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Cover by Oliver Frey

The occasional, er, — POKE! and a
few, ah, points, — from Gary Penn.

63 THE COMPUNET PAGE
Jooly Pooly flicks through the pages of the ‘net.

64 THE ART GALLERY
Meanwhile, Brigitte Van Reuben looks at four new
works of binary art.

Mr Wizy gos o grpe wihwhips andbondage —
r —_
and the TI'EﬂrSEDDEEEEE OF P

78 COMPETITION RESULTS

80 NEWSFLASH
What's new, where, when and how.

HOT STUFF FOR OCTOBER

16 BEYOND THE FORBIDDEN FOREST

amounts of blood, and courtesy
ﬁ;si_lglﬂ‘u Sizzing sece! (o FORBIGN

20 POWERPLAY
ARCANA get their first Sizzler with this non-trivial
Trivia orientated board game.

28 PARALLAX
What have drugs, scientists,

speed parallax scrolling got in common? They're
all part of OCEAN's latest Sizzler, that's what,

108 IRIDIS ALPHA
Jeff Minter's fast 'n’ furious split screen shootem
up Sizzles spectacularly.

1125UPER CYCLE

?uummmmﬂwuh:fl?ﬁnmmgh
your new h

mhhvﬂnh Sizzling igh speed

PRIZE COMPETITIONS

38 A WIZARD COMPETITIONI

Win a very copy of FIREBIRD's latest
game, DRUID, or one of 20 Firebird T-Shirts.

66 SEE YOUR NAME IN LIGHTS!

Well, almost— spot the the correct number of dif-
ferences between two Oli Pix and could find
yourself on the cover of this year's
ZZAP! Christmas ial!

88 PART MAN, PARTCD. ..
CYBORG from CRL! 30 copies up for rabs along
with a brand spanking new Compact Disk player!

91 WHAT IS IT GOOD FOR?
MARTECH offer you the chance to own one of 50
copies of their new shoot em up WAR.

94 WIN A SIZZLER!

Solve the Herme's ribbon mystery and
one of 50 copies of OCEAN's PARALLAX could be
yours.

_ )

The nextissue of ZZAP! goes on sale from October
the 8th. Don't deny it, buy it!
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‘Itﬁ:he Legend is born. Summer ‘84, a computer game was created, a game that made the
"y blood of all who played if flow through icy veins. It travelled through the dusty

W) vaults of the software underground, surfacing here and there, creating a Legend.
Next month the Legend will be born. Crystal Castles Diamond Plateaus in Space.
Crystal Castles is a once in a lifetime opportunity to experience a true software legend.
A legend that will continue because it is to be produced as a Limited Edition. Now that
you’ve heard of it you must buy it otherwise you’ll have missed a true software

experience.




“When 1 first saww Cry,

ystal Castles, its shock waves almost knocked me off my feet.
TThat was so long ago. I cannof conceive tha ! you worll eve

when I seeit!” “It's Iike a state of

rbuy it in a shop. 'l believe it

Cp SPAace —

manic hysteria on diamond plateans in de
some things are beyond description.” Julian Rignall
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Manhattan: 1986. In a vast underground garage beneath Madison Square Garden, two men are locked in mortal combat. W
The huge cavern echoes with the sound of clashing steel, for although this is the 20th century, one combatant wields an ancient
samural sword, the other a broadsword. The duel is deadly eaFnest, ending only when the loser is decapitated. For the victor, however,
it is only one more conquest in a drama he has been living for 450 years.
A unigue breed of men fated to duel down the ages to a distant time called the Gathering will battle for the Prize—
power beyond imagination. The distant time is now. The place, New York.

r;-r-]r L R

AY-f, B :
v “f»,;-*#' {IH'Lr 4
:J‘ l'r-'* L A

,i".:.IL“‘ 1y

SPECTRUM 48K £7.95
COMMODORE 64 £8.95
AMSTRAD £8.95

Higlander Productions Limited MCML X X XV, All Rights Reserwved.
TM = Tradmark owned by THORN EMI Screen Entertainment Lid. | and used by
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‘Expert: computer gumes promote violence'
“The humble video game is rivalling video nasties for its adverse effects on

children.’

THE CANBERRA TIMES, FRIDAY, JULY 18, 1086

Crazy, but true, The Media Studies
Centre manager for the South
Australian Education Department,
Mr Paul Gathercoal, feels that
computer games are promotin
bank robberies, the killing of police
officers, drug-taking and even
masturbation! According to a
newspiece in the Canberra Times,
inwhich Mr Gathercoal condemns
Ocean's Frankie Goes to Hol-
lywood for encouraging pill-pop-
ping, the problem will worsen
within in the next decade. What
problem? Do computer games

Arcana 81
Ariolasoft g, 107
Compumart 87
Databyte 67
Datel i0
Domark a0
Electric Dreams 34, 89
Elite BACK COVER
Euromax 53
Evesham 105
Firebird 10
Gargoyle Games ST
Gremlin Graphics 19
Hewson 15, 31,62
Imagine 3, M
Mancomp 93
Martech 33
Melbourne House g7
Mirrorsoft 61
Ocean 2,6, 27,46, 82
Odin 111
PSS 36
Superior Software 77
Thalamus 45
Trilogic a3
US Gold
4,22, 54,68, 72,84, 95,115
Video Vauit 13
in Games 51
Mail Order 100
ZZAP! Oli Posters 32
ZZAP! T Shirts/Binders 101

really induce people to commit
felonies? | certainly don't believe
this is the case — unless individu-
als such as Mr Gathercoal con-
tinue to make these perverse con-
nections between computer
games and acts of violence, then
what sounds ludicrous may well
become reality. In a similar vein:
For many years now Mary
Whitehouse has been campaign-
ing against viclence on television
and pornography as a whole. And
yet, when asked on a late night
television chat show if she had
seen examples of pornographic
material to substantiate her beliefs
Mrs Whitehouse admitted that she
hadn't because she didn't want to
see such things. How can she con-
demn something she hasn't seen?
By means of over-the-garden-
fence gossip? Admittedly, Mr
Gathercoal has seen what he is
condemning. But he is condemn-
ing a product of his own fertile

' ination. Perhaps people like
Mr Gathercoal are attempting to
satisfy their consciences by con-
demning perverse fantasies akin
totheir own? Popping pills in Fran-
kie Goes to Hollywood!? To be
honest the thought had never
crossed my mind, and | doubt
such an idea even crossed the
minds of those who bought the
game.

Mr Gathercoal goes on to say
that ‘any kid, four or five years old,
old enough to carry the money into
a computer software shop, could
buy Strip Poker and play it in the
privacy of their own home, com-
pletely I-E-gallﬁ it it were a film ora
video tape, that would be an
offence’. Ah, but if it were a film or
video tape then it would be far
mare explicit and demand less
imagination. Can you honestly
imagine a five year old child sitting
in front of his 64, playing with him-
self instead of his newly purch-
ased Strip Poker? Can a child
really be affected by an unrealistic
arrangement of chunky pixels —
enough to actually commit a
crime? I've never heard of such an
incident. | will be very surprised if
such an incident does occurinthe
future.

"Johnny, why did you kill three
policemen and robabank?’ 'Well,
your honour, I've been playing this
game called Cops "'n'Robbers. . .
It sounds like yet another storm in
a tea-cup.

One other thing: if you fancy a free
Split Personalities poster — an A3
version of the early Splitting
Images advert — then send an
SAE to Domark and they will gladly
send you one, stocks permitting.
There are only 500, so you'd better
geta move on .

G A RY PENN

IT'S THE GREAT
REPLACE LIDDON SHOW!
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EGO THROTTLING

Mangy {mind if | call you
Mangy?),

I am not one of those sycophan-
tic little fawning prawns whose
letters you generally publish, |

willindulge in no ego-massaging %

1on the contrary, | may aven par-

take in a little ego-throttling)
Have | made m

position clear?

Good, then we can all observe a

iittle honesty for a chan

Firstly I'd just like to ¢
small point concerning Se

Masterson. Is he really a toad in &

disguise? Or was Oliver Fray ju
£ ¥l

having a bad day when he

sketched him? Just wondered —
anyway, on to more important

things. ..

| would like to express my dis-

taste concerning the way in

which ZZAP! has increasingly,

over the past few months,
attempted to elevate those

talentless, unremarkable non-

people — commonly known as

‘Ei-l_#

the reviewers — into sorhe sort
of pseudo, sub-celebrities. It's
embarrassing. ZZAP! was once
a usetul guide for choosing
software, Now its just becoming
(perhaps partly due to there
being such a pathetically small
amount of decent software avail-
able, but that's another story) a
medium foradvertising (and bor-
Ing everybody senseless in the
process) the "zany', pouting,
‘antics’ of themagazine staff. It's
a ridiculous situation,

Let me assure you that | no
sooner want to hear about the
perverted 'sexploits' of that slay-
aring, hidecusly debauched.
Gary Penn, than | wish to be
informed of the infantile ‘lapes’
of the delicate, nubile young
Juliet Prignall. And as for the
futile attempts of grafting per-
sonalities onto the other review-
ers—well! | just despair. Soasa
message 1o those concerned,

may | suggest that you kindly
abstain from this tedious ‘funny
business' as you are just making
fools of yourselves. And if you
must indulge’ then kindly keep
It private, as we just don't want
to know. Thank you.

Now! Something else has
been unnerving me of late, and
that, my friends, is the disturbing
conspiracy which seams to exist
between ZZAP! and a couple of
the larger software companies.
Now don't say it doesn't exist
You naughty fellows, because it
does! (No matter how tenuously)
I mean it's not even as if you are
the worst offenders. However
this foul practice, as manifestad
in ZZAP! by way of several bot-
tom-slurping reviews, must
cease. And If it doesn't, then |
shall write to my MP. And after |
have written to my MP, | shall
take a bus to Ludiow and exer-
cise a little friendly terrorism on

*
%
x
¥

+«
: 1

the Newsfield offices, ie: | shall
blow them up. And then you'll all
be out of a job. And that will puta
stoptothe ‘oh-so-gayn' wacky'
antics, won't it?

Well, there you have it. A
couple of exposed scandals
What more do you want? | have
said my piece and now I'm
bored. So! be off with you, foul
plebeian; else | shall withdraw
my subscription,

Mark Roberts, Ealing, London

Ah, that Mark Roberts . . .
Which software companies
aid you have in mind, and in what
manner have you decided we're

in canoots with them. Please
advise. As to blowing up the
Newsfield offices, half of them
have moved to another building
so bring plenty of plastic with
you.

LM
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:SOME HUMDINGERS

Dear Lioyd,
@ | couldn't agree with you more
about the decline in quality of the
® jetters pages (about the most
@ axciting items in last month's
Rrap (Ish 16) were the words
@ SIMPLEMINDS in large letters (a
very good pop group to which |
@ am particularly partial (intellec-
tual '_magand the mini-pic of
®La ). Gone are the witty,
works of

that may be) I resolved g

@ o come to the rescue and put
cliche to cliche. Anyway, to the
@ point, here are a few (hopefully
interesting and humdinging)
@ guestions:
1) Will the ZZAP! team be coming
¢ up to the Northern Commaodore

. their

Will people ever stop rattling
i about LCPs?
3) do subscribers receive
Pls later than
else? (Usually 2 or 3 days
@ the release date)

4) Will be catering for the
® 1287 (This question being
prompted by the Kik Start il

® review.) If s0 | fear you will lose
@ Mmany readers and on ina
few. Remember it is P! 64.
@ 5) The Musicians' Ball was bril-
liant! Uncensored, interesting,
unclean gossip — good stuff.
6) Am | fiflipping behind or was
there something fifrightfully
wrong with the Scorelord last
month?
/) How about a personial inter-
view with each member of the
ZZAP! team (SM, JR, PS, and
GP)? So we know more than JR

lives on Pot Noodles and GPisa
transvestite and everyone has a
spiky hairdo.

8) What hap tothe second
half of the P! survey results?
9) f you can print a letter about
hipg?-us you can print this, can't

you
Adrian Lowery, Clayton-le-
Woods, Lancs

HUMMM-ding. Okay then,
answers (as such) in order of
question:

1) No, Have a heart! Sadly it's
only a day or two after the PCW

Showar%mla‘ which is five
very | ¥s and terribly
exhaus But Gary Penn tells
me he might pop up for a look

2) Depends whether or not
you'rainto LCPs, | guess, if you
ara, then not.

3) You shouidn't. ZZAP!
switched printers recently. Now
the subscriptions copies go
straight from the bindery to the

plastic sealing and labetli
and into a Carlisle Post
vandirect. Youought to get your
copy even before the editorial
dept see one. | hope this is now
becoming the case, although
occasionally there are some slip
ups. If you are receiving it late, it

is the subs number ®
and

GP, ‘I doubt it", @

4) ‘"Hmm’, says
You ob disagree with
’?mnm ersthen... @
An idea under consideration ®

and a possibility — maybe @

sometime around Xmas, How-
ever, will we run the risk of being @
accused of self-indulgence,
ego-boosting and other un-jour- @

”féis;g:d F?J?Pm.r

8 question answer

— they got forgotten? Parhaps

I'd better telf someone to dig em

out.

8) No — so there.

LM

fine
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WRONG = < -
ATTITUDE st

Dear Lloyd Man gram,

| find myself writing to you again
oncerning the quality of your

don't ke having to

Jazine

gnall on S:

about right, by e things in
£LAP! are gettir lly. Parson-
ally | don’ W
oever. It has a
ntial for giving

5 and the like

boring and above all quite rude
anact |:'|'Hr"r'| aive. Perhy 1ps |
shouldn't be trying to blame
onyou, 5 twill be
j 5is, few
g out at the momer
W S0 yOou are having
Ce upwith other arti
are all finding it

| -i'l':'-1 lime | com
hie meaningless

John Trott

plained desp
criticism (whic
arg gainst
fully you can do it agamn and this
time stick to the straight and nar-
row. My message to you all is
COOLIT ;

Ashley Hynds, Edgbaston, Bir-
mingham

You eithe
hink the thi

anything

. = E | g it s
surely we re not all bad either!

LM
St « "o p e

':.- ﬂ.‘f"-;:_-u‘-‘.i:--‘-rq-.—. .
Iuda o PR .1;1.-,in!|_'m
- TaTs 4 iy

Dear ZZAP!,
This letter contains some criti-
cism. | would first like to make it
clear however that | have been
an ardent ZZAP! fan since issue
one, and expect to remain one
for the foreseeable future. ZZAP!
Is my second favourite computer
magazine, after CRASH, and itis
because | like it so much that |
feel the need to write in and com-
plain. So | hope you'll print my
latter.

| found issue 16 (the one with
the macho cover — based on
you, Uoyd?) disappointing. The
saction which has deteriorated
most is ZZAP! Rrap. Newsfield
Publications have always had
the best letters pages around,
but some of these issues weren't
worth the space, and you were

ight in not awarding a Letter Of

e Month Prize. The worst were
the letters such as 'your review
of Vis absolute crap’; ‘the
graphics (in Thrust) are really

CONSTRUCTIVE
[({FIMOAN[3}]

crap’ etc. If readers want to dis-
agree with a review, the only
eﬂec'ﬁ'vﬂ way to do so is with
concise arguments. Further-
more that sort of letter is rather
pointless since, as Lioyd so
wisely pointed out, ‘It's a matter
of taste | suppose’.

Talking of the word ‘crap’, was
itreally necessary for JRto use it
in his review of Sam Fox Strip
Poker? (Or the adjective to be
precise). I'm not offended by it
but it's bad English.

| find the Shadowspiel column
abitinfantile. Some of itis great:
funny and sometimes quite reve-
aling (like the Beyond and Barry
Leitch stories). But other parts
are so childish they're boring. If
it's supposed to look ‘alterna-
tive', I'm afraid it doesn't work.

The same infantile humour is
tending to spoil the magazine as
a whole slirghﬂﬂ. I'm not particu-
larly boring or humourless (hon-
est) but you can carry a joke too

far. The current one is the annoy-
ing ‘Girly Penn’ references. A
reasonably amusing story to
start with which has degener-
ated into offensive sexism. You
see you're using 'girly’ and
accusations of femininity as an
insult, which implies females are
worse than males. A joke's a
joke, but please, that's enough.

In a similar vein, articles like
‘The Musicians’ Ball' are good
one offs (| found it extremely
enjoyable) but please don't
adopt that style for all your inter-
views. It would become tedious.

By the way, will you be acting
upon the survey results? You see
despite my criticism, if the major-
ity of readers love Shadowspiel
or whatever, those articles being
in the magazine doesn’t bother
me (aren't | generous?). But as
people dislike Compunet and
hardware features, will you keep
them?

I'm not going to describe all
the things | like about ZZAP!, as
sycophancy is boring for read-
ers. Just one point of praise | will
mention, because it leads on to
another small criticism. The
review presentation is very
attractive, | particularly like the
ratings boxes. But isn't it time to
update the ZZAP! logo at the top
of the pages? The black and ‘\
white drawing spoils the look of ‘
the colour spreads. Why not take
the CRASH lead, with their
recent new look for CRASH
Smashes?

Voila my criticism. Now then,

Lioyd and fellow readers, is it
valid?

Peter Steed, Weybridge, Sur-
rey

Another sensible letter with
some good points. | won't say
any more about Rrap, other than
| disagree with referring to ‘crap '
as bad English. True it is consi-
dered a vulgar use, but the word
is very sound Anglo-Saxon, as r‘
are many expletives now consi- “\
dered ‘rude’ by the cultivated
use of Latin and then French in
ourlanguage. I'm not advocating
its use, but it does have a pedig-
ree.

Shadowspiel (anather per-
sonal view here) has worked very
well when it's good and poorly
when it's bad. That's obvious
maybe, but it is the type of col-
umn that is very subject to fluctu-
ations. In connection; the survey
showed Compunet very low,
true, but the column had only
had one month to run before the
survey went out, so we believed
the results to be inaccurate and
wanted to wait for another sur-
vey o see how it fared. You see,
it's popularity via Compunet
(something you would not know
unless you're on the Net) seems
undoubted— how many readers
that tots up fo is another matter.
Same goes for Shadowspial —
next survey soon.

Both CRASHand AMTIX!have W\
undergone some recent spring
cleaning, and | guess ZZAP! will
have its turn soon.

LM
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I'M UNCONFUSED
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Dear Lloyd,

Flicking through my issues ol
ZZAP! and CRASH | have found
several arguments | now feel ‘
unable to restrain myself on: i
1) The letter from J Trott (ZZAP!
14 (June)) saying that paddles
and analogue joysticks are virtu
allyimpossible to find, and, if you
do you have to pay £14 for them.
He probably doesn't realise that,
although it may hold true for the
latter, that a company called A&
S Distribution supply paddies
(Atari ones) in pairs for £6.99 (|
know because | work there)

2) Previews and Reviews. | have
never been confused by the two,
they are totally different from \
each other (for a start there aren 1
any ratings) and as for the timing
of the reviews, it is hardly your
fault getting a game 3 monthns
late. It is the companies’ fault,
and not the distributors faull
gither. In the case of Friday the
Thirteenth , it's not surpnsing

f Domark gave it out toyou late as
they must have surely known it
would be heavily criticised

3) Lucasfilm games: These are all
axcellent and | was glad to see
the interview on it as it enabled
me to broaden my knowledge of

LCP).
4) Ms Van Reuben: This poor
woman has already suffered
enough at the hands of Rrapers
g0 leave her alone! The CNET
pages are interesting (although
sometimes repetitive) to read.
Mow comes the bit about
CRASH. Some readers may not
know of the arguments which

how the games originally started
(really, this part is a matter of per-
sonal opinion, the same goes for

raged across the pages of Forum
for 3 months about the Friday the
Thirteenth cover (surely you
must have seen it)? Now then, |
don’t know what you think Lioyd
but if these godly parents had
seen last month's ZZAP! and
read ‘The Musicians' Ball they
would have been horrified —
shock! horror! a FTT type cover,
except with green hat on it (and
blood on his face), and as for the
language in TMB . . .well, |
counted 15 swear words, with
the word 'pissed’ used most fre-
quently. In my opinion they are
being utterly pathetic by cancel
ling orders as their children will
pick up the language soon
enough anyhow. To tell you the
truth | am really looking forward
to this month's (September)
Rrap to see if any angry parents %
complain

Also, how can you say Interma-
tional Karate is the best (which it
ig) thump 'em up and only give il
a measly 91% hmm? Everything
else Brilliant sums your mag
up quite nicely,
Mr Purnell, Witham, Essex

[ ast first, Gary says, 'Ah, but as
tirme passes so the games age
And if Exploding Fist was
reviewed now it wouldn t do as
well as K. Quite straightforward
when you think about it.”

The argument that young
people will pick up the swear
words anyway 1sn't, of course, &
defence for using them in a pubii-
cation. However, as |'ve already
said, | think it's only fair to quote
people in a realistic context,
otherwise we would be guilty of
giving a false impression. Thank
vou for all your other well stated
points.

LM

AND GROANS

Dear Lioyd,

It's surprising the difference one
year can make. This time last
year, this letter would have been
full of praise. Now, I'm afraid it's
moans and groans.

Your magazine HAS gone
downhill. | accept that all
magazines can't keep up the
quality of the first few issues, as
alithe eggs are put in one basket
to attract long-term readership,
But the frighténigg thing is, the
speed at which ithas happened.

Firstly, | kndw it & been said
before, but the

that arcade review
to the recent questi
the second most po

ording
) are
tion

only 18% given to reviews'hE
according to Matthew Mo
(issue 16) although most peoples,
do buy ZZAP! primarily as a
review magazine, the majority
should be made to put up with

very small) number will be
satisfied. | don't think he undear-
stands that the word primarily
means: 'in order of rank or
importance' not *100% devoted
to this subject’. He also said in
his letter, ‘So what if an enorm-

been
e |||

Bagk to the questionnaire,
> w

as it really worth doing it, as
nothing seems to have been
done about it. For instance:
Compumnet and Shadowspiel
weare both at the bottom inthe

popularity table but what has """:-Q et

been done about it? It's obvious
that we, your readers, are not in
favour of these things, but
perhaps they are your favourites
and so stay. Indeed your com-
ments seem to support this.

non-reviews, just so asmall (a f As reviews are (probably) the

3=

i
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maost important thing, perhaps Lioyd didn’t give away £20 sent situation. It's arguable whether the
%i_nu could explain your objective. software in issue 16. | wouldn't Duncan Hale, East Barnet, game scenarios are valuabile or

ome the objective is to say how have bothered printing half those Herts not, but they are a part of a
good ghe game is, and how play- letters. Where are all the letters review just as much as the plot of
ab d enjoyable it is. But which start slagging-off matches Wow! (Takes p breath). a movie is to a film review and
rec you have started to give between readers and ZZAP!? Another er, although | they help liven up what would

space to the background Finally, you should also watch think a to nfair here and otherwise start to be boring. |
this really necessary? what you're saying. Anyone who / wnu!d I'm won 't comment of things like

With t games, it is a com- turned to page 99 last issue (16) News Flash and the Chall

] e of space and totally would think that they had picked the latter is probably more

boring 1@ read. For instance on up the wrong magazine. | know to personal taste than anything,

the re of Tau Ceti, almost P that Samantha Fox Strip Pokeris P to I and of course | agree withyou P

en review was in itself a suggestive game, but
ahistory lesson ofthe > although the words °If you do

are is no use axp- » want mammarias to stir the Imns
laining the' good and bad points. ' do not offend me, l‘hﬂy‘
Something, which is the whole  p mlght nﬂﬂnd SOMeans '
point of reviews. can |u - ; g
The worst thing about the P sayj e

Aok thamappﬂars not just d

..,.r but is to il

the letters bacause |
in the first place — but P

games reviews, 7 pa
pestly arcade), a one-page
'igv on Martech’s next game, 3
'.- ges previewing US Gold's
neﬂ batch of releases, 2 pages
concluding the Minter diary, and P almost hys
3 pages on joystick tests. All fo discuss or Févi
devoted to arcade games — a P game based on a
total of 63 pages in all. From an symbol taking part in
ue of 124 pages, that's over P situation like a strip poker ga
0%, 28 games in all were without making some approp-
2o m-::.fudmg 5 adventure riate comgpents! Better,
gamie review pages. On top of perhaps,to argue that the ga
at, there was a 3-page Master ly unsuitabie for eft
_ I Blaster (largely arcads) quiz. years@lds in the first place. An in
: ||| jointhe increasing As I've said before, from issue your last question,
number of computers toissueit's a matter of when and 't eight, he isn’t even
magazines who are having to join how the software arrives as to . Né's a bit older than that,
t her to survive. Imagine it: when and how it gets reviewe obably (almost certainly)
received my ZZAP! today, Ho odore Zuser! | would hate Being very topical, we're s first-hand experience. I'm
rorl There was a crease in the ou to disappear altogether, and with other people’s efficie only guessing now, of course. . .

frontcover. . ." I'mnot surprised 2 hope you can improve the pre- : and schedules. oo F. ,-f LM

FESTLOMPUTER REPRIRS

= VIDEO VAULT INTERNATIONAL =
10x REPAIR SERVICE ENCESS m

THE NO.1

wrong.
started this

> pephi CENIFE * G Wenszoo =) COMMODORE 64 REPAIRED FOR ONLY £35,00 InCluding POST & =
QLTI | #%) | PACKING  PARTS - INSURANCE - NO HIDDEN EXTRAS!
FOLLOW | -~ e gt Areyou fed up walting weeks for % While you wait repair service. # Most Commaodares repaired
o / your computer to be repaired W Imonthwritten guarantee onall within 1hr.
A B — S - 1 well waitnolonger, Werepairall  repairs. J Al Micros insured for return joumney.
'1.;1 — Commodores same day. Wealso + International Repair Company. We  + OverByears experience working with
BUERR /) | Estindne ey fome Do
"—_‘_,"I"I g ” ' - Ehﬁ,“ﬁ’%n'n’“mmﬁﬂm OUT 4 AllComputers sent Mall Ordertumed % Powersuppiles fully tested
-r o S, L kit e around in 24 hrs, * RCBOUtDULFully tested
B s BEST PRICES !

TRADESUPPHED-
FROM STOCK!

MM D.IY. SECTION~-

if you know what chip has gone In your computer you
can order the replacement |.C. from our range.

6526 23.00| 901225-01 23.00
6510 23.00| 6569 23.00
6581 23.00| 4164 RAMS 3.00
901227-03 23.00| Power Supply

;!E‘IEIEE*?H 3 23.001 Units i
Tele one: Glossop (STD 04574) 66555/67761 prices Include V.A.T., please ADD £1.50 to cover
E].Qh St. West, Glossop, Derbyshire, England P & P and handling costs, Insurance.

. Copyright Videovault Ltd. No. 151085
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profit and their ST is outselling } Mark !J&vlln. Barassie, Troon, {
the Amiga : 1 Ayrshire ',
Commodore had reducet A L=y .
h ”:-1' Hl-"':f' ), say, that of the Strong stuff, Mark, .;.-.H;:.'..' must .
..-—_H‘- ﬁ-.. ‘I.Ir‘t:l_ -lTr.I: r-r.;-.;; Fp.-;'g'- ,-F...._]r._. t'u.]r' |l| ..:_.-_I-ill.-l |I|'_-.Il:_-:|lﬂ_|..|-| r? hﬂ{:ﬁ I:-”I Ilrll-_ltl Ill-jt;r rt_|n_
=pactru d Tew Years ago i il | ' s o
'I# oy "--'l'I i A ey =N PaTs alela .h.."-"-. |Jr|-h3!‘ VIOL 'ﬂu_'f_l- SEETTIE
- until they found out that the would h.'_=l1.,-|f.t|:..lt!l:!—!1 rhl.-!hn:‘ﬂ;.;'_ty JK w1 ,.I.n .-rL.-srur:-a_:..:r platginngi i enipti e i
Dear |._|l'_|l:..-:j Nl o 8] |[~.‘|I|--|'|"r bosses at Commodora Britain by ::_r_._]”r!_ Bt ”_'t" ,_- |__; 3 - ::Ir Seprai i it o
| write to vou as a '-.'r::'I'_.,.' '-.-'u_!:nrr &l I':"l-l :-,':; '-+|::'-'r'|:=-|'j.' 000 plus (ex had 1o be are By ._-1r||'_:|'.;_;r'|,_11'|___,_|,-_-l-_|_;. o : .“.'-I,;.t”-:d e I,;m‘_.” S
b Shookn Hon i H] 'hIF';.f:":'I;J.'. .iu onit, which no one much as they could. The man- he trol L;.I-.'r'u 3 Dany .;.'-.-.-?! i5
WA Y — Frll Wk Hl:-:'r":-_.l.r W | AL L TN IR, WY Lr et ! ; e g I .. .
OWIEr. l.].:l:!_[‘f J O with the could aftord. agement of . 2 have g .
How can this m :I..Irtl._lf'l "l: I T a Y _T-"H'-' Commodore 128 was ] BGUNE ¥ s
best micro available, be worriec e A R -ompatible hile vorichwii
LlrhEl!i..d':?llnrﬂh'Llr h::truh l'-r-t.." r /e lost their jobs and
g SOTIWaEng anc Nac 1 i,
ellit coulan =1i inthe co
1nd what cid the :

pens to them and their e
-I ik H-"E'-!f'.re F-'”"-i' g IJ.I i ~aril Th 3 COrDora-
o [ ]d I:jifl i 1f-.|.-||:_: {8 LjE af LIore, e g - [II_',|T'|[ If y | had the mor !"-':":r' | .-'."r'_.'ll"'-!"-'.-.?r-l, w1l Th a corg
alf out of trouble, which makes W put the Bé

[ ]

: an of suc self and
¥ would soon sort that company fon ¢ C h __.I:I|r ]
v, Think about e uld S :

‘NS Case pate Hy for
DIg-wigs
certan

il 2 ey
£ = 5 - [ Fol - g J_IL_.LIEII”_.
; { far more about the computer L J s the |
1;.-|E! E|| - 1, s T in |j'|J 5“"!."
l:lr-l 'l,.l'li.'f::lllll..-,.n.l i !'::'.' ! L i : : |"|I_ZIF_'rE'?1|_|”:'|" someones from )

.|.I",r|:-]|-|dt'r machina ] ) ] i.:;r_]'.'l"lﬂ'lll:'l:j:'lrﬁ'l."l."|”rl [1 H_”EI '.l'h.l'l._r'

. 5 i & Havar tl'l'-l o

danNgd evervo S Oafe h C,

: R s 5 unlikely as they seem to have
ant qr: s0uUnd and Tramiel, their ex _.LI :.,Ij” ,..1. '-1.1 " abandoned Britain
E;:_-I_,II-I';:-:!::':-:::'-'J::;"] it a world beater Atari, and they are now making a 10ar
Thalamus which would cost )
P —— -—\iww ' ON THALAMUS : m‘:w_l'mﬁxpmml
ANSWERS * : 1 lots of Thalamus previews, inter- §
plays 'READY" and RETURN is i Dear Lioyd, | views, etc, to enhance your i
4 PLEASE! disi.ahled? Again, this is an origi- § jwas mmﬂmm } already great magazine. Good
nal and not a copy. a new software * o Luck!
A Dear Lioyd, 9) Will Marbie Madness, Trojan, : %_;mumm ! R Watkins, Fairwater, :
Crawl, Crawl, Crawl . . . Now Gauntletand Hang On be availa. I take this opportunity to ask you | Cwmbran, Gwent i
, A that's over with, I'll get on with ble for the Cummudﬂre. and if 1 to use your expert judgement ! i
the letter, s0, when? 1 and experience of computer Well | can't comment on the :
A Why does averynﬂ-dr have to 10) On the subject of software | games software when releasing § handling, pricing or distribution
e keep on about the decline of piracy, how can companies Jike under the Thalamus I of Thalamus products sinceit's |
ZZAP1? . Melboume House, who charge : m‘tmlﬂm not not based here in Ludiow and is
A In my opinion, it hasn't changed £15 for games, say they are los- up to Sizzler standard. It would | aseparate inany case.
that ﬁrastically at all — apart ing out? For one, | would not pay be a good idea to get your I However, .l‘m
A rom Tips, which is much better. W out £15 for Lord of the Rings (al- reviewers to put the games from I about these days.
P | also have a faw questions to though | did pay it for Elec- Thalamus to the test, (] Faraag?” want
A ask: W trosound, which is excellent), but Also mhﬂupﬂmﬂfﬂﬂ 1 very high rates for the job these
‘ 1) What will happen to Terminal if someone offered me a copy | m%m.i 't know | days and when that's taken into
o now it has finished, as itis W would take it So s, can Mel- whether or ot ThelamUS 8 10 £l heerbion with cistribution
P fantastic? bourne House claim they are los- release budget — i not and marketing costs, there's not
2) Will it go back to CRASH, A4 Ing out if | wouldn't pay it in the then a price of £6.50 wouldbe | much left from even the
which is where it was in the first w first place? Software Houses fine. Try to avoid the infamous | price tags. Budget
place? take note. £9.95 price tags and uniess YOU I L oty 1o han
3) When is the Electrosound W Welllhavetogo nowas Floyd wantto yourself out of exis- | entirely different way from ‘nor-
Compiler Module comingout, as ¥ the Droid has nearly loaded. tence, m goovertiOatany § o wﬂ%
| was hoping to use jt for your ¥ Leighton Williams, Resolven, rate. I the :
Music system competition, but @ W Glamorgan At the moment you are possi- ma outlets. This has
asitis the 23rd now and the clos- bly thinking of not reviewing | beens sown up by only two com-
Ing date was the 10th I'm a mite Answers on a posteard please Thalamus games. | for one, and | panies with any real success —
miffedto say the least, as|dearly  fo: many others ['m sure, Wil iot 3 ooy i and Firsbird. Just
want a Music System. Alright then, in order of think you're biased if you give 1 think how ather so-called
4) | don't see why you call Rob dppearance: them ratings. I labeils have appeared
'mind your language, don't | get 1) Terminal Man lI? Yes, it's g nmm remember | vanished, s becausein
b everywhere' Hubbard's new possbility, but Olfver £ rey hasso not to write too many multi-load 1 the end there wasn't enough
scratchy music 'annoying’, as | much fo do that the planned sec- ?‘l’ﬂﬂ- s, disk- margin for software distributors
think it's cool and much better ond series just hasn't v only games or 1 m"fﬁ’“ : to handle the
than stuff like Monty and sz;!.r materialised vet, He kesps say- W The odd one or two are for | Mmrmm
Comets, but Thing ona Springis ing it will, but when is an other those with a 128 or disk-drive, I i the first Thalamus
still his best, matter, v but the majority of readers are | and if it deserves
5) Why do people always slag — 2) If it does, it'll be in ZZAP! a5 not blessed with such equip- | it'll be whatever it deserves to
sorry, criticise Ballblazer as well at the same time as in v mant. V' be. Your kind sentiments are
and at least two of my friends CRASH no doubt. Finally, | Thalamusisin g “~ onto Thalamus.
think it's the best thing since the 3) The Module will be an the v good humuﬂ. | dom’t I i ﬁ
Invention of the ZX81 door Ompheus stand at the PCW
# wedge. show.
< ‘ g} [f!:g you ::nc;_tw if you access set 6) Yas. W
Of Forest’s Rambo — the music 7) Yes. . r ' rattempt-
/ System—and press 'C'thenyou &) Take alook at this months tips W I think I've earned my month's fﬂﬁt :'1 E}F;hﬂ:'f:ﬁg';g Et?-ue fata n.?n—
get a short ditty not in the game. 8) Marble Madness, Trojan — ing to anwser) that lot! Back up t Eh is the life of a country hick.
/) Do the razy Gﬂme!‘s pokes see NEWSFLASH. Gauntiet — ner beans in my cottage plot. Suc Aul'ni a this afternoon (okay,
from the June and July issues see last month's AMERICAN Actually, I'll have a go on my "Evé ?]f them, but Beyond the
really work as when | type in the GOLD RUSH feature. Ha On I'm only kidding. | couldn’t aﬁnlr u?ﬁmﬂ. at the moment. Hang
system code it always locks up., —See the review of Super ycle. Forbidden Forestis eatingup a ﬂtﬂ : am, ZZAP! RRAP, PO
My Crazy Comets is an original 10) Dunno. the runner beans). Write to Lloyd a"ﬂrng '
and not a copy. LM ® BOX 10, LUDLOW, SHROPSHIRE SYB8 -
8) How do you reset International o

Karate as when | try, it just dis- M
» NPT o
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BY JEFF MINTER

CAN YOU KEEP PACE WITH
THE POWER OF
IRIDIS ALPHA?

