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STRETCH YOUR MIND AS

Take the next step Forward into a dimension of
computer entertainment where action and
excitement take on a new meaning. From the
world's greatest creator of simulation software
comes an unbelievable collection of war games,
Fantasies and adventurous challenges.

No longer are you restricted to the confines of a
gameplan, no longer are you refiant upon the
abilities and limitations of a remote software
programmer For your enjoyment. Here is a
challenge in which you take complete control. You
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STAYIIS SOFTWWLHE

THE GILT EDGED LABEL

Now the Status Software label brings you games Auaifab[e CGmmodDre

you can rely on.

Superb sounds, great graphics, fast action CEISSE.‘ﬂe Eg 95
The gilt edged label for people who demand the "
best. Disk £14.95

Just arrived. The Vikings full of action packed fun CDmmg S00n Amstradf

with challenges for all levels. Tipped to soar up the Spectrum
charts. Get your copy now

i e

e

Also available from
Status Softw T, “
sassomre - __Joon ___ JFOR ’ﬁ

PC1512, TANDY 1000 Quest or Ihe'ng

Status Software, Unit B11. Armsirong Mall. The Summit Centre, Southwood. Farborough. Hants. GU14 ONP  Tel. 0252 543303
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Shadows of
cynicism cast in
the light of
experience?...

Chris Butler, freelance programmer currently producing
arcade conversions for Elite:

‘I'm quite happy doing arcade conversions, it's dead easy work.
You've got a set target to reproduce an exact - or a near exact —
copy of a game.’

It H h hhwh th

‘It's getting to the stage where Erﬂsnn'tmunhpnintinmmhgup
with new ideas — things have to have to be the same or they won't
sell. Ai#gne sgutmhauaanarnatnit orit's ﬁmmhaﬂuwmmhu

inad package. A big name or tie-in regardiess of the
cla?tltitg ul!béffﬁ.lﬁ? actually buying the game because they recog

e or y Duy
ﬁmﬂmnama.misthanmmnysfauﬂfnrbﬁngmgmmatha
game because the kids want it?
John Hare, Sensible Software:

‘Good prﬂumtaﬂﬂn is becoming more important than a good
game.’

mt:lun, freelance programmer currently working for
‘Hynu wantto doan original product it's got to be really convincing.

| don't really like doing arcade conversions — they're nearly always
pale imitations of the original - there hardly seems much point in
doing them.’

Flwﬂhun Canvas:

U{:ancadealuarmym We lose directly in proportion to the size
oftha licence. If you' mmaraya!ﬂaadaal gﬂ blishers screw you sub-
stantially. What they :.:r is 'we’ve got a brilliant licence and are
guaranteed 100,000 , therefore we'll pay you less
because you don't need them." You ask for a lump sum and they say
they haven't got enough monay laft over because the licence cost
s0 much, so their priorities are ' pay for the licence, then worry about
the programming’ — so how can the game be any good?’

Steve Cain, ex-Denton Designs:

“The software industry could be ing brilliant characters and
licensing themn out to films and TV, but look what happens. We end
up having to write a game about some crappy American TV series.
It's the wrong way round. Licences do take money out of the indus-
try which should be left in.’
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Has the quality of games software
deteriorated over the years? Or is
it simply standing still? There
again — did it ever progress?

it all started with the appearance
of black and white, hand held
video games featuring such
delights as ‘tennis’ and 'football”
- simplistic, but playable games
with equally simplistic graphics
and sound. Families gathered
around their televisions, capti-
vated and somewhat overawed by
the hi-tech thrill of it all.

Within months, the cartridge-
based consoles arrived — notably
the Atan 2600 which spawned
cheaper, inferior imitations. These
consoles offered better graphics
and sound, and (more importantly)
more variety than their ' predeces-

£40 a cartridge.

Months passed. And then . . .
the advent of the home computer
boom.

(Sir) Clive Sinclair's DIY ZX80
was the first home computer to
make its mark - not as a games
machine, but as a break-through
in home computer technology. It
was the appearance of DIY and
ready-made ZX81s that inspired
commerical software — cheap,
cassette-based games. The ZXB1
offered no graphical marvels - it
was also slow, devoid of colour
and sound, and initially the
software available wasn't much of
an improvement over the games
seen on the ageing black and
white hand-held consoles. Clones
of arcade games such as Break

sors’ . .. but at a price — around Out, Space Invaders, Galaxians
GAMES REVIEWED
Orange 103 Nosferatu 24
mwﬂuh 112 Olli and Lissa 23
15% Raid 2000 e 27
27
m 48 Repton3 28
Double Take 19 Skate Rock 26
Erebus 18  Star Soldier 107
Falcon Patrol Il 114  Street Machine 23
Footballer of the Year 49 Terra Cognita 101
Future Knight % TowMen T 1
uture 105
Hm-u:lhnllﬁrﬁnum 48 Tomahawk 104
Knucklebusters 34  Tracker 20
Labyrinth 35 Zub 113
Mutants 36
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again to find out what went wrong.
The president of Nova Robotics wants
to capture him before the weapons he's
carrying Kill millions of civilians.

And the security chief wants to
blow him up so that he can get
home in time for dinner.

YOU are Number Five.. YOU are alive
and YOU have got to stay that way!

It was a one-in-a-million accident —
but Number Five, designed to be a
strategic artificially intelligent
weapons system, the most
. sophisticated robot on the planet,
" has escaped — and has come to

the conclusion that he's alivel

Now the scientist who put him

together wants to take him apart

Ocean Software Limited
Ocean House - 6 Central Street - Manchester - M2 55

Telephone 061 B32 6633 - Telex 669977 Oceans G

™
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"WERAT - NU LETTER oF THE AMDNTH ..

It's been a fair old struggle all this wintry month of January to get
down the hill to work. It took three days before a snow plough came
by and opened up the track from my cottage (thanks, guys, for piling
fifteen feet of snow over my entry-way). Living on a hill in this part of
the world becomes more like living a computer game every day!

But enough of my problems. What about yours? The central
themes in the postbag this month have been Gauntlet and an
increase in readers receiving poor service from mail order com-
panies — one or two of which I've left out until we've had time to
check the complaints out a bit more thoroughly. Anyway, on with the
fun...

A GREAT REPAIR JOB!

Dear ZZAP! replace missing keys for me at no
In reply to the letter by Andrew axtra cost, and the machine would
Sandersin Christmas Special  be ready within the week — which
about centres, | would just it was.

like to tell of the service pro- The repairs needed were the fol-
vided echnicom Services Io% aced VIC chip, resea-
(South ¥ ted 4, fitted PLA chip,

I had the misfortune todropmy  replaced keys, and last but not
B4 whilst moving house, causing ieast it was soak-tested it for 24
damage to the and vari-  hours and given a 90-day guaran-
ous chips. | took it to a couple of tee on all new parts.
computer shops who quoted £50 - | that this letter will assist
70forrepair. Ithen sawtheadvert  any reader who may be won-
in your magazine for Technicom, where to send their com-
and when | phoned them they said Elgml repair,
that they had a set rate of repair of : Hart, Watchfield, Nr
£27-50nomatter whatwaswrong.  Swindon, Wilts

| sent themn the machine asking
if it could be ready for Christmas,  Great stulf. Richard. Nice to hear
to which they said ‘Yes'. Three from a satisfied custormer for a
days later | received a call change, and well done
ndvh:gﬂ‘mtﬂmkwbmd wasnot  Technicom.

in the price but they would LM

A RAGING ROLE-PLAYER WRITES

Ta Mr Penn they think that they are not real
That's it Penn! I'm fed up to the games? '
with you and the rest of your N
reviewing team, due to y
attitude towards role-pla
You and ma

. ence 1o Lioyd, but | very
much doubt this letter will be print-
ed, for not compiying with editors
views. But take heed Mr Penn, us
role-players are se

Go on, insult me!
Sam Paget, Uckfield, Sussex on
behalft of Sam Dix, Stephen
Biggs, Dale Nicholson and many

second

Penn, e\

Sizzler do

ousted thea ¢

the team, 5

pernaps exception of the White
Wizard, but insulting our games is
too much, Baar in mind that games
ike AD&D and Traveler are very
popular and keep Games -]

other role-players who like com-
puters.

Me, not print your letter, because
it mught o t the editor?! I'm

ining but the bast, Mr
owever, | feel is amat-

bducing the
) BVer to have
graced the i many a
newsagent. Wl R

Now that's ou
a number of poirie
keeping up the hig
your magazine.

In response to your answer to
John Simmond's letter is issue 21,
| do not think that accounting for
the time element in ratings is a
good idea, comparisons cannot
De made between games when
one is older than another, such as
The Way of the Exploding Fist and
International Karate. They got
893% and 91% overall respec-
tively, yet, in the review, it was
clearly stated that the latter was far
superior: a mite confusing.

Still with ratings at the risk of
incensing the wraths of rating-hat-
ers, may | ask if the ‘Overall’ rating
takes into account the price of the
game. If so (and | believe it does),
would it be possible to include a
rating which reflects the quality of
the game rather than its price. (I'm
sure Slamball would not have col-
lected 96% if it was priced at
£89.95. The same goes for Serflige
(Americana), Spellbound, et hg

Another point about reviews:
please always state clearly ifa
game is unplayable as a ong
Elayﬂr game. | bought Leags

expecting a great g
but unless | have a fri
it's totally unplayable.

From REVIEWS to PREVIE
why aren't there half as ma

the ones on Space Harrier JFlash
Gordon, etc, previews (issue 20).
Can you remember the good old
days when you previewed LCP,
Spy Vs Spy I, and that double |
page spread on Mercenand They
made interesting reading and kept

excited with new games to
ook forward to.

the way, | have

standards of

When there is a month with no o £

Sizzlers or Gold Medals, it's yours
job to fill the magazine with ]
interesting articles to make up
it. In some issues, this has not
been done (eg: issues 12 and 16),
but, I'm glad to say that issue 21
(¥mas 13&5} did provide some
excellent reading. | hope this was
not just because it was the ‘' Christ-
mas Special’ and that it will occur
in any issue where good games

lacking in future.
stly, some points on ga
ames and Spindizzy
RING! One play each of th
was enough to put me off them
ever more. The latter is simply

agree
of this world because of the fact
that the graphics and sound had
been enhanced. However, | don't .
think that Winter Games was
worth programming at all. The
same goes for World Games. Epyx
are just chucking the same trash
at us again and again with a differ-
entname. These are my views. Do
other readers agree? If not, | must
be getting too old for computer
mes.

ichard Tatterton, Holgate,

York

There HAS to be a time element
incorporated into ratings. How can
we avoid it ? Most games written a
year or two years ago, are not up
the standards of software today. |40
Consider this (purely hypothstical 4%
you understand, but relevant): 4N 4
what if Way of the Exploding Gt}
received 99% when it was 4NN
refgred? We consider IntSma

situation is it not?
, 1o reverse the situa-
tion, you're asking us to heavily
downgrade ratings now, so that
there will be room to increa

sciously.
As for Leader Board . . .
unplayable as a one player game?
Possibly a mite tedious, but far
from ‘unplayable’.
LM




normal speed, sOYNE
need not be that mOg
Reading this has made me thin
a bit more about the different types
of drives and which one to buy, so
Iwonder if you could answer a few
questions over which I've been
pondering. i
1) Which of the
superior: 1540 8
0, 1570, 1
hat are the main diffe
of the abovedrivesa
spead?

& SitLation.
agol sent away
a leafiet allowing me to join the
‘The Home Computer Club' in
Swindon. As an introductory offer
| was to have four cheap games
immediately, and then afterwards
buy a game every two months for
around £1.50 cheaper than in the
hops. At the time this seemed a
| was very pleased
; Amived and they
A e W{]ﬂh

sentthem bag
limit was up 3
month — my,

amazed. l'c :
and, being still at school, paying
the £43 is quite out of the question.
Unfnrtunat:ld)r | didn't send them
back Recorded Delivery sothere’s
no proof of posting. | know you
learn by your mistakes but this is
not my fault so | don't see why |
should pay. .
Please ZZAP! any advice ongd

5) Would you recommend buying

a disk drive purely for the quicker

loading of games?

::nrh Jones, Winton, Manches-
r

Quite honestly, there are no signifi-
cant differences between any of
the drives you list, as far as the 64
is concerned, and consegquently
noneis supernior to any other. They
alf use 514" disks = it's physically
impossible to use 34" disks. The
latter (though ir:: ‘evant to the 64)
are obviously more convenient
because of their size, and they are
better protected within a tough
plastic shell.

Asking around, no-one's
exactly sure what causes align-
ment problems, other than heavy
handling or the single-minded-
ness of machines to fulfil their duty

_by going wrong somehow.

However, everyone does know

| that they would prefer having a
“disk drive because it's easier and
“quicker to use than a cassefte
“deck. If it doesn't have many

" speed advantages these days

ite loading, it does
ifige of games to you
yainly available on

saving my moneay would be highly
appreciated.
Carl Waters, Telford, Shropshire

When you sent off for the offer in
the first place, you effectively
entered a contract to return the
games within a specified time limit
if you weren't salisfied, and it was
your responsibility to get them
safely back. If they weren't
received (for any reason), then,
theoretically, that's your problem
and not the Home Computer
Club's. It might be something you

.| couldtake up with the Post Office,

here, as you now realise, with-

that such situa-
they aren'tin bus-
own, sol suggest
iem by telsphone or
W plain your point. It
3t an error was made
Bt you'll never find
ryotrdan't taik to them.

Should the worst come to the
worst, | actually doubt whether

they will really harass you through

a debt collection agency, and if

they should, then it's time for your

dad fo talk to a solicitor. I'm cer-

!‘a;'nt}i not qualified to advise on
that!
LM

Dear Lioyd,
As an avid reader of ZZAP! 64 |
thought | had better warn all the
other ZZAP! fanatics of a suspect
advert advertising commodore
penpherals.

| ordered a new 1531 data cas-
satte for £33.95 from Micromail
who are based in Manchester. |
was shghtly suspicious when |
found out that the cheque
be made out to | M Priestly.

I sent off my cheque thinking all

away that issue of ZZAP! and |
couldn t find the advert in any
other issue

So as a hard up student on a

don't print this letter
Phillip Cain, Scarborough, N
Yorks

| have no hard informaition, Fhillip,

ounts people are of the

that Micromail, or Cel-

may also be called, has

i ) bust. it would seam that they
are still cashing cheques, though,
and if that is the case, then they
breaking the law. The address |
that | think it will help much) is: 53
Fennel Street, Manchester M4
3DU. Tel: D61 834 5780

AP 1 bt atter four waaks
tape recorder had still not

that my cheque had bee
two weeks beforehand. |
attermmpted to phone the company

and | found that the telephone
number digdn 't exist. | looked for
the address to write to them but LM
found that my mum hag thrown

VANISHED VIDCOM

Dear ZZAP! software retailer has it on the
lcan'ttake anymore. I'vehaditup  shelves or in stock.

tohere (I'm not very tall and ‘here’ After reading the review |

is over my head - in other words thought, 'great an art package
I'm swimming in itl) Several things  worth buying to use in my own
nb.eqinmmtngatmmynnrm games’, but to my dismay nothing
and I've got to put pen to paper more has been said about Vidcom.
ar . .. wall, who knows? When will it be released, and can

It concerns the new art package order it?
from Alpha// (CRL)that was Encu Fabion, Lenham,
reviewed issue 16, page 44 Vig- idstone, Kent
com.

Where is it | ask myself? As a It has been released some time,
budding programmer this utility Spencer, but Carol says, ‘don't
wouldn't go amiss in my software  despair dear. ' I've just checked
lib due to its S with herand you can order a
mmliﬁaﬁ.l‘m isheartened.'ve  ofVidcom Ihrwyhmm
tried everywhere to purchase this  Order.
amazing bargain, but not a LM

FOOTBALL MANAGEMENT

Threa Classic Foothall Managemant Strategy Games for all snthusiasts. Each of these QLAL-
ITY games is packed with GENUINE FEATURES to make them the mosi REALISTIC around,

PREMIER LEAGUE
A COMPREHENSIVE LEAGUE GAME - Play all teams home & away. Full squad details all teams.
Injuries, Taam styles, In-maich substitutes, Named & recorded goal sconers, Comprahansive trans-
fer market, 5 Skl levels, Financial problems, Team Training, Continuing Seasons, Sive gama,
Opposition Select Strongest Team and MUCH MUCH MORE Ba/1 Emmndm%ﬂ.ﬁu

WORLD CHAMPIONS

ACOMPLETEWORLD CUP SIMULATION - From tha first inendlies, qualifying stages, tour matches
and on o the FINALS - Select from squad of 25 players, 2 In-Match substitutes allowed, Descipling
table, 7 Bkill levelz and MUCH MUCH MORE| Includes & full lext match simuletion with injuries,
Bookings, Sendeng off, Cornars, Free kicks, Match timar, injury time, Extra tima, Goal limes and
MORE! B4/128k Commodone £7.95

CAPTLRES THE FULL ATMOSPHERE OF EURCPEAN COMPETITION - Home & iy lags, Away
goals count double (if diswn), Full penalty shoot out (with SUDDEN DEATH), 7 Skill levels, 2 subs
allowed, Pre-malch taam news, Discipline table, Full tasm & substitube selection, Disallowed Goals
and MUICH MUCH MORE| Plus FULL TEXT MATCH SIMULATION.  84/128k Commodors ET.85

FANTASTIC WALUE - 2 games deduct £2.00; buy all 3 games deduct £3.00
AN gemes gre svailable Hmﬂuﬁ DESPATCH by 1st C POST and inciude FULL

INSTRUICTIONS (add £1,00 outside LK)
From E & J SOFTWARE, Room C3, 37 Westmoor Road, ENFIELD, Middiesex, EN3 TLE
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black and
white .

Show, th
tiGutarly s
Who Wen
The Be
aMd |[ ot
neeq it
Great! . . . But whera is it!?
us the game. They said, 'Ah
vou re the fifth there is no
map: . .. because it s an
mport . . . and we have con-
tacted Arioclasoft and they say
}

believe my eyes

I phoned the company who sold

they ) Then |

e s the city
Mow. aeither 'y
| Know . and

» The Bard's Tale has
v the cost cutting of

I:-| ¥ Iy a0 5
=M can help, he has seen it!
K Naunton, lpswich, Suffolk

Well Ariolasof Walf 7

DmrlJogﬁ.

Firstly |'d just like to say that |
would have the ZZAP!
readership is so dense nov

MADCAP SCORELORD

E|1It=?fthu-[ e :
nally (cut Bi of rel
onto the 128. mﬁmm@n
becomes s in the
;uﬂmi ush-ynwﬂufmmiwuﬂ
least one ne of its very
M‘MHMMMM
have on their hands with-
out the 128.

Adrian Lowaery, Clayton-
Woods, Lancs .-

| must be both dense and young
then. Thanks for the compliment,
and thank you, too, for saying such
nice about the Christmas

M‘mmw,v
mmm%
e s
fo A
nﬂ!hmmmmﬂﬁ?ﬂ!
wasn't allowed to enter . . .
128... Yes, the lads tell me
they do have enough on their
mmm&‘?mi
aidadngmm
software, but it's too much extra
hassle. However, we will cover
128-only software - If we can get
any!
LM

FEAR NOT!

THE ZZAP!64 COMMODORE
REPAIR SERVICE IS HERE.

-

If you wish to advertise your rep
Ludlow (0584) 4603 for details of booking.

air services here, contact us on

(There’s a Hospital near you!)

THOMAS WALKER & SON LTD
37-41 Bissell Street,
Birmingham B5 THR

= 021-622 4475

Most times repamed while-u-wan

TECHNICOM SERVICES
(South-West)
Unit 5, Transom House, Victoria
Street, Bristol BS1 GAH.
2 (093 484) 3460
Lommaodore repairs, eg Chd4 2750 + PAF
3 months quarantes. Also Amstrad, Sinciai

MICRD MEND
The Oid School, Main Street,
Farcet, Pet h PE7 3DB
= (0733) 241718
Faai I;.!'IIZI"'Z-E Lbd £29.95 Ci6Ns 20 £24 95
New/used compusters for sale
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CONFUSASTICK

Tt hlrndn t

Pro Plus.

TWEO main r

1 | previou ¢
Competition F'r- W

N WE 1| |-._ N _l."':.-"'-i -
Brs ‘."-.11-' I5 i_I'|1_!|

great nine-pin, D-t [' I'r Aveyart |

n the sky
FAPSTIC

gl Ir||
Was -s|I|H| ¢ {re r||'|,'|
ded it was to be

'|'__I|_||,:_I'|
1ant i
I'_:-!':!-Zl-' .| e

NEITIan an i
over the box was written
and 'The latest product
ck marketing’ etc
ng this my mirg

'-."'.."-'-I after taking heed
warning | went up th ]
awthersalthingfor£19.95=ant

oy the real thung | mean with
Euromax' all over the box. So |
weEnt in and baught the BEuromax
Oy SHCK
when | got home | noticed with
orror tnat gracing the back of the
was the .-'i'.[.l.;-':‘l'l 0.

1 | had been fobbed off
with an imataton | studied the box
cCargiuily ang on the sige. balow
the addreg 3O ‘-'I OImax

2N r anutactured in England by

|[ Ick marketing

.='||'.'" SEEM '| thes | came to the
conciusion that they were the
r.."1"|| ioystic L

, WaSs Wi

'.I| 1|-. .1 .I

o The |
only £3, b |I | think it
|T'.|:-;I-:_=.-|-:_1r"|_| 5
a5 YE MO

& |oOVSTICK

Mark Ferry, Dringhouses, York

LAY 1I--r ' b I'. III.|L|l| 1 .'-:.rl'."l."!__;'l'_:

J)

UNRATED S

Dear Lioyd
With regﬁrd to Firebird's The Sen-
tinel reviewed in December’s
ZZAP!, it's my opinion that the
game should not have been given
a Gold Medal award, and it should
have been given some ratings.

Here are a few points which |
think justify my views.

Firstly, The Sentinel is certainly
nota that would appeal to
ay . Julian was right to say
that some would love it and some

would loathe it, and some (most, |

think) would like it because it's
such a clever idea. | think it's ve
good, but not exceptional. Out
three people | know who've pia
the game, one liked it quite a lot,
but didn’t think it was earth-shat-

(like me), and two thought it
was just incredibly boring,
although they did admire its clev-
Brness.

If there are people who hate it,
does it deserve a Gold Medal? In
my opinion it doesn’t. Gold Meds
shnmgé:gly go to games that g
an;uy everyone, no mag

m-dy they are technig
Lnts uf le will thin
tinal is not their cup ol
many as really do ket
shouldn't really gét

Secondly, wii\
ratings? It oy
but it is_a

nary game in the folloy i

a) Iﬁ player controls what goes
on on the screen.

b) You can have objects on screen,
and it has an effect which relates
to what you're doing.

c) You have lives (well, a life) and
you can ‘die’.

d) There are adversaries controlled
by the computer that can defeat
you; a feature of just about every

gama
?ﬂ @ has an objective (all
Q.Elmas ve an objective, E-'U'E-I"I:Ifll
is just to kill more aliens or eat
more dots, collect more objects,
gm a higher score or whatever.
ven Space Invaders had an
uhbcleclwa but Deus Ex Machina

fi Gammg skill is neaded to reach
goals.

Having all these features in
common with other games, how
can it defy rating? To say that it
wa;ln;lmtad because ;'t":s totally
onginal s a cop out — Mercanary,
Frankie Goes to Hollywood,
el Gt thoy o ot .
ongina stili got ratings,
s0 why not The Sentinel? Now
don't get me wrong - the review-
ers' comments are, and will
always be the most important part
of a review, but ratings are useful
since they provide a reasonably

accurate summary of what
been said in the comments, i
a lot of cases the short comments
in the ratings boxes provide infor-
mation which has not been stated
in the main body of the review.

urry, aﬂhnugh you can Wt
ith a single key press). Gg
g uka‘:.r but wﬂuff atte

pa'ar.:ﬁse your skillg

VALUE 95%
Would be good valil
at a tenner for suc
game, it's a steal:

only game of its tyg

TINEL

e and well programmed, BUT
it's an acquired taste, so try
before you buy, because you
might hate it!

ratings and
'd be very

aga.rnsraxmﬂng
are? We didn't think so - so

g didn't. The Gold Medal award
ts given to state-of-the-art

software wort
attention. The

of anybody's
ntinel may not

own feeli
unusually
game — only Julian felt some mis-
givings, and in faimess those were
shown. On the other hand, he

didn't feel strongly enough to pre-

in famurﬂf ﬂ‘lﬂ

vent letting the ot
a8 Gold Medal.

three make it
LM

THE LAST POWER
EVER NEED....

iy 2- 'y&ar guarantee
% ¥ Life-time service deal
% 100% British-made

GUARANTEED!

A1 SupaSmooth

i ¥ The ultimate heavy duty CBM 64 power supply

From all good retailers, or in case of difficulty, direct from
Britain's leading manufacturers — £24.95 post free.

PEAKSOFT, 48 Queen Street, Balderton, Newark, Notts
AGEEEWIEEI. orders or trade inquiries: phune 0636 705230

SUPPLY YOU’LL
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RUNNING THE GAUNTLET

Dear Lioyd,

Several weeks ago, just before Christmas, | forked out £15 for the disk
version of Gauntlet . Having been programmed by Gremlin Graphics, |
expected the game to be devoid of most bugs and glitches, but it was

. . . begins Mark Dayer from Littleton-on-Severn, Bristol, who, among
others, has spotted some alarming special features in US Gold's
Gauntlet. He goesontosay . . .

The worst is that players can walk off the screen, reappearing on the
opposite side, unable to fire or be affected by any objects.

Another reader, Marc Henry from Pinner, Middlesex, was equally star-

Thyra held off the and destroyed the

generator with awella to pack of ghosts
leaving to Thyra mop up sooner had Thor
reached the top of the scr at the bottom, when he disap-

peared into thin air.
Magic? No, the more familiar, many | scourge of com
was at work. Gauntlet has one hell of a bug. in two player mode,

found this happening frequently.

Marec Henry, not one to siton a bug for long, hasn't suffered too badlyi
the past from software houses . . .

Remembering my Gyroscope experience and the helpful
boumne House, | rang up US Gold. ‘No', said tha man. *It's not
deliberate,’ he said, explaining how it was a ‘wrap-round’ feat
fact the missing man would appear, but the walls, etc, would n
him — he being one screen ‘ahead’, and he would seem to stop
when he ran into the walls and obstacles on the screen he was
ml'
"Oh’ | said, half understanding . . .

While Marc Henry from Pinner was busy hounding US Gold, back in Lit-
tieton Mark Dayer had worked some of this out for himself . .

Walking back onto the screen, however, is
discovered that by moving off the scree
sometimes make tha.ch

dCk on the US Gold hotline. This time | was told that it was mﬂb&bw
abad disk and that | should get it replaced. But oh no, not from , from
the shop | bought it from. They would have nothing to do with it.
Is this right? After all, it isn't my dealers fault. But he's the one who's
on to deal with it and presumably with other irate Gauntiet owners, while
S Gold sit back and ignore it.

Ah, but Melbourne House were very
and any other time |'ve had a probl
from the manufacturer. So what is
that they just don’t care? Well if

cetosay
nless there are
any more Epyx sport sims) . . .

So Marc fage 13) from Pinner is a bit that, but poor
Douglas from Stirchley, near Telford in ire nearly died
of terminal frustration . . .

| purchased a copy of Gauntlet after playing the arcade version in my local
14 ZZAP!64 March 1987

S 3

o ‘."'.:k l' b
gl Ta M 7 )
AN -4 e

Wy
ice rink, but boy, have | regretted it . . .

f?
What seems to be the problem, Doug?

My friend and | both played and Wt it out in a two-player game, me
onthe wizard and my friend on Thor. Then came the trouble: at about level
60-65 the i::assatte ran out of tape whilst loading one of the higher
levels . . .

Gasp, that must have been just dreadful!

/

Well, you can imagine what we were like, wa were fuming after all our hard
work. The gamein it

ly purchased a copy of Gauntietvia mail ordassf
h on the arcade version. After ' =323

Other bugs include no
food is practically indistinguishable (p
ference!), and even when eaten it sor
onepl adopts the characteristics
to have Merlin's magic power ar
happened to the bonus at the
ad gn? Why do potions randc

bu-:h special ones and
still hasn't seen any of these excitermnents because . . .

N with no luck. | then tried the copy on a differ-
mmodore only to find that it loaded perfectly. By now you mag
noticed that in your Christmas issue, there was a letter written ¥
rew Sanders who had a similar problem as mine which led him to
ink that his computer was malfunctioning.

Is it something to do with when ad h a certain magazine
that one of their readers had a sifllar problem with Ghosts 'n’ Goblins,
The magazine's answer was that not all the Commodores are perfect and
that some are slightly different, so games that aren't written perfactly
won't work very well on them.

Sounds an unlikely story to me. Either a machine is in perfect working
order, or it isn't.

Well, if it is that | have one of thase
is absolutely ridicale

le. If someone a

becial feature perhaps? Still, it
Commodore checked out. Sarry,

If Commodore happen t¢ 28 fhis letter then | ask, can we owners who
have such problems with tf icro's, get them exchanged for ones that

work 100% with the software available.

| have a sneaking f; Commeodore won't be reading this, but if US
Gold or Gremiin Graphics are, I'll leave the last words fo that doughty

bt ":"3’"? G-GONG ON T/
——




investigator, Mark Dayer . . .

lay need idied up as well. The
y frj ef
y ove

ght hours. Our health

s you back

to zero-health), a E.m illion {the
scores also clock on

Gauntlet is a great hing is there, but with all the bugs and
itches, coupled with the bad gamapiayﬂ becom d rate game.
would like to see them spending a couple of it up, and

releasing an updated version, rather than creating a w sat of
dungeons. What a disappointment.

RULE: Always see what ZZAP! says about a game before buying it.
Mark Dayer, Littleton-on-Severn, Bristol

far too easy. Onone

OZONE SLAYER

lan Langdon, Church Fenton, N

he solution is USE MOUSSE
need my Wwarning.

Dear Lioyd, the score counter resets’.
| feel | must complain Haven't these idiots enough
other readers common sense to add it on

because there isn't enough room
for one more digit oris it too much
for them.

Ged Ke » Shelley, Hud-
dersfield, W Yorks

Yes, it may seem a bit naughty

-:;lum'; part of a reviewer's com-
whether you like it or not,

Ged it 's been going on as long as

pﬂﬂﬂfﬂ have been selling t

which isn't to say mm-'appmm of

it. Howevergihey re not really

d&rfm'p!ctura ur rhe d.-sh?.r wuuk:'
think it better, and in the end more
effective, of Ariolasoft to have
used Commodore screens on their
packaging though.

As to ‘nameless ' firms who may
be conning someone, people are
5 to be innocent until
praven guilty, and the unsolicited
words of one reader don't add up
to proof. And if Andrew had given
the company’snamae, | have
removed it unless | had checked
out his information first and found
it substantially correct.

and say ‘These people who get
really high scores on games like LM
Commando etc, cheats because

AFTER TWO YEARS OF RESEARCH ————
THE IMPOSSIBLE HAS BEEN ACHIEVED

...........

The Manager of Everton F.C.
Howard Kendall says...

This must be the ultimate
of all strategy games. .. Excellent

OUTNOW... OUTNOW... OUTNOW...

Pit your wits and skills against 65 other teams which have their own
Transfers, Finances, Injuries etc., involving OVER 1050 PLAYERS

all with their inr:iiwi«tit_lalI skill levels of Passing, Tackling, Kicking etc.
All results are achieved by 22 players using Artificial Intelligence

with 'live action’ graphics and player commentary from any of the
three division fixtures

YOUR TASKISTO...

Manage a given 3rd Division team and succeed by either Promotion
or interesting larger Clubs with your expertise in winning the League
Championship or better still THE DOUBLE. Careful programming
has eliminated luck so you will need astuteness and a Managerial
mind to organise Administration, Staff & Players, Wages & Transfers
(not easy we promise), Crowd Control, Policing, Scouts, Finance,
Gates, Injuries and Physiotherapy. At your disposal are print-outs,
individual player reports, visits to League Grounds, Fixtures, Results
and current League Tables of ALL THREE DIVISIONS.

To survive you will have to be good — to impress other clubs you
will have to be very good — to succeed you will have to be excellent.
But will you achieve the ultimate of 'THE DOUBLE'?77

HOWARD KENDALL did not achieve success in 5 minutes neither
will you!

COMPETITION COMPETITION...

xﬂu can be the FIRST to achieve THE DOUBLE you will WIN A
¥ OUT in style at EVERTON F.C., for a fixture of your choice
and meet HOWARD KENDALL.

ORDER NOW... ORDER NOW... ORDER NOW...

£10.95 Including VAT, Plus 28p post & packing

PLEASE SEND CHEQUES/P.O. TO:—
JOHNSON

oLANATRLUL

LIMITED
COMMODORE 64, ATARI
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ur stable universe has a
0 parallel which is unstable
and evil. The ruler of this
universe is Sumink, a dastardly
figure who has been biding his
tme, carefully waiting for the
moment when he can cross the
dimensional divide and invade our
own world. Now the chance has
come. A laboratory student’s
experiment has damaged the
space/time continuum, throwing
the two universes into a state of
chaos, and creating gateways
which allow objects and people to
pass from one to the other.

The laboratory where the exper-
iment took place has sixteen
rooms, along with a huge particle
accelerator tunnel. Because of the
chain of events it has become
linked to an identical laboratory in
Sumink's  parallel universe.
Objects from our universe have
been sucked through this tunnel,

DOUBLE TAKE

Ocean, £8.95 cass, joystick only

changing places with identical
objects from the mirror-universe —
the only way order can be restored
is by returning the objects to their
rightful positions.

The player controls the student,
armed with a gun to protect him-
self from the energy-sapping
monsters which have been

brought into existence by the
clash of the universes. )l(‘hese
monsters can be shot, but more
quickly spring up to take their
place. A touch from one of these
monsters has a damaging effect

on the student's energy, and con-

stant contact eventually kills him.
Every so often the two universas

interchange. When this happens

A e N N I T W,
TR T AW TN R F VWAL R
=T == & 5 %

- [FET Ry

| bousLe

the main screen disintegrates and
reforms. A pointer on the display
panel shows which universe the
student is currently exploring—our
universe is represented by a plus
sign, while a minus sign indicates
the nasty one. When a shift in the
universes is imminent, the pointer
slides along a scale between these
two symbols.

Whenever the student enters a
room, an electron appears in the
display panel at the bottom right of
the screen. If both rooms in each
universe are stable, the electron is
green — red indicates that both are
unstable, and blue that one is
stable and the other isn't.

Only one object can be carried
at a time, and it is shown in the
status area with its stability indi-
cated by a colour code, ranging
from magenta through to white.

16 ZZAP!64 March 1987

a
wonderful The strictly
and sound
o fail to impress, and

Stability can be changed in two
ways: shooting enough monsters
or touching a sparkling cloud that
drifts around the playing area.
These clouds also act as doors
between the two worlds.

Once everything is put right, a
final deadly confrontation
between the student and Sumink
takes place —and there can be only
one victor . . .

PRESENTATION 78%

Well written instructions,
adequate title screen, and func-
tional dispiay.

GRAPHICS 53%
Colourful, but lacking depth

SOUND 51%
A couple of tunes which fail to
make any impact.

HOOKABILITY 52%
Straightforward arcade adven-
turing, but not very exciting.

LASTABILITY 41%
Unrewarding and predictable
gameplay.

VALUE 45%

Littie in the way of fun for nine
quid.

OVERALL 48%

Another in an endless line of
average arcade adventures.




CHAMELEON

Electric Dreams, £9.99 cass, £14.99 disk

axt time your house gets
N washed away by a ﬂmﬁ. or

a landslide demolishes a
sizable part of the neighbourhood,
don't go blaming God or the public
spending cuts — it could be that
someone has been messing
around with the elements.

In Chameleon, someone has
been messing around with the ele-
ments - and H'Hngs have got to be
put nght again. Only the Chame-
leon, made as he is from flux, can

venture into the realm of Limbo
and sort out the elements. But first,
he has to pass through four realms
~those of the elements Fire, Earth,
Water and Air.

Chameleon visits the realm of
each element in turmn, attempting
to locate a hidden exit point which
allows him to escape and prog-
ress. The landscape scrolls left or
right, following Chameleon as he
explores. Deadly elementals float
in the sky, and demons move
along the ground, attempting to

1[‘tr«re-

Enrthi
'

drain Chameleon's energy. To
defend himself, Chameleon can
jump or duck, or fire missiles at the
elements and demons by pressing
the fire button and moving the
joystick in the appropriate direc-
tion. However, to destroy the
marauding elements and demons,
the correct form of missile has to
be used. Holding the fire button
and moving the joystick down
three times summons the four ele-
ments, allowing Chameleon to

change his missiles into a different
form. Energy is also lost by step-

Foire

Earth
| |

our of the sky. On the first level, the
Realm of Fire, Chameleon doesn't

need to activate a power point -
he can simply find the exit. On later
levels though, Chameleon has to
pass one, two and three power
points before the exit becomes
primed.

When Chameleon has activated
the exit, he has to dispose of
enough demons to allow him to

Daws 2 Ex o + 11 O O

D i

ping into one of the pools on the
landscape, or through firing mis-
siles. Fortunately, his energy level
can be topped up by shooting a
demon with the correct missile,
and collecting the power left
behind.

If the location of the hidden exit
is passed, a tell-tale ditty plays.
However, if the Chameleon is to
progress to the next level, he must
first ‘prime’ a power point (rep-
resented by a stick in the ground)
at a particular time of day. There
are four separate times, with the
current time indicated by the col-

i

Daws 3 Ex»wt +# @I D
3305 |

leave. Four element indicator bars
are situated at the bottom of the
screen, and shooting demons
reduces each one respectively.
However, a demon must be shot
with the comect element, other-
wise the shot either mutates it into
another element or has no effect.
For example, shooting Fire flux at
an earth demon tums it into fire,

which can then be destroyed by
shooting it again.

After completing the fourth
leval, the Realm of Water, Chame-
leon passes into the limbo realm.
Here, there are no demons - s0
the only. way to escape is by
quickly finding the power points
and exit, then shooting elemen-
tals.

Chameleon gets three days to
complete each realm, scoring a
bonus at the end of the level,
depending on the number of days
left. An extra life is obtained every
10,000 points.

PRESENTATION 84%

incomprahensible instructions
but good in-game presentation

GRAPHICS 81%

Crisp, colourful and imaginative
sprites and backdrops

SOUND 83%

Reasonable tune, but neat spot
Fx

HOOKABILITY 76%

Initially confusing due to the
uninformative instructions, but

playable nevertheless

LASTABILITY B4%
The action is addictive and
rewarding —once you get 10

qQrips with it
VALUE 77%

A mite expensive, but worthy of
COMNSs I:lIT'F'EIEI:T:'I'!

OVERALL 84%

A unusual, IfT'lﬁf___",Iflﬁ-'l'.-l.':, and
EE-L;TJ'.:-T'E':'E-"I-;'T'I|',' I'.:I::-f-'f[]l”!"ml'..-ll sSnoot
B2 I,,|,'_|_
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here you were, sitting in the

back row of the movies on a

Saturday night, looking for-
ward to a pleasant evening of
escape from your own humdrum
world into the fantasy and excite-
ment of a new film. But little did
you know that tonight really was
going to be an escape from the real
world . . .

The film started, and the face of
Jareth, the Goblin King, appeared.
Suddenly the fantasy became
reality . . . Jareth picked you out
from the other cinema-goers, and

_i
7
i

|
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e
all there

LABYRINTH

Lucasfilm/Activision, £9.99 cass,
£14.99 disk, joystick with keys

:
23
i

:
F

|
g2
H

i'*

|

told you that he had stolen your
soul. The only way to get it back is
to destroy Jareth in his lair at the
centre of the Labyrinth. But if you
don't do so within 13 hours, you
become his servant, doomed to
wander the cormidors of the maze
forever.

The first part of Labyrinth is a
text adventure, in which all com-
mands are entered by means of
two text lists at the bottom of the
screen. One list contains verbs,
the other objects. Words are

1s Lo

Wk

o you ren

hou nany

people hoave fallen Lo

irr doon bLeo (13

selected from these lists by using
the cursor keys to scroll through
them. When a command has been
selected, pressing RETURN
inputs the phrase, and a response
is given.

n completing the text adven-
ture, the second part is loaded.
Here, the action changes to that of
a joystick-controlled arcade
adventure. The character under
your control is either a boy or a gir,
depending on whether you input
your sex as male or female at the
beginning of the game.

radar is situated at the botiom
of the screen and shows the posi-
tion of exits, inanimate and moving
objects or creatures — mainly
Jareth's goblin guards. Running
into a goblin results in a trapdoor
opeaning beneath your feet, and
you fall into a dungeon where pre-
cious time is lost trying to escape.

The lists of text are retained, and
are used throughout to pick up
objects and to help solve prob-
lems. In all, 22 sections have to be
completed before Jareth can be

been datlching you.
knou about

overthrown and vyour soul

reclaimed — and time is short.

PRESENTATION 79%

Almost great, but let down by the
labonous muiti-load

GRAPHICS 86%

Excallent cartoon-style draw-
ngs and animation

SOUND 60%
Tinny tunes and few simple spot
FX.

HOOKABILITY 79%

Quite compulsive, but only for a
few hours

LASTABILITY 39%
Fun to compiete onceg bt
rapidly loses any appeal
VALUE 39%

Mot enough long-term enjoy
ment for the price.

OVERALL 50%

Profassional, but lacking any real
challenge.




KNUCKLEBUSTERS

Melbourne House, £9.95 cass, joystick only

n extremely nasty criminal
A called Deke has been sen-

tenced to be turmned into an
android — and all because of the
evil crimes he committed. But he's
not going to give up without a
fight... so he broke out of his
cell, sabotaged the central com-
puter — and now all he hasto do is
get far enough away before the
entire place explodes.

5
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Deke must be guided through
the maze-like prison compiex, the
city streets, the seaedy downtown

recincts and the city wall — before
and the city go up in smoke. His
progress is hampered by the pre-
sance of five types of android
guard, which pursue and attack
him throughout his escape
attemnpt. Attacks by these guards
drain Deke’s energy — as indicated
by a bar at the bottom of the
SCreen.
Deke can defend himself by

punching and kicking, although
some droids are more difficult to
destroy than others. To make mat-
ters worse, as soon as one droid is
disposed of another appears in its
place — so, the best bet is to keep
moving at all times.

The city is built on three levels,
with the hero jumping from one
level to another to avoid the
marauding androids. The screen
scrolls left or right as Deke runs
through the complex. Doors are
encountered in the walls of the city
and prison complex, and position-
ing e in front of one of these
and pressing the space bar takes
him to the next section. Some of
the doors are locked and require a
key to open them. Keys are col-
lected by looking under the oil
drums and wooden crates which
are situated around the complex.
Other items which can be found

E
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by this method include extra
strength, extra lives and bonus
points. Occasionally, these recep-
tacles contain poison, which is
another drain on Deke's energy.

GRAPHICS 82%

Fast, well drawn and smooth
scroling backdrops, coupled
with adequate sprites

SOUND 98%
Weak spot FX, but a stunning
Rob Hubbard soundtrack

HOOKABILITY 60%

initially tricky, and eventually
unrawarding.

LASTABILITY 49%

Hather repetitive and dull

VALUE 48%

Too expensive lor an exercise in
programming expertise

OVERALL 56%

A fair to middling beat 'em up
but it could have been tar better
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hat does a government
do when it wants to let its
hair down? In Zeugma,
the answer was to build itself a

i

huge, computer-controlled leisure Tracker | partof themap, inwhichcasethey | tors, or by moving to the centre
complex on a particularly ugly looks h. it's | work out the best route them- | anddroppingabomb. The Tracker
moon. This appeared to be a good to be | selves. Or, everytimetheygettoa | must then leave the node within
solution, and all went well — until something m special. | node they can be told which track- | five seconds or face destruction. If
the computer went wrong. This Unfortunately these Initial | way to travel down next. Lastly, | all the Communication Centres in
colossal machine got bored of the impressions hide the true | they can be steered directly with neighbouring sectors are

filth and degradation of the
Zeugma population having a good
time, so it sent out Cycloids to

the joystick. destroyed, a ‘safe’ sector is pro-
e screen consists of three | duced which the Cycloids cannot
sections or bands - the top band | enter.

i
g:g
]

eradicate the people. satisfactory action. The IS equipped with a short range When all the Trackers have been

After the fighting died down, and “Fm sequence Is wvery | scannershowingtheareaoftrack- | destroyed, or Centrepoint has

a considerable proportion of the and consists of | ways around the squad member | been blown up, an evaluation of

ruling party had kicked the bucket, W&" 8 3D trench wait- | selected; the middle band shows | the player's performance is given

a Tracker squad was sent in to ing one craft to come into | how many members of the team | in terms of Trackers lost to enemy

regain control of the complex. To view so it can be shot at. are on the surface, and also indi- | destroyed.

do this, the central computer has and sonically the | cates their present energy level
to be blown to bits. MMHW and the number of Cycloids; the
The complex consists of acen- | all lackiustre = | bottom section shows a map of

M'Iﬂgmm the complex, or, if in combat 4 I'm not impre-

agame that costs fifteen quid. mode, it shows an ‘out of cockpit’ | | . ssed with Rain-

. view of the trackway. . & bird's policy of

G The central computer tries tc; mh “mm

tral sector, containing Centrepoint | stop the player destroying parts o up

wn’ﬁﬁﬂ (the computer centre), and two | the base by producing Cycloids — | boxes with glossy booklets ~

m simple shoot | COncentric rings of sectorsaround | which it sends out against the to create a favourable

ok as blow- | '- Each sector consists of inter- | Trackers. The Cycloids move fas- This is all very well

"'h Cye- connecting passages calledtrack- | ter than Trackers when you use froma point of view,

loids is m {and ways, along with a communication | autopilot, but they can be out-run |  butit's usually -and

tedious). Therefore, m centre. The sectors are linked only | using combat mode. In combat | this s certainly true in

to keep retreating Il‘:t" to the | &t 8 few points, called link track- | mode, shield energy is lost by col- | Tracker's case. it's phenomen-

outer sectors to replace men~ | 2y — and where the trackways | liding with walls or enemy fire - W for what it

most annoying, and quite dull. meet, they form a node. energy lost in combat is slowly There's not much strat-

| would have come back to this Up to eight members of the | replaced though. egy involved — and not enough

and if the Tracker squad can be in play at A new Tracker can be beamed arcade action to compensate.

m .rh.'.n once, and an infinite number of | down when afellow Trackerisata | To make matters worse, the

good. Mﬁﬂh-lﬁﬁmm replacements are at your disposal. | node, but only if that sector con- pace is slow and monotonous,

really lets the whole The Trackers are accessed by | tains no Communications Centre. | @nd it didn't hold my attention

down, and makes the pressing their comesponding | The Communications Centres are for very long. if Rainbird spent

rather hard to number on the keyboard, and can | destroyed either by moving Trac- | more time concentrating on

wh be moved in three different ways. | kersover all the links betweenthat | the contents of the package,

4 They can be toldto gotoaspecific | sector and the neighbouring sec- | rather than its appearance,

they wouldn’t end up with such

sub-standard produce.

PRESENTATION 72%
Flashy packaging, including a
worthless story-book

GRAPHICS 53%

Functional, but not overly varied

SOUND 26%

Sparse — mostly bland, white-
noise spot FX

HOOKABILITY 44%

Over-complicated and confus-
ING instructions may lead to
frustration

LASTABILITY 39%

Unrewarding and rapidly
repetitious

VALUE 26%

Ridiculously overpriced — more
time appears to have been spent
on the package than on the prog-
ram.

OVERALL 41%

An original, but very dull program
which lacks interesting content.
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Emlim:: the

perspective act J
Multiple levels of p play, re: istic pin action and automatic scoring make 10th Frame a b
‘_ reality the whole family'can enjoy. You may even be tempted to invest in high Iilll DO

d shirt once you've become obsessed with this nddicliﬁ ame.
Annthtr smash hit from the creators of that simulation
sensation ‘'Leaderboard’’,
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Praccess
Ealtware ndorporated

U.5. Gold Ltd., _
Uniits 2/3 Holford Way, §



qurpmn-mmrt 18
ﬂvnll.uhle for 7 dll'l'nrnm computers.

‘BBC B version is not llustrated.

The Growing Pains of Adrian Mole is available from all good software stockists.
if you have trouble finding it you can buy directly from Virgin Games,
Please encircle the software you require and send this tear-off to
Virgin Games Mail Order, 2-4 Vernon Yard, Portobelio Road, |
London W11 2D X.Make cheques or crossed postal orders payable to
Virgin Games Ltd. Please do not post notes or coins,

COMPUTER FORMAT PRICE RELEASE DATE I
Spectrum 48/128 CASS £8.95 10 Fabruary 1987 I
Commodore 64/ 128 CASS £0.95 10February 1687
Amstrad CPC CASS ES.85 10 Fabruary 1987
BBCBCASS £9.95 17 February 1987 I
MSX B4k CASS ES.OE 17 February 1987
Atarl 400/800XL/XE CASS £9.95 17 February 1987
Amstrad CPC6128DISC & I
PCWB256/B612DISC 17 Fabruary 1987




REPTON Il

Superior Software, £9.95 cass, £11.95 disk, joystick or keys

epton, a tiny reptile-like crea-
ture, is trapped in a labyrinth
consisting of twenty-four
treasure filled caves. He can't
escape, and can only survive by
moving from one cave to another,
collecting treasure, and defusing
time bombs before they explode.

The screen displays a small por-
tion of the cave which scrolls as
Hepton moves around. On his
travels the intrepid reptile encoun-
ters seven different substances:
diamonds, walls, dirt, boulders,
keys, cages and safes. Repton can
walk through dirt, keys and dia-
monds leaving .a blank space
behind — wheraas boulders, walls,
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cages and safes create inpenetra-
ble bamiers. A boulder can be
moved, either by clearing a space
under it, which makes it fall until it
reaches firm ground — or by push-
ing it out of the way if it rests alone
on a horizontal plane. Falling boul-
ders prove a hazard though, and if
the hero digs under one and
moves downwards, it falls on him.

square which is adjacent to a Fun-
gus growth, the noxious weed
grows and fills the newly cleared
space. Spirits wander the caves,
hugging the walls and turning left
at every comer. If one of these
encounters a cage, both disap-
pear and a diamond is formed.
Foul lizards start life as eggs, and
only emerge ifthe egg is disturbed.

HAPS R
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When this happens, they
immediately pursue Repton and
only stop when killed.

The program includes a com-
prehensive screen designer which

the player can use to edit existing
screens, create completely new

When a key is picked up, the safes
tum into diamonds - perhaps
opening up a new portion of the
cave,

Some caves are inhabited by liv-
ing things: fungus, spirits and foul
lizards, all which are death to

touch. Fungus is constantly grow- | ones — or even redefine the
ing and creating problems. If | graphics if such a change is
Repton happens to dig out a | required.
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spot
Repton Il would be an
buy at around two quid, but at
a tenner | think it offers
awful value for money. Don't

L]

:

PRESENTATION 90%
Amusing screen designer and a
comprehensive series of
options.

GRAPHICS 43%

Poor sprites and background
graphics, although they can bea
improved by the user

SOUND 39%

A naff background tune and not
much in the way of spot effects,

HOOKABILITY 50%
Difficult from the beginning,

which is very off-putting for a
first-time player.

LASTABILITY 52%

if it appeals, the designer will
keep you happy for months = if
not, frustration will soon give
way to boredom,

VALUE 42%

An unworthy investment at this
inflated price.

OVERALL 49%

A barely average, difficult and
unrewarding Bowlderdash clone.
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S Rustbucket crashed on
Aplanet 2479 of the Zzrag

system +STOP + Require
assistance + STOP + Princess
Amelia captured + STOP + Come
quickly + STOP +.

Having received this distressing
message, Randolph the future
knight immediately donned his
armour, and seat forth to rescue his
beloved. After accessing the
Encyclopedia Galactica reference
on 2479, he discovers that it is a
forest covered planet ruled by an
avil, sex-starved despot called
Epﬂ%vh-ntt, who lives in a huge cas-
tle. With this scant information,
Randolph begins his quest . . .

:
8.3

:

§

FUTURE KNIGHT

Gremlin Graphics, £9.95 cass, joystick or keys

Finding the wracked hulk of the
S5 Rustbucket, Randolph enters
- to find a hive of platforms and
ladders. His problems h&gin as
so00n as he moves — the ship's 'Be-
Zerka' security droids have been
sent haywire by the impact of the
crash, and they attack the brave
knight on sight. Contact with a
droid, or the missiles spewed

also to be found —some are essen-
tial to the mission. There are four
spells which can be used at any
time to disorientate or destroy the
denizens, and nine spells which
have to be picked up and used in
the correct places if Randolph is to
complete the rescue mission.

| The 5SS Rustbucket is huge

carrying two spells — one to
destroy the huge robot guardian,
and the other to free Amelia from
the mystic chains which hold her.
But will his true love prevail? . . .

Graphically,
Future Knight is
well

stands, the whole game | '0'th. depletes Randolph’s energy ‘and | Porky side. The first thing that
an s it pace, | —andifitreacheszero,oneofRan- | the only way that Randoiph can struck ":hm the haunting
rmuht-' ggisah'sgme suits of armour is | escape is by finding the exit pass, w' WT'.':':‘“I .
hics = royed. which is used to create an exit to :EEE?"'"‘
mh are very and pe “l.nd“ The hero is initially armed with a | the outside world. Randolph is bility is ' o hyou are
slick, the sound is also laser, which can be used to | then transported to the treacher- WHHI'HIIH_‘I :II ":“'mmu
ant in fact, unnﬂlm destroy the guards. However, it | ous ghoul-filled forest, where he it to avoid

Knight is a very nice game. It's | USually takes more than one shot | has to collect the correct spells to cial a m""““ L.

a shame it lacks any 'rul' to destroy a droid, so morepower- | give him access to Spegbott's :I-E Al in “r"m F
action. ful weapons have to be picked up | castle — the princess’ prison. To e lmﬂ'lﬂllﬂh- mblt—
along the way. Keys and spellsare | rescue her, Randolph has to be Et E;f ;']""u MF",!" L
R software we've seen

-
=

PRESENTATION 75%

Pleasant title screen — no
options, but a few useful fea-
tures.

GRAPHICS B6%

superb backdrops and neat
sprites.

SOUND 69%

A twee medieval title tune, and
reasonable spot effects.

HOOKABILITY 74%

Instantly playable, and absorb-

i |
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ing for a while.

LASTABILITY 67%

Difficult, but doesn’t contain a
great deal of variaty.

VALUE 64%

Lots to see for your money, but
not enough to do.

OVERALL 69%

A run-of-the-mill arcade adven-
ture = in traditional 'save the
maiden’ style.

h
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OLLI AND LISSA

Firebird, £1.99 cass, joystick or keys

ugine Portcullis Il (Jnr) is an
uncultured American with
moare money than sense, He
I has descended on the Highlands

! of Scotland with plans to disas- w of strange
sembie one of our ancient monu- that wi nolks
meants and ship it back to the nothing special
States, bit by bit. difficult to :

‘ His intended purchase, Shil- ly sy put
more Castle, has been derelict for mll .
years, but is inhabited by a handful Mﬂﬂ the
of ghosts and two affectionate You

creatures named Olli and Lissa.
According to the fables of the
supernatural, a ghost is doomed
to haunt the abode of its demise
forever. However, Sir Humphrey
(one of the senior ghosts) is rather
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attached to his Celtic homeland great title, and if you've
@ couple of pound coins sitting | name of the element he needs The game ends if Olli doesn't
in your pocket I'm sure that | noxt while Lissa provides moral | make it back to the Cauldron in
they would be quite pleased if | <5500t (plus the odd smacker as | time. If he is successful however,
L | don't like this | youexchanged them for this. Oli successfully completes a | heautomaticallyflips onto the next
. | sort of task). Each screen is divided up | screen ... and so on, until all the
& I:lmo all - | so withthehelpofhispalsOlliand | into levels — and somewhere. | elements of the invisibility spell
| from | Lissa, he plots to scare Eugine | sometimes hidden from view, is | have been collected.
to = | away from Shilmore Castle for | the next spell component for Olli
form to to good. to coliect. Evil phantoms do their
to ... ILOATHE IT! | hate wait- Unfortunately, Sir Humphrey is | best to thwart the threesome’s
ing for a Mﬂhlﬂﬁml getting on in ghost years and has | plans by generall getting in the
can m this crucial im- | jost the power to make himself | way. Than fully, Olli ean jump to
ing me, andldespise | invisible. Olli and Lissa agree to | avoid them — if he touches a
the repetition. Olli looks sic- | help Sir H regain this power by | spook, he Is fipped back to the
keningly cute, and found it | finding the special ingredients for | start of the screen and loses valu-
more rewarding to let him die, | the secret transparency spell. Itis | able time.
just to take the smile off his | up to Olli to find the necessary When Olli gets his paws on part
face, If you do like this sort of | igredients, within a given time | of the spell, he has to make his
mind-numbingly boring = | limit —shown at the bottom of the | way back to the start of the screen
form game though, why don™t | screen. and deliver his prize to Sir Hum-
m.ﬂ:.'l i:m and buy it and Sir Humphrey stands by a | phrey, who then puts itin the caul-

bubbling cauldron, shouting the | dron.

|
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PRESENTATION 65%

Straightforward in every aspect.

GRAPHICS 69%

Good backdrops, but simple,
run-of-the-mill platform game
sprites

SOUND 61°%
Decent title tune, but that's
about it

HOOKABILITY 69%
Instantly playable-and frustrat-
ing with it!

LASTABILITY 49%

Easily forgotten due to the
repetitive platform action and
lack of screens

VALUE 64%

=ensibly priced for such a dated
game.

OVERALL 50%

Nothing special - but there's
enough fun to be had for two
quid.
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SKATE ROCK

Bubble Bus, £7.95 cass, joystick only

he local skateboarders have
been arguing between
themselves, each one trying
to prove that he's the best. S0, to
decide for once and for all, a sensi-
ble person has organised a com-
petition. Ten courses have been
built around the town, and the
skateboarders have to complete
them all within an allotted time. To
make things a little more difficult,
there are eight flags dotted around
each course which have to be hit
before the finishing line is crossed
j;_ Igéh-&miﬁa. the player is disqual-
ified.

The action takes place on a
panoramic view of a street, with
your skateboarder in the centre of
the screan. The joystick moves the
skater in the direction the board is

RCCRE
086360
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pointing, with the screen scrolling
aither left or right to keep up with
the action. Lateral movements
turn the board clockwise and anti-
clockwise, the setting of the

‘trucks’ dictating the speed of the
turmn. Trucks are the wheel mount-
ings on the underside of a
skateboard, and their tightness
can be sat on the title screen. Hit-
ting a kerb, grass verge, parked
car, pedestrian or grating results
in an upset — and the loss of one of
the skater's five lives.

Flags are automatically picked
up on contact, and are then dis-
played at the top of the screen next
to a decreasing time limit. When all
eiqht flags have been collected,

1444444«

wihy
is the cheapest and by far the
most enjoyable. i el

the finishing line can be crossed -
whereupon the time limit is turned
into bonus points, and the skater
is automatically promoted to the
next, more difficult course.

If the action appears to have the
wrong difficulty level, the timea limit
can be increased or decreased by
using the option on the title screen.

Any course can be tackled, as long
as it has bean completed before.
Thus, the player is saved the has-
sie of having to complete the
courses all over again just to
tackle, say, the ninth coursa.

PRESENTATION 78%
Well executed, with a useful
options screen and nigh-scora
feature

GRAPHICS 51%

The backdrops are alright, but
the sprites vary from good to
incredibly poor.

SOUND 58%

A couple of WeMUSIC tunes jolly
along the proceedings
HOOKABILITY 75%

Litficult 1o master the cantrol
method, but enjoyable neverthe-

lass,

LASTABILITY 58%

The ten courses take some
cracking, but interest may wane
after completing them.

VALUE 64%

sufficient fun to be had for eight
quid.

OVERALL 66%

A rather enjoyable skateboard-
ing gamea — wortn a look
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FRESH FROM TH My

HAMPSHIRE ANDES... St

THE YAK IS BACK from PERU and hammering awayatthe ‘64 andthe

e
trusty ST once more and almost simultaneously... ‘
The current projects include . '|'|
* REVENGE Il - temporary title - but you may guess that camels figure in the action * \
somewhere. Nice scroll effects and spectacular scenery have emerged so far, with ' |}
clearly lots more to come. ¢

* COLOURSPACE ‘64 - Jeffis re-creating the successorto PSYCHEDELIA for the

good old CBM. In fact the result will outdo the earlier versions of Colourspace - i
LIGHTSYNTH development is ongoing. .

* * COLOURSPACE Il -forthe ATARI ST Some truly beautiful effects and dynamic !
background graphics will be part of this version. So that purchasers of the original I
version will not feel let down Jeff plans to offer them an upgrade ata very reasonable " -

cost. Still some way to go on this project tho' . The problem is knowing where and
when to stop!

CURRENT, RECENT AND IMMINENT
For the CBEM 64

* IRIDIS ALPHA - meet GILBY, a droid with & high cuteness factor, scuttling or

L : 1

. ‘”
flying across the planetary surfaces collecting energy.. vl
A BLAST WITH CLASS for those who like a little subtlety with the intergalactic * :
mayhem. Includes a great bonus-wave game, pause mode game and (a real first!)
fractal music! -published jointly with HEWSON £8.95 on tape, £12.95 on disc _
For the CBM 16 i
* MATRIX & LASERZONE - two classics re-written for the C16, .
MATRIX includes all the features of the original version including that traitorous + \
humanoid, the Snitch, plus (it's hard to take) an even faster fire rate than the original! \
LASERZONE's unique duo of independently controlled laser-bases has never been
easy to control butas youlearnits skills things etrougher and tougher for those pesky 3 '
aliens! - published jointly with ARIOLASOF £6.95 - both games on tape. \
*» VOIDRUNNER / HELLGATE- voidrunner is the megablasting sequel to r
* GRIDRUNNER and LASERZONE... lots of waves. loads ot chaos and bits of eat «» M
disintegrated alien flying everywhere in the fastestblastto hitthe C16... and on the. (
far side (of the cassette) we include the '16 version of HELLGATE - a shoot-em-up for * J
those with superfast reactions and independently controlled eyeballs! - ._.
A published jointly with ARIOLASOFT £6.95 (cassette only ) Y
L]
LIGHT SYNTHESISERS J
Another string to JEFF's bow is his work on our LIGHT SY NTHESISERS which allow :_
the computer user to play his machine like a ‘LIGHT PIANO’ -
The original Lightsynth, PSYCHEDELIA, is still available for most home rréicrns, : JH
now £4.00
i COLOURSPACE, its successor, has been published for the ATARI B-bit micros .
(only on tape £7.50), the BBC B (tape, £7.95)andina spectacular 16-bitform for the ‘
ATARI 520 ST (£19.95).
COMPILATIONS

L
-y v Fo) .

.. VIVA VIC! is our VIC collection - B of JEFF's best for the good old machine. Great

stuff for VIC owners! ABDUCTOR, TRAXX. MATRIX, HELLGATE, LASERZONE etc. e
£6.50, all on one tape. : :

** YAK’'S PROGRESS - the best of Jeff's '64 stuff, includes 8 games, Ssome now 14
difficult to get. commercially - ATTACK, & REVENGE OF THE MUTANT CAMELS, i
ANCIPITAL, SHEEP IN SPACE, HOVER BOVVER, etc. }

can’t whack it at £9.45 (2 tapes) or £11.95 on disc J

ORDERING LLAMASOFT PRODUCTS. * W
Obtainable from most perceptive dealers - or directly from the address below B
SEND S AE. FOR CATALOGUE & FREE NEWSLETTER, TO
LLAMASOFT LTD, 49 Mount Pleasant TADLEY HANTS RG26 GBN = |

'Y ™ ™
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osferatu The Vampyre was
N one of the first blood-suc-
kers fo stalk the silver
screen. Continuing this tradition,
he has now become one of the first
vampires to terrorise the circuits
of your Commodore . . .
osferatu is divided into three
different sections, each being
tackled independently in a set
order. The first section involves the
player taking the role of mild-man-
nered estate agent, Jonathan
Harker.
Nosferatu has decided to move

28 ZZAP!64 March 1987

from his mansion on the hill, down
into the local village of Wismar -
and Jonathan is sent to bring him
the deeds to a village house. He
finds out that Nosferatu is a Vam-
pire, realises the potential danger
of the situation and flees the man-
sion - forgetting to take the deeds
with him. With the deeds to the
house in his possession, Nos-
feratu would be the legal owner.
Realising this, Jonathan decides
to return to the mansion and
recover the documents . . .

The screen displays an isomet-
ric perspective view of the action,
which flicks from room to room as
Jonathan moves about the house.
The mansion comprises all man-
ner of features — such as large sets
of stairs, huge chairs, long ban-
quetting tables, four-poster beds,
libraries and giant halls. Jonathan
can move anywhere he likes, and
interact with, or pick up most of
the objects he encounters.

Hordes of foul creatures inhabit
the mansion, including rats, bats
and rabid wolves. Contact with
these creatures drains his energy
- represented at the bottom of the
screen by a growing coffin. The
consequences are fatal if this cas-
ket becomes complete. Food is
dotted around the mansion which
can be eaten to replenish the lost
energy, and there are crucifixes,
swords and candles which can
also be picked up to make
Jonathan's task a mite easier.

The second section takes place

NOSFERATU THE VAMPYRE

Piranha, £9.95 cass, joystick or keys

in the town of Wismar and features
three  characters: Jonathan
Harker, his wife Lucy and a chap
called Van Helsing. Nosferatu has
come to Wismar and is feeding off
the population. Naturally he must
be stopped, and for some reason
Lucy is the only person capable of
carrying out this task.

The player controls all three
characters, switching between
them by pressing the relevant
keys. Getting Jonathan, Lucy and
Van Helsing to meet is hampered

by the hordes of rats that swarm
around the town. The inhabitants
of Wismar must also be fended off,
as they have been bitten by Nos-
feratu and turned into thirsty vam-
piras,

The final section puts the player
into Lucy's shoes. She has to lure
MNosferatu to her house so that he
can be killed. However, Jonathan
and Van Helsing are unaware that
Lucy alone can kill the vampire,
and are united in keeping her away
from what they consider to be
grave danger. Consequently, she
has to lock her two friends in the
house before luring Nosferatu into
ner bedroom. She then has to
keep him there until the sun’s rays
shine through the window at
dawn, killing the fanged beast and
freeing the pitiful inhabitants of
Wismar.

PRESENTATION 88%

No title screen to speak of - but
otherwise very slick, with load
and save feature, and a joystick
or redefinable keyboard option.

GRAPHICS 91%
Very effective monochromatic,
forced perspective 3D display.

SOUND 23%

A really dire tune plays through-
out.

HOOKABILITY 89%

Exploring gives immediate plea-
sure, although completing the
objectives takes some doing.

LASTABILITY 87%

Over a hundred screens to
explore and lots to solve

VALUE 85%

Plenty of bytes for your money.

OVERALL 88%

A superlative forced perspective
arcade adventure — try it if you
dare.
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Gremlin Graphics Software Ltd., Alpha House, |
10 Carver Street, Sheffield S1 4DS. Tel: 0742 753423

100 ACTION PACKED SCREENS MEANS THIS GAME IS OVERLOADED WITH FUN!!
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DANDY

£14.99 disk, joystick only

hor and Sheba are the two
main characters in Dandy, a
one or two player, flick-
screen maze game. The'' have
bean locked in an environment
consisting of fifteen dungeons,
and they have to make their way
through the complex before their
allotted 1000 energy points run
out.

Scattered throughout the dun-
geons are keys, food, treasure and

i
.
J

 olld
i

LA LTI T T T T

L ]

Lt

b
.
-

LR R ] I-l-,.-" "“',-"T' L R ¥ l'

'
e M

- -_,"ﬂll-,ﬂ |

Electric Dreams, £9.99 cass,

spells — these are automatically
picked up on contact. All collected
items are displayed at the bottom
of the screen, along with a numer-

ical representation of energy
remaining.  Collecting  food
automatically increases the

energy total by fifty points, and
treasure can be traded in return for
ten energy points. Spells can be
cast to either kill, paralyse or dis-
orientate the oncoming enemy.
However, care must be taken not
to shoot any of these objects, as
this completely destroys them -

(e,

f;

-
'

-y
'l
'.-!

v M

offd

3508
3
5

-
w

e |

i

= »

>
'

I
.o

'LoaX5 ELABDROTE.'

o o
Q::-?\::E\.:fﬂ't:

=5

Farr i ey

.
WOW R WL Y W OW W N W,

occasionally making the comple-
tion of a dungeon impossible.

Three types of enemy creature
inhabit the dungeons — hooded
monks, demon heads and spiders.
Spiders are the most numerous
and also the easiest to kill, taking
only one shot to destroy them -
demons and monks are a little
more resilient however, and need
five shots to ensure their destruc-
tion. Demon heads appear from
the dungeon walls and follow the
characters everywhere, while
Monks and spiders tend to be in
the vicinity of the lifts from which
they emerge.

Disposing of all the oppasition
on screen allows you to destroy
the lifts, effectively preventing
them from reappearing. Teleporter
pads (black disks within a square)
transport the characters randomly
from pad to pad, thus giving
access to totally enclosed rooms.

To progress to the next level,
you have to battle through each
dungeon and find the trap door -
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as it
quite simply offers awful value

PRESENTATION 51%

A two-player option, but lacking
sutficient instructions and a tltli-?.
SCrean

GRAPHICS 29%

Very messy and confusing —
unima _r_.ilr'-.'11|'u'r:= use of colour,
poor sprites and badly defined
backdrops.

SOUND 18%
A few unimaginative spot
effects

HOOKABILITY 34%

Initial interest might be gener-
ated due to the Gauntiet over-
1ones,

LASTABILITY 23%

The frustrating and tedious
nature of the game soon repels

VALUE 20%

Ludicrously overpriced for such
a poor game

OVERALL 28%

The worst Gauntlet variant
money can buy.
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shoot 'em up

n interstellar war has been

raging for hundreds of

years. Weaponry has con-
stantly been evolving, and now
Mutants, the ultimate biological
weapon, are being used to destroy
space-craft, colonies and planets.
Genetically engineered, these
biological monsters are designed
to attack and destroy anything that
they encounter.

A group of pacifists discovered
that the Survivor Zero Corporation
is responsible for these biological
weapons. It was decided that if
this Company was destroyed, mil-
lions of lives would be saved.
Therefore you, an ex-space pilot
turned pacifist, have volunteerad
to carry out this task . . .

The Survivor Zero Corporation
holds the Macro-Genetic
monsters in fifteen electrical pens,
hidden in the depths of space.
Situated at the controls of a highly
manoeuvrable fighter craft, the
player enters each pen in an
attempt to collect the self-destruct
mechanism therein. Once

MUTANTS

Ocean, £8.95 cass, joystick or keys
@®ARN unusual, visually stimulating and highly entertaining

acquired, it can be taken to the six-
teenth pen —the control zone, and
placed on an assembly unit (after a
simple maze has been
negotiated). When all fifteen
mechanisms are assembled, the
giant organisms and holding pens
are destroyed —allowing the player
to progress to the second level,

The mission commences with
the screen showing a view of the
fighter inside a teleport ring. Six
icons are situated to the left of the
screen, and allow the player to
toggle between the music and
sound effects, change the fighter's
current armament, and launch
attacks on the alien anemy. The
fighter has three types of weapon:
missiles, which can be shot one at
a time to decimate large areas;
barriers (limited in number, these
are used to erect a shield against
the mutants), and rapid firing
photon torpedoes. It's up to the
player to decide which weapon to
use against the mutants.

Once the armament has been
chosen, the attack can begin by

his is one of the weirdest shoot "em ups
surprised to see that it isn't from Minter, as it has a lot of
game-play similar to some of his games. Graphically Mutants is
the most axciting game that I've saen in ages — it's like playing

I've ever seen. | was

salecting the launch icon. The
screen displays a four by four grid,
representing the sixteen pens of
the mutant breeding colony. The
top left square is the control zone
— all the rest are mutant pens. A
pen is selected and entered by
using the cursor and pressing the

his is fabulous! Obviously a lot of thought has gone into the

design, because it plays so incredibly well. it's difficult
anough to drive you mad with frustration when you slip up, but
s0 incredibly addictive that you constantly return for another
crack. What's really amazing though, are the colourful and sup-
arbly drawn mutants themselves - they're beautifully designed,
and ebb and flow as they chase the fighter around the screen.
The action gets really frantic with some of the more vicious
mutants, and it takes a fair bit of playing before any sort of
tactics are discovered. The sound is great too, with a choice

Psychedelia with aliens and a plot. The use of colour is astound-
ing, and the explosions are amazing. The sound is perhaps a bit
disappointing when compared to the rest of the game, but it is
still very good. I'm hooked, and | shall be foralong whileyet . . .

M utants is extremely pretty, with some very obvious Psych-
edelia influenced alien movement patterns. The sound is
good too, with some decent music and spot FX. However,
there's not really much to it - fifteen similar sub-levels where
you have to figure out the best way of picking up a self-destruct
mechanism, occasionally blasting mutants. | found this rather
addictive - for a few hours anyway. But | wasn't captivated for

much longer, and subsequent pl failed to fire my
enthusiasm. Mutants isn’t exceptional, but it is fairly original
and playable, and offers sufficient entertainment for the price.

K]
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between an extremely good backing track and some excellent
spot effects. An essential purchase - miss it and you're missing

something special.




firem button — the fighter then
matarialises on a safe squareinthe
centre of the pen, and has to be
guided to the self-destruct
mechanism.

The pen Is surrounded by an
electric fence which destroys any-
thing that crashes into it. Certain
strains of mutant maraud around
the pen, trying to attack the fighter
and diminish its shields — shown
as a bar to the right of screen.
some mutants are stronger than
others, with the stronger mutants
causing greater damage to the
fighter's shields. Strength is rep-
resented on-screen as a bar - the
bigger it is, the stronger and more
virulent the mutant.

Having collected the self-
destruct mechanism, the fighter
has to be guided back to the cen-
tral square. The final decision is
whether to return to the control
zone and dump off the already col-
lected device, or to tackle another
mutant pen.

PRESENTATION 90%

Well designed, with an easy to
LiSe 'stem and informative
instructions.

GRAPHICS 95%
Very unusual, colourful and
highly effective.

SOUND 86%
Two excellent tunes and brilliant

sound effects.

HOOKABILITY 90%

May prove overwhelming, but
the action is instantly enjoyable
and adadictive

LASTABILITY 86%

Very playable and compelling.
. . F g

VALUE 87%
Plenty of compulsive blasting for
ning quid

OVERALL 90%

A new and exciting concept
which should interest shoot "em
up fans

EREBUS

Virgin games, £8.95 cass, joystick only

aste disposal is a very
messy business —thus, it
seems logical that any
advanced civilization capable of
space travel would find some nice
clean way of avoiding this prob-
lem. The solution that Earth might
find in the distant future is to take
all noxious substances and dump
thern on some other planel. In
Erebus, the problems attached to
this solution are considered . . .

A chemical refinery has been set
up on the distant world of Erebus
in order to process the Earth’s
waste. A planet processing sev-
eral million tons of rubbish per day
is no place for any man, so the sys-
tem has been automated. All was
well, until marauding aliens took
over the plant and used it to pro-
duce a deadly nerve gas.

The refinery is split into circular
sections, interlinked by ducts.
Undermeath this horizontally scrol-
ling landscape is an information
panel which gives the score,
number of lives remaining, and a
level completion indicator.

The joystick is used to move
your fighter around the playing
area — pressing the fire button
launches missiles at the waves of

-

attacking enemy craft. Collision
with raised ground features or

enemy bullets proves fatal,

although the fighter can pass
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drawn with plenty
and the alien ships look good
and move in a satisfying man-
ner. There don't seem to be
any bonus lives, so sooner or

bucket - pity. | can't see many
shoot 'em up fans wanting to
buy this, as it offers
special or new.

:

under alien ships without hindr-
ance.

The fighter has to complete a
circuit of the entire circular sec-
tion, and destroy enough enemy
fighters to open a duct which
allows access to the next level . . .
after enduring a 30 second bonus
section. Aliens appear from the
right, and can be destroyed to gain
extra points. A direct hit does not
result in death, but sends the
fighter directly to the beginning of
the next level.

PRESENTATION 72%
Acceptable title screen and high-
score table.

GRAPHICS 82%
Pleasant backdrops and
adequate sprites.

SOUND 59%

Reasonable title tune and simple
spot FX.

HOOKABILITY 68%

Mildly addictive but hardly com-

pulsive,

LASTABILITY 53%

Over 30 levels of blasting action,
but it proves quite tedious
remarkably quickly.

VALUE 51%

Lacking enough variety to war-
rant its price.

OVERALL 56%

Another unoriginal _.and on the
whole unexciting shoot "em up.
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treet Machine is a motor rac-
Sing gimulation with a
straightforward objective: to
complete a set course as quickly
and safely as possible.
Prior to a race the screen dis-
plays eight cars, one of which is
chosen by the player. The race
begins with an aerial view of the
starting grid. The eight cars line up
in pairs, with the chosen vehicle

. i%% | was slightly

' . amused by Strast

e Machine at first -

‘| but only because

~ i's so bad. The
action is slow, jerky and dated
- just like the graphics, and
then there are the awful sound
effects ... Basically, there's
nothing even halfway decent
about this game. ;::
offers little in the way of enter-
tainment — well, apart from the
unintentional initial amuse-

STREET MACHINE

Software Invasion, £8.95 cass, £11.95 disk, joystick or keys

placed in the back row. A signal
sounds . .. and they're off — the
player’s seven opponents under
computer control,

if a comer is taken too quickly,
the car skids off the road and
crashes. A particularly horrific

36 ZZAP!64 March 1987

the car to
explode, and disqualifies you from
the race. If the crash is less severe,
the screen changes to show a list

smash-up causes

mindless hour of this -t

wasn't unpleasant, but|

see myself ever

of seventy car components and
their ‘damage total’ percentages.
A timer ticks down, and using a
cursor the components have to be
highlighted one at a time to reduce
their damage number, The object
this exercise is to get all the
damage totals to below 30 within
the allotted time — failure to do so
results in the car becoming a write-
off and being removed from the
race. If the car is repaired in time
howaver, it is put back on the road
and allowed to carry on racing.

Tha race continues in this fash-
ion until the course 15 completad
or the car is disgualified. On com-
pletion, the time taken is displayed
and the race starts again -
although this time the roads are
more slippery, and consequently
the course is more difficult.

=3

PRESENTATION 64%

Reasonable instructions and m-
game presentation

GRAPHICS 31%

Poor single-colour sprites, and a
naff backdrop which doesn'1
scroll smoothly

SOUND 9%

Afew sub-standard spot effects.

HOOKABILITY 32%

It's easy =nough to get to grips
with the simplistic gameplay, but
there's not a great deal of

rewardng action

LASTABILITY 18%

Racing games require thrills,
action and exhilaratbion 1o make
them worth playing. This hasn't
any af those qualities.

VALUE 10%

Vastly overpnced - there are
bette g games in the budget
prce range

OVERALL 17%

Sevarely lacking action, excite-
ment and a sensible prnice tag.
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® BLACK OUT THE DEVIL ROCK
® FIND THE WHITE LIGHT

® AND SAVE THE EARTH - A SO0
® ALL IN THE LINE OF DUTYFOR -+~ =
~ AN EXPERIENCED SPACE_PILOT |

’ MESSAGE
/ Earth has been betrayed!

The Pirate Industrials have wrenched control of the-parily
colonised worlds in the Asteroid Belt ond dedlared their
i ¥ - independente.

' " . - Earth fights back with continual attacks on the colonies’ vitol
trading route, and a deadly sport is, I.'ltll,rn_ ﬂﬂﬂlg and

betting on ‘The Fj

MISSION \
The Firetrack crosses fourmain Illnlk ~Ius&wnrld
Dustworld, lceworld and conme
CommSpaces and fueled b y nudear power planets;
concealed by o Devil let at the end o ,uﬁmm
You must destory these plants and plunge the eolonies into
darkness. Then you must stop them rebuilding by ottacking
again in the block-out.

Victory will be well rewarded by the Earth Council.
Fail and it's certain death.

A routine mission? We're afroid not. Military reports indicote |
u standing grovity wave of ‘White light' somewhere in the
Asteroid Belt. It's vital that we find it and harness its

astronomicol power before the Pirates get their evil honds on it.

You are one of the elite security-deared ex-military personnel
chosen for Firetrack pilot selection. With your experience, and
your specially modified Hotchfighter, we know you con find the

white light and save us from almost certain destruction.

It's dangerous, but you knew that when you ateepted the task.
Earth is depending on you.

|
!
!
MESSAGE OVER ‘
|

AVAILABLE ON:
(OMMODORE 64/128 CASSETTE £9.99 COMMODORE 64/128 DISK £14.99 BBC B MASTER SERIES CASSETTE £9.99

Electric Dreams Software, 31 Corlton Cresent, Southampton 501 2EW
Mail Order: 23 Pond Street. Homostead London NW3 2P



For mail order enquiries please write to:

Launching soon on:
Spectrum £7.95 NMC Limited, PO Box 67
Amstrad, Commodore tape £8.95 London SWII IBS
Amstrad, Commodore disc £14.95 orcallon 01-228 6730




The latest release from Gremlin
Graphics continues the saga of
Criental Action that an with
Way of the Tiger. Avenger T-Shirts,
sets of three fantasy adventure
books and copies of the game are
all on offer by way of a celebration,

Avenger follows the progress of
a highly trained ninja whose foster
father has been killed by the
Demon Grand Master of Flame.
You take him through Quench
Heart Keep, a fortress that is
viewed from above on ur
Commodore screen. The aim is to
locate and kill the three Guardians
who live there and retum three
scrolls stolen from your patron, the
God Kwon, it's not easy, as all
sorts of nasties liveinthe and
the floors seam to be alive. t
care is needad if the ninja is to sur-
vive the ling mission.

Lots of care must be taken if
choose to walk the long, winding
corridors of ZZAP| Towers, too, as
traps and hommid thingies are
located throughout the building -
serious discomfort can be caused
tc the careless traveller,

On the Editorial floor, (affection-
ately known as ‘the Chimp Pen’)
the Spiky Haired Ones lurk, setting
traps to keep out unwanted vis-
itors. Sometimes they use the vast
bulk of the Gut Guardian - Gary
Liddon - to frighten intruders
away, but he's not often in Ludiow

these days.
Ace lensperson Cameron
Pound has been known to use his

flash-guns to light up dark nooks
and -:r:lnniaa in ft;m hunt for edible
material to ifythe S Davils.
A fulil-fmfﬂglﬂ blast p#gm hig
1000Kw studio lights could send a
person temporarily blind! Press
the shutter on his camera and you
could be in trouble . . .

The floor in ZZAP! Towers is
alive too, just like the one our faith-
ful ninja travels over. All sorts of
creepy crawlies scurry around eat-
ing each other and crumbs drop-

—— — T . Y —_

ped from the endless stream o
grub brought in to feed the review-

are some very dodgy

floorboards on the way to the tea
room and if they are removed you
can actually see into the stoc-
kroom of the off-licence which is
situated just below us. The Spiky
Homors spend a lot of time with
the floorboards up trying to fix
them using long pieces of string
and bent hooks. Someatimes when
they return from a long stint of ‘car-
pentry’, they can barely stand due
to the effort they put in!

Anyway, the Gremlin crew are
offering five first prizes of the
Avenger, Usurper and Assassin
adventure books together with an
Avenger T-Shirt and a copy of the
game. Ten runner-up prizes of sets
of adventure books are also avail-
able, so get hunting through the
wordsquare | have lovingly assem-
bied for you, ring round the words
you've got to find and send | ﬂéﬂur
ent to ZZAP! AVENGER

VAGANZA, PO BOX 10,
Ludiow, Shropshire SY& 1DB
making sure it arrives by 12th
March,

Get involved in
_~—~—Some Fighting

Fantasy,
ourtesy of

GRENMLIN
GRAPHICS

The words are: GREMLIN GRAPHICS, AVENGER, KWON, YAEMON,
WAY OF THE TIGER, SCROLLS, GOD, WOUND, KETTSUIN, VIO-
LENCE, MONSTER, NINJA, HERO, MAGIC SWORD, STARS, FOR-
TRESS, EXPLORE, REVENGE, WIZARD and EVIL.
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THE COMPUNET PAGE

SAY WHAT? RUN THAT BY ME

AGAIN

lt was sheer desperation that

made me do it — honast, | plead

insanity due to diminished
responsibility, m'lud. But it had to
be done - | had to log on, see. it's
not my fault that there isn't much
on the net worth mentioning - 've
got a poor imagination, see, and |
can't think of anything else to write
about other than demos. Yeah,
demos. Well | suppose could try
Speaking of art . . . At 215408
there's a directory full of most of
Shandor's works to date, includ-
I CREEPSHOW, LEGEND,
XESS-RENDEZVOUS and
TRINITRON. Nothing exceptional,
but worth a mention — and a look if
you can find the time.

Captain Kirk's directory resides
at 203862, and features such
binary delights as SCANMNERS,
PROF DUCK Il, THE BEAST,
EXPLORERS and STAR TREK.
A?ain. nothing special, but — actu-
ally, come to think of it, it's not
really worth a mention, so forget it.
GOTO 218523 instead, and down-
load LEE'S TERMINATOR - as
drawn by LC2. It's not bad at all for
a first attempt — see for yourself. |
also quite like Kanor's (KAD1)
TIME TRAVELLER, as seen on this
very page. It's at 210996, if you're
interested.

Right — that's it, art-wise ...
MNow for news of somedemos . . .

Sitting at 216714 is D/LAIR

Yes, once again our resident Editor, Gary Penn,

Il ... AT, a fairly dull demo which
features the loading screen and
title screen music from Software
Projects’ latest release. But willwe
ever see ademo featuring the eight
superb pieces of in-game
music? . . .

The Mean Team have a new (al-
right, newish) demo entitled 100W
R NGE MT at 217400, -but it's
only worth downloading if you
haven't got Rob Hubbard's superb
Light Force music in any other
shape or form. Definitely worth the
effort though, is EPILEPSY at
212238. Coded by SPIDEY, it fea-
tures four Rob Hubbard classics -
Crazy Comets, Formula One,
Sanxion, and WAR - plus sound
effects where appropriate. Sprites
bop around the screen and can
take the form of the Licker sprites
from Iridis Alpha, dinky little spider
symbols or bubbles — as drawn by
Hugh Binns. There's also a simple
text frame piccy of a spider on its
web, courtesy of Spidey. Anyway,
it's all very nice, so go and get it -
if you haven't already got it.

Finally . .. GOTO 217612 and
download METAMORPHS -
which is also by SPIDEY. It's got
this hoopy letter transformation
thing (Liddon reckons it's from
Mikie) accompanied by Rob's
Knucklebusters music. And it
takes less time to download than
the Mean Team's hack!

RAVING CNET EGOMANIA

Well well well — here's one for the
photo-album . . . A pride of CNET
personages—maost of which | don't
recognise. | know Rob is artist Rob
Jackson, and Shriggs is Gremlin
Graphics programmer Christ-

opher Shn'q;.m,gleg‘.CJ Gi-Jo is none
other than Jo Bonar, and Psy is
Simon Hulbert. As for the rest . . .
God only knows. Just out of
interest — who's the young lad
between Rob and Shriggs?
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TIME TRAVELLER by Kanor
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m championship is a
icks

YOu master all the kicks, spins,
Feverse punches, and defensive biocls needed
L0 retain your titje?
Compete against 3 friend, or challenge
the computer Mine different Picturesque
Settngs—plus three especially challenging
bonus

STLING AND £
KARATE CHAMP

TWO FOR THE PRICE OF ONE
AVAILABLE FOR COMMODORE ¢4




PORTAL

Activision, £19.99 disk only, joystick or keys

SHIPS LOG: FINAL ENTRY Date:

June 19 2106/Ref 3653088

“I've always been something of a loner, That's why | volunteered for this mission.

Yet this empty world below scared me.

| came in over Florida. | knew it had to be Earth. But the broad facilities of Canav-

eral were nathing more than a grassy field, although the outiines and monuments
fthe there — and seemed to be in good repair.

of the old launch facilities were still

Now that |'ve landed | cansea Hﬁﬂﬂmmﬂhnhlmﬂmnm Ms
as if everyone had steppﬂ out years ago and not returned.”

lone space pilot has
Latum from a one oy
undred year voyage,
to find that every human hllhﬂ on
Earth has disappearad. Animals
and plants live and grow mt
the rubbleof ;
ings, but there are no human
remains to give any clues as to

and

answers, the pilot m

upon the antrance to an under-
ground silo.: Afters

wandering his empty, mm
its m turned

comdors,
ter terminal with

whatmnwﬂhwu
peaceful.

I'm not surprised
that it took two
years to produce
this unique binary
novel - it"s obvi-
ous that a lot of thought and
work has gone into it justfrom

- the superbly atmospheric title
" sequence, and there are five

disk-sides worth of story to
plough through! However, |
found Portal very tiresome to

* read-mainly because ittakes

fartoolong to 'turn the pages’.

© I'm not overly enthralled by the
" story itself, either. | lost

interest towards the end of
side one, and by the time |
reached the and of side two |

2 was bored with the whole

ndenhfcatiun. Fﬂmtu

m
theinput raﬂltnhtha Myaf an
introducto

computer gata is accessed. Huw-

aver, ifthe namewas usedinapre- |

The main display area, with
Geographical dataspace in view

thing. It's all down to your per-

|| sonal tastes whether you will

enjoy this particular type of
Science Fiction story or not.
But even if you do like the
story, you may well find the

8 pace a little too slow for com-
8 fort. Full marks for effort, pre-

sentation, innovation and
execution, Activision-it's a
pity that the content doesn't
match those qualities.

ture was usaed, the
~whether or not you
| continue Mﬂusﬂw left off,

‘below. |
~@rea are twelvaicons representing

vious game in which the save fea-

H‘mnthumumutaf finally
[ai:tmrutﬁmhagnw
of anew game, or atthe continua-
tion of an old one), a main
with four icons
the main display

ﬂummuﬂmmtﬁa
network, which can be
on and off the display

% cursor keys or yt:teicﬂm

centre of the area is considered
active, and a text read-out at the
tmﬂﬂummmanma
of the l:ln!nhnﬂtrnpmenta. The

computer asks
would like to

| love this type of
Science Fiction
story — con-
sequently Portal
appeals to me in
a very big way. An amazing
atmosphere is generated by
the superb packaging,
graphics and sound, and when
you get into the story it's
difficult to stop and go and do
something else. The sheer
depth of the program is abso-
lutely incredible - there's a
hundred year summary of his-
tory with detailed files of the
major events, personality
profiles, personality event files
and, of course, there's the
mystery of the disappearing
humans to uncover. What may
put people off buying this
program is the fact thatit's not
a computer game: it's an
interactive computer novel
where you move along a sel
track. Consequently you can't
really influence the action, but
it does feel more like you're
being dictated instructions by
Homer and acting under his
guidance. Another point to
argue is that once you've
played it through you won't
want to play it again. But can't
the same be said about books
or films? Anyway, when you
consider that it took around
five and a half hours solid play-
ing to finish one side of a disk
you can't really moan too
much about short-term
appeal. 1 think this is one of the
best programs |'ve played in a
long time. Alright, so it's
twenty quid, but this is fifty
times better than many games
we've seen recently which
cost half as much. f you've got
a disk drive and are into pre-
tentious Science Fiction, this
is definitely worth looking up.

U e e S P
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Inside Life Who is Peter Devore? Oh, hm-d Homer icon at the bottom of

ﬁwfﬁ?ﬁuw mmﬂhmmﬂm screen are three other icons: Close
Window and Return to Main Dis-

| has been read whatrm;ﬂ. udmﬂrmfnrhuip-m punmurhﬁm“mmuf
- The most importantofthe | when using another database. ~ social life between 1990 and 2079.
| twelve databases is Homer—the | Homer's icon flashes to attract Can you uncover the mysteries of

: Ahﬁrmmmm of Homer who is
wants to discover where all the o past, courtesy

v

HOMER NARR1 01062 1066200117

ght Peter fou
*f't‘r tm* ‘?‘i& mt d -

someth
e ﬂzigxt?d;huuﬂ
Bundtr 1 r-? t:ptl"

smmtih
sere Just h
nrmrtntss — & cou

uld hauvt ho
hed

he wan very hmtlg.-
The psion tcmuﬂons wtrt nﬂrt of

8 Science Fiction is basically a

Thisisnotacom-
putergame,itisa
computer novel -
and |l intend to
view it as such.

cinematic art, and only lends
itself well to literature in cer-
tain forms. For instance an
action-packed science west-
ern such as 'Return of the Jedi’
would not be a particularly
good read, whereas a tense
atmospheric space thriller
along the lines of ‘Alien’ can
transfer beautifully from
screen to printed page. Portal
is certainly closer to the latter
- yet for some reason it
doesn't work. I'm not sure if
this is meant to be interactive
- if it is, well that’s like saying
that changing the pages of a
paperback gets you involved
in the action! Portal contains
very little atmosphere, moves
slowly and builds to an inevita-
ble conclusion with little help
{or for that matter, hindrance)
from the user. If you are a real
enthusiast of the Science Fic-
tion novel it may be worth your
while checking this out. Hav-
ing said that, think of all the
Isaac Asimov and Harry Harri-
son novels you could buy for
twenty quid - then make your
decision.

Portal is not a game, itis a
computer novel. It would be
unfair to compare it in any
way with the type of program
we normally review — thus
there are no ratings. There is
no Sizzler or Gold Medal
award either, as we felt that
Portal didn't reach a high
enough standard. The three
comments are intended as a
guideline.
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HOTAND COLD
HOLIDAYS

Busy Busy Busy. That's what happens when you have lots
of competitions in the Christmas Special and have to earmn
a living as a Competition Minion. Space is short, and my
fingers are bleeding from opening all your entry envelopes,
so I'll cut the typing down to a minimum and get straight
on with the names of the lucky prizewinnners . . .

Mark Watkins from Bucks HP7
98B has won himsaelf a Hot or Cold
holiday worth up to £600, courtesy
of INCENTIVE. Well done, Mark.
The following 10 runners up getan
to choose an INCENTIVE game to
entertain themselves with . . .

ALL DRESSED
IN BLACK

KOMIX offered a Commodare disk
nd an MPS printer
n who could come up with
the most i native | -shirt
u. Jamie
g f‘-.“d,‘fl

fICk

K Sangwall, Wits, SH14 0DE; Robert Mir-
Fin, Birmingham, B3T THW: Rena Yan Der
Woude, Ghos Hr Assen, Holland, Conor
Hughes, Co Wexlord, Ireland; Giraham
Simpson, Kent, DAT 6ID8; Mark J Fobemson,
Yorkshirg, BO20 388 ; Paul Ward, Narth
Yorkshire, YOIF 4LR; Richard Miller
Lancs, OLE BBX; David Thomas,
Stockbrdge, Hants: James Banks, Leicas-
ter, LES OAH; Gordon Smith, Scotiand, ML
THX: Shahed Maah, Londan, N1 BDL, Miss
Christine Barmon, London, E1T TAD:
Richard Ansal, Kent, THT1 B0OH; Peler
Skefton, Co Down, Morthemn irgland, BTZ1
0 Jonathon Twist Lancs, FYS 1P5; MrJ
Wamer, Watlord, Herts: Thomas
McCreary, Scotland, GET 4JE; Nathan
Rodgar, Beffast, Northeam Ireland, BT14
ELT: Mak Dennison. Co Limenck, lreland

Mr T R Broadhurst, Cheshire, WAS 6PT;
Jake , London, N15 6N.J; Derek

DONT LEAVE

ROCKY —
PLEEEZE . ..

Unfortunately, the little beggar
didn’t. But that's beside the point
—~ DATABYTE were ous
enough to offer a T-Shirt and a
copy of their Gold Medal game
Boulderdash Construction Kit to
the 50 people who provided, in my
humble opinion, the most amusing
profiles on our margin mini-mega-
star, Rocky Rockford. Well, here
theyare ...

§
:
£
E

THE MAG Aow> FRLL APRRT LITHONT me !

HAPPY CHRISTMAS MINION

Actually, it we

150 ttoo bad, consid
2r f'l:: = C

sidering.

ITE. a BMX
avid Hardy
irom Nottingham NG5S 4LA, and
aiso Robert Mirfin from Birming-

30 runners up each

Y of ELITE s latest

Beob Kingham, London, E17 GEL; Jonathon
Hice, Kont, TH1T 30Y; Roy Saind, Wiol-
vierhampton, Wi ONH; Jonathon Twist,
Lancs, FYS 1P5; Terry O'Hara, Glasgow,
GEG 1LCE Chetan Kaddwala, Lelcesior, LE4
THE: Wayne Jones, West Midlands, BSd
9AS; Brian Whealer, Leicestershire, LE16

SLE; Mathew Falkner, Birmingham, B25
BRLC; Kin Wah Yung, Hants, S02 2JE;
Matthius Angos Karn, London, ES DER;
Shane Stokes, Dubdin 16, Irsland; Daniel
Rogers, Kenya, East Africa; Lee Neary,
Scotland, EH49 BLH: Andrew Luther, Mer
sayside; LI5S 0PP; Alex Seymour, Essax,
SHEOD0: Andrew 'West, Dovon, EXE IHR:;
Michasd Duncan, Edinburgh, EHE BDE ; Mal-
colm Aidoo, Londan, W11 Z2AR: Carl
Adams, London, SW17 7TPS: Thomas Chap
mean, Hers, 5G7T 50E: Giamo, Worcs, WH14
2ML; Richard Dowling, Cheshire, WA13
0RO, Andrew Jennings, Cambs, PE1T 4JU:
David M Smith, Bermimgham, B30 1RU;
Sameas Khan, London, E14 6MB; Steven
Irvina, Hanis, FO16 OUL; Alsn Lowney,
I:-:.'-ur'ln' Cork, Hepublic of lreland: lan
Jones, Morthants, NN108Y0; Anthomy Will-
iamaon, Staflordshire, STE BAT

GREMLIN GRAPHICS put some
hi-tech equipment up for grabs.
MrJ Hearn from Bucks HP21 9XD
collects the Philips compact disc
cum midi-hi-fi system that was
offered as top prize in the j.igsaw
competition. The second prizeof a
Sharp Ghetto Blaster goes to
Stuart Wardale from Liverpool
L10 OAG, and a third prize of five

GREMLIN goes to Gabriel
Odia from Eflm‘.d‘.e:stﬂf MB 7PN.

each receive their

A SOFTWARE

ummm:mmm.mpﬁm
4NF; Mr K W Yung, Wm
Hichalas Howell, Glos, GLS 3TX




| WANT TO HAVE
SPIKY HAIR TOO

Coo. James Wintle from Oxon
OX9 7QX will soon be able to act
the pra . . . er, part of a ZZAP!
reviewer. James' entry was the
first out of the comrect entries bag,
sohe a 14" colourtelly, a Mic-
key Mouse alarm clock, a can of
styling mousse and a can of hair
lacquer, a hairdryer, abrush, and a
Monty on the Run jog-suit, plus a
late set of 64's, a
m:Psmhﬁcnmmmnabindar
E’h&w Five runners up each
receiveacan of halrmousseanda
Manty on the Run jog-suit .

20880 Furku B8, Jambe
Middlesax, HA4 SRF; Androw
West Sussex, AH18 4JL

YOUTHFUL

Someone called Gizmo from
Worcs WR14 2ML has won him (or
possibly her or even it) seif a Sony
Walkman and copy of HEWSON's
latest release, Firelord, Five sec-
ond prizes of a copy of Firslord and
a cassette rack go to: John Pet-
tigrew from Scotland KY8 5DQ,
Christopher Mungall from Scot-
land, DD6 BDE, Shane Stokes
from Dublin 16, Ireland, Garry
McSweeney from London E13
OPE, and G Shirodkar, West Mid-
lands, DYG 9PJ. 25 runhers up
each receive a copy of Firelord and

a poster . . .

David Connor, Liverpool, L30 1P0; Dawid
Frirweathar, Lancashire, BRE3 3AF: Steven
Lodsham, Cheshire, WAT 8AA; Charles
Oween, E-Enﬂlnd H‘ﬂﬁﬂﬁﬂ M Gattie, Che-
|I|Jr'l WATEBOH; F-Iulﬂmu-l:h,Ennl CMi1

nason, Victoris, Australla
3-1'Dﬂ-,P¢'ﬂﬂ'ﬁlf Glos, GLT 2EH; David Con-
ibmar, Wast Gla E.I.ETHE Siman
m.cmcazm;mm Hnji.l.nn-
don, E11 2NT; Karim Bouali, London, SW1T
BLD: Damon Smith, Herts, WD2 6LE; Steve
Wynne-Jones, Birmingham, B28 BDH; Fin-
lay Ball, Northumberland, NE48 3PZ; G J
Bowman, Camba, CBE Z2NRA; Paul Reynolds,
ireland; David Alan Ashcroft, Wirral, LAS
uJU: Stuart Price, Scotland, KY8 BBX;
Assad Khaishgl, Karachl, Pakistan;
Antihomy Graaves, London, WT 1005 Javaid
Aslam, Mancheaster, M20 8ED; Mark Ste-
vens, Hertfordshire, CM23 4EY

GAUNTLET COMPETITION

No, the word square was fine. No,
Forbidden Forestwasn't a printing
arror. Yes, there were 22 game
names and seven ZZAP! parson-
ages hidden in the wordsquare.
And yes, someone has won the
Gauntlet arcade machine as
donated by US GOLD. Who's won
it? ... Stuart Osgood from
Buckinghamshire MK13 7NQ,
that's who. Yes, Stuart will have to
make room for one hefty son-of-
a... er, Gauntief arcade
machine. Anyroad — 50 runners up
will be getting a copy of US
GOLD's conversion of Gauntlet

J Husbands, Lancashire, OL4 4AR; Jason
Carrall, Mid . CFi8 5B5; Robart
Gray, Cambs, PET 1AR; M Blackler, Lan-
casier, LA1 4TY; David Hodkinson, Souwth
Humbarside, D34 5TE; D Miilar,
Scotland, DD8 1HW,; Chris Che-
shire, WAS 0P J: Damian Candlan,

mmmn-rmm Scotiand, Fr3
BBE; Nail Halk, Mi x, TW18 25H; Vijay
Chathi, London, 5E15 2BU); Keith Rippon,

ABOUT

Simon Green from Clifton, Bristol
8 will shortly be receiving a
goodiebag containing records and
things, courtesy of ARIOLASOFT.
25 runners up get a special
ARIOLASOFT T-Shirt .

Brandon Applaby, Tyne and Wear, SRS
108; Aten Skinner, Dartford, DA4 0EJ:
Mnindar Heer, Leicester, LE3 1AX; Brad
Logan, Manningtres, Esssx; Martin O Gor-
man, Gheshire, SK10 2J0; Michael Wirken,
Souwpa Tilburg, Holland; Stuart Tavensr,
Clheveland, TSS9 500; H Dhimar, London,
NW10 45T: Fraser Jamieson, Dumfries,
DG 10R; C Gannon, South Yorkshire, S66
THE; Anthomy Glabowme, West Midlands,
W0 THR; Matthew Dobson, Lancs, LAS
G0H; Gary Lewis, Walthamslow, E17 S0F
iLi; Craig Dibble, Worcs, WR3 TAF; D Priest,
Gloucester, GL15J8; Ajoy Dua, Middiasax,
UBS 45E; Alan Lowney, Co Corl, Ireland;
John Davies, Surrey, KT11 1AJ; Jamie
Paton, Dundes, Tayskde: Tracy Enright,
Kant, ME1 3MD (M); Simon Cox, Birming-
ham, B42; Jon Mathews, Wolmernampton;
Mark Crosby, Newcastle Upon Tyne, NE3
ATD; K Morman, Kent, DA1 2MM; Christ-
ophar Willett, Staffordshire, 5TH OJE

Jonathon Edwards from Merse-
yside WA10 6.0 wins aradio-con-
trolled aeroplane and his choice of
a DURELL game for spotting some
differences. The Spiky Haired
Ones play a different game - com-
ing into the office every day sport-
ing different spots! The following
25 runners up each FB{:E."WE their

choice of a DURELL ;
Wmyne Brook, West York L!EEE.THA.
Michael McLoughlin, Lancs, PRS 0DT;
Potor Hynds, Essex, 551 8ER; John Tomiin-
Eagie, Kent, BRT BAT: Hairk mﬂn
. 1
Ucifiald, TI'IEE:HJT Mﬂﬂm Co
Amtrim, Hnr'th-m Irﬂmd ET&E?LIG Dawid
Foox, H-n-rtl-1 Yorkshire, nnm 1AT; H'.uu-ln
Murphy, Fite, KY1 1PX; Christopher Linton,
Cumbria, LA14 3ER; Chris Sutheriand,
Enn-tln:‘nd:. EH4 BHG: Zubin Kazak, London
ES5 BHG; Cam Eﬂﬂl, London, EW“IE-ETG
Philip Proybyn, Essex, CM3I 4HT; R B
Parker, North Yorkshira, BDEEY .'.IET;
Richard Sykes, West Yorkshirs, BD16 1LB;
A Waters, Abardean, AB1 0JS: Mr P C CHift,
Glos, GL13 9NB; Mark Ashman, Wst Mid-
lands, Wa8 TAG: Brett Buckley, West Yorks,
HD4 TLS; Mattheaw 5 Jones, North Wales,
LL53 BMNU; Aviar Sidhu, Wast Yorkshire,
HX1 3XL; Terry Hull, Merseyside, WAS 4AY;
Gary Lewis, Walthamstow, E17 90F; John
Curtis, Surrey, AHE 005

Lancashire, PR4 0%D:; Dmniel Hallett,
Laicester, LE4 3G0G; Richard Weller, East
Sussex, BMN28 BRAF; Mike Ahlers, Weesp,
The Netherdands, 1381 VW, Andrew White,
Wilts, SN12 BRJ; Mark M , Sitir-
lingshire, FK5 3DG; Mikko Taskinen, 20880
Turko, Finland: A Watson, Perth, WA
Australia, 8000; Richard F!.lﬂfm'lt. Exsax,
106 2NW; Stephen Conwiry, Middiesax,
UB4 DG HMMMHHW%
Chirls Gawor, London, NB BLD; Mr J Mac-
donakd, Cheshira, CW10 0ELY H-'nnd-rn M
Patel, Essax, 1G4 5EF; Paul Morris, Londan,
E17 9EH: Migel G Paton, Fife, DDE BP0,
Andrew , Doraat, BH188LL; Robert
, Dorsat, B98LU; Michasl Bennett,
H-Il'lh.. BH25 5LF; Boris B, Lnndl:ln
ME SDW: lan Price, Kent, ME1T En: Patar
Dmﬂﬂiﬂ'l ﬂl.nnmm. CF8 i
Grsame Calrk, Lancs, DL15 0BT; Mra T
Mow, Hants, POO IPX; Kezz Blake, Potoer-
h, PES 5LU; David Rogers, Worcs,
BE010.J; Hmmwm Surrey, GIL OHX;
Androw Feeney, Lancashira, BB1 1DMN; Ste-
van Porteous, Scotland, : Michael
Rufian, London, N20 0X0; Andrew Swann,
Coventry, CV3 6JP; thl-'d-ﬂirh.ﬂﬂb]l‘-
shire, 540 3DR; Jonathon Head, Manches-
tar, M19 2EZ; Mika Sleranta, 37800 Toijala,
I-'!nl.n'i:t;ﬂ-ulh'l‘rlm-'d East Sunssx,
2AX: Nall Brownles, Scotiand, TD1 ZEL
Sonathon Tinker, West Yorkshirs, HD7 3EE;
Aobert Uphill, Barks, AG13 4XD; Jonathion
Eggalton, Milton Keynes, ME3 6PP

DAKKA DAKKA DURELL
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IMAGINE will soon be sending a
copy of Yie Ar Kung Fu lito each of
the following 50 people . . . AhSo.
ever since the game arrived in
ZZAP! Towers, the Spiky devils
have been demanding Oo-Long
Teain the mornings. How I'm sup-
posed to find such oriental
delicacies in Ludiow | don't know!

Charlss Owan, Fiie, Y16 BAB; Meil Lam-
bert, Merseyside, L46 20Z; Loe Chambers,
Kent, BRZ BHG; Trevor Baguley, Manches-
tar, M20 0GD; Lee Cafferkey, Wilkshire,
BA14 0JB; Migel Underwood, Berkshira,
RGA TPH; Jake Barajev, London, M16 GM.I;
Sohall Ashraf, Edinburgh, EH104ET; Simon
Jeques, Easax, 552 4UN; Darran
Richardson, Balfast, BTE 4R.J; Rodnay
Cowman, Warwickshira, CV11 4NY;
Courtney Balckman, Bucks, MK3 BLL; |
Churcher, Wast Yorkshire, WF1 5LG; Dawvid
Laa, Leicester, LES SBR: Colin Hayward,
East Sussax, TM22 2AX: Matthew Rawlin-
son, Lancs, BBE 80E; laian Keir, Manches-

arley, BAA GAS: B D

Hn:ll:nﬁ: ‘West Yorks, WF2 8AF; Hlnhﬂu
Oveans, Cheyd; Nick Bromibey,
London, NW3 ZNL; J Tymell, Liverpool, L4
0UD; Mark Hobbs, Tyne and Wear, NE31
2AL; lan Harrison, Exsax, RW1 4AH; Nail
Maidmaent, Essex, CM12 DOW; Andrew
Edwards, Leicsater, LET BLU; Bobby Singh,
ME4 BAT; Matthew
4TH; John Patrick Wal-

neti, Yorks, L513 4DY
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VE NEJER. SEEN HIM PLAY Soméd '

_ is program started out as
I the design for a traditional
board game, betfore Gremlin
snapped it up and turned it into a
computer game.

You start off as an ambitious
savantean-year-old footballer with
a burming desire to bacome Foot-
baller of the Year. All you have to
help you achieve this goal is
£5,000 in cash, ten goal cards and
of course . . . your feet!

First of all you have to decige
which of the five divisions you wish
to play in - the higher the division,
the tougher the going. However, a
player from the lower divisions is
unlikaly to win the Footballer of the
Yaar competition, so the choice
must be made carefully.

The action begins after you've
made your selection and chosen a
team. The screen displays seven
easy-to-use icons: a Globe, a
Footballer's Head, a Scroll, a
Question Mark, a Football Boot, a
Disk and a Dead Footballer. The
first two options can be accessed
to reveal the league position and
morale of your team, your financial
and personal status and the
number of goals ‘ve scored -
the Disk and Dead Footballer
icons are are used to load/save or
quit a game respectively. The
other three icons form the action
saction of the program.

The Question Mark conceals
‘incident cards' which cost £200
each. When the icon is accessed,
an incident occurs and a card is
displayed — money can be won or
lost, transfers obtained and extra
goal cards collected depending on
the card ‘turned’. The Scroll icon
gives the player the chance to buK
a transfer opportunity, aﬂhu%
this option is a bit pricey — £2,
to £10,000 depending on which
division you're in.

The final icon, the Boot, leads to
the football field. Selecting it reve-
als the player's financial situation
and offers the chance to buy more
goal cards. The computér
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Our resident
football hooligan,
Julian Rignall,
looks at four of the
latest footballing
games and gives
his verdict. ..

FOOTBALLER

OF THE YEAR

Gremlin Graphics, £9.95 cass

chooses the match, and decides
the number of shots the player
ets at goal if a card is cashed in
atween one and three shots per
match). A short arcade sequence
follows, in which the player gets to
shoot at the goalmouth after hav-
ing positioned the ball. Occasion-
ally, defendars try to intercept the
attack, forcing the player to make
a snap decision about where to
lace his shot. When all the shots
veé been taken the result is
printed on a teleprinter and the
main menu s displayed once
more. Fxnerience is gained as the
58asC. -rasses, and depend-
ing on how you and your team play
you could well win promation. You
might even have the opportunity
to play for your country, and
maybe, jJust maybe, you could win
the coveted position of Footballer
of the Year . . .
To give credit where credit's
due, Footballer of the Year is sim-

FLAYEF

ple to use and fun to play. Unfortu-
nately it has one large drawback —
it's far too easy. The problem lies
with the way that the game works
— you can continually select inci-
dent cards until you have hun-
dreds of thousands of pounds in
your bank account and loads of
goal cards. Another annoying
aspect is that if you collect more
than 929 cards, the counter
retums to zero and they're lost -
what a stinker. Graphically and
aurally the game is alright, and

PETER SHILTON'S

‘.nTFTl.S [ETFILS

isCC~-
i00C-
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200~
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there's enough interest generated
to keep a football fan happy for a
couple of days. Whather or not this
amount of entertainment is worth
a tenner is entirely up to you . . .

PRESENTATION 86%
HOOKABILITY 78%
LASTABILITY 51%
VALUE 56°%
OVERALL 64%

HANDBALL MARADONA

Argus Press Software, £6.95 cass

irst of all let us get a few
things straight. This is an

arcade style goalkeeping
simulation whnch features neither
Peter Shiton nor our groping
Argentinian chum, Diego
Maradona. The object of the game
is to progress through sixteen skill
levels, ignoring the usual footbal-
ling distractions such as the
lsague or cup.

A team is chosen from the list
provided and the player's initials
typed in. When this compulsory
faffing about is over and done with,
a menu appears displaying four
options: Practice E&Eﬁl{m. Play
Game, Skill Upgrading and Re-

start Game. If the former option is
chosen the player has to survive
five attacks from the opposition. A
panoramic view of the pitch is dis-
played, with the goal and lie at
the top of the screen. Two fat-
kneed sprites posing as your
defence wander about aimlessly,
while the aipnsrtmn plough their
way tow the goal, eventually
hmflng the ball in your direction.
This is where the player comes into
the action. Using either the joys-
tick or keys to control the keeper's
action, the player has to save the
shot.

The ‘Play Game' option runs
along similar lines, this time in

‘match’ conditions. The game is
split into two halves, consisting of
four attacks each. Your team
scores randomly —it's up to you to
make sure the opposition don't.
When the final whistle has blown,
the score is displayed and the
action retumns to the main menu.
The final option, "Skill Upgrade',
requires you to save four shots. If
you do, the skill level is upped by
one, and a coda is given which can
be input the next time you load the
ogram. Thus, you can
immediately jump to the level you
finished on in the previous game.
The program includes ‘speech’
(although it sounds like a Dalek




with Laryngitis) and assaults the
ear with such gems as 'petashil-
tunhanballimaradona’ (to tell the
world it's loaded), and ‘goal’ and
‘save’ to inform any blind spec-
tators of the proceedings. The
graphics are reasonable, although
the sprite players tend to look
rather like good old Diego himself,
ie: as wide as they are tall.

The biggest drawback is that the
program s severely limited. It's
great fun trying to keep goal, but
once you've played a couple of
tmes it becomes apparent that
there are a very limited number of
attack patterns. There are only
three different options and they're
all very similar, offering little in the
way of reward or objective. It's a
shame that the program is seven
quid - it's vastly overpriced and
not really worth buying. A budget
price would have been far more
sensible for the couple of hours
entertainment that it offers.

PRESENTATION 71%
HOOKABILITY 76%

LASTABILITY 32%
VALUE 30%
OVERALL 38%

THE DOUBLE

Scanatron, £9.95 cass

n The Double you take the role
'Di a football manager, at the

beginning of his contract with a
third division team. From this lowly
position the player has to become
as successful as possible, either
by building up his team and win-
ning promotion or by becoming
manager of one of the top first divi-
sion clubs. The program encom-
passes many aspects of a man-
ager's job and the player has to
select the team for each match
played, make administrative and
financial decisions includin
transfers, crowd control and sta
wages. A system of menus and
sub-menus is used to make the
selections. This also allows the
player to view statistics including
the league tables, fixtures and
results for all three divisions, cur-
rent team selected, injury and
scout reports and the financial
situation of the club.

When the team has been picked
and the rest of the week's busi-
ness sorted out, you can watch a
simulation of its fixtures (or select
another fixture if you wish to see
how other teams are faring). The
match is played over a scrolling
pitch and takes about fifteen
minutes to play. All twenty-two
players play an active part in the

game and there is a running com-
mentary to tell you who's ‘on the
ball’. When the match has finished,
the results and attendance figures
for each of the day's matches are
printed out, and the program
returns to the main menu where
the week's decisions and prob-
lems can be tackled afresh,

This all looks fine on paper, but
unfortunately The Double has a
rather large block over which it
stumbles and falls — the speed at
which it operates. The program is
so slow at making decisions it's
ridiculous. For example, when
you've selected your team, the
program selects eleven players for
each of the other teams in the
league, taking about a second or
s0 to select each. Next comes the
match itself, and this is snail city.
Twenty-two inept and badly
deformed UDG players wearing
lead boots shuffle over a crudely
drawn pitch seemingly covered in
tar. The screen takes about half a
second to update and it's difficult
not to turn off the Commodore
when you realise you've got to sit
through fifteen minutes of this
travesty.

Luckily you can opt to go
straight through to the resuits
screen without having the torture

SO r.
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of sitting through a match, but
there's little consolation when you
find out it takes ten seconds fto
print out one ruddy result. That
makes a grand total of seven
minutes waiting time until all
results are sorted through, and
that doesn't include the unneces-
sarily long attendance list which is
printed out afterwards. After sit-
ting through this tortuous rig-
marole twice, | felt an incredibly
strong urge to put my foot through
the TV screen. It's a bit of a shamea
really because if it wasn’t for the
unbelievably slow speed I'd
thoroughly recommend the prog-
ram - there are loads of options
and just about all aspects of the
managerial role have been
included. However, the sluggish
speed clinically removes every last
ounce of enjoyment, making it
jnﬂrﬂdib:y tedious and frustrating
to play. If you want a good strategy
me then buy Football Manager,
it's several leagues above this.

PRESENTATION 89%
HOOKABILITY 29%
LASTABILITY 12%

VALUE 12%
OVERALL 17%

BRIAN CLOUGH'S
FOOTBALL FORTUNES

CDS Software, £14.95 cass, £17.95 disk

his doesn't try to accurately

simulate a footballing role.

it's not an arcade football
game either. "What is it then?' |
hear you cry, exasperated at the
totally inept way the suspense is
being built up. Well, oh long-suf-
fering reader, it's a two to five
player board game over which the
computer presides. The objective
is simple enough: to become as
strong as successful as possible -
and achieving this takes some
neat decision making, a large

amount of wheeling and dealing,
and a fair bit of luck.

Each player takes a managerial
position over their favourite club
and is given £200,000. The com-
puter randomly rates a team
of thirteen, and the pl(ajyer takes
the corresponding cards from a
pack of players. Every footballer
has a ‘star rating’ between one
and five, five being the best. The
player adds up his/her total star
rating for both attack and defence
so that it can be typed into the

2 or

computer before a match.

The wheeling and dealing can
start when all t?be formalities have
been dispensed with. The com-
puter "throws' the die and prints a
random number on screen — the
player then moves his/her counter
around the board. Each square on
the board represents a situation in
between matches with which the
manager has to deal. There are
nine different squares which fall
into three different categories:
financial (could be a gain or loss of
money); auction (where a player
card is turmed over and the mana-
gers bid for it) and luck (the com-
puter throws up a random situa-

ki~ tion which can either be beneficial
disastrous for the club
involved).

The week's matches are played
once all the counters have bean
maoved. The fixtures can be viewed

'so that managers can loan or bor-

row players, and once the wheel-

/ ing and dealing is through the star
& rating for each player is typed into
¢ the computer.

eresults and gate
receipts are printed out on a ‘tele-
printer', and the action returns to

The computer keeps details of
all results, and the league can be
displayed at any time. It also
awards points depending on the
player’s managerial abilities and at
the end of the game (a game can
be any number of seasons long),
the display also includes points
amassead and eventually —the win-
ner.

This is a very socially interactive
game — such delights as scream-
ing, shouting, persecution com-
plexes, losing friends, and falling
to the floor and frothing at the
mouth because your two star
players have been killed in a car
crash are all part and parcel of this
excellent board f?-Iam-u&. It's easy to
use and beautifully designed so
that even the most ardent anti-
football person cannot help but
enjay it. Itis a little pricey, but when
compared with the expensive gim-
micky tosh hiding behind the ‘fam-
lly board game' facade that's
being chumed out onto the toy
market at the moment, it's a pretty
good investment ... as long as
you lock up your knife cupboard
ng hide Grandma's knitting nee-

es!

PRESENTATION 99%
HOOKABILITY 96%
LASTABILITY 95%

VALUE 80%
OVERALL 93%
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A SENSIBLE INTERVIEW . . ..

GP Tell me about Wizball,

JH We were originally going to do Wizball betore Paral-
lax. But then, Chris came up with a parallax scrolling
routing and got a few sprites moving around, and we
thought 'that looks pretty’, 50 we scrapped Wizball for
a while. We're doing it now.

GP Fine. But what exactly is Wizbalf?

CY It's agame. Agame involving sprites and chars . . .
characters.

JH You control a wizard in a bouncing ball and a little
cat spins around the ball like a . . . “multiple” — er,
‘catalite’. The wizard is actually bigger than the ball -
when he out of it to mix colours he goes

PSS EUT! ... The world stars out black and
white and gets coioured in through the game by doing
certain things which we're not going toreveal, [t's a sort
of 'paint-by-numbers’ game.

GP Iz it going to have a proper ending though, unlike cer-
tain other Parailax games | could mention . . .

CY The reason we left Parallax open was because of the
option of Paraiax /. You hyperspace to earth, but it's a
miiti-earthable hyperspace — wea e into thal. We could
do an another bit, where on your way back to earth you
investigate another allen planet . . . accidentally.

GP So you will do another Parallax?

CY It's on the board at the moment, but it will depend
on how well Paraliax was received. if paople still
remember itin a few months' time then | suppose

50 ... | actually quite enjoyed writing Parallax -
{sarcastically) | enjoyed creating it because it's the
sort of game | would like to play.

GP What's it like working for Ocean?

€Y Well without making it sound too much like boot-lick-
ing . . . they'reactually a very good company with very
good intentions. They're a company of businessmen
more than games-playing people, and they know
exactly what o do on a personal level. If they think
you're going to do them good, they do you gﬁ.sujt’ﬁ
easy to form a sultable relationship with . They
treat you as people - they don't look down to you as
people might think.

There were a kol of rumours spreading about that
Ocean weren't very good at paying royalties and so on.
But we've never found that, didn't seem too
bothered whether Parallay was going to make it or nat.
They had confidence in the game - they felt it was the
best they had and they convinced us of that. Their balief
in the game was paramount to the fact that it was going
1o sell well, or not. That was good.

GP Are there any programmers you admire?

CY Mel Croucher — he's definitely an innovation in the
o0 ZZAP!64 March 1987

sible Software, a

Programmer Chris Yates and graphics designer John Hare —Sen-
twosome if ever there was one.

Bursting with innovation and talent . .. In a matter of months
they progressed from the silly scenario of an aged and unoriginal
shoot 'em up - Galaxibirds~ to an equally silly but far more orig-
inal arcade game called Wizball. They don’t have an axe to grind
= but they do have some sharp opinions about the state of the
software industry . . . as Gary Penn found out in a lengthy and

somewhat harrowing interview.

S ensibl
Industry. He doesn't give a damn about what he does as
long he's entertatned by his own product - | feel, 1 think
people find his stuff more entertaining because he's
actually managed to put some of his own personality
intoit, instead of the usual, boring, second-rate arcade
games which most people try to rip-off from the

machines and never succeed. The Commodore hasn't

got the memory, and most of the games are boring any-
way.

GP Does it mean anything to get a good review?

CY Gefting a good review is absolutely everything. It's
the anly real feedback you get — the company we're
doing a game for are going to say it's good anyway.
Apparently we got loads of letters about Paraliax sent to
Ocean, but they didn't pass themon . . .

JH Did we really?

CY Yeah. We get a few people writing to us saying
whether they like our games or dislike them, but | think
it's batter that we don't read them, i would probably put
us off. That's why a review is the only way of judging
how well we're doing.

JH Yeah. When you review a game, don't you find it's
easier to slag itthan write about its good points? . . . If
a game Is going to impress it's got to be a totally new
[:EHI'II-‘EFI - or an extremely innovative adaptation of an
existing concept. It's far easier to produce new presen-
tation than it is to come up with new concepts. But com-
ing up with ideas has never been much of a problem for
us at all = it's always been getting the ideas down that's
a problem

WIZBALL - a forthcoming attraction from Sensible Software . . .

JH We've got loads of new concepts that we'd really like

to sell, but we can't find an outlet for them. It's so hard

to go about it — actually communicating with someone

g!ga i3 the problam, making tham see things as you sae
.

CY But it's getting to the stage where's there's not much
point in coming up with new ideas — things have to be
the same or they won't sell, A game's got to have a name
to it, or it's got to be the same thing in a different pac-
kage. A big name or the-in helps regardiess of the quality
of the game,

CY We shouldn't really blame the companies for wanting
everything o look like everything else, or have a name,
because it's not really their fault that those games sefl.
And I'm nof really blaming the Kids for buying this stuff
either, because they only want to buy games that they
think are going to be good.

JH We try our best not 1o rip anything off — well not con-
sciously. Going back to the parallax scrolling, the
graphic effect ~ Chris picked up the parallax scrolling
fram Bounder. He saw whal they were doing but made
it about 24 times better. You've got to do that to prog-
ress. It's hardly ripping off an idea.

CY I think there's not enough humour in the industry at
the moment, That's what's lacking.

JH Do you think thal kids like games because even
though you're a real wimp you can run anound blasting
things to death? This might sound reaily profound, but
dao you think that playing video games is like, say, the
way kids in the twenties would read an adventure book




The domesticated duo get to grips with the
washing up — Chris washing and John drying in
parfect synchronization every 50th of a second . .

and relate to the hero? Do you think it's the same thing?

GP | hadn't really thought about that before. | would say
it depends on the quality of the comic strip = how well
it's drawn, how well it's been executed. Do you getcar-
ried away with the action, and s there the sense of baing
there? | found that with The Eidalon— it was real, but in

8 dream sense. It was my dream and | was there.

JH Yeah. Masfer of the Lamps was the same. The
music's amazing, and so are the visual effects . . .
which draws you into it. It's beautiful. In Psychedelia
you've got all these amazing visual effects, but there's
no inertia, It is a good idea, because Jeff's tried some-
thing different, but | don't think it works.

GP What do think about the current trend of lie-ing?

JHliseems . . . well, it seems that no-one really cares
about the kids anymare. Companies are just there to
make money, 1o milk money from the kids. But if the kids
still buy the games, whose fault is it7 Is the kids' fault
for actually buying the game because they recognize the
name, or is the company's fault for bringing out the
game because the kids want it? A game could get crap
IE;EHE. but the kids still buy it and it gets high chart
ratings.

You sometimes have a go at companies for bringin
out cash-in, tie-in tites, but the kids still buy memll%
the same with the pop industry. The market the com-
panies are alming at gets younger and younger and
younger, and thay're a more vulngrable market. It's the
same in any Industry - it's easier to influence young
people. Kids either go to their parents and moan at them
until they buy what their kid wants, or, they go out and
buy it themselves because they think it's trendy, A kid
sees his favourite program on the telly, out comes the
computer game, 50 he buys it. Butit's not necessarilya
good game.

CY There are 50 many TV tie-ins or arcade conversions
that just won't work, A tie-in comes out, it sells - it's
crap. Whao cares? It makes money. The kids are happy
because they bought it and everyone else has bought it.
People vote for it in the ZZAP! charts, so after they
bought the game they must have still liked it, whether
you think it's rubbish or not.

JHIUS like music, Kids getinto Heavy Metal, They're not
into Heavy Metal because they like Heavy Metal - it's
because their mates are info It. It's the same with
software.

GP Bul wouwld you ever program a poor TV, film or arcade
fame tie-in just for the money?

CY Yes - if people want 1o pay for it then we wouldn't
disagree with them.

JH True - but at the same time we'd try to do our best
to make it good., It we think something's awful we won't

produce i We wrote Galaxibirds because it was awful
- it was a laugh. And it was cheap.

FOR A CHANGE!

GP But some people didn't see the joke, even though it
was cheap.

CY | teel that magazine reviewers are journalists more
than games-players. When some people reviewed
Paraflax they didn't understand the humour. One
E:glsmna actually siagged it for the bad spelling mis-

JH There are a lot of games that are just totally misun-
derstood. An example directly related to you Is Hercufes.
You reviewed it and gave it a high mark. Other
magazines gave it very low marks. It's not necessarily
because either of you are wrong, it's bacause i looks

4 like you found it funny and the other magazines didn't.

it's all down to personal opinion and what appeals 1o
you. This is why reviewers wha can relate more to the
peopie who buy the products are a lot better than some
stuffy old journalist who's 30 years oid and spent the
past few years working with some small local news-
paper.

CY It's like the music industry when a group becomes
trendy, like Ah-Ha or Wham - or the Jam before that.
People didn't listen to the singles before they went out
and bought them. They bought them because the group
was ‘in". It's the same with TV or film tie-ing. If a kid likes
the TV title or the film title, and likes the adverts, he
thinks it's going to be good. And most kids won't have
read any reviews beforehand, so they won't know what
they're going to buy. But it makes no difference. People
go for the titles they recognize.

BP That's a bad thing?

CY It depends if the kids are happy with the games. But
| think they would be happier if more quality softwane
was produced and less dross.

GP What do you think of software loday?

CY There's this thing in the programming world where
everything's got to be technically correct— everything's
got to be done every 50th of a second, and it's got be
perfectly smooth and so on. Programmers seem 1o be
torgetting about the actual game. Trapdoor is the most
briliiant game |'ve played for ages. It isn't particularly
weil presented, but it's such an interesting, mentally
stimulating game.

JH People aren't bothering to think up new concepts for
games. With Parallax we tried to think up new concepts,
but we had to keep the presentation tight - slick

graphics, smoaoth scrofling and s0.on—and we couldn't
putinany of the extra ideas because we ran out of mem-

Ooh look, Chris - it's one
of them camera things!
| dunno, John -

Nah, definitely a camera
= there's no pictura yet .

ory. All for the sake of effect. That's not to say Parallax
s @ bad game —we think it's good &s it is - but it's sort
ol .. incomplete,

CY We could have left out all the gimmicks and put in
more game-play, but it wouldn't have soid as well.
Software should be entertaining, not just spectal
graphics or music or even the game. We should be pro-
ducing a complete package —not just a game. Kids pay
for entertainment, Thay want to laugh at a game or faugh
with it or enjoy playing IL.

JH In the arcades . . . people are sticking to the old
arcade concepts and simply gloritying the presentation,
without bothering with new Ideas, With Wizball we're
irying to present new concepts in a familiar way. But
whether it succeeds . . . We wanted to do Wizhall with
a company who could - | know this is hypocritical - but
a company that could give i a bit of hype. So they could
actually hype what we feel is a decent game. Otherwise
it'd just get missed.

CY You've got to getinside to influence. You can't infiu-
ence from the outside, by being anarchic, say. It won't
work. It's like palitics  if someone wants to change poll-
tics they've got to getinto one of the major parties before
they can actually start influencing.

JH Good presentation is becoming more important than
a good game. World Cup Carnivafwas a good package
~| mean, If you were into football it was interesting
memorabilia, There again, if we'd bought World Cup
Carnival we'd have been disappointed with it because
we already had Artic's soccer in a package with four
other games. The biggest problem with coming up with
new concepts though, is hardware limitations. People
are running out of ideas because they've only got a joys-
tick and a keyboard — and there’s only so much you can
do with a joystick and a keyboard.

Take footbail games - they're all crap. Even the best
football games. You're limited by the number of hands
you've gof and it can get incredibly frustrating — like
when the computer selects which player you're control-
ling, it gets really frustrating. This is a good example of
how the hardware limits the software. if you could wire
up . . . maybe this will happen in the future . . . but it
you could wire up litte pads and things to detect nervous
twitches from the brain or whatever - or from your
hands - you would have much more control. it would
bring about a whole new concept in games.

GP But that's still a long way into the future. lsn'th . . .

. ..
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Welcome to FPorky Tiporamay

STRIKE FORCE COBRA (Piranha)

if you're having problems
negotiating the evil person’s
rather well defended fortress,
then ne'er ye fear - help is at
hand. if you start a new game
and adhere to the following
instructions, you can negotiate
level one with ease.

Make sure you remember the
starting location for each of the
soldiers: ONE starts at O4 (the
door here |8 locked at the
moment), TWO at O8, THREE at
A6 and FOUR at EO, standingbya
window with a patrolling robot
inside.

The aim on this floor is to get all
four men inside the building (alive)
and in suitable positions to assault
the floor below. There's also an
optional solution: to take THREE
and FOUR down the lift at D4 and
then with ONE and TWO use both
lifts at M7 and N1.

First, select THREE and dive
through the window at B2, twisting
right on entry to avoid the elec-
trified blocks. Move around (av-
piding the terrorist on the scooter)
to a position where the orb can be
shot. Jump on the block nexttothe
lift control block to activate the lift
at N1 (this will be used later by
other team members) and proceed
through the door to D2. When the
door is almost open, dive across
the gun, through the door, avoid
the robot and move down to the
other lifting door. The door opens,
50 step to one side —just standing
on the pressure pad. (DO NOT
enter this room). Now change to
FOUR.

Throw two EFGs through the
window to slow down the robot.
Dive in and dive again to clear the
robot and get through the door.
Continue past the patrol and stand
near the two towers of blocks.
Change back to THREE.

Follow FOUR to the towers.
Standing on FOUR's shoulders,
dive over and turn right. Enter the
door at F5 — avoiding the fireballs,
and dive over the laser beams.
Dive through the window and
immediately crouch. Shoot the
flying saucer then activate the

52 ZZAP!64 March 1987

sion = le G-R-A-N-D tips section pour
votre enjoyment (n'est pas?). Just look at le menu: for hors-d'oeuvre
there's a generous helping of general tips. The main course includes
a POKEs special, and for le dessert there are some delightful maps.
Feast votre proverbial yeux, mon amis - and forget the diet . . .

door control. This activates the
door at BB (thus allowing FOURto
back-track and gain entry later).

Dive through the window at G7
and turn around immediately to
avoid landing on the laser beams.
Proceed through to G4 (avoiding
the robot at G5). Enter the door at
(G3 by carefully timing a dive
across the sliding hazard. First aid
is available in the small room at GO.
The hostage at G2 will now give
you part of the combination and
also (by jumping on his shoulders)
help you to get back to G3. Avoid
(or shoot) the saucer at ES, and
proceed to the lift at D4. Now
change back to FOUR . . .

Back-track to EQ and then left to
B0 (crouch). By the way, extra time
Is gained by destroying the
organic computer at D1 {you need
to open the door using the lever at
AD). Procead to AB, enter window
to A7 and the door at B8 opens.
Take care past the two patrols
here.

First aid is available at D8 (al-
though you may wish to leave this
until after you have rescued the
hostage)in the front right comer of
D&. If you require first aid, position
your man in the cormer and press
the jump button. THREE can be
positioned at D7 to see the
arrangament.

MNext, enter the door to your left
at C6 and continue through to BS.
Shooting the robot slows it down -
but you risk hitting the hostage.
With care you can dive past, allow-
ing the hostage to give you the
second number.

Return to C6 (and back up for
first aid if it hasn’t already been
used) and enter C5 by using the
block in the corner and diving over
the stacks — avoid the flying orb if
it hasn't already been shot out.
These two men are now in posi-
tion.

Change to ONE and move
around the perimeter of the build-
ing to the window at JO. EFG the
saucer through the window then
enter. Stand on the pad to open
the two lifting doors.

Change to TWO and move left
to K8. Dive in through the window
(turning back to avoid the row of

blocks), and crouch to avoid the
gun. Time a series of dives across
the two rows of blocks. Kick the
door at K6 twice, to gain very care-
tul access to K5. Walk left, dive
and turn left. Take one step back
and walk right, then dive and turn
right. Take another step back and
walk left, then dive. After that load
of waltzing about, dive through
{and turn) to J4 and crouch under
both guns. Make your way to JB,
avoiding the guns and robots as
you go, and enter J7 and then J8.
Dive across the moving hazard
and activate the lift (for THREE and
FOUR at D4)

Return to |15 the way you came
(or you can chance your arm
through HE if you like!). Dive
across lasers to 13 to H1, where
first aid is available. Use the win-
dow at H1 after shooting the
saucer through it. Do not use an
EFG as this may destroy the first
aid box! Note: once you are in the
room DO NOT step on the pres-
sure pad. The door at K3 is now
open. You may consider swapping
ONE and TWO over at this point, if

TWO is particularly run down.

Enterto K2 and follow scooterin
aclockwise square, then enter M3
shooting. Attempt to stop the
scooter and gain access to the
door control lever. This unlocks
both doors O4 and M7.

When you've done that enter
N2, turn and walk left. After a bullet
passes, walk out into the corner
and jump to avoid the next bullet
(face forward in the air). Dive over
the next bullet, take two or three
steps forward, dive, turn right and
dive. If you're still in one piece
stand by the lift and change to
OME. Back out through the win-
dow to JO. Note: extra time is given
if the organic computer at L2 is
destroyed.

Proceed round to the door at 04
and into N4, around the corridor to
LE (there's first aid at L7). Kick the
door at M6, enter and throw two or
three EFGs to slow down the robot
long enough to allow you to avoid
it and rescue hostage. Repeat the
last EFG procedure to slow down
the robot again, then enter the lift
at M7 to complete the first level.

IRIDIS ALPHA lLIamasnﬂfHemnns]

If you're still having hassle with
this classic Minter shoot "em up,
have a read of these well-zarjaz
tips from John Crawley of
Orpington, Kent.

WAVE ONE
Try not fo crash into anything
) '_-'1h|l--: til you turn white
are, [ hers
¥ alens ||—f| [-Ta]
ot h|_ rest — ot
] o the

ould be abg
11l-|-' o ._1r

I}Ll--l
WAVE TWO

- "[Ir'l‘-.j"_l_.-HI. ur.l I|| -III
WAVE THREE

These aliens are pretty damn
nasty, but you should have quite a
I!'l‘.. rL ||J-'r-1'-,-IH1" W l—-r1r| r||1r||-I d'—[

1||rr||--|__ ane 1 [|r|r1':| l‘ VoL go. T?'.p
faces that eme ||||'1|| m the Phreds
are laft behind and eventually dis-
appear. Keep aneye on the enargy
siuation-ifit gets a bit high, crash
inta an alien and let it drop a litthe

GOONIES (US Gold)

i you're playing on the first level,
push F7 and F5 at the same time,
thenletgoof F5andletgo FTto
go up (and sometimes down) a
level. if you keep doing this you
can finally become an Honorary
Goonie. Thank you Mark Dorset
who comes from somewhere in
Australia.

..?j.r%{\
// ¢

before whizzing off again
the wave finishes, z
:Ilrlr-1|r||||-|||.|_.|.|.|| 4

urmed 1O the I_'I.:-I"l'll-" g

LOf ther way until

21 T r*ll”n-l,. ]I-h"Fl

(eep shooting and dump ing
energy untl you enter the bonus

an "u‘lrl'll gener; ||T|;| 1-1r'r-l P you
along

Tr,.lru it 1o tran 1r [: .'|r| other
planet ¥

"".-"'I- n 1|'I|I S r'-::

work l'-l |[1h| yre -
] g -rrlﬂ-‘hu-murnprn:p- 15 -r-.hn I|r'.:r'
be used instead.

TRAILBLAZER
[Gremlin Graphics)

MNathan ‘Golumn’ Bunting of no

fixed abode, recommends that
you press SHIFT/LOCK or ZXC
at the same time. Really? So do
TR
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MASTER OF MAGIC
(MAD)

if you're still stuck with this
arcade adventure, take heed of
the advice aupplind by Adam

'‘Deathblade’ Steiner of London
N6 — you should be able to
traverse the deadly dungeons
and collect the amulet with rela-
tive ease,

Starting in the cavern next to the
pool, go SW to the pool room and
kill the bat. Go to the cormridor to the
north of the pool and travel east.
Turn the comer and continue east,
passing the corridor going north. if
these directions are followed you
should come to a fork.

Go south into the cavern and
axit from the NE corner. Before the
Orc can attack, zap it with a magic
missile then collect the mace left
behind.

Raturn to the pool room and
leaver via the east exit. Take the

first passage to the north, enterthe
cavern then exit NW. Now for
some action — kill the bat to
uncover three stairways. Use the
bottom set of stairs, kill the mace-
wiglding Orc then pick up the suit
of armour which mysteriously
appears.

Return to the cavern you gotthe
mace from. Go south to the pas-
sageway and enter the room with
the door. Avoiding the snake, go
to the room containing a healing
potion—collect it and return to the
room with the door. Go east and
continue along the passageway.
When you reach the cavern, go
north and kill the bat before going
up the stairs. Open all doors, cross
the hall to the north and open the
other door. Go through this door
to find a ring — wear it.

When you've got the ring leave
the chamber and go west until you
reach two sets of stairs and a pas-
sage. Enter the lower set of stairs
and kill the spider. A backpack can
be found in this passage, and tak-
ing it allows you to carry more
objects (Note: your inventory can-

Yes, just what you always

wanted — the complete solution
to Lucasfilm's latest but far from

greatest ... Thanks to Jason

Hill from Stoke-on-Trent, Gavir

ore from Hormnchurch,
Essex, Miloy Achary
and Say Tharle from
Littlehampton, West Sussex.

ADVENTURE SECTION
G0 Home

R ]
LK

EIVE Dollar
TAKE
COMPLAIMN
COMP
TAKE
TAKE
GIVE T

LI

NI e
=0 South
) Sauth
GIVE Popcorm

COMPLAIN

THE LABYRINTH

Press the fire button to skip the
INtroduciony sequence and ¢
the Labyrnth = now the rea
ircade agventure can ey JI W
right until you come toa ROCK
TAKE it. Also, TAKE LOG (when
vl finel ity r.'\l:.l"r"i_ WEIK Nl 8 Wwor
doorto e transported o

o4 ZLZAP!B4 March1987
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THE BRICK HALLWAY

FAKE CRYSTAL BALL (when you
find it) and OPEN all doors, USE
VE !‘u DING MACHIMNE towards the
tar left end of the corridor by
INSERTInGg QUARTER — TAKE the
BOTT I':1r at 1z dispensed. Also
TAKE the PEACH (when yvou find
t). Now find the door which leads
deeper into the Labyrinth

ALPH AND RALPH
ASK ALPH, OPEM both doors:
then walk through the exit with the

sign 'T.O THE CASTLE'

THE WALL OF HANDS
=Simp W CONGRATULATE WALL
1O escapea,

THE STONE CORRIDOR
TAKE PEACH and TAKE ROCK
then go down the hallway ta the far
left, TAKE SHEARS and TAKE

CRYSTAL BALL (when you find
them), Walk to the armoured Gob-
inand GIVE PEACH. TAKE HEI
MET then go down the nullwa-., 1o
thie left of the sleepir I']"a 1
guard 1o enter

THE HEDGE MAZE

TAKE CRYSTAL BALL and TAKE
BRACELET. USE SHEARS 1o
move further into the maze, You
sl eventually reach

THE WISE MAN'S GARDEN
ASK WISE MAN - he will recite a
nddle, GIVE DOLLAR, TAKE
CHAMGE and TAKE BULE BOOHK
Mow solve the riddle 1o find the
2l

not see any objects in the
backpack until you take them out).

Return to the stairs and climb
the second set to enter the third
level — the Labarinthine chambser.
Kill three skeletons, an Orc and a
pack of Hell-hounds - fireball them
to kill the Hell-hounds and Orc and
wound the skeletons.

If you manage to do this you
should find a shield, a mace, a
dagger, aring and a heimet. Take
them. The mace is pretty useless,
but the dagger is made of wood.
Rush back to where you got the
armour, and continue along the
passage until you reach the vam-
pire. Killit with the wooden dagger
(stake) and get the Dagger of
Death. The wooden dagger can
now be discarded as the Dagger
of Death is the only weapon that
can be used effectively against the
Minotaur that guards the amulet.

Rush back to the Labarinthine
level, find and climb the stairs at
the bottom right hand corner to
reach the final level. Go along the
hall until you see two doors. Take
the door to the south and continue

THE SECOND HEDGE MAZE
USE SHEARS to go deeper into
tha Labyrinth

THE FOREST
.I"-LL I‘Il:lrl'l'lI Tl'l.l 0 Tine -. LRLIT '|"|I|'|-
QLI _"r e :

182e 10 enter

THEBOGOFETERMALSTENCH
ASK SIR r“-.C]‘fhﬁ:_.E and keep
ASKing until he tells you to free
Ludo. Walk to the far left to

2ner

THE PERSECUTION OF LUDO
All you have o do here is frea
Ludo, However, before Youcando
this LELE r'l;l'ltlg‘r|| 2w Caah
ins guards to fall through the trap-
doors,. Sa. -.-'-.-.°||- over a trapdoor
triree times wntil it turns red — o
tha naxt step will triggar it. When
both Goblins are out of the way
walk over to Ludo and LUSE
=SHEARS 1o cut him down

THE SECOND HEDGE MAZE
CALL LUDD, CALL ROCKS and
LISE CAMCORDER,

THE FOREST CALL FIREY and
GIVE CAMCORDER, Now TAKE
HEAD, TAKE ARM and TAKE LEG
THROW HEAD wheneaver you get
{0 an archway In the trees — 0o
lown tha hallway if the head sees
something beside the trees

s"l.1'rl.||||.l vl should make
‘our way lothe Bogand USE LEG
|‘-ff-'|: ICrOSs, OF YyOu can pass
through either of the following
oIS il

THE DOOR KNOCKERS Go to
the left door and TAKE KEY, Now
walk over to the right door. HIT
EMOLKER, and while the mouth is
open INSERT BRACELET, OPEN
DOOR and TAKE BRACELET

THE STONE FACES

INSULT WALL to gel hints Tr,,| )
tind your way oul and get back
Il..l

due south, without deviating down
any of the side passages. When
you reach a cormer, turn it and
keep going until you reach a room
—exit by the north passage. At the
fork, go west and enter a room. Kill
the skeleton with your mace and
get the healing potion.

Retumn to the main hall of this
floor. Open the door to the north
and enter. (Go west again and fol-
low the passageway, not taking
any side passages, until you reach
a spider which you should kill with
your mace. Enter the room then
exit through the opposite door. Go
south until you face a door. Pre-
pare the Dagger of Death, then
rush in and attack the Minotaur
before he attacks you. Note: you
have to be pretty healthy to do this.
Up and east there is an amulet
which you should pick up. Go west
and anter the teleport to find your-
self onthe third level. Returnto the
pooland drop the amulet. Hear the
victory bop and feel cool. Dance
around the room. Trip over and
impale yoursetf on a small
slug. ..

THE BOG OF ETERNAL STENCH
USE LEG to negotiate the bog
CALL LUDO if the bridge is down
CALL BOCKS Tour times before
entering

THE GOBLIN VILLAGE

USE HELMET and walk through
the village to the second house
from the right. Go through the door
O appear

UNDERGROUND

DROP | rfl"u when Slasher
appears, then TAKE PLANK (it
useq lu De the log)

THE CASTLE EXTERIOR

r:lql:,F HI:LII"\."IE T r:l'll\\j .|':'||_l|_
HOCKS. Now THROW ROCKS at
the marching Goblins, Nota: the
middle Goblin has to be hit either
with the halmet or five times with
the rocks (vou can call for more
roCKS il ViU run out). When all the
Goblins have gone. walk towards
tne door— put don't get tooclose
LISE ARM . then enter

THE SECRET CORRIDOR
Find the missing black key

piano keyboard walls, then
INSERT PLANK. Now OPEN
DOOR.

nthe

THE UPSIDE-DOWN ROOM
Move onto the same level as
JARETH and THROW CRYSTAL
BALL. When ycu hit him you are

laken to

END GAME

Be careful not to slide off the disk
Tawinthe game, simply select one
of the nonsense messages and hit

RETURN

By the way —if you are running low
an time, remember this little

bug When you reach the Wise
Man's Garden, walk up to him and
TAKE RULE BOOK. READ RIILE

BOOK repeatedly to end up with

aver a hifty nour time lirmit!
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PAPERBOY (Elite)

Damolish high scores and
annoy the Scorelord, courtesy
of thase Jim Eln-:htar Fﬂl{Es.

e! PAPERBOY LISTING
.1‘ 10 READ Z:POKE 20100
| zn DATA 169, 4, 141, 49,

Simply get oul your Paparboy
casgette, stick it into the C2N
and rawind it then type in the
fallowing lin‘tlng e

. E.EDATﬁ'i"r" 166, 41
@) 40 DATA 141,107, 40
1 50 DATA 76, 52 8.0

intow type RUN.(RETURMN), fol-

| lowed by LOAD (RETURN) to load
the first part. When the compu-
ter resets, type POKE

1012, 78:RAUN (RETURN) 1o load

and run the game . .. Line 30
gives infinite lives, while line 40
provides an unlimited nupphf of
papers, Nice, eh?

LIGHT FORCE
(FTL)
If you need unlimited lives for

this shoot "em up par excel-
lence, simply load the program,

resel the computer and type
POKE 11547 5 (RETURN). SYS
6713 (RETURN) starts the
game . .. Couldn't be easier!
Thanks to Rambo of the A-Team
Crackers, South Humberside.

EHHEI.BT WARRIORS [Ariolasoft)

the following Rambo
hmuuwﬂmmmuu

A
arcade adventure. Load

the program, reset the 64 and

P 23730,234

POKE 23731,234

POKE 23732,234

Now SYS 16384 to start the
game with unlimited lives.

SHADOWFIRE
(Beyond)

If you've never solved this age-
ing (but pretty damn neat) icon-
driven arcade adventure, get it

out (the cassette that is) and

So you can enter this Jim Black
ler POKE . . . Type POKE :
25188.173 (RETURN) then 5Y5
16384 (RETURN) to start the
program with unlimited time.
Good, eh?

load it. Now reset the 64, Why?

EREBUS (Virgin)

Grab your Erebus cassette and
mmmmhm
and enter the following . .

POKE 2379,106

POKE 23809

Disables sprite to background
collision detection

POKE 2391,106

MMWWH-
sion detection.

mm;wms‘rsmuv{rﬁ
AN) to restart the game
not sure whether these POKEs

onto the screen
s:inclls HARRIER POKE ToTOn 1S
s ontne st
Here we have a whole host of !
POKEswhichaliowyoutodoall  SioWs down the proceedings
sortsof thingstothisgame-but  SOKEBERER o Lo
don’t try them all at once, as the VLRI S
program will crash! i you want to play a'full screen’
Insert arewound Harrier  version of the game and have
cassette into the tape deck,type  unlimited lives at the same time,
LOAD (RETURN) and ‘press play in...
untq:l ’Hl'unﬂilFlEAD"l' KE 14437 32
%ﬂu‘éw POKE 144381
m;l?n Tluimf'rﬁﬂ P.I:ItLIH POKE }#515'32
the game will now load. When  POKE 14579, 1
the READY appears POKE 14580.8
again type POKE 2049,141
POKE B16,167:POKE FﬂHE zuﬁéaua
817,2:POKE 2096,248:POKE POKE 2052,141
20987,252:5YS 2061 POKE 2053,32
the computer resets, enter any  powr 5055 169
of the following POKEs . . . POKE 2056,10
POKE 5834,96 141
POKE 2057,14
Infinite time POKE 2058,186
POKE 6010,173 POKE 2059 78
Infinite lives POKE 2060 96
POKE 2214,0-255 :
Increases or decreases time Once you have entered your
POKE 6543,0 chosen POKEs, 5Y5 2128 to
Disables the collision detection  start the game. Another listing |
batween you and the alien mis- #ﬂh‘!hﬂ'ﬂ!hﬂ-ﬁh-ﬂﬂ
siles e o ue |
POKE 8059,0 program, a
Allows you to pass through rewound Harrier cassette |
indestructible objects into the ,AUNthe
PGHETE.BE,grPDHETEEt;;E wu..n Ehgrnllrhm .
Gives auto-fire during game
POKE 6666,234 apm-:n:-ﬁ‘fﬂamt!ﬂmﬁﬂ
Gives a continuous ‘smart
bomb' effect which destroys all ummmnmm
destructible objects that come  feature (hit RESTORE) . . . 1
F._,_-——-.F'-'_"‘-.-_ - , - — I
®' SPACE HARRIER LISTING '
®1 101=320 o
l', 20 READ A:IF A=256 THEN END ™
! 30 POKE | A:=1+1:G0TO 20 e

Many thanks to: Munky from
Forfar, Anuu: Jason P
Witham, Essex; Kelvin C g.
Hayle, Comwall; Andrew
Walkden, Manchester; Huaﬁall
Flaherty, Liverpool L14; Simon

| 40 DATA 169, 77, 141, 243, 3, 169, 1, 141 |
| 50DATA 244, 3, 76, 13,8, 169, 100, 141 1®
®, 60DATA48,8, 169,1,141,49,8,169  !® ,
®! 70DATA 167, 141, 48,3, 169, 2, 141, 49 0 |
e BODATAZ, 76, 13,8, 169, 173, 141,122
. | 90 DATