. Left and right, predictably
enough, move him IefPl and right.
To move up and down the many
stairways about the place t]u
have to use the diagonals,
fire button has a special funct-
ion, in that itcalls up Cooperman
for help. Good old Cooperman
flies from right to left across the
screen and can be moved up or
down with the joystick. Any

Basildon Bond is a
pretty boring arc-
ade adventure,
which doesn’t
seem to have any
relevance to the TV
show. The graphics
are very basic, with
: blocky sprites wob
bling around the screen. The
saund isn't much better and the
eplay is about the same
sran ard as the graphics. What
results is a sub standard game
which | couldn’t really recormn-
mend to anybody apart from &
really desperate arcade
adventurer.

baddies are instantly converted
to a wash of pixels when Coo-
perman zooms over them. This
allows wacky Bas to progress
past previously unexplored
ground, but the trouble is that
upon re—entering the room, the
formerly mashed nasty returns.
Cooperman can only be used
ten times and one call out of ten
summons up Blunderwoman,
who usually causes more dam
age than good. ,

Death is dealt out when Coo-
perman’s time is up, though it
will take rather a lot of doing
with the five hours supplied.

Presentation 45%
CUuite unexceptional really
nothing of note, good or bad

Graphics 38%

Sl_.ll 1Tes I :.Eil'_jl'-_‘ [rl'_'llTI |_|_':::l|_:| SEEM T
be the order of the day
Sound 39%
Mathing noticabl
|:-| |‘|”

vy outstanding

Hnnimhlhty 43%
255 Yy Ve, ore 1“‘|.|||| eat
3 ind they are
I Cvou won i
|'| r'r, I‘:-I |-|H-:-1

Lastability 42%

or even too fussed about
playing it for any amount -:I_|I‘-
rme

Value For Money 37%
A below aver age game for an
above aver afge price

Overall 43%

Mot the best arcade adventure in
the world, I-- t certainly not the
worst
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30 great games from leading software houses including Quicksilva, Bug Byte,Mind

Games, Lothlorien, Argus Press Software, Taskset, New Generation and Terminal

T e ——
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FPE 5000
CC Pas TE

Adrenalin burning
JOystick testing
temprfng 30
Games. More

than ever before i

one pack on two
lapes: only

£9.95 48

A .

|
Argus Press Software Ltd., Liberty House,
222 Regent Street,
London WIR 7DB
Telephone 01-439 0666
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EE.I'I'I.I.I'I.I & 6 CentreSoft sesan

With over four years experience of providing practical software solutions for business and home applications, Gemini have put together a
selected range of famous litles for the Commodore 64 and 128 in TWO special packs, at VERY SPE CIAL prices. These super value packs
contain all the serious application software you're ever likely to need for your CBM, from word processing and database management fo
a complete professional business accounting system. Gemini's ‘OFFICE MATE" and ‘OFFICE MASTER' are here now -

put that computer to work!

c®
¥

W

v

&
Word Processor @j Database I%

A Fully - eatured word processor program with 1axd lommatting - Supaior file managerment system wih features found only
right pustification - adjustable page length - ext cantaring - with packages costing much, much more, Completely use: -
output of all or pat of lext o prnter - salactive saving - file definable data entry formal - colours definable - advanced
concatenation - block move - block delate - raversa print - mathematics using buill-in maching code Bxpression
graphics print - double width print - sorfing - left and nght gvaluator - 1ast sor on numenc and string fields - axensive
margin seleclable - word count - search and replace. saarching with 'wild card’ capability - usar-definable dala

EUMManes - simple on-screan adibng. A really POWERFLUL
Mailing List m

database!
This program will enable you 1o keep a record of namas and @
addresses and then print, axamine, sort and find them, all with Home Accounts
special sekecton lechniques, Fealuring the famous Gemin Designed 85 a compieta home accounting package, this
‘search-key’ system, you have the option of creating your own program allows the user to set up and maintain a budget for
dedicated coding routines for each name on the Fe. itams of household expenditure and compare actual with
For axample, on most mai systems you are only given fhe budget ,gither numarically, or with the aid of char graphics.
standard headings such as name, sireet, iown, county, eic A complete bank acoount routine is included. together with
bt with our system, you could for example find all comparies standard axpendiure calegones which may be changed 10
fisted that have a turnover in excess of a cerain figure, or all Sanl.
subscrbers whi are behind with thesr subscnplions, or all
peopie eligible for 8 Christmas card this year! A full range of
ulilities is callable from the menu including, olcoursa, labal
prinking.

e Word Processor *® Home Accounts

® Database * Extensive
e Mailing List Documentation

OFFICE MAATE £12 Cassette
or 1541 Disk £15

Step up to OFFICE MATE and save money! Usual price individually £79.80

@ Database ® Mailist e Word Processor ® Stock Control
e Cash Book ® Final Accounts ® VAT File ® Full Documentation
— #

Database, Mailist and Word Processor as 'Office Mate’ PLUS:
Cash Book / Final Accounts / VAT File.
Gemini's lsgendary cash book system for the CBM is a complete stand-alone accounting
software package, already in extensive use by both accountanis and their chients.

ﬂ

General System Overview 4, VAT net sales and net paymenis figures, which are 4. The faciity o extract regular managemant information
The Gamini cash book package for the Commodore 64/ 128 automatically created and maintained by the program. such as cash/bank balances, deblors and creditors, sales,
microcompuler is dessgned for a hardware sysiem This same data file is used by the FINAL ACCOUNTS overheads, etc
consisting of: program. The 'VAT FILE' which accompanies this package s | 5 The program intarfaces with the Gemini FINAL -
1. Commodore 64,128 microcomputer designed primarily for those users on the Retailers special ACCOUNTS program to enable Trading and Profit and OFFICE
2. 80 column printes. VAT schemes. Loss accounts and Balance Sheet to be proguced MASTER
3. Cassefta or dhsk data storage. The main features of the CASH BOOK program are as follows: whenever required, Comparative of budget figures canbe
Pleass note thal running the: program on disk will not changa 1. Double entry routines lor transactions through the shown alongside the actual figures using this program. EZ2S
the way that the program works, but you will ave the banafil cash/bank accounts and sabes/ purchase ladger control §. Screen promgts throughout the program io lacilitale sase Cassette
of tar gresier speed and refiabiity lor the loading and saving of accounts of use. z
files that a disk system provides 2. Journal facility for the initial set up of accounts, of for 7. Storage of VAT information 10 assist in the preparaton of or 1341 Disk
There is a totad of 199 nominal accounts, a large number of adgstments 1o any of the accounts panodic VAT rabems
which may be defined by the use. You may have uptofour | 3 The facility 1o produce the following screened of privted | 8. Erfor irapping routines to minimése input errors.
cash conirol accounts, six bank control accounts, one sales reporis: : 9. The tacility Yo handle the inancial transactions of soke
ledger and one purchase ladger coniral account {a) Listing of all the nominal account litkes. iraders, partnerships, limiled companses, clubs, etc
The program will store @ data file consisting of. (b} Monihly ransaction summaries. Users registenad for VAT are reminded that it is a stalutory
1. The account fifles. {c) A trial balance whenever required, mlm@ﬂmmwthmmmmlrga
2. Tha cumen cumulalive balance on sach accouni d} Screen VAT mamo acocount balances (sales)net Their aCooianiing mmmmimmm accounting
{EANR O G purchases, and VAT accounts) it
3. The net movement on each account for every month of {e) A batch printing facility which provides detads of all the e e M R S TR A 57
the yoar transactions entered n the current run of the program I"— [ ] -l
I Gemini Marketing Limited, ‘Gemini Hougs , l
Dinan Way Trading Estale. Exmouth, EXB 4RS5
MAIL = E
ORDER Please send me — CBM 64/128 'Office Mate’ packs ' £12 (Disk £15)
Dealers please note that ‘Office Mate' and ‘Office Master’ 10 % M ey SR *
. pasesendme {128 'Office Masle” packs dr
now available also on BBC, Electron, and Spectrum. Cassette | Disk (ploase delele a3 necossary)

i

|
I |
| o please debit my 24 HOUR CREDIT GARD | |
I Access Amax No HOT LINE 1
» I Mame: — (0395) 265165 (4 lines) |
Sole distributors to the trade: { A |
: i |
CentreSoft Ltd. rei. 021-359-3020 | sonae |

Cheque § P.0.5 enclosed to value £

L_......Tﬂ.ﬂu and overseas enquiries welcome_ __ _




ROCK ‘N’ WRESTLE

Melbourne House, £9.95 cass, joystick or keys

Mick Molotov about to slam Redneck McCoy into the canvas

rom the authors of the best
salling martial arts simula-

| tion, Way of the Exploding
Fist, comes an alternative com-
puter sport — wrestling, in the
form of Rock ‘n° Wrestle. As
Erapple supremo Gorgeous
reg (is this an ego trip for the

’
unintelligible .Defaparmﬁnﬁwa
really good game is here, but

unfartunately it just hasn't been

realised.

main programmer Gregg Bar-
nett or the graphics designer
Greg Hnllant?, one wonders?),
you must battle your way past
nine hardened opponents, each
with their own distinctive style,
to become champion of the
world. Or, if the mood takes you,
there is a two player option so
you can grapple with a friend.
There are 24 different wrestl-
ing manoeuvres at your dis-
posal and all are accessable
from a single joystick (or set of
keys if you're so inclined), al-
though only four moves are
available at any time, depending
upon the situation. For example,
at the beginning of a bout you
cant do anything other than
‘soften up’ your opponent by
either grabbing, kneeing, kick-
in% or ‘punching’ him.

ou stat with a limited

amount of energy (represented
by a bar at the bottom of the

Despite consistant-
ly being told other-
wise by numerous
months of Mel-
hry Rock d
pe, an
Wrestle is not part-
icularly good. Cer-
tainly not what
you'd expect from the ram-
mer of Exploding Fist The
%ﬁy looks so
and unprofessional. Graphical
grspnmﬁrwmsl the least and

"DOES, LOVELY PRULA BYENE Lewe

VIoLCHiE 7~
W -%—v 3

are even waorse,
Rock ‘n' Wrestle is quite simply a
poor excuse for a sports simu-
lation and little else.

screen), as does your opponent,
and this decreases with every
assault. Once you've got your
man firmly within your grasp he
can be headbutted, lifted (ener-
gy permitting) and eventually
picked up and thrown about the
ring. Then, when he is suffici-
ently stunned, you can jump on
him and attempt to pin him to
floor for 3 seconds, success
resulting in a win and a con-
frontation with the next, tougher
opponent. However, when you
find yourself in a similar, un-
compromising position then a

| quick spurt of furious joystick

Li.g?ljng I$ required to break the
oid.

Presentation 84%
Comprehensive instructions,
adequate attract mode and
Many oplions.

Graphics 42%
Porky, blocky, poorly animated
sprites and little else.

Sound 65%

Boppy background music isn't
outstanding and spot effects are
crude

Hookability 60%

We all found odrselves quite
axcited for a few minutes
despite the immediate impact of
the graphics.

Lastability 51%

Just not gripping enough,
despite the large variety of
moves and opponents

Value For Money 46%
It's quite a high price for a
disappointing game.

Overall 53%

Ahard idea to put on a
computer, possibly a worthy try,
but the potential hasn't quite
been realised.
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ay out in the uncharted
depths of the universe
lies a remote planet, its

populace terrorised and terrified
by a huge tyrannical computer.
Built to govern, it turned rene-
gade and used its creators as
pawns in its own diabolical
chess game. As you can imag-
ine, everyone became pretty
cheesed off and it was univers-
ally decided that it was time for
revolution, So, a plan was drawn
up to destroy the computer.
Over the following months
components were stolen from a
robot assembly line and a little
android, a robot seeker, was
developed specifically to enter
and shut down the computer.
This is where you come in. Play-
ing the part of the robot seeker
you have to complete the mon-
umental task laid down and save
the planet. ,
The computer network is split
into three sections: the area just
under the surface of the huge
complex of caves, the middle
section being the machinery
part and the bottom of the com-
plex consisting of machinery
and the computer itself. The
three sections each have 14
levels, making 42 levels in all.
The journey to the heart of the
computer is a tricky one and the
computer's automatic defence
system, robot guards and pho-
ton thrusters try to thwart pro-

£ WH GETs BoRLP OTTH COMPUTER GAMEST ™
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Mastertronic, £1.99 cass, joystick only

gress whenever they can. Pho-
ton thrusters open and shut
quickly, forcing the robot seeker
to stealthily dodge through
them. If they close upon the poor
droid the game ends and the
computer continues its macarbe
game.

Rather than having ‘lives’ the
robot seeker has PSYCHE, a life
force shown on-screen which
constantly ticks away during the

Although this enor-
mous arcade ad-
vaenture conlains
over 1,000 screens,
each of the three
. sections consist of
screens which look
} very much alike.
There’s not much
action either, apart from shoot-
ing the nasties (which again
aren't very varied) and that
becomes dull after a short per-
iod of time. The puzzles in the
game aren't particularly exciting
and only involve picking up one
object and dropping it in the
right place. The graphics are
rather dull and the tune is short
and again repetitive. It could
well | to arcade adven-
turers who like their action at a
leisurely pace, but it’s not the
sort game | could heartily
recommend,

Nonterraqueous
doesn't look much
at all and on play-
ing it turns out that
~ it isn't. Big is often

- \beautiful but in this
case it's just plain
dull. The thousand
screens are all very
much the same and there's not a
great deal of variety in game-
play. | found Nonterraqueous
uninteresting to play and have
certainly seen better releases
frorn Mastertronic.

?ame. Even the slightest touch
rom the computer's minions
seriously depletes this supply,
but luckily there are rooms
within the computer complex
where psyche can be
replenished.
he robot seeker has two
modes of operation: sphere
mode, when it fires bullets to
defend itself and defenceless
mode when it is able to travel
unharmed through the acid rain-
drops that fall from the ceiling in
some locations. Changing from
one mode to the other is done by
using SWAP boxes which are
scattered throughout the com-
puter system.
To stop an intruder’'s progress
the computer has put up barriers
which are removed by dropping

Seeing Treble? The robot seeker (the eyeball to the far left} going
for the rocket and getting hassled by three alien nasties instead

bombs on them.

When you find la bomb,
pressing the space bar
adds it to your supply and press-
ing the Drzey drops it. There are
other hazards too, like the gas
chambers which are passed
only by using a rocket, but the
fuel has to be found first . . .

Nonterragueous has over
1,000 screens which ‘flick’ as
you move from location to loca-
tion, so quite a bit of exploration
is needed before the game can
be solved. There's no score
given, but at the end of a game
you are given an overall game
completion percentage so you
can gauge how well you did.

Nonterragueous
boils down to be-
ing a wvery plain
E::da amm.-qr
uzzies aren
ﬂéﬂaﬂy diffi-
gu.ﬂ to solve and
screen seem-
- ed ngr:ﬂ as the
previous one, making seem
rather boring. the
baddies is the most
and even this is much too
easy. The game has quite a few
gggfrpﬂmﬂ too, such as being
to put it into lower case
which mucks it up completely.
The most pleasing part of Non-
terraqueous is the very jolly tune

that plays through the game,
Mdmmdmnﬂubﬂ
tive after a while. Some

gamers may find MNonterra-
queous fun, but | regard it a5 a
very average cheapo game.

Presentation 55%
Uninformative instructions and
no game options

Graphics 36%
Hepetitive screens, and rather
dull sprites

Sound 59%

Short, repetitive tune

Hookability 52%

T'he simple puzzles makes the
game easy to get into

Lastability 41%

but it's all rather samey

Value For Money 56%

A big game for a small price

Overall 48%

but the screens are all very
similar and the game 1s |usl
average
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48K Spectrum

chronicles of the land of faIrLiIGght
1. A prRe|LUdE: the Light revealed

BY BO JANGEBORG

(author of “The Artist')
“"Maybe the game of the year!”

Your Spectrum, November 1985
... one of the most sophisticated games the Spectrum has ever seen."

" ...one of the ten best programs ever made for the Spectrum."
Popular Computing Weekly, October 1985

. .the best arcade adventure of the year."”
Your Spectrum, November 1985
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GETINTO A LITTLE

Liddon the Lummock, 7ZZAP!'s resigent
technospert (he was supposed to be a

s ort, but the Dutch were far to0
astute to let HIM into the land of Gouda
and Windmills) has been playing with the
|atest bit of hardware from Robtek — who
used to be known as Robcom.

Called the Game Killer, this doobrie
blocks the commu nication channels that
are normally open between VIC II, the
graphics chip chappie, and the CPU while
agame is running. (For a full blown
technoscription, take a peek at Page 44 of
this issue).

SPRITRICIDE WITH
GAME KILLER

Mr Liddon's f
this issue. Im
on inyour

agine the
Commod
with the
\d Vic, wh

Killer in
is goin
circuit b

watches o,
poor little SPri=

m the temporary




" GIVE ME THHT

L m

| PON'T KNOW
NOTHING ~ |’

STUPIDY sTurr -

OR
ELSE /

It's Questionnaire time again folks! The
ZZAP! event in which we ask you for your
opinions on the magazine has come round
again. The answers you gave us to the
questions we asked in earlier ZZAPTION-

NAIREs proved enormously useful in
keeEing P! the way you like it.
This year, apart from the usual mix of

questions about ZZAP!, we've asked YOU
a few more questions. If you don’t mind
answering them, then your responses
would be very helpful to us in getting to
know you better. But if you'd rather keep a
few secrets, we won't be offended!

It's vital that as many readers as poss-
ible return ZZAPTIONNAIRE forms — if
you don't want to lop the page out of your
copy of the magazine, a photocopy will do
fine, and written answers will be okay too,
s0 long as you copy out the format of the
questions accurately.

As usual, we're going to put all the
completed forms in a giant cardboard box
and this year we will draw out ten winners.
First Prize winner will collect £60 of soft-
ware of his or her choice, a jog suit, a
ZZAP! Sweatshirt, a ZZAP! hat and a
twelve month subscription to the maga-

zine. A good £100 worth of goodies! Four |

runners up will collect a twelve month
subscription, £12 worth of software and a
ZZAP! T-shirt and hat. Five more

EEAPT!DNNAIHE-rapI)i[ing persons will
collect their very own T-shirt.

You've got about a month to put your
thinki{%ncaﬁ on (it could soon be replaced
by a P! Cap!): sharpen your biro and
fill in your answers. Send the form to
ZZAP! 64 QUESTIONS, PO BOX 10,
LUDLOW, SHROPSHIRE, SY8 1DB io
arrive by 1st May at the very, very latest.
We ruallvf will publish the results this time
in the July issue, with luck and a following
wind.

Thank youl

lllllllllllllllllllllllllllllllllllllll

T ShirtSize(S,MorlL) .................
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SECTION ONE: ABOUT ZZAP! 64

1) Since May last year, how many of the
last ten issues have you bought?

LESS THAN 3

35
6—8
9-10

T

2) On average, how many other people
read your copy of ZZAP? 0]

3) ¥ you get ZZAP! regularly, how do you

buy it?

(Tick one Box)

By subscription L]
Reserved or delivered by newsagent [
Over the counter O

4) In order of preference, which other
computer titles you you buy?

Commodore User

Your Commodore

Popular Computing World
Commodore Horizons

Commodore Computing International
Computer and Video Games
Computer Gamer

Popular Computing Weekly

Other (please specify below)

O0O0O000000

5) Do you intend buying another
computer in the next six months/?
(Y or N)

6) Please give marks out of ten for each of
the following features in ZZAP!

Advertisements OO
Arcade game reviews L]
Competitions ]
Compunet pages 1]
Editorial pagel(s) E:’
General articles L]
Hardware articles Ell:l
News Flash e
Playing Tips DD
Programmer/Company profiles [N
Previews O []
Readers’ Top 30 chart 00
Scorelord L]
Shadow Spiel LIC]
Terminal Man LI
White Wizard 0O
Zzapback L]
ZZAP! Challenge 0O
ZZAP! Rrap 00
ZZAP| Strategy 0]

7) List any other features you'd like to see
in ZZAP!:

B) Is the current rating system
Good

Average

Bad

(Tick one)

Oao

9) How often do you agree with the
ratings?

Always

Quite often

Occasionally

Never

(Tick one)

ooaOoag

10) When you buy games, do you decide
what to buy after reading the review in
ZZAP!:

Every time
Quite often
Now and then

Never

Wimimim

11) The ZZAP! reviews.

Please tick the boxes if you think things
are okay as they are, or write an M for
more, L for less if you'd like changes

Detail

No of screen shots

Amount of reviewers opinion
Length

000

12} if it was up to you, how would you
improve the rating system?

SECTION TWO:
ABOUT YOU
A) Are you
Male "
Female [l
B) How old are you? 00

C) Are you following, or have you
followed any of these courses of study?

CSE

GCE O Level

GCE A Level

GCSE

Degree/Technical Certificate
School leaving certificate

ooOooao

_Mnrnuﬂ:un

E) Other than home computing, what
hobbies/interests you you have?

Model making

(]
Pop music O
Play by mail games O

]

Playing sports

...................................

F) Apart from ZZAP!, what else do you
read? Please list titles:

MAGAZINES

G) How often do you listen to commercial
radio stations?

All the time

Regularly
Sometimes

Never

HiEiEin

Please list the stations you listen to:

H) Which of the following do you drink
regularly/

Coca Cola
Pepsi Cola
7Up
Quattro

0000000

I) Do you holiday abroad?

Rarely
Once a year
Twice a year

0000

’
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A SUPER PRANG, WHAT!

At the editor’'s command, JOHN MINSON exchanges
his Hawaiian floral shirts for goggles, flying helmet
and jacket and attends a preview of the new film
BIGGLES, to see how Mirrorsoft are turning it into a

game.

A West End preview theatre is a
pleasant contrast to a cold,
cramped and uncomfortable
local cinema. There's leg room,
a large screen, good sound and
no boring advertsortrailers. The
only thing that was missing was
popcorn. And the reason
were all gathered therej other
than to see amovidthat's not
released until 22nd May, was.
that those clever peoplé at
Mirrorsoft saw.natural
computer game potantial and
bought up the rights. So down
with the lights, oh with the
review and remember where
WPI-L; read it first! 'r _
ang on a minute! ThaNew
York sg'n,fline, electromiusic with
a disca beat and thetitles spelt
out in sci-fiblde lightning — are
ou suré this is the same
iggles? James Bigglesworth —
World War | British ﬁying ace
and all round good guy; hero of
of 97 books; a legend! Well, yes,
and the credits say that it's
based on the characters created
by Capt WE Johns, which is film-
talk for taking diabolical liberties
with a much loved classic to
make it more acceptable to a
modern audience. And to make
sure it sells on the other sideiof
the Atlantic you add an
American hero. But let's get
down to the story, i~
Jim Fer%uar:m, cleangut '
American ﬂy,ispartnﬂr.inm;.-
food firm, Withamajor ..
presentation to potential b
the next day, he's in NG Mo
the eccentric old man Whio |
his doorbell one eveningand
asks if something strange'has
happened. When Jim sends.hi
packing, he muttersthathew
sure it should have happenad
now. Jim shutsthed
immediately arcs of k
lightning flash around

e

he's standing in the muddy hell
that was France, 1917, a biplane
swooping overhis head. .
The plane crashies and Jim
answers the l;_uij_ ‘s cries for help
to cut him free. Itis, of course,

Biggles, who was on a secret.

mission to gain photographs of | ¢htim
‘| AlgyiBertie and Ginger. Having

a new German secret weapon.
But the weapon was turned on
him, causing the plane to go out
of control, and before he can
retrieve the camera there is a
huge explosion. Just as
suddenly, Jim is back in today.

The next day, at the
presentation, Jim has almost
put the strange hallucination out
of his mind when the old man
reappears and hands .Jim a card.
Jim’s too busy to do anything
about it then, but minutes later
he can't help himself as the

_ ['Irarltil:

front of an amazed audience he
vanishes,

Back in 1917, and reunited
with Biggles, he helps him fly
another mission to get proof of
the weapon. They succeed, but
on the return are locked in a
fight through the
" forests'of France with Colenel

Vnn-Sthr;Fin. ‘u";l'fhfn wr:l;n
iStalhein flies off Jim thinks they
are safe, but onice again the
wedpon is turped on them,
Biggles manages to outfly its
deadly pulsingblast and hands
Jimi the photographie plate for

safe keepingjust béfore the

@ung American isgatapulted

k through'time:if the
business people were amazed
by his disappearance, they re
doubly shockedby his _
reappearance muddy and battle
scarred. _

Jim runsHe musttakethe
first flight to Lopdon, 46 1a
Tower Bridge; the.address on
the old man's card. He is
expected and the man is none
other than Colonel Raymond,

Et;?gﬁ'af'ﬁfd commanding
officer.

Jim is now ready to accept the
Colonel’s tale of time warps and
the bond that makes him and
Biggles ‘time twins'. Whenever

vane or the other is in mortal
“danger they will fall through a
hele in the fabric of time, to

| come to the other's aid. If Jim
“daes not help Biggles then the

of the war will be very

s | course

s l._ _-: [E e
i’

t; the Germans will

Bct their death ray. So Jim is
poked into a nﬂi?.lhbﬂur'rng
1otel, 1o wait for the next time

iwhile, Jim's girlfriend,
=_-Iﬂd fat, jelly-bean
-ﬂk business partner,

- Chuck; aré hot in pursuit of their
Who, to put it mildly, they

ist

; "-Jﬁﬁ*%gava gone round the
. ‘Defore they can arrive

oy

at the hotel, Jim is snatched
from his bath and dumped into
the'middle of a convent, clad in
only a towell There he

- encounters Biggles' three

: s and flying companions,

: iclad in a spare habit, Jim is

“able 1o prove his worth once
again, but his reappearance in
his hotel dressed as a nun, just
as Debbie and Chuck crash
through the door, does little to
convince them of his sanity.

The pace hots up. Chuck calls

for the palice who literally lay
siege 10 the hotel when they see
Jim'’s gun. But Debbie stays by
his side — too close, in fact, as
she is carried back through time
with him. The weapon, a sonic

lightning flashes again and in

device, is located and a fight

[hmugh g cave system ensues.
Then it's time to turn the tables
and transport Biggles to the
present and the middle of a
major police alert, But using
cunning, our two heroes
succeed In capturing a police
helicopter. Could it be that flying
it back through time will give
them the advantage they nead
to destroy theweapon?

You'll have taseethe filmto
answerthat one, and despite my
feelings that it would have been
far better ifthey'd stuck to the
ariginal books and not tried to
do a ‘Backto the Future’ job on
them, it's undeniably fun, with
lots of tongue in cheek humour,
MNeil Dickson, in the title role, is
excellent, with an upper lip so
stiff it almost cracks when he
smiles, and his trio gf chums,
ﬂayed by JamesSaxon,

ichael Siberry and Daniel
Flynnprovide nice support. Alex
Hyde White as Jim is energetic
andsmanages to minimise much
af the culture shock that comes
from seeing a Yankin such atrue
Brit situation.

The other way of answering
the question of Biggles’ success
is to take a hand init yourselfvia
the reason we were there — the
game. This comes in two parts,

“"il'i'é;

Rainy
SPHRE: EEEao

the first hEin? the initial dogfight
with von Stalhein, the pursuit
through the caves and the
rooftop chase in modern day
Lendon, Though none of these
sections was completed at the
time of the preview, they’ll all
call for different arcade skills
and logked good from the,
screens | saw. Succeed in these
and you'll have a chance to fly
the police chopper and take on
the deadly sonicweapon itself in
a cockpit view game.

In fact, because of a neat time
warp negotiated by Mirrorsoft,
you' |l have a chance to do all of
these things even before Biggles
does, because Biggles the game
will be available on the 1st May,
three weeks before Biggles the
film receives its Royal Premiere.
It will cost £9.95 on cassette and
£12.95 on disk— a small priceto
pay to save the world from those
fiendish sausage munchers.
=0 there | was, sitting happily at
home, when the call came
through. 'Hi John. Roger here.
Got a bit of a problem. Want you
to scout around. See if you can
find Biggles for us.’

The airfig
id, :
Biggies home o ¥
; Me,

ol

A e
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ue from Robtek in the

very near future is a pro-
¥ duct of quite clever orig
inality. It's called the Game Killer
and, as the astute reader may
already have guessed, it kills
games. A little explanation may
well be in order. Most progs on
the Commodore 64 use the
special facility of sprites provid-
ed by the VIC Il chip, sprites are
mainly used for mobile objects
in the playing screen. The VIC I
chip is a clever old stick when it
comes to handling sprites and
can even detect when different
sprites hit or if a sprite collides
into a bit of background. If
you're writing a game this is
most handy, you can see if a
spaceship has crashed into an
alien, if a missile has hit true or
Pacman has trundled into a
ghost.

Game Killer is a cartridge and
once installed it allows the user
to electronically poke VIC in the
eye and blind it from seeing any
sprite-to-sprite  or  sprite-to-
background collisions. So when
a game program says to VIC '0i,
has the player collided with any-
thmg'r" the VIC ll says ‘uh ...um,
. .NO' because it can't see. The
potential is quite large because
with most commercial software
Game Killer means you can

44 ZZAP!64 April 1986

4 i ..

cheat, and cheat to very good

effect.

Using Game Killer is really
quite easy peasy. Powering up
with the cartridge in-port, a title
screen, replete with Rob Hub-
bard soundtrack, pops into view.
This is just to let you know it's
there. Tapping the space bar
brings back the old familiar 64
blue on blue start up screen and
now you load in the game you
want murdered as per normal.
Once in and running, the game
to be terminated with extreme
Pre;udu_:ﬂ Is zzapped once your

inger finds the small reset but-
ton on the side of the cartridge.
There are four different modes
of operation: 1) Just push the
button and the sprite-to-sprite
and sprite-to-background collis-
ions are disabled; 2) Press the
button with joystick pushed for-
wards and only sprite-to-sprite
collisions are ignored; 3) With
the joystick pulled back Game
Killer disables sprite-to-back-
round contacts; and finally 4)
ushing the button with fire held
down puts the program back to
normal mode.

This seemed like good clean
fun all in all so we got out a

HATS WHAT | LUCE
POwG To THINGIE ... "

selection of past games and
tried out the practice of the
theory. The way in which Game
Killer works is adequately de-
monstrated with two quite diffe-
rent sorts of shoot em up. It
helps to have a bit of a know-
ledge about how the game is
working then it's quite easy to
redict the effects, if any, it will
\ave on the program in ques-
tion. First to be tried was the
ZZAP| office all time fave, Guar-
dian from Alligata. After giving a
quick prod on the game killing
button it was great. This chang-
ed the prog so that all the attack-
ing aliens and bullets could be
salled through in safety but the
aliens could still be shot.

After annihilating Guardian,
Dropzone was loaded up. This
turned out to be a bit strange. It
was possible to fly past and
through any attacking nasties
but on the other hand it was
impossible to pick up the scien-
tists. When trying to re—enable
the sBrita—-hat:I:grnund collis-
ions Dropzone wouldn't have
any of it and happily insisted on

letting the little jetman sail thr-
ough any attacking foe. Since
the scientists couldn’t be carried
off to the silo it was impossible
to finish the sheet we were cur-
rently playing. Still a lot of fun
though.

Overall Game Killer seems to
me to be a very good idea in-
deed. Though it doesn't work
with quite a few of the very latest
releases the ones with which it
does click work very well indeed.
One of the best aspects of Game
Killer, h-n::jﬁﬁy&r. is it's ability to
revamp life into seemingly long
dead titles, it actually makes
guﬂe dull games fun and at only

1495 wyou can't really go
wrong.

Game Killer will be available
from ROBTEK (formerly

known as Robcom), 36 Market
Place, Falloden Way, London
m‘! 6JP. Telephone 01 209
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g . '_ d“FH NDII Lﬂague
eand away form for a total

of 124 Lm wﬁm I.eague teams.

You must decide which twﬁm?ourtaﬂm use throughout the various matches and

you must make man which may well effect the morale of your team
and subsequently the score! ?euma;gmgmtalnmlm and if you are

lucky enough to receive the benefit of a “giant-killer” yourﬁaﬂmmay even experience
adream cupnmf '

Above all, The Official EA. anw game comes up with realistic results
that's why the Football Associatic have given it their full approval!

re 64/128 and Amstrad CPC 464/664/6128

Available for Spemim Commodor
-----------------------
Name .. T e e R R A it e LSS e e S L ) St s O

.Hddress

Spectrum48K[] Commodore64/128[] Amstrad CPC 464./664,/6128[ ]
Tick appropriate Box
All versions of F.A. Cup Football cost £7.95. Please make cheques and postal orders
to Virgin Games Limited and post to the address on this advertisement
Please do not post money.

Virgin Games Lid, 2-4 Vernon Yard, 119 Portobello Road, London W11 2DX







Iwas tucked comfortably in my hyper-vibro-
sensory synaptic massage couch sipping
some ancient Earthly viticulture obscurely
named called Pipistrel 56 given to me by an
ancient white haired being who lives in a
cave (a ﬁleasant if slightly flinty flavoured
brew) while watching the fictional antics of
an old pet of mine on the vidscreen (it was
fram an Earth transmission, an entertain-
ment called Alven) and delicately imagining
that it was the ZZAP! crew being eviscer-
ated rather than the aptly named Mr Hurt,
when the commsole blurted out the mess-

age and halted my massage.
) It was the puny mohican, Penn contacting
me, bubbling with puerile excitement about
some super challenge they had arranged
without my knowing. He babbled on some-
thing about the ‘cream of 64 programmers
all coming to Ludlow to undertake a great
ames challenge.’ This struck me as being
anciful, to say the least, since even my
Cosmic Ultra-Remotivator and non-Terran
Behemoth Universal Navigational System
1 (CURANTBUNS.,) has difficulty in

L
i

Black and whitn phe by Camearon Pound,
colour by Roger E“n

ramming ego abounds! Left to right: ZZAP!
between them,

Strntnﬂnn Sean Masterson, lst-mdimﬂ
and Andrew Braybrook comparing code, (seated) Jeff Minter and Tony Crowther with Gary Penn
and Chris Butler joins in the joke, partly obscured by Julian Rignall — where's Liddon?

A CLASH OF TITANS

locating this backwoods hamlet, and know-
ing the predicliction prima donna pro-
grammers have for toxic drink, sleep and
missing your primitive inter-city rail tran-
sports, | was certain Penn had finally taken
leave of his already febrile senses.

Still, a challenge is a challenge, and who
knows, porcine substitute might fly. Two
cosms later and my craft was parked in geo-
stationary orbit over Ludiow and | beamed
down. To my surprise, Penn had not fibbed.
Indeed, there were present no less than five
of the young men responsible for some of
the best arcade games on the Commodore
64 machine. | felt mildly smug, however, to
discover that two of them, a being called
Jeff Minter and another referred to as Tony
Crowther, had managed to miss a train and
phoned asking what they should do. With
the extraordinary presence of mind that
characterises everything he fails in, the
idiot-savant Liddon suggested that they
catch the next one. This gloriously simple
idea obviously worked, for there they were,
the tall, hairy being attired in a curious
animal garment finished with fluffy white
edges. \%33 this the infamous Llama skin?

or this extraordinary challenge, | com-
manded all the ZZAP|
minions, pernicious
Penn, ruinous Rignall
and lousy Liddon to
take notes for my
benefit. A table had
been set ready for
the contest, but
as a limited
number of
machines
were
available,
the

Archer Maclean

challengers played in small groups of two
or three at atime. The arrangement was that
each programmer should command the
others to battle it out on a game they had
written (the responsible programmer sitt-
ing out their own game). The choice of
games caused some malicious merriment,
since it is well known that programmers
vilify, even hate, anything not coded by
themselves.

Archer Maclean naturally chose Drop-
zone for his challenge. Tony Crowther
opted for Black Thunder, Chris Butler for his
Z, whilst Andrew Braybrook went for
Paradroid. Jeff Minter, removing his
noxious animal covering, announced that
the others would play Mama Liama, a game
enshrined in ZZAP! history. After the com-
pletion of these five games, all participants
would compete on a choice made by the
ZZAP! team — a game not written by any of
the august gentlemen present was chosen,
Paul Woakes' Encounter from Novagen.

As you may imagine, with so much
potentially explosive ego in the air, it took
some time to settle everyone down to dis
cover who among them should be regard
ed as the bestarcade game player in the
known universe. It will be easier for me
to refer to the scribblings of Penn, whose
ability to confer with these hex-ridden be
ings in their own peculiar argot of jargon
and bad English is almost essential to un
derstanding the proceedings.

DROPZONE [programmer:
Archer Maclean)

ﬂlthﬂugu'l simultaneous play
was taking place, for the
sake of clarity it is easier to
look at the performances of
individuals.

Andrew Br

Andrew likes Dropzone. He
seems to think it's very nice
and turns out to be quite
proficient at playing it,
although he does play the
Atari version which he
regards asa better game.
Spectacles flashing in the




cruel arc lights of photographers Cameron
Pound and Roger Kean, he starts reason-
ably well, losing only a few lives within the
first five minutes. Towards the end of the
allotted time limit Mr Braybrook shows his
flair for strategical decisions and strata
bombs everything in sight for extra points.
He finally notches up an impressive 125,510
ﬁﬂints with relative ease before sitting back,

ands behind head and a smug glint in the
lenses he uses to enhance his sight.

Jeff Minter

Another fan of Dropzone is our Jeff. He only
requires a quick warm up game before
getting straight down to business. The calm
profile offers a faint Mona Lisa smile as with
supreme confidence he spends only ten
minutes amassing a nifty 104,620 points.

Chris Butler

With Chris, we come to a novice. Having
never seen Dropzone before, let alone
played it, Mr Butler is definitely at a slight
disadvantage. He is given a brief explana-
tion and, after what he calls ‘sufficient
practice’, feels felt confident enough to give
t a go. His first game lasts only a minute in
which time he manages to score 3380. Oh
dear. However, seven minutes and two
gradually improving scores later, he fin-
shes with a respectable 28,850,

Tony Crowther

Tony hasn’t seen or played Dropzone either.
Archer’'s game is causing some embarass-
ment among these joystick experts! A few
disastrous practice games later he decides
to go for it and promptly displays his nai-
ivity by losing a life aﬁer only 17 seconds.
Does that handsome curl to the lips droop a
touch? Through four more games he fails to
improve significantly, during which time he
scores a meagre 1,930 and goes through
two bouts of anti-space (not nice). Finally
showing some backbone, he pulls back with
some deft play to end up with a final score of
12,440, leaving Chris Butler feeling very
relieved, and everyone looking forward to
the next challenge.

Oh wow, man! This is too much| Minter fluffs a

a.imrlu ystick manoeuvre on BLACK THUNDER,
while Tony Crowther prepares to lick the screen.

BLACK THUNDER
(Programmer: Tony Crowther)

As Tony sits back, licking his wounds, to
take his turn out, Archer Maclean steps into
}he gmt seat for the first time. How will he
are

Archer Maclean

Tit for tat! Maclean has never played Black
Thunder before, but exhibiting great calm-
ness and a laid back posture before the

d nas| night get of
blasting later he ha

: ) . . = and Enih'___

bad start however. But it is his third game
that proves most profitable as the Daily
Llama achieves a mammoth {(no relation)
17.130.

Chris Butler

This turns out to be the only game out of the
five that Chris has actually played before,
but he ruins the effect by telling us that he
hasn’t touched it for a year and a half. It
shows! He doesn’t start off too well and
manages a meagre 6,080 in just under a
minute. His second game however, fares
much better and Mr Butler scores 16,450
points. In fact this is his best score at the end
of a further five attempts.

Andrew Bra

Glasses flashing, Andrew approaches the
podium with some experience — he has
played Black Thunder on a couple of pre-
vious occasions and decides he doesn't
need much practice. Here too, it shows, but
with rather different effect. He clocks up a
comfortable first game score of 10,440 to
Butler's anguish. This is quickly followed by
a commendable 19,390 in his second game
which turns out to be his last.

Z (Programmer: Chris Butler)

Mow it's Chris' turn to relax at the back with
some of the ZZAP! hangers on and spurious
journalists whb are all taking a great interest
in the outcome of this remarkable event.

Tony Crowther

Tony takes his place before the computer,
professionally rubbing some chalk over the
now slicked j-nr.st'tc:k handie for a better grip.
Although he has never played 2 be?ure.
Tony only has a few practice games before
taking on the challenge proper. With a great
deal of extremely spawny play he makes it
to level two on his first game and after three
minutes he ends up with a score of 16,5001
He follows this up with many such scores
but at the conclusion of his time has to be
content with his first.

Andrew B

Braybrook has played Z, but not much, he
claims. Starts off very well considering this
lack of experience and he doesn't lose a life
until he reaches level three — about six and
half minutes into the game. Shortly after, he
loses another life but gets through to level
four. Here inex rli;:ce with éh%:a s of qlz
ells, ignorant in the ways of the Contr

e decides it best to sit around

_:dn-nl,-n"ﬂ ol

wvirgin, Archer 44,900 in
only manages 23,100 on his
2, which lasts three and a half
e second one goes much better,
In‘tmatch that practice score

38l of

2,200 afteragr

hassle from Big Mothers. Unfortunately,
before he can start another game his time is
up. Aah!
Jeff Minter
Mr Minter is something of a Z veteran and
has been known to reach level eight on a
number of occasions. Not surprisingly then,
He gets off to a flying start, but runs into
trouble on level eight. Then there is a cry —
Liddon fills the air with a noxious subs-
tance, better known as Pink Floyd's ‘Wish
You Were Here'. This is more like it, the
ZZAP! music library hasn't entirely failed,
and with renewed vigour from the injection
of mid-heavy metal, he miraculously re-
covers and makes it through the dark to
level nine — his first time (how was it for
Kuu, darling)? Ten minutes elapse and he
as scored a monumental 204,400. Never a
content man, he carries on to score a mega
270,300 — his new high score! What a
satisfactory state of events for us to move
onto the next game, by none other than the
man himself . ..

g ) &5 g

Left to right: Chris Butler, Andrew Braybrook and
Archer Maclean battle it out on BLACK THUNDER,
while Jools looks on with amusement — as wall
he might.

MAMA LLAMA (Programmer:
Jeff Minter)

A touchy subject this, and one that cause a
fresh outburst of angst from its creator
about his mistreatment at the hands of the
ZZAP| reviewers, Still, these tactics design-
ed to put off the other challengers are soon
silenced as play commences.

Chris Butler

Poor Chris, it transpires that he is also a
Mama Llama virgin. Despite help from
Julian, he dﬂﬂﬁn‘l?are too well. Is this more
a comment on his play or Julian's aid? He
manages to complete five squares before
losing his first baby llama and then one
square later he loses the second. Mama
follows her cloven-hooved offspring shartly
thereafter and with a final CF of 12, Chris
concedes defeat.

Archer Maclean
Archer has never played Mama Llama
before. He doesn’t know if he can — such a
maodest fellow. Never mind, he's got Julian
to help. Oh dear, he's not doing very well is
he? It takes seven minutes for him to get a
CF of 15 before he cops it. He took too many
no-entry signs through the active square.
Whoops! You forgot to tell him about that,
didn’t you Jools!? Oh well, gight minutes
left. See if you can fit another game in, if it's
not too late! Just as Archer gets into his
stride and attains a CF of 12, the sands of
time run out. Bong!
Tony Crowther
In contrast to the others, Mr Crowther has
Marma Llama before. Being a close

iend of Minter helps, for he little
help from Jeff — unfair, considering the
others only got Julian. He ends up with a CF

E;I e without losing a single llama!
Andrew
h?ﬂrayhm_ is nostrangerto Mama Llsma
either and even admits to playing it occas-
ionally in the mm‘ his own homewith a
consenting ﬁ . He does quite well
within the confines of ZZAP! Towers too,
obtaining a hassle-free CF of 24 and relin-




quishes his seat for the next game,
meniscuses glinting wickedly, for his game
IS the next one up.

PARADROID (Programmer:
Andrew Braybrook|)

This game certainly caused a stir among the
ZZAF!| team, so there was some anticipa-
tory rubbing of hands at the reactions from
the gathered programming fraternity. First
victim please!

Tony Crowther

Never seen or played Paradroid, Tony re-
quires a quick demonstration and explan-
ation — it isn't an easy game to explain
either! He opts for two quick practice games
before taking the proverbial bull yak by the
horns. It takes just under two minutes for his
first game and around 30 seconds for his
second, due to failing a transfer to a more
powerful droid. His third game is better and
five minutes later he has two successful
transfers behind him and a score of 1,815.
But then, unlike lightning (which never
strikes in the same place twice), disaster is
hurled in his face, again. Yes, Our Tony fails
yet another transfer and ends up with a
score of 1,785. With six minutes left on the
clock he decides to end it there. Not enough
time for another game? Bored? Tired? No,
he gimpiv wants to go for a drink — in the
100

Jeff Minter

Mr Minter has played Paradroid before, but
only very briefly. 51 seconds into his first
game and it's goodbye Influence Device
and no points: ‘Oh wow man, | can't cope
with this — it's too much!’, he proclaims.
His second game is an improvement, but
not much. He only scores 275 points!
However, Jeffrey soon pulls himself back
together to fimish with a score of 2,255 after
a more successful third game.

Chris Butler
Poor old Chris (again). He hadn't played
Paradroid before either. Lucky (!) for him
I'm (Mr Penn) on hand to give him one (a
hand that is) and with several practice
games under his belt, Mr Butler is ready for
action. Sadly, his first game is a shambles,
lasting no longer than 30 seconds after
failing to transfer to a 296 droid. The second
game is a bit more inspiring and the third
even more so. Chris manages a successful
transfer three times within the space of six
minutes and with a great deal of aggression
he disposes of enough droids to earn
himself 2,300 points. gut exhausted with
the effart, he gives up shortly thereafter.
Archer Maclean
Me ol' mate has only played Paradroid on
the day prior to this challenge (research
never goes amiss), so he's fully aware of
what's required of him. In practice he scores
an impressive 5,000 points, but before he
knows it Mr Rignall pushes him into playing
a timed game, much to Archer’s disgust. On
attempting to transfer for the third time, he
fails and with only 500 points to his name,
embarks upon a second game. This runs
more smoothly, but not as well as his third
and final game in which he achieves 1,555
oints. He is later heard to mumble ‘| should
ave a Hignall ear-bending bonus as com-
pensation .,

ENCOUNTER

And s0 we come to the final game in this
Superstar Challenge, the Paul Woakes
classie from Novagen. What will it produce?

Archer Maclean

One of Archer's favourite games this.
Howewer, he hasn't played it for some time.
One practice game soon gets him suitably
warmed up and with deft precision he score
exactly 30,000 in ten minutes. Fantastic. no
trouble, relax Archer.

Jeff Minter

Another fan — and it shows. Jeff comfort-
ably blasts his way through to the fourth
level and attains yet another elephantine
score. Ten minutes proves to be long
enough for him to get 46,600 points. Wow!
Heawy!

Tony Crowther

Never played it before but it doesn't stop an
old pro like him, fresh hairstyle and all, from
reaching level three and scoring 34,800
points with relatively few problems. So
that's Tony past the chequered flag.

Chris Butler

Believe it or not, but Chris has never played
Encounter. |s there anything this guy has
?la'-fed before? His first game lasts a mere
ew minutes and he only scores 3,800. Oh
dear, oh dear. However, displaying the kind
of tenacity we all associate with people

from Sheffield, he doesn't allow this to faze
him and with grim determination he gets
through to level two — and then, just before
the klaxon sounds to indicate time up, he
loses his last life with a final score of 11,600.
Well done Chris! And so to the last con-
testant. . .

Andrew Braybrook

Like Chris, this is the first time Braybrook
has seen Encounter. He reads through the
Instructions, practises a bit and then tackles
the game admirably. Despite copious ene-
my attacks he goes on to score 20,900 and
appears sufficiently pleased with his per-
formance, as well he might.

IN CONCLUSION

And thus, cuffing Penn over his left auditory
orifice, | collected the notes and returned by
beam to the comfort of my craft, away from
the chaotic bustle of infantile human en-
deavour, there to study the results at my
leisure,

Next month, | hope matters will have
returned to a more normal situation (if such
a state of affairs is possible with homo
sapiens) with a mortal challenger to take on
the chosen of the ZZAP! team. Til then, | bid
you an awesome farewell.

supreme confidence and an &n
knowledge of heavy
WIRNING combanati

CHAMPION Je

T e
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Greetings mortals! This month has brought much-needed
stimulation and change to my section. Not content with
hﬂﬂ%ﬁg you a star-studded challenge, | have decided to inject
new blood into the score tables. Now, far more video warriors
will be given the acclaim they deserve. Every month the
highscore tables will be flushed clean allowing new super-
scorers to be included . . . and it's not just the top three either.
Oh no, all scores worthy of credit will be included, no matter
how many!

In my scorelord section in issue ten | reported that a score of
8,175 on Monty on the Run had been sent in by Julian S Smith.
This is, of course, impossible and | demanded an explanation.

ring my mighty wrath the human involved speedily sent me
a letter explaining that it was his brother who had made up the
score and sent it in under his name. Well, whoever you are
brother Smith my minions have been sent . . .
hatrgir;gmrm al:; it';n order: " ;mh?niﬁ EI:.-'E first of my
0 S0 e excellent Koronis Ril ell done —
but what about The Eidolon? :

lan Gayle who hails from London SES is a very lucky person|
He has a version of Ballblazer which has a level ten droid!! You
see, he has written to me claiming that he shut out a droid ten in
three minutes. Perhaps an explanation is in order? | wouldn't
like to think that my troops were missing out on an extra droid.

That is all for this month. Next month | expect twice as many
scores. | shall be waiting.

COMMARNDO (Elite)

13,755,100 Thoemas Lund-Hansen,
5290 Marslev, Denmark

11,444,800 Emiyn Jones, Whipton,
Devon

8,000,200 Philip Eames, Rochester,
Kent

7,351,100 Stuart Marsh, Lewisham,
London

6,190,600 John Walden,
Peterborough, Cambs

i n:lﬂldw Bamber
n May, Hollesley, Suffolk

“,.‘1 -.
il

REVS (Firebird)

1:26.3 Darren Hunt, Retford, Notts
1:26.4 Dean Ryan, Southampton
1:26.9 Gary Mahood, Banbridge, Co

n
1:32.6 Silverstone W K Tsang,
Hednesford, Staffs
1:35.0 Silverstone Dan Williams,
London, W1H 1RS

ROBIN OF THE WOOD (Odin)
89 overall M Fearon, Ollerton, Notts
gﬁtévﬂrail Peter Roche, London, E2
892 overall Peter Williams, Preston,
Lancs
B8 overall Chris Alton, Chesterfield,
Eserbyﬂhir%

overall Stephen Simpson, Otley,
W Yorks 1438 g !

ROCK 'N' WRESTLE (Melbourne
House)

84,000 Kevin Murphy, Kirkaldy, Fife
83,500 Andrew Christie, Haywards
Heath, W Sussax

| 70.000 Dick Andrews, Epsom, Surrey

1,300 Mat Rickard, Maidstone, Kent

Cl ﬂ;‘i FRACTALUS
N ha 5 West, Basildon,
Sherlock, Wirral,

=

: f- "n Bassim, London
DO Adrian Hipkiss, Lye, W
' '_ nes Crow, Kineton,

ban Barnett, Chesterfield,
s, Preston,
Bty

s

RABAEUS (Ariolasoft
:,-:,_" an, Smértgarnpik?nm
- B4,67 mTu , Sidcup, Ke
50,134 Paul Godden, Godalming,

Surrey

I

B ,_* DLDAZE (Microsphere)

1

52,170 Alan Belton, Colchester, Essex




The event every Commodore Ditobins Fabeony
user is waiting for. ..

Champagne Suite and |
Exhibition Centre, Novotel, | O
Hammersmith, London W6

This is YOUR chance
to see the very latest
: developments in 4 ¥ l{}:}f pm
1 Cﬂmmudﬂre Cumpu‘ting' GDL;.HHWI{ RO SHEFHERDS BUiS- GREEN I
~.i On display will be all _ﬁ%@gg 5 | 8  NDES | T
.| the new hardware and NG |3 A
.| software releases from o 57 EROABAY R :
1 Britain and the USA « [P CarPari] 2 S 1 O
that keep Commodore ;w;‘“’ il *“‘“‘E"mé . M
in the forefront in ﬁz_’ : ; § manf pm
husiﬂEﬁﬁ, Ed“ﬂﬂtiﬂﬂ ﬂﬂd 't';-: H::‘a:m ITH FLYOVER TALGARTH ;‘ WEST CROMWELL o
home computing. /8 %‘““;‘E - e
By £ B TLT
Seethe = El
How to get there:
AMIGA Newotel London is right by the A4,/M4 and is only two

minutes from Hammersmith underground station (for the

in action! e B O s smort P e il i

car, there is a large underground car park at the hotel,

o AL il et el e S i Rl L o

. Please supply: m

~ : 7tk officcal £
Save £'1 = Adult tickets at £2 (save £1) .......... ¢ sz-rmﬂg:brg Advance E
a head i Under-16s ticketsat £1 (save £1) ... £ computen dhotw ticket order -
- and miss L] | s Post to: Commodore Show Tickets, =

Ch losed made payable uropa House, >ster Road,

the queues! SRR G, Sockr 7 0. |
-. bv Stﬂllil.ﬂg . Please debit my credit card account T e e b e e RS =
for vour = ' Walboie el e e e |
ﬁ{‘kt"f_&' .H-ccess._,._._.,_. T T — .
”Ulr! l"l.-"hs,a ..... i | i b igadly I8 R e T et I s R R e .

£3 (adults), £2 (under 16s) Please quote credit card number and full address, +rAP 4
I R R e B e e e B B

l Admission at door: PHONE ORDERS: RING SHOW HOTLINE: 061-429 7931 .J




ELEN Tar&LiDE

THE GAME X

ATARI CBM64/128 AMSTRAD
400/800/KL/RE—48K £8.95 Cassette 464/664/6128
£8.95 Cassette £12.95 Disk £8.95 Cassette
£12.95 Disk £14.95 AMSTRAD 3" Disk

ELEN T &LIDE

THE REVIEWS

@
=% spwm Cyrmeesy ewily

“One of the most

“The best road “Superb new driving addictive,
racinggame | “Superbly game... throw away high speed,
have ever seen... presented Pole Position and all adrenalin raising
TRULY and extremely its clones—thisis road games
BRILLIANT.” stylish” the one you want” I've yet seen”

ELEKTRAGLIDE—COMING SOON FOR SPECTRUM 48K/128K

ENGUSH SOFTWARE..

THE COMPANY

1 North Parade, Parsonage Gardens, Manchester M60 1BX.
Tel: 061-835 1358

\ Distributed by U.S. Gold 021-359 8881
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m%m GOES TO HOLLYWOOD
 ZZAP) vating 979

mﬁmﬂ?ﬁ

AT TLECOMPUTER PEOPLE (5%)
b s

ZZAP! rating

24) SKY
ZZAP! rating 91%

s A L

ZZAP| rating 93%

X .
95 cass, £12.95 disk

E 7 Em&gmgﬁﬁ_g{“PLﬂDIHG FIST (4%)

ZZAP! rating 92%

SEAPISTOR 1 (326,

16 ( 70/ WHO DARES WINS Il
ZZAP! rating 919% FuLLPgA‘?f{ £7.95 cass

ZZAP| rating 30%

SERNAONTY QN THE RUN (3%)

. J&Jﬁéﬁﬂﬂﬂlﬂ OF THE WOOD
ZZAF rating 90%

cass

ZZAP! rating 92%

;lcs'r —-éTHE EIDOLON
IVISION, £9.99 cass, £14.99 disk

ZZAP! rating 97%

Sl POMNDER (3%) s s
ZZAP rating 97%

FOUMERCENARY (2%

19 Gf i"-g} DROPZONE
. LS GOLD,
ZZAP| rating 58%

£9.35 cass, £14.95 disk
LZAP rating 95%:

At SOMMANDO (3%)
ZZAP! rating 77%

20,5/ THING ON ASPRING
ZZAP! rating 93%

e N A
e 3 ""wT{""":,
5, ? -I
LI START,
ZZAP! rating 90%

Mﬁgﬂgs . £17.95 disk

ZZAP| rating 96%

ﬁr%u NIS RIFT
ISION, £9.95 cass, £14.99 disk
ZZAP rating 96%

3832 HypERsPORTS

ZZAP! rating 91%
ﬁ? 27) KARATEKA

FT, £9.95 cass
ZZAP! rating B0%

gg J gﬁgﬂ%DES OF YESOD

LZAP| rating 35%

Al% %%MJ“MMUIGAH'E BOXING
ZZAP] rating 91%

iiq‘é.?ﬂl FRANK BRUNO'S BOXING
 EB.95 cass
ZZAP| rating 63%

YOU COULD WIN SOFTWARE BY VOTING FOR THE ZZAP!
READERS TOP 30 CHART!

very month we give away an amazing £40 worth of software to the first person whose 77 AP

ne bag. The winner also receives a super ZZAP! 64 T-st
the form below remember INg 1o put v
be released games that yvou have played), state which softw:

(9,M.L). Then send your form in to the .£|-::-'I.r.r:.-'i1:=-.

irt. Four runners up g
own, list vour fiv
2 wou would like (to a total v;

S oW

ata T-shirtand a Z2Z
.::-..-|__.|_r|'|__:: |'.;|5Ir"||::_ ] F

Hlue

READERS TOP 30 VOTING FORM is pulled
AP! Cap. So all you have to da is fill out
] order (remember they must

, and your T-s

1irl size

ZZAP! 64 TOP 30 VOTING COUPON

(Please write in block capitals)

o T L 819 AN LT 5

If | win the £40 worth of software, the games | would like are:
Game (and software house)

My T-shirt size is S/M/L

| am voting for the following five games:

ZZAP! TOP 30, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB
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SEE

it's not that Electric Dreams are
short of ideas for good Commo-
dore Games. It's just that they
reckon that you lot out there, the
rty of the first part heretofore
nown as ZZAP! READERS,
should be able to assist the party
of the second part, the pro-
ducers-of games software here-
tofore known as ELECTRIC
DREAMS.

And in case you were won-
dering what all this 'party of the
first part’ stuff is, well . . . con-
tracts are written in this kind of
language. The winner of this
competition could well find him
or herself signing a juicy con-
tract with Electric Dreams which
could lead to fame, fortune, a
spiky hair-do and groupies!

Locked away in the depths of
your mind, there's bound to be a
real snazzo idea or concept for a
blockbusting Commodore 64
Game. Unleash your imagina-
tion, put a bug on your subcon-
scious, invade the privacy of
yvour own mind and dredge up
that idea. -

By way of gentle inducement,
Electric Dreams are going to
stump up a monitor and disk
drive as the top prize in this
?ﬂ:'lﬂ-designinﬂ competition.

winner and ten runners up
will also collect a mﬂE of Acti-
vision's Game Maker. But these
paltry prizes are mere sops —
the main chance lies in getting
your game published.

24 ZZAP! 64 April 1986

YOU

FLECTRIC DRELAMS

could make
your

game
idea
a reality

You see, Electric Dreams will
be most happy to arrange for a
top flight programmer to write
your game and even happier to
market the finished product
Happier still to cough up a
royalty to you, (which is where
the contracty bit might come in
handy). You could be rich — or
at least really rather well off — if
your game is produced and
catches on.

Obviously, the guys at Electric
Dreams can’t possibly arrange
for every game idea submitted
to be put into production. In-
deed, they can't guarantee to
publish the game idea sent in by
the winner. it might not be good
enough, you see, They are very
keen to publish GOOD games,
though, and if they reckon an
idea’s a good one, they'll do the
bizzo.

This is where you come in,
and get a chance to prove them
wrong. It'd be great if ZZAP!
readers could keep Electric
Dreams busy for the next zillion
years (tee hee), Make sure that
Ecur ideas come zooming in to

LECTRIC DREAMING, ZZAPI,
PO BOX 10, LUDLOW, SHROP-
SHIRE, S¥8 1AQ before June
12th this year. Show Electric
Dreams how fertile ZZAP read-
ers’ imaginations are . . .

S DREAM

When you are creating your
masterpiece, bear in mind the
limitations of the Commodore
64 — it's no good designing the
Mega Game of a Lifetime that
would take a Cray 1 to run and
thirteed joysticks to play. Do go
into as much detail as you can,
however, including a full des-
cription of the gameplay and a
couple of draft screen designs in
your entry. A full storyboard
might be nice, but don't go mad
and try to write the complete
Eame yourself on the computer.

nless you reckon you can
knock up a Top Ten game on
vour own in the next three
months that is!

Oh, one last bit of contracty
stuff. We have to insist that all
the submitted game ideas be-
come the property of Newsfield
Ltd. We're not going to run off
with them, it's just that we have
to make sure that no-one else
muscles in and publishes your
idea in the meantime.
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Thank
of tips
month's ZZAP!

u Postie, my good man. Oh goody, a bulging sackful
aching to be sorted — now | can get on with this
ips. (RUSTLE) What's this? Ah yes, the

Eidolon maps for the first three levels along with some hints.

Great. (

MPLE) Marnic Miner POKEs!? No, | don't think so.

(RUSTLE, RUSTLE) Quake Minus One tips! Definitely print
those. (SCRUMPLE, RUSTLE) Cor! Look at all these POKEs
(DROOL, SLOBBER etc) . . .

QUAKE MINUS ONE (Monolith)

So you want to beat Quake
Minus One? Well you won't

get very far with those
instructions, will you?
Nooooo. Never mind,
here’s CR McGibbon to
give you a hand. ..
Where to start? Oh,
alright let's begin with the
control method. The best
tip | can give here is
PRACTICE
and only resort to the
instructions (which are
awful) if all else fails.
According to the
instructions you can repair
the four internal systems at
junctions — RUBBISH!
Drive up to a factory,
activate the bottom right
repair icon (the sight will
cha nge shape), rotate to
face the factory with the
pent arrow icon and all
systems, including most
weapons, will be repaired
The first few times you
play you will find that
Hermes gets captured very
rapidly. Therefore yvour first
priority should always be to
fortify all roads leading to
Hermes, except the one
directly South of it. The
only places your droids
nave to be are defending
Hermes and attacking Ares,
which i1s roughly at the
NorthWest carner of the
""" gon. Wander around
the complex in interrupt
mode to find the others —
their locations are fairly
obvious
To defend a road, first
destroy the control tower
so that the enemy droids
can't capture it (cunning,
ehl? Then drive down the

long and hard

MINES. Use them to take
from which an attack is
expected. Stop just behind
the factory closest to the
hostile end. If the droid gets
attacked |later, simply
rotate to face the factory
and get "fixed up’ as
described earlier. Though
strong, this position is not

impregnable and an enemy

droid can eventually
destroy the sonar beacons
on the road, vaping your
droids without you even
knowing about it (aw,
shame)!

||.|"I~I""|I:!|"I ‘H'F_!FT'I_IHE. 5
relatively safe, turn your

attention to capturing Ares.
The ONLY weapon suitable

for destroving enemy
installations is the torpedo,
as these can be used out of
range

To capture a road, use
the following method:
Advance very slightly from
the junction and stop.
switch to torpedoes and
rotate to face any
dangerous installations
visible in the distance ie
rgs, bunkers, n 1agnetrons
and conducting columns.
When the sight flashes, let
off torpedoes until it stops.
Hepeat until the coast
appears clear and advance
until you can see the
control tower. If there is a
conducting column
opposite, destroy it,
otherwise, switch to ionic
blaster (if you haven't got
one, retreat and find a droid
that has). The restis invour
..'I.:_:lrll"'-. I

Here's a brief rundown of
the other weapons

Commodore Health

RESETS CAN SERIOUSLY DAMAGE
YOUR 64'S HEALTH.

The following three tips require resets, as do some of the
POKEs. | can't say | approve of the use of the ‘wire thingy
wotsit’ to reset the 64 as recommended by Mr Liddon
last month, so | wouldn’t advise using it unless you

know what you're doing.

THE YOUNG ONES
(Orpheus)

Load the game, reset your 64
and — well, see what you
think. Accident or design?
My lips are sealed . . .

ARC OF YESOD
(Thor)

Load Arc of Yesod as usual
and reset your 64 for a
message from Odin. |
wonder if they mean it?

MONTY ON THE
RUN [(Gremlin)

Once again, load the game
and reset your 64 for a
message, this time from
Micro Projects. Oh yes, |
nearly I‘urtﬁt — the cheat
mode. As Monty on the Run
has been out for some time
now, | might as well reveal

out droids quickly, but
remember they do run out
FIREBALLS. Main weapon
against droids

A\SER and MISSILES
Useless unless you've got
nothing better

Now that you've
captured Ares it looks like
capturing the other three
installations is going to be
well nigh impaossible, right?
Wrong! Take a look at themn
in interrupt mode VoL
will notice that there is at
least one droid from your
newly captured fleet with
an ionic blaster beside
them. Coincidence? Pah!
Anvhow, this is the most
important part of the game
If you blow it, chances are
that you won’t be able to try
again before Hermes gets
captured.

Good Luck!

the cheat mode to the few
who don’t already know it . .

Simply type in 1WANTTO
CHEAT' on tﬁ high score
table, start the game and
collect the little boat in the
bottom left hand corner of
the second screen. You will
now be invincible,

BOUNDER
(Gremilin)

While we're on the subject of
cheat modes, how about
one for ‘the most
compulsive game |'ve ever
Elaved‘? On the title screen,
old down the following

keys for approximately 30
seconds...1,Q, A, Zand
SPACE

The border will change
colour to indicate that the
cheat mode is operative. You
will now have infinite balls to
play with.

THE EIDOLON
(Activision)

On the following pages
there are maps for the first
three levels of The Eidolon. x
Use them wisely, my son, for
they are the key to your
success and ultimately your
survival. A couple of quick
hints (if you need any help,
don't hesitate to ask) . ..

When shooting a dragon,
don’t shoot off too many
fireballs and thus allow your
energy to drop too low. On
later levels you can collect
the fireballs spat at you by
the dragons, so keep your
hand ready on the space bar.
Next month I'll tell you
where to find the dragon on
level eight (believe it or not,
it isn’t that difficult) and also
how to kill it (now that IS
difficult).

e T S — - —
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(Mastertronic)

the

BUBBLE
COMMODORE
FINDERS
GENETIC
ZAPPED
MEGASONIC
TIMEWARP

HYPER CIRCUIT
(Alligata)

Stick your Hypercircuit tape
in the cassette deck, ensure
that it's been rewound to the

inning and type in this
listing as supplied by Gary
Saunders of Colchester,
Essex...

10 FOR A=0 TO 34:READ
C:POKE 52224+ A,C:NEXT A
20 SYS 52227

30 DATA 76, 174, 2, 169, 1,
170, 168, 32

ECTOPLASM
GORGEOUS
SEASIDE
GIZMO
KINGKONG
HOLOGRAM

ONE MAN AND HIS DROID

Julian Wright from Honeybourne, Evesham was one of
many who sent in all nineteen passwords for this budget
beauty. When given the option to enter a password at
inning of the game, simply type in one of the

following to start on a higher level . ..

CURRYRICE
COFFEE
CASSETTE
TELESCOPE
COMPUTER
EDACRAEDA

40 DATA 186, 255, 169, 0,

133, 183, 32, 213

50 DATA 255, 169, 76, 141,
209, 3, 169, 248

60 DATA 141, 210, 3, 169,
252,141,211,3

J0DATA 76, 0, 204

Check for errors (we don't
want any nasty bugs
messing things up, now do
we?) and if it looks alright,
type RUN (RETURN). Press
play on tape and wait for the
game to load. When the 64

resets, why not type in these
POKEs from (guess who)
Trolly (Game Hacker Il) . ..
POKE 28439,234 (RETURN)
POKE 28440,234 (RETURN)
POKE 28441,234 (RETURN)
... and then SYS 26654
(RETURN) to start. You will
now have infinite lives.

BLACK THUNDER
(Quicksilva)

If your name isn’t Tim Fraser
and you don’t come from
Ruislip in Middlesex, then
these aren't your Black
Thunder POKEs. However, if
you like the idea of being
invincible and you wear
luminous green socks, then
rewind your Black Thunder

tape to the beginning and
type in the following listing .

? STS 63276:PRINT CHRS
147

10 POKE 783,1:POKE 830,34
:POKE 832,48:SYS 62828:
POKE 53265,PEEK (53265}
AND 239

11 FOR |=0 TO 27:READ
X:POKE 1280+, X:NEXT

12 POKE 8941,0:POKE 8942,
5:POKE 8945,76: POKE
8946,0:POKE 8947,5

13 POKE 8950,76:POKE
8951,0:POKE 8952.5:POKE
8953,76:POKE 8954,0:POKE
B8955,5

27 FOR K=679 TO 779:POKE
K.,PEEK (8192+K)

2B A=A+1:IF A=99 THEN 30
29 NEXT

30 POKE 778,PEEK (B192+
99):POKE 779,PEEK (8192+
100):STOP

100 DATA 168, 27, 141, 17,
208

112 DATA 169, 234, 141, 110,
102

115 DATA 141, 111, 102, 141,
112, 102

120 DATA 141, 113, 102, 141,
114, 102

130 DATA 141, 115, 102, 78,
0, 132

Check for errors and if
everything seems fine, type
RUN (RETURN) and press
play on tape when
prompted. Once E/ack
Thunder has loaded you will
be invincible, but I'm afraid
the socks are entirely up to
you.

WIZARDRY (The
Edge)

Here it is, the complete
solution to level three as
promised several months
ago. Alright, I'm sorry, |
know | should have printed it
earlier, but you know how it
is... Youdon't? Well let me
tellyou. ..

Open the chest to get the
FIREBALL and MAP D. Go
through the door to your
right and walk down the
corridor beyond until you
come to anotherdoortoyour
ri%ht. Go through it, take a
left, through the door and get
the HOLD IT and KNOCK
spells from the chest. Now
Eag it all the way back to the

eginning of level three and
nip through the door to your
right as you enter the room.
Use the KNOCK spell on the
skull in the top left hand
corner to open up a hidden
doorway.

Leave this room to get
back to the start and exit
through the door to the right
of the screen. You should
now be standing in the
corridor \fuu walked down
previously. OK? OK, walk
along this corridor and go
right, through the first door
rnu come across. Now turn
eft and exitthrough the door
at the top of the screen. Turn

right and keep walking until

you meet a door. Go through
it. You are now in a large
corridor. Walk up the
carridor {'into’ the screen)
and take the first door on
your left. There is a head in
the top left hand corner of
this room — go through it.
You will be transported to
another location with a
magic door in the top left
hand corner. Gothrough itto
be transported to yet another
mystery location.
ere is a head in the

corner, but don't touch it—
it's atrap! Walk down and go
through the door into a room
with a flying skull and a
chest. Inside the chest are
HEAL and HOLD IT spells, so
g_tl‘;‘t them before going

rough the door to the left.
We will call this room "'THE
room’ for future reference. In
the centre of THE room (see,
what did | tell you? But that
was only practising — we'll
be using it for real later on)
there should be a chest with
two skulls guarding one side
and two snakes guarding the
other. DO NOT touch the
chest from the side guarded
by the skulls or you will die!
Come from behind where
the snakes lie and you will be
transported to a far away
place...
... KAZAM! You are standing
in a long corridor with a large

snake guardian for
company. What now?

Go down until you come to
a door.

OK. You are standing by a
door to the left. What now?

Go through door into long
room,

OK. You are in a long room
with an evil apparition,
There is also a chest here.
What now?

Open chest.

Ha!Ha! It was atrap. You are
dead. Serves you right for
being so nosey. Do you want
to I&lw again?

o, I'll continue where |
leftoff. ..

Leave the chest {trap) and
go through the door to your
left. You should now bein a
room containing a spider
and a chest. Open the chest
to acquire HEAL and FIND IT
spells. Go out of this room
and back into the corridor.
Turn right and stroll down
the corridor until you reach a
door. Go through it. There is
a head in the top left hand
corner of the room (aren’t
they always?) — ignore it
and go through the door at
the bottom. In the room
beyond there is a chest.
Open it and a genie will
appear. Elsewhere, a
previously hidden door will
open. Go out the way you
came in and walk into the
head (top left corner) to get
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transported back to a room
near the start of level three.
Make your way back to THE
room (remember that?)
where you will find there is a
door that wasn't there
before. Yes there is — go to
the top of the room and. ..
Yes, THAT door that wasn't
there before. Well done.
Right, go through it and you
will find a chest. Open it to
ain the SLAY SNAKE and
EAL spells.

Now | don't know if you
remember or not, but there
was this huge snake
guarding the way earlier on,

es, that big blue (grey, if
you've only got a black and
white portable) scaly thing.
OK, go back into the room
you just came from (the one
with that chest guarded by
the pair of skulls and the pair
of snakes — and no, don't
use the SLAY SNAKE spell
on them, save it for the big
one...Please?) and touch
the chest — FROM THE SIDE
GUARDED BY SNAKES!! (|
put that in capitals in case
you forgot about the trap on
the other side). You should
now be standing in the
corridor inhabited by the big
snake. Yes? Great. OK then,
kill it with the SLAY SNAKE
Eépall. Done that? Nice one.

troll casually up the
corridor, through the door at
the end and onto level four..




PARADROID
(Hewson)

You can thank Andrew King
of Hnrlell!; Surrey for these
POKEs. Rewind your
Paradroid tape tu the
beginning, type SYS 63276
(RETURN) and press play on
tape when prompted. When
the mmguter responds with
FOUND Paradroid, press the
Commodore key. Now type
in the the following POKEs

to kill the sprite collision
detection . ..

POKE 961,32 (RETURN])
POKE 962,128 (RETURN)
POKE 963,208 (RETURN)
POKE 53376,169 (RETURN]
POKE 53377,2 (RETURN)
POKE 53378,141 (RETURN]
POKE 53379,226 (RETURN)
POKE 53380,111 (RETURN)
POKE 53381,169 (RETURN)
POKE 53382,138 (RETURN])
POKE 53383,141 (RETURN)
POKE 53384,225 (RETURN])
POKE 53385,111 (RETURN)
POKE 53386,96 (RETURN)

Typing SYS 849 (RETURN)
will load and run Paradroid.

BMX RACERS
{Mastertronic)
Some more POKEs from
Andrew. Load BMX Racers

and reset the machine. Now
enter the following:

POKE 11617,138 (RETURN)
POKE 11618.2 (RETURN)
SYS 11770 (RETURN) to
start the game and allow
you to pass through the
obstacles.

DARE DEVIL
DENNIS Il (Viper)

Andrew King also supplied
these POKEs, which let you
walk through the flowers on
the first screen. Simply load
the game, reset the
computer and type in. ..

POKE 24683,138 (RETURN)
POKE 24684,2 (RETURN)
followed by SYS 39700
(RETURN) to start.

HUNCHBACK
(Ocean)

Yes, yet more POKEs from
Andy. Rewind the tape to
the beginning, type LOAD
\RETURN) and when the
READY prompt appears type
NEW (RETURN), followed by
LOAD "",1,1 (RETURN). The
rest of Hunchback will now

load, but not run, allowing

yvou to enter these POKEs to
stop all sprite collisions . ..

POKE 22342,0 (RETURN)
POKE 22343,221 (RETURN)
POKE 22399,0 (RETURN)
POKE 22400,221 (RETURN}
POKE 22283,0 (RETURN)
POKE 22284,221 (RETURN)

Trolly (Game Hacker Il) also
sent in some POKEs for
Hunchback

POKE 31352 number of lives
(1-255) (RETURN)

UR how about . .

POKE 22521234 (RETURN) |
POKE 22522.234 (RETURN)
POKE 22523,234 (RETURN]
... for infinite lives.

To start the game, type 5YS
16384 (RETURN)

WHIRLYNURD (US
Gold)

A few more POKEs from
Trolly (Game Hacker ll).
Rewind the Whirlynurd tape
to the beginning (make sure
it's the 64 side), type LOAD
(RETURN) and press play on
tape. When the READY
prompt appears, type in:

POKE 1011,248 (RETURN)
POKE 1012,252 (RETURN)
RUN (RETURN)

The game will now load, but
not run. When the 64 resets,
enter these POKEs . . .

POKE 172017 number of lives
(RETURN)

OR alternatively . . .

POKE 21063.234 (RETURN)
POKE 21064,234 (RETURN)
POKE 21065,234 (RETURN)
... for infinite lives. Type
SYS 16384 (RETURN) to
start the game.

SPY HUNTER (US
Gold)

POKEs for infinite time,
courtesy once again of Trolly
(Game Hacker ). Type LOAD
(RETURN) and press play on
tape. After the first part of
Spy Hunter has loaded,
enter the following:

POKE 1011,248 (RETURN)
POKE 1012,252 (RETURN)
RUN (RETURN)

Wait for Spy Hunter to load
and the computer to reset
before typing in POKE ;
35914,255 (RETURN), 1
followed by SYS 32782
(RETURN) to start.

BUCK ROGERS [US
Gold)

Load the game, reset the
computer, enter the POKEs
supplied by (yawn) Trolly
(Game Hacker ll), start the
game, grab your joystick, sit
back and . .. Well, play |
suppose.

POKE 33182 .number of lives
e e ]

"HuntHRD..."
frl %k

-~

| POKE 10617,234 (RETURN) |

| POKE 10619.234 (RETURN)
| You could even POKE

(RETURN)

. you? Then again, you could
OR if you want infinite lives .

POKE 33048,(0-15)
(RETURN) to change the
calour of the border during
game. Butin the end it's best
to SYS 32782 (RETURN) and
start the game.

POKE 39290,234 (RETURN|
POKE 39291,234 (RETURN)
POKE 39292,234 (RETURN)

POKE 10618,234 (RETURN)

SCARABAEUS
. (Ariolasoft)

Our very own Gary Liddon
has devised a series of

POKEs for infinite energy
and a host of other things.

Just type in the following
listing and. ..

33186,(1-255) (RETURN| to
alter the number of gates
you have to pass through in
order to move on to the next
sheet. Or how does POKE
33122,(0-15) (RETURN) to
change the initial
foreground colour, grab

. . . oh dear, I'm afraid that's all for this month. Never mind,
maybe next month, eh? Don’t forget to keep sending in all
those tips, maps and POKEs etc, "cos this section wouldn't be
the same without you, you cute little reader you. See you all
in May (that's April in the real world) . . .

Send all relevant bits of mail (and that doesn’t include SAEs)
to: ZZAP! TIPS, ZZAP! MAGAZINE, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB

PS: (this bit's for you) | won't forget to include ZZAP!
MAGAZINE in the address, 'cos | know it screws up the poor

Iittle sorting people sooco badly and gets them upset and
makes them cry and, and, and — well, it's not a very nice

ing to do, is A' Ea‘DeR‘

COMMODORE
IN MANCHESTER

ONE OF THE BIGGEST

SIGNED

RANGES OF SOFTWARE

IN AND AROUND
MANCHESTER

J.PLUS..PLUS..PLUS..PLU

JOYSTICKS, SPEECH SYTHESISERS,
MOUSE, SKETCH PAD, COMMODORE 128,
DISC DRIVES AND LOTS MORE!! n

PLUS..PLUS..PLUS..PLUS..PLUS..PLUS..PLUS..PL

A WIDE RANGE OF SOFTWARE FROM
WORD PROCESSORS TO GAMES
ALL GAMES AT BUDGET PRICES:

AT LEAST 50 OFF!
NOW IS THE TIME TO CALL IN AT:

[ R | = s BUDGET

S ma SOFTWARE

lﬁ—\g ™ CENTRE

=7 51 FENNEL STREET
1= MANCHESTER M4 3DY

OorR TEL: 061-834 2808
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Firebird

There seemed to be little doubt
about this choice, the space
trading/action game received
19% of the total vote, making it
the clear winner.

In second place, getting 13%
of the vote was SUMME
GAMES Il from US Gold, and
fulluwing very closely came
Hewson's PARADROID with
12%.

BEST PLATFORM GAME

MONTY ON THE
RUN
Gremlin Graphics

Tree Stunmp

Developed from Peter Harrap's
Spectrum original, this was also
a pretty clear winner with no less
than 26% of ZZAP! readers
voting it into the number one
position. Following some
distance behind came BOUNTY
BOB STRIKES BACK from US
Gold/Big Five, getting 19%, and
in third position was

IMPOSSIBLE MISSION with
13%.
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‘ BEST GAME OVERALL

=
{

for th

BEST SHOOT EM UP

DROPZONE
US Gold

Mot too many problems here

The Definitive Award
e Best Software u; 1 335!

plus the Percentage of the v

either! Archer Maclean's furious
shoot and rescue game gained a
high 31% from its supporters,
gettin on for double what

ARADROID received, which
came in second at 19%. In the
third place slot, and a long wa
down, was Elite's CDMM%ND
with 9%.

BEST ARCADE

ENTOMBED
Ultimate

This category was very hard
fought and resulted in some
close placings. Ultimate’s
second Pendragon adventure
for the 64 won out, however,
receiving 15%. Breathing down
its neck was Ocean’s FRANKIE
GOES TO HOLLYWOQD, which
logged 13% of the vote, while
Eraf:ticall-,.r clambering on its

ack NODES OF YESOD from
Odin got 12%.

BEST TEXT-ONLY
ADVENTURE

HITCH-HIKERS

GUIDE TO THE
GALAXY

Infocom

Not surprisingly, perhaps,
Infocom swept the board here!
HITCH received 11%, while their
ZORK TRILOGY collected 6%
and SUSPECT 4%. The low
percentages reflect the fact that
the voting list in this category
Was enormous, encompassing a
huge spread of games.

BEST GRAPHICAL

RED MOON
Level 9 Computing

Again, there was wide
disagreement between voters,
but Level 9's offerings were all
high, RED MOON sweeping all
before it, and receiving 10%.
The humour of
TERRORMOLINOS from
Melbourne House endeared
itself to 6%, with GREMLINS
from Adventure International
partying on 5% in third place.

BEST FLIGHT

SIMULATION
ACE
Cascade

Spurning the most serious type
of flight sim, the ZZAP!
readership plumped for
Cascade’'s ACE with a
convincing 29%. Ariolasoft
weren't too far behind however,
and SKYFOX earned itself a
worthy 20% for second place. In
third position came the
helicopter simulation SUPER
I{Iéif‘f’ from US Gold/Cosmi with
0.




T
' |

BEST SPORTS
SIMULATION
SUMMER GAMES

]
US Gold/Epyx

This was the second most
convincing win of all the
categories, receiving its support
from almost half the readership
with 46% . Perhaps the more
attractive weather of summer
helped, for from the same stable
WINTER GAMES came in
second with 26% of the vote,
leaving Activision/Lucasfilm's
future sport simulation,

E%LLE LAZER, in third place with

BEST WARGAME

THEATRE

EUROPE
PSS

MNo doubts here whatsoever —
the biggest single vote in the

BEST GRAPHICS

WINTER GAMES
US Gold/Epyx

Under this heading, the
situation swapped round,

Awards went to this anti-nuclear
wargame with 51% making it
their top wargame. PSS also did
well with BATTLE FOR
MIDWAY, despite the ZZAP!
Strategist’s doubts about the
game, for it came second with
10%. Oddly enough, the purists
gave way to the shoot em up
addicts, who voted Elite’s
COMMANDO into third position
with 4%,

because 39% prferred the wintry
graphics to those of the second
placed SUMMER GAMES Il
which received 14%. In the

ra ?hical stakes, EXPLODING

IST from Melbourne House
came in third with 8%, Ieavin?
sports sims with the honours for
graphics in 1985,

EXPLODING FIST

Melbourne House

Melbourne may not have quite
pipped it for the pictures, but
they certainly took it for the
sound effects, getting a crunchy
15% for FIST. Ariolasoft’s highly
atmospheric SCARABAEUS
came in second with 10%, and in
third place the clackety clack

noises and speech of
Ih;}FDESIE MISSION attracted
71%.

MONTY ON THE
RUN

Gremlin Graphics

Despite a wide range from
which to choose, Rob Hubbard's
MONTY music received a clear
vote of 27%. Second equal came
Ocean's FRANKIE GOES TO
HOLLYWOOD and another
Gremlin hit, THING ON A
SPRING, each receiving 8% for
their harmonies,

TACKIEST GAME
OF THE YEAR

COPS AND

ROBBERS
Atlantis Gold

This was an extremely hard
fought category indeed! The
clear winner, however,
managed 2% more in its vote
than in did in review. ZZAP!
called it ‘the worst game we've
ever seen on the 64’, and 11% of
?ﬂu agreed. JET SET WILLY Il

rom Software Projects slipped
into second place with 9% and
Ultimate’s IMHOTEP managed
third with 8%. If it's any
consolation, the collation form
for this category was the longest
and featured nearly every game
made!

“CONGRATS

EADERS AWARDS

COMPUTER

PEOPLE

Activision

This coveted award was
convincingly given to Activision
for David Crane’s alarming
discovery that your 64 has
inhabitants. 23% went to the
little pet people, outstripping the
second equal placings for
Hewson's PARADROID and US
Gold's SUMMER GAMES I,

which each received 10% of the
vote.

So that's it for the 1985 ZZAP!
Readers Awards,
Congratulations to all the
software houses who were
voted best at what they did, and
a big thank you to all the
thousands of ZZAP| Readers
who took the trouble to fill in
their forms and send them back
to us.

The Award winners will all be
receiving their ‘coveted’
trophies as soon as someone up
in Admin can get them
organised, and that leaves us
with nothing further to do but
announce the voting form
winners. We said 15 forms
would be drawn from the baq,
earning their senders a voucher
for 15 worth of software as well
as a ZZAP! T-shirt.

And here you are, you lucky
voters . . .

' Rostron, Humberside
HU13 3BN; Robert Howe, Wast
Yorkshire BD18 3AT: A

NE23 6NT
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3% PREVIEW
>0 |

The ZZAP! Team had a phone call from two unknown,

budding programmers who pressed hard enough to

ﬂetthis preview included at the very last minute. Calls
ke this are ten a penny, but to everyone's amazement

their game MINDSM
readon...

Forget Lucasfilm. Forget Acco-
lade. Forget Archer Maclean
Forget Jeff Minter. Stand by for
a8 shock that may be as educa
tional as it 1s startling. Soon to
be released on an ususpecting
world is Mindsmear, a game
that defies categorisation. Mind-
smearwipes away all those ‘wel
we've done as much with the
machine as is possible’ cynics
and may wel| start something of
a revolution in the industry.

Mindsrmear takes place within
our solar system in a future
whera engineering has evolved
robots far enough for them to be
labelled as life. The sum total of
countless thousands of artificial
avolutionary stages 1s an almost
m:rﬂ:rct synthetic breed called

aeldlings. What price humanity
in such a scenario? Not much
sadly, but people do still exist.
for the most part hunted down
as vermin. However, there exists
a band of few who oppose the
Meidlings and struggle for exis-
tence. For The Few the pivatal
point of power lies in the poss-
ession ofthe Jovian moon Titan

Within Titan's atmosphere is
the largest readily available
source of Hydrogen, needed in
immense guantities to power
any sort of practible space
travel. Using age-old skimming
methods it's possible to gather
this essential material from Ti-
tan’'s internal chemistry. Unfor-
tunately Titan is Meidling con-
trolled — but it's your job to
change all that. You are the
ultimate creation of The Few
technology made up from ‘iden-
tity slices’ from the best brains
within the last of human society,
vou are a Mindsmear.

several Meldling ground tar-
gets on Titan need to be des-
troyed, normally an impossible
task, but thanks to your contacts
on Earth it's possible to hold off
attacks from Meldling intelli-
gence. The way to deter enemy
intervention is via subterfuge
this is the brains part of Ming-
smear and very interesting it is
too. Using a complex window-
ing system, a sort of adventure
game is played whilst trying to
destroy main bunkers on Titan.
It's possible to play both games
simultaneously, the game scre-
én shrinks down and the map/
text screens are overlayed as
windows, but be warned, the
computer finds it easier to multi-
task than you will!

The main game is in 3D — as
near to life as a Commodare
could ever be. Admittedly Eido-
fonn was good, but there's just no
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R turned out to be a shocker—

valid comparison, The main sur-
prise is how smoothly every-
thing moves while the illusion of
true perspective in constantly
captured. Each frame stands up
a5 a competent piece of Com-
modora art. Even thaugh the still
photographs look impressive,
they give but an inkling to
Mindsmear's reality, Your ship
15 very neat, capable of a most
astounding hst of manoeuvres.
Controlis somewhat similar, but
mare versatile, to that employed
n  Mercenary. The routings
interpreting the stick's move-
meants are wvery clever, using
spacialized artificial intelligence
procedures o make sure the
joystick does what 15 needed.
There's even an onboard com-
puter that controls attacks on
enemy ships, though caution
should be exercised as it's prone
to enemy infiltration. There's
nothing worse than getting
plasted to smithareens by your
own battle computer!

The VErsion gxolusively
shown to us at the ZZAP! offices
was about 80% completa, but
the main bulk of the game is
written. At the time of going to
print the two programmers of
the project, Paul and Phillip
O’'Connor, were just starting to
look for someone to publish
Mindsmear. Neither have the
time to spend running a com-
pany of their own so a third party
to market the game seems like a
good idea. After seeing Mind
smear were sure they won't
have to look very far,

Technically Mindsmear really
15 a8 doozy. Hardly surprising
considering the dazzling acad-
emic background of the main
coder, 18 year old Paul O
Connor. After taking an entry
exam for Cambridge at the age
of 14 he's been there since and is
now studying for a Doctorate in
Maths and Psychology. How did
Paul manage to squeeze so
much into a8 maching so many
think has reached its limit? ‘Well
the advantage we had over
many other 64 programmers
was that we were totally new to
the machine. This may seemn
Earaduxical but after talking to

abitual 64 games authors it
really seemed that they were
bogged down by what had gone
before them. We looked at the
computer as a totally new hard-
ware entity and designed a
game accordingly.’

Paul's work is the mainstay of
the program but many of the
sub-sections that make Mind-
smear so amazing were created

by Paul's brother Phillip. Phil is
currently at secondary school
studying for '0O' levels. The
main secret was to work out a
sensible data structure, prefer-
ably one that would work table-
driven to keep up the general
speed we needed. The trouble is
that tables take up so much
memory, 50 asort of table buffer
15 used where the main refer-
ence blocks are generated rather
than loaded. We did cheat a bit
on the cassette version with the
‘invisible’ loading of code. While
vou play, large chunks of text are
being pulled into computer. The
speed depreciation of this sys-
tem 18 negligible but the real
problem is having so many
sprites on screen and keeping
everything reliable.’

What surprised us most were
the extremely high speed filled
graphics, they really put Elite

B VMINDBLOWN BY MINDSMEAR IR

and Mercenary to shame, we
asked Paul how such astound-
Ing moving images were creat-
ed. "“The good idea we had was
to use the disk drive as slave
processor to the main prog. It
makes life very easy and means
that a true 3D image can be
generated and pulled onto
screen in much less than a frame
flyback, something previously
unachieved on the 64. Obviously
this was to detriment of the
cassette version but after many
tate nights and quite a few pints
of Home Brew the main algor-
ithms were suitably speeded up
tc make the casselte version
viable. It meant we could really
go to town on disk wversion
though, | particularly liked the
sampled guitar note we got to
do a very convincing Dave Gil-
mmlu guitar solo. Now that was
cool,

Titan ground tﬂrgﬁ — an example of the filled in 3D effect

achieved in MIN
credit.

SLORE O£E30

. Sadly black and white stills do them littie

T VTR 1] S ] | BRERE 0=

Multi-tasking on MINDSMEAR with the map window pulled down
over the action background, in this case Great Britain where you

want to locate an intelligence contact.

e W!




-
4+]
-
iy
(43 ]
&)
(4]
-
©
¥ o
e
e
2
ﬁ
=
Q
el
frar
_l‘.l‘}
=
i
©
_:‘.ﬂ
b
| .
D
E
-"J'.I
I:
(43
= =
-
1]
e




The Standard
by whichothers

will be judged.

This is Hardball from Accolade. The firstin a new generation of game
software that sefs the standard for others to beat; if they dare! With i
graphics so large and lifelike and sound effects so real, you'll F*
believe you really are at the ball park - yes, you can
almost smell the hot-dogs!

| Sorry, we can't supply the hot-dogs; you'll
have to bring your own - but everything
else is here fo recreate the
aimosphere, tension and
excitement of big time
baseball on your

own small

screen.
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For Commodore 64
Casseite - £9.95
Disk - £14.95
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Recreate rh: famous Battle of t]lt Bulge, from World
War T1. As Supreme Commander of eith or German forces
you take control against another player uter. The careful
attention to detail and historical in the following
outstanding features * Detailed T orical Units

* Attack/Defence Strategies * Wea er * Artillery %

* Supply * Combat Readiness * Sec i
Replacements * Fuel Limitations

CAN YOU REWRITE THE HISTORY OF nr L OF
THE WORLD'S MOST FASCINATING ENCOUMEERS
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and a '
database could be yours:

incredi-

We've had one of these Inc
b o Hn;n“ﬂ::““'l’ i and tell us
mfﬂwﬂ- Tl‘iﬂm“"".ﬁﬂﬁﬁﬁ d::ﬂm to rﬂ%‘{‘ ﬂ?ﬁ
H‘Eﬂ"“d“d“ : for l']ﬂﬂ'ﬁﬂﬂ ﬂ That'd
1:3:] to nnnn:nt W‘;:’_ mﬂn!mln g{ m'%f‘f “,-!E:u%‘g%mh
them talking- "iE e IHTI"!' creeping s on at the top
comes with it is Ve BEELE  rdinary letters to FORUM.

_taking you through t we want you to write and
written, taee for successfully _NO. we want you (€ ity

feed ing the watch i g

if we gave it you.
ation in a very straightfo mmpré ﬂn"%ﬁnﬂ ! m;atiﬂn
s ¢ the would you squirrel away
This ultimate product of i R u ?nlldﬂ
Eﬂ ﬂﬁuﬁ%f tﬂ: you muﬁﬁﬁ? ng the watch ﬂunnu
would have to hand over i B8 Yo g bmission to ZZAP! 61
n i UK _h;#n people who EEIKD#SF.DIHE’QMD.‘I T i
dintﬂhutan the in the UK, SHRO H o e
ove sald ther i o AP ﬁﬁlmﬁu;:ﬁt box by the 27th
%fm X s Murdhand\muﬁmld'mﬁnbn
R amazilng your friends with you
ntl.lar:!nmngn | though — v.:nynu
win, your
gﬂtiaaluuli

Seiko have produced the first
wrist computer terminal — the
RC-1000. It's a digital watch with
a difference. It can do much
maore than tell you time of day.
Forget those simple beeping
digital watches that include
chronographs, lap timers (what-
ever the average human being
uses them for), and stop-
watches. Just like they say in the
advertisements, nowadays

computer with you wherever

—— e

Well, a little bit of your com-
puters memory. Oh alright
then, a little bit of the contents of
yvour computer's memory. You
see this watch can be used as a
portable mini-database, storing
up to 2K of information on
eighty ‘pages’.

e watch face itself contains
a 12 by 2 alphanumeric display
{letters and numbers, doltl) on
which the time, day, date and
year appear when it's pretend-
ing to be an ordinary watch. But
the RC-1000 has hidden depths:
it is really a Datagraph, a cross
between a chronograph and a
database.

You can prepare information

to store in the memory of the
watch on your computer using

“wou can take a little bit of your |

the editing software that comes
with the package. All you do is
hook it up to your Commodore’s
user port via the special lead
supplied and download your
data.

Each of the eighty ‘pages’ of
memory in the watch can be
used as a menu screen, which
heads up a number of other
pages of memory and leads into
| them. So if you set up one page

as the Address Menu, then you
" have up to /9 pages remaining

in which to store the details of
| your friends’ addresses. Access-
Ing the the Address Menu with
one of the little buttons on the
face of the watch, you can then
| step through the actual address
screens until you come across
the information you want,

But there's more. If you want
to set an alarm signal to remind
‘I,N:lu to do something it can be

inked to the memory pages. So
when the watch goes beep at
half past nine in the morning of
september 23rd 1986 it doesn't
iust go beep and leave it at that.
t shows you the relevant page,
which reminds you what to do at
9.30 am, 23/9/86. Smart? Yes,
definitely, especially as you can
program reminder alarms up to
a year in advance,

Mare still: If yvou have to do
something every Sunday at 8.00
— perhaps get ready to watch
the next episode of ZZAPNASTY
on telly, then you can get the
watch to beep and show you the
appropriate reminder page at
8.00 every Sunday until you tell
it to stop.

International jet setters who
can never remember what the
time is right now There, where
they're going, while they're still
Here, getting ready to go, will be
amazed by the way you can
program up to 79 different world
times into this little beast. Sort
out the sums, load up the watch
from your computer and you
need never be stuck for an ans-
wer when you're in London and
someone asks what the time is.
In Rio.

And if you are always forgett-
ing vital bits of information, you
can write yourself memos —
perhaps just the phone number
of your doctor or a reminder to
wash behind the ears. It's up to

you.
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This month we catch up with
the two Christmas Special
comp results which we missed
last month, as well as those
from issue 10.

GREEBLY WEEBLY
COMP

5 a Greebly
v (whatever that mavy be
11 help it if my brain’s
ged)? We had a
aingly horrific selectio
ies from all ov one
etting a Toshiba Ghetto
: irs-Ln @ach
ce Doubt

Stone fro r'r'1- Lowestoft Suffolk

The runners wp-lan Molulitfe, Herts ALS

ZLL. Neil Alaxander, Cardiff CF4 BB0;
Jason Conolly, Sunderland SR3 1YW, L
Comtlnwaite, Exssex ANI1E TAT: Nail
Croxton, W Midlands B63 2TH; Russ Eade,
Cheam, Surrey; 5 Elliot, Sussex BNB 6PN
Alex Garland, London NW3 2RV Terry
Gilligan, Leads L5116 T75.J; Mark Hall,
Morthants NNT 45T Michael Heenan Jnor,
Fife KYa9LG: Carolyn Hewitson, Cleveland
T519 TEA; Andrew Jackson, Leics LEES.JH;
Chris Melson, Paisiey PA2 BOS: Mial Quee,
Co Down, N lreland: Paul Smith,
Morthumberland MEZ23 6JE; Peter Stitson,
Essex 51 151, Paul Vakharia, Middx UB&
T, Darren Wamer, W Yorks L522 4N
Simon Wivell, S Humberside DNIT 9HL

BUBBLE Bus Alan Brown's winning
WIZARD'S LAIR antry forthe MAA.D
MAP

Straightforward one, this — an
outright winner for drawing the
best map, and the winner who
gets the mini portable telly set is
teven Medcraft from Rayleigh,

A UITTLE By
TBLD HE fov M)

ME A BAERR

O This SOFTWNE
CAsE 4 I

How AfoLT
CHiNA SaM AT

Essex S56 BBP. Well done
Steven. ’; wma- et ST THE LAUNDRY .|

TheEe Comes fomee | RS
gm0, AL | A

BT By ™ BRLDIE
AR R HE eSS
L g aiTrER Peslss
Hiragaiss 153 h Pl crmenT]
Sl AL RIDNE BT
e coue Cioms.
Mea THE Ly DREONG
THS Ciaed T AL e
r) Y | FEEOAE mMENT, S5 | —

1 £ .\_l:‘_HF.E- QLT THE By | TSPy THE LiCsTS A s v :.J;.._E Tmpme I?:;?r ;l":f:‘g:ﬁ‘; '\.11\'

Anty Criim Gapa ©HBCHED BUT | | : TIT
T fomreT ours L my LIGHTS] | Ale Avoede | N S DTV S -
- E‘ﬂf’lﬁ. - - J L | G e DO SaeifaLy u WARLY |::.;:|r: ilm:: .T'r"“

MASTERTRONIC
M.A.D. COMP

Onto issue 10 comps. First off,

oJ IS 1h HIS MWO32 ;2w 1,

ne, but after much hair
tearing we chose the one from
Allan Brown of Upton-by-
Chester, Cheshire. Hope you can
cope with the day out Allan
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Below we reproduce the winning entry from PETER WILLIAMS
(Craven Arms, Shropshire) to the ‘INSIDE A REVIEWER'S MIND'
competition, sponsored by Activision for the EIDOLON. you may
think Peter hacked into the program, but you would be wrong —
everything has been done with a light pen and redrawn. The mind
being probed is that of JULIAN RIGNALL. ..

y fact that thiey kg
1 ¥ueck! | ahbi

INSIDE A
REVIEWER'S MIND

Activision's game Eidolon b - =S A, 3 Woops! found
inspired the idea for thiscomp, a Hrrmim Fr il i S b B Trv ks .
trip through a ZZAP! reviewer's
brain. The comp inspired the
entrants too, some of the best
ideas we've ever received.
Again this was a tough one to
Bm‘n: for the first place (a 1451

isk Drive and all 4 Lucasfilm
games on disk). 2nd and 3rd
place get all four games on
casseftte, followed by 50
runners-up prizes of Eidolon.

The winner, then, was Peter
Williams Craven Arms,
Shropshire SY7 9QS. In second
and third place we find K M Law
and Steven from near Royston,
Herts SG8 6BW, and Luis
Troyano from Stockport,
Cheshire SK1 3PF,

Here | am at last, the 7th Level of JR's identity, bul whai can this

The runners up: G Anderson, Lincs LINS rie; 2 guardian of the 7th Level out for his midday sustenancs
1 : Robin Ashdown, Kent BR4 9DF; John 0 3 5l n accurate assessment of JB's mental condition? ¥You
| Baker, Bucks HF11 1JL; Jon Baker, Oxon : -
5 OX3 ZHY; Andrew Birkitt, Leads LS25 SHG;
Mlail Brewis, T B Waar SRE 700

EI‘ ht, W Yorks LS21

& Da
mlnnﬂnd. Lancs 3TJ; Nail

%

know him better than me, so you can make up your own mind

Kent ME1 20 Dormes e obe s | BOUNDER SPOT JACK CHARLTON'S | Stephencla. ool ,
BT78 5BA; Rowan Craven, W Yorks BD22 ; : :
178 58A Rowen Covn, WYorks 8022 | THEE BALL MATCH FISHING Chang,Herts SGT4 3AY; Wiiam Church
hﬂmﬂnh:l-l;dd:, Birm B.t'.":-"l‘lithIl J : : g 13 8NA; Lee Dunbarton, Berks SLS
Gethyn Sy S ﬂuTgu Nicho ok Gremlin GrﬂFhlcs asked you to One final point. We now have BHU, David Emery, Bristol BS16 1LY,
R e ammer % e spot the ball’ in a fram taken the results of the Alligata oo i BT Dy S1dh: Jason Pord,
leton, Birmingham B37 STL; lssac from their Sizzler game, competition for the above game. | 8HG; Andrew Gabelli, Berks RG11 5NR:
Ganee, London N13 8HL; Richard Bounder. 25 nearest to correct The winners names were picked | Tim Gahway, Wiks BA14 TDG: Andrew
* | answers earn their writers a by Jack Charlton himself inthe | \/ardner, Stafford ST16 3XL: Ben Gaat,
Bounder Sweatshirt. presence of Gary Penn. The L44 6LF; Andrew n-T" mw
Paul Julian Allan, Aberdeen AB2 1XT; Cralg | VINNEr gmﬁglﬁﬂek 00 Lawrance, Bucks HP18 T viare i} Shrops
Cessford, Jedburgh TD8 BHT: Marc adventure holiday. 2nd place TF4 2EX; Michael Linney, Bucks MK18 20
Childerhouse, Norwich NR12 8YL; P J receives a complete fishing Daniel M An LL53 5BY: Shons
Conway, Barkshira RG16 GTR: P’:,I““f outfitand then the 50 runnersup | Milne, m.., fm Lee Munro,
s, W Midlands WS3 20A; Matthew et the board game version of Berks AG17 0DE. Simon Pickering, Kent
. Kent BR4 9AY; Jason Footman, W i‘r oard g ' CT12 4BU; David Richards, Lancs OL9 8BE;
Midlands WS4 1ES; Kevin Green, London atch Fishing. Barry Russell, Belfast BT119HQ; Chris
N8; Paul Gorman, Fife KY14 GDN; So, the lucky winner is Philip Russell, Rotherham 583 7HG: Colin
Grahame Hale, Wiltshire BA14 OLS; Martin Ellson from A ter Salcombe, Glos GL3 1AS; Mark Sales,
Haynes, Bude, Cornwall; Simon Hobbs, n | Alcester, SMS 28 Stephen Savory
Essex AM14 3PA; Steve Jones, E Sussex Warwickshire, and the 2nd place &'"I'H.,.-., NR7 BNU; Craig Seddon,
FLIE 'Mu‘ll: St Kaaron, D!-tﬂgr'lﬂ oes to Tim Darwell-Smith of Manchester M25 BDF; J Shaw, Stafts
reland; Mick Kent CT3 DlHn antwich, Cheshire. Have a STT ALW; Mark D Smith, Lancs BLS 2LA:
Lewis, Newcastie-Upon-Tyne NEZ 3LA; : Aot lan M Speake, Shrops SY4 5EG: Adam
Mark Lockley , Wores WR13 6NT; Gary happy holiday Philip! Me L43 ORA: Martin
Mmum u?ﬁﬁllv?; Richards, Tha runners Manchester TTipp . Barry o Jmm..
: : Alex Barber, : e it
Lancs OL9 6BE; G Saxton . Nottingham MC11 1DE:I:;fn-ﬂIm5um1w2ﬁ mem:ﬂ?b.mfm
NG7 6DZ; Christopher Smith, Worcester 00B; Nathan Bamett, Ulverston, Cumbria; | Berks SL5 BJY: Chris Wilson, Hants BH24
WRA4 3QF; Karl Wadsack, Hants SPS 2HF; Mather Bingham, Glos GL10 2DW; Mark 2PY; Jonsthon Wi Maersaysida WA 12
Andrew West, Devon EXB 3HR; Mark BMT Kant DA14HS: Chris ht, Worcs BOA; Paul Woodrow, rt SK7 6EH:
Woolrich, Doncaster DN1 2ZNS. WR11 6PS; James Carr, Suffolk IP1 8JR: Lasley Young, Wilts SN4 :
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];Jw of the West’s astounding inter-
active adventure puts you right in
the middle of turbulent 0ld West action.
As the sheriff of Gold Gulch — as tough
a Wild West town as there ever was —
yvou'll have all vou can do to survive
'til sundown.

[ you've ever wanted topin a tinstar to

vour chest and match the exploits of

Bat Masterson or Wyatt Earp, then here’s
Your chance.

tanding in yvour way will be all

manner of hardcase gunslingers,
desperados, and dry gulchers looking to
rob the town bank, run roughshod over
innocent townspeople and plant you in
Boot Hill. Like Masterson in Dodge City

— e

and Earp in Tombstone, vou'll be forced
to face one challenge after another
threatening not only your authority,
hut yvour life too.

Itra-large graphics, lifelike action,
and natural playability deliver
excitement so real you can almost smell

the gunpowder!

for Commodore 64 disk 1 4 cassette

Manufactured and distributed in £

J 99

the UK. by U.S. Gold Limited, Unit = ==,

10, The Parkway Industrial Centre, fﬂmﬂ'&
Heneage Street, Birmingham  Haamw ypi

B7 4LY. Telephone 021-359 8881, =4 &




rather than wiggled joysticks.
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What a month! First there’s a new Infocom game
(full details below) and as if that wasn’t enough
Melbourne House suddenly leave us all gasping as
they actually RELEASE Lord of the Rings! 1 kid you

up at this very moment and you lucky lot can read
all about it before going out and parting with your
J hard-earned Zorkmids. Then there were games |
' from St Brides, Telarium, and Tony Treadwell . .. g
Oh well, I think you get the picture - mucho games, IS
and mucho work for Ol’ Whitey, who willnow shut [}§
up and let you get on with it...

Infocom, £19.95 disk only

t's not often that
we Wizards have
the pleasure of
§ reviewing a new
Infocom game,
but the Gods are
obviously smil-
1ing on us this
==t month, because
a copy of Spelfbreaker has just
arrived in the post.
Spellbreaker is the third game in
the Enchanter series—the pre-

COSRINLIRE

A complete monthly guide by the infamous White Wizard
for all 64 owners who prefer games involving typed commands

| not, fellow Wizards, I actually have a copy loaded : SPE LLBREAKER

vious two releases were Enchanter
and Sorcerer. Ol' Whitey has never
actually played Enchanter, bul
Sorcerer (written by Steve Meret-
sky) is an old favourite of mine. In
fact, | would go so far as to say that
it"s my all-time favourite game of
the ‘magic-and-mystery’ variety.

Spellbreaker, however, is not
written by Meretsky, but on first
acquaintance it appears to be
equally as mesmerising. The des-
criptions are long and excellently
written, and in the very first few
seconds of the game at least four
characters deliver speeches of al-
most a screen-full in length! They
then get tumed into newts, but
that’s another story.

The basic idea behind Spell-
breaker is thematically similar to
the first two games. Somewhere in
the background lurks a hideously
pﬂwerfuﬁivi] Power, who in this
case is very bad news for the
Frobozz Corporation. Frobozzco
are purveyors of magical equip-
ment, but the Enchanters (who
are their biggest customers) are
having a spot of bother with their
spells. In fact, the whole spell-
structure of modern society ap-
pears to be collapsing as the power

ZZAP| 64 April 1986 73
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of the Enchanters” magic steadily
weakens. Can you stop the rot? Of
COUrSE YOu can . .

Well | certainly couldn't — at
least not at my first sitting, any-
way. Spellbreaker is labelled
‘Expert’ level by Infocom, which
means that they consider it parti-
cularly difficult to crack. It's cer-
tainly in a different league to
Wishbringer (Introductory level)
and quite a bit trickier than Sor-
cerer. You find yourself having to
cast spells left, right and centre,
right at the beﬁilmmﬁ of the game
in order to make any progress at all
— and the going doesn’t get any
easier, believe me!

Nevertheless, Dave Lebling (co-

author of Zork and Enchanter) has
done an excellent job. Dave was
responsible for Suspea, a real wour
de force of character interaction,
and the influence of this game can
be seen at times in Spellbreaker,
where the characters play a rather
more significant role than in Sor-
cerer, for example.

Yet another Infocom master-
piece — need [ say more?

Atmosphere 89%
Interaction 93%
Lasting Interest 94%
Value for money 86%
Overall 92%

THE SNOW QUEEN

St Brides,

t Brides have
already perplex-
ed, frustrated
and amused
many of my fell-
ow Wizards with
their tales of
strange  goings-
on at the 5t Br
des School in County Donegal.
Now Maranne Scarlett (Miss) and
her colleagues have turned out a
version of the Hans Christian
Anderson fairy tale, The Snow
hieen,

This game makes a rather inter-
esting comparison with the two

mes we've just looked at. Like
these, it’s an adaptation of a work
of fiction, but the confines of The
Quill {with which it was written)
and the fact that it is cassette-
based, obviously pose limitations.

The limitations are really on
style as much as content. Both
Ne Princes and Perry Mason Lry 1o
live up to the originals by putting
you ‘inside’ the characters con-
cerned. The Snow Queen, like other
British adventures, doesn’t go in
for much character interaction
(though you can, and should, kiss
yvour grandmother), but instead
tries to recreate scenes from the
original story, together, of course,
with some puzzles 1o solve and
objects to find.

The story of The Snow Queen is

simple. Gerda's childhood sweet-
heart has fallen under an evil
enchantment, with a sliver of glass
from a magical mirror embedded
in his heart. Held in thrall by the
Snow Queen, he can only be res-
cued by young Gerda., who sets
out to find him and release him
from the spell.

The Srow Queenn is a Quill/
Ilustrator production and the
rraphics are quite competently
humr- The game itself I found quite
difficult and had to resort to a hint
sheet even in the first few loca-
tions. You don’t necessarily have
to know the original story to
succeed, but it certainly helps you
get vour bearings.

Those of you who like fairy tales
will probably get a reasonable
amount of enjoyment out of this
release, but 1 hasten to add that |
think many adventurers, accust-
omed to more blood-thirsty fare,
may find it lacking in excitement.
The original magic of Hans And-
erson’s story is undeniable, but
how well it survives in binary
medium is open to question.

Atmosphere 72%
Interaction 59%
Lasting Interest 62%
Value for Money 55%
Overall 60%

— g L

Wiz has to
admit that he has
never read the
id book Upon
"id which this game

| is based, but after
14 playing the
game, all I can
4 say is that if I spot
it on the shelves I'll snap it up.
Author Roger Zelazny has f::.lFI-
owed  Hitwch-Hiker Douglas
Adams into the “interactive fic-
tion’ market and scored an un-
doubted hit.

The plot of the game reminds
me somewhat of an old CCS title
called The Prince. This was a multi-
player game in which the adven-
turers had to make and break
alliances in their attempits to locate
a series of symbolic ‘tokens’,
possession of which would secure
them the throne.

Nine Princes in Amber sets four
women and their nine brothers off
on a quest for power. You take the
part of Corwyn, one of the princes,
and must attain your goal by ally-
ing with other members of your
family. Since alliances can be
broken, re-forged and betrayed at
any moment during the game,
you have to keep your wits about
you.

In fact, the game is dominated
by these processes of interaction
between characters. More than
half of the 140-odd verbs in the

| those other

game are to do with communic-
ation, so you have DISAGREE,
NOD, LAUGH, EXPLAIN, SNARL,
PLACATE and many, many maore
to use when it comes 1o confron-
tations. The characters are so
central to the game that objects
take on rather less significance,
though vou have to learn to use
wunﬁ’s well if you are to survive.

Nine Princes in Amber has all
touches that have
distinguished recent American
disk-based games, such as Acti-
vision's Mindshadow and Borrowed
Time. The graphics are excellent
(though not quite as good as those
in the Activision range) and there
is music as well, both on loading
and during the game.

However, it does take some
getung used to, this game. Most
adventurers will not be used to the
large range of interaction required
between characters. To help you
though, there is a list of all the
available verbs and, even better,
there is a short demonstration
game on the disk as well, which is
a considerable help in getting you
to grips with the way the program
works.

Nine Princes in Amber is a very
different game. If you're tired of
wandering round collecting trea-
sure or fighting dragons, try this
instead. You will find your fellow
men and women a darn slighi
trickier to deal with than Balrogs, I

supgder

louds rol
*SsEMan hut
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warrant you. You start off in a
hospital bed with both legs in
plaster and a burly doctor coming
towards you with a hypodermic.
You need to resort to violence here
before you can get anywhere —
and believe me it isn't easy!

My only criticism about this
game is the slow disk accessing. In
one case, alter entering the simple
command WAIT, the Lh:-.l-c whirred
for nearly 30 seconds before giv-
ing me the message: ‘You wait

atiently . . . " Well, maybe I do,
Emll wish [ didn’t have to.

Minor quibbles like that aside,
this is an excellent game. The
parser isn't that brilliant, but once
vou get used to it you will find that
the gameplay is very complex and
quite absorbing — and the loca-
tion descriptions aren’t bad either.
Different, but refreshingly so.

Atmosphere 78%
Interaction 83%
Lasting Interest 85%

Value for Money 76%
Overall 83%

TROLL BOUND

Questline, £2.99 cass

i Ton Tread-

w2 well is known to

]
this column, as
he runs a popu-
lar adventure
" Ry club and is al-
S Y | ways ready (o

ive help and assistance to other
ollowers of the Wand-ering Path.
Now Tony has taken his life in his
hands and written a game himself.
How has he done and what lessons
can Tf:u learn from his attempt,
should you ever dedide to try and
release a game yourself?

The first thing he's done is turn
the usual state of adventuring on
its head. Instead of doing battle
with Trolls and Goblins, you ARE
one — in this case you are Gonj,
one of the ‘Green People’ who
were, long ago, friends of the
human race, but must now hide
away for fear of discovery and
destruction.

Tony's blurb claims about 90
locations for his game, which
loads in two parts. On the first side
of the cassette there’s an intro-

,. many readers of

duction, together with some
music and a picture of Gonj's
dwelling place. My immediate
impression was mainly shaped by
the number of spelling mistakes —
| hope this wasn't a production
copy, Tony, because you will have
to fix them before it goes on sale!
Spelling is one of those little things
that one often overlooks in a
game, but any commercial soft-
ware house will tell you how
important it is.

In fact spelling is just one facet
of that ‘inner logic’ that any good
adventure must have. Despite the
interest of the story, this inner
logic must be present for a game to
be really enjoyable. Unfortunate-
IE. in the version of Tony's game
that I saw, it was often absent. For
example, once you've boned up
on the history of the ‘Green
People’, you find yourself sitting
in your hole, where you can see a
‘large wooden chest’. If you try to
open it, you find it's ‘rusty’.
Hmmm — wooden chests don't
rust ({though their hinges might, |
suppose). Little niggles like this,
coupled with the frequent spelling

Level 9 have spent 12 months enhancing
their adventure system with world-beatin
features for the coming years and T
WORM IN PARADISE is the first game to

use this new system.

"“The Austin 4 haven't just produced, in
THE WORM IN PARADISE, a naw title —
they've created a whole new ball game in
adventure technology ... The latest title
offers a 1000-word vocabulary, the most
sophisticated parser ever incorporated in
a cassette-based adventure, and the refine-
ment of multitasking ... You'd have to
spend an evening with a Roget's Thesaurus
to come up with enough superlatives to do
justice to WO IN PARADISE: it
not only offers stunning (albeit at times

disturbing) originality in the overworked
realm of science fiction but also embodies

state-of-the-art programming techniques
which will allow you Hffﬂﬂ?&ﬂ-ﬂl}f to give
reign to your powers of creative deduction”

— Commodore User

"An excellent adventure, atmospheric,
devious and full of the ingredients that
have established Level 9 as probably the
best English adventure writing house to-
date." — Computer Trade Weekly

Flease send me a FREE FULL COLOUR POSTER with more details of Level 9 adventures on the back. | enclose a stamped, self-

_| addressed envelo pa about 3" by 8" *

AaV 2V auvau dav @avdav dat

M avaX%

O A

ﬁl g A\/ tﬁk:i&

"Iwill describe this & in Jd words: Sheer
unadulterated brillance. Rarely have I
played such a wonderful, enthralling
adventure ... The puzzles are entertaining,
tough and logical. The storyline is imma-
culate, in its originality, concept, and
application. This game incorporates Level
8's new parser which has to be usad to be
believed. Complex, and multiple input
commands are understood, and the game
is extremely user-fnendly. In shon,
mortgage your computer, and get a copy.
Immediately!"

— The Adventurers Club Dossier

[ | Please send me THE WORM IN PARADISE on cassette for the

AMSTRAD 464/664/6128 |_|

ATARI 64K |

BBC 32K ||

| enclose a cheque or postal order for £9.85.*

My Name is

* Adventurers oulside the UK should send a Eurochegue or bankers draft for £10.85 for the game, or an international reply coupon for the poster.

My Address is

v A\ O
Level 9 Computing,

v.Aa .\9. AT LAY

A

ATV o
a5

COMMODORE 64 |

AV A v.a
Vaivy
Via%,

An AMTIX ACCOLADE. "The game is
very good in terms of interaction ... fascin-
atingly original and clever. CI"-"ERALIE;I%

— Amtix

“probably the company's bast adventure
ao far™ — Microscope

"YOUR SINCLAIR MEGAGAME 8/10"
— Your Sinclair

“The final big differeance over previous
games is the size of tha vocabulary. You
can LOOK, of course, but you can also
LISTEN and even SMELL ... 1 9 claim
that the program will understand ever 1000
words ... about five times as much as most
other present-day cassette adventures.
... out of this world" AA Rating 87%

— Amstrad Action

THE WORM IN PARADISE is available on
& micros. All versions with the exception of
the BBC have more than 200 picturaes.

(Qur list of games for other micros —
ENTERPRISE, LYNX, MEMOTECH,
NASCOM, ORICI iz available on request
— please send SAE.)
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mistakes, tend to weaken the
atmosphere of even the best-
planned game.

At times, Troll Bound falls over
slightly. The text-formatting is
sometimes slightly askew and
there was even one rather major
bug — a torch that I needed
couldn’t be ‘got’, thereby causing
much annoyance and frusiration
since it was clearly there for the
taking. My only other major gripe
is that the vocabulary doesn't ap-
pear to include either EXAMINE
or LOOK,

Like a number of games, Tony's
doesn’t tell you which word it's
having difficulty with and simply
replies: ‘You try, but cannot do
that’, or words to that effect. This
15 a pity, because (as I've often
said) it’s a great help to know
exactly which words you're mis-
using. Troll Bound does, however,
adopt the enjoyable practice of
varying its responses, so we get ‘[

await you, Oh greal green one’
and ‘What next, oh smelly one?”
as prompts for input.

Troll Bound has some very ori-
ginal locations and the game is
reasonably priced at £2.99. How-
ever, before you order a copy, 1
suggest yvou ask Tony whether or
not he's corrected all the spelling
mistakes! If those {and the mruﬁ
bug | mentioned) are fixed, then
this looks like another of those
‘amateur’ games that, if not up to
the standard of some of today’s
commercial releases, can at least
offer some enjoyment to the de-
dicated adventurer.

Atmosphere 70%
Interaction 50%
Lasting Interest 58%
Value for Money 55%
Overall 59%

PERRY MASON —
THE CASE OF THE
MANDARIN

MURDER

Telarium, £19.95 disk only

-:-—.;;._—_.;_.;jr.—_;_. ust as I'd finished
ey oM oelling one up
I]ﬁf ‘tl on my brothers
il a= '

in Amber, 1 found

m'g.-self defend-
| ing Laura Kapp
{in court. Telar-
| ilum seem 1o be
(e AT | concentrating on
adapting programs from well-

known works of fiction at the

moment and since Erle Stanley
Gardner has always been one of
my favourite writers, [ was look-
ing forward immensely to this
‘interactive’ version of one of his
best-known books.

Like Nine Princes, Perry Masen
comes on two disks in a smart
package with plenty of document-
ation. Unusually, the instructions
contain a complete vocabulary
listing for the game, which tots up
to nearly 800 words. Far from
ap-r:-ilin%ll e fun, I found the listing
a great help — most of the puzzles
in the program involve heavy
brain-duty and on these occasions
the last obstacles one wants to
overcome are those caused by a
limited, or uncertain, vocabulary.

The plot of the game is perfectly
straightforward. Your pal, Laura
Kapp. has been arrested for mur-
der. Hardly surprising, since she
was found in a state of shock five
inches from the gun that had just
shot her husband. As good old
Pee-Wee, you must take on her
cas¢ and defend her in courn.

There are three ways out: either
vou fail, and she goes to the chair;
you succeed in convincing the
ury that she's innocent; or you
{u}t 1 get her off AND nail the real
villain responsible.

The great strength of Erle Stan-
ley Gardner's books lies in their
meticulous {(and well-informed)
descriptions of court procedures.
Almost all his works end up in
court and the reader is treated o a
highly lifelike, and beautifully
observed, couriroom sequence
that ends with Mr Mason con-
founding everyone with his brill-
jiant legal mind, and unmasking
the truth for all 1o see.

Telarium’s game opbviously
seeks to mimic this aspect of
Gardner's work. Much of it act-

ually takes place in court and the
player has to indulge in some quite
complex legal duelling. Luckily,
the documentation that comes
with game is pretty comprehens-
ive and even includes a little

‘lawyers’ exam paper’ for you to
test yourself! Although it's strange
at first, you soon find yourself
Cross-examining, raising object-
ions and challenging witnesses in
a way calculated to arouse the
admiration of even the mosit hard-
boiled jury.

Basically, whereas Nine Princes
involves manipulating characters,

"I INNOENT =
TrpP IT/

The Mandarin Murder has you
manipulating evidence and
boy! Is there enough of it. You can
visit Kapp's apartment to search
his belongings. go to jail 10 quest-
ion his widow, or just skip the
whole investigation scene and go
straight to court and start the trial.

Progress in the game is slightly
fragmentary. You frequently have
o ‘press any key' to load in a new
section (especially when moving
between locations), but these
interruptions are compensated by
the sheer volume of material you
have to sift through at each stage
of your inquiry.

Aided by your faithful accomp-
lice, Della Street, and your tame
detective, Paul Drake, you should
get quite a kick out of solving this

mystery. The music and graphics
are excellent, though again not
quite up to Activision's stand-
ards. Definitely recommended to
all whodunnit fans and frustrated
lawyers alike.

Atmosphere 85%
Interaction 88%
Lasting Interest 87%
Value for money 81%
Overall 87%
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NOW PLAYING ON COMMODORE 64/128
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The closest thing you'll find fo actually living
in a lantasy novel.

There’s so much one could say about this game,
b all boils down 1o one thing —go out, buy it load
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LORD OF THE RINGS

Melbourne House, £15.95 cass

- here! Blow
Rt ilf me down with a

-

W 2

et R . |

ad 1 am, sitting at

i my trusty 64,
ol e g watching the
e T PEI'-’IDda .'ET.I'i -
loading Melbourne House's lat-
est blockbuster. So what’s it like,
then?

Well Wizards, 1 have mixed
news for you. You may recall that
when I previewed Lord of the Rings
I was concemed by the speed at
which the game ran, or rather
crawled. The bad news is that the
Commodore version certainly
isn't faster than any of the others
and I'm even inclined to think that
it's a wee bit slower . . .

Kicking off in the the first loca-
tion, you have to wait nearly halfa
minute while the program first
draws a rather uninspiring pic-
ture, then prompts you to hit
return befnrgl%riming the location
description! This isn't necessaril
the worst case either (althou
location description number one is
particularly long). Another loca-
tion I encountered took an aston-
ishing one and three-quarter
minutes to process! In fact, in this
last instance, 1 would suggest that
there is a bug at work somewhere.
If you enter a dark location with-
out light, you may find yourself in
difficulties. You have been
wamed!

As far as the game itself is con-
cerned. 1 have nothing but praise,
though I have to admit that I have
not yet finished the first part. The
p COMEs On two cassetles
and is accompanied by the book
Fellowship of the Rin.,-lgh{ﬂrsl of
the Tolkien trilogy). This isn't
superfluous, as there are a number
of occasions in the game when
ggt; need information from the

k. Tolkien fans will obviously
applaud this faithfulness to the
original, but I'm not so sure that
it's a idea. The Hobbit, for
example, did not require you to
have any more than a cursory idea
of the original, but in Lord of the
Rings you will find that doing your
homework is quite important,
especially as far as names and
aliases are concerned.

Apart from the innovations
which I mentioned in the preview
(especially the ability to ’Eecumr:'
any one of the four Hobbits), the
other thing I panil:ularlsr like
about the game is its logical design
Right near the heﬁnning you are
faced with the problem of crossing
a river by fezzl. which can only be
done by careful use of your com-
E.m'[ms. Indeed, all the obstacles |

ve yet encountered have a
pleasingly logical solution and
dont depend on obscure magic
spells or the right combination of
m‘i'stical objects.

also like the way time is
handled in the game — with the
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exception of the time it takes to
work it all out, For example, when
you start the adventure, Merry is
absent and in another location. If

ou get there in time, you find
Kim. ut if you're late, all you get
is a note telling you how he waited
for you, but has now gone on
ahead! It’s little touches like these
that make the game enjoyable
despite the occasional annoyance
and the slow pace.

There are a large number of
locations to explore, many of
which are simply there for the
atmosphere. The Wiz approves of
this approach entirely — 1 have
never been one for ‘a puzzle in
every place’. 1 like to be able 10 do
a bit of aimless wandering on my
travels, provided that there's a
reasonable degree of interest in
the places 1 visit. The other nice
thing about the game is that, de-
penfing on timing, there are
occasionally different ways of
approaching different puzzles. For
example, if you dilly-dally at the
beginning, you have to take short-
cuts later on to avoid the Black
Riders, whereas if you get on

uickly you find yourself being
able to take roads that were pre-
viously impassable.

The characters in the game ap-
pear to be far more intelligent than
those in other recent adventures
and are certainly a far cry from
those in The Hobbit. Even so, they
do occasionally make obscure
statements when spoken to. How-
ever, you will find that the need to
communicate with your fellows is
all-important if you are to get
anywhere in the game,

Lord of the Rings is a large,
ambitious game. Tr‘ilgt blurb claims

over 200 locations and I haven't
visited nearly that

many yet

(about 100 at the last count).
Apart from the occasional b
{like the dark location mention

earlier), the very slow pace and
the need to reload data from cas-
sette if you QUIT or die, I found
myself becoming more and more
involved in Tolkien's world. T am
inclined to think that this is more
of a tribute 1o Tolkien than to
Melbourne House, but neverthe-
less I feel this is a game I can safely
recommend to the more wealthy
Wizards among us.

Atmosphere 86%
Interaction 85%
Lasting Interest 87%
Value forMoney 81%
Overall 85%

THE WHITE
WIZARD’S
MAILBAG

Letters galore this month, not to
mention the frenzied pleas on
Micronet and BT Gold.
Interestingly, the nitty-gritty of
the postbag this time seems to be
the use of disk drives. When the
Wiz first started this column back
in {gag:} 1985 disk-owning
wizards were definitely in the
minority, but in the last few
months I've noticed an increasing

number ufgl;rms s gcnlﬁd
inquiring about -base 3

‘1 recently bought a disk-grive.’
writes Darren Cooper of

Avylesford, ‘and decided to treat
myself to a couple of disk
adventures. Is there a chance of
you doing a feature on the best
disk-drive adventuresin a
forthcoming issue?’

well, I'll certainly consider it,
Darren, but in the meantime keep
an Eye on these pages because we
tend to review disk-based games
every month now, and they are of
course rated just like any other
game so that you can see which
ones the Wiz particularly
recommends. However, it's worth
Ejin:ing out that 1 do apply rather

igher standards when judging

isk-based adventures — a game
that would be “just about OK’ on
cassette would receive lower
marks if it were available on disk
only. Disks offer obvious
advantages for adventures
(witness Infocom, for example)
and any disk-based e that
doesn’'t make use of those
advantages is not going to be
viewed with favour.

Another new disk-owner is
Sanjay Keswani of London.
‘Mindshadow was the first disk
adventure ['ve ever played. 1
immensely enjoyed solving this
game, and if most disk adventures
are as good as this, then BOY! |
know I'm in for a fantastic time.
When I finished Mindshadow, 1
started playing the Tracer Sanction,
and found it rather easy ...’

Well, Sanjay, there are indeed
many disk-adventures as good as,
or even better than, Mindshadow.

My own personal favourite,
which I would recommend to any
adventurer, experienced or not, is
Suspea from Infocom. This is a
modern whodunnit with the
player in a race against time and
the police, but if you'd prefer a
more traditional sorcery and spells
type game then go for Infocom’s
Sorcerer— a truly excellent
adventure of its kind. Not that
Infocom have the monopoly of
good disk-based €5 — you
could do worse than

Activision’s Borrowed Time
{reviewed in the last issue).

Will Blake also wanted me to
recommend some adventures, but
ones without any ‘s****ing elves
and gnomesand soon ... My
problem is one of inexperience as
much as anything. [ always enjoy
computer adventures but usually
find them too frustrating to
persevere with due to the illogical
nature of some of the problems
I've encountered. Level 9°s Refurn
fo Eden, for example — planting
bricks to grow houses — come on!
It ain't logical!’

well, Will. I agree with you—
but it’s all a matter of personal
taste and some people find such
puzzies the very stuff of life itself.
If you or anyone else wants
something a little more logical
then I suggest you try The Worm in
Paradise (Level 9) or Valkyrie 17
(Ram Jam Corporation). The latter
is particularly noteworthy for its
‘real-world’ scenario, though [
didn’t approve of finding Piranhas
in a European fountain!

Steve Bird of Nonington is
stuck on Valhalla. So, to be honest,
is the Wiz, who still has a copy
lying on his shelf but hasn't
actually succeeded in finishing it
yel. Anyone out there got a
complete solution they could send
me? I'll ﬂlf::dpuhlish parts of it for
those in need.

Andrew Leighton of
Accrington is amI:nlJ'u:r Wizardf
trvi esperately to save up for a
::Iri}rsk- rive, Or 50 I?;E says. He also
wants to know why we publish so
few tips for games each month.
Well. Andrew, to be honest I've
always felt that the importance of
tips columns is slightly over-rated.
I prefer to concentrate on
publishing the names and
addresses of people who can help

ou when HEL'TE in difficulty,
use 1 think this approach
helps to foster the comradeship so
necessary to successful
adventuring. However, [ take note
and shall do my best to include
some more tips in future.

Finally, I had a lot of mail
(predictably!) about the printing
errors in the Christmas issue that
confused the various adventure
m:& and their r ive

iptions. So we had ‘Zork
LILII — a Quilled story of
naughty girls’, a description which
should, of course, have been given
to The Secret of St Brides. ‘I

suggest’, suggests Tommo of
Cleethorpes, ‘that you hire a cleric
and allow him to do a ‘remove

curse’ on your staff — and also
that you have a swift look at your
own protective pentacles’. [ shall
indeed.
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THE ULTIMATE BACKUP CARTRIDGE
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This month’s

Timely Tips...

As usual, the Wiz has been
inundated with cries for help this
month — despite my plea to
fellow Magicians that [ cannot
answer such missives personally.
The truth is that if  were to sit
down and pen a reply to everyone
who wrote in from the Goblins
Dungeon, let alone all the other
locations you're stuck in, I'd never
have to time to eat, let alone write
this column.

However, I'll always do my best
to relate the tips given here to your
queries. And of course there are
always those brave Wizards and
Witclynes in Clever Contacts who
can help if need be.

For this month's tips [ am
indebted 1o R B Treviss, Fred
Flowerday (The Hoopiest
Fmipd]n, and of course my humble
self . ..

Erik the Viking
Maze trouble? Try NENWWSS
Open S

Eureka Roman

Soothsayer requires eggless
chicken

Say Ave Caesar to old Fiddlesticks

Eureka Germany
Use bayonet to avoid mines

Eureka Prehistoric
Deserted? SE S Drinkies S 5

Hitchikers

Can’t do anything once on ship?
Use your nose.

Can’t think of anything to do on
Ea‘fhnd’s ship? Tum your hearing
ai

id up!

Wild West

Oh boy, there have been quite a
few writing in about this one! Try
the following for starters. . .
3131212331 —andthat’sall
the help you're getting!

Never Ending Story

If you can’t get to part 2, you
obviously haven't tried blowing
the homn. Even then, you'll have
to fly, and make sure you've got
some glass with you!

CLEVER
CONTACTS

Come all ye faithful, joyful, and
triumphant! This is the page
where adventurers all over the
world can ?et together and pass on
the valuable experience they have
ined on their travels. If you've
nished a game (or games —
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clever clogs) and want to go down
in history as one of the Chosen
Few, then let me know! Write to
the White Wizard’s Dungeon,
PO Box 10, Ludlow,
Shropshire, SY8 1DB. All details
on a postcard please. If you're
wﬂtin%erequﬁtin help, then
please be aware that I may not
always be able to find room for
gnur request on these pages. The

est course of action by far is to get
in touch with one the adventurers
listed below offering help on the

me you're stuck on. The White
izard may be immortal,

ingenious, and big-headed, but
he’s only human and can’t answer
every letter he receives. If you
have a modem, you can contact
me on Prestel. My mailbox
number is 919994854, Telecom
Gold subscribers can reach me on
83:JNL251.

Club Help Offered

The Quéstline Adventure Club
is still running strong in Oxford.
Tony Treadwell — the first man
ever to be nominated a demi-
Wizard by OI' Whitey (back in the
davs of the first ZZAP! issues) —
will endeavour to help on all
matters magical, vegetable, and
mineral. Questline also appears on
Compunet and Micronet, so

ou can catch them there if you

ve a modem. For free

membership and a newsletter
(very informative and packed
with tips) send an SAE 1o:
Questline, 17 Headley Way,
Headington, Oxford. Tel
(0B65) 68637.

Adventureline, run by Roger
Garret, is still alive and kicking,
despite rumours to the contrary.
However, Roger is no longer
contactable on the 'phone, so
letters only please to
Adventureline, 52 Micawber
Way, Chelmsford, Essex, Tel
(0245) 442098. Please note that
membership (plus newsletter)
costs £1.00.

If there are any other clubs out
there in the big, wide world and
ou wish to enrol the White

izard’s readers through these

ges then write in with full
details and samples of any
newsletters, membership cards,
badges, gold bars, etc. to me.
Readers will, however, appreciate
that 1 am unwilling to publicise
clubs unless I have good evidence
that my beloved readers are goin
to get good value from them, an
aren’t wasting their stamps and
hard-earned guilders in sending
off for membership.

Help Offered

Heroes of Karmn, Empire of Karn,
Catacombs, Eureka, Hulk,
Spiderman, Munroe Manor,
Hobbit, Forest of Doom, Pyramid
of Doom, Quest for Merravid,
Holy Grail, Twin Kingdom Valley,
Dungeon Adventure, Castle of
Terror, Golden Baton, Perseus and
Andromeda, Witches Cauldron,
Classic Adventure, Arrow of

Death Part 1, Pirate Adventure,
Ten Little Indians, Ring of Power,
Aztec Tomb Part 1, Gremlins,
Jewels of Babylon

Simon Gaunt, Tel. 0302 726917
between 5pm and 9.30pm
only.

Return to Eden, Red Moon,
Fureka, Terrormolinos, Bored of
the Rings, Doomdark's Revenge,
Sherlock, Hampstead, Robin of
Sherwood, Urban Upstart,
Starcross, Spiderman, Hulk,
Hobbit, Mindshadow, Twin
Kingdom Valley, Subsunk

Ivan, 54 5t Jo Road,
Colchester, Essex. Tel
Colchester 860597 after 4pm.

Valhalla, Waxworks, Golden
Baton, Hulk, Spiderman,
snowball, Arrow of Death Parts 1
and 2. Hobbit, Hitch-hikers Guide
to the Galaxy, Terrormolinos,
Hampstead, Eureka

Nick Wright, 1 Eastleigh Drive,
Mickleover, Derby, DE3 SHZ.

Urban Upstart, The Helm,
Subsunk, Circus, Ten Little
Indians, Perseus and Andromeda,
Arrow of Death Part 1, Hulk,
Spiderman, Adventureland,
Secret Mission, Sorcerer of
Claymorgue Castle, Gremlins,
Lords of Time, Colossal Adventure
Gavin Berry, 25 Beauvale
Road, Hucknall, Nottingham,
NG 15 6PF Tel (0602) 635117
between 2pm and 5pm only.

Red Moon, Lords of Time,
Adventure Quest, Fourth
Protocol, Lords of Midnight,
Hobbit, Twin Kingdom Valley,
Gremlins, Hampstead, Tower of
Despair, Empire of Karn,
Spiderman

y Keswani, 76 Girdwood
Road, London, SW18 5QT Tel
01 788 7511 not later than

9,00pm.

Heroes of Karn, Empire of Karn,
Gremlins, Hobbit, Terrormolinos
Kevin Murphy, 13 Munro
Street, dy, Fife, KY1
1PX Tel 0592 201384

Hacker, Dragonsworld,

Hampstead, Empire of Kamn,

Heroes of Kam

:};;1 Leech, Tel 0942 606900
6pm and Sundays.

Contacting the Wiz!

Heroes of Karn, Yoodoo Castle,
Ten Little Indians, The Lost City,
Wizard of Akyrz, Quest for the
Holy Grail, The Hobbit

Paul Flanagan, 6 Corry,
Belleek, County Fermanagh, N
Ireland.

Zork 1,2.3, Enchanter, Sorcerer,
Starcross, Suspended, Planetfall,
Hitch-hikers Guide to the Galaxy
Nigel Morse, 11 Green Leafe
Avenue, Wheatley Hills,
Doncaster, DN2 5RG Tel.
Doncaster 61672 between 6pm
and 8pm, weekdays only.

FEureka

Andrew Froggatt, 195 White
Swan Road, Mt Roskill,
Auckland 4, New Zealand.

Gremlins, Fourth Protocol,
Hobbit, Empire of Karn, Snowball,
Lords of Time, Red Moon, Twin
Kingdom Valley, Tower of
Despair, Mindshadow, Tracer
Sanction, Spiderman, Adventure
Quest, Lords of Midnight

Sanjay Keswani, 76 Girdwood
Road, London, SW18 5QT. Tel:
01 788 7511 before 10.00pm.

The Hobbit, The Hulk, Spiderman,
The Time Machine, Return to
Eden

Clyde Meli, Villa Yvonne, 36
Ta'Xbiex Terrace, Ta"Xbiex,
Malta

The Hobbit, Tower of Despair,
Eureka, Perseus and Andromeda,
Colossal Cave, Wizard of Akyrz.,
Munroe Manor, Fourth Protocol
Part1

Geoff W 171 Beadlemead,
Netherfield, Milton Keynes,
MEK6& 4HV Tel: 0908 661287

Hobbit, Heroes of Karn, Empire of
Karn, Gremlins, Terrormolinos,
Never Ending Story

Kevin Mu ‘l:‘;ti 13 Munro
Street, Hirlrlf:.. dy, Fife, KY1
1PX Tel: 0592 201384

PLEASE NOTE: Respect your
fellow adventurers. Never phone
after 10.00pm (earlier if
specifically mentioned above) and
ALWAYS enclose a stamped
addressed envelope if you want a

reply by post.

The Wiz can be contacted c/o Zzap! 64,
1-2 King Street, Ludlow, Shropshire. If
you’'ve got amodem, you can access him
via Micronet/Prestel (Mbx no.
919994854) or BT Gold (83:JNL251).

Please note that the White Wizard
cannot answer individual enquiries
from lost adventurers. If you're really
stuck, then try asking one of the Clever
Contacts for assistance.
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The Gnome Mansion - the
miysterious location of your
fantastic time machine.
Assemble the final parts of your
craft and begin your epic
voyage to past and future.

California Gold Rush 1848 -

Deadly scorpions, beastly bats,

| and NUMEerous nasties are on the
attack as you search the
cavernous gold mines of
California. ]
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Mythological Greece 43BC -

A confrontation with Medusa, a
fight to the death with only
your magical shiald for
protection.

Stone Age 3600BC - Explore
the dark and dangerous caves of
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Colonial Salem. MA 1682 -
Hubible, bubble, toil and troulble,
mix a ghastly witches brew and
© you'll win through, but watch

put fior the flying broomstick

i




82 ZZAP!64 April 1986

I —— S

FROM YOUR

64!

With some help from the others, GARY PENN
discovers that with DATEL'S new add-ons,
the art of noise lies less with the singer than

with the song.

So you wanna be a superstar,
kid? You reckon you got what it
takes? Well if you haven't, I'm
sure we have. Just take a seal,
do as you're told for five minutes
and you'll go far. Take my word
for it. OK, what's your name
then? Julian Rignall, eh? Hmm,
doesn't sound too convineing.
Never mind, we'll work on that
later. ..

With the aid of the Datel Sound
Sampler hardware add on

and software you can digitally
record voices and sounds in the
comfort of your own home, play
them back and even edit them.
For £49.99 (post free) you get a
plastic boxful of electronic bits
to stick into your user port, a
microphone and an audio lead
for output to either a television
or an amplifier. The software
comes on either disk or cassette,
you decide.

The sampler is simplicity in
itself to use. Just load up the
software and type in a SYStem
call to get a menu. From here
you can sample a sound by
selecting the RECORD SOUND
option and speaking into the
microphone. Recording is
triggered by the sound level, so
all you need to do is speak loud
enough. ..

Right kid, this is it. Your BIG
chance. What | want you to do

i85, ..

‘Can | say something'?

No, but that's great! We'll use it!
| can see this is going to work
just fine! Now repeat after me:
Hello' . ..

‘Hello™?

Like it! Like it! You've got style,
kid. And that's S-T-Y-L-E in big
capital letters with hyphens in
between.

Once you have sampled a sound
it can be played back, dubbed
over or, if you are feeling
adventurous enough, edited
through the sequencer. Here, a
previously sampled sound can
be disected and rearranged or
played back at 25 different
speeds using the keyboard. You
can then record a sequence of
sounds and play them back or, if
the mood takes you, play back
the sampled sound in a loop. Oh
yes, 'scratching’ is also

possible. ..

‘Hehehehehehello? Wil you
listen to that! Neat kid, really
neat. ‘Can | say something'?
‘Canl, can |, can | say
something? Awiright! ThisisIT!
This is muzak! This is art! This is
... Gonna make us a fortune —
er, you too, kid. Now let’s go for
something a little less contrived
— how about: ‘Max Headroom'?
‘Max Headroom’
O-K"'MMMMMMMax, Max,
MMax Headroom, Max
Headroom'. Love it! Looove it!
How about: ‘Big Time'?

‘Big Time'?

‘Big Time. BBBBBig Time. Big,
Big, Big Time'. Oh wow! Right,
nextwe'll try some echo . . .




"F"

Yes, sound can even be sampled
with echo and very jolly it
sounds too. Parameters such as
the record/play rate and the
echo effects delay can be altered
for added effect . . .

‘Boo’!

Nice, kid. Nice. Now let's see
how that sounds: ‘Boo! (Boo!
Boo! Boo! Boo!) BOO! (00! Oo!
ool)’ £l slicko! Wrap it! 64 it!
Now we're really rolling . . .

Finally, there's the live effects
option which allows you to
speak to the world through your
television. Your voice can be
distorted with either
reverberation or echo, the
former creating a distance
effect. There is also the facility to
speak like a Dalek if you so
desire and once again, various
parameters can be altered.

Listen good, kid. This is your big
chance. This is for REAL! We're
gonna do some live stuff. do you
think you can cope with that?
‘No (oh, oh, oh, oh, oh, oh, oh,
oh, oh)’

Coolerooni! Keep it up. KEEPIT
Pl

‘Uh? (uh, uh, uh, uh, uh, uh, uh)’
Beaut! BE-YOOT! | can see it all
now! Kids screaming for you,
kid. Clawing at your clothes —
vour very person! All of them
delirious little girfs hanging on
your every word, just yearning
foryou to open your mouth and
.. We'vegotto go for a recording
now! NOW!

Unfortunately, sampled sounds
can’t be saved out for future use,
although you could always
record them onto audio tape.
This is rather annoying, since an
otherwise excellent value for
money package is let down by
inferior software. The add on
itself is superb and the sound
reproduction is of the highest
quality, but its potential just
can't be utilised fully due to the
lack of facilities, such as a
waveform editor which would
be very handy. However, the
Datel Sound Sampler is
relatively cheap and is still worth
looking at (or rather listening ta).

Right kid, that's it. Please don't
call us — we won'tcall you . ..

But if sound sampling isn't your
scene, how do drums of the
digital variety sound? The Datel
Com-Drum digital drum system
costs £29.99 for either the disk or
casette version and also
consists of a hardware interface
to plug into the user port. Then
all you have to do is load up the
software, run itand you're ready
fcgo...

Well not quite, since you need
a drumkit to play with. There are
three provided — each must be
loaded in separately and contain
eight drum sounds. At your
creative disposal are bass
drums, snare drums, tom toms
(hi and lo), cowbells, claps, hi-
hats (open and closed], rims, a
cymbal, a tamborine and a
cabasa. These can either be

played live or used to compose
rhythms and ultimately ‘songs’.
Further ‘voices’ will be available
on tape or disk later this year.

Should you choose to display
your musical talent by
improvising, ie playing live,
there is the option of a
metronometo help keep time. If,
on the other hand, you prefer to
be creative at a more leisurely
pace you can always compose a
rhythrm or two. In fact up to eight
different rhythm patterns can be
built up and if you wish, strung
together to form a 'song’. A
pattern is entered by either
playing it live or building itup a
couple of notes at a time. Songs
can then be "written’ by taking
previously defined rhythm
patterns and joining them
together. A maximum of fifteen
patterns can be used to form a
song, although they can be
repeated, and up to three
instruments can play at once.
Tempo can be adjusted in all
cases. When you feel sufficiently
happy with your work, it can be
saved out for other appreciative
ears to hear at a later date.

Although there is occasionally
a 'click’ at the end of some
sounds, the overall quality of the
drums is superb, which is hardly
surprising as the hardware
supplied is the same as the
Sampler's. Though the software
Is sufficient and relatively easy
to use, it could be better.
However, this doesn't
significantly mar an otherwise
excellent package. Check it out
— you shouldn't be
disappointed, especially at the
price.

Julian Rignall appeared only
once by the kind courtesy of
Lioyd Mangram Artistes Inc,

S= N S

DATEL ELECTRONICS, Unit 8,

Fenton Industrial Estate,
Dewsbury Road, FENTON,
Stoke-On-Trent

Tel: (0782) 273815
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Jack Chartton (left]), Mike Mahoney [centre, holding slip of paper]
and Gary Penn |right, with hands thrust inside pockets ) drawing
the Match Fishing winners at the recent Earls Court Toy Fair.
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GOING IN TWO BY
TWO

Rino’s next release ([remember
Z, their first?) is Ark Pandora, an
icon driven arcade adventure
with animated graphics, 94
screens to explore and many
nasties to hinder. There's also

music by Ben Daglish (see
Shadowspiel for more
information on this up and

YIE HAR!

Next month sees a full review of
Systern 3's International Karate,
Yes, after much delay it's finally
made its way to the ZZAP!
offices and very impressive it
looks too. Archer Maclean did
the graphics and the music is by
Rob Hubbard. Both are superb,
but as for the quality of game
itself . . . Well, you will have to
wait until the next issue for full
critical appraisal.

Fans of the arcade gamas
Xevious and Time Pilot 84 might
be interested by two games
s0on to be released by
Bug-Byte, who were recently
reincarnated by Argus Press.
Mission Olfo and Olle — The
Final Assault, better known as
Ollo f and /l respectively, are two
games of similar nature to the

A sereen from Rino's new Ark Pandora

coming talent) and a screen
designer supplied, which allows
you to completely redefine the
scenery. Now there's a novelty.
As there is a copy of the game
sitting in the office at this very
moment, there will most
certainly be a full review next
month. Ark Pandora will be
released on the 10th of March
and retail at a price of £9.95 on
cassette or disk.

STOP PRESS!

infocom merge with Activision!
Aswe go 10 prass, we Nave Just
heard that those mega cool
adventure writers, Infocom,
have joined forces with
Activision in an exclusive world
wide manufacturing and
distribution agreement, an
Activision spokesman
confirmed today. Good news for
Infocom adventure fans, since
this should make the great
interactive text-only adventures
more widely available, and
argusSe awangness -':hrf_:'l.a'i_'_ll"l d
higher profile advertising
campaign. We await with baited
breath

aforementioned arcade classics.

Mission Oifo is loosely based
on the Xevious theme and is a
vartically scrolling shoot em up,
with plenty of aliens and the li
to blast out of the sky. On the
other side of the tape will be (iio
— The Final Assault, a Time Pilot
84 clone, featuring £ style bas-
relief graphics and lots of action
over a full-screen scrolling
background.

Both games will be released
back-to-back on one cassette at
a retail price of £2.95.
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Back into the mist-shrouded past we go to study the
scriblings of a small tribe of reviewers. In this nost-
algic retrospective we analyse the conclusions of the
then two-month old ZZAP! team. Have the games
under scrutiny in issue two survived the test of time?
Were they over or underrated? We shall see, as Gaz
and Jaz cast a beady eye over their conclusions and
sensationally reveal their innermost thoughts.

GAMES ZZAPBACKED:
Everyone’s A Wally
International Basketball
Lode Runner

M.U.L.E.

On Court Tennis
Pitstop Il

Super PiEeline I
Theatre Europe

World Series Baseball

EVERYONE'S

A WALLY
Mikro-Gen

lssue two certainly saw some
controversy in the ZZAP! offices.
The first game guilty of stirring
up conflicting emotions was the
follow up to ??/jamarama.
Featuring multicharacter
control, the idea of the game is
to find the combination of the
local bank's safe. Each of the five
characters has a job to complete
before the combination is
recovered. Bob Wade loved the
program and reassured us that
‘getting started may be
frustrating, but once the tasks
start to get solved you'll have
hours of fun cracking each job'".

Gary, too, was very enthusiastic
and said 'EXTREMELY
compelling’. Julian, on the other
hand, didn't like the game and
kicked up a fuss, but luckily his
comment was ‘lost’ and never
appeared ...

| remember really moaning
about this being a Sizzler— |
rh-:au%hr it was really boring. The
graphics are big and jolly and
the multicharacter control
method is a really nice idea and
works very well. There's plenty
of humour within the game, but
really it never really made me
smile.

JR

Unlike Julian, | thought that

Everyone’s a Wally was a great
ame and deserved the ratings.
t's the best of the Wally trilogy

and | thoroughly enjoyed

playing it at the time.

GP

PRESENTATION  ORIGINALITY
76% Zon B4 0% T
B4% ™ BpY e
SO D LABTARILITY
47 % smmner 87% SR
WALLIE FOR MONEY

829 ="

(Jaz) Personally | think it should
have just missed being a Sizzler.
maore like an overall in the mid
70% region.

(Gaz) | reckon the ratings were
just right, although | don't think
it would do as well if reviewed
Now.,

AAVbBVCK;
ZZAPBACK:

Just like its predecessor,
International Basketball
captures the spirit and
atmaosphere of a championship
game. The game is very
playable, aithough the top
difficulty level isn't that difficult
to beat, Like most games it's
best playing with a human, far
less predictable and far more
enjoyable.

JR

INTERNATIONAL

BASKETBALL

Commodore

The immensely popular
International Soccer had been
out for quite some time when its
follow-up arrived at the offices.
Featuring excellent animation
and gameplay, the game offers
nine levels of computer
opponents and a two player
mode to keep potential
basketball players going for a
long time. The intrepid trio
certainly enjoyed the program
and Gazza Penn admitted that
‘the game gripped me hard
when | saw it, and ithasn'tlet go
several weeks later'! Julian too
‘loved every minute' and Bob
predicted it would ‘prove just as
popular as International Soccer’.

" EUNGEY BOUNCY™

I




Still enjoyable to get out and
play for an hour, but | agree that
E’g better with two players.
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(Jaz) I'm happy with the marks
that we gave — although
perhaps the value for money
should be one or two points
more.

(Gaz) Presentation should have
been higher, but otherwise |
think we rated it fairly.

LODE
RUNNER

Ariolasoft

Despite this 150 screen platform
game'’s crude graphics and
sound, the program scores very
highly on its playability. There's
also a screen design faciIEtE,
handy if you get bored of the
game or just want to torture
wyour friends! "The game's sheer
addiction kept my eyes propped
open until the owls went to bed’
was Jaz's admission. Bob: 'this
will be a classic foralongtime to
come’. Gazza's nicely put
summing up sentence told the
world that 'some screens are
amazingly difficult.’

The cassette version of this was
a bit of a pain to load, | still
Eﬂ;}::rred playing this immensely
chal engfr;g Agame. The graphics
and sound ARE very primitive,
but the pragram is great fun to
play. | never used the screen
designer, but Gary knocked up a

very difficult ZZAP! 64 screen
EE;'I'E quickly.

| thought Lode Runner was
brilliant at the time and in fact
still regard it as a decent game.
It's great fun to play and is one of
the best platform derivatives
ever. Unfortunately, it didn't sell
at all. Never did know why.

GP
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(Jaz) | think the presentation was
underrated — there are loads of
options. Perhaps we overrated it
slightly? | feel that 80% would
have been more fitting to the
overall percentage, but it's still
one of the better platform
games.

(Gaz) Agreed, presentation was
underrated, but ldon't think we
overrated the game as a whole
— the marks were fine.

M'U ILIEI

Ariolasoft

More controversy was stirred up
in the ZZAP! offices by this pure
trading game. In this one to four
player game the players are
dumped on the planet Irata (read
that backwards) and have to buy
plots of land, then tap and
market the produce. Plenty of
crises arise during the game,
and there are some pretty fast
trading sequences. Gary and
Bob liked the game, but Julian
muttered, ‘| played the game in
the hope of excitement, | found
little.” Gary recommended it to
‘both novice and skilled traders
alike,” and Bob thought that it
'should interest a wide range of
people, giving plenty to do in a
well presented program.’

The only gaﬂﬂf thing about this
game is the tune — it's a really
excellent number. I still think the
game is boring, although | can
see that it has much to offer
peaple who like this sort of
thing.

JR

Worth bearing in mind that by
today's rating standard, this
wouldn't make a Sizzler, but it
does offer a lot of involvement
and stands up well a year later —

especially the music.
GI!

PREBENTATION [DRIGINALITY
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(Jaz) | suppose the marks are
pretty fair, after all as a trading
game it'is very good.

{Gaz) Sound should have been
about 20% higher, but the other
ratings seem okey doke.

PITSTOP I
US Gold/Epyx

One player against the
computer or two players
simultaneously battling against
one another over a series of
Grand Prix circuits caused the
young team to froth with Pitstop
/. Pitstops, refuelling and
changing the tyres are all part
and parcel of this excellent
simulation. ‘Pitstop I is a truly
stunning and innovative arcade
game and should prove to set
new standards in the race game
approach.’ Bob admitted that
‘my joystick hand is killing me,
but boy is it worth it,’ while
Gary's ‘fantastic’ paved the way
for a very enthusiastic
comment.

I'still thirrk this is THE best racing
game around. lts excellent
graphics and high playability,
especially with two players,
makes this one of my favourites.
It certainly proved to be popular
amaongst you readers too, and
it's still riding high in the ZZAP!
Sﬁaﬁs a year later.

| couldn't agree more — Pitstop
llis a classic game and | reckon it
was underrated. It should have
been awarded the Gold Medal
as itwas, and indeed is, brilliant,
Unfortunately itwasn’t due to an
El;:l'rturial discrepancy. Shame
that,

GP
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(Jaz) This is still underrated in
my opinion, around 93/94%
overall would make me feel
happier.

(Gaz) Presentation up slightly to
somewhere in the low nineties
and lastability and overall, well
into the nineties.
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PIPELINE lI

Task Set

The follow-up to Super Pipeline
in fact proved to be an improved
version of the original. The new
features included a cartoon strip
between screens, two
workmates to help you and
some excellent new nasties. The
object ofthe game is to defend a
series of pipes from the
marauding nasties, who try to
break them. Fast and furious
action combined with humour
certainly makes it an appealing
game. Gary commented "it's
tough and enjoyable enough to
keep a wide range of arcade
gamesters busy. Bob, hand
waving emphatically from his
chest, raved "You're in for a real
treat.’ 'Supersmooth, slick
graphics and catchy tunes
instantly attract,’ said Julian.

88 ZZAP! 64 April 1986

It was great fun, although like
most arcade games, it only has
short term appeal. A very jolly

game, and the cartoon bits are
really funny.

| thought the original Super
Pipeline was good, but Task Set
improved upon it immensely
and this follow up was much
better. Fun to play although it
did prove monotonous with
such little variety.

GP
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(Jaz) | think the lastability rating
was a bit steep, mid seventies
would be better. The rest of the
rmarks down by 5to 10%, it has
aged a little.

(Gaz) Lastability down to high
seventies and value for money
around the same.,

i, . T,

EUROPE
PSS

‘Cold, grim, nuclear reality' was
the sobering opening line to the
old Medal review of this classic
wargame. Everyone became
very serious and settled down to
become either Warsaw Pact or
MNATO forces in this simulation
of World War lil. Far from
glorifying a nuclear
confrontation the whole idea of
the game was to avoid any use
of nuclear strikes against the
enemy. Gazza, obviously
impressed, blurted ‘the
atmosphere generated is
incredible, and virtually
unrivalled by anything else on
the 64°. Overawed, Bob wrote
“this triumph of gaming and
common sense should prove
the most popularwar game yet,’
Jaz said, "a far cry from the
“blast the Commies” tone of
other games'.

{ distinctly remember playing
this for the first time and getting
all hot under the collar when it
went into chemical and nuclear
strike mode. Although not a
particularly brifliant wargame in
itself, all the various animated
screens and the way it's put
together add up to a classic
program.

JR

On reflection this shouldn’t
really have been awarded a Gold
Medal. While it proved very
atmospheric and addictive
initially, the novelty soon wore
thin and | think the ratings were
probably influenced by our own
short lived enthusiasm.
Definitely overrated, although
not by much,
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(Jaz) I'm still happy with the
ratings, although E-erhapa the
b o

lastability should be in the low

eighties.

|Gaz) Sound up to low nineties,
but lastability and value for
money down to low and mid

| eighties respectively.

ON COURT
TENNIS

Activision

Another product which caused
the knives to be sharpened was
this tennis game. Chris
Anderson bought it back from
Activision and raved about it.
Julian and Gary, on the other
hand, weren't so impressed and
the sparks began to fly. Over the
next few days a furious
argument ensued: Chris said
‘Sizzler' and the twain said 'not’,

.
B

but the editor had the final word
and Sizzler it was. Bob, who
thought the game was
wonderful said that it was ‘easy
game to get into, bringing rapid
enjoyment and great
addictiveness.’ Gary, rather less
enthusiastic, commented on the
‘pleasing atmosphere,” and
ools thought that it was
‘certainly a great game.’

| remember the arguments very
well indeed. My comment was
rather less than flattering so
Chris 'doctered’ it, to make it
look likedenjoyed the game,
something which should never

have been done.
R

Ivirtually loathed this excuse for
E:tﬁ_ﬁﬁl'&iimulanﬂn and was

d by Chris Anderson's
ision to make it a Sizzler,

rihg_;u?mp psition from Julian
an ria’mstdidn’t like the
controlmethod and found the

game unrealistic and slow to
play, contramgto what was said
In my comment at the time.
Don't know why | ended up
sayingwhat | did, but | suspect it
had something to do with Chris

being Editor , . .
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(Jaz) Groooo! Everything down,
raphics by 10%, hook and
astability by 20%, sound by
about 30% and the overall mark
by about 15%.

{Gaz) | would have felt happier
with both the hookability and
lastability ratings lowered by at
least 26% and overall by about
the same.

WORLD
SERIES
BASEBALL

Imagine

Imagine’s return to the
computer industry was heralded
with World Series Baseball, by
far the better of the two baseball
simulations reviewed in issue
two. All three reviewers agreed
on this being a Sizzler. Gaz
loved it’ and Julian regarded it
an 'excellent release’. Bob, a
mine of information, gave the tip
'start against a beginner friend
and move up to the expert
(computer) later.’

The computer opponent (not
unbeatable) is a real toughie,
making the game challenging
and there are some really nice
graphical touches to boot. Now
that Hardball has been released
WSB has obviously been
toppled from its position as the
top 64 baseball simulation.

JR

An enjoyable romp, but more of
a game than a simulation. |
thought the small graphics were
quite neat and | liked the overall
appearance, in fact | still do. |
remember there was some
deliberation as to which of the
two baseball games reviewed
should be the Sizzler. As far as
I'm concerned there was no
contest — it was easily this one.

GP
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(Jaz) | think the marks are fine,
apart from the graphics which
could do with a five percent
boost.

(Gaz) Presentation up by about
10%, otherwise no complaints.




. What is Game Killer?
A revolutionary powerful cartridge that now lets you play all those
impossible games without being killed!
Walk fearlessly through gunfire, disaster and danger without a scrafch.
. Sounds difficult.
It's simple. Just plug it in the back of your computer and press a button.
. You mean | can play my games all the way to the end.
| don’t believe it!
Yes — incredible but true! It works on all those thousands of games with
sprite collision.
., Sounds like science fiction! | suppose it's available in 2001.
It's here now!
. I'll believe it when | see it!
Exactly, so why don’t you go to your local
computer shop.

The Robtek Gamekiller is available from all good
o mpurer dealers.

Enquiries to Robtek (formerly known as Robcom| Lid,
36 Market Place, Falloden Way, London N'W11 &JP.
Telephone: 01-209 0118.

Patent and copyright applied for

ROBTEK




SPOT THE VoucHER /

Though Efite on the Comm-
odore seemingly led a rather
charmed life, P! went as
far as to call it ‘Game of a
Lifetime’. Its Amstrad coun-
terpart is not so lucky though
— somehow Firebird man-
aged to manufacture 15,000
faulty copies of the game and
6,000 were sold. To compen-
sate for the error, Firebird
decided to issue two pound
vouchers, redeemable on
any of their products, to
an returning a faulty
copy of Amstrad Elite. The
Shadow feels that such in-
competence should be re-
warded and awards this
month’'s Rubber Fish of Stu-
pidity to Firebird. In fact one
man in particular: Mr Colin
Fuidge. Colin, your prize
awanlsyou ... sau

Slicing dauntlessly through the truth concealing mist and
mire of the software industry today, The Shadow returns
once again to bring truthseekers everywhere their monthly
blend of miracle and mayhem. Only The Shadow can bring
you Rainbird’s Tony Rainbird saying ‘crap’. Only The
Shadow can forgive such an outburst. Only The Shadow
can elaborate with any coherency | .,

GASP! PANT! PrEwW !/

Coming soon from Bubble Bus is the Commodore 64 con-
version of Starguake, a Spectrum game which received a
CRASH Smash and many a rave review. Starring a cute little
robot called BLOB, the idea of the game is to retrieve a number
of lost articles scattered about an asteroid, in order to prevent
it from crashing into a black hole and causing a Starguake
which would destroy the whole universe. Gasp! The task is
not an easy one due to the enormity of the map and unlike
many games of this type and size, the underground caverns
making up the main map are not very repetetive at all, Bubble
Bus have allowed The Shadow an exclusive glimpse, 50 . . .
Feast your eyes!

A DRoOPPING
FrRom onl

HIGH

A rumour filters thr-
ough the to the
ears of The Shadow
that Firebird's sister
mmmhmm.lhin-

. coughed up
£100,000 for a game
called Reach for the
Moon. This would be
all good and well if it

;ﬂ“.“m it isn't

and Telecom’s finest
have decided not to
elephant thi:hu; al
. I
When asked to qualify
this rumour, Mr Tony
ot e et
a crap you
can quote that. Other-
wise | have no com-
ment to make about
Reach for the Moon'.

How wvery strlni:.
Watch this space for
further enlightenment

MNOT BIKE
ACTIoN ...

Gifted with
the incredi-
ble ability to
both listen
and talk to
Mastertronic
's Alison
Beasley, The
Shadow was
pleasantly
5U

ANy | leam inat
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Rob  Hub-
bard, a man
who made
the 64 sound |
like a Casio
vL‘TﬂﬁE-
has fans in
Ini’IEL mﬂluf of
2 par-
ently a
Weish mem-
ber of the
public wrote
to Master-
tronic to see
if there was
any imgav of
acquiring
the score to
Action Biker.
It seems the
local morris

dancing
team is short
of suitable
music and
that Rob
Hubbard's
Action Biker
ticket.

However, it's not for the adult
morris dancing team, oh no the
tune is far too whimsical for
ups to prance about to.
want to use it for the

ACTION..| |

Dinkies, their under six team
I who all love Action Biker appar-

ently. Aah! Quaint, is it not I

. s |
| The Shadow appologises to
Activision's Mm for mis-
ling his Christian name
last month. It should have
read M-A-T-I-N instead of M-
A-R-T-I-N. Sorry Matin, it
| won't happenfnaga in.qu §
compensate Tor an rther
character defo rrnat"irun. here
is a picture of Matin wearing
his infamous cream coloured
rophylactic boots. Matin,
u are 'well the trendy man
| inthe street’.

Spencer’s manhood. Firebird’s Top Man had every

—recapraring _ \ittle N\ boys’
MHIS MISSPENT YOUTH .
Talking of blonde-haired programmers, Tony Crowther
is once more on the move. After a mere year with rd

_
A VERY
Phip e TR FISHY BuT TRUE!
The Shadow’s E"’"g‘ﬁnﬁ“m fn?
b Obviously feeling a little bit Soichty, o n fact  roal fish. His
left out with all the recent l name is Dim Dim and he recently
exciternent at British Telecom, enjoyed a fun afternoon in Shrews-
what.with all the takeovers, the bury, courtesy of ZZAP! reviewers
elligibly young and attractive St cLkion wid Gaey. Pean s
Colin Fuidge Firebird has rter AII:!IrEw Wrgirft. Was on hmf:
been out and about recently, E’“& the cretinous aquanaut in &
‘W causing havoc among magazine | celluloid net . . .
editorial staff by viciously
attnckmF certain vital parts of Dim Dim decided
their male anatomy. Colin, like }g phone up a
the ‘interestin’ Steve Davis, end f'l'f’l_:': ""';"‘
obviously likes to line all his i B e
balls up before taking a pot shot e i e dhepsat o
at them and The stuw. hidden hasn't any hands.
in the darker recesses of a very I'n: cap it all, he
fashionable software party ramntlr. who he was
watched awestruck as the erstwhile ng to call in the
ex-Woolworth's telly salesman from rst place! Slight
Firebird swiped most of ex-AMTIX! S oy oo
Editor Jeremy Spencer’s decided to phone
nether-regions with a well-aimed the operator ins-
Ehwlram TI: belt. l’tllsn;it clear I w to nllimdi'nam:k
the usually very placi money. Don't
Mr I!’uh:l should behave in this ask how he put tha
S8t unaecerning fdrer ause he. doosnt
Shadow suspects it o He'
something to do with a BRI,

Mail Order problem. Firebird's Mr Fui-
dge t ing to sall
Dim Dim a colour
television in @ Il‘
local branch of
Woolies. He does-
n't know why. He's t
stupid.

Big Apple recently,
Herbie ‘Hyperbole’ Wright lost some-
thing of more personal value than even Mr

single item of clothing stolen from his hotel room
during his absence. A veritable travesty! The

Shadow wonders who would stoop so low as to
remove this man’s clothing and requests that
the dastard returns them immediately, if not
sooner. Maybe the thief is an entrepeneur
seeking cheap decoration for his new,
New York based Indian restaurant?
There are problems enough in
this industry and relentless
clothes thieves don't
help. ‘Run along

Developments he's back off to Alligata, software company of
his mis-spent youth. The bleached Boy Wander has also co-
founded a new company of his own with Ben Daglish, a
classically trained musician and program dabbler to boot. Their
firm is called WEMUSIC (WE Make Use of Sound In Computers)
and their function is to provide soundtracks for up-and-coming
games, So far the duo have mannﬂ&d to piece together a most
impressive demo disk which out-Hubbards many of the better
Commeodore musicians. Hopefully these two companies will
manage to hold onto the industry’s equivalent of Monro for a bit
longer than the others . . .
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| DEPOoRTATION SHOCK ScanDAL | [Arerver
It takes a lot of hard and dedicated work m “;MON- I &‘cm:-t

to be Gary Liddon, reviewer of this parish.
Care and polish goes into the finished product, reflected

Here Andrew has
captured Dim Dim
SWHTIMING In acup

Dear Shadow,

| wonder if any
readers have
noticed the re-

of British Rail tea 9 the quality of supreme daftness the model exhibits.
whilst reciting the E‘fndtladqu - -

first chapter of
A'la Recerche du
Temps Perdu. He

recently on an all-expenses-paid trip to visit

m— ROM utility producers Robtek
at their Rotterdam HQ, the
virgin air traveller dashed

doasn’t knowwhy. to Heathrow to catch the early markable
He's stupid. morning flight sans passport =¥
('I've never had one’), sans emblance be-
ﬂ‘“" tnrr'n Visa “{mlhrnmﬂttm . tween Electric
idland’) and without Driving Dreams su
| of ticenceerlsscatnatn | | remo Rod Cou-
j . ification (*
—— { didn‘t I'). As a result, the sens and Dim {
s 4 - | Dutch immigration officers Dim, The Rub-
: turned Mr Liddon back at Rotter- ber Fish of Stu-
. W dam airport on the grounds that pidity. Are the
‘ he could constitute an inter- ty. Are they
national threat. Strange then, by any chance
that at the same time they were related?

: hellbant on releasing a known
Irish bomber for lack of evidence, which puts Gary
Lickdon into that uﬂmmte-gmlrﬂf men (the club .
was inaugurated by Pontius Pilate), innocents who
are for a criminal. :

FLoods of
TEARS Fork
LiDDoN ~

- AN |

Yours sincerely
A Reader |

The Shadow was recently
brnwmn? through the last
issue of ZZAP! and came
across an advert for Gremlin
Graphics’ Bounder. On close
examination it became clear
l that the quote attributed to

that most wonderous of |
monochromatic  publica-
tions, Computer Gamer, is
not entirely their own work.
In fact, a big slice of it is taken
from rival publication Your
Commodore. The Shadow
suspects that it could be a
result of Ar?nur: un’!ﬁ having
one office for both maga-
zines . ..

TASKSET TRIBUTE ... |

The past month or so has seen the sad
departure of Northern software house,
Taskset, who wrote several original and
innovative games and earned the respect
of many a pmﬂrﬂmn'mr, amongst them
Jeff Minter, in the process. Some of their
more notable programs are Super Pipe-
line | and ll, Jammin’, CAD CAM Warrior I

Out of the kindness of his
heart, The Shadow is willing
to offer you, the reader, the
chance to win the very latest
in deigner gloves. Each is
attractively embossed with
the Activision logo and made
of the finest acrylic. The third

and more recently Rupert and the /ce
Palace and The Flintstones for Quicksilva,
When the news reached the ears of those
present at the Newsfield party, there was
not a dry eye in the house. Pictured above
1S the angst ridden mask of Art supremo
Oliver Eremntently clutching his Tgsksat
Memorial Mug. The Shadow salutes you,

and fourth fingers are miss-
ing to aid grip and give that
‘distinguished’ look. A glove
will be awrded to the first
thirty people to write to The
Shadow with pre-meld mat
erial pertaining to the above
picture, ie a caption.

Mr Frey, for such a touching tribute.

CLUIVER FREY TAKES Hes
TEA VERY SERIousLY )

3

THE TRUTH SEEKERS
GATHER

s

Well that’s it for this month truth seekers as the bonds of
melding that form The Shadow fail. Remember, a shadow
cannot exist without light and THE SHADOW is cast by the light
of truth. Any information to further the quest for knowledge
should be sentto,,,
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THE COMPUNET PAGE

YOU'LL ALWAYS FIND ME Y
IN THE KITCHEN ON PARTYLINE ...

Last month Liddon gave a brief out-
line of l".rtg and its shortcomings.
Since then however, most of the 'flaws’
have been rectified and there have been
some significant changes, which make
Party Line far more interesting and enjoy-
able to use. The new system is really smart
and features ‘rooms’ to chat in instead of a
single area. You start in the ‘lobby’ and are
told who else is on Party Line and which
room they are in if they're not in the "lobby’.
Other rooms can be entered by simply typ-
ing *ENTER followed by the room name of
your choice, which means you can hold a
conversation in the ‘sauna’, the ‘kitchen’
say, or even the 'toilet’ should you wish! Up
to eight people can co-habit a ‘location’ and
a maximum of thirty people can ‘party’ at
the same time.

¥ you're not sure where a person is,
simply typing *WHERE followed by their
name reveals their whereabouts. Better
still, you can ‘call’ someone to let them
know you wish to converse! Party Line has
certainly improved since its advent and is
turning into something of a highly inter-
active ‘mini-adventure’. In fact it could quite
easily do so, as the facility exists to throw
dice of any number of sides — something
which might be of interest to role playing
persons. use of ‘rooms’ gives Party Line
a most unusual flavour and atmosphere,
something previously lacking, and combin-
ed with the ability to adopt a temporary
alias, it proves great fun to use — especially
if you let your imagination run riot! Else-
where on this page is the transcript of a
conversation that took place on the new
Party Line between Mr Liddon and John
Mrzesinski, Compunet’'s Technical Sup-
port. Unfortunately it crashed after a short
while, but then it is early days. ..

Chat aside, there have been a couple of
interesting new appearances on the net,
such as the Purple Press, the CNET equiv-
alent of Private Eye as Gary Liddon affect-
ionately dubbed it. Purple Press features a
rather unsympathetic but humourous
‘problem page’, a classifieds section, a let-
ters page, a host of silly ‘'news’ and a contr-
ibutors section where budding hacks can
display their talent. Such as Jeff Minter,
who Uﬁﬂﬂdﬂd a neat little science fiction
story. Worth a look if you're after alternative
entertainment.

So what else is new? Graham Marsh,
better known as the Mighty Bogg, has com-
posed and arranged two new tunes — Shoe
and Lettuce. The former is a bitdull and not
a patch on the latter which is much more
inspiring. In fact it has sufficiently inspired
Gary Liddon and myself to compose some
suitable lyrics. More of those next month
though. h pieces can be found at the
Mighty Bogg's Music Hall — if you're willing
to persevere: Mr Marsh's section has unfor-
tunately become polluted with various
pieces of flotsam and jetsam in the form of
useless or irrelevant uploads.

The ub is going well, at least it
seems that way, and the dung of the net,
Nozin' Aroun’, has attracted more than its
fair share of ‘flies’. The Dude, a man who
gets aroused by his own reflection and apol-
ogises to himself for being unfaithful, has
dominated the section in an introverted
kind of way and built up a following of sorts.
There’'s even an Anti-Dude Society who
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Compunet Farty Line
Fiesse walt...

Users in Party Linet

JOHME (. JDEL ¥ LoBBEY

Jdahnka
He#l 1o ZZap

2EaAP! &40
good day, imperious leader of Cnet

Johink 1
You‘re sarly tonight!

TTAP! &4

we are indesd; not much to oo IR
the way ©f work so we decided
ko log on to the holy orlfice

q

Uk owin € ommand

Johnk i
Hehehehe ' ! What was the problem
warl i®r???

Fooms (n Farty Lined

L DEEY

ITAR! &da
What problem??
Commancds &rei

il 1S name Change fame

sBYE Leave Parily Line
sCALL Call #rom other FoOom
#DICE n Throw *n*=faced die

SEMTER room Enter ancther room

sHESSAGE

Leave & meisage

LTS
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have declared all out ‘war’ on the cool cat
fromm where it's at. But then that's to be
expected if you insist on signing off ‘Here’s
looking at me, kid'?

Finally, CNET art supremo Bob Steven-
son has been at it again and come up with
some quite stunning artwork, a majority of
which is featured overleaf with critical
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SCOMPLNET

appraisal from ZZAPls resident eccentric

and Zen philosopher, Brigitte Van
Reuben. She also casts a perceptive eye
over the ‘avant garde’ works of Hugh Riley
(AEW1), a man whose style is not in the
least bit derivative and whose pictures are
the most original and innovative of all those
seen in the Hall of Fame.
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THE HEADNRTCH A A A
ATHOMS (Bob Stevenson)

Since first unveiling his Max
Headroom canvas, Stevenson
has returned to his obsession
with a vengeance, providing us
with an intense triptych, show-
ing Max from three slightly
varying angles, The meld
between portraiture and anim-
ation is beautifully expressed
in the froren expression of the
figure, and the exploration of
light and shade across the
planes of the face from frame
to frame — note especially the
subtle gradations behind the
darkened spectacles, height-
ening the essential mystery of
the man and emphasising the
sinister aspect.

R LISA (Hugh Riley)

The famous Mona Lisa painting
by Leonardo da Vinci has been
the inspiration for many an art-
ist. Riley has captured the dis-
turbing intensity of Ms Lisa's
stare, but avoided what made
the original disconcerting —
the change of landscape height
behind the head — in exch-
ange for adding something the
computer can do that the
painting cannol — [ow and
again Ms Lisa winks, This isn'ta
cheap joke, but an essentially
distancing ingredient, sever-
ing the shackles of post-
modernism in an attempt to
understand the relationship
between subject and viewer,

B i -]

JLIMD (Bob Stevenson)

Eschewing the heroes of his
better Known oeuvre, Steven-
%00 8 Mmost recent colour work
porirays a mythical character.
Part of the pre-prandial school
of meta-regurgitationism, the
artisl has laid the colour on
thickly, richly mixing ochres,
terra verte and chrome yellows
with impasto whites to give an
almiost ‘-|'||||'|-r|.|r|;'|::| look to this
guasi-chinoise imp, The oren
tal influence dates back 1o the
Paris School of the earty teseni-
ieth century and even further
back to the efiete aesthetes of
the Fin de Siacle period, but
Stevenson's vigorous  brush
wiork belies amy camp effect,
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STING (Bob Stevenson)

With this monochrome frame,
combining pop art elements of
print technology with more
traditional visual values, Stev-
enson not only returns 10 his
exploring of the mythos be-
hind well known persons, but
also the Liechtenstein-esque
technique of re-using ready-
made images, in this case the
album cover from Dream of
the Blue Turiles',

ANY OTHER NAME (Hugh
Riley)

Eat vour heart out Patrick Caul-
field! Riley's rose could be call
ed a pretty flower painting and
r'lr_';ll|'|i1‘|ﬂ gata ly |!_:|l|11 1 1a] |1-|.il'|.'|ﬁE
with the two dimensional par-
ameiers of the canvas, the an-
ist 5 making some complex
statements about the way In
which we see three dimens-
ional objects. The hegemony
of mathematical parspective is
overturned, freeing us forever
from the tyrany of perceptual
conventionalism. This may be
arose, but by any other name it
5 a major event In computer
art

CONCORDE (Hugh Riley)

Riley's other art dhumour
image |8 of a far morne
5ub1;|e aspect than #) Years,
Here, high technology is
mixed with the more earthly
concerns of wash day, Emph-
asis is a vital ingredient in any
artist's repertoire, and Riley
has made us see the miracle of
Conconde as a streak in the sky
—  wirtually an irreléevance
alongside the importance of
clean linen, However, the joki-
ness of the picture belies the
compositional artistry of this
canvas, with its bold, flat col-
our fields striding across the
blue void in vertical opposition
to Concorde's horizontal
speed,

THE ARTGALLERY

[,
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THE TERMINATOR (Stu
Jackson)

More Judge Dreadful, this time
from the brush of Jackson, an-
other in the mainstream of
image re-users like Stevenson,
but Jackson's concerns lie
more in the direction of bi-

butchism, The {lat
expression of Schwanizen-
egger has been crudely exag-
gerated to present a picture of
barely suppressed malevol-
ence, culminating in the fore
ground in the powerfully dir-
ected (phallic?} firearm, Clever
use of the |'m'1l: laser beams,
balances the compositional
aspects of the work and addit-
ionally symbaolises the radiat-
ing force of antipathy

40 YEARS TRECHNOLOGY
(Hugh Riley)

Moving from the the meticul-
ous to the sublime, this work
owes more o the caroonisi
than the artist, where two dis-
parate ideas not usually assoc-
lated with each other, are
brought together in  one
image. There is a time-honour-
ed tradition of ‘art” cartoons in
Punch magazine, into which
category this falls, The first wvis-
ual joke is the artist sizing his
subject except he is using a
light pen and not a brush or
pencil. The second is the subj-
ect on which he is working;
proving that a joke in strong
taste can in imself be art,

FALE (Bob Stevenson)

A rare low res canvas from
SEVenson, proving o early
doubiers that thi< masteraf the
pixels can  handle cosirse
blocks with consumate pase. A
pcture such as this demaneds
the kind of accuracy in sEFL
twre and placing of tones as
Matisse exhibited in his hig

corlour ‘stick diowns

CALL ME ACE (Richard Hare — ing of this work echoes its

aka MACH#S1) commercial source, but fails 1o

provide any real understand-

ing of the nature of the hero or

Again we are presented with 3 its origination. It remains

comic book hero in full flight firmly  uncommunicative.

ol exuberant fancy, female demanding of the viewer an

RpREE i sidekick in full chauvinist tow, appreciation of its cwn inbuile

. _. ] : b - ! ._ The brash drawing and colour-  subtelties.
sUB STEUENSON (RS
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=THE COLLECTION

The PSS WARGAMERS SERIES has
been created o combine elements of a
strategy game ike chess with the added
exciternent of a graphic arcade game
They are for the player who wanls a
seious bul stimulating game requinng
both manual dexterity and mental agility
The strategic level of the games is played
on a map system, whils! the lactical can
be played in an optional arcade style with
you actually finng guns and missiles

Theatre Europe portrays the next war in
Europe. Command either NATO or the
WARSAW PACT forces and conltrol air/
ground/nuclear and chemical units.
Optional arcade sequences put you
actually in the hot seal. 3 Level game
where Leved 1 is for beginners (the
computer opponent will not use the
Muclear ophon). Level 2 15 a “rational”
game following the accepled strategwes
of NATO and the WARSAW PACT. In
level 3 the computer plays a highly
unpredictable game where anything
can happen.

A 3 level game with you in control of
fighter command during the summer of
1940. Optional arcade sequences
include fiying a Spitfire in aenal combat
and firing an anti asrcraft gun in ground o
air fighting

BATTLE OF BRITAIN
<V .

A C (S avail soon)

£995 ACSM

A C At (S avail soon)

You are in command of the US Pacific
fleets 6 months after the attack by the
Japanese on Pearl Harbour. tisa 3 level
game depicting 3 different Japanese
siralegies

£9.95 C (S avail soon)

THE STRATEGIC WARGAMES
SERIES has been designed with the
wargame “punst” in mind. The games
are piayed on a map system, are
“phased” and use symbolic represent-
ation of the units. Playability is the key
note in the series with 5 levels of difficulty
suitable for beginner and expert alike

S C (A avail soon)

In the closing stages of WWII, the US
Marines fought their costliest and
toughest battle of the entire war - the
capturing of the island of IWO JIMA. You
command those forces whilst the
computer controds the Japanese.

£7.95

£7.95 A (C avail soon)

= AMSTRAD
= SPECTRUM
= CBMB4
= ATARI
MSX

= =000 P

N

PSS PRODUCTS ARE AVAILABLE FROM SELECTED BRANCHES OF WH SMITH, JOHN MENZIES, BOOTS, AND ALL GOOD DEALERS.

MIDAS - The Midas series of role playing
real time graphic adventures are tolally
expandable. Not only do you have
stunning 30 fully animated graphics,
real time interactive conflict and con-
versabon segquences, bul you can
transter your player character into
different scenarnios from ihe Midas range.
A series of expansion modules are also
planned lo add new opponents, larger
scenarios and different quests to
increase indefinitely the playing lite of
each game written with MIDAS

SWORDS & SORCERY - represents the
first exampbe of the Midas range. As with
all rode playing adventures, the aim of the
game is to develop your character - you
might want to become an expert swords-
mar, of perhaps a cunning thief — all
things are possible with Swords &
Sorcery. There are also quests within
quests for those who wanl to Tolow
them - some are given, others must be
found - some are los! causes - the
chosce is yours!

Although possibly the most complex
program yet attempled on a home
micro, the controls are simplicity itself.
Just six keys will conirol your progress
around the dungeon and operate the
menu system for all your other commands.

Pinball Wizards will love this game.
Playing the table provided will prowide
hours of fun, but with Macadam Bumper
you can design your own layout — from
positioning flppers and bumpers night
down 10 adjusting the Till sensitivity.
The possibilibes are endless!

CREDIT CARD ORDERS PHONE 0203 667556.




ISNT THIS WHERE..?

he latest issue of The Journal of the
Traveller's Aid Soc has recently
appeared on my desk. For those of you
who are otherwise unaware of its
existence, this classic quarterly is
published by the American company,
GlmrDuigimm' W to com-
ent their cult role play ngrE:gu,
raveller. GOW are now marketing
referee’s aids in the form of disk based
programs for the Apple range of
micros. Various programs for generat-
ing anything from random Subsectors
(mapped areas of wecu saveral
fom across) and Wordgen files
allowing names to be created in the
complex languages used by the alien
races in the game or even for the
creation of new language source files)
to a Bestiary program where the physical parameters of a world can
be fed in and the pl;ugrarr;gum possible non-sentient life form
characteristics are included.
of this and other games have always been able to carry
out such work before, of course. In that sense the products are
nothing new — but they are im for another reason. Apart
from the speed at which these utilities will carry out the tasks, they
bring the association of RPGs and home computing another step
closer. At one end, we have mgnniu like SS| and PSS developing
computer games with more and more role playing characteristics
(the Am n market is far ahead of the UK in this respect) and on
the other, we have first steps from leading specialist games
companies (and smaller independents) to encourage the greater use
of computers with their games,

What will happen when the two sides meet?

Again this month, I'll be taking a further look at the package of
disk-based S51 games which US Gold is planning to release shortly
in Britain. None of these is actually on sale yet, so no letters please
about non-availability — I'll let you know as
soon as they are out. Consequently the
price hasn't been fixed either.

QUESTRO

% f
e
L] L
A
-
"
N ..‘

US Gold/S5I, disk only, keys and/or jJoystick

nlike its predecessor

Phantasie, this game is a

single player RPG. Set in
the world of Questron, your
mission is to recover the Book of
Evil Magic which has been sto-
len by an evil Wizard called
Mantor in an attempt to gain
power over the land. As a direct
result of the book falling into his
possession, the land is now
scourged by evil creatures from
the depths of hell, brought into
creation by Mantor. The King's
armies too, have been decim-
ated by the hordes of demons
and other creatures under Man-
tor's command.

You play a lowly serf who has
received the dubious honour of
being selected for the mission
by the King himself. The only
hope lies in the legend that a
poor peasant may save the land
in its direst hour. Should the
myth turn out to be false then
the land has a dubious future
ahead of it.

Packaging is up to SSI's usual
high standards, with brief notes,
a well printed instruction book
complete with potted history of

The Wild country — part of the fascinating world of Questron.
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YOU FLEH BY A CATHEDRAL

-

UESTRON

A Vbl Stbermire Laarme

the events leading up to the
present circumstances provided
in the well illustrated box. The
program itself begins with a
menu allowing you to preview
different sections of the game,
ask for more instructions or load

a saved game.

Unlike, Phantasie, where char-
acters are created at the start of
the game replete with necessary
characteristics, the computer
seems 1o have unIE one stan-
dard character which the player
Is intended to use and there is no
way to modify this. The char-
acter is displayed on screen as a
single colour User Defined Gra-
phic inside the action window,
while a menu appears down the
left hand side of the screen.
Messages appear at the base of
the screen. Commands are of
the single letter type but a good
selection of these is available. A
joystick may be used in con-
unction with, or instead of the

eyboard so interaction with the
game is very fast indeed.

You know little about the
world of Questron, never having
travelled far before, so no map
or detailed information about
the world is provided. You
wander blindly therefore, from
sgttlement to settlement in the
hope of earning sufficient to stay
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fit and purchase equipment
whilst simultaneously trying to
acquire  information  about
what's going on around you.
The countryside is displayed
with different terrain types and
scrolls as your character travels
across it. Some terrain remains
impassable without the proper
equipment (mountains for ins-
tance). Inevitably, wandering
monsters are encountered dur-
ing your travels across the land.

imes a message warns
you of their apfpurnat:h; others set
upon you before any notice is
given. When they are within
sight, they are displayed on the
map.

& monsters are well detail-
ed in the book and they exist in
such numbers and variety that
graphics are undertandably sim-
plified. Many of the descriptions
are evidently tongue in cheek
[one reference to the deadly
Acid Peanut Butter springs to
mind) but others would grace
many a serious D&D campaign.
Some creatures are terrain or
locale bound whilst others are
nomadic (like the Na-Ga Pilgrim,
who often cuts himself in battle).
Most of the creatures are deadly,
some requiring special weapon-
ry or fleetness of foot in order to
escape from them.

Settlements can be visited
and explored as can the Cathe-
drals of the Magician Priests.
Much is to be learned when
exploring these places and var-
ious activities are available for
those who wish to take advant-
age of the social aspects of the
game (such as gambling, for
example). Despite the humour
that runs throughout the game,
Questron has a serious side to it
as well. Socialising is one way of
gaining information of vital
importance to the game.

ventually, your quest should
lead to the unimaginatively

the monsters start becoming
really vicious and most of the
people you meet are literally
after your blood. Should you
make it to the dread dungeons at
the heart of the ciuest, the game
takes on a totally new aspect
which should please most dung-
eoneers. The display now shows
the view ahead in static fashion.
If you imagine a simplified ver-
sion of The Eidolon without the
animation, that would be a good
guide. Searching these dunge-
ons requires the utmost wit and
speedy response to avery event.
the traps and monsters prepar-
ed to take your insignificant life
don't provide you with a mo-
ment's rest. You have been
warned.

Having dreaded that Questron
was just going to be a repeat of
Phantasie, | was really pleased
to see that the game designers
had done something totally new
and original with it. Like Phan-
tasie, both sides of the disk are
used but the game does not
seem quite so unwieldy in this
respect. Indeed the whole thing
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named Land of Evil. From there,’

Vampire bats — just one of the many horrors to face you in the

dungeons of the Land of Evil.
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seemed more sophisticated
(and | didn't find any of the bugs
that plagued Phantasie, either).

H.P. 135
FOOD 53

GOLD 49
TIHE 130

Without doubt, Questron is a
must for the dedicated role

player. ..

B ———

Presentation 90%
Up to 5oi's usual high

standards

Graphics 90%
Some very good sections
indeed (but you have to search

to find them)

Iinstructions92%
Easv to follow with interesting
History and Bestiary

Authenticity 88%
Plenty of good APG features are
well transiated to the medium

Playability 93%
Keyboard/joystick combination
makes for tast and easy play

Overall 91%
Funny and well thought out
computer role playing game

NORWAY 1985

US Gold/5SlI, disk only

econd in SSI's series When
Superpowers Collide, is a
strategic simulation of
conventional warfare in the Artic
region (specifically Norway). In
many ways it is identical to
Germany 1985 and the rules
book presented in the game is
only supplimentary to the Ger-
many book. So make sure this
isn't the first of the series you
buy! Having said that, there are
differences. First of all, the most
obvious of these differences is
that the game is presented on a

white play screen rather than a
black one (to represent the

snow). however, beyond the
superficialities, there are other,

more subtle changes. Again, the

ame is based mainly on batta-
ion action, but there are excep-
tions to this due to the relatively
high presence of specialist for-
ces in the ra?linn. Again, the
game is basically a land warfare
simulation but rules for tactical
air strikes and local air superior-

ity are also catered for in con-
siderable detail. There are also
some minor changes to how
certain rules are implemented
and the scale of the map is
greater.

The scenario suggests that
during the summer, conven-
tional forces easily attack and

occupy Norway while the rest of
the war rages across Europe.
However, with the onset of
Winter, things begin to go
wrong as Soviet equipment be-
comes bogged down and frozen
up in the snow. The harsh local
conditions that effectively chan-
ged the rules of modern warfare

in Vietnam and Afghanistan

now take their toll here. So
whilst the Russians have super-
jority in terms of men and
equi nt, the NATO player
has flexibility on his side.
Whilst the scenario of Ger
many was believable consider-
ing the importance of the area in

"THAT WRS LAST
MEpR..Y




GEMSTONE WAR

US Gold/S5l, disk only, keys or joystick with keys

n the beginning, the gods

created the world and all the

creatures that lived above and
below it. To man they gave the
Gemstone and mankind used it
for generations to create simple,
harmless magic. the demons of
the netherworld tried more than
once to grasp the gemstone and
use its power for their own pur-
pose. Eventually, swarming
across the face of the Earth, they
killed the guardians of the stone
and siezed it. Man fell into a state
of despair. Magic began to fail
and the race began to die out.
The demons and their spawn
spread but they could not har-
ness the power of the stone. In
frustration they attempted to
destroy it but only managed to

an initial assault and the time
scale involved, this scenario
leaves a lot of questions un-
answered which may detract
from the credibility of the game.
Ultimately, you will have to
decide ether to employ the
suspension of disbelief necess-
ary to support the plot.

e game takes place in play-
er time so you have as much
time as you need to make com-
mand decisions. Ordering the
forces involved is a simple pro-
cedure of placing the cursor
over the unit to be ordered and
selecting the appropriate com-
mand key from the menu (tho-
ugh this is not continually dis-
played). The effects of terrain
and equipment malfunction are
thoroughly dealt with and take
into consideration the harsh
environment. All these features
combine to make play consider-
ably less predictable than in
ermany where results of certain
actions could be perceived to a
degree, after experience with
the rules had been gained.

There is one possible except-
ion to this. Considering the
speed at which battalions move
in the terrible terrain (and rem-
embering that this map scale is
enlarged from the original),
some question as to whether
winter travel has been particul-
arly well estimated (or whether
the manoeuvrability of the units
in Germany was under-estim-
ated). However, this is a rela-
tively minor quibble compared
to the technical accuracy of the
other game features.

Victory is based on different
conditions for the different
forces, Both players receive
points each turn for the number
of urban, town or airbase hexes
they control at that time. In addi-
tion, the Soviets gain four points
for every NATO unit they elimi-

Amidst the ruins, skeletons surround our hero

nate whilst the NATO player
only receives one point per des-
troyed Soviet unit. This necessi-
tates the NATO player making
the most of the stealth of his
forces compared to that of his
adversaries. Because of the im-
E{Dr'rance of airstrikes, it kills two

irds with one stone if the NATO
player directs most of his energy
Into controlling Soviet airbases.
The game ends randomly be-
tween turns 14, 15 or 16. Which-
ever side you play, the pace will
be hot from start to finish.

Presentation 91%
Mot up to the standard set by the
first game int 2ries but very

Qoo r'|:_!-!'|r,'!|": gliess

Graphics 87%
The usual quality of S5l is
present here

Instructions BB%

it would have been easy for S5

0d yable by itself, Thisis
my main criticism

Authenticity 79%
Given the time-scale involved

g scenario didn't guite
COnVINCE me

ability 92%
this fails to impair
s still

Pla
All o
gameplay win
challenging and exciting.

Overall 85% _
Mixed feelings prevent me from
rating this higher. It really is :

Wy YOoL need to by another
game first. This attitude is not
good for wargaming

shatter it into five pieces, which
they hid inside their underworld
complex. You take the challenge
of seeking out the fragments
and returning them to what's left
of the human race. You are the
ﬂnTr-;lhnpe.
ere lies the plot for one of
the most recent SSI role playing
games. It differs from other SSI
role playing games because it
plays as a real time arcade
adventure with strategic ele-
ments. The game accepts joy-
stick control Eut as this will still
require keyboard interaction to
some extent, it's probably less
confusing to use the keyboard
throughout. the instructions
aren't as thorough as in other
551 titles but they do provide a
keyboard plan allowing you to
et into the game very quickly.
ost S5l rules books are burst-
ing with useful information but
in this book, most of the inform-
ation dealt with game play on
several other machines which
gave the impression of a lack of
iImagination.

The character has a choice of
weapons (fireball or crossbow),
an inventory of useful objects
lincluding a quiver of arrows)
and a life force bar, all of which
are visible on the screen. A real-
time clock is also displayed
along with treasure points to aid
keepln_?l_'fraclc of progress during
play. e rest of the screen
consists of the play area itself,
which scrolls as the character
reaches its edge.

Apart from the theme tune
used at the beginning, the game
makes good use of sound effects
to warn of different creatures
approaching. However, the opt-
ion to cancel these effects is just
one of a series of redefinable
features of the game. All the
control keys may be altered to
cater to personal taste and a
high score table may be cleared
at the player's discretion. All
these features are only access-
ible at the start of the game.

S5\ STRATEGY
e
RIOR

The game normally begins
with a short graphic sequence
depicting your character’s arriv-
al at the temple (from where he
is magically transported to the
cauethut you have the option
to commence play immediately.
Once the cave system has been
entered, you have to be con-
stantly on your guard. Monsters
come at you from all directions.
Some are disease ridden and
require a quick kill to avoid
infection. Others multiply dur-
ing combat and consequently
make a deadly foe. As you fight
with various weapons, the in-
ventory totals alter to reflect
ammunition used.

As the character explores the
dungeons and caverns, he has
the option to search dead foes or
examine artifacts in search of
magic items. More often than
not, these are beneficial to his

uest. Occasionally however,
there may be traps or evil magic
involved resulting in something
very nasty happening!

| felt somewhat out of place,
nn.r-n.riew.rin?1 this game. It seemed
as though one of the Garys or
Julian should have reviewed it.
With continued play, | began to
realise why S51 were marketing
this as a strategy game. It plays
heavily on traditional role play-
ing elements. However, by putt-
ing these into real time, they
have taken away the often time
consuming, logic puzzle aspect
of the genre and the result
seemed hollow when compared
to their other efforts in this field.
Consequently, | feel that SSI
missed the mark; Gemstone
Warrior fails as a true strategy
game and doesn’'t have the
straightfoward approach of a
good graphic adventure. Tech-
nically, the game seems to work
well and is wonderfully present-
ed on the screen. Unfortunately,
the praise stops there.

Presentation 84%
Excellent choice of screen

s but disappointing rules
book

Good use of icons and inventory

s but lacking in somi

Grarhi:s 85%

Instructions 81%
veary concise but lacking in
imagination

Authenticity N/A

| feel unable to rate this aspect of
the game because of its
approach

Overall B0%

Fails to t the high standard
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OF GAMES INFO
AND FUN

As a subscriber to ZZAP!, you qualify for large future discounts
on selected games, AND by using your subscriber code number,
you also qualify for the regular, standing discount on software
purchased through ZZAP MAIL ORDER!!

I ZZAP! 64 SUBSCRIPTION

l Yes, | want to subscribe to ZZAP! 64 for one year I

Name

I Address

Postcode

| enclose a cheque/postal order for £14.50 l
made payable to NEWSFIELD LTD.

7ZAP! SUBSCRIPTIONS, 1-2 King Street, I
Ludlow, Shropshire SY8 1AQ
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FIELD OF FIRE

US Gold/SSI disk only, keys and joystick with keys

It's important to get your men to cover as soon as possible or
casualties will start to mount

his is a markedly different

offering from the other SSI

wargames reviewed of
late. Rather than being a large
scale strategy game, it relies
heavily on a tactical approach,
being a series of scenarios
based on the activities of Easy
Company of the First Infantry
Division in WW II. You take the
role of company commander
and issue orders to six man fire
teams in any of eight small scale
en%agements. Apart from the
eight scenarios being individu-
ally playable, they may be com-
bined chronologically to be-
come a campaign game,

The rules book is one of the
best I've ever encountered.
Apart from the mechanics of the
game being explained in crisp
and coherent detail, profiles of
the various fire team leaders are

iven to enable you to judge
their likely performance in com-
bat, a clever and interesting
feature. Also, historical notes
are provided with ‘Night of St
Anne’, an account of a post
Normandy engagement by a
company commander. It high-
lights excellently the kind of
difficulties troops encounter in
close quarter combat. Design-
er's notes are also included
along with suggested strategies
for each of the scenarios
involved.

One of the first things to strike
vou about this game is the detail
and flexibility. Units have wea-
pons ranging from knives to
mortars (each side having their
own specific weaponry). Units

are displayed to show whether
they are a mortar crew, machine
gun crew or whatever and the
differing effects of the weapons
used are accurately taken into
account. Tanks and anti-tank
weaponry are also dealt with.
American forces may use for-
ward observers and engineers
but these have limited use de-
pending on the scenario.

The order phases are design-
ed in such a way that the player
may take advantage of a lucky
break almost immediately, add-
ing pace and realism to the ex-
tent of control available to a
commander in such a tight sit-
uation. The screen design too, is
very attractively designed. A
redefined character set lends an
authentic atmosphere to the
game but, more importantly, the
?jlmeplav is very user friendly.

essages constantly appear to
tell you which units may be
ordered and tell you explicity
when something cannot be
done. The clarity of the display
and cursor control make map
observations and unit recognit-
ion a very easily assimilated

rocedure. As cursor control
itself is handled by a joystick,




even the total novice can get to
grips with the game before be-
coming bored or frustrated with

Q
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DIGEST

FEQir COIm

2 GAMES
P (WORTH £10) WITH
EVERY REPAIR *

(We do not charge you for our

years — who is coming second?

in all LK. with While-u-Wait repairs|
with INTERNATIONAL repair service!

, ‘i‘ﬁ‘ to charge LOW PRICES for the smaller
) repairst (e.g. E9 for keyboard faults)

PR FOR LOW PRICES - "My ¢
:@1 blew recently, | took it to ml’.
who fixed it in B minutes! and for |ess

than £104 They are kocal, “cl
and blindingly efficient!” 4 H NS

ued up',

EATO

"Sinclair Usar' spoke
to, P seemed the MOST
PROFESSIOMAL when it came to advice
and a helpful attrtude”™ ALIG BS

‘ {;’ FOR PROFESSIONALISM — “Of all the Bir

overly complex turn processing.

Because the campaign game
defaults to the second level of
complexity (and because | only
have a limited time to prepare
these reviews), | only played
three of the scenarios, all of
which were played at the begin-
ner's level. At first, | thought
victory was easily in my grasp
but the computer plays the Axis
forces well and | found my most

e ——— 145 {16001 ¢
—EXPRESS SPECTRUM,BBC

and COMMODORE REPAIRS!

WHY PAY HIGH >
FIXED® (5%
PRICES <

FOR HOMESTY — We et you ‘watch
your computer being repaired and if

fancy premises by charging there is nothing wrong with it, we will
high “fixed’ pricesl) tell youslll

Reputations take ti to build, FOR REPUTATION & HELPFULNESS —
W’Ehﬂmbmr!pair‘rl‘nn;ﬂﬁrs. dlmﬂgﬂ;ﬁiﬁmﬁi firm that will be
Spectrums, (L's. Apples and more than wiling to adise you & to
BBC's professionally, for 214 are called

r . They
and as well as
repaining faulty computers, are also

quite willing to discuss your problems

with you and offer cheap
and mare importantly CORRECT
CURES" Phil PULAR
COMPUTING EKLY JAN BS.

FOR SPEED - "One firm at least can
effect any necessary repairs over the
counter in 45 minutes. Based in
Manchester, MANCOMP can offer
wihat 2 the FASTEST
Burnarouwnd in the business to

THIS IS WHY Spectrum users from
London, Cornwall, Scotland,

inghanm, L Coveniry,
Leicester, G L LOM., eir
AUSTRALIA, A A, BELGIUM,

ECYPT. EIRE, GERMANY. HOLLAND.

KUWAIT, NORWAY, PAKISTAN, PAPLIA

callers” CRASH Magarine JUNE 1085,

powerful units being cut to
shreds before they had been put
to really good use. Retiring to
read the designer's notes and
strategy hints (which | should
have done in the first place), |
tentatively prepared for the next
game. Moving to the second
scenario, Forever Road, and
taking note of the advice from
the book, | managed to gain
victory at a cost. In the third

NEW GLINEA, SALDF ARARIA,
SWEDEN, SWITZERLAND anc

MANCOMWF for repair!
£4 HR. TURNAROUND NO-QUIBBLE
GUARANTEE NO HIDDEN COSTS.

Because we repair hundreds of Printworks Lane, Levenshulme,
COMPULErs every week, we are  Manchester M19 3JP

Phone 061-224 1888,
OR 061-224 9888,
OPEN MON - SAT Sam to 7pm

® %
H N |
SN
parcelsent by |8 s g

P iy B>
(For next day delivery include £1.50
oxtra), &

=

able to pass on our 'component-
buying discount” to YOU in
lower prices . . . ZBOA cpu
£1.50, 4116 50p, Upgrade
fitted £18.95

- we bring down the prices for
repairs and components|

(We may refuse *o revive
computers suffering from
attempted D.LY. repairs!)

Every

(Secuncor by prior arrangement).
On-5ité maintenance for Apples,
LB.M’s and most makes of printers '%.
al50 available.

Guaranteed 4hr respansel

WHY DELAY — OUR ESTIMATES ARE What we do tﬂda_‘,' e
FREE ANDWITHOUT OBLIGATION. IF others do tomorrow!

scenario, | was well and truely
hammered but this seemed to
be because of a bad distribution
of forces.

55| have a great game with
Field of Fire. It serves as an
excellent game for beginners
and experts alike. The presen-
tation is reminiscent of City
Fight, the old conventional war-
game from the sadly defuncked

imulations Publications Inc.
The flexibility, realism and com-
plexity of the scenarios will
provide the player with many
months of rewarding gaming.

Presentation 92%

Exguisite

Graphi cs92%

Very atmospheric.

Instructions 97%

Of the highest order

Authentil:ity 94%

"-.-"r.'.-f"l.-' accurate play

Playability 97%
The demanding scenarios
o vide | ewarclir ||;|= games

Overall 96%

simply superb

YOU DO NOT LIKE OUR ESTIMATE
WE WILL RETURN THE COMPUTER
ZIMBABWE - send their Spectrums to  AND REFUND THE POSTAGE INCURRED

MANCOMP o
(Dept.Z )

NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER
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thilst exploring under-
ground caverns you
chance upon a deep

black pool. A ripple in the mirror
smooth surface draws you
closer to the edge. A powerful
hand slides out and quickly
rabs you under! It is the hand of
elric, Master of Magic, plung-
ing Yﬂu into his strange mythical
world of Magic and Mystery.

‘It is written in the Book of
Magic that only Thelric has the
knowledge which blends time
and space into a powerful spell.
He will not cast this spell to
return you to your own world

until you have retrieved for him
the lost Amulet of Immortality.
Without it he will age and die.’

So reads the intro to Master-
tronics latest game. It's actually
rather difficult to categorise. The
whole thing is normally control-
led via the joystick with the need
for rapid player response like an
arcade game. The actual plot is
%pical adventure material but
the way in which the character
must act in order to survive and
be successful has over-riding
elements of strategy. In other
words, everybody in the office
said, "You do it!" Who am | to
argue?

n fact, this is the most remark-
able game |'ve ever seen for the
price. Those who have heard
about PSS’s MIDAS system will
be familiar with the way the
game works. In the top left
corner of the screen is a const-
antly changing plan of the play-
er's current location showing
other creatures present as well
as a small blob revealing your
exact position. The player is only
shown what his or her character
is able to see. On the right hand
side of the screen is the infor-
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L STRATEGY
MASTER OF MAGIC

Mastertronic, £2.99 cass, Joystick or keys

mation window which basically
contains a text version of what is
going on. In the middle part of
the screen is a kind of "action
window." On pressing the joy-
stick button, a series of com-
mands appear in this window.
Toggling the joystick allows a
particular word to be highlight-
ed and a further button press
accepts that command.

As an example, a small bat
might appear in the room. In the
information window, this infor-
mation will also be displayed.
Pressing the button, the com-
mand list appears and | toggle

the joystick until CAST is high-
lighted and press again. The
command window updates
showing all the spells | could
ossibly cast. Selecting MAGIC
ISSILE | press the button again
and the text display might
answer, 'The bat is dead.’

One interesting feature |
haven’t mentioned so far is that
when certain phenomena

appear (| say phenomena be-
cause they can be anything from
stairs to orcs), a picture appears
in the window at the base of the
screen. These are colourful and
well drawn. If one of them is a
creature killed by you, the word
DEAD written in blood curdling
red is ‘stamped’ on it. A very nice
touch.

So using this method of inter-
action the player is free to roam
a large (and necessarily map-
pable) dungeon inhabited with
various forms of undead and
other nasty creatures in the
quest. The only quibble | have
about the way this system works
is the responsiveness of the
character is sometimes too
fiddly for my liking. It's possible
to get most inconveniently stuck

_"""*l""'

in a doorway when trying to run
away because you have to be
exactly in line with the out going
passage. This proved fatal more
than once.

The game is full of features
you would not find in many
games twice the price. After kill-
ing a monster it is possible to
use any possessions it carried.
Fighting depends on what
weapon the character is holding
in his right hand. Mind power
necessary for magic is imited
and must be wused wisely.
Monsters even have their own
nasty habits. Finally the Rob
Hubbard score for this game
seems to suit it perfectly and
adds a touch of real profession-
alism.

Master of Magic is a terrific
game. It's well designed, fast
and exciting. It plays well and
demands a lot of skill from the
player. The fact that it has been
released at this price just shows
what software houses can offer
when they try. It doesn't appear
to be qluite as comprehensive as
the MIDAS system but if that
means it is only a cheap version
of Swords and Sarcery then it's
a very good cheap version.

AND

When US Gold sent me the SSI
batch, only tentative release
dates for a few of the products
had been settled. Unfortunately
more information is difficult to

W"‘l’-ﬂgfﬂm April
are n

the first of the Superpowers
series, Germany 1385 is planned
for May. Prices are as yet
unkown with the exception of
Tigers in the Snow which is
retailing for £14.95 on disk and
£9.95 on cassette. As to the

g. .
the role playi mes, this
mmﬂh;gdg;mmﬂiw

size.
Also, four of the games could
not be reviewed for various

" GERRDTFS "

TSNS

=/
</

Presentation 85%

Very well laid out indeed

Graphics 83%
Animated graphics are crude
but effective. Static graphics are

Instructions 70%

Concise but clear

Authenticity 65%
It's a reasonable role playing
game.

Flarahll 84%
Easily playable and quite
addictive

Value for mnneyrr 98%
Should set an example to other
software houses.

Owverall 88%

Mot as comprehensive as
Temple of Apshai but still fun to
play.

FINALLY ...

reasons. Batialion Commander
s have red in this
issue but the disk somehow
became corrupted and a spare

was not available in time.
ROF 1585 arrived with the
wrong rules book and again, no
m WIJIHWI-W available.

th Tigers in the Snow and

Knights of the Desert were only

able for the Atari and

in rm, it was
decided that Commodore
incarnations would be
. When this
ation is available, I'll let

you know all the details. Of
course, any future S5l releases
will be reviewed as soon as | get
nwmpuw;m them. See vou next
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An icon-driven multi-screen strategic simulation of what
it’s like to take on the most difficult task of all

~ You may have saved the world from invading aliens many
q' times over— but are you good enough to protect one small
town from the criminal element wi

You have at your command around 500 officers, I |
. 100 vehicles and a host of other units. All that goes to make | st AR i

¥ . up four city police stations in fact. All you have to do is

A keep the crime rate down . . . and the people happy.
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Retailers don't always have everything in stock you
might want, but if it is within our power to get it for
you, then we will. Any of the software reviewed in this
or any issue of ZZAP! 64 can be ordered using the form
below — in fact any available CBM 64 software that
exists we will get for you.

ZZAP! 64 Mail Order is backed by the resources of
Crash Mail Order (in association with the Spectrum
magazine CRASH) which has been supplying more

than 100,000 Spectrum users with mail order items for
over 20 months, so you can be sure of the very hes‘t in
service.

There's no mail order catalogue involved — just use
the prices quoted in the pages of ZZAP! 64 or the
known retail price. If you have any queries just ring the
oumber shown on the form and our staff will advise
you. Anyone may take advantage of the discount
coupons on the form which allow £1 off orders worth
more than £20 and 50p off orders worth more than
f10. Postage and packing is included in the price of the
game.

Nothing could be simpler — fill in the form today and
order whatever you like!




ZZAP! 64 MAIL ORDER FORM

Telephone Ludlow (0584) 5620.
Please send me the following titles: Block capitals please!

subscriber No,
it applicable

SPECIAL DISCOUNTS

£1 OFF ANY ORDER WORTH
All prices are as quoted under review Please make cheques Sub Total: £ MORE THAN £20

headings or known retail prices and Inelude pr postal orders

VAT, ZLAF| 64 makes no charge for post or packing wEvable bo Pl ;
inside the LK. Customers ir: EEr ope should add ki o ZERFI 64 Less Dis count £ 5 0 Q E‘EFHE HTvHDHDEH WORTH
the ntiur'.'alnn'l of 70p per itern. Cutside Europe: AN ©10

write first so that we may advise on postage rates. Total Enclosed: £
Sorry —only ONE voucher perorder

£ZZAP! 64 MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB

Please do not send any mail order correspondence to the Zzap! 64 editorial address as this will only result in delays.
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BLOCKBUSTERS
TOGETHER ON ONE

GIANT
COMPILATION
SPECTRUM £9.95

~ AMSTRAD £9.95

LCOHHGDORE 64 £9.95

DISC £14.95
COMMODORE and AMSTRAD]
Stocked at Selected Branches of:

6 CENTRALSTREET, MANCHESTER M2 5NS TELEPHONE: 061-832 6633 TELEX: 669977




Update:

A" ETERMINAL MAN

PHRASES SPRIMNGING
TO THE MIND OF
MANPRELL WERE
MOKE TO THE FOINTw

PATIENC E, (e
MANPRELL — =<
HE HIGHER WE GO, |
5 o e
N WE LAND _ 7

il

FUN/? THERE'S
PEOPLE WITH NO PLERSING
CLOMPUTERS FOR
BRAINS DON'T |

HAVE FUN/

JTO COMPLAIN
THHT HE'S

TOO LOGICAL /

CROSS WAS A BIZARRE HYBRIP OF THE NEXT OBIECTIVE WAS HARDER,
MAN éi.‘:i:.'rr'ﬂ-r'*tl.rrr&R AND VIRUS

- CROSS HAD TO FIND A STARSHIPS USEFUL WEBRONS @
SMASHED TOGETHER IN A CRASH, [} _ FUEL CELLS , TO BARTER FOR FROM THE SAILWING
THE COMPUTER PART HAP ONCE (9 % TSIl THE LIVES OF HIS CRPTVE mgwr— ~THEN WE MOVE ,
CONTROLLED R STARLINER : LAMDING ' PASSENGERS w @l THE SOURCE OF
THE PRIMITIVE SRILWING CAME EASY.: B Eﬂ%ﬂws NOT
LR —

L

MORE HUMAN HE MIGHT BE,

LESS DPETERMIN
HE AN'T ./ &2
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THIS

TERRAIN 15 WEIRD/

THE WHOLE REGION P8

Eﬁ%&nﬂ %’EEH AN
I I ' = j=
] R ¥y NO PEOPLE —

(zREEN URLLEY., ONLY B EEIN
ANIMALS

| BUT AS CROSS AND TN
KIMAS TRIED TO HELPw

ANE AS THEY WRATCHEPD
1IN STUMNED DISEBELIEF

INHELL I CROSS COULD "TUNE' HIS
THAT? WHERE EYES TD MANY WAHVE-
ISTHIS /7 LENGTHS —THE INFRARED
. PICKEP UP BOPY HERT,
HE COULP SEE N
COMPLETE DARKNESS

SHRALLOW
TUNNEL—JIN,
ARE YOUTHERE?,

czgsggsﬁﬁu ! IT'S
' - y HUMANOID — MDVE
S TOWARDS ME AND
THING'S SHIELD YOUR EYES,
COMING .,

STORY BY KELVIN GOSNELL-» DRAWN BY OLIVER FREY+»
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VON'T LET (0: KEEP
MOVING , WERE GOING
OuT THE WRY WE
CAME IN /

EPGE TOWARDPS
ME AND LINK HANDS —
KEEP WOUR EYES COVERED
OR VLL BURN OUT YoOuR
OPTIC NERVES ;.

HOW DI
You WORK THAT 7 %
COME TO MENTION B
| T, WHRAT P17 &
wou pPO7

THOSE —— 4
CREATURES SAW IN
THE INFRARED - 50 |
MUTATEDP MY VIRUS
CELLS T© RRDIRTE

ENOUBH INFRARER

» f,‘- ELIHD THEM_

" i - o
-+ Fi & .-. }’

T

CALLEDP
BIOLUMINESCENCE,
g0 THINGS LIKE EARTH JELLYFISH
= o A HAUE CELLS THAT RADIATE
L SLIGHT TO LURE PREY=

PR

1

WHY NOT KILL =
IEM WHILE YOU COULP;
THEY'RE STiLL STOPFPING
Us FROM GETTING
) T

v ' .

ny

I
B Guive vou,

¥
g

BESIDES
WHICH, THERE
1S B LITTLE

THING CRALLED
by HUMAMNITY,

S0 IT'S BE-

KIND -TD —
I MUTANTS WEEK,
HUH?” You TeELL
ME HOW WE GET
THROUSH HERE

THEN ,LADY 7

PAMMIT, MENDRELL )
orouar e \ SN b
HOL g

HAP ND SPARE ENERGY, KILL EVERVTHING
NEEDEDP EVERY DUNCE WHICH sTANDS
TO AOWER THE LIGHTw _IN OUR WAY,

.\"-
T
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MNO,CRDSS — DON'T VERY WELL , TRAVELLER-Y"
TRUST IT, IT'S THE WE TRAVEL TOGETHER— )}
THING THATS FOLLOWING =

oM TERMS ,»
s — KILLEPF THE > My
PEDPLE |N THE

CANYON/

TRAVELLER MRYBE |T DI —
GOING THERE , - ' BUT WE CAN USE 1T,
YOU HELP ME , -0 | HAVE LERRNE D
I | N ENOLIGH RBOUT BEING
N . 1 HUMAN TO KNow THAT
' \ YOL DON'T HAVE TO LIKE
&) SOMETHING TO USE 1T

SORRY, CROSS — |
WKITE THE CONTRACT
FOR THIS ONE —

YoU MAY BE GROWING
MORE HUMAN —

‘ PERHAPS

I'M GROWING

Next: Graveyard of the Starships...

114 ZZAP!64 April 1986




ARCADE HQT SHOT

L] -

— . — — T i - | — ==
- I ) ! = b
e . L —— -

L
L
M &
. .
Ny .
,
0 -
o
=
e 0] -
.-"'n. :__-=-I.-I ¥:
g
S L O R ee——— W T
. W - O e e
| G
"
]

L — - - - " —
H m N - =
L L - -




Living on the edge of an
eternal galaxy, battling with
opponentswho seemtobe
reading your mind, you are
about to captain your ship
through one of the great
edge-of-your seat adven-
tures of the 35th Century.

T ey

HMEAPONS

MMM

captainof the Psi-5 Trading
Company; because, need-
less to say, these maraud-
ers are not going to take
too kindly to any last ditch
efforts to spoil their little
intergallactic carnage.

So, if you're ripe for a stiff
challenge and feel comfort-
able in the role of Space
Freighter Captain, your ship
justcame in.

Choose your crew care-

Sitting on a mother lode of
richminingdeposits,anew
quadrant called the Parvin
Frontier.isameccaforseft-
lers; entrepreneurson both
sides of the law; and some
of the worst scum in the
universe.

5'

Missiles
Blasters
Cannons
Thermos
Blasters
Cannons

pSIE

fully. For 10 years Al Zoft
has been shooting enemy
aftack cruisers to smither-
eens, but will his hot temper
be your finalundoing? Your
choice for weapons expert
is critical. You have awealth
of talent to choose from;
but will your pick hold up in

= = - =
- = L.

FIRING ORDERS

ID Shots Meapon Target

These space carrions have
been the scourge of the
shipping lanes; and as
things stand now they are
on the brink of starving out
the entire quadrant and
holding it hostage.

No wonder the inhabitants

of the Parvin Frontier will
payalmostanything foany-
onewho cangetthroughto
themwith a freight ship full
ofsupplies fromthe outside
world.

But it's a tall order to fill,
even for the experienced

LIST
Pri

TRADING
COMPANY

the heat of the battle?

As captain of the Space
Freighter, you must cons-
tantly delegate authority
throughout the mission.
With space outlaws on the
horizon, what do you repair
first—the defence shields
or your weapons?

Status
out-rang
1 n—-range
broken
no power
in—range
broken

e Keyboard or
Joystick Controlled

e Choice of
Specialist Crew

e Inter-ship video link

e External view port

¢ On board Computer

e Navigational
Cockpit

e Superb weaponry

Monufpcfured under licence by US. Gald Lid
Uit 10, The Porkwoy indusimol Cenire
Heneoge Streel Birmingharm B7 4LY

*Screen o5 seenon Commodore 64