Enter into the world of Jeff Minter's IR
world of high speed surrealism.
adynamic visual experiences
tast and furious bi-directional
way through & planets
levels. Get to grips
The key to vour

1S ALPHA. Manoeuvre in the bizarmre
Bbombard your senses with
whilst keeping pace with
scrolling. Mega - blast your
each with 20 different
with  IRIDIS  ALPHA.
survival is -ENERG Y

For Commodore 64 and 128
Cossetta £8.95 Ciisk €42.95

€

For mall order send a cheque!

postal arder to Hewson Consullants ) ' ki
Lid. Ordler by credit card by sending 48 ‘ )

your Access/Barclaycard number. . l
~ by mn F s

and enclose a specimen signature,
Dbt Mitan | rading Estate, Milton, Abengdon, Oson Lljll.‘-l-ﬂ..!'ll!lrl_]{ 1811
--—"'-‘ ¥ -

Don't forget to englose your name
and address.
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he forest has suddenly drop-
ped it's peaceful atmos-

phere, something is afoot.
The smell has changed, the birds
have vanished, even the soft grass
has a new texture. What is this
fearful place you have stumbled
across? Something awesome has
happened in the forest and you are
just about to find out what.

So the scene is set for a journey
— ajourney Beyond the Forbidden
Forest.

You are set alone in the middle
of the forest with only abowand a
quiver of arrows to protect your-
self. You can move left and right,
and also in and out of the screen in
a pseudo 3D fashion. Raster lines
in the border indicate the elevation
of the arrows which you fire at the
oncoming nasties.

Suddenly, from the cluttered
undergrowth there is a rustling
sound and a huge scorpion
appears, it's sole motivation
appears to be your destruction.
Hastily you run into the distance to
get a better view of this odious cre-
atura, you see his weak spot and
aim ... The arrow penetrates his
hide and blood ejaculates from his
armoured shell, Unfortunatealy, it is
only stunned and is soon rampag-
ing after you again. The nd
accurate shot should kill him, but if

u fail you will be subjected to a

rutal death by poison.

Once dead, the scorpion van-
ishes in a glistening cloud of col-
our, and then — a mystic occurr-

ence: an ethereal fanfare strikes

up from the lofty heights and a
glowing, spinning orb descends
and releases a golden arrow to
assist you in your quest. It leaves,
and once again you are alone — a
mere mortal in this inhumane
forest.

The next inhabitant you will
encounter is a Verme. The ground
rumbles, announcing it's pre-
sence, and then a grotesque worm
like creature erupts from the
ground, jaws open wide. Five
direct hits are required to kill the
beast, but if you miss it five times
then it will locate you and drag you
down into it's lair. . .

Once you have rid the forest of
the creature from the ground you
think yourself safe, but a humming
noise is heard overhead as a
anormous flying creature appears
— a monstrous dragonfly with a
long proboscis capable of sucking
you dry of blood if not killed
instantly. Lure the winged menace
down to eye level, then launch one
of your arrows and watch the
dragonfly disintegrate in a cloud of
noxious fumes.

The heavenly body once more
descends and presents you with
another sacred arrow to add to
your life sustaining collection.

The fourth and final variety of

16 ZZAP!64 October 1986

beast you will encounter in the
forest is the Megatherium, a foul
smelling lizard which pounces
from the undergrowth with the soul
intention of crushing you to death.

Killing the bloated reptile gives
you another golden arrow. When
you have amassed a minimum of
six arrows you can enter the
Underworld and attempt to dis-
pose of the evil Demogorgon.

Swept up in a surge of powerful
evil the forest vanishes and a
warning appears . . .

A DR CHILCIGE 1, oI
[HE MRITCC OF FOMATCR, THE HOMAkCIH o
(i, T TG T CARTI Do o
e RERATS COMGR 111 GRADIANE,

THEI <OM FORTH TNTO 12 LAIR, ¢¢Q Tk
TCEROR O DARENCSS, ATTCH MY Dlaibdl
W COR. CHTGR THE PIT BHCRE THC £iRd(CH
OF LIGHT <AINOT Bl X, | pdALT Yo

This game is just so eerie — it's
s0 jam-packed with atmosphere
that it had me screaming for

as the dragonfly drained
me of all my blood. I'm not quite
sure what tes the intensity
but | do know that it works super-
bly. To be honest I'm not very
good at actually this
game, but wa it
B oraiond
experience the most horrific

game yet devised.

You arrive in a system of bat
infested caverns. The bats are the
guardians of evil and killing one
allows you to access a cave to the
far left where there lurks the hor-
nific Hydra. Luckily your quantity of
arrows is double on entering the
caves. The Hydra is a huge, four
headed fire breathing beast, and
your only hope in defeating it is to
shoot each head. Doing this trans-
forms the Hydra into grey, motion-
Iash? stone.

ow you encounter the bi t
evil of them all — the Dem%g?-?—
gon, a snake like creature whose
eyes shoot lightning bolts at those
who dare to oppose him. Your only
hope is to locate the chink in his
armour and destroy him with a well
placed arrow. If you manage to
shoot him in his weak spot he
explodes with a monstrous roar as
the whole screen begins to resem-
ble a slaughter house. The evil has
been defeated once and for all,
and the forest has once again
become a good and happy place.
You are transformed onto a cloud
as the sun rises on a new world, a
world of happiness, peace, and
best of all, no meanies!
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The graphics are chunky and the
parallax scrolling is a little jerky.
But the intense, prevailing
atmosphere and bioody special
effects really make this game so
enjoyable to play — just like the
original when it was released
over two years ago. The music
played throughout the game is
outstanding, very atmospheric; |
particularly fike the tune played
when you enter the Underworld
—aneat ramix of one of the orig-
inal tunes enhanced b y the
screaming of a bat. Oh, and the
piece of music played when con-
fronting the Dam —
great stuffl Fans of Forbidden
Forest certainly won't be disap-
pointed with this, it's a worthy
follow up to a classic game.

This must be one of the best
games | have ever played. The
atmosphera created by the
parallax scrolling, the gradual
change between day and night,
and the haunting music make
this latest gem more an experi-
ence than a game. The only rea/
problem is the silly loader
they've tagged on — it takes
longer to get into than Conan,
and if you die in the second sec-
tion you have to switch off the
machine and reload! This is
annoying, since it could easily
have been rectified. Still, Beyond
the Forbidden Forest is a brill
game, one which makes me

proud to own a 64.
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Firebird, £7.95 cass, joystick with keys

he mists of time slowly clear

to reveal an awesome quest.

Four skulls of immense evil
have been brought to life by the
Princess of Darkness — hear wrath
is beginning to spread. Four floors
of an eight floor tower are wheare
they are to be located, and you, a
Druid, have been assigned the
mystical task of defeating the Prin-
cess and her monstrous minions.

difficuft to on
my own, since it is rather t to
Wdst g the. kestont 1o
using to
Eld 1,508 & taey cdod gans
rui a
il ] oo i
adequate sound effects, and Is
well worth the asking price.

Your Druid finds himself aban-
doned In a mysterious forest —
devoid of all humane life — with
only a few spells to his credit. The
destruction spell is the most pow-
arful and useful — this can take
the form of Enﬂrg{' balls of water,
fire, or electricity, but Druid has to
be selective about which one he
usas to defeat a particular demon.

Making contact with any of the

DPRUID
COLE):

wi:s O
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nasty creatures instantly drains
energy from his ene bar,
located in the top left hand comer
of the display. Fortunately, energy
can be revitalized by standingon a
revolving Pentacle of Life, how-
ever, on later levels don't mistake
similar images for they will sap
your -

To get to the lower vaults, you
will need to gain access to the

tower by locating a key. These can
be found in chests, which are
opened by simply walking into
them, and then used to open doors

P

by pressing the + key. All sorts of
other goodies can be found within
the chests, such as water, fire,
electricity, invisibility spells, and
Golems. Unfortunately, only one
spell can be extracted from any
one chest at a time.

Golems are large ape—like cre-
aturas which help you battle it out
against your adversaries and can
be called up at any time once you
have collected a Golem spell from
a chest. He is controlled via the
Commodore key, and each time it
is pressed it toggles between three
commands: SEND, FOLLOW and
WAIT. Alternatively, the Golem can
be controlled by a second player
via a joystick.

Another spell which ranks
amongst the most powerful is the
Chaos spell. This destroys all
meanies in the Druid’s vicinity and
also bumps up his enar? a fair bit.
Death comes instantly i id falls
into one of the man?r lakes —fortu-
nately, there are bridges for him to

make his way safely across.

At the end of the game you are
given a rating ranging from Dimwit
to Light Master, and this depends
upon how many chests were
opened, and the number of crea-
tures and skulls destroyed.

it's pretty obvious
that !g;; s a
Gauntlet derivative
but nevertheless,

Golern and scampers around
bashing all the meanies before
they have a chance o assassi-
nate our beloved Druid. Not an
essential buy, but if you can't
walt for the official version then
Druid rrug::ap vou occupied for
the time .

Presentation 89%
Good instructions-and many
attractive features, such as the
unusual two player option.

Graphics 82%

Clear and colourful but not that
well animated.

Sound 68%

Nice title screen tune and spot
FX

Hookability 89%

Plenty to kill and explore.

Lastability 85%

Playable and challenging —
even more so with two players.

Vailue For Money 88%

Fans of this type of game won't
gripe at the price.

Overall 88%
A great two player game and a
real “fix’ for Gauntlet junkies.
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owerplay is a two, three or
four player arcade trivia
game. It s set upon the
heights of Mount Olympus, way
in Roman times, and
you in the position of one of the
ancient Gods or Goddesses who
live there.

The Gods persistently argue
over which of them is the wisest
and most powerful, so Zeus, sick
of their bickering, decides to set
up a competition to settle their
arguments once and for all. After a

great | of thought, Zeus
devised werplay, which Is
played on the checkerboard cour-

tyard in the gardens of the Temple
of Apollo.

Each player has direct control
over four warriors. When the con-
test begins, both players' warriors
appear at opposite corners of the
board. The first player is asked to
select a warrior, done by moving
the joystick to cycle through the
pieces and then pressing fire but-
ton to make the choice.

Once an action has been taken,
a question appears at the bottom
of the screen, the subject depend-
ing upon which coloured square
the warrior is standing on. Below
the question, four answers are
printed on the four points of a com-
pass. Once you've decided which
answer is the correct one, you
move the joystick in the rélevant
direction to pick the answer —
don’'t be too slow because a time
limit constantly ticks down. If the
chosen answer is wrong, your turn
has ended: if it's correct you're
allowed to move your warrior onto

POWERPLAY

cass, £14.95 disk, joystick or keys

any of the eight adjacent squares.

our of the squares on the board
act as transporters and if jumped
onto, the warrior is randomly
transported to another transporter
elsewhere on the board. Answer-
ing enough questions correctly
builds up your warrior's ‘'wisdom
rating’, and if enough points are

added to the total, it is given the
opportunity to mutate and
become a more powerful indi-
vidual.

When one player tries to move
his warrior into a square already
occupied by an opponent’s piece,
a challenge takes place. Both

layers have to press their fire but-
tons to show that they are ready,
then a question and four answers
are printed up in the usual fashion.
However, this time both players
have to race to guess the answer
comrectly. The first player to
choose the comect answer is
judged to have won the bout, but if
a player chooses the wrong ans-

wer then the opponent wins, or if
the time limit runs out and neither
player has answered then the
challenger loses out. The loser has
a chunk of points knocked off his
wisdom total and is mutated down
a grade. If the player is already on
the lowest grade, his piece spins
out of existence and 'dies’, playing
no further part in the game. The
first player to remove his/her
opponant’s warriors wins the con-
test and is considered "the wisest
of the Gods'.
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I hate Trivia games — they bore
me senseless. Powerplay, on

abie 1o piey anct ! e s ook
dullin the slightest, This may well
be a Trivia game, butit's far more

‘"”9’5‘.5'."".;’%6"’-" pilay gfmna;rfviaf
e, an and spot P

werplay is a neat

% which is
any players'
attention.

COMPILING YOUR OWN QUESTIONS

A nice feature of Powerplay is that it glves the user the ability to create his
or her own questions files which can be loaded into the game at a later
date. The files have storage space for about 200 questions which can be
about anything the user wants — computer games, pop music and so on.
Irflﬂ question can be asked about a subject then it can be included into the
[0

Each file must have four separate subjects (to correspond with the four
colours on the playing area) and each subject has four levels of guestion
{for each level of piece). The system is incredibly easy to use and gives

you the chance to put some really difficult questions to wreck your
nends’ chances of winning the game.

Presentation 96%

Pleasant title screen and all the
options you ever needed —
including a guestion compiler —
but unfortunately there's no
restart facility.

Graphics 82%
Attractive playing area and
characlers.

Sound 68%

Vanety of tunes and jingles.

Hookability 96%

Instantly playable and addictive.

Lastability 95%

With the multiplayer option and
question compiler you can play
for months.

Value For Money 94%
Although there is no one player
option this is still an essential
purchase for Trivia fanatics.

Overall 95%

Qriginal, novel, and immensely
playable.

" TRIVMAL/
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— BUDGET

uperheroing has never been

an easy task, risking life and

limb to save the Earth, Uni-
verse — whatever. In this case it's
the evil forces of Kerllis IX which
are wreaking havoc throughout
the land and, as usual, it's up to
you, an intergalatic mega hero, to
save the day. The force, who call
themselves the Boolalgrops, have
invaded an alien planet and are
causing vast amounts of wanton
destruction. The game starts with
you abandonad on that same alien
planet with a veritable armoury of
swords in your possession. How-
ever, merely killing the aliens won't
win the war fully, there will still be
their eminent leader to deal with —
the mighty Alien Presence.

A guest has been devised that
will lead to the total annihilation of
the leader. Your first task is to
retrieve the seven Daggers of

g,

o I didn’t quite know
what to make of
this to begin with,
so | perseverad
with some alien

blasting and portal opening and
now | know that this has
serious problems which render it

nearly unplayable. Main fault
n r one is that the tasks are
S0 laborious, once you've
returned one dagger then you
have to go repeal the same
action six more times. The next
task isn't much fun either, in fact
don't fouch this with a barge pole
it's one to be wall avoidad.

“quupf'n Eﬁ L 1]
LOT. « . 4

HOODOO VOODOO

Bug Byte, £2.99 cass, joystick only

Power which will open the portal
into the very heart of this strange
world. Each dagger must be col-
lected individually from the far left
hand side of the scrolling playing
area and then carefully carried to
the portal to the far right hand side
of the playing area.
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~Once you have collected your
first dagger the aliens come out in
force to try and stop you, the first
foul batch taking the form of canis-
ters which slowly fioat from the
bottom to the top of the screen.
However, if you approach them,
and fail to blast them in time, they
home in on you and unless some
nifty joystick handling is employed
you are doomed to failure. Luckily,
you have been given six reincarna-
tion spells to play with.

B M S AW T S o N o
B e e e N Ny VW g Ty Wy ligs

Having put one dagger through
the portal you must then head
back over hazardous terrain to the
collection point. On some occa-
sions you will fly behind buildings
making it near impossible to keep
track of your actions. There are
also some swamps which drown
you if you land on them. Having
deposited all seven daggers in the
mystical portal it will open and, at
last, you can fly through.

In the second part of the game

Pk Sl et Bt hek Bt Bl Bl Bl Bl dat et Bedt bed L
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you need to locate five pieces of
garlic and five crosses which have
been scattered over the land.
Played on a wrap-round scrolling
playing area your sensors must be
carefully monitored as the garlic
and crosses are invisible. On
finding an object the border
changes colour and a code F
flashes up to inform you of your
discovery. Once all ten objects
have been collected you are trans-
ported to the mighty Alien Pre-
sence. His guardians are inde-
structible, but with agood shot itis
just possible to kill him so his evil
wrath may never return again.

mﬂjﬁ: first level! of
Ns game is very
similar to Tony
Crowther's
Gryphon, but it's
nowhere near as good. In fact,
Hoodoo Voodoo is poor as a
whole. It's aiso very hard, and if it
wasn't for the Game Killer lyin
conveniently to hand | wauﬂzn’?
have managed to get onto the
b;rslcnndmmf to find out just how

ng the whole game is.
There's not much else to say
about this game other than |
would have second thoughts
about buying it.

Presentation 55%
Fairly straightforward

Graphics 42%

Lacking in guality and colour

Sound 66%

Good title screen tune but little

Hookability 35%
Laborious and uninteresting
from the outgset i

Lastability 21%

Dufficult and challenging, but not
absarbing or varied

YETY

Value For Money 33%
Lheap, but three guid is still too
miuch Tor so hittla,

Overall 27%
Yat another big disappointment

from Bug Byte
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Buster's pay, which shootsup ata
remarkable rate for every piece of
film that is taken. The set is littered
with doors and passages — some
lead inside the film set while others
take Buster into the street scene.
From a small playing area, the
action switches to a full screen,
viewed from above, plunging Bus-
ter into the middle of a Keystone
Kops custard pie shoot-out.
Before Buster can return to the set
he must wait until 1000 shots have
been taken; meantime, he must
survive as best he can. Once more,
he must use custard pies to
defend himself from the Kops who
will clobber him if they collide with
him. However, if his supply of ples
run out before time there's always
the tap, situated at the top right
hand corner, which will let the cus-
tard flow through to an outlet at
the bottom left of the screen. Bus-
ter, like most mortals, is only in
possession of one life so if he gets
bashed on this screen then he
won't be able to return to the

HOLLYWOOD OR BUST

Mastertronic, £1.99 cass, joystick only

2222222

HuSters sapary

S Gusl&rdpi&gamﬂm
B 1 = | : never
[ + [DDDEEE “"""u;’l,m‘“f:f"”'
- this one
. BMF-oduces = did fook
i Froducad bd — but oh dear, oh dear, oh dear.
’ really such a
bad , but itis damn frustrat-
ing. tf;iﬂ Kops hﬁdﬂ}ﬁbﬂﬂﬂ 50
: : attack from behind so as long as eager to clobber poor old Buster
'.gl;l;?'-r;fﬁ rtari' %Zt&nin F:ﬁg Buster is up against a wall he'llbe | then it would have been much
oyl " Entlga the Char- safe. Points are awarded for the | Defter to play. The music is very
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i b set  without iIng clobberad. ;
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tard pie battles and the robust
tunes that were pounded out on

the keyboards below the screen.

Hollywood or Bust attempts to
capture the flavour of the twenties
in a madcap arcade adventure.
You piay the floundering Buster
Baloney, desperate to make his
way into the movies. Having
walked on set, it's his task to find
five Golden Oscars which he can
take home and place, with due
care and attention, on his mantel-
piece.

As play begins, the screen is
split between a playing area at the
top and a neat animated status
window below. In the latter, the
director waits pensively for the

action to begin. Action! Buster
stands on a street, which scrolls

left and right according to his
movements, and then begins his
search for the Oscars. Buster's life
is not as simple as just pottering
around a film set. For one thin?,
he's plagued by crazy Kops (a la
Keystone) in full chase. The only
way to combat them is to throw a
custard pie in their direction. This
will stun them for a moment and
while they spin dizzily around, it
gives Buster a chance to escape
up one of the ladders onto another
floor.

The set is also inhabited by
hosts and contact with them is
atal. However, they can only

1
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studios and continue his search
for the elusive Oscars.

This would be a
good game if it
wasn'l so  fun-
necessarily)
difficuit. After
many hours play | wasn't getting
mggﬁ further 1{?11;” the third fioor
and | soon found myself becom-
ing too frustrated to continue. If
the ghosts and guards
were less aggressive Hal-
lywood or Bust would be fun. But
it isn't and even at two quid |
wouldn't recommend it — unless
you enjoy being driven round the
bend by unplayable games.

Presentation B2%

Very pleasant

Graphics 77%

Big, bold and colourful

Sound 849%

Several jolly ragtime tunes

create a suilable atmospheara

Hookability 60%
Despite high initial frustration
there is still the urge to explore

Lastability 44%
You'll probably want to bust
rather than go for Hollywood

Value For Money 52%
Anather mediocre addition to the
Mastertronic range.

Overall 46%
Mice graphics and sound let

¥ an unplayvable and frus
trating game

SPIKY HAROLD

Firebird, £1.99, joystick or keys

poor old Spiky Harold, a young

rebel of a hedgehog if aver there
was one. Harold's been getting a
bit sleepy of late, what with all this
energetic scampering across
juggernaut infested roads, and so
he's decided it's time for a long
nap, or hibernation for all you
biological bods.

But a whole winter is a long time
to go without any grub, especially
for such a fatty as Spiky. So, he
has to go on a search for food, in
the form of apples. Spiky must be
guided through a labyrinth of
chambers residing under his
hedge — unfortunately some

I t's been a long, hard summer for

other creatures have also taken to
inhabiting

the chambers and

trating.
There's very little skill involved as
such—the best way to complete
it Is to soive one screen at a time,
working out the best

then this isn't for you, but
it's worth checking out if you're
w into puzzies. Nice music

ITEMS
02

o | hate this type of
.| platform game —

= slow far too
demanding. A

goog platform
game shouldn't rely so heavily
on pixel perfect jumps — most of
the time no skill is invalved, just a
lot of luck, Spiky Harold is frus-
trating — far too much for my lik-
ing — and in a way very challeng-

ing. It does represent good value
for money if you like this sort of
platform game — don't, though,

they’re not to happy with this inva-
sion of their privacy. Although they
don't actively attack Spiky, the

give him a bash if he touches them
and in doing so he loses one of his

can jump isn't
my idea of fun, it makes the game
s0-0-0 boring fto play. The
graphics are exactly the same as
the Spectrum and Amstrad ver-
sions — bland — but the sound
is OK. If you're into these sort of
g;;ms have a look. If you're not,

T

h

twenty lives.

Spiky’'s energy is measured by
the amount of lives and time
remaining. Extra lives can be
obtained by collecting life force
coins, but time . . . well, Spiky has
only 24 hours in which to collect
his provisions — after this the
winter frost sets in and he will
perish. Poor old Spiky.

Presentation 76%
A vanety of options and an
adequate title screen

Graphics 47%

Simple and lacking in colour

Sound 80%

Great title screen tune but
gl NIng IN-game saundtrack

Hookability 51%

Easy enough to get into but not
ry absorbing

Lastability 44%

Highly frustrating to play, but

there is a quite a bit t

i you are willing persevere

Value For Money 55%
There are better platform games
avalable but very few are as

chaap.

Overall 48%
Masochistic platform freaks will
lowe i
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ole in One is Mastertronic's
addition to the growing

rar:’g.e of golf simulations for
the 64. You start on the fairway,
legs astride, in your Pringle jumper
and checkered flares. Your caddy-
bag is beside you and although it
may look empty, it contains a verit-
able plethora of assorted sticks,
sorry, clubs from which to choose.
The first thing to do, as any
experienced golfter will tell you, Is
to have a drink — which may exp-
lain the character’s unusual

stance. Then, choose your club
from a selection of irons and
woods — it's best to start with a
one wood. Once you have
salected a club an arrow appears

o

at the top of the screen. This can
be moved to change the direction

HOLE
viD S
AR
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OLE IN ONE

Mastertronic (MAD), £2.99 cass, joystick or keys
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Pressing the fire button gains
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control of the club, and pulling
back on the joystick swings the

club. The stroke is played by pres-
sing the fire button a second time.
You may have to play several
shots to get the ball onto the
green, but once you get there you
can go for the hole, which is pre-
sented in a small window in the
bottom right hand comer of the
screen. By correctly positioning an
arrow behind the hole you should
bae able to sink the ball.

There is also an option for a two
player game where each player
takes his or her turn as dictated by
the rules of golf. Oh, and there's a
practice option which allows you
to tour the course.

Presentation 64%
Reasonable title screen ana
i ¥ 1IN-0ame presentaton
Graphics 61%

The backdrops are effective

the golter and ball aré not

Sound 29%

A few simple jingles and spot FX

Hookability 54%

Fairly addictive, daspite the
unraalistic and unusual way the
game plays

Lastability 35%

Just not playable enough to be

GO slling

Value For Money 44%
The cheapest golt simulation
avalable

Overall 38%

but not one of the best

*INOT A Hole 1N ONE.. "
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As moons swirl wildly in the
infinite void of space, and
light slowly creeps through
the misty shutters of your space
probe, everything becomes clear.
You have been abandoned on an
artificial world with five experi-
enced astronauts. Unfortunately,
they have been spread throughout
five broad zones: Alpha, Beta,
Gamma, Delta and Epsilon.

On investigation the inhabitants
appear friendly enough. But then
you stumble across some vital
information which reveals plans
for an imminent attack upon Earth.
In a desperate attempt to break
free and report the information,
you need to make contact with
your allies in the other zones and
eventually escape via the portal in
Epsilon.

To enable you to move around
this strange artificial world, you are
in session of the spacecraft
IBIS. With this highly manoeuvera-
ble 5hi1p you can scoot around the
planet's surface and locate the
codes which will enable you to
leave Alpha and progress onto
Beta, and so on. Spread through-
out the world are several hangars
housing letters which build up to
give you the password.

The letters are hidden away in
huge computers — the Big Ones
— and to log onto these you need
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aKard. These Kards are in the pos-
session of scientists and, as you
can imagine, they are not exactly
ready and willing to hand them
over. S0, you need to stun the sci-
entists long enough to allow you to
pinch their Kard and infiltrate the
computer systems.

Being abandoned on an inhos-
pitable planet is obviously not a
good start — your only friend is
money in the form of credits. You
start with a measly 20 credits, with
which you can buy a Bonanza Sur-
vival Pack containing all sorts of
oddments that should keep you
alive .. . . hopefullyl These Bonanza
Packs can be bought from one of
the many Computashops which
also reside in the hangars. Luckily
the Scientists’ Kards also give you
access to their bank accounts, so
you need not go short.

Exploration is not the whole of
the game, no, the main section of
the game is more concerned with
flying around the surface of the
zones, blasting aliens into the mid-
die of next week! Flying skills are
also all important since landing
outside a hangar can be quite
tricky when faced with a landing
area which is little larger than the
size of the ship.

Aliens impede your progress as
they unleash their weaponry in an
attempt to damage the IBIS, and
they must be destr with your
laser gun or avoided. Black Holes
reside on the planet surface and
are represented by murky black

|0

squares. When flown thr-nu?h in
the correct direction they will give
you a sudden burst of speed; pas-
sing through in the opposite direc-
tion causes your speed to
decrease. Hy ce Ports are
also very useful since they cause
the IBIS to be randomly trans-

orted elsewhere on the same
evel.

Once you have all the pieces of
the code word, you must then
locate the Central Computer,
shown by a block with a large letter
C on it — but beware some of them
are only dummies. Once a real
Central Computer is located you
can then leave the ship, make your
way to the hangar alongside the
central computer and, with the
help of a drugged scientist, access
the terminal and type in the relev-
ant code.

Once the computer has proces-
sed and accepted the code you
can 1ty onto the Beta zone. Again,
you will have to find the code word,
but this time the layout of the artifi-
cial world is more complicated —
almost a maze.

Once you have discovered the
relevant code word for a level, you
can enter it at any time without
having to interrogate a scientist
again, thus saving valuable time
and energy. Energy can also be
presery y Inducing shields, but
these eat up your fuel at an alarm-
ing rate.

ores are built up by shooting

turrets and aliens — wiich may be
on the surface, flying, or ‘under-
round’. Some scenery cannot be
over, and extensive
is caused should you attempt to
do so.

Presentation 94%

Great title screen and many neat
in-game features.

Graphics 82%

Competent sprites and
backdrops with effective paral-
lax scrolling.

Sound 93%

Good FX and jingles, and a weird
but wonderful plece of music on
the title screen

Hookability 90%
The instructions need tobe read,
but it's easy enough to work out
what to do without them.

Lastability 93%
Tough, demanding, and wvery
playable.

Value For Money 92%
A worthy buy — if you've got a
tenner you can still buy another
copy ZZAP! with the change.

Overall 93%

A neat mix batween a shoot em
up and an arcade adventure,
with a few other things thrown in
for good measure.
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KNIGHT RIDER

Ocean, £8.95 cass, joystick and keys

1l ._

ichaal Knight, Mr Macho
Mﬂnd all round do-gooder,

has been assigned vyet
another perilous mission, along
with his trusty four wheeled com- |
panion, KITT — a remarkable car
forming the brains behind the

team. Deven, Michael's coor-
dinator, has discovered a group of
international terrorists who are
threatening to corrupt the amica-
ble relationships between East
and West. It is even thought that
they are planning to trigger the
beginning of the Worlid War |li!
Deven has instructed Michael and
KITT to uncover the plot and put a
stop to it — unfortunately, nobody
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Fox
i
i

- -

has the slightest idea what the plot
really Is.

At the beginning of the game
you can choose which mission you
wish to attempt, such as prevent-
ing the assassination of the Prime
Minister, the Deputy President and
all sorts of high ranking people.
There are three main sections to
the game. You begin on the map
screen which shows several alter-
native destinations known to be
centres of terrorism. A flashing
cursor shows which city you are in
and can. be moved to indicate
which city you are going to. If you
enter an operations base from the
map screen a message scrolls
along the bottom of the screen and

e

advises Michael to travel to a cer-
tain city. The joystick is used to
select a destination, pressing fire
takes you to the driving screen.
The driving section has a
interesting option — you are able
to select whether you take control
of the steering or to hand it over to
KITT. if you choose not to drive
then you take control of the cross-
hairs which can be aimed at the
terrorist's helicopters which are
trying to stop you completing your
mission. When you arrive at the
next city (there is a counter to indi-
cate how far away you are from it),
ou can enter the operations base.
Luwauer, if KITT still tells you that
you need to travel somewhere alse
then you have to go.

F ] 1
Aa il -'_ ) "-~ -y
[ .m:bﬁ?‘f._.::g_.é.ﬁ-.-.:ﬂ_. o ded

KITT the siwmer i oar . -"‘*Ej"‘

¢ to control.
i -a-.«-_:,_-".'_:'i:f.-:'-.; -,.:".::‘-'|.;f.:-:'r.r'§h:h-ip'.r#é‘;ﬁ} ﬂ,a,-m:,-ﬁ-n..
ata, T : I.'-'!'.I

Once you arrive at the cormrect
base you then have to attempt to
make your way across to the other
side of the room, avoiding three or
four highly trained killers in the pro-
cess. The base could be the ter-
rorist's armoury, headquarters, or
aven the target of their plots. When
the screen has been completed a
clue to what will happen next
appears. This process continues
until you have either run out of time
or sustained too much damage
from enemy fire.

Presentation 40%
Barely adequate

Graphics 34%

Simple and ineffective

Sound 55%

A few weak spot effects and a
reasonable rendition of the
Knight Rider theme tune on the
litie SCreen

Hookability 29%

Disappointment guaranteed
after only a few plays

Lastability 15%

Severely lacking

Value For Money 13%
Stick to the TV series, it's margi-
nally better and much cheaper

Overall 16%

Surely after sixteen months
Ocean could have come up with
something better than this
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HEWSON — SIMPLY THE BEST!

E'WSON
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Hewson House, 56b Milton Trading Estate
Milton, Abingdon, Oxon OX14 4RX
Telephone: [0235) B32839
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_ GIANT pQg TERS!

OLIVER FREY POSTERS FOR
YOUR WALL!

A superb series of famous covers by
Oliver Frey can be yours in poster form.
Printed on one side in glowing colour,
they each measure a giant 80 x 57 cen-
timetres (about eight magazine pages)
and come carefully rolled up in a postal
tube (useful for all sorts of things) at a
mere £2.50 each (p&p and VAT inclusive).
But if you order all four then you get them
foronly £7.50— four for the price of three!

All 4 Posters| (£7.50)

1. KEP
ALL POSTERS . 2 METIE;E;I?; MARS (£2 50

) A 4 RCE 1
inclusive)” |l o
inclusive) MBIES OF T3 :
enclose £ "HE NIGHT (£2.50)

e "+ - cheque or pog,
OR . Limited e F'””‘““fd‘”mf’*dfpdyahie to Newsfielg

ALL FOUR . reered 10 cover extra pagtage. | UK Please add 1 per o
FOR ONLY

£?. 50 . Addial o el

IUE Mainland peiced)
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| Brian Jacks recetved his black belt,

| 15t Dan, when only 15 He is now
a Tth Dan, an elite world group
Having won the British
Champuanship efeven bmes, the
Open Championshp five times, the
European Championship four
tmes and an Olympic Medal, he is

| one of the most knowledgeatile

‘ and foremaost exponents of Judo

Based on Judo, UCHI-MATA, is probably
the most advanced and challenging
martial arts simulation to date.

All the skills 'n’ spills — without the bruises!!!

Lommodone &4/ 128 Cassette £9.95 Amsirad 45646646108
Dise £12.95 Cassette £995 Disc £13.95%

Spectrum 48/128  Cassette EB.95  MSX Cassette £9.95 - ot st
Technical consultant, Brian Jacks.
compiebing & successhul LK HI
MATA e of Hhe many excinrg
oo corporated in the game

Martech is the registered trade mark of Software Communications Limited,
m o ' cc Martech House, Bay Terrace, Pevensey Bay, East Sussex BN24 4FF
TRADE ENGQUIRIES WELCOME. PHONE: (0393) 768456 TELEX: BTB171 Martec G




Mail order:) ' g~ FEATURES
Electric Dggams Software i 4 Multiple menus incorporating sophisticated windowing

23 F’ﬂndﬁtrfaa\.Hampst&a{i Londga techniques.

Available for: ‘h & Fully amimated and independent supporting cast of
Commodgre 64 Gassette ~ (£9.99)  characters lo cantrol.

Go fe 64 Disk — ~(E14.99)  access to extensive and critical information through icons

Spectrum 48K/128K + B _(£9.99) . newspaper reports, persannel files, intelligence report:

Amstrad CPC Cassette - (£9.99)
Amstrad CPC Disk (£14.99) Two channel “State of the Art’ Spectrum soundtrack ¢ 0F T W AR E

ELECTRIC DREAMS SOFTWARE, 31 CARLTON CRESCENT, SOUTHAMPTON S01 2EW. TEL: (0703) 229694



TWO ON TWO BASKETBALL

Activision, £14.99 disk only, one or two joysticks

four quarters until the final whistie
blows, whereupon the winning
team is printed up on screen for all

Twa on Two is the third bas-
ketball simulation to appear
on the 64. Up to two players
can play with or against each
other, or one player can pla
against a computer team. Eac
team has two members, one com-

puter controlled and the other
directly under the control of the
player. If one player is playing then
the opposing team is completely
computer controlled.

Before a game can begin the
players must go through a series
of options. The first option gives
you the choice between having a
game or practising shooting and
dribbling. Then, the number of
players is decided and whether the
game is a league or exhibition
match. With that sorted out the
program asks you to input the
names of the teams and 'man-
ager’ (the player) and which league
they come from (North, South,
East or West).

Once the teams are chosen six
alements of play, such as jumping
and dribbling, are shown and the
player is asked to donate points to
each element (from a pool of
twenty four). It's up to the player to
sort out which is best, only prac-
tise will tell. Your team-mate can
be chosen from a list of ten: each
player on the list has a different
characteristic, so it's a case of
working out which player is most
suited to your playing style.

The game is played over four six
minute quarters on two 3D flick
screens, each with a view of one
team’'s basket. When one screen
IS in operation the other remains
inaccessible to any team member
until the attack fails or a basket is
scored. When this happens all the
players are put under computer
control and run to the opposite
end of the pitch.

to ses.

Your player runs around bounc-
ing the ball directly under control
of the joystick. When you want him
to shoot for goal keep your finger
r:u;1 the fire button and then let go
when he has jumped into the air. . '
Passing is achieuad el Presentation 84%
the fire button twice very rapidly. Oy
Getting the computer player to lots of useful options
behave just li-'ﬂw youwant himtois | [SlELSEIEEEEETTRE
another kettle of fish. . o

After an attack, whether it has F”‘Iph"_“ ?{' i
been successful or not, you have | BNEEMEUIIELCEESIEETHE
the opportunity to select which the backgrounds are bland
pattern of play the computer he addition of spe
player will follow. If you are attack- have heiped
ing perhaps you would like him to 0y
run straight for the basket, or you ?ﬂu_"a 56{' e L=
might want him to hang back so | IR o el eliecisa
you can make a break for yourself. | U
The same principle applies when
you re defending and four different
play patterns are made available
to both computer players.

The game continues over the

qi

Bt e
1 real chore

Hookability 79%

|
I.l'—.'_,' !'!!|:| iy Allr
faur it E1oget the con
Duter piavier 1O foiow

Hons

Lastability 63%
amputer plays a mean

JE e anril boitih [y plaver

modes offer a lot of potent il

X Dracin

Value For Money 58%
Poor, especially when vou con

r

1 Intarnatusg 153! H, ISkl

|I|““.'I--.||!|.|]'|:-_. |r|-|||J -I:'|I| |I|'I g

ANg 15 much bettar

Overall 73%
A good basketball game whi
has unfortun itely been Badh
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Battle for Midway, Battle of Britain, Theatre Europe,

Falklands ‘82, Iwo Jima, AND NOW -

On the evening of

24th May 1941, HMS Hood [~ Ve
took a direct hitinher [~

magazine. Of the 1415men | = %8

on board, only 3 escaped IR

with their lives.
BISMARCK had claimed

MAIN MAP

Features: GAME CONTROLS: Command Bismarck To receive your FREE Demonstration Tape of

vs. Computer, Royal Navy vs. Computer, Full BISMARCK and a catalogue of our other products,
joystick control, Icon driven, Variable speed game, send a self addressed envelope (at least 11cm X
Variable difficulty level, ''Set Battles'' option, Save 22cm) with a 17p stamp to "BISMARCEK DEMO",
Game, Real time Action. FLEET CONTROLS: Main DEPT Z, PSS, 452 STONEY STANTON RD,
map screen, Air reconnaissance screen, Weather COVENTRY, CV6 5DG. TEL (0203) 667556. (Offer
forecasting. SHIP CONTROLS: Visual search from only available while stocks last)
bridge, Radar search, Control heading, speed etc.,

Fire heavy guns, Control anti-aircrafty guns, CBM 64{123 £ 9 95 (C) £ 14 95 (D)

Allocate damage control via fully detailed plan
views, Torpedo attacks, Fairey Swordfish flight
simulator.




HACKER I

Activision, £9.99 cass, £14.99 disk, joystick only

reviewers opened and booted

up a package which Erﬂﬂt&d
them simply, 'Logon Please.'
Behind this anonymous introduc-
tion lay Steve Cartwright's highly
original creation, Hacker. He's
back with the sequel and this time
it's on a much grander scale. Your
greeting comes from the govern-
ment of the United States. The plot
s simple. After your exploits in the
first game became noted, you
achieved a reputation for being an
extremely skilled hacker. Now it is
to be put to the test as the ClA
have found a mission only you are
capable of undertaking.

It's believed that secret docu-
ments called The Doomsday Pap-

It's a year since bemused ZZAP!

the plot. Still, Hacker Il is a bril-

liant game and one which | can

heartily recommend to anyone

hn;;ranniasbaamnmam
ar.

50 — especially fiddli ith the
video screens — but | twill
ever come back to it. | found the
original Hacker far more intense
amwmmﬂmm
Even Steve Gﬂn‘wrm
unningly original game, | would
have reservations in recom-
meanding Hacker Il fo fans of the

ers are being held in a Siberian
base. The documents detail a plan
to undermine the American gov-
emment and bring down
capitalism in the West, paving the
way for Communist expansion.
With the aid of three mobiles (simi-
lar to those used in the first adven-
ture), you must explore the base
and retrieve the plans. This should
allow the CIA to implement pre-
ventative measures.

To complete the mission suc-
cessfully it is necessary to defeat a
complex security system by
avoiding or fooling a network of
security cameras and personnel.
To do this, you have a device
which can monitor four cameras,
each with thirty eight channals.
Video taping facilities exist so you
can tape from a camera, and then
bypass a camera with a recording,
giving you time to manoeuvre
without being spotted. The video
recorder allows frame pause and
preview functions for fine editing
— which is essential since each
recording has ‘synch' numbers
which must be correctly matched
with live action to successfully fool
the security system,

It's also possible to use one of
the four monitor screens to display
the area around the MRU (Mobile
Remote Unit). This display aliows
you to start creating a map forexp-
loration purposes. It reveals the
whereabouts of any security

officers in the area, active
monitors and anything else you
might have to worry about.

he manual is designed as if it
referred to the real machinery
involved in the game and as a
result it is quite a mouthful to
digest. However, it does cover all
the functions used in the game in
explicit detail and adds atmos-
phere, The manual is actually
supplied in an official looking
envelope and reflects the atmos-
pheric nature of packaging.

The .screen controls are acti-
vated by a joystick controlled hand
that moves over the panel. Pres-
sing the fire button makes a finger
depress the button beneath. This
is normally highlighted in a diffe-
rent colour, he animated
graphics are black on grey sequ-
ences to give the effect of monoc-
hrome monitors. The screen bor-
ders flicker when you come under
attack.

One particularly nasty weapon
employed by the enemy is called
the annihilator. This can be called
in at any time. A kind of anti-robot
robot, it hunts down and Kills
MRUs. Unlike Hacker, you have
three ‘lives’ in the form of MRU's.
Because of the distinct plot, this
sequel is not a series of repetitive
actions needed to build up a pic-
ture, but rather constant explora-
tion and deception procedures
with many subtle differences.

The sheer scope of the game
should provide plenty of challenge
and it would seem necessary to
devote hours of work to solving the
game. Itis also a very strong hybrid
in that it plays like an adventure
more than an arcade game but
relies on graphics of a superior
quality to arcade adventures,

Presentation B6%

very im ve, although the
manual bioge i l:_‘I.E_||:'='. take
bime to higure out what does
what

Graphics 90%

The graphics are largely neat

Intriguing
from the

while others will bury the game

¥

Lastability 89%

Liiven the apparent flexibility of
play, it looks as thouc fair
amount of midnight oil could get
burned in this IZ'J!'I-I'-:

Value For Money 87%
Animpressively packaged game
tor the price

Overall 88%

A very clever sequel but as with
all sequels, the magic has faded

"_H.
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Firebird's latest release, DRUID,
puts you in the role of Mr Druid, out
to defeat the Evil Princess of Dark-
ness. The nasty ol' princess has
unieashed her wrath in the shape
of four skulls (wouldn't you just
know it?7) which have infested the
lower vaults of a huge eight storey
tower. Mr D, along with his faithful
(but not so clever) companion-Mr
Golem, has to fight zillons of
meanies and cast spelis left, nght
and centre in order to transform
the world into a happy and peace-
ful place. Sounds great, eh. Yes it
does.

Anyway, some kind ‘n’ clever
chappy at Firebird had an idea —
uh huh, and a rather good one at
that. What he wants you oh-so-
cool-and-artistic people to do is
design a final congratulatory
screen for DRUID. The bestest
entry will be programmed into a
special one-off production copy
by the authors of the game. Cor!
Just imagine: if you win you could
own a personalised copy of a bast
seling game! |Impress your
friends! (Nyah! Nyah! Look what
I've got). Amaze and astound your
relatives! (Look Auntie, look what |
did).

Tell you what, just to give you a
few ideas what the screen could
look like, here are a few things that
the DRUID will have to encounter
and overcome to complete the
game. . . ;

The creatures include ghosties
(eek!), skeletons (oohl!), big 'n’
nasty beetles (ahl), skulls (aargh!),
witches (shriek!) and all sorts of
traditional scary thingies (sounds
ike a normal day at ZZAP!
Towers). When a druid arrives at
this final screen he will have risen
through the ranks to become a
legendary Light Master. So, get
your Play School Painting set out,
scribble a screen and whisk your
emblazoned pieces of paper off to:
DROOLING DRUIDS, ZZAP!
MAGAZINE, PO BOX 10, LUD-
LOW, SHROPSHIRE SYB 1DB.

Entries must arrive no later than
the 9th of October. Bast scribble
wins their very own copy of the
unique game. The next best 20
masterpieces each win their
creators a Firebird T-Shirt to love
and to hug, so don't forget to
include your T-Shirt size. Well
then, what are you waiting for —
get to it!
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FIREBIRD HAVE THROWN DOWN
THE GAUNTLET!

TAKE UP THE CHALLENGE AN
YOU COULD WIN A PERSONALISED
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4(1) URIDIUM (7%) EM'WM_ 24(17) ROCK ‘N’ WRESTLE
i L AR rer i Pt SOOI AP Overal Rating: S9%
5 (20) GREEN BERET (6%) 15 (12) BOUNDER 25 (-) SPELLBOUND
ina,£8.95 cass Gramiin £6.95 cass, £14.95 disk MAD , £2.99 cass

Oiverall Rating: 93% ZZAP! Overail ﬁw 7% Overall Rating: 94%

6 (2) MERCENARY (5%) 16 (16) ELITE 26 {-) SENTINEL
, £9.95 cags, £12.95 disk Firebird, £14.85 cass, E17.96 disk Americana, £2.98 £4.95 disk

Orverall Rating: 38% ZZAP| Overall Rating: 85% ZZAP Dverall Rating:
7 (4) PARADROID (4%) 17 (10) THE EIDOLON 27 (29) STARQUAKE
Hewson, £7.95 cass, £12.95 disk Activision/Lucasfiim, £9.90 cass, £14.00 disk Bubble Bus, £8.95 cass
ZZAP| Overall Rating: 7% ZZAF! Overall Rating: §7% ZZAP! Overall Rating: 93%
8 (22) SLAMBALL (4%) 18 (-) CAULDRON I 28 (21) BOMBJACK
Americana, £2.99 cass, £4.05 disk Palace Software, £8.85 cass Elite, £0.95 cass, £14.95 disk
IZAP) Owerall Rating: 98% ZIAP! Ovarall Rating: B4% ZTAP! Overall Rating: 47%
9 (11) SPINDIZZY (2%) 18 (14) COMMANDO 29 (13) YIE AR KUNG-FU
Electric Dreams, £0.09 cass, £14.99 disk Elite, £9.95 cass, £14.95 disk Imagine, £8.95 cass
ZZAP! Overall Rating: B8% ZZAP! Overall Rating: 77% Overall Rating: 68%
10 (7) THRUST (2%) 20 (30) TAU CETI 30 (23) RAMBO
Firaibird, £1.99 cass CRL, £9.95 casa, £14.05 disk Ocaan, £8.85 cass
ZZAP! Ovarall Rating: 94% ZZAP| Overall Rating: 83% ZZAP! Overall Rating: 85%

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

Every month we give away an amazing £40 worth of software to the first person whose ZZAP! READERS TOP 30 VOTING FORM is pulled
from the bag. The winner also receives a super ZZAP1 64 T-shirt, Four runners up get a T-shirt and a ZZAP| Cap. So all you have to do s hil out
the form below, remembering to put your name and address down, list your five favourite games in descending order (remember they must
be released games that you have played), state which software you would like (to a total value of £40) should you win, and your T-shirt size
(S,M.L}. Then send your form in to the address shown

ZZAP! 64 TOP 30 VOTING COUPON

(Please write in block capitals) | am voting for the following five games:

g e R B e o E sty bl A AR I , i e A T S e ey e S T el TR
Address ..........s s i IR R e e L o e e M AR L R W i v
............ o T et S T N TR ORI R N L TLTRE ¢ T T g
...... e o b T E D iy e T R N S R el T e e S O S s A e eSS s
POSICOOR . ..o iavuhnien P R A 5

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

ZZAP! TOP 30, PO BOX 10, LUDLOW,
My T-shirt size is S/M/L SHROPSHIRE SY8 1DB
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THE BATTLE
OF GREEN HATS

.ﬁur“T 'r||' :r"ur1r'u-r Thn_-
Talil [l-r 1h|'- g Il|t1 HH caclic

2 MaAagazineg
we haven't any
s !-":L'il'll':’r G :'-.11.-1‘f
they ¢
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er’ and

Lime anyway

@0 (methinks
yeliow), but it gives the opg
to change the rather tried .Lnr'l

uJ:T||||1 /
tested :,:"\F"' chumpion
regoer c

With the *|-— w format seftled | sat

VETrSUS

on Imagine's

waited, patiently

The appointed day dawned and |
sant the ingenuous Rignall to meet
theém at the station. The train even-
tually arrived, a primaeval machine
pelching smoke and soot as the
driver shovelled pefrified wood
into its engine, and both challen-

emerged from the rusty car-
ﬁas looking rather weary. Their
weariness soon dispersed after
Rignall had given them a cupful of
d foul black brew known as coffee.
I'think it was more of a short, sharp,
shock effect than a soothing,
relaxing one. . .

e

through the
3 h:_u!n'. 5 .1|1 {1

my computer to scan
many £ZAP! cha
within a few se

two readear -'1 [ 1
S arcade c rsiol
Bearet Gnlm HFdiern
seventean yvear old ||'L ||'| 4 ||-| T

Green
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right mettle I_ll a
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Both challengers brought with
them moral support: Colin had in
tow his brother, Steven, and |an
his good friend Daniel. | explaingd
the rules of the contest — the high=
est score achieved within fiftean
minutes and the best of three
games. As soon as | had said this
there were whining noises i
from both camps. Colin s
that fan had an autofire joystick
grasped in his swedty maulérs and
Was moaning that it gave him (lan)
an unfair agvantage. As if he
neaded to tell mal | consider the
autolire joystick to be a wimp's
tool and forbade fan to use it lest

an unfair advamage be gained.
With that issue settled | thought all
Wwould go well .. but no! lan

started moaning that he wanted to
put the 64 on the floor so he could
use the space bar with his foot
What a strange being. This request
was unfortunately impossible due
1o the length of the wires — the
computer just hung there halfway

i

Colin goes through an ancient Northern pre-match ritual . . .

ZZAP

between the table top anduthe
floor, so lan had to make do. Sugh

moaning and carrying on — |
thought the ZZAP! team were sup-
posed to be the primadonnas!

Once everything had been
sorted out | ordered the challen
to commence before the players
had a chance to gripe further.

PERIOD ONE

Both players started confidently,
especially lan, who whistled along
to the in-game drumbeat. | sat
back to watch the proceedings.

lan was ‘really giving the fire but-
ton ten’ and | watched with satis-
faction as he disposed of troop
after troop of enemy soldiers.
Colin was going great guns too
and was making full use of the
flame throwers he was collecting.
His use of the deadly fire-spitting
weapon meaant that he was the first
to reach the final stage of the level,
the all-out attack from sol-
diers. He stood his ground well
and stabbead them all to finish laveal
one with a store of 32,300, lan's
progress was slightly slower, but
his sgore was almost 9,000 more
than Calin's as he began to tackle
the final sequence. Using the
flamé thrower to its full potential
he frazzled all but one soldier, who
was quickly dispatched with a few
swift thrusts of his flashing blade.
As he started on level two lmade a
note of his score of 41,100 and
was imprassad.

lan whistled calmly away to him-
self ‘and made his way through

e "
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two where he became
gnhstuck when he reached the

‘slage where parachutisis drop

down from the top of the screen.
The idiot ran straight underneath
one, who obligingly dropped a full
foad ... Colin was still hacking

“away, though, and was slowly but

ntently '
parachutists and kung-fu exparts
‘and then groaned inwardly asheé
Wwas shot in the lower groin s=a-

A strange garbled moaning

& slow learner. | continued o
“Wwatch to see whether he'd make

surely pulling ahead. | watched
as he knifed }

foolish mistake which cost
more than time!

moise coming from lan's i

attracted my attention ang |
watched as he ran into yet anather
parachutist. Obviously this chapis:

the same mistake again but Was
disappointed he continued
onwards to the end of level two
and knifed all the dogs without

further loss of life.

Colin plodded on and alsa dis=

posed of the dogs with no troubie:
at all, his score at the end of 2

* two reading 76,000. lan was mak=

ihg good headway and by tha tifme

“Re reached the middle of level

42

three he had caught up with Calin.
| watched as the two DaIHSG
together . . . it was good to se@liNg
battles within a battle. '

ZZAP! 64 October 1986

‘temise lan also lost a life as he
" was set upon by a group of blood-
Justy soldiers. Both players were

“pttacked lan again. Swift joystick
"tug%ling and feverish presses of
“the fi

=move and | watched as a kung-fu
“soldier leaped into him. lan was on

" spread over his visage, was sl

" comic scene caused a few sparks

“without any trouble. lan, on the

Playing too many computer games can lead to deformity. See the
avidance and believe. Colin Redfern is on the left with lan Ellis on
the right.

. . and lan goes through his. Strange people indeed.

Suddenly, a groan from Colin
informed me he had lost another
life, a silly mistake resulting in a
lead-filled posterior. This minor
upset didn't seem to shake him in
the slightest, although | noticed his
jaw muscles tightening slightly.
Within a few seconds of Colin's

&till neck and neck as the soldiers
re button failed to thwart their

his last life and looked rather desp-
prate.
Colin, a strange expression

knifing and dodging halfway
through level three when he came
unstuck. Committing himself to
climbing a ladder he was followed
up by an enemy soldier, while
another strolled about at the top
awaiting his arrival. This rather

in my humour circuits as | watched
Colin try to battle his way out of an
impossible situation . . .
+ My cackling at his demise
spemed to spur him on and he
reached the end of level three and
disposed of all the gyrocopters
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Look at the concentration . . . would you believe that this man has
already knifed 210 innocent soldiers?

! game — oh dear. He continued
i % | towards the end of level one whilst
- | Colin was pounding away on level

| four with a score almost ten times
| greater,

Precious time was slipping
away when Colin lost his penulti-
mate life, but he continued to bat-
tle onwards and finished level four
— and the game — making it look

¥ = -
Lo | - e - |
= .

for the second time with ease,
boosting his score to 248,900 and
earning himself an extra life as he

did so. lan, looking rather misara-
ble by now, lost ancther two lives,

It really wasn’t going well for him
... but then he was finding out

what life was like in a real man's

world, a world without autofire
joysticks.

Colin battled through level two
without loss of life and disposed of
the dogs with ease, piling on the
points. lan had learned of Colin's
score and seemed to slump back

lan smiles as he hacks his 198th soldier to death,

other hand, was still battling as
best he could under the cir-
cumstances and was trying to
score enough points to eam him-

seil an extra life. His toil was in
SWain, however, and | watched as
* s last life went, not with a bang,
But a whisper as he was kicked in

the larynx by an over-enthusiastic
klng-fu soldier. Six minutes had
ﬁ'ﬂpﬁed on my chronograph and |
e Eisterad his score of 122,000.
o | restarted his game, a worried
. 100k on his face and | noticed that
s Incessant whistling had now

i M ,' =

—_—
—'—-——-l——lnl'-—'—-_ll--—--—_—.l——-_—._-n.-..—-—._
= . .

Hﬂsed. . e 2 :':
Colin, oblivious to lan's trou- incredibly easy. lan was still under | in his chair, knowing that within the

S bles, continued  his yame  pressure and had lost yet another | imposed time limit it was impossi-
o umabated and scored 147,700 life soon after starting level two. | ble for him to catch up. He grace-

Before another life went. lan was
gurgling away to himself and |
noticed he had lost a life right at
the very beginning of his new

Meanwhile, Colin started on level
one again with a score of 209,000
to lan's pitiful 49,050.

Colin battled through level one |

fully retired leaving Colin to battle
] on for the full fifteen minutesiand

achieve a most impressive final
score of 350,700,

First blood to Colin, and | won-
| dered whether lan would be able
| to bring himself out of the ‘del
| drums. | ordered the next game e
| begin immediately . . .

The players and their moral support. What a foolish looking hat

Colin is wearing — what does he think he is?

e
.~ | PERIOD TWO
| Within seconds of my cry of ‘et
-~ (the game commence' both
dupdie il i players were knifing and d
= | with a vengeance. lan was
S I looking visibly shaken but Colin
e oozed with confidence, a gr
| smile of glee plastered over His
| features. | watched intently to sée
| if he would make the first mistake,
and was highly amused to See
| both players fall fiat on their fagces
i ¢ very shortly after starting, Calin
l being molested by a soldier as he
| ran past a truck (his score 19,100)
| and lan losing a life under similar
| circumstances when his score
| read 18,450,

L

|
|

lan continued but within sec-
onds he had lost his second life —
obviously your Earth saying 'when
1he going gets tough, the tough get
going’ did not apply to this mere

JMortal. lan decided that the only
‘8ensible option was to start afresh,
80 he deliberately killed himself

@nd started a second game.
Meanwhile, Colin had finished
lével one with a score of 38,450
and was ploughing his way
through the second stage.

| strained to see whether lan was
having better luck, but he showed
me it clearly wasn't his day by los-
ing a life with only 12,230 scored.
A tew seconds later another life
was lost to marauding soldiers and
again he was forced to start afresh

| — things were looking grim forthe
| hapless fellow.

I
|
|
| going from bad to worse — he lost
| alife with only 11,000 scored, The
| bemused chap continued his'
I game and lost his second manat
I

Colin was way ahead by now
and even a loss of a life at 75,600
points didn't shake him, he si
went on to kill all the dogs at
end of level two and boosted his
score to 85,700. His opponentwas

2,650. Shortly thereafter, just as
he arrived at the missile base, lan
was "done over’ by a kung-fu sol-
dier and was forced to starl yét
another game.

Unaware of his opponent’'s mis-
fortune, Colin pulled further and
further ahead. A loss of life at

I 99,000 points didn't stomp his

yomping progress. While lan lost
two lives early on in his new gamey
Colin increased his scoré fo

| 143,00 until the loss of anothar lifa
| caused him to slow down a little.

Within seconds he'd lost another
life and became visibly annoyed
with himself. Ha! He then mada his
final mistake by leaping into an
enemy soldier, terminating his
game with a score of e
154,00. Only seven minutas of
game time had elapsed, so Golin
started once again.

By now lan had reached tha mis=
sile base on level one, but he failed
miserably to negotiate the barrier.
Fortunately, his efforts earned him
an extra man and he tried again to

‘get past the end of level one, This

time he did, eaming himself a total

'Df 56,900 in the process. Colin, gn

the other hand, was doing well
again and had almost caughtilip
with his opponent as he rushed
through level one without logs of
life. lan was sweating pr ;
and tried his best — which was far
from good enough. At the end of

level two, with a score of 99,650,

he lost his final life. He then
realised it was impossible to beat
Colin's score within the  time
remaining and retired gracefully.
Colin had won! Needless to say he
was well rewarded . . .
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Grestings! It's gratifying 1o see a change to the challenge! No vile & | 2 i SRS ERRSSEEEESES

ZZAP! moron to antagonize me — | can just sit back and enjoy the
proceedings.

SR R R ERARIBIONGH ol ake place. Over
Year ! IP will take place. Over
the next few months | will be monitoring the score tables to find the
five most consistent high scoring heroes. Then, | shall invite them to
ZZAP! towers to battle it out in the ZZAP! reader’s challenge cham-
pionship. I'm sure the ghastly Penn and Rignall will want to partake
in this event too, so here is your chance to show them up I!I:_Jr what .51
they really are . . . incompetent! Keep playing — | am watching. ] Elmun Parry. Woking,
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When Greg Barnett joined Melbourne House he was still learning about
the 64.Since the release of hisfirst game, HUNGRY HORACE, he hasgone
from strength to strength and has been the force behind many legen-
dary programs, such as THE HOBBIT and WAY OF THE EXPLODING FIST.
Now, after six months in the making, FIST Il is about to hit the software
scene — and it looks as thought Melbourne House are going to have yet
another smash hit on their hands. Gary Penn got up bright and early to
talk to Greg, who had just finished eating his tea insunny Australia. . .

FROM HUNGRY

How near to completion is Fist II?

It's virtually complete — we're just adding the
finishing touches.

Is it a true follow up to Fist?

Mot really — Fist Il is more of a role playing
game with karate combat. There are around
600 screens spread over caves, atown—and
50 on. You meet various different characters
on your travels: Ninjas, Shoguns and animals
— panthers and snakes. You can either fight
them or run away, or even walk straight past
them.

Are there fewer moves available than in
Fist?

Well, no —there are in fact more moves; there
are less fighting moves than in Fist, but more
moves in total. Certain moves are affected by

your surroundings — for example, if you're in
water you can't somersault.

Where does the game take place?

Ah, Fist Il is set a fair few centuries later than
Fist. You start as a disciple outside a volcano
and have to pass through the jungle, leap or
swim waterfalls, explore underwater caverns
— that sort of thing. There are eight scrolls —
Trigrams — to be located and eight temples.

Trigrams?

Yes — the scroll system is based on | Ching,
the art of ancient Chinese fortune telling. You
have to find the Trigram associated with each
temple and then meditate — there's a medita-
tion sequence. Each trigram has a different
property — for exampile, if you find the Trigram
of light and meditate at a temple you are given
the power to see in the dark caverns. It is possi-
ble to get through the game without the aid of
certain Trigrams — but it's not easy.

How does the fighting work?

Similar to Fist but with a continuous energy
gystem. You lose energy when fighting and
energy is replenished when you're not fighting.
But if you get poisoned — by a snake, say —
you don't get energy back, so you have to
meditate. Meditating builds up the potential for
maximum energy.

All this in one load?

Yas, it's a single load. There's continuous
scrolling — we've used two scrolling
techniques dapendm%upﬂn whether you're
walking or fighting. When you're walking it's
better if the player is central and the screen
scrolls with you. The screen scrolls less during
fighting so you can move across the screen
and fight as in Fist I. Even though Fist Il has
karate combat, it's not just another karate
game, there's a lot more to it. We'll be giving
away an enhanced copy of Fist/on the flip side
— the graphics are better and there's a con-
tinuous energy system.

Have you seen any other karate gameas —
international Karate, for example?

Yes, but they've been a long time coming —
Fistwas released over a year ago now. | notice
the graphics in International Karate are very
similar to those in Fist — especially certain P

HORACES TO
EXPLODING

- e

ZZAP!64 October 1986 47
"WHERE'T THC REST OF Hiad




Hf'

moves. They seem like the Fist graphics with
extra frames.

}\f;;‘; you aware of the leg sweep cheat in
i

| was aware that some of the guys in-house
could do very well by leg sweeping. | notice in
your magazine there are high scores of a mill-
ion and so on— | can't imagine people bother-
ing to sit down for hours on end, pulling down
on the joystick and pressing the fire button.
That's a boring way of playing a game. We hear
of people who are still playing Fr'sftjr::rﬂparly and
enjoying it. You can come home from work,
load up Fist and relieve the day's frustration.

Rock ‘n" Wrestle was a big disappointment
after Fist.

Well yes, that seems to be what the British
press thought — Rock ‘n’ Wrestie went
reasonably well in Britain, though, and it's gone
down really well in Australia and the States. |
suppose it may have been the graphic rep-
resentation that put most people off. We had
tofita lot of graphicsin Rock ‘n ' Wrestle, more
than in Fist, so we had to cut down some-

E ﬁj‘&- ;
R R R %@3 ;
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where. A lot more effort went into Rock ‘n’
Wrestle — perhaps we tried to be too innova-
tive, what with all the moves and 3D movement
in and out of the ring. Some people can't get
into the game, others persevere and find it
great. | suppose some people were disap-
pointed with Rock ‘n’ Wrestie because they
were expecting something more impressive
than, and similar to, Fist. | think it went down
better in Australia and the States because
wrestling is more commercial — Rock 'n’
Wrestie is actually based on that sort of com-
mercial wrastling which doasn't seem tobe so
popular in Britain. There was a campaign to get
Rock ‘'n' Wrestle endorsed by a professional
British wrestler but we didn't want that.

How many people are working on Fist Il?

There are two graphic artists, thre:‘jguys
arrane\ifng the graphics screens, and a musi-
cian. We had to write our own special utilities
to handle the new scrolling routines, we don't
exploit previous routines, we always try to
create something new — like in Fist there are
the sprites and in Fist If there’s the scrolling.

What do you program on?

| program on a development system for the

BBC and download from BBC to Commodore.

| need the full 64K to download into, sothere's

no way | can program on the Commodore

ts-tr‘aight, I'll soon be upgrading to an IBM sys-
em.

Do you consider yourself a competent
programmer?

The whole team consists of reasonably com-
petent programmers producing reasonably
competent programs.

Have you become limited by the 647

It's not been pushed to its limits. | think most
games in Britain today are exploiting old
techniques. Atthetime, Fistwas using 75% of
the machine. Fist Il is getting there. Sound
techniques have improved — the music in
Thing on a Spring was good when it first came
out — Rob Hubbard gets good sounds but
he's becoming repetitive.

Are you going to continue programming on
the 647

We're not going to discard the 64 for a while
yet. The Commodore and Spectrum will last for
quite a while, they certainly won't be dropped
overnight. | doubt that people will stop buying
games if they stop selling the machines.

Any English programmers you admire?

| thought you might ask me that — yes and no.

| admire Minter for attempting things that aren't
commercial — | admire someone who sits
down and tries something new. Andrew Brayb-
rook is professionally competent — Uridium
only uses 40 to 50 percent of the 64's
capabilities but it is well put together, | admire
that. But |I've seen few improvements. | admire
any programmer who sits down and tries to be
innovative.

What about musicians?

We hear a lot of Rub Hubbard. He's very popu-
lar but | can't understand why — yes, he used
nice instruments at first but his music hasn't
improved. The music on International Karate
sounds like the music from Thing on a Spring
slowed down — and I'm not the only one who
has this opinion over here. Rob Hubbard's
tunes are very jolly but what about atmos-
pheric music in games. Sound effects have
been neglected too. Music is a harder thing to
appreciate than games since each individual
has his or her own tastes. There's still room for
improvement, though.

Have you any favourite games?

There's one @ | didn't like but it set a trend
s0 | admire it for that — Manic Miner: it certainly
started a new wave of platform games with its
use of a cute character and so on. Some
American software is good. Archon was good
for its time—a sort of Dungeons and Dragons
game on a chess board. The Ultima series . . .
you certainly get your money’s worth. | don't
really like any particular game — I find a few
things | like about a game, like a nice scroll
routine, that sort of thing. The people buying
games now aren 't hackers or programmers,
they're more objective and stand back and
look at the game as a whole. | wouldn't mind
seeing Leader Board— I'd like to see a good
golif simulation.

Are you releasing any more adventures in
the near future?

Yes, there's the sequel to Lord of the Rings.
But I'm not involved in writing adventures, they
take a lot longer to write and require substan-
tially more effort. | quite enjoy creating
scenarios involved with adventure games,
though. We've got lots of good programs com-
in? out in the near future — five or six major
releases out before this Christmas, including
Fistil. ¥ ou may not have seen many Melbourne
House games in the charts recently, but the
situation is about to change . . . ®




Cwipes! Worra lorra tips this month . . . Loads of POKEs and well-
crucial hints, including the complete Strangeloop solution, a map
and tips for Tau Ceti AND Mercenary — The Second City, and much,
much more! Cor! (Drool! Siobber!) There's aven a neat new POKEs
section, especially for those lucky enough to own Trilogic's EXPERT
cartridge! (See page 60). Crikey (Gasp!).

Apologies must go to Philip Cheshire from Rotherham in South
Yorkshire. Philip's AMS Titanic map was used to produce the map
printed last month — and | forgot to mention the fact. Sorry, Phil, but
I've got a memory like one of those culinary doobries with holes in

GROG'S REVENGE (US Gold) |
ﬁﬁ;ﬁ”m infinite lives, thanks to Paul Carloss. Here is a listing,
10DATA 169, 180, 141, 243, 3, 169, 2, 141, 244, 3, 76, 1.8, 169

DATA.192, 141, 171, 138, 169, 2. 141, 172, 1 138
gmn-mﬁmﬁg _ A.au;cr&'mm |
M"ﬁ" mgm% ts the screen.

MERCENARY

BUIIEI'J ' HIMI I Nnvag:nl

You can never find a copy of a Oliver McMullen from Bentley,

rma when you want one. Well, near Farnham in Surrey, was the

can't. | waded through ump- first person to write to me with
n  hundred HH;'M but the following tip:

couldn Calli ‘There is a large Pyramid at 79-39
'l'":.lﬂl Hll'ﬂ;t:l.tﬂ in o to the Hnr'th'ugfﬂst of the Central
sent in this tip, see, and ... City area. Walk to the middle of
Hmph! Never

this carrying only the Kitchen Sink
m“: and pick up the Pyramid. Now, any

SCORE and you probably won't| | ©ther objects you pick up can be

dropped and suspended at any
getkilled the next time you play. paint above the surface of the
planat,
DAMBUSTERS (US Gold/Sydney
Developments)

Paul Carloss has some neat POKEs which allow youto...

Fly at ground level and turn into barriage balloons.

Gain altitude with all four engines on fire without even extinguishing them.
Travel along an endless runway without your undercarriage down.

--» @amongst other things. However, there are a few points worth
bearing in mind. . .

In order to get up enough speed to gain altitude on Scampton field, you
must still have full engines, flaps and undercarriage.

if you are flying at ground level to gain altitude you must be flying level as
your wing catches the ground aaméI keeps you at ground Iavar
Type in this listing . . .

10 DATA 169, 180, 141, 243, 3, 169, 2, 141, 244, 3. 76,13,8
20 DATA 169, 96, 141, 97, 34, 141, 120, 34, 76,0,10
30FORT =679 TO 702:READ A:POKE T A:NEXT

Now enter RUN (RETURN) followed by LOAD (RETURN). When the

READY prompt appears type SYS 679 (RETURN) to load and run the
game.

members of the Chatham CBM
Club...

POKE 3265,234 SHIFT and type R, A, T when og
POKE 23676,234 the title screen to access some
for infinite lives. ‘hidden’ options. Eeeeeeh! Reet

SYS 2064:SYS 33280 to restart. grand, tha'.

ICUPS [Thor/Firebird) TRAP! (Alligata)

Load /ICUPS and reset your 64. : -
Now you can enter some POKEs Two very small ‘cheats’, cour-

tesy of Mr A Crowther from Shef-
from the Medway Boys who are | Bl Al Saieid DEMO in the Hi-

score lable to see the 'hidden'

demo (very nice), and hold down

BEYOND THE FORBIDDEN FOREST

(US Gold)

AMTIX techno-spurt, Anthony Clarke, was the first in the office to
mmmmm.mnwnmmmmmmm
deal with each nasty. . .

The Scorpion

Easy this one, run as far back into the screen as possible and place the
sight so that it is level with the ground. Shoot the crawling nasty as soon
as it enters the screen and run away from it so that it just disappears off
the screen. Turn around and do it again, Keep using this procedure until
there is one less bug in the world.

The Verme

Etayatthabackufmemmn.satthnslghtaabuuthalfanlnch above the
ground, turn around and shoot everything that slithers into view, If you
miss five Verme in a row the next one will kill you, stay at the front of the
screen for a nice bit of gore if you know you are going to die. Remember:
if you have encugh arrows to allow you to enter the cavems then enter
quickly after missing your chance with these meanies.

The Dragonfly

This is usually difficult to hit due to the strange aiming technique. it
seem as if you hit the dragonfly, but because the sights were not mmﬂfg
same level as it's proboscis (look that one up) you missed. The best idea
Is to put the sights in the centre and fire quickly when the dragonfly is
level. Sometimes it's possible to shoot the winged menace even though
itis behind you, although this is usually done by accident. Try ggoﬂ!n? kil-
led just to see the way your juices are sucked out when it gets you

The Lizard

Otherwise known as FATTY STOMPER around the ZZAP! office. this guy
will waste no time ripping your body to shreds. Look to see which way
he's coming towards you, then run in the opposite direction firing as often
as you can. Get it n‘ght as there’s usually no second chance —
ARRRRRGH! (SQUELCH! UGH!)

OK so you made it into the caverns . . . You should find that YOLr arrows
have doubled in quantity, and will now count as the number of lives.

The Bat

Around you, you should see a si le orange bat — this is the only one

which can be killed, but the other black shadows bite so be careful. The
best place to stand is in the far left hand comner with the sight one third of

mawaydnwnmsurem.mdﬂraﬂkﬁnmzyunﬁlymgﬂt'.This owing

freak is just too hard to hit by chasing him around — wait until @ gets in
close. Once it is dead gointo the hole in the back wall on the far left hand

end of the cavern . . .

The Hydra

With four fire breathing heads this is the hardest screen. You must hit one
of the heads four times to stop all four breathing fire, the far right hand
head will always breath fire though, even if they seem to have ,
s0 always run around the back of the creature to get the three otherheads
starting form the left. | find it best to 'hide’ far right, nlﬁglaly out to shoot
when the opportunity arises. Once you have hit each the Hydra
throws a quick wobbly before turning to stone.

The Demogorgon
What an evil beast this is, one false move and you will either fall down his
ELI or be turned into Wollemberry Pie (made with ground adventurers'
nes), Run to the back of the screen and wait until the screen flashes
and the chink in the Damu?!orenn’s armour shows up. Mark the comrect
horizontal position of the chink along with the required sight height set-
ting. Get yourself killed, put your man in the right position, set the sight
and fire straight up — if you fire from the side you will miss, andprubal;gﬂy

l':')mayuugatma chink, the creatures stomach will explode all over the
screen and you are greeted with . . . well, I'll ket you find that one out for
yourself!

£

s LS |
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STRANGE - [Rod ...

i1

* to lose a man). To make a draw a 10
x25 Mark the X axis 0-9 and the Y axis A-Y. Pause the game at

L PLEASURE CIRCUIT from
to the MARVIN THE ROBOT at V8 to receive a BUPA

and 1 CREDIT change. Give the 1 CREDIT COIN to the ROBOT at L6 and

mmumﬂwmumgnmm Go to J2 and face the
Eda:l Drnpthl:E‘ftumﬂ.FutuLﬂ.h ROOM,
and move up to the CENTRE Press the fire

up to the GLOWING OBJECT and use the ROBOT MANUAL. Jump up
and down and shout: ‘Hooway! I've done it!" . . .

Oh yes, beware the PICK POCKETS in WO.

5
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DRAGON'S LAIR [Software Projects)

Despair no longer— the princess will be yours for the taking! Thanks
to Jason Hill and Craig Wright from Stoke-On-Trent in Staffordshire,
who were kind enough to send in the complete 'solution”. . .

The First Disk

Simply run towards the wind (it only a seven times) until it disap-
pears (| find it also haips to ‘waggle’ leftand right relative to your position
— G,

Skull Hallway

Continually . . .

Tap forward on the joystick to avoid the skulls.

Press the fire button to shatter the first hand,

Tap forward to avoid the second sat of skulls.

Press fire 1o destroy the two hands — one from the left, the other from the
nght.

Pull back on the joystick to dodge the bats, and then push right to avoid
the bats (they follow you down the corridor)

Push left to avoid the slime, then forward to dodge it again, and then right
to dodge it for the last time.

The Burning Ropes

Push up and keep your finger on the fire button until you reach the third
stone. Always wait until the rope nearly touches the stone before jumping
onto it. When on a rope, swing twice befora jumping to the next.

The Weaponry

Continually . . .

Press fire to dispose of the ball and chain,
Push left to avoid the jug.

Press fire to push the wall back.

Push nght to dodge the axe, and then right again to dodge the shieid.
Press fire to push back the other wall,

Push left to dodge another axe.

Fress fire to dispose of another shield.

Push forward to avoid yet another axe.

Push right to dodge the fireball befare you exit.

Ramps and Giddy Goons

Kill all the goons or you will not be able 1o jump 1o the next ramp. The
ramps disappear after a while, so don't linger.

The Tentacle Room

Continually . . .

Press fira to dispose of the tentacle from tha cailing.

Push left to move away from the tentacie which attacks from the fioor,
then push forward to dodge another.

Press fire to dispose of the two tentacles which appear, one after the
ather, from the ceilin

Push right to move E?{;IEEI to the door, then nght again to dodge another
tentacle before you axit.

The Second Disk

Not so tough. The wind doesn’t blow as hard as before, but it blows for
twice as long and appears at least eight times.

The Deadly Checkerboard

Keep jumping onto a square next to the Knight, hitting him with your
sword each time.

The Dragon's Lair

Get the treasure if ible. Be careful as guu go for the sword — espe-
cially at the edge of the cliff. Watch out for Singe’s fire. Jump off the ramp
and Daphne is yours for the taking . ..
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THE STORY SO FAR...
COLONEL DAN DARE HAS LOCATED THE ASTEROID BASE OF
HIS ARCH ENEMY - THE EVIL MEKON...HE MUST DESTROY
THE BASE AT ALL COSTS! BUT FIRST, HE MUST DEFEAT
THE DEADLY TREENS AND THEIR EVIL MASTER...

JOIN COLONEL DARE AND HIS VALIANT CDMFAHIGNE .
ON THEIR JOURNEY THROUGH PERIL IN...

__ ‘\i
DAN DARE - PILOT OF THE FU TURE. '.\. TO BE CONTINUED. .

THE FATE OF THEIR MISSION DEPENDS ON YOU!!
e g W

TR PAN DARE LTD

¥t of M Dan Dadcwe Novisipe Collsciion
i Frovideos gy Dan Oare Lid

AVAILABLE NOW FROM VIRGIN GAMES ON SPECTRUM 48/128.
COMMODORE 64/128 AND AMSTRAD CPC RANGE OF COMPUTERS
£9.95 oncasserteano £14.95 avmstrap pisc

BN B N BN BN NN BN BN S B B NN N BN B SN B BN B mn ma s

PLEASE SEND ME DAN DARE - PILOT OF THE FUTURE IMMEDIATELY!

SPECTRUM 48/128 CASSETTE £9.95 (] COMMODORE 64/128 CASSETTE £9.95
AMSTRAD CPC CASSETTE £9.95] AMSTRAD CPC DISC £14.95 ]

Please make cheques or postal orders to Virgin Games Lid. Please do not post cash.
VIRGIN GAMES LTD, 2/4 VERNON YARD, PORTOBELLO ROAD, LONDON W11 2DX




Thanks to John Twiddy (the programmer behind the 64 conversion
of Tau Ceti) for the map and tips . . .

When you start playing Tau Ceti, it is quite easy to get the hang of, just
zooming around shooting the hell out of anything on screen. However, in
order to play it effectively, you should understand how to read and use
the instruments properly. So, I'll start by explaining each instrument and
how to useit fully . . .

The Skimmer
The main screen shows your view outside the Skimmer. As you fly
around, time passes and the sun moves across the sky. Obviously, it gets
darker towards dusk or dawn and completely black after sunset. Luckily
for you though, the manufacturer of the Skimmer was kind enough to
install several devices to help you on your way. Firstly, you have the
option of changing to infra-red vision, which allows you to see anything
at any time of day but unfortunately things become rather fuzzy and it's
hard to distinguish goodies from baddies in the heat of battle. Secondly,
you may fire flares to bathe the scenein light but you must remember that
you only have a limited number. There is a third method which could be
used in emergencies which involves landing your Skimmer on the
planet's surface and waiting the appropriate time till it is daylight again
(according to the STATUS repont). For any sceptics out there who wonder
why the robots should stop shooting you just because you're like a sitting
duck (they've never heard of the Geneva convention out there), then you
~should know that the robots sensors rely on detecting energy fluctua-
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tions and since you've shut down your ship, they can't track you.

One rather useful feature is the ability to alter your view to either the
sides or back. This means you can circle around objects without losing
sight of them and, more importantly, you can target on objects to the rear
or sides of you and missile them as you're running away. Unfortunately,
the Skimmer isn't equipped with side lasers so you can't laser them but
you've got to give them a chance, haven't you? One word of warning:
watch the Long Range scanner for objects in your path because you can
still collide with them even if you can't see them (you're not an ostrichl).

The long range scanner on the right hand side is another very useful
piece of kit. Irespective of your current viewing angle, the top of the
scanner is always the direction in which you are heading. There are two
modes of operation, long and short range. The long range mode is as per
norm but the short range mode gives the added feature of allowing you
to identify the different types of objects, al'thcmﬁh you pay for this by
losing viewing range. This means you can see the objects well before
they come on scanner. Buildings with which you can dock are shown in
black, while dangerous enemy robots are shown as white dots. This is
very useful for identifying the lethal objects from amongst the passive
ones when in battle because time is too precious to waste.

The compass is a simple device but it is rather sensitive to vibration
and can be damaged by enemy fire. Fortunately, in addition, there are
two very useful ADF'S (Automatic Direction Finders) in the bottom right
hand corner. The top one of the two is homed in on the centre of the city.
This does not necessarily mean that it is in the centre of all the buildings
but it allows you to locate yourself. The bottom one, however, points




towards the nearest jump-pad. By using these two ADF'S, it is quite
simple to find you wa?; around, even without using the main compass.

You must remember that the city is very regular and that the jump-pads
are always located directly North, South, East or West of the centra of the
city and once you're going roughly in the right direction, the bottom ADF
can be used to home you in to the jump-pad.

in addition to these, there are two further items which make your job
even easier still. The first is a tracking sensor which detects when you are
being probed by various alien devices who possess radar equipment.
These objects, whilst tracking you, enable any robot in the area to shoot
you far more efficiently. So these radar bases should be despatched to
the great robot graveyard in the sky as soon as possible. The second
sensor is an alert status indicator. This flashes various colours, depend-
ing whether there are Hunter crafts in the area or just enemy robots. The

rate of flashing is varied depending on whather you are being tracked or
not

Die! You Beastly Alien Thing. . .

Having described your craft then it's down to the actual battle itself.
Although initially, it may seem sensible to blow the guts out of everything
that peeks its head above the harizon, this is not actually the case. This
Is for four reasons. Firstly and most importantly, of course, is that mission
control don't want you to. The second reason is that your laser will heat
up and may be rather slow to respond when you really need it. Thirdly, if
you accidentally hit one of the dockable bases, then they tend to take
offence and tell you where to go when you want to dock. Bear in mind that
If you do accidentally do this, then leaving the city and returning makes
them forgive you (time’s a good healer). Fourth and finally, there is a
particular type of alien who will happily let you go around doing your own
thing, unless you try to shoot at it in which case, | wouldn’t want to be in
your Skimmer. Therefore, you will realise the important point is bein
able to identify objects as soon as possible. All forms of Hunter attacﬁ
craft are reasonably easy to spot because they are fairly fiat and hence
always appear below the horizon when they first appear on the screen.
The best way to shoot these is to stay as close to the ground as possible
in order that they can be lined up by the laser. Be careful you don't scrape
the barnacles off your ship by going too low or try and enter the bases at
this height. Most of the hunters are reasonably easy to shoot, although
the mark ones are hardly worth wasting a laser shot on because by the
time you've got close enough for them to see you and rise up into attack
mode, you could have rammed them anyway (I'm not recommending this
as a means of conquering the planet but it can sometimes be useful as a
last resort if your lasers get damaged). Alternatively Mk V's are rather the
opposite, mainly because they have a lot higher fire power, faster man-
oeuvering, and also the ability to fire AMM's if you try to missile them.
Luckily, these Hunters and the control towers are the only robots that are
able to fire the AMM's. However, the ability to shoot these is an essential
skill. You should realise that the robots don't have instantaneous reac-
tions to a missile being fired so if you fly close to them before firing the
missile, it's got the best chance of not being wasted.

As the Mk V's are fairly hardy, you shoulid give them a couple of blasts
of laser in addition to a missile to be certain of destroying them. Some
buildings have the ability of firing missiles at you and a very wary eye
should be kept for the warning of one of these being fired since they are
fairly lethal to {fu. They can quite easily be despatched by one shot of
laser or an AMM though.

Once you have had a bit of practice at wreaking havoc on Tau Ceti's
surface, then you should set off on the task of collecting the fuel rods.
You should plan out a suitable route before setting off, using the map
function to determine in which positions the appropriate jump-pads from
city to city are, and to try and minimise the distance travelled and the
duplication of travelling through already examined cities. Be warmed!
Although you may destroy the Hunters within a city, the supply centres
also allow the defence systems to regenerate the hunter crafts for next
time you happen to be passing through. Certain cities only have civilian
supply centres while others have military ones, so you should be pre-
pared and know where to got to stock up on the essential missiles and
AMM's. One thing that is very important is to note down in the pad which
cities you have already scavenged for any available rods because it can
be very annoying turning up at Centralis with only 39 of the 40 rods
sections and not knowing where the last one is.

It is very useful to save the game every couple of cities because you
¢an then return to the previous version if you get slaughtered by a particu-
larly malevolent set of robots in the next city. Although it does improve
your score initially, it is usually better to wait till you've got as many as you
can before trying to assemble them. It is easy enough to fit the rod halves
together but it can be annoying trying to find the other half to a rod which
still hasn't been found. Also, the insertion of the rods into the reactor
room needs to be done as quickly as possible because of the highly
radioactive state of the room. This means that it could be difficult to insert
them all without becoming irradiated if you enter the room to just insert
one rod each time, as compared to inserting them all at the end of the
searching.

Hopefully, for any budding starfighter, this should make it easy enough
trf slaughter even the toughest of the poor robots so | wish you the best
of luck.
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The name for joysticks
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They knew it as Hell !
You knew it as ‘

|
|

: Re-enact one of the most bitter conflicts
. of modern fimes. One of the most confroversial ‘ ‘
3 . episodes in the history of warfare.

‘ % In this factical wargame fake charge of the combined forces of the American

d and South Korean armies in their bloody struggle against the elusive jungle fighters of
the Viet Cong and batile hardened regulars of the North Vietnamese Army. Direct the
operations of your massed regiments —infantry, artillery, paratroopers, marines, rangers and
: air cavalry in six historical encounters. Patrol dense jungle in search of the underground
' i srongholds of an enemy who, like an apparition, appears, makes bloody confactthen slips

away fo confuse again. Relive the bitter street fighting that ravaged the cily of Hue during the
Tet Offensive.

mﬁmm#ngicnfhumuncmﬁmmu#adinnwrprﬁ?wfwhﬂIbmafdamaawk
freedom. Thisis your opportunity o change the history of the world, fo halt the progress of
the communist war machine and; #
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THE HUMAN RACE [Mastertronic)

Unfortunately we don't possess a copy of this game, so | couldn’t
test the following POKEs. Oh well. If they work you can thank Paul
Carloss from Sutton Coldfield. if they don't — wall, that's tough, |
suppose. Anyway, type in POKE 43,200:LOAD (RETURN) and 'press
play ontape’. When 7SYNTAX ERROR appears typein. ..

POKE 43,1
110 1F F= 10 THEN POKE 792.251:POKE 783,252:GOTO 10

. .« followed by RUN (RETURN). The game will now load, but not run.
When the tape stops and the screen goes blank, press RUN/

STOP in conjunction with RESTORE. You can now enter any of the

following POKEs. . .

POKE 444022 to play screen 2
POKE 4440,23 to play screen 3
POKE 4440.24 to screen 4
POKE 4440.,25 to play screen 5
POKE 4440.26 displays the final screen.

POKE 40500,234
POKE 40501,234
POKE 40592 234
to remove the big cat and the dinosaur from the first screen.

POKE 40506,234
POKE 40507,234
POKE 40508,234
to stop the dragonfly moving on the first screen.

POKE 40503,234
POKE 40504,234
POKE 40505,234
to replace the bird with a static piece of garbage.

POKE 16215,141
to make the balls of fire harmless on the second screen.

POKE 50319,141
to become invincible on the fifth screen.

POKE 3707.(0-4)
to choose which tune is played on the title screen.

SYS 3700 restarts the game.

How about infinite lives and the Use the DRILL to tha SAFE

solution to the first level? Yeah? and get the DYNAM

OK, here's some POKEs, cour- Use the DYNAMITE to clear the

tesy of those Bcu RUBBLE in B2

Load the game, reset the Get the TELEPORTER CREDIT

alternative method of from D2 via D3

these POKEs would be ﬁﬂHTELEFﬂHTEHinm

appreciated) and typein... the CANISTER from B2

POKE 13563.234 GobacktoClandt to A1

POKE 13564 234 Dispose of the CAN , then
' teleport back to C1

SYS 2625 to restart. Get the KEY from F3

MNow, here's how to complete ﬂuHE"Hntnnpmﬂmnﬂﬂll

the first level . . Getthe LEVEL TWO PASS from B1

£
3
Fg.
E
a4
3

TRANS-LEVEL TELE-

from A2 PORTER at A3
Pay the TELEPORTER in C1 Exit the TRANSPORTER. You
BFIILL to A1 and get the HAND  ghould now be on level two . . .

to cute 'n’ cuddly Hanna
Teleport back to C1 . —Gmﬂm'l'nrwGHﬁEH
Enter the MAGNETIC LIFT in C2 — for the above solution).
Exit the LIFT at E2

1985 [Mastertronic)

;Ilnnnuaﬂudmlhtu
supplied by Paul Carloss . . . i

18YS 63276:POKE 783,1:POKE 831,255
2 POKE 832,2:5YS 62828
%Tﬂﬂﬂﬁ :POKE 750,252:POKE 770,167:POKE 771,2:POKE

Hn-m-rﬁuu ETURN) to load the
N [Fl AN) game. When the 64 resets, type

1FORG = 11EE-4TD 11584:POKE G,0:NEXT

2FOR G =27676 TO 27693:READ A

3 POKE G A:NEXT

g m 9750,219:POKE 9753,219:POKE 9756,219:POKE 9758,219
6DATA42,77,79,68,73,70,73,69,68, 32, B6,69,82,83,73,79,78,42

AUN (RETURN). After a short pause the game will run and *
VERSION * willhndhpllwdntﬁnhutmnnmwﬂm
Yeah? OK, press the fire button and play the game . .

lﬂﬂﬁwaﬂHﬂHHﬂlﬂlE!ur
. Type in this listing, as

D e R R R e P W, o e M S S S Ky LR S e AT L e s g S e o
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CAULDHOH (Palace Software)

10 FOR | = 973 TO 980:READ A:POKE | A:NEXT

20 DATA 169, 130, 141, 200

25 DATA 163, 108,47,0

30 FOR | = 679 TO 767: POKE |,PEEK(l + B192):NEXT
40 SYS 686

Now enter SYS 63276:POKE mHPﬂl{E 332433’1"5 62828 1.'F.'.E
TURN] (don't RUN the above listing

up--ﬂwhmHEAD‘rmtm- FINH-nlnnd

the game.

JET SET WILLY [Software Projects)

Yet more useful POKEs for this platform game, courtesy of

ﬂmnrﬁtlngjramfmmndh,l s Mynr:htumﬂnhuwm

aour Wiily tape, lrpo n following listing — followed by
N (RETURN) — and then m tape. The game will load
and run as normal, but the Wine wlih-ﬂ:ullndllﬂ

sprite collision detections mr,-n:lrmwllllmhn-nn

infinite number of Jet Set to play with. Coo.

9 SYS 63276:PRINT CH

14
10 POKE 783,1:POKE 830, QOI{EBEE 48:5SYS 62828:POKE
53265,PEE ]MDE'&‘E
11 FOR | = 8941 TO B955:READ X:POKE | X;NEXT
12 FOR | = 0 TO 42:READ X:POKE 1280 + | X:NEXT
ETFGH#-E?ETDW?P&KEIFEEH{NEEH}
28 NEXT:STOP
99 DATAD, 5, 52, 206, 76, 0, 5, 137, 238, 76,0, 5, 76,0, 5
100 DATA 169,27, 141, 17,208, 169, 85, 141,98, 242, 169,169, 141,148,
51,169, 0, 141, 147, 51
101 DATA 169, 234, 141, 148,51,168,76,141,119,57,168,7,141,120,
57,169, 46, 141, 121, 57
102 DATA 78, 160, 15

UP ‘N’ DOWN (US Gold/Sega)

Wouldn't it be nice if all the mmdd-'llycllﬁ.“dm
thin air. Hmm, yes it would. Tel what, type in following

listing, as supplied by Andrew Grifo Walkden in Worsely . . .

10 FOR A = 300 TO 313:READ B:POKE A B:NEXT
20 DATA 162, 165, 160, 124, 142

30 DATA 248, 138, 140, 248, 138

40 DATA 32, 132, 255, 96

n Dﬂﬂ'ﬂﬁllll‘l:‘l:l.‘ld'l]:plﬁu
hyLOAgwI:'I‘UM} ‘Press play on tape' and wait {
load before attempting to enter these POKEs . .

POKE 1011,44
POKE 10121

Now type RUN (RETURN). Once the game has loaded it will run, and
all the silly cars will have gone (apart from your own, that is).

RETURN] followed
for the loader to

ur'n’
Down !



EXPERT ADVICE. ..

FOR USERS OF TRILOGIC'S
EXPERT CARTRIDGE

s ¢ e e

e mr— — -

RILOGIC Bid i
O274-6842898

Games on the 64, as we all know,

the machine has grown. U -
nately for us mere mortals, more
and more

time run out all too quickly.
A number of games have 'cheat
modes’ which allow invincibility,

This Is also true of disabling the

hero to walk through walls etc.
After all,

fun. of this has been over-
come by several clever hacks to
give more lives or time. Unfortu-

way to examine and modify the
code involved resetting the com-
Putar which could corrupt or most
ikely, result in the complete loss
of the program. Until now. {
As you may of guessed, help is
at hand with an excellent new pro-
duct — Trilogic's EXPERT CAR-
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have become bigger and better as
the programmers’ knowledge of

games include levels we
can dream about — either lives or

but as these are often used for test
purposes by programmers, they
can spoil the essence of the game.
sprite detection or allowing the

zapping the nasties or
dicing with death is all part of the

nately, with some games, the only

TRIDGE, a new tape to disk 'prog-
ram freezer' system which fea-
tures a very powerful machine-
code monitor. When a game is
stopped using the EXPERT no code
is lost or corrupted, and it also very
cleverly remembers where the
game was stopped so it can be
awtarted again perfectly every
me.

As owners of the EXPERT will
know, it has an excellent machine-
code monitor (if the very mention
of machine-code fills you with
dread, fear not—read on, it's easy
with the EXPERT). Using the
monitor facilities, you can alter a
game and then restart it to try out

ur alterations or save it to disk

irst.

Hopefully, each month we'll be
showing you how to work various
cheats on games which would be
impossible without the EXPERT
cartridge. Follow the step by step
instructions below, be careful —
typing mistakes can resultin a fatal
error — ie, the program will hang-
up when you try to restart it!
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"GAMES AT THE
. SPEED OF LIGHT.”.

L .

’ T LIGHTFORCE is for VENGEANCE............

| g - LIGHTFQRCE is the Punishment Arm of

~ : Galactic Fighter Command.

When a Terran-settled system at the edge of
the galaxy is seized by an alien force revenge b
comes in the form of a lone
LIGHTFORCE fighter.
LIGHTFORCE confronts alien in a dazzling
battle above the strange landscapes of the
Ice-Planet,the Jungle Planet, Alien factories
and the impassable Asteroid Belt.
LIGHTFORCE — at the speed of Light . .
- from FTL. e

SHOCKWAY RIDERS are the pick‘nf the
street gangs - ATHLETIC,AGGRESSIVE &
ARROGANT -as they cruise along the
triple-speed moving walkways that circle
the great MEGACITYSofthe 215t Century.
THE ULTIMATE AIM OF EVERY RIDER
isto go “FULL CIRCLE"' - to do that,he must
fight off the -Block Boys,the Cops and the
Vigilantes - as wel! as negotiating the Speed
Traps and Rider Ramps erected by the angry
local residents!

SHOCKWAY RIDER is the most ogiginal
arcade game of the ygar -

THE ULTIMATE FUTURE SHOCK!!

et f sl LIGHTFORCE AVAILABLE SEPT. '86
SHOCKWAY RIDER AVAILABLE OCT. ‘86
¢ SPECTRUM£7.95
AMSTRAD & COMMODORE £ 8.95
S

msrm -an «11 FTL FHS%EH THAN LIGHT, CARTER FOLLIS GROUP OF COMPANIES,
& SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ. Tel: 021-520 2981 (4 lines)
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THE SECOND CITY (Novagen)

Christopher Hester from Baildon,
W Yorks managed to finish this
me in a week! Here is a list of
new features he has disco-

a) a cheat room, accessible
through any triangular door, Only
ane problem — no key!
b) dark rooms which
ﬁnmﬂ'ra PHOTON EMITTER cannot
. These appear o .
giﬁatunall traps are mrrli:ﬁ by a
ull and crossbones, so you will
mtﬂﬂ'reamumrtumﬁﬂ'ﬂ
ma@mmmmmwsh
ble are those of tha floor — not the
walls — it's basically one of three
a}‘ Tﬁ:uaahh Really
G
lls are needed

to ehend them. Rooms you
t Hu:gaﬂmﬂuuddmﬂydln—
appear other rooms appear
instead! However, there are
“two sets of layout to
ore, and certain rooms | call
gger' rooms since they swap
ﬂ':d amenh]u:t the
'sa _ upin

above the COLONY CRAFT.
ing the fastest ship | could get, |
by 85,000 feet — after

the WS n:limh'ggau
wly it would be impossible to
reach the object. | have tried to
take the PALYAR COMMANDER'S

failed and | don't believe it's possi-
ble because . . .
Qmmtn ﬂﬁnnlmm—
es you X up any object.
Before, you could even take the
mysterious ship and the FYRAMID
that lie outside ﬂ;jgrl}r Mul:*e
importantly, you the
COBWEB and use it as a aton
key. You don't seem to be able to
take the COBWES in the Second
G.Prru— the mw:nﬁi;taimpla: it
would enable you to get through a
door, and hence enter
the Hoom — what this room
does, | hope Novagen reveal soon!
h) there are two devilish mazes. At
first, one appears to be a trap bet-
bymnahlueﬂjia re;nrunrn,hut
dropping each room
| discovered it is a maze of eight
rooms similar to a maze usually
found in adventure . At the
end of the maze the PASS,
needed to enter a hangar outside
the city. -

The second maze consists of a
set of orange wall-less rooms that
appear blank to the eye —it's quite
a challenge to get through them!

less you use the map

| couldn't find the GOLD, In
S g e e S
has risen, a hl.lrn:.lrm:mfle.I Ma
S e e

aps the go OUS
object in the sky. Unfortunately, |
couldn't confirm this.
1) another major concems
gimmﬂﬁr g o e
- tappears up on the Lolony
Craft, where you can happily take
it or drop it — but you can never

§3362333 é

use it! Confused? Weill, it's locked
in a room where you can enter, but
not exit. As , the cheese
isra;!lhr“:;a . ship that doesn't
require oweramp. It's
useful to have, so has m
Woakes locked it away for good?
Fear not! The Cheese is also dis-
ised — in the Palyar Briefing
as the TABLE! Assuming you
have the Antigrav, go pick it up —
and fly away.
k) the ANTIGRAV is really useful —
more so than before — since a lot
objects are 'TOO HEAVY", includ-
the TABLE, COFFIN and BEDI

a =

Ehhmumbaaxpluraﬂ:; are
progress. However,
Emitter isn't as easy to obtain as
before — it's in a room in the Col-
ony Craft, and to get there you
need to use a transporter —a one-
m}htmnw The room in
the Photon Emitter resides
has only two exits — one is a trian-
lar doar, so can't use that,
otheris with a skull and
crossbones — tha only true exit!
Go through this door and you will
find yourself falling toward the city
— but don't despairl Simply drop
all objects and press CTRL-Q to
QUIT —this will give you a new ship
plus the Photon !

don't have the Photon Emitter,

here's a hint which should help you

getaround. . .

wrnﬂtmmn.fgrmn;;aﬂﬂma
steps away. Tum :

then push forward until you hit the

wall — keep pushing forward and

Il see that

door, your

way uﬂr rse, can

see the anyway, this
is useful in a

dark room. You will have to really

make use of the compass and

slide along each wall!

When you find a valuable

such as the C , don't

find out .
For instance, the LARGE BOX
fetches a 202,600 credits
when placed in the Mechanoid
Stores, whereas the Palyars offer
a measily 25 credits!

3
g
3
8

ybe As | mentioned earlier, there are

certain ‘trigger’ rooms which
change around the layout. In the
Colony Craft there is a dark room
mﬂiﬁ'ﬁ" mgﬂm The
i isa room.
only way to tell is to leave your ship
inthe hangar, enter this room, then
return. You will see that the ship is
no longer there! It hasn't been sto-

GRYPHON [Quicksilva)

How would you like to see what lies beyond the wall on the first
level? You would! Well, well, well, it looks like this is your lucky day,
;Inumcmmmmmmm“n Type in this

10 SYS 63276:POKE 783, 1:POKE 829,43

20 POKE B30,42:POKE 831,58:POKE 832,42

30 SYS 62828:POKE 1004,0

453 E%ET'E = 795 TO 810:POKE G,PEEK(G + 10000)

mumamwmmmnumnmnm. ‘Press play on
Wwﬂt a few seconds . .. When the screen clears and
is di in the top left hand comer of the screen
GOTO 40 Hﬂkm:umnwlltgnhhrﬁhrnm.thm
allowing you to type in SYS 49400 to
load the next part of the game. When the opportunity arrises enter
SYS 1010 to load the rest of the game. Now you can enter any of

POKE 48272 234

POKE 49273,234

POKE 48274,234

disables sprite collision detection — but you can't shoot anything.
POKE 49305,234

POKE 49306,234

POKE 49307 ,234

makes you invincible — AND you can shoot the nasties.

POKE 6866,76

POKE 8867,222

POKE 6868,26

makes flying easier — you will only go down if you push down,

POKE 49244234

POKE 45245,234

POKE 49246,234

lets you to pass through the walis separating sach level.
FOR A= 49220 TO 49226:POKE A, 234:NEXT

speeds up the game by at least ten times!

SYS 4700 starts the game.

antered the room,

. you can see
wherea the axit is!

'rﬁ'ﬁmrm_m 8 T oM Wik i mits of bie
rooms res so To maze

keep checking the . Using ﬂndgﬂgrﬂenrmrna.ﬂﬂwmﬂﬂm
the alternative layout you can get map, or enter from the hangar (13-

08) and go SOUTH, SOUTH, EAST,

you
ayout. The door to the
dark room will now lead to the end
of the o maze, and you will
find a key . Note, that in the
alternative layouts you cannot use
the eievators.

difficult, and | apologise

if parts of the maps are
ncmnulmmﬂumunn round.
There's ing you can do about
e s & W i e WA M
e map wrong way
of the game!

of doors to
check where you are,
| found this reversal effect goes
Shang o S 15 o
n
were nrig!ﬁngrhr. The room that
reverses the map is marked H and
is part of a yellow room that could
sions of the room! Also, since you be here, as there isn't a
nearby hangart
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-..SIEVE! That's it. . . I've got a memory like a bucket.

Well, it's au revoir from me — until next month, anyway. Send all
those crucial tips, hints and POKEs to: ZZAPI TIPS, ZZAPI
MAGAZINE, PO BOX 10, LUDLOW, SHROPSHIRE SYB 1DB —
and don't forget the ZZAPI MAGAZINE bit, ‘cos | don't think Mr

Smith and Ms Rignall would appreciate receiving tips for the Com-
modore 64. Come to think of it, | wouldn't appreciate them receivin g
ZZAPI| TIPS either, ‘cos they'd only wipe their noses on them or eat
them — or both. Ugh. See you next month. . .

———
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Can you meet the ultimate challenge?

NEW Spectrum £9.95 tape

NEW Commodore 64 £9.95 tape, £12.95 disk
Amstrad CPC £9.95 tape, £14.95 disk
BBC/Electron £9.95 tape, £12.95 disk

Purnell Book Centre, Paulton, Bristol BS18 5L.Q
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ROLLING THONDER .
"*an's ALLEYKAT! ¢ ¢

Take up the challenge and ride the w‘?ﬂ?f
of death. . . you'll have two things onfour
side — lightning speed and heavy f
firepower — but to blast your way through |
the 32 events on the space race calendary
you'll need cash, skill and nerves of steel. . .
will yours be the new name on the trophy?

._nf =

Another fantastic and visually Stunning
game

Pagadrosd and Uridium.

For Mail Order send o chegue P.O 1o
_Hewson Consullggts Ltd. Order by Creait
Cord sending your Access Barclaycard
number, and a sbecimen signature Don't
forgaliip enciose your name and address

+0OR COMMODORE
CASSETTE £8.95
DISK £12.95




THE COMPUNET PAGE

NOZIN' AROUN’

IN THE CNET

DEMODIR. ..

ince the departure of Gary

Liddon from this humble

ZZAP! vestibule |'ve actually
had the chance to use this Com-
punet modem thingy — and quite
a exciting little doobrie it is too.
Mind you, it hasn't been the best
of months, upload wise — there
certainly seems to be a distinct
lack of them when you consider
just how busy some months have
b&an Still, the quantity may well
have dropped, but the quality cer-
tainly hasn't.

One of the best progettes l've
sean recently is the TRANSPUTER
DEMO, a slightly (to say the least)
scaled down version of the trans-
puter program which was shown
on Tomorrow's World some
months ago. It's a sort of surrealis-
tic Newton's Cradle suspended
above a chequered floor and fea-
tures quite a jolly Electrosound
piece. GOTO DEMOS and BUY it.

Another nice demo in the DEMO
DIR is XESS1 RENDEZVOUS, a
team product from Stu Taylor, El
Stocko and Shandor. The original

demo featured Jean-Michel Jarre
music, but since it is to feature on
the Compunet DEMO disk (more
about this next month) it had to be
changed (due to the copyright
laws) and now features an original
Electrosound track. The screen
displays a great picture of the
Rendezvous album cover, com-
plete with moving mouth uttering
‘Rendezvous’ and a now-stan-
dard sprites-in-the-border mes-
sage.

Also in the DEMOS DIR is LIZ &
CUJO, a little offering from (would
you believe it) Lizard and Cujo. It
features a nice black and grey
Lizard piccy of a Satyr (7) along
with an Electrosound ditty from
Cuijo.

Last month we mentioned
URIDIBAD — this month we have
the ‘real’ thing in the form of the
URIDIUM DEMO from Hewson,
found in the SCORCHER DEMOS
DIR. It's not brilliant, but it still
might convince the three Commo-
dore owners who haven't got the
game to go out and add it to their

Sam Wade's sensible message toafl , . .

Another scary picture, this time from Lizard. We
couldn't photograph the Cujo music so you'll have

to imagine it.

You might have seen the Transputer varsion of this
on Tomorrow's World — this one's better 'cos it's

got music AND a scrolly message!

It"s weally scaweel The MONSTER SHOW from

Reset 86: Hugh Riley,
Maniac ('cos ha's a MANIAC!)

JKitand . ..um

software collection.

MONSTER SHOW is the latest
upload into MANIAC'S DEN, and
qu'rta a cast it boasts too: ‘con-
cept’ by Maniac (whatever that
means), sprites by Spidey, a
screen piccy by Hugh Riley and a
varsmn of Bach's Toccata and

%by Kit, all going by the name

set B6. F must say that the
|ie1,r piccy isn't one of his better
ones, but it's quite jolly all the
same. By the way, Alex, ol’ pal, ol'
mate, ol chum, we didn't vote
one, just like you so nicely
requested.

If you GOTO MARKII and DIR
your way to the Wolverines direc-
tory then you'll be able to BUY the
NEPTUNE demo. It's a really
pleasant bas-relief pm? with two
scrolling messages and the (very
good) music from Hocus Focus.
Good stuff Cory and Gary, or
should that be Yorc and Yarg?

Young Anthony Crowther has
plonked six new tunes into his DIR,
found in the We MUSIC directory
in the CONCERT HALL {GOTO
1601). WE DEMO (7) B.M. is a fair-

to-middling version of Blue Mon-

day, complete with a simple piccy,
whilst the others — ingenuously
titled RATTSDEMO(1) (2, 3, 4 and
5) — are ‘sixteen sprite scroller’
jobbies complete with strange
tunes burbling along in the
background. Not the best demos
around . . . but then again (cliche,
cliche) they're not the worst.

‘DON'T SMOKE!" is the mes-
sage from Sam Wade (ID: VEN-
TURE). Well, that's the name of his
(or her) latest piccy, found on the
‘pages’ of JUNGLE Il. Featuring a
reasonable picture of a packet of
(whisper) Benson and Hedges, DON'T
SMOKE has a rather blatant mes-
sage for those who pay homage to
the great god nicotine — IT CAN
KILL! Forceful stuff indeed!

That's it for the moment —
perhaps the wintry weather will
force programmers back to the
keyboards of their 64's and there
will be a glut of demo's next
month. We shall see . . .

JAZ
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THE ARTGALLERY

Sensuousness is the theme of this month’s Art Gallery and all four works are
loosely connected by that pervasive embrace. It is mistakenly thought that
art critics are an astringent, denaturated lot. We are not. We too have
feelings. Do we not bleed vermillion when we are cut? For my part, | can
sway in sympathetic ecstasy with the coiled worms and stabs of naked
colour in a late Van Gogh, | can wrap myself in the body-warm blankets of
Gauguin's brushwork and sizzle with the exotic imagery and electric pig-
ments of Chagall. Rob Jackson’s rainbow period screen work turns me on
too. Sensuousness is not merely an erotic function, it is one of physical

pleasure in general — the sense of enfolding security in coming home to a
warm house on a harsh winter's night, this too is sensuous. Colour, warmth,

erotica and movement — these are the elements this month.
Brigitte van Reuben

METAL BAR Il by in a devilish sensu- opposite end of that one suspects is
Mat ousness as though Minter's zoological relished for its own
This artist’s work they longed to burl  spectrum — the sake, as if the artist
harps heavily on themselves off the incubus of hate and weresaying to us, go
comic strip/musical canvass and wrap loathing eviscerated on, try it for yourself

themes, presented up the viewer in a from the gut ol — you may even
with all the violence less than loving human psyche and enjoy it.
of post-Haight embrace. Thesecre- made flesh before

Ashburyism. The atures of the night- oureyes. Thereisan

brush marks writhe mare are at the unhealthiness here

again, it is the furi-
ous  suggestion of
movernent created
by the florid brush
strokes that gives
this work its feeling
ol SENSUOLSTIESS.
We arg ot
expecied to penet-
rate the iron-clad
defences of this
man's  spectacles
and yet by the very
presentation, we are
invited to do so. The
artist plays with our
emotions, mocking
vet tempting, draw-
ing us further into his
Canvas then
rebuffing us with
glacial technique,
eschewing the
candy-coated tidbit
that might just be
glimpsed  through
the glasses con-
tained in the barely
seen eyes — but
Music is an indirect has been for so then again, are they

b
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TANGERIME
DREAM by Steve inspiration for this many Ant Gallery eyes, or are they

faka) G striking image, as it  pictures, Once  reflected images?
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RAINBOW MAKER
by Rob Jackson

Jackson's  second
work s quite diffe-
rent from the first,
Colour here, rather
than acres of naked
flesh, sounds the
sensuous  clanion
call 1o the soul. Jeff
Minter i the

painter's subject
and the unmistake-
ably strongly

aquiline profile of
the famous prog-
rammer is dashingly
rendered. For the
rest of the canvas, a
narrative  compila-
tion of associated
ideas is woven bet-
ween  visual ele-
ments of the rain-
bow spectrum (in-
terestingly a compu-
ter for which |
believe Minter holds

litthe affection],
Pyramids are
associated with

camels, and the
pyramidal shape is
echoed lower down
in the prism which
splits  the  light
emanating from
Minter's eye. The
image is, of course,
dervative of Pink
Floyd's Dark Side of
the Moon album,

- miuslc to which the

subject B known 1o
be partial. Lower still
are the heads of a
sheep, a llama and a
camel — the
favoured heraldic
iinter devices., But
what are we to make
of the satanic goat?
Is this the dark side
of Minter? And for
that matter, what
should we make of

AS IT'S SUMMER by

Rob Jackson

fackson, master of
the mixed

metaphor,

offers us a blatantly
erotic  subject,

time-honoured
rendition of

fernale anatomy but
presented in a mod-
e way, The pop art
is the epidermis of
this work, echoes of
advertisement

hoardings and sun-
tan lotion Commer-
clals glve an uneasy
edge artistically,
bringing an
intended taint of
sewisl  atttudes. In
Jackson's work the

feminkne form is rep-
resented in a man-
ner designed to be
ogled, she s
reduced fo &
cypher. Here we are
not looking at a
female person, but a
sex-phantasy object
and As i's Summer
is to the female form
what Calvin Kiein's
famous MNew York
six-storey high Y-
fronts adveriisement
was to the male, Itis
a beautifully posed
form however, and
you can almost
imagine this femaie
cypher walking off
tonards the beach,
out of the picture

the star above the
hiblical dlegiert
above? Is the this the
light sidei But then,
what is colour if not
light and dark? It is
white light that splits
to make the spec-
trum colours and
absence of light that
is darkness. Jackson

is suggesting that we
contain all of this:
the rainbow enters
the back of Minter's
head and is re-inter-
preted as white light
to be yet again split
into its component
colours — a dream
weaver, a rainbow
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FLY THE WORLD'S MOST EXCITING
AEROBATIC SPORTS JET

/ iCI'OJ'cr“‘

e

Take a deep breath and fasten
your safety harness... you're in
for the thrill of a lifetime in
ACROJET your own personal
aircraft.

ACROIET simulates the BD5-|, a
one-man 200 mph plus jet aircraft that is
fully acrobatic and everything a real pilot

could want or handle with outstanding

3-Dimensional graphics, sophisticated

instrumentation and amazing quick response aerobatic
manoeuverability,

; Experience a new level of excitement and sophistication in

i flight simulation. Compete with up to 3 other players in the
Decathlon of Sport Aviation to achieve the title World's Greatest Sport

Dlsc TAPE Pilot, only awarded when }rul.“:\rwe you can outfly Major Bill -
icroProse’s own real fighter pilor.

Acrojet is an exciting and thrilling advanced flight simulator that will
challenge even the most experienced armchair aviators and provides
thrill and eéxcitement unknown in home computer

simulations,

£1499 £9.95

THE WORLD'S FOREMOST SIMULATION el THE WORLD'S FOREMOST SIMULATION
e~ |- ego > s w1 ue SOFTWARE PRODUCER

SOFTWARE PRODUCER adl L £0 -
Manufactured in UK. under licence from Micro Prose by
U.S. Gold Ltd, Units 2/3, Holford Way, Holford, Birmingham B6 7AX Telephone 02 356 3388




FILL THOSE GAPS!
DON’T MISS OUT! ORDER NOW!

We keep a VERY limited stock of back numbers to
ensure your collection is complete, after all, we
wouldn’t want any gaps in those ZZAP! Binders. Here'’s
a quick look at what you’re missing. . .
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Paris for breakiast,
Tokyo for lunch and the Golden

Gate Bridge for dinner.

Here's a switch. Instead of running from  escape near Big Ben. Or just gobbling up ~ F-11 fighters. Cops. The Army, Nawy, Air

monsters, you are the monster. the Golden Gate for good. Force and Marines. Even a nuke now
Your choice of Godzilla®. The Glog. But don’t expect a warm welcome.  and then.

A Giant Tarantula. Mechatron Robot. Or  Expect everything else those pesky humans Stop complaining. You know very well

others equally unsavory. can throw at you. Tanks.

What's vour favourite city? Paris?
: “' THE

you had it coming.
You monster you.
Tokyo? New York? London? How about
Moscow? -
Yeah. A nice little trip to eat the
Kremlin would be pleasant. Or how about R
a daring rescue in the Big Apple. A bold

GAME.

e, Caail

Commodore 64 Disk £14.99
Cassette £9.99

Commodore 64 Disk £14.99
Cassette £9.99
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INFOCOM INTRIGUE IN LEATHER g?

LOVERS SHOCK HORROR!

. Whitey had
$ hardly recovered
from Brian Mor-
iarty’s Trinity hit-
3 ting the stands
F when news of

o l

Steve Meretzky's
34 latest  creation,
=2l The Leather God-
desses of Phobos, arrived at my hum-
ble abode. As thetitle suggests, this
i5 like no other Infocom game,
though Steve’s humour is obvi-
ously at work. It's the first "adult’
game to have come from this stable
and, having seen a preview copy,
I'm intrigued. Very!

You play the rlrjr: of an average
male or female human (your sex is
determined when you go to the
toilet at the start of the game — |
kid you not). Inexplicably, you are
kidnapped by aliens and taken to
Phobos, the largest of the two
moons ol Mars. There you dis-
cover the Leather Goddesses. For
some reason, they plan to turn
Earth into their latest sexual playg-
round. It is your task to prevent
them (though why you should
want to is another matter
entirely).

Unusually, for Infocom, the
game uses three levels of play,
though these are not difficulty
levels as such. They are Tame,
Suggestive and Lewd. Each level
uses naughtier (more atmos-
pheric?) text than the last. Some
of the language becomes more
explicit as well as more detailed
descriptive passages. Even then
there are limits. One scene is
merely described as using a lot of
lubricant, some rubber hosing and
a yak. It is up you to imagine the
rest ...

Before long, you find yourself in
more traditional settings, wander-
ing the ruins and canals of Mars in
true John Carter fashion. The sex-
ual overtones are less obtrusive
here. Coming across the throne of
King Mitre {otherwise known as
Midas) to discover that rather than
change things to gold, he turned
them to forty-five degree angles
for some fetish satisfaction, proves
that both Meretzky's humour and
the spicy nature of the game
remain deeply inbedded in the
program. In fact, an interplanetary
tour takes place, littered with
heated distractions.

When you discover that the
goddesses  want  you for
experimentation, even you agree
that sexual freedom can go too far
and so, accompanied by vyour
sidekick, you set about trying to
make an anti-leather goddesses
machine to save Earth from the
imminent invasion, Other charac-
ters in the game have their sex
decided by your own chaoice at the
beginning of the game.

Packaging is always an impor-
tant way of adding atmosphere in
an Infocom game, and some origi-
nal ideas have been used including
a scratch ‘n’ sniff card and a 3D
colour comic showing off the
“finer points’ of the goddesses. The
first in Infocom’s new comedy
series, The Leather Goddesses of
Phobos is sure 1o make its mark. It
does wonders for your whiskers,
especially at £24.95)

MEANWHILE

Interested adventurers may not
necessarily be able to play Trinity

A complete monthly guide by the infamous White Wizard

for all 64 owners who prefer games involving typed commands
rather than wiggled joysticks.

LEATHER
GoDPESsEs. ../

that easily, The game, which
involves time travel as you try 1o
change the course of history and
prevent the Third World War, is
the second in Infocom’s Interac-
tive Fiction Plus range, designed
for sixteen bit micros and ported
downwards where possible. As a |
result, only owners of a Commo-
dore 128, disk drive (any model)
and 80 column monitor will be
able to run the program. Ah well,
it looked nice.

STILL IN WITH
INFOCOM

Following the take-over of
Infocom by Activision, the latter
organisation is now responsible for
the marketing of their games. This
means that everybody should now
be able to get hold of their favour-
ite titles via their nearest Activi-
sion dealer. No doubt my mailbag
will increase in size as a result of
the Infocom availability . . .
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bilogopher’s Stone

Ariolasoft, £12.95 disk only

4 Philosophorum s
the full title of

the newest crea-
[ from the

prog-
ramming leam.
T et It's a disk based,
graphic and text adventure for
those who can't live without their
fix of fantasy. The plot is simple: a
good King rules the state but his
wicked stepson ({interesting tur-
naround. . . ) has poisoned him in
an attempt to usurp the throne.
You are the only person capable of
seeking out a cure for the king's
illness. To do this, it transpires that
a white powder like substance is
required called "The Philosopher’s
Stone’ is required.

Life is never simple. The produc-
tion of the substance is known
only to a few monks (wot, no
wizards?) in the monastery
known as Lapis Philosophorum.
The monks have no intention of
letting their secret become known
o outsiders. Apart from overcom-
ing this obstacle, the king’s son is
aware of your quest and the reason
for it. He has therefore made your
task more difficult by making sure
the guards do not let you out of the
city. Too many obvious attempts
at leaving and you die.

Not surprisingly then, the frst
part of the game is spent trying to
escape lrom the city. Wandering
around is fairly easy. The city is laid
out in blocks and isn‘t large

enough to lose yoursell in. There
are places to visit, including a pub,
a market and some workhouses.
There are also the cryptic mumbl-
ings of non-player characters to be
overheard, but this is definitely an
adventure rather than an Role
Playing Game. Also, the tavern has
a rather unusual use which, while
not being astounding. is at least
different from the diched ‘Buy
drink, give tip, get hint’ routine.

The graphics are reasonably well
drawn and use plenty of cross-
hatching to give the effect of hav-
ing more cukl.luur&; whilst avoiding
low-res. The character set oo, is
typically redefined. It is generally
easy to read but ‘N's and 'H's are
easily confused and the "X’ was
only discernible by default.

The packaging promises a
‘huge’ vocabulary though I did not
sense its presence, There was also
only the ability to express single
commands in the simplest fashion,
Hardly magical stuff. Still, despite
disk access for every screen, there
was at least a reasonable buffer
and play flowed quite rapidly. It
needed to. [ kept dying. The only
solution 1o being spotted by guards
whenever 1 tried o leave was o
wait until nightfall. However,
there was no *wait’ command. Nor
did the day seem to progressinany
way, asif time was frozen until you
escaped.

The blurb on the packaging
refers to 83 illustrations. Not a bad
number for games of this type. It
also mentions several ‘routes’ to

b 2 04 TRy | <2
i

g e

THE PATH THAT
BOODE TO THE peEnT,
It A NORTHWMARDLY D
URDERGROWTH TO THE
Innnuhh THIE WAY 14
“TILL SOME GREEN Le

win — not ways. The various
methods may therefore, follow
very narrow and inflexible courses
of actions. This adventure really

isn't worth the asking price,

though it's not a total flop. The
presentation is good (complete
with competent loading music and
title screen) but ultimately, I found
it monotonous and shallow, There
is nothing in this game that |

v

haven’t seen better elsewhere and
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you would be far better off buying
a similarly priced Infocom game if
you really had to get rid of the
money.

Atmosphere 65 %
Interaction 58%
Lasting Interest 59%
Value For Money 55%
Overall

56%
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Rebel Planet

S Hold
(@obenturesoft),
£9.95 ragselte

e L first gave
' you a glimpse of
this game a
i couple of months
Eagu and
i promptly got a
b slapped Wrisl
4 from Adven-
turesoft, who
didn't like being associated with
the now defunct Adventure Inter-
national. They especially disliked
the references to Brian Howarth
when he had nothing to do with
the game. Even Wizards make
mistakes. Anyway, they have
invited me to pay them a visit soon
o see how their games are
designed, so stay 1unui'. ol

And on to the game. The first
thing 1 noticed about the Commo-
dore version (having had a Spec-
trum copy for the preview) was
the increase in graphic quality and
the speed of response. The former
aspect is to be expected but the
previous version had taken some
time to respond to commands
whereas interaction was almost
instantaneous on this one (as
indeed it should be).

For those of you who missed out
on the plot last month, you play
the role of an agent for the Earth
based organisation SAROS
(search And Research Of Space)
which is trying to break free of the
grip of the expanding Arcadian
Empire. You are on a mission 1o
the planet Arcadian itsell disguised
as a Merchant. Once there, you
must destroy the central computer
controlling the minds of the
enemy troops. First you musl
travel to two other worlds 1o mis-
lead the Arcadians. Then, on arn-
val a1 the homeworld, seek out
allied spies who have information
on how to access the computer
with a series of number codes.
Simple eh? Still, it's better than
aVCragL.

As mentioned in the preview,
the game is based on a book by
Robin Waterfield which forms part
of lan Livingstone's and Sieve
Jackson's Fighting Faniasy series.
whether reading the book will
help you with the game, | don’i
know. 1 doubt it would be much
use after previous experience. The
game is neatly packed in a double
cassette case with a decently sized
instruction leaflet.

Games like this never seem 10
have a reasonable vocabulary or
parser. When the computer gave
me a yes or no prompt and 1 typed
in ‘N’ it said, “You cannot go that
way." It understood ‘laser’ and
sword’ for laser sword but only
understood ‘ampoule’ for
analgesic ampoule. Some of the
responses were a bit non-sensical
as well.

Ah well. It takes some time and
a very precise course ol actions to

stock up with supplies and tools
before you land on the first planet.
After that you have to keep track
of your personal status (energy
tablets may be carried to sustain
this) and the scheduled take off
time for your vessel. If youre
really stuck, you can retard take
off time but this feature may only
be used once, so be careful.

Rebel Planet is a fairly standard
effort and though 1 mentioned the
parser before, at least it now has
AND, THEN and IN usage (which
does prove useful). The graphics
are pleasantly drawn as well so
those who don’t have the neces-
sary imagination to view their sur-
roundings in adventure games
should not be disappointed. Those
who are more interested in the
flexibility of the plot and interac-
tive capability of the game may be.

There are some good points,
Using a time limit works well, it
adds a bit of pace to the setting
from which the adventure benefits
greatly. The location descriptions
are always visible on the screen,
which cuts out the necessity Lo re-
type ‘look’ every time you want Lo
inspect the surroundings, and the
screen display itself is very neat.
There's very little atmosphere
though, the game relies too heav-
ily on its graphics for my liking. All
this comes down to taste. Yer pays
ver Zorkmids and takes yer choice.
| can think of plenty of other
games 1'd rather spend my hard
earned Zorkmids on.

Atmosphere 52%
Interaction 54 %o
Lasting Interest 49%

53%
52%

Value For Money
Overall
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New ﬁdvcnmr: Serp:

“Adventure, The Count, Pyr:
Doom, Spiderman, Dallas Quest,
Sorceror, Planetfall, Suspended,
Wollenstein, Qummn,MHE&fi’
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Scena 1 — SCane 2 — Sceng J — Scened — scens S —
Escape from the dungeon Battle with the guards Profect your comelson the desert  Flying carpefs and giontRoc birds  The sulkan ransiorms himsal! into
orossing a dragon
THE LEGEND OF SINBAD for the Commodore 64/128 Game Author: Jason Benham.

COMMODORE | Setinthe golden age of Caliph Al-Rashid, you play the role of the brave adventurer Sinbad the Sallor. You have been kidnapped and
thrown into the dungeon of Sultan Salabim’s forfress. But, refrieving your plundered treasure, you escape from the dungeon by battling
24 f 4 2 B your way past the guards and vultures through the serpent-infested tunnels.

Once past the two dungeon gates, you stumbie across o discarded sword. Just in time, because a second troop of foriress guards a r
and a terifying bottle ensues. P * ppea

Conquering the guards, you now head for home fransporting your valuables on a caravan of camels across the scorching desert to Baghdad. Bravely, you defend the
camels uu-.:rlrmnaa incessant attacks of the deadly beasts of the sand. . . g

The Sultan Salabim, furlous at your escape, orders his personal bodyguards aboard flying carpets and summons the giant Roc birds. Togethar, they form a cordon
around Baghdad. Undaunted, you take to the skies, and the scene Is set for a dramatic showdown high above mmmuﬁmuﬂha city. o i/

The sullan has one remaining card fo play. He can magically fransiorm himself into a fire-breathing dragon spifting huge fireballs towards you.
Can Sinbad friumph in this tilanic struggle?

Feaiures include: 5 screens of aclion — each Is a separate game in ilself. 5 haunting funes, beautiful graphics, Impressive animation, and a
ingenious password feature allowing you fo skip screens wfﬂgn you have already c?:mpialadnnm

PRICE: £9.95 (cassette), £11.95 (disc).
PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES PRIZES

Ifyou complete the game, you can enter our competition. The prizes include a beautiful carpet, a curved knife and a hand-carved wooden
horseman (all uine Arablan products), and £50 in consolation prizes
Closing date: 31st March, 1987.

OUR GUARANTEE
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disos will be replaced
AMSWERING SERVICE FOR DRDERS immediotety




MELBOURNE HOUSE were offer-
ing a hologram and 50 copies of
The Hobbit to the ZZAP! readers
who could come up with the most
impressive portraits of the Muddie
Earth reviewers. Lee William
Price from Warwickshire, CV11
6UQ has won himself a hologram
of one of the Riders of Nazgul. Well
done, Lee. The following runners
up all get a copy of The Hobbit:

Anthony Hughes, Shropshire, TF12 5EQ;
Martyn Dakley, Morfolk 5, NR10 3JNN;
Jonathamn Cheshire, SK126LL; Ste-
wan Cunningham, County Durham, DLS
SAH; Daniel Polwarth, Essex, 1GE TRG; Paul
uss, North Humberside, HU12
BAF; Martin O'Gorman, Cheshire, SK10
2J0; Mark Holden, Lancs, BLE 6LJ; Sean
Miles, Sheffield 5, 55 BFS; Graham Plavin,
Guernsay, Cl: Justin Cleator, Christchurch,
uﬂm.lﬁ'm-;i";nt, HP"EE;-I"E“M Y
ones, ;
Bourne, East Sussax, TNA5 50A; Keith
Reynoldson, Herts, AE10 8JU; Jonathan
Mummery, Sussex, BN4 4P0: Kieran

INERS <

YUCKY ZZAPI! REVIEWERS PORTRAIT

O'Neill, Lanarkshira, ML12 BAD; David
Hickson, Durham, DH1 4NL; Martin Robert
Smith, West Midlands, DY4 0RH; Alan Dic-
kinson, Shotton Coll, County Durham;
Anthony Gisbourne, West Midlands, W10
THR: E l, Bristol, BS4 35G; Shazad
Igbal, Bury, Lancs; Carl Potts, Cumbria,
LA11 88J; David Pye, Lancs, WNS BJA:
Thomas Mc , Scotland, GBT 4JE;
Adrian Seymour, Cormwall, TRE DDX;
Michael Duncan, Ed h, EH#& BDZ; Paul
rigs, Kant, ME10 : Mark Poin-
o, , GWB 200; Jﬂh’ndnlh
Tameside, SK15 1RD; James Fnrhmnum.
Newcastle Upon Tyme, NE3 1RQ; Jonathan
Pilcher, .rmnun: Stephen
, CAZ TQIB; Martin Lee,
D-wn,ElEEH-‘E DI'II'H:IHII'II'!' Hottingham,
, Fife, KY1 1PX; Angus
Lee, Scotland, JI-LE..'IWH-H Ghahlrjrnd
Warks, CV10 0DR; Howard Talbot, Orrell,
Mr n, WHS BRW; Steven Miller, Lancs,
OLG6BBX; A McLaddan, Ayrshire, LAT0GAN;
Alan Benson, Yorkshire, LS8 3PU; J Porwol,
Tyne and Wear, NE3 2RW; Jonathan Parry,
Morth Yorks, TS8 5D0; John Smith, Lelces-

ter, LE7 9PN; Neil McNicholl, Londonderry,

BT46 5UX: Steven Grean, Dorset, BH23
200; Billy Bann, Cleveland, TS26 TPN
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TAU CETI

CRL were rather chuffed with the
Sizzling review of Tau Ceti— so
much so that they wanted to give
away 50 copies of it to the first 50
people who could find all 16 words
in the special wordsquare. Spe-
cial, because only 15 words could
be found — GALCORP was mis-
sing! (Humblest apologies to all).
Still, this didn't prevent the entries
from flooding in, and the following
20readerseachwinacopyof Tau
Celi.

Androw Fraser, Staffordshire, 5T14 8DH;
Stephan Conway, Middx, UB4 8D0; Stefano
Da Tos, London M3, N3 1PB; Matthow
Whaeaeler, Worcester, WH2 5TE; Robert N
Hancock, Bath, BA3 1BU; Andrew Davis,
Heris, AL1 1TH; Mark Thurlow, Berk, RG4
BLG; David Porter, Essex, RMS 2PT: R 5
Clay, ire, TF2 BBL; Gavin Jackson,
Avon, QUR; Alan Coombes, Gwent,
NPT 0BB; Barry Bolton, Cleveland, TS2

31DW; M Eyers, Kant, TH2Z56PE; K Mitchin-
son, Herts, ALB 8TX; Per Amdi Jensan,
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Desnmark, 8362 Horming; Rodney Cowman,
Warwickshira, CV11 4NY; 5 Jayarraman,
Merseyside, LAS GMNX; Chris Wallis,
Middlesborough, TS5 58U; Robaert Macin-
tyre, Chashire, SK8 3AT; Andrew Moncas-
ter, Lincs, LN11 94AJ; Michael Duncan, Edin-
burgh, EHB BDZ; Andrew Whitfield, Salop,
TFSAE; David Evans, Oxfordshire, OX2
SPU; Robert Mash, m, B23 THE;
D Smith, Essax, CM14 4YG; R Andraws,
Leics, LED 6BH; Steve Carr, East
BHZ1 AU; Christopher Langton, Derby-
shire, DES OHL; Stuart Adrian, North York-
ghire, HGZ BHP; David Silverwood, Deavon,
PLE 5NQ; Colin Hutt, Suffolk, NA32 404;
Sean O0'Kane, M.Ireland, BT48 TRY; Christ-
opher Griffin, Essex, S817 TLP; Miles
Turner, W.Mids, BO3 9LE; Mark Sexton,
W, Sussex, BN150EG; Wayne Kerr, London,
SES 1EW; A Sharp, Devon, EX31 4BG; A J
L . Lancs, PR TSA; Nigel Hood, Nor-
folk, NR18 2BD; Julian Smith, Sheffield, 58
10M; | Banualloun, Herts, ALB TGP:
Raynar, Manchester, M18 BGW,;
Martin Salt, Warwickshire, CV35 9PX; Paul
Timlin, Scotland, G33 10Y; Engin Hassan,
Romiord, RM3 TEX; Martin Gi Darby-
shire, DEE 4AD; Robert Keating, Liverpool
18, L19 3PS; Julian Newsgrash, Cheshire,
WA1S BTH; Simon Heraty, W.Mids, W10
BEH; C Mura, Cleveland, TS5 8AF
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MINIONS GEMS

Thank you for all your luvverly
jewelry designs — some of them |
will most itely have to put into
practice! RAINBIRD were willing to
ive away some equally luvverly H
muel jewelry vouchers to the
creators of the three best designs.
Jonathan Twist from Blackpool,
Lancs, FY5 1PS wins £125 worth
of vouchers. Gary Smith from
Notts, NG9 1QA £50 worth,
and mas from
Stockton-On-Tees, Cleveland
gets £25 worth. Well done, lads.

ELECTRIC DREAMING

ELECTRIC DREAMS  were
interasted in seeing just how fertile
your imaginations were, and
asked you to design a game. There
were hundreds of entries — some
stunning, some clever, some sim-
ple, and some not so good — and
it's been far from easy sorting
through them alll After many
maonths of head-scratching and
careful consideration, the Spiky
R Todd from m%“" oid,
R m

West Midlands, B75
supplied the best, most playable
concept for a game. Mr Todd's

to head head-butting
KOSHA — has won him a Commo-
dore 1702 monitor and a 1541 disk
drive. Ten runners up each get a
copy of Activision's GAME

MAKER .
Hﬂﬂh!ﬂ%ﬂmh
Berks, RG4 P J Cornhiil,
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KOSHA', BY R.TODD (Tve Py AeER)
|| Steclune MesSRSES £5 ‘BT Low ' e |
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THE MINDSMEAR
CULTURED COMP
(FOR A CHANGE)

After much intensive and pensive
'ru'rm'Inlg and ‘'ha" Rachel
(Davis), Richard (J and Gary
(Penn) came to conclusion that

wood, Nr Blackburn, Lancs
supplied the best compaosition and
s0 wins the Commodore Music
Expander. Congratulations
Anthony. A pat on the back and a
copy of RAINBIRD's Advanced
Music System go to the following
m Llitﬂll'ilp:“lﬁ I-"nl:rr Hlull;:
O'Riley, Rishton, Nr Blackburn,
Lancs.

Bug Byte were feeling very gener-
ous and put a portable Technics

Compact Disk player and
copies of Ollo 1 & %for mﬂs.
Richard Bull from

London was first out of the correct
entries bag and wins himself a CD

player for his troubles. Copies of
Ollo1&ligoto . .
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GREMLIN GOODIES GALORE!

Gremlin's cult Spectrum and
Amstrad game Jack the Nipperwill
shortly be available for the 64. It's
an arcade adventure in which you
play the part of naugh‘y Jack —
the nipper. The object of the game
is to be naughty — very. For exam-
ple, as Jack you have to round
town shooting (people with your
pea shooter), killing (Daddy's
plants in his allotment) and gluin

(together pairs of false teeth),
amongst other equally obstreper-
ous ‘oh he'll grow out of it" things.
If you can't wait to get caught have
have your botty spanked, then nip
over to the Gremlin stand and see
if you can buy a copy of the game.

Other Kgmdias on display are
Future Knight , another arcade
adventure only this time with
Ghosts ‘n’ Goblins overtones. You
play the part of a bold knight
whose loved one has been stolen
away and is in need of rescue.
There are twenty levels of devious
platform arrangements to pass
through and many nasties to hin-
der progress. Future Knight won't
be available until after this PCW
show, but no doubt you will be able
to get an early glimpse if you pop
along to the Gremlin stand.

Local (ish) lad Shaun Southern
has nearly completed the 64 con-
version of his stunning C16 game
Trailbiazer — a sort of very loose
cross between Ballblazer and
Bounder with high speed 3D
action for either one or two
players. A demo is on :Hsplaa,' on
the Gremlin stand — have a look
and see if you think it's as playable
as Mr Pennsaysitis. ..

Bad news if you're expecting to
be able to buy Pentacle, the 3D
forced perspective adventure for
arcade p|B¥'El‘EI, in the near future,
‘cos it won't be released until after
Christmas due to ‘technical prob-
lems'. Boo. ..

Avenger is the title of the follow
up to Way of the Tiger, only it won't
be just another fightin’ fumpin’
game, oh no. Yes, there will proba-
bly be a bit of 'Gie tha' stitched,
Jimmae!', but Gremlin hope to
make A more of an arcade
adventure than its predecessor. In
the game you have to avenge
(hence the title) the death of your
foster father, Naijishi, who was kil-
led by some geezer called
Yaemon, Grandmaster of Flame.
The whole thing is viewed from
above (sort of) and the pace will be
fast and furious. Hopefully, it will

80 ZZAP!64 October 1986

be released before Christmas.
Also due to be pumped out of
the Gremlin pipeline before Christ-
mas are a Snooker and Pool dou-
ble pack (simulations of the
respective sports) and Footballer
of the Year (another one of those

Footbali Manager type strat
i:[ajmesj Interestingly enough,
dictive Games are releasing an
enhanced version of Football
H&nﬁg&r in the very near future.
mm...




“Powerplay is an outstanding
piece of BBC software . . ." -

Personal Computer World Feb '86

The graphics in the game are
marvellous . . . The most original
of all such (quiz) games ..." -

A&B Computing March '86

"l was impressed with this game
... the graphics are truly excellent
. . Ine guestions are interesting
and varied . . . itis highly original

and interesting

Micro User May 86

Your copy of POWERPLAY could also

WIN YOU A HOLIDAY IN GREECE"
YYEIiI S : I‘ E-"‘-.-r*el' i N'?‘*‘J:". |l-‘- '%I:':t;- £ ir:.—-: -!iLd'i;l#lEl JE-::(%& éﬁi’;ﬁ %t ey Wgut” e

AMSTRAD CPC464/664/6128 BBC COMMODORE 64/128
Cassette £9.95 Disc Only £14.9 Cassetie £9.95
Disc £14.95 Disc £14.95

S10) SRV IS Amstrad/BBC/Commodore
DESIGN | enclose cheque/P.O.for€.........
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If you're into arcade conversions
then beetle over to Elite’s stand —
it should be very busy indeed. On
display are demos of no less than
FIVE forthcoming arcade conver-
sions, an officially licenced game
and TWO sequels.

The conversion that will be of
interest to most people is Paper-
boy, the game which has you
mounting your trusty bicycle and
delivering newspapers along a
rather weird, diagonally scrofling
neighbourhood (well, the inhabit-
ants are certainly strange). Elite
plan to launch the game at this
show, so if all goes well you should
be able to buy it here!

Another addition to the Capcom
conversion series is 1942, a verti-
cally scrolling shoot em up set in
World War Il over the Pacific
ocean. The game is quite
straightforward — intercept and
shoot all planes and ships
before they have the chance to
blow you out of the skies. Shoot
em up fans keep your eyes peeled.

Has anyone seen a sit-in arcade
game perched atop a massive
hydraulic system? If you have then
you've probably seen Sega's
Space Harrier, an innovative
arcade game sporting more than
its fair share of stunning graphics
and amazing sound effects, Elite
have bravely decided to tackle the
task of converting it — well, Chris
Butler has, author of Ghosts and
Goblins, Commandeo and Z (to
name but three of his games). Just
about everyone has gone 'YAH!'
at the idea of attempting to cram
the game into the 64, but Chris
admits to being 'quietly confident'
— find out for yourself in

November.

lkari Warrior is another up-and-
coming arcade conversion. It's
relatively new in the arcades andis
a two player Commando type
game which offers you the oppor-
tunity to yomp over various land-
scapes and drive about in a tank
whilst disposing of hundreds of
enamy soldiers in true Rambo
style. John Twiddy, whose pedig-
ree includes the stunning conver-
sion of Tal Cet, is writing it so it
should be good.

The other conversion which
should be on display is Tatsumi's
Buggy Boy, a strange sort of race
game. The idea of the game is to
drive your beach buggy into flags
and through gates to eam yourself
points and extra time. It plays well
in the arcades, but whether it will
convert well to the 64 is an entirely
different matter . . .

Also at the Elite stand there
should be previews of two
sequels, Airwolf Il and Commando
Il — see what you think (if they're
there).

Oh yes, the officially licenced
game. . . it's Scooby-Doo— hon-
est! we've seen the Amstrad ver-
sion. The program was originally
going to be something like the
home computer equivalent of a
laser disk arcade game, but within
a few weeks it became apparent
that the task was an impossible
one and the project was dropped
for many months. It was revitalised
when Elite made a deal with Gar-
goyle Games, who have program-
med the game, and it's now
become an arcade adventure cum
beat em up. That's the story, go
and see the end product.
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TWO WERY GOOD WIDEO
GAMES FROM THALAMOOSE

(Sorry, in-joke). Starline is the
working title of one of Thalamus’
next ngeasea and with any luck
there is a demo running on one of
the stands at this moment
(that is, if you are at the PCW show
at this very moment). It's appa-
rently a thinking man's shoot em
up and is being programmed by
Kinetic Designs, a talented new
programming teamfrom Scotland
consisting of dynamic duo Robert
Stevenson and Douglas Hare
(Compunet artistes and ram-
mers extraordinaire). If Starfine is
anything like their demos then it's
going to be something really spe-
cial.

Sanxion is virtually complete
and due for release on October
10th. It will probably be on display
as you read this. If not . . . well, it
boasts TWO new pieces of Rob
Hubbard music (which are appa-
rently his most unusual, innovative
and impressive yet) along with
some ‘amazing' sound effects

- i

from David Whittaker. Stavros
Fasoulas, the Finish ﬁ|:|rn:n-r;|r.=.|mmm'
behind Thalamus' first release,
Sanxion, commented: ‘ls good
wideo game. | wery pleased with
it. | hope you too like Sanxion. You
don't—is tough. My memory, she
:ﬁsfurl — | can’t do no more.” Erm,
ne.

GOODIES

If :r.-l_'.ll‘..l react lasy _:n,j”ﬂ-,'.__-l |_J_5 Gi:ljd
feature you will know of some of
52} Y Al thea LIS
oid siand (it's the massive stand
with ‘US Gold' emblazoned over
E"u'l__‘r':rl FE'-".rl'|E!r.|'||:.'-."_|. Fr_:lr the |_,['|||'-|-

the things on displz

iated there are quite a number of

goodies being shawn 10 the pub
i, both arcade conversions ,imj
onginal stuff
! NS N
el and Xewj-
ous. What s5ay about
Gauntiet? — the innovative four
Player, top grossin’, brill soundin’
ace lookin®, fun plavin' all :5|r1g||'|'.
all dancin' arcade I'.I".:'lr_:I'II:'IE' whlrr;
should translate very waell .nr_je.;:j
to the Commodare =

E:. Ihe gy e ragl ArGay

IR,
Al L3

Play. But don't iat an
Dy
Xevious is a Gldie-but-goodie
Shoot em up which appeared in
the arcades no less than tour vears
ago. It hasn' réally aged that much
and is easily on a par with SOme-
thing much newer like 1942 (which
'S a Xevious style game anyway). If
¥ou re at the stand you can have
ok atl the I:[_-q”]rrju.;]'r:]“__-_. 'n"l:rEfElf1
and play the real thing to see how
they compare — they've got a real
machine there e ;
i ?':_'_'F':' unofficially hailed follow up
0 Sidney vevelopments’ Dam-
busters is Ace of the Aces and is
Rrermiered at the stand. It's a verti-
ca crolling shoot em up set in
I..l"..'ulrlr_j War 1 which Qives vou the
chance 1o carry oul dangerous
ITasIons, such as t]‘lljl,l‘l,r||||_'-.|_|l‘_. LJ-

¥ .'._r:r_n. or ey il _:E.u Y

Boats and ammunition depols
There are Plenty of options WI'IEH'-EI
YOU can selact your weaponry, the
type of plane you'd like to fly and
which mission you'd like o tackle
L.-l.'_.ll'_.l. sounds good i
Three Epyx titles are alst being
e_tq_t'n:n-un. Movre Monster, World
u;]:.r:m; and Championship
Wrestling. The former Puts you in
the role of one of five harribly evil
monsters who can romp ; El;'llf']
stomp  about 2 Tamous r:it-u,-
ujemnn'r:-;hrng Buildings and nainn':;al
People. Naturally the humans arg
trying to thwart your fun, but vou're
Nat going to let them get in u'c.lu;
way, are you? 3 '
World Gamesisas ports simula-
Hon not too dissimitar 10 the clas-
sic Summer/Wintear Games series
Feah_.rrng Such jolly antics as bar :
rel jumping and ciiff diving, it

Stuff, i

It's pretty ob vious what the final

Epyx offering is — g wrestling
game If you're too dim to guess
F.&htrr_.-_grﬂﬂhu:s. iots of l:'-rrlliarll'
ammation and an interactive
|E-:_:,.~-.-.--:I are all part and parcel of this
of ﬁr = g0 and have a look for YoLir-
56

~ The other game on display js
fenth Frame a len pin hu::-..-.r'|=n|:-|
E.lr'uu.’ah_ﬂr'l written by Bruce dnﬂ
Hoger Carver, authors of the bril
Ii_.'IrI_I goit simulation Leader By 1.'iﬂ'."
W it's anything like their last game
then it should be more than i-4_|.~'1'[ .:3
good simulation! "
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LS. Gold Ltd., Units 2/3 Holford Way, Holford,
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POWER-FULL
APOLOGY

Um, there were, ah, two (mumble
errors in our review of the KC
Power Cartridge. Firstly, the price
18 £39.95, not £45 as quoted. Sec-
ondly, it is in fact possible to view
under the kernal ROM and 1/O
area. Sorry, KCS — if you see Gary
Liddon wandering around the
show you've got our permission to
slap his wrist for making the mis-
takes . ..

SQUEEZE ME
ALEMON. ..

Well, well, well. System 3's one
and only Mark Cale reckons he's
got four new games games under
way, one of which — Dominator:
The Legend Begins — is (and |
quote) ‘not just a computer game.
it's goin' to appear as somefin’
else wot's never bin done in the
computer industry before.’ Coo.
Mark wouldn't expand upon this
though, and only added, ‘it's
comin’ out early next year.' Thank
you, Mark.

oystem 3 are part of the
immense Activision stand at this
year's PCW show, so there won't

be any naughty romps, ah, dis-
plays. What there will be, however,
Is a (non-blue) video demonstra-
tion of Bangkok Knights (an orien-
tal arcade adventure with lots of
yer actual fightin’ and fumpin') and
The Last Ninja (vet more fightin'
and fumpin’ but wiv a bit more to
it, like), Both games are due to
appear before the end of this year,
Alsa in the pipeline is a fist fighting
game called Knuckles which
should be available early next
year. More details in the near
future . . .

ZOOMIN’
AROUN"

Zoomsoft should be around here
somewhere showing First Star's
three latest releases. Mon-
tezuma’s He-.renge isn't exactly a
‘new product’, it's been out on the
Atari for yonks and the Commo-
dore for quite some time now,
although it wasn't available in your
average computer stores. It's a
nice little arcade adventure star-
ring a cute character who has to
make his way around a huge

meany-infested system of
cavemns.
Rockford, ZZAP!'s salf-

worth the wait? After apre-

: | 985
WE COUL HEROES...

i © PC/DAN Dare \TD

acclaimed mini mega-hero, has
certainly starred in more than his
fair share of games and is about to
feature in yet another. Well. sort of
— it's a ‘utility’ in fact, Boulder-
dash Construction Set. The prog-
ram allows you to construct and
play your very own caves, so now
you can build the most horrendous
of caves and challenge your friend

to finish it. You could even make
money out of it— bet him a tenner!

Spy Vs Spy Il — The Arctic
Caper could well be making a
quest appearance at the Zoomsoft
stand. Following the capers of the
two MAD spies, it carries on from
where the last one left off and will
no doubt feature similar gameplay
elemeants.

There's of stuff on display
at ﬂumﬂmd. the
‘it'll be finished in about

Hawid Yup! Julian saw a
when he visited the Ocean
some maonths ago, and it has since
been finished. Yes, you did hear
that correctly — finito! Go and
have a gander and see if it's been
n‘::n‘1iuw'ei1“:|:r-Ej . there &*pimty.
Im tie-ins are X
Tﬁ&aﬂﬁrﬂt is Highlander, a awgrﬂd
ng game set over several dif-
ferent time periods. It's a one or
two player game featuring *stun-
ning state of the art' animation
Verious 1o perkods ches e ol
various time peri
people’'s heads. Decapitation is
the name of the game and it all
sounds pretty fun — and
rather gory with it.

r film tie-in is Cobra, the
film of gratuitous violence where
Fiar'nhg gets his Police badgnHTE;
game is not going to be comp
uniike Green EE"E! and you can
bet your boots it'll be chock full of
deranged psychotic maties just
itching to kill you. Still, you're
Cobra, Mr Hard Man Extraor-
dinaire, who's made a career out
of machine gunning down man-
lacs, and you're going to blow
THEM all away — aren't you?

Gun and Short Circuit. Top Gun is
at present the biggest grossing
film in America this year, it's box
office receipts totalling £120 mill-
ion dollars at the time of writing.
The film is about the F14 Strike

weeks — honest!' classic Street

More film tie-ins include qu

45
3
i
53

g
Y
353

DON'T go round shooting any-
thing, even if it's horrible and evill
Sounds like an interesting con-

ceapt.
elglntn some original stuff, now,
with Great Escape. No, it's not
based on the film, the

object of the game is to esc

from prison. It's a scrolling 3D
B:;r;}a being desi by Denton
gns. , Ocean's
new technical geezer, reckons it's
the best thing they've ever done —

ever. Sounds promising.
Galvan is another original game
and features a fatty robot who has
to stomp his way through lots of

different landscapes

vicious multi-armed demon which
he has to dispose of. The land-
scapes are pretty varied and range
from an underwater environment
to a brick town and a metallic city!

to reach a

: Another et p:t robot
s NOMAL, although icular
droid is out to destroy the most
evil arch Mmh%nb the universe has
ever seen. To complete this
difficult task you have to make
your way through the many
screens of the vl!hin';l huge
spacecraft and avoiding the nas-
ties. In other words, it's an arcade
advuntummmmm S;Tét up. twas
very good on the
Amstrad, and Mr Bracey reckons
the 64 version is just as impres-
sive.

Mag Max is the first in a new
serfies  of  Imagine/Mitsubishi
arcade conversions. This one is a
scrolling shoot em up which stars
— believe it or not — a great fat
robot (Imagine and Ocean seemto
have something of a robot fixation
at the . Anyway, therae's
the arcade at the stand so
you can have a bit of a binge and

if you like it.

nother | awaited arcade
conversion is Mikie, which is pre-
miered at this very show. The
gne follows the antics of an

erican schoolkid who's intent
on disturbing lessons and mauling
teachers just to get a message to
his girlfriand. arcade ﬁam
was shown at last years PCW, this
year you can see the 64 version.

Yie Ar Kung-Fu fans will be

pleased to know that Imagine have
announced that t of
Yie Ar Kung-Fu Il {not the same as
The Edge's Shaolin’s Road) is well
underway. The game will feature

new characters a?i well a;.
en graphics and soun
effects. There should be a video of
the game on the stand, program-
mers permitting.

Other new releases in the
arcade conversion range include
Konami's Hyper Rally, a rather
ancient arcade race game, and
Terra Cresta, a vertical scrolling
shoot em up. The latter is
to be 'a real cracker’ with graphics
y like the arcade e'. Both

arcade game 64 conver-
sion are present at the show so
you can judge for yourself.

Ocean certainly had their ton-
gue firmly planted in their cheeak
when they announced they were
to release an ‘officially licenced'
It's a Knockout computer game.
Although ﬂnundllng very silly, Gary
Bracey told us ‘it's a load of fun,
rather like a Decathion game with
silly events'. It certainly sounds as
if it's going be funny!

The only bad news is that
Imagine/Ocean have announced
there are no plans to release Bat-
man or MOVIE in the near future —
due to programming problems.
Once they get round them there's
sure to be a game, but until then
you'll just have to make do with
what's listed above!
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HERE IS THE NEWS

e g

IN BRIEF. ..
-_'-Eamahﬂ-:-'-

I-'H.:.hlt"-i-'i-d". Dnmhﬁﬁ 4 Gllﬂdlatﬂr EI'E_‘-

| suit and
Trivial Pu:,;':é and due 10 be

Sgenmay

both hT ax cuLiP'Etﬁ;
- LA =2 5 (L .
f?lf:.rgn; The former ' .-“:';E;d of the
;Fnc.'l, sgling DOa I::I.II r'%u:ﬂ-l“‘ei‘-’ g
o v e Ilh':.l-,'u'l K :_.- 1':' LT '-'Et
c'am'::_r':‘rar we don't know Ehgtu}\
PG:;: I"i.:;f?l'n‘ﬂ;'lpr s abeat em Up 5k
an S

4%

MASTERTRONIC Y
A whole host of goodies jahl_';u_u'lrh_‘:r,:-::
appearing belore "':Jhr-llitmi,i:'-
amongst them Flash L:--;'_r.rr_TL.-t]. _.I [-.-
arcade game based on the ._..4:11
cinema classic and 4_':[_'ar".~_=.|tf~1._.l; LIEI.
|"|'|'.:m~,' different types of !:!..-_I.Er._::,i
such as arcade adventure an
;'I u;-::}l am up, along -.h":'lh_.{ Rob
Hubbard soundirack of two

MARTECH will be showing
finished versions of WAR and Uchi
Mala along with demos of four new
products under development —
Cosmic Shock Absorber (a multi- A
directional fast-action 3D shoot passing e

If you nappe hw not have 8

em up), Nimitz (a strategy simula- o et ' O Circt
tion in which you control the USS AP and The FIe
Nlmll?'. the most Dﬂ'ﬁ'ﬂﬁ.‘ﬁUl flqhhng I-T.Ij““-zll:l,l- i . :'III...._II.:-..-
ship ever built) Caftch 23 (a highly ot drigiie= s a4, g are '.:,I-'flil
interactive 30 first-person e CONVE s 10 ',
perspective graphic adventure) roms > antly, from ”'-'-;I',,"JI'I.'-.I_
and SOV (an arcade strategy game 8 G — Wit
based on President Reagan's

'Star Wars' project)
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Palace Software will be shnwinﬁ designed the game and the
their next release for the 64 (which  graphics — and very impressive
was previewed way back in issue  they are too, as you can see from
13) — The Sacred Armour .of this screen shot. Unfortunately,
Antiriad, an arcade adventurefrom  you won't actually be able to buy
roughly the same programmi Antiriad until late September. Ah
team that brought you Cauldron fl.  well, that's life . . .

This time, Dan Malone has

Please send cheques/postal orders to:

Compumart, (Dept zz )

+ Falcon Street, Loughborough,
Leics, LEI IEH
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GET INTO ORBIT WITH A
COMPACT DISC PLAYER

CYBORG is part man, part
machine. CYBORG is a man (7)
with amission. CYBORG is the title
of CRL's latest icon driven arcade
gama in which you play the part of
.a CYBORG! (Bet that surprised
t:vu} So why is CYBORG &
CYBORG? Well, it's quite simple,
really: he was involved in a crash.
Not a straightforward outright
death crash — no, it was one of
those ‘a man barely alive’ crashes.
Fortunately, he was found by a lost
Galcorp Patrol (this | can believe
— | lost Galcorp in 8 wordsquare a
couple of month's back) who put
him back together again. (Sounds
suspiciously like Humpty Dumpty
to me).

CYBORG, the game, has you
wandering around a huge under-
ground complex inside an
asteroid, on a search for a group of
mass:ng scientists. You are equip-
ped with all the latest in trendy
gadgets, such as laser guns and
scanning devices — quite fortu-
nate, 'cos there are loads of nasty
E.hBI'I types out for your blood . . .

\)'walg you can read more about
CYBORG in the full review next
month's ZZAP!

But in the meantime . . . How do
fam:?' owning one of them new
fan Compact Disc player
doobries? Digital sound and all
that. You drr:ﬁ Well that's just
dandy, ‘'cos CRL a willing to give
one away — the Toshiba pact
Disc player seen on this very page.
Thay'll also throw in £20 worth of
vouchers s0 you can buy a couple
of discs and get your -Compact
Disc collection rolling! _

So what do you have to do?
Well, | thought after all this sweaty
business of running around shoot-
ing aliens and rescuing scientists,
Mr Cyborg would a r&mata a
break — a waﬂken n Bognor
Regis, that sort of th!ng So hnw
about designingra few luxury add-
ons for him? Take yer average
Cyborg and tart him up a bit.
Maybe he'd like a built in Compact
Disc player? Or a drinks cabinet in
his chest . . . 7 The most imagina-
tive drawing will win the Toshiba
CD player and vouchers. Thirty
runners up will get a copy of the
game. Sounds goodtome . . .

Send your designs to: PART
MAN, PART CD, ZZAP!
MAGAZINE, LUDLOW, SHROP-
SHIRE SY8 1DB. They must arrive
before the 9th of October to be
eligible — so get cracking!
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“IJUST COULDN'T BELIEVE HOW MUCH THERE WAS IN IT"" 224516

idee  "ACEIS ONE OF THE BEST SIMULATORS | HAVE EVER PLAYED" <., %
W "THERE ARE FLIGHT SIMULATORS AND THERE ARE FLIGHT (4683
SIMULATORS — ANDTHENTHERE'S ACE” 480t

CASCADE GAMES [TD COMPUTER AND VIDEQ GAMES
HARROGATE, HG1 580G,

ENGLAND
TEL {0423) 504843

u:i!:i'

Screen thots are taken from the € 64 version




Without music, graphics

and sound the Board

Game has become the
most popular in the

world.

Now it has them.

“Over 3,000 questions of no vital importance.”

BBC ‘B’ Amstrad CPC
Cassette and Disk and all local stockists M

T%W TRIVIAL PURSUIT isa Trade Mark owned and licensed by Horn Abbot International Lid.

AN AR T INTERS AT A ELL.hh.-"hcd h"'I ]-}‘}muk i-lint1¢d1 Em wﬂl‘plf lead- |_.-L'lnl.1l_‘l!'l h“‘lzﬂﬂljx. I:.I. I::] 'g'l:l 5&24 D D M A E K
Trivial Pursuit was programmed by Oxford Digital Enterprises.

= Available now on
l.r’ﬁ[ ¥ Spectrum 48/128K Commodore 64/128K @ E John Mennes




WIN 50 COPIES OF MARTECH’S NEW
SHOOT EM UP!

Destruction is the name of the
game in MARTECH's latest offer-
ing, WAR. The theme of the game
is to DESTROY the evil EMPIRE
which is waitin ensively to
attack and EJ{PL(?D your craft to
ANNIHILATE all resistance. If you
manage to survive their LASERS
and DEFENCE systems then you
can hold your HEAD up high and
return home a HERO, VICTORY
will be yours. So head for the
STARs (twinkle twinkie) and
LAUGH (ha ha) in the face of
DEATH. . .

Below is a specially adapted
word square designed by your
ever faithful minion in the eternal
struggle to bring you punters lots
of freebies. This time those cheer-
ful chaps down at Martech are.
giving away 50 copies of their
game WAR, which is reviewed this
month. Once you have found all 14
words pop your entry into an §
envelope and post it off to: WHAT 3
I5 IT GOOD FOR?, ZZAP!
MAGAZINE, PO BOX 1ﬂ LUD-
LOW, SHROPSHIRE SY8 1DB.
Get them in by October 11th and
you'll soon find yourself going to
WAR!
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L .ondon/south East

Eluagns Direct Data Lid, 53 Rugby
Road, Worthing, Sussex BN11 3
HS SCA

Ultima, Unit 28, White Lion Walk,
Guildford, Surrey. HS SCA

Suburbia, 268 Streatficld Road, Kenton,
Middlesex HAI9BY . HS SCA

sSpeedysoft, The Blacksmiths, Radna

ommon, High Wycombe, Bucks HP14
4DH. ® 02 3703, HS SA
Software Plus, Liberty Shopping Mall,
East 5q, Basildon, Essex; 336 Chartwell

Square, Southend, Essex: 72 North

Street, Romford, Essex; 22 St Matthews

St, Ipswich, Suffolk; Boulevards, Har-
ur Centre, Bedford, Beds; 49 Hi
treet, Gillingham, Kent. 8

Software City, 47 Cheap Street, New-
bury, Berks, RG14 5BX. S SCA

Slough Computers, 245 High S
Slough, H-::kfsu IBN. &2 594.““‘
HS SCA
Shekhana Computer Services, 221 Tot-
tenham Court Road, London WIR
SAF. = 01-800 3156, HS SCA

Saga Systems Lid, 2 Eve Road, Woking,
Surrey GU21 4JT. HS

Readers Dream, 100a Harlington Road
West, Feltham, Middx. 8 01-844 (0780,
HS SC

Barry Paul, Leather Lane Music Shop,
67 Leather Lane, London EC1. '® 01-
405 1270. S SCA

Octopus Software, Unit 31, In-Shops,
High Road, Wealdstone, Middlesex.
HS SCA

Micro Workshop, 12 Station
roach, Epsom, Surrey KT1% BES.
®Tel. Epsom 21533, HS SCA
Harlow Computer Centre, 17 Staple
Tye, Harlow, Essex, CM18 7LX.

HS SCA

JEKL Computers, 7 Winsor Street,
Uxbridge, Middx UBS 1AB. HS SCA

Games World, 129 King Street, Ham-
mersmith, London 'Wo 916G, & 01-741
4457, HS SCA

Gallery Software, 1st foor, 140 The
Arndale Centre, Wandsworth, London
SWIE. HS SCA

M. D. Cooper, Computer Software and
Retail Sales, 63 High Street, Kempston,
Beds. ‘& 0234 B52017. HS8 SCA

Canvey Software, Harmer Arcade,
Roman Road, London El. HS SCA

Canvey Software, Canvey Market, Hig‘h
Street, Canvey Island, Essex. HS

Alan Bedding Photography/Software,
37 Mile End Road, Colchester, Essex.
=/ 0206 851030, HS SC

Bracknell Computers, 44 The Broad-
way, Bracknell, Berks, RGI12 1AG.
HS SCA

Nimbus Computing, 6 Station Road,
West Wickham, Kent. ® 01-777 3160,
HS SCA

Discount Software, 120 Lord Street,
Hoddesdon, Herts EN118NP. HS SCA

Logic Sales Ltd, 19 The Broadway, The
Bourne, Southgate, London N14. & 01-
882 4942, HS SC

Virgin Games Centre, 100 Oxford
Street, London WIN 9FB. & 01-637
911

Virgin Games Centre, 157-161 Western
%cggdlh Brighton BN1 2BB. & 0273

Vir%rr Games Centre, ¢/o Burtons, 140-
144 High 5t, Bromley, Kent, B 4606895
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The

Virgin Games Centre, Top Man, Oxford
Circus, 172 Oxford Street, London W1,
= 01-927 7826,

Morth WWest

Stewart Electronics, 83 Penny Meadow,
Ashton-under- Lyne, Lancs. 8 061-339
0504, HS SCA

P.V. Microcomputers, 104 Abbe
Street, Accrington, Lancs. HS SCI

McSoft, Unit 46, Moorgate Indoor Mar-
ket, Moorgate, Ormskirk, Lancashire.
HS SCA

Mach II, Langam's, St George's Pre-
1:in».':t.IF'L'E'.st{:u'l.gﬂ ﬁlcs SCA

Lancashire Micros, 89 Euston Road,
Morecambe, Lancs, HS SCA

Computer World (UK) Ltd, 208 Chor-
ley Old Road, Bolton, Lancs BL1 3BG.
HS SCA

Book Bargains, 31 5t Andrew's Road
South, St Annes, Lancs. 8 SCA

A.A. Discount Software, 112
Marlborou Street, Ashton-u-Lyne,
Lancs OLTUHA. & 061-3302376. s

Bit Byte Computers, 144 Witton Street,
Northwich, Cheshire CW9 5N9. HS
SCA

City Software, 66 Lime Street, Liver-
poal L1 1JN. S SCA

Computer Games Shop, 3 Roval Oak
Buildings, Waterloo Road, Ba.éaml
FY42A0,. 20253 48738, s

The Littlewoods Organisation ple,
Church Street, Liverpool L70 1AQ (and
selected stores). HS

H & B Software, Unit 191, Upper
Rochdale Market. Arndale Centre,
Manchester M4 2EB. S SCA

H & D Services, 1338 Ashton Old Road,
Hi&htr Openshaw, Manchester M1
UG. 5 8CA

H. W. Luxton, 236 Smithdown Road,
Liverpool L15 5AH. = 051-733 1135.
S SCA

saulh/sowth Wesi

Kash-Kuts, South-
ampton. S SCA

Computerbazse Co., 21 Market Ave,
City Centre, Plymouth PL1 1PG. ®0752
672128, HS SCA

Gateway Business Systems Lud, 6 Sta-
tion Road, New Milion, Hants BH25
6JU. HS SCA

Gerard's Software at Corsham D.LY.
Centre, 8 The Precinct, Corsham, Wilts
EMN130AS, B0249 712650, HS SCA

Montage, 8 Holyrood Street, Chard,
Somerset TA20 2AH. § 8C

Manor Park Enterprises, 82 Mellstock
Avenue, Dorchester, Dorset. HE SCA

K & K Computers, 32 Alfred Street,
Weston-s-Mare, Avon. 80934 419324,

77 East Street,

HS SCA
Kintech Computers, St Tudy, Bodmin,
Cornwall PL30 3NH, HS SCA

Judya Records & Computer Software,

Umt 29, Exmouth Indoor Market,

Exmouth, Devon. B Exmouth 264593,
8 SCA

Fal-Soft Computers, 8 5t Geor
Arcade, Falmouth, Cornwall. HS

Games Inc, 9 Frankfort Gate,
Plymouth, Devon, FL1 1QA. 8§ SCA

The Fuse Box, 67 Sidwell Street, Exeter,

Devon. HS SCA
Computer Services, 9 The Green, Credi-
ton, Devon EX17 3LH. 8 SC

Virgin Games Centre, 18 Merchant
Street, Bristol BS13ET. 0272294779,

Virgin Games Centre, 103-105 Armada
Way, Plymouth. & 075 2262817.

Widlamds

Soft Spot Lid, 5 George Street, Ban-
bury, Oxon OX16 9YT. & 0295 68921
HS SCA

Honeysett Computers Lid, 17 Union St,
Hereford. HS SCA

Fg_st Forward, 29 Smith Street, War-
wick, Warwickshire. HS SCA

Fast Forward, 39 Parsons Street, Ban-
bury, Oxon. HS SCA

ComputaCenta, 17 Campbell Street,
Belper, Derby DES 1AP. HS SCA

D.J.5. Micros (Mail Order), 28 High St,
Harrington, Northants NN& 9NU.,
HS S

Gordon Harwood Computers, 6971
High Street, Alfreton, Derby DES TDP.
HS SCA

Hunham_pmn Home Computer Centre.,
58a Wellingborough Rd, ﬁnﬂhumpmn.
HS SCA

The Software Centre, 1 Lock Up Yard.
Derby. SCA

Allen James Computers, 831 Stratford
Road, Sparkhill, Birmingham BIil
4DA. = 021-T78 5737. HS SCA

Comtazia, 204 High St, Dudley, West
Midlands DY1 1Dg‘. I?E SCA

Bull Ein%ﬂﬂmputﬂﬁ Lid, 1 Waterloo
Terrace, Bridgnorth, Shropshire WV 16
4EG. HS SCA

R & B Computer Software, & Waterloo
Road, Hinckley, Leics. HS SCA
Computer Market, 27 Goosegate, Not-
tingham. B 586454, HS SCA

Honeysett Computers Ltd, 17 Union S,
Hereford HR1 2BT. HS SCA

Intoto, 1 Heathcoat Street, Hockley,
MNottingham NG1 3AF, HS SCA

Long Eaton Software Centre, 91 Col-
lege Street, Long Eaton, Nottingham
NGI04GE. HS

Microware, 5 5t Peter's Lane, Leicester.
Also at Venture House, 7 Leicester R,

Loughborough, and Fords, 191/195 Vic-
toria Centre, Lower Parliament St, Not-
tingham. HS SCA

Virgin Games Centre, 98 Corporation
.'iigl_}e?at, Birmingham B4 65X. & 021-236

Morih Easi

U. K. Software Exchange Club. SAE to
15 Tunwell Greave, Sheffield 55 9GB

S SC
Treasure Chest, 220 Beverley Road,
Hull, N. Humberside HUS |AH.

S SCA

Tomorrow's World, 15 Paragon Street,
Hull, N. Humberside HU1 3NA.
HS SCA

Thirsk Home Computer Centre, Royal

Oak Yard, Market Place, Thirsk, N

Yorkshire YO7T THOQ. 8 0845 25332,
HS SCA

System 7 Electronics, 664 Anlaby High
Rd, Hull, N. Humberside HU3 607, &
482 508687 H SC

A & A C Stobbs {Enm‘pulur Dept), 39/

40 UE&?ET Precinct, Blaydon-on-Tyne,

E%ne Wear NE215BT, ® 091 4143107
SCA

Stockton Software Lid, 14 West Row,
Stockton-on-Tees, Cleveland TSI8
IBT. & 0642 606166, HS SCA

Starsoft, 2c Walnut Road, Thome, Don-
caster, 5. Yorks DN 4HW. & (405
H1659710, 8 SCA

P.E.A.K. Electronics, 222 York Road,
Hartlepool, Cleveland. HS SCA

Microtron, 9 Gillygate, Pontefract, W.
Yorkshire, HS SCA

Microbyte Software Shop, 36 County
Arcade, Leeds LS1 6BH, and 19a Lower
Warrengate, Wakefield, W. Yorks.

S SCA

MarCliff Computers, 43 Stockton Road,
Sunderland SR1 3INR. ® Sunderland
TRO7S, HS SCA

David Llewellyn, 24 Winchester Close,
Great Lumley, Chester-le-Street, Co,
Durham. S8

Ken Green (News & Cﬂmpulcr
Software), 26 Fowler 5t, South Shields,
Tyne & Wear. HS SCA

Datamate Ltd, 2 Delaval Terr, Blyth,
Northumberland NE24 1DL, & 365846
HS SCA

R R
I‘H%ATIGH
SERVICE

DIRECTORY

The Computer Shop, 7 High Fnars,
Eldon Square, Newcastle upon Tyne
NEl TXG. & 091 2616260, HS SCA

The Computer Shop, 224 High Street,
Morthallerton, N. Yorks DL7 BLU.,

HS SCA
C.H.LLP.§. Computer Shop, 151-153
Linthorpe Road, Middlesbrough,
Cleveland TS1 4AG. HS

Virgin Games Centre, %4-96 The Brig-
gate, Leeds LS1 6BR. B 0532 432606,

Topsolt, Computer Software, 3
Hambletonian Yard, Stockton-on-Tees,
Cleveland. SCA

F.ast Anglia

Sudbury Micro Systems, 64 North
Street, Sudbury, Suffolk. HS SA

Logic Sales Lid, 6 Midgate, Peter-
borough PE1 1TN. & 0733 49696,

H5 SCA

Micro Phone, 14 Plowright Place, Swaf-
fham, Norfolk, and Aldiss Furnishing
Centre, Norwich Rd, Fakenham, Nor-
folk HS SCA

Viking Computers, Ardney Rise, Nor-
wich, Norfolk. HSE SCA

Camelot Software, Cae Ym , Caer-
narvon, Gwynedd LL55 2ZLR. SS

Cwmbran Computer Centre, 3/4 Ven-
tnor Road, Old Cwmbran, Gwent,
HS SCA

R. M. Ehrenzeller, Sounds Good, 1
Middleton Street, Llandrindod Wells,

Powys. S SCA
J.C.G. Software, 23 The Courtyard,
Riverside Market, Haverfordwest,
Dyfed. & 0437 2543, HS SCA

Merthyr Computer Centre, 110 High
Street, Merthyr Tydfil, Mid Glamorgan
& (685 B2230), HS rEC.A

=Seoiland

James Clark, 6 Bridge Street, Dun-
fermline, Fife. S SCA

The Caml:luler Depot, 205 Buchanan
Street, Glasgow G1 UZ, ® 041-332
3044, HS SCA

Inverness Computer Centre, 5 Meal-
market Close, Inverpess [V1 1HT. &
226205, HS SCA

The Micro Shop, 257 Dumbarton Road,
Partuck, Glasgow G11 6AB. & 041-334
6163, HS SC

Mobile Micros fMartutinE] Ltd, 1 East
Back Street, Bishopmill, Elgin, Moray.
HS SCA

Soft Centre, 2 Bruntsfield Place, Edin-
burgh EH104HN, S SCA

Software Connection, Ar{& le Centre
Market, Argyle Centre, Glasgow G2
BAL S SCA

Vics, Independent Computer Supplies,
3133 South Street, Perth PH2 EFD-
WOTIE 36704, HS SCA

Virgin Games Centre, 172 Union Street,
Aberdeen AB1 10T, ® 0224 645851

Virgin Games Centre, 28-32 Union
?ﬂ:&::t. Glasgow G1 30X. & (41-204

Charly’s Computer Corner, Clareab-
bey, Clarecastle, Co. Clare. 8 065/
EI%(IS. S SCA

Da Reid, Leisure World, Romanos
Building, 6 Queen Street, Belfast, N,
Ireland.

HS SCA

Computer Studio, Kosanéidev Venac
la, 11000 Beograd, Yugoslavia. 8 SCA




FREE OFFER!

FREE COMPUTER DUST COVER!
FREEZES & BACKS-UP PROGRAMS TO DISK OR WRITE FOR DETAILS.

TAPE IN ONE FILE. MACHINE-CODE MONITOR
INCLUDED. EASY TO USE.

/" THE PLUG.IN EXPERT CARTRIDGE
B, AW EXPERT ACTION
IN SECONDS FOR YOUR COMMODORE COMPU

NEW!

FOR C128
and Co4

TRIL

TER

FREEZES P FREEZES AND SAVES PROGRAMS TO DiSK 6t mode) PRICES

: ONEFILE B PROGRAMS ARE SAVED IN ONE FILE 1 Gt
The expert cartridge system out- COMPACTS B PROGRAMS ARE COMPACTED TO REDUCE DISK TE&CCE NI, PP
pertorms all other similar products SPACE LSED

- regardless of cost. Even foreign SAVES MORE B YOU CAN SAVE 3 OR MORE PROGRAMS PER DISK
products costing twice the price VERY FAST I RELOADS MOST PROGRAMS IN LESS THAN 1
cannot match the expert’s 30 SECONDS ®
performance. Why pay for cutdated NOT NEEDED p THE CARTRIDGE 15 NOT NEEDED FOR LOADING BACK
ROM systems when the expert UPGRADABLEP CARTRIDGE USES RAM AND DISK BASED SOFTWARE CHEQUES PAYABLE TO TRILOGIC
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It was a dark, smrn]ly night as the
team left ZZAP! Towers. They
were tired and the local wenches
were calling them. Meanwhile,
back in the top room of the towers,
under a lonely spotlight, huddled
in a comer with scarf around his
neck, sat Lloyd busily bashing
away at his 1922 Hermes typewri-
ter. He only had a few hours before
the deadline was up and the mail
mound didn't seem to be getting
angsmallar.

uddenly, he heard a window
smash and the sound of footsteps
coming down the creaky wooden
steps. Now you know Lloyd —
such a hero, but he had his own
interests at heart and promptly
scampered off. Out the door he
went, along the corridor (pant,
pant), down the first flight of wood-
worm ridden stairs (pant, puff,
wheeze), through a hole inthe floar
(1), out through another hole in the
fioor, and through the portcullis
(pant, pant, wheeze, gaspl). He
was last seen heading in the direc-
tion of the nearest pub (no fool is
our Lioyd).

On entering the office the next
morning, Gazza, Jazza and Dicky
came across the biggest pile of
mess they had ever seen — well,
since last thursday at least. Tapes
were scattered over the fioor,
manitors smashed to the ground,
Girly Penn's Pet Black Hole was in
tears, Jazza's Boys Own divers
watch had been swiped from his
desk, and poor Dicky was abso-
lutely aghast — his pet plasticine
hedgehog, Humphrey, had been
squashed into a deformed pulp.
Tears were pouring from the eyes
of the mutant reviewers. However,
this was nothing compared to
Lioyd's misfortune. He was found,
crouched and distraught, in a
corner muttering, ' It's gone, stolen

— my beautiful Hermes typewriter
ribbon has been stolen! Where is

FIFTY COPIES OF OCEAN’S
PARALLAX UP FOR GRABS!

it? It's mine — mine, my precious.’
This could only mean one thing —
7ZAP! Towers had been invaded
by an awesome force ... THE
LUDLOW MAFIA!!

Yes, there was proof: a note
hammered to the door but in an
ancient joystick code.

Luckily, the combined talents of
Gazza, Jazza and Dick {which
doesn't amount to much really!)
managed to decode it to read:

CAN SOLVE..

e

g ] O
SECITEIE CIaE) Pie) s
e B Sl

2% X &2

Fifty copies of PARALLAY! — we
had to agree.

Next morning a mysterious note
appeared through the letterbox,
written in the same code. Unfortu-
nately, it has baffled the team, SO
thisiswhatml“;e willingtodo. . .

Below Is the second coded
message. We want you 10 decode
it and post the English transiation
off to | Towers so the team
can solve the mystery.

WEVE 601-16 |
S
[RIBBON. GIVE IS ‘];'?FFFW"EWES

COPIES OF PARALIAX OR.. |

Once you've decoded it, fill in
the form and post it off to:
THE CASE OF THE MISSING
RIBBON COMP, ZZAPI
TOWERS, PO BOX 10, LUD-
LOW, SHROPSHIRE 5Y8 1DB.
The first fifty correct entries drawn
from the now not—so—Black
Hole will win their very own copy of
PARALLAX, courtesy of Ocean,
which is Sizzling at this very

momaeant.
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I Aerial Combat
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Sht and Exhil
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A Unique Opportun

e
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il ally

Can you deliver the Mosquito’s Sting (o the
heard 0f Germany

"o British aircrate will ever bomb Berlin®, Luftwalfe chief Herman Gocring had ofien boasied.
But in the middle of 2 Nazi anniversary o Jansary, 1943, his listeners duck lor cover as a
carcully timed raid of RAF Mosquites Berlin in broad daylight.

Ace ol Aces captares the spirit and puts you in the cockpit of the Mosquito, maverich RA lighier
bomber of World War 11 Down the Nawi bombers, sink the U-boats, outrun the V-1 rackets and
stap the eacmy trains. Choose your wes el wisely — ance you're out on minsion, therc s
no going hack. To become Ace of lﬂ; o | smplete all missions cuccesshully

| From the moment you eoom ds i lﬂ.ﬂlﬂ: Mazi lighters 1o the beari-stopping

second vou spot Lhe Usboats of IH,* _- he Allicd woeld is in your hands. Are vou cqual
to the challenge: ] i’

2 Omce vou muster a few fying tricks in yoar sp | bomber, you tackle stratcgy: selecting the nght
numher ol machine guns, rockets and bombs (o achieve yous mission.

b Your intercom flashes 'warning' om your starboard engine. An enemy Hehier attack bas left vour

Rolls Royce engine in flames. Cot back your boost and throttle. Hit the extinguisher hefore the fire
spreads.

What does it take to be an Ace! From you, British pride and guts. From 1S Gald
lependary 'hfm!.ﬂﬁﬁdliﬁdﬂﬂhmmmhup L v,

CBM 64/128 £9.99 Tape Spfc[mm 48K £8.99 Tape |
£14.99 pisk  Amstrad £9.99 Tape Vhe

£14.99 pisk s
LS. Gold Led., Units 273 Hollord Way, Hollord, Birmingham Bi "AN. Tel: 021 3561358




YET ANOTHER SPECIAL EXCLUSIVE

TO ZZAP!
READERS!

SUPER CYCLE

Hurtle around ten gruelling race tracks on
a 3-gear 750cc SUPER CYCLE and thrill to the
realism of the racing game of a lifetime,

' ... for sheer exhilaration and excitement,
go for Super Cycle — it's unbeatable . . . the
most addictive and exhilarating race game
yet . ... highly addictive and challenging —
more so than any other race game available

ZZAP! 84 October 1986

BEYOND THE
FORBIDDEN FOREST

Are you man enough to take a journey
BEYOMD THE FORBIDDEN FOREST? Features
unique 3D parallax scrolling and gameplay,
with seven horrific nasties to bend your nerve
to breaking point.

‘. . . expearience the most horrific game yet
devised . . . the intense, prevailing atmos-
phere and bloody special effects really make

this game so anjoyabile to play. . . Gruesome
and gripping, and above all great fun.'
ZZAP! 64 October 1986

ZZAPI1 SOOPER DOOPER OFFER. . .
Ooh ooh oohl Yeah yeah! Please send me the CASSETTE versions

of SUPER CYCLE and BEYOND THE FORBIDDEN FOREST as soon as possi- FO R
blel | enclose a cheque/PO for £8.85* made payable to NEWSFIELD LTD.
PR L e AR S . 198 ol e O N l Y
I I B e e e e L

£9.95
ZZAP| SOOPER DOOPER OFFER, PO BOX

10, LUDLOW, SHROPSHIRE SY8 1DB I H E
96 ZZAP!64 October 1986 x P AI R'
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Oh, and my DORCONE IR i it i e e B e =

i $ and VAT inclusive in UK ONLY. Overseas: please add £1 per
order.
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ELBOURNE HOUSE
The Home of Hhe Hity !

¥elbourne House (Publishers) Ltd, Melbourne House 60 High Street Hampton Wick Kingston Upon Thames Surrey KT1 4DB. Telephone: (01)943 3911 Telex: 935425 MELRSO Facs: (01)9432688




Are YOU a subscriber? gz

Then how would you like to buy
LEADER BOARD and get

HARDBALL — FREE!

HOLE 1t
FHE
CNURSE

HINNS

CLUB
YRELS

SNAP

ILEADEH‘ EDAJ?;J o =S
-+« 13 Without doyly

Penn. LEADER BOAR o pea, |
nn. 1 = Year, if not the decade!' o
ammation and sound ; T Ulation featu ring t:{g L;Lh;: S::ﬂri:::
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JUTSIDE Ball = SIRIKE 2
Accolade’s Sizzling baseball simulation ‘sets new standards in gameplay, depth and

animation' according to Julian Rignall. HARDBALL brings all the frills and thrills of
America’s most popular spectator sport into the comfort of your own home.

195
>

Yes, | am a subscriber and | would like to buy LEADER BOARD and get a copy of
HARDBALL free. | enclose a cheque/PO for £9.95 * made payable to Newsfield Ltd.

POSTCODE MY SUBSCRIPTION NUMBER IS:.........cccoen

ZZAP| SUBSCRIPTION OFFER, ZZAP! MAGAZINE, POBOX 10,

LUDLOW, SHROPSHIRE SY8 1DB
* includes p&p and VAT. Overseas subscribers please add £1 per order.
SUBSCRIBE NOW and take advantage of this once-in-a-lifetime offer!

98 ZZAP!64 October 1986
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301 GO

WITHOUT
ZZAP/

EVERY NOW
AND THEN .

IT'S ALRIGHT-
| CAN HANDLE 17-
VM TN CONTROL
ARENT § e

g Vit

CAN YOU IMAGINE THE PAIN OF GOIN

- Accurate, coherent and comprehensive reviews and previews
of the latest software

— Essential tips and POKEs for

games both old and new

- Informative and up-to-date

news and gossip

— Exciting special offers on

new Bﬂf!Wﬂl‘E . Oh crike Il want ZZAP! delivered to my door for one whole year. | enclose a cheque/PU
| — Interviews with top l for £16 - thade payable to Newsfleld Lid. e

programmers

- An adventure column from the

wise and wizened White Wizard

- Avarietyofinterestingand  ERERRES Dot o o T e e e i

humorous features

- Big prize winning competitions f| ZZAP! SUBSCRIPTIONS, ZZAP! MAGAZINE, PO BOX 10, LUDLOW,
— And much, much more!

SHROPSHIRE SY8 1DB
...FOR EVEN ONE MONTH!? * UK ONLY — OVERSEAS ORDERS: £22 for SURFACE MAIL or £35 for AIR MAIL

I ZZAP164 October 1986 99

-------------------------------------------------------------------------------------------------------------------------------

v



Retallers don't always nave everyt hirg In stock
you might want, butif jt's within our power to get
it for you, then we ariil. ANY of the
reviewed In this OR ANY jssue of 7 AP can be
ordered BY using the form below-

But t0 avold dis.ipp-ﬂlnlml:nt, please ring i
check avallabllity of unusual rrerms |

| zzAaPIMall Order I3 backed DY the resources of

| Newsfleld Ltd, publishers of this magazine,

|  cRASHand . which has been supplying |
more than 150,000 computer users with goftwWare

tor over 2 years, 30 you can e sure of the very

In service. :

| There lino mall
the prices quoted in the reviews
koW retall price. ghould you have amy queT
prices. just ring the numbef shown on the form
and our sraff will advise you- :

DISCOUNTS GALORE! i

Anyone may take advantage of the discount
coupons of the torm — E1 off orders worth more
than £20. and Sop off grders worth more than £10.
Additionally. ZZAP| subscribers are
autnmtl:al'lg,r entitied 10 farther discounts on
every item ordered. We mahke no charges tor post

and packing [within the UK]

uid be gimpler — fill In :he!nfminday
nd order whatever you ke

sothing €O
E

-_._._|—-_._._

ZZAPI MAI
L ORDE

T R FORM
elephone Ludiow [0584) 5620

Please send me
the following items: BLOCK CAPITALS ple
ase|

Please note: some
:
mmmmmwﬂm‘y SRR S
: previewed before late or non-release
bl o

ISCOUNTS

ORTH

50
n All prices are as quated under review

Sorry- Include Ple
ry — only ONE voucher per order | Vﬁm ﬂmm?ﬂ

2zAP
Please do NOT IMAIL ORD
enciose this form qu-E;.m, PO BOX 10, LUDLOW, SHROPSH
W“""" correspondence to ZZAP| -.'.ll ey
" w

your order
and may result In loss.
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M;IT-EHIRTS;' S\\"EATSHIR'I'H CAPS/ BINDERS
All quoted prices include VAT, post and packing (UK only).
Continental Europe and Overseas, please add £2 extra per
item ordered.

m:chﬂm ‘:ﬂﬁmmlﬂ' State Size sOmO Ll

] Please sendme..... ZZAP! T-shirtls] at £4.50 each.

] Pleasesend me ... . ZZAP! gweatshirt(s) at £8.95 each.
1 Please send me .. .. .IZAFlcupl:'lntﬁ.sﬁ each.

1 Please send me .. .- . ZZAP! Binderls) at £4.50 each

--------------------------------------------------------

| encloseE. ... made payable to ZZAPY
Cheques or postal orders only, please.

‘COMPLETE ZZAPI OFFER’, PO BOX 10, LUDLOW,
sHROPSHIRE sYs 1DB
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HOT WHEELS

US Gold/Epyx, £14.95 disk only, joystick only

n Hot Wheels you take the part
qu Skidmark Sam standing in a

very upmarket showroom. In
front of you is a selection of six
ﬂashi" cars, ranging from a dash-
ing blue Corvet to a maroon Austin
Martin. However, if Sam doesn't
like the look of any of the original
cars, he can always do it himsalf.
All you have to do is pop along to
the factory and build a car to your
personal specifications. Stationed
at the production line, Sam can
assemble a car with front, pas-
senger and end sections of his
own choice. Then it's off to the
paint shop for a quick technicolour
spray job and he's ready to gol!

Once on the streets, Sam can
begin to get to I—?rips with his new
megamobile. He discovers the
hom and the rather jovial screech-
ing sounds as he slams on the
breaks or changes direction when
travelling at rather excessive
speeds.

The package consists of several
mini ‘games’ any of which can be
accessed at anytime during play.

DEMOLITION DERBY
Once you've got to grips with the
car, it's time to find out how much
of a competent driver you really
are. There are three other cars also
competing and they all want to
mash Sam into little bits. The car
becomes slightly more difficult to
control due to the dirt-track and
slides to and fro. Can you beat the
other cars and emerge the victor?
if you do, Sam’s car will get very
dirty and will no doubt needa. . . .

CAR WASH

Simply drive round to the Car
Wash and let the automatic
machinery take over. After the
rinse and blow dry, Sam's car will
emerge gleaming. The light will
turn from red to green and off you
go again along the highway.

GAS STATION

After all this hurtling around,
Sam's car will be in need of some
gas. At the gas station you can

102 ZZAP!64 October 1986

begin to control Bob, the gas
attendant. Walk him to the pump
and then with a quick flick of the
fire button fill the tank, which is dis-
played at the bottom of the screen.
Having checked the tyre pressure,
Bob can then go back to his hut for
a nice cuppa and Sam can con-

tinue on his journey.

FIREFIGHTING

Sam is a part-time fireman and so
has access to the fire station
where he can pick up the fire
engine and drive it away. Hurtling

R
113

s
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along in the shiny red engine, Sam
encounters a house on fire. He
rushes to the rescue, brakes sque-
aling as he grinds to a halt
alunﬁde a fire hydrant. A pres-
sure hose gracefully emerges from
the top of the engine. Pressing
‘fire’ unieashes a spurting jet of
water which Sam can aim at the
relevant flame-filled windows. If he
succeeds in putting out the fire
before the water runs out, he can
return home a hero. If not, the
house is burnt to a cinder leaving
only an area of charred grass
where the house once stood.

OIL CHANGE

If you have ever changed the oil in
a car you will know what a messy
business it is and this is no excep-
tion. Once the car has been raised
on the hydraulic lift work can begin
in earnest. Walk the mechanic to
the right of the car and watch the
dipstick measure the amount of oil
Sam has left. Once done, Sam can
then see how much oil is collecting
in the container at the bottom of
the screen. Try and catch as much
oll in the barrel as possible
because if you let any spill, the
poor old mechanic will head
over heels and crash to the floor.

LRUTION! E
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When the oil stops dripping, you
refill the oil pan until the dipstick
shows ‘maximum’. Lower the car
and Sam can happily drive away.
Servicing can also be done at the
tune—up Station where your
engine gets the once over
automatically.

Presentation 65%
Lots of options, but the disk
ACCESSING 1S annoying.

Graphics 58%

Bright and jovial but not very well
drawn

Sound 48%

Reasonable tunes and spot FX.

Hookability 61%

Cluite jolly for an hour or S0

Lastability 32%

But after that there's littie to do

Value For Money 32%

For what it really offers, poor

Overall 40%

A game lor the very young — of
those wishing to reminisce about
the ‘good old gays




MIAMI VICE

Ocean, £8.95 cass, joystick only

ha two hip cool trendies

I from Miami, Crockett and
Tubbs, are on the beat again

— not on foot, by golly, no. When
Miami Cops do it they do it in style
in the form of a flashy black lotus.
Some nasty old drug pusher is in
town — the infamous Mr J — and
the word is out: he's brought a one
million pound shipment of con-
traband with him. Midnight, Sun-
day, is the collection date. Your
mission is to put the squeeze on
the network of dealers, starting at
the bottom with the men who will
spill the beans for a measly $10. If
| you manage to extract the correct
information from them you will be

watch:
rather than have to play
: 'nﬁarhg du#mdmmhg '
w“mmmmmﬁ
describe it — it's another TV tie-
in disaster which proves that
mcmmanm‘ ﬂﬂdﬂﬁnpmahhmtg
a game
ram .-si the music on the 'k
screen', which is truly stunning,
but wanis fo pay nine
quid for a good bit of music . . .
do they?

b e st ek
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able to put the heat on their
suppliers and work your way
through the evil net until you man-
age to break it.

The car is picked up outside City

Hall from where you can begin to
explore the town. The car acceler-
ates at an alarming rate so you
have to keep a careful watch on
your speed. Too fast, and you
won 't be able to tumn cormers; too
slow, and you just grind to a halt.

g TR

_{I;mnnﬁ I

The road is bordered with all the
shrubbery that stars in the TV
show; however, it's a dam sight
more lethal. If you come off the
road, you explode in a cloud of
blue smoke and are instantly
returmned to the start, outside City
Hall, where you have to begin your
mission again.

Miami traffic is pretty dangerous
too. Drivers have absolutely no
respect for other road users and
drive, quite happily, into your car
even when they see it coming.
Luckily, Crockett is quite nifty with
the old revolver and can hang out
the window and give the other cars
a quick blast. One problem is that
when in fire mode it is impossible
for the car to turn, either into a side
street or just to avoid the other
cars, Once you've coped with the
hazardous scenery, the
monomaniacal drivers and the
ever so sharp bends, you can then
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embark on searching out the mis-
erable hangouts where the drug
pushing hoods spend their days.

All the locations where you're
likely to meet someone are named,
and it is only possible to enter the
named ones. To do this, stop on
the side of the road, press ‘fire’
followed by a push ‘left’ and the
screen will automatically switch to
the desired location. Once there,

ou can wander about inside, gun
in hand. In some buildings there
are avidence bags and these are
collected by trundling over them.
~ Should you encounter a crook
in your travels, a window will light
up and his name will be displayed.
He can be apprehended by catch-
ing or trapping him and when he
eventually surrenders the option
mode is automatically selected. If
your interrogation is successful,
then you should be able to dis-
cover a name, place, time and the
value of deal. Once you have
finished your iﬂtenn%atinn, pop
the meany back in the car and
whisk him back to City Hall where
he will be impounded and your
score will be increased.

Timing is very important. If you
enter a building just before a
rendezvous, the druggies will spot
your car and abandon the mest-
ing. Ideally, you need to arrive in
mid-meeting, when all the wheel-
ing and dealing is taking place.
Doing that will either lead to you
capturing a crook can-ning the ewi-
dence or to obtaining the evidence
itself. Unfortunately, if you arrive
twelve minutes after a meeting has
taken place, you will be too late.
S0, to help you get to the meetings
promptly, there's a timetable
included in the instructions.

Scores are achieved by captur-
ing a crook and returning him to
City Hall, returning evidence or
blasting cars. The game is over
when Crockett and Tubbs are
dead or when they have success-
fully busted the drugs network and
captured the mysterious Mr J.

Presentation 64%

Mo title screen, but good instruc-
tions and adequate in-game pre-
sentation.

Graphics 49%
Simplistic, but crisp and colour
ful.

Sound 98%
Two soundtracks
ning, the other very good.

Hookability 27%

Far too frustrating to be addic
tive,

Lastability 25%
severely lacking in playability
and interesting gameplay.

Value For Money 26%
younds s a high price to
sOMme great music and lit-

Fans of the TV series are in for a
big disappointment

ZZAP! 64 October 1986
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ARCANA

aludar has been assigned a
quest, one more mighty and
mystical than has ever been
known before. The people of
Estarion, the Land of the Bright
Elves, have selected you to save
their land from the ever-so-evil
king Valarequil who rules the land
from Castle Arcana. Your life
endangering task is to penetrate
the Castle and recover the legen-

gation it still does. It looks, plays

and aoccasionally sounds exact))
like an Ultimate production. ,rr{
not that enthralling and the quest
ﬂmnbecgl:}r; du;}mm
difficulty accurac ]
which only leads to a{yﬂm
force being drained. this
should be called The Entombed
Staff of Dragonskulle in
Blac he, because that's
mﬂa&‘c what it is. I'm notimpre-

dary Dark Clavical, a invaluable
book of the most potent black
magic which is currently in the
dastardly clutches of Valarequil.
Valarequil’s ambition is great
and his power is terrible — he
%reatl desires the secrets of the
ark Clavical. The book is hidden
in a chamber deep inside the
labyrinth of the Castle and is heav-
ily guarded by seven mighty
demons. The Dark clavical is sea-
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led with a locked clasp and can
not be opened until the Shedding
Moon Eve, the Autumn Equinox.

Your quest begins outside the
castle fortifications. To the far left
is the entrance to the labyrinth, but
to get there you will need to cross
the battlements where you will be
attacked by a flying witch — a
quick bolt of energy should finish
her off though, leaving you unhin-
dered to enter the very depths of
Castle Arcana.

Once you are inside the castle
you will be plagued by the evil min-
lons of Valarequil. Luckily the
magician of Estarion has equipped
you with magic bolts of luminous
energy. These can be shot in any
of the eight standard directions to
dispose of a majority of the guar-
dians.

The castle is displayed in a

Mr ner has
a game similar to an

adequate fodder for those who
are starved of this type of
I don’t like it, but then I'm
of Ultimate's arcade adventures
anyway.

t

New Generation Software/Virgin, £7.95 cass, joystick only

| didn't know that
in had the

game. Why the mmer
can't produce origi-
nal | don't know ... he's obvi-
ously got the talent.
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psuedo 3D style, showing the halls
of the castle which are litterad with
various authentic artifacts. To
solve the quest and retrieve the
Dark Clavical you must locate the

Great Hall of Valarequil in only two
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and half hours game-time. Your
status is measured by life force,
which slowly dissipates as time
goes on, and each time you are
attacked it drops considerably.
Some doors in the castle can be
opened automatically, whereas
others require a key or substantial
force to open them. There is also
an ancient transport mechanism
which no-one knows how to use
— but there is a way. There are

thirty rooms scattered through out
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the complex, search each each of
them carefully — any object may
hold a helpful secret. Even if you
can't find an object first time
round, go back later — objects
previously found may reveal some
deep mysterious clue. Can you
locate the Dark Clavical and save
the land from the dark shadow of
Valarequil?

Presentation 65%
Simple title screen and a few
options.

Graphics 55%

Average backdrops and sprites

Sound 43%
Simple Utimatesque title screen
music and spot FX.

Hookability 46%

As addictive as any recent UIti-
mate offering.

Lastability 44%

And just as absorbing.

Value For Money 44%
Certainly worth the asking price
if you like this sort of game.
Overall 45%

Will appeal mainly to ardent fans
of Ultimate’s arcade adventures
who want more of the same
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ers of misty space, amongst
the flotsam and jetsam, lies a
world — a mechanical artificial
world. Designed by genius, built
by craftsmen, inhabited by nihilis-

F ar out in the murky backwat-

tic, anarchic death machines.
Their world is perfect. It is a world
free from natural disorders and
disease, where the dangers posed
by the elements are vanquished.
Unfortunately, they have one flaw:
their religion is war and the con-
quest of other planets — Earth is
their next destination.

Their mechanical world takes
the shape of an enormous chain of
cylinders aach rotating at such a
spead to induces the required
centnpetal force to act as aform of
gravity. From a distance this chain
takes the form of an enormous,
hideous caterpillar gently winding

WAR offers very
little in the way of
o bl

up
would recommend, |I'm afraid.
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i Martech, £8.95 cass, joystick only
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it's way through space on an awe-
some mission. Moving in a little
closer, the fine detail of the inner
surface of each fantastic cylinder
becomes clearer. You have penet-
rated their surrounding protective
field in your military spaceship.
Now you have been assigned the
mission of defeating the enemy
within . . .

Several missions have already
failed to deter the invaders — this
Is the last chance before the immi-
nent destruction of Earth begins.
There are twenty cylinders in all,
each one serving a specific pur-
pose — some residential, some
military, others Governmental.
Your actions in one cylinder deter-
mine the outcome in another
depending upon the amount of
Droidians — defence robots —are
destroyed.

The game is viewed from above,
looking down upon the action,
with a status window placed
above the main action showing
players, lives (you begin with
three), score, energy, curment
cylinder, and two bars which are
very important. The first, on the left
hand side of the screen, indicates
the target zones and the second,
positionad on the right, shows the
time remaining. If you are killed or
collide with an impassable object
before your time runs out then a
life is lost. However, if you are still
surviving after the time limit then
the area turns bliue allowing you
access the next section.

Having temporarily shut down
the ship's reactor you must fly
under the surface until you reach

the escape portal, which links one

cylinder to another. Unfortunately |
the inhabitants have had the |

foresight to install a security sys-
tem — but it can be cracked. The

screen fills with squares of several |

colours which scroll from right to
left and a colour is displayed in the
border. To crack the code you
must position two cursors over the
squares commesponding with the
border colour and blast them.
When they are hit the squares turn
black. To open the entrance to the
next cylinder all the squares of the
correct colour must be hit.
Onceinside the next cylinder the
inhabitants launch their attacks
more viciously and sadistically
making any further penetration

| get the fealing ['ve
seen this

really much variety and depth to
the game. WAR is simifar to
pilay (wait for a time limit to tick
down before tackling a sub-
mml'mmmﬂbﬁmﬂ

red of it all before, so | didn’t
anjoy the experience as much
the second time round. | do like
the presentation, music and
sound effects, and the sub-
game. But | don't find the game
itself particularly enthralling and
compulsive (o play.

Martech)

I must say I'm
really disap-
pointed with this.
The only really
good bits are the
way the game is presented
{sprites in theborder and all that),
the bonus screen which pops up
after completion of a sheet, and
the fabulous music. The game
itself is a really dull one — just
sitting around waiting for the
time limit to finish so you can
fand. Shooting loads of dots and
the occasional craft isn't my idea
of fun. The graphics aren’t too
bad, it's just the game is lacking
any freneticism or panic, qual-
ities which are essential in a
shoot em up.

more difficult. Your overall ambi-
tion in the game i to destroy all
twenty cylinders by annihilating all
the meanies and building up a
massive score in the process.

Presentation 94%
auperb, although ther 15 no
restart option

Graphics 63%

MNothing new or iImpressive to
inspire

Sound 98%

QOutstanding Rob Hubbard sound-
track and spot FX.

Hookability 65%

simple to play and mildly addic
tive

Lastability 42%
But not varied enough to enthrall
for any great length of tima

Value For Money 41%

Hardly worth starting a war for

Overall 44°%
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Ty e eEAD THE DIRY —Now FLAY MINTER'S GAME . ..

ridis Alpha is a long way from
anywhere, a good job really
when you consider its turbulent
social structure and the way
physics as we know it ceases to

ve as it should. Two races live
on this hell-hole of hassle: the col-
ourful but ultimately stupid Zzya-
xlans and the more intelligent and
passive Gilbies.

The Zzyaxian race consists of
many separate sub-cultures,
ranging from the BO Lyk Birds to
the Elat".lerﬁh Faces, but all are
united ind one cause — the
destruction of the Gilby race and
their home planet. The Gilbies, on
the other hand, aren't so stupid
and just wish that they could lead
a peaceful existence. Unfortu-
nately for them, the Zzyaxian
threat is such that they've been
forced to build powerful living war
machines in the form of Gilby
Robot Fighters (GRF) to take the

ans on at their own game.

e big problem is this: the
Zzyaxians are stealing the energy
generated by Iridis Alpha, a situa-
tion which could lead to the planet
imploding if enough energy is
talhen. To remedy the situation, the
Gilbies have adapted their war
machines to retrieve the energy
from the bodies of the ians
and inject it into the planet's core.
This process of energy retrieval
kills the Zzyaxian victim, but there
are a huge amount of them so it
doesn't really matter that much.

The Zzyaxians attack in sepa-
rate waves, and when a wave is
disposed of it doesn't retumn.
There are twenty waves to each
part of the planet and all these
have to be destroyed before Iridis
Alpha is considered saved.

Now here comes the weird bit
. . . Each Gilby inhabitant of Iridis
has a doppleganger, yourself
included, and this doppleganger
lives on the underside of the planet
(which just happens to be a mirror
image of the surface). Only one
doppleganger can be active at one
time and this activity has to be
switched between the two. The
reason why the activity switch has
to take place is because when one
doppleganger is active, the pas-
sive one begins to decay — its
entropy status is shown at the bot-
tom of the screen as an icon which
changes in colour. When the icon
Is black it means that the passive
doppleganger is in a terminal con-
dition and If the activity isn’t
switched between the two then
both Gilbies will die. When the
activity is switched, the entropy
status is reset and the decay
begins afresh. The game is nice
and kind to the player and for the
first three levels you don't have to
worry about the entropy status,
but after that the full entropy busi-
ness comes into affect.

IRIDIS ALPHA

Llamasoft/Hewson £8.95 cass, £12.95 disk, joystick only

Switching from one
doppleganger to the other is done
by shooting a Zzyaxian and flying
through the spinning ring that it
leaves behind, although you must
have your finger off the fire button
to be able to transfer to the other
side of the planet. Consequently,
it's advisable to keep the fire but-
ton depressed otherwise you will
find yourself jumping from one
side of the planet to the other willy

nilly.

'tlrhe Gilby Robot Fighter has two
modes of operation — flying and
stroll. Switching from one to the
other is done by finding a piece of
land and either landing if you're in
flight mode or jumping into the air
and keeping the fire button depre-
ssed if you're in stroll mode. In
both modes you have the ability to
fire which is essential to combat
the threatening Zzyaxians which
fly, bounce or roam about the

planet. When a Zzyaxian is shot,
its ene is transferred to the
Gilby fighter and is displayed on a
bar chart at the bottom of the
screen. There are two of these bar
charts, one for each of the
dopplegangers. These increase as
more and more Zzyaxians are dis-
posed of, although if one crashes
into Gilby then a certain amount of
anergy is lost.

The energy condition of Gilby is
represented by it's colour — the
lighter the colour the more energy
it has on board. If it's white then
the needs to be offloaded,
done by flying over the 'Core Area’
of the planet (a stretch of land),
going into stroll mode and remain-
ing motionless for a second ortwo.
Gilby's energy level is critical
— it can only carry so much before
it overloads, and too many colli-
sions with Zzyaxians and a com-
plete loss of energy have the same
"W you transier nergy

you tran anough e

back into the core, yﬁa aliowed
to take part in a little bonus game
in the form of the Gilby's favourite
sport, point to point racing. Here
fou must race up a vertical scrol-
ing screen as fast as you can. The
quicker ?1(0" get to the end of the
course the more bonus points will
be added tmuur ‘bonus bounty’
score total (which is added to your
total score when your current
game ends).

are powerful and
suit the game well. A must for all
shoot em up fanatics.

This process of dumping energy
and partaking in the bonus games
continues throughout the game. If
you offload enough you're
given the ability to warp to another
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section of Iridis Alpha. Each sec-
tion of the planet has its own group
of aliens and energy has to be
deposited in the same way. A

series of icons at the bottom of the
screen show which planets can be
warped to, and warping is
achieved by fiying through one of

the 'warp gates' which appear
along the planet surface.
Throughout the game you can
call up a progress chart which
shows how much energy has been
deposited on each part of the
planet by means of a series of bar
charts. This progress chart also

hesitation in
it, Mmmm
suited to a quiet afternoon with
Spindizzy. How about some-
thing for us peaceful types, Jeff?

appears at regular intervals during
the game when a certain number
of aliens are cleared.

If the constant action tires you
then you can relax by playing the
pause mode game, Made In
France, which is a nice and relax-
ing reflex game. There's also a
pause mode for MIF, called DNA
which goes into the same category
as Psychedelia since it's a pleas-
ant visual entertainment.

Presentation 97%

Stunning. Two pause modes and
great %hﬂﬂm table, amongst
other things.

Graphics 94%
Brilliant sprites, neat mirror

i ing, and several fast scrol-
imdm.
Sound 96%

Incradible sound effects and a
waird fractal title screen tune.

Hookabllity 94%
Initially tricky to into due to
the concepts within the game. . .

Lastability 95%

But once the hang of
them onl ﬁﬁmgan

take you i

Value For 94%
For what it offers can't quib-
ble over the :Hica?mu 2o

Overall 95%
Another stunning and innovative
Minter release which earns itself

the position of the best shoot em
up on the 64 to date.
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EQUINOX

Mikro-Gen, £9.95 cass, joystick or keys

Il was going well for the
mining community based

in  the hollowed-out
asterocid called Sury-Ani 7, until the
canisters of radioactive material
used to fire their nuclear generator
began to leak. The poliution they
emitted forced the humans to
abandon their mining project and
flee to other nearby asteroids,
leaving Sury-Ani 7 to become bar-
ren heavenly body once again.
Not wanting to give up their
good work without a fight the
humans contacted Rent-a-Droid
to hire a disposal droid specifically
to clear the radioactive mess and
make the place suitable for human
habitation once more. You play
that very disposal droid and to win

| found Equinox
instantfy

and playable. It is
well presented and
: visually and aurally
aftractive. The pace is fast and
the game involves a lot more kil-
ling and quick thinking than most
arcade adventures. Equinox is
onginal, unusual and great fun —
don’t miss it.

et = ™ = = = N -

the game you must locate and dis-
pose of the radiocactive waste in
the lead-lined bins on the bottom
level of the asteroid.

Naturally it's not a simple task
and the mission is dogged with
problems. One of the biggest
problems is that the fleeing
humans forgot to switch off their
automatic defence system and
consequently the place is crawling
with security droids, out to destroy
anything that moves. Any colli-
sions with them knock a chunk off
your energy, shown as a diminish-
ing bar chart at the top of the
screen. Luckily the droid has been
equipped with a powerful laser
which can destroy the nasties, but
it runs on a power supply that
diminishes with each laser burst
fired (although i can be
replenished by picking up bat-
tenes).

The asteroid has eight levels,
accessible only if the relevant pass
I8 in your possession. Problems
arise in the process of trying to get
the relevant passes, and much
picking up and dropping of objects
Is required to enable the droid to
negotiate the various barriers and
hazards which have been left to
stop Intruders. On each level there
is a particularly unstable canister
of radioactive waste which should

Y e
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be disposed of first — if they are
left too long they explode, suc-
cessfully terminating you and your
game.

The disposal droid transports
itself around the flick screen com-
plex by means of lifts and tele-

This is an unusual
attempt at an
action packed
shoot em up. Ni

Joystick wialding is

looks good on screen and is just
as exciting to play. Sound has
mmmm&mmmm
a smart little ditty at the start and
some m!&rasm effects
throughout. My gripe with
this game is that teleporting has
to be done with care as the trans-
porting credits are hard-to come
by. Still, if you enjoy fast moving,
action packed arcade adven-
tures then this is 8 must.
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transporter systems. If there are
none in the immediate area then
the droid can rely on an in-built jet
pack, aithough using it eats away
at the droid’s energy (which can
be replenished by picking up the
correct object).

The visual display panel at the
top of the screen aliows you to
keep a check on the process your
disposal droid is making. The first
window on the left shows which
object the droid is carrying and the
second shows how many back-up
droids you have left (you start the
game with three). Other informa-
tion displays show how much time
the droid has left before the canis-
ters explode, along with the thrust
fuel and laser energy remaining
and your score.

There's plenty of
action in this prog-
ram — shooting,
puzzle solving and
Just trying to sur-
vive #1'? mwmdﬁins The
game is f and it
took quite a number of plays just
to work out what should go
where. It's not only fast reflexes
that are required, the speed of
the game means that the old grey
matter has to work overtime too!
The graphics are quite nice and
the sound is fine. If you like these
&’ﬂ”“fwmﬂ” take a look at

Presentation B1%
Plenty of options and the in-
game information display is
great.

Graphics 81%

Lots of imaginative sprites and
plenty of varied backdrops.

Sound 66%

Pleasant title screen ditty and
some good spot FX.

Hookability 85%

The shoot em up action makes
the game instantly playable . . .

Lastability 82%

. . . and there are plenty of
devilish puzzles to solve against
an ever diminishing time limit.

Value For Money 79%
A tenner for 128 screens of fast
action.

Overall 83%

A great game for arcade adven-
turars and shoot am up fanatics
alike.
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SUPER CYCLE

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

s the sun slowly rises over

the race track it's tims,

once more, to take up the
challenge of the racing circuit. You
awake after a hard night of celab-
rating your last success in tradi-
tional style, and realise you have
but a few minutes to whip over to
the garage and pick up your bike.
Luckily time allows you to respra
your bike — now what shall it be
A subtle green? A shocking pink?
A putrid purple?

Me, I'm no biker — mae four
around me any day, and you can

see why. The times I've ended

base over apex in this game.
ﬂrwmmwh :

Whatever colour you choose,
you will most certainly need a new
set of leathers to match, or clash,
which ever suits you best. Once
kitted out with your newly
resprayed bike and shiny leathers
you can take your place on the
track, ready to race.

Having selected one of the three
levels of play the countdown
| begins, the starter waves his flag,
andyou'reoft. ..

The screen is split between the
playing area — which shows your
bike, the track and competitors —
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and an illustration of the
dashboard which indicates your
speed, rev counter and gear, The
gears are represented by three
ights in the centre of the
dashboard. When a gear has been
selected the light turns from blue
to yellow.

e first track is a fairly simple
one with its fair share of curves and
obstacles. Whizzing round at the
maximum speed of 140 mph isn't
too difficult and so leads you
quickly onto the desert circuit. This
track is lined with cacti— colliding
with these causes a nasty blow—
out and costs valuable time. How-
ever, if you do manage to com-
plete this track you have a chance
to boost your score on the first
bonus track.

The bonus tracks are basically
normal tracks, but scattered along
them are various flags which flap
quite happily in the wind until you
run over them, toting up your score
as you do so.

ach track is played against the
clock, so no matter how many
times you crash it is still possible

to win, so long as you finigh the
circult in time.

The tracks increase with diffi-
culty as you progress. Oil spil-
lages, ﬁuddles, ice, and cones
cause hazards, especially when
ﬁn the bridge circuit which spans a

ver.

Presentation 92%

Loncise instruchons and many
neat options with a huge hi-
score table.

Graphics 93%

The bikers are well defined and
ciear, and the 3D effect of the
track and obstacles i1s axcellant

Sound 85%
Nice title screen ditty and racy

FX.
Hookability 96%

instantly exhilarating and addic-
1 i

Lastability 94%

[0 Keep you racing for
many montns 1o come

Value For Money 92%
Plenty of long term i'_:!f"lr'_:llll_'—_rll:._]r'.':' for
:'."':]l” rT'|:jr||'_'uJI|

Overall 95%
An outstanding race game —the
best 1o date.
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en is a mole, and a very
destructive one at that. His
sole ambition in life is to
knock down any remotely
organised objects he comes
across. Well, this game is sheer
delight for him — 86 screens full of
stick constructions, all waiting to
be collapseq.

As Zen amrrives at each new
screen he is presented with a net-
work of grey sticks and stripy

This tooks dreadful
and | wasn't foo
m,r:amssed on
prawng far the first
time. Howeaver,

later | was

| several games

| hooked and couldn’t leave the

| g‘ame alone. t's a simple but
ghly addictive arcade puzzie —

and I love it. All of the screens

demand fasf reactions and quick

thinking — some more so than
others. If, like me, you enjoy a
decent arcade puzzie then Col-
lapse is & worthy purchase at
only two guid.

114 ZZAP!64 October 1986

COLLAPSE

Firebird, £1.99 cass, joystick only

PO & SN 4 A ¢ DWW

Puzzie freaks will
love this but
people who ke
their action in a dif-
ferent form won't,
it's one of those lypes of games
where you can see quite clearly
what you have to do but try and
work out how to do it. It's a good
laugh, but not what | would call
inspiring stuff. The ics and
sound are pretty grotty, but there
is a game there and it's one
worth looking at if you're into
arcade puzries. ‘

bridges. First, he has to work all
the sticks loose, done by simply
walking over them and in doing so
turning them biue. Once Zen has
turned all the sticks blue he can
set his little magic Rotix on the
move. The Rotix works 1ts way
around adjacent blue sticks,

smashing them into oblivion in the
process.

There are basically two different
modes of control, the first being
when Zen is not in possession of

BUDGET

magic. In this mode Zen is yellow
and it is only now he can turn the
sticks blue. However, some sticks
are too high for Zen to reach, so he
has to use a little bit of mole magic

Pressing the fire button puts Zen
into magic mode, and in doing so
he tums red. Zen can then float
about horizontally, although if he
needs to manoeuvre vertically he
has to work his way onto a stick
and bounce upwards — only pos-
sible in yellow belly mode. To get
to certain sticks he needs to con-
struct bridges, and for this he
needs a bit more mole magic. He
can then cast a spell to construct a

Altho Collapse
start out as a
r&ﬁ?ﬂf uninspinng
it wasnt
befum | was
totally addicted. sclnea! those
maddeningly frustrating arcade
puzzies which must appeal to
averyone. The graphics aren’t up
to much, nor is the sound for that
matter, but nevertheless what
the game does have in it's favour
is fast moving, and often highly
frenetic, action coupled with a
fair amount of strategy. But don't
let that put you off — it really is
worthwhile, and at two quid it
deserves to do well,
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section of brndge in any direction.
Each screen must be completed
within a given time limit. As if this
wasn't bad enough there are
always two nasties present and
contact with aither of them results
in the loss of 100 units of time. For-
tunately, Zen can keep the crea-
tures at bay with a sprinkie of
magic dust, and extra time can be
gained by collecting jewels which
occasionally appear on screen.

FI“'E‘SEI"I'I ation 78%

Simple '|:=.|_1.r'|__.1'| 1title screaens

& feu .I |:'-.H:=I—.' Ca
Graphics 27%
Cuite dull and lacking in colour

Sound 19%

A lew simple spot effects

and up

ard lit-

e aiso

Hookability 80%
uch but it plays

It doasn 't look m

wiel

Lastability 84%
Ut challenging screens to col-
lapse.

Value For MGHE}‘ 20%
The cheapest arcade LLLELSIe
avallabie

Overall 85%

and aelinitely one of the best
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Any more realistic

and you’d need insurance

There are two guys in front. One coming
up from behind. And another just off
your elbow. The screams of the bikes are
deafening.

The wind is pulling your face off your
head. Your adrenaline is pumping like
Hoover Dam.

You kick your bike to the right. Hes

torideit.

bumped. He's flying. You push on.

Take your eyes off the road for a
millisecond, and you could end up a part
of the road.

It's all a blur. No time to think. You've
just gotta pump it. The next turn's the
steep one. Bank, bank! The curve’s wide
open, but the screeching wheels of the

bike in front are kicking gravel right in
YOUL...yOu...

You hear a phone. A phone? Hey, wait a
minute. This isn’t a bike. It's a chair. It all
comes back now. Yes. You're home. The
pizza's here. The computer's on. Looks
like it’s going to be another quiet night
after all.
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On Super Cycle™ If it were any
more realistic, you'd need insurance (o
ride it.

Commodore 64 Disk %514.95

Cassette  §9.95
Spectrum 48K Cassette  &7.99
Amstrad Disk £14.95

Cassette  5£9.95

Manufactured in the UK under license from Epyx by

LS. Gold Limited,
Unit 2/3, Holford Wy, Holford, Birmingham, Bb TAX.
Telephone: 021-356 3358
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“Officially Licenced
Coin Op Classic"”
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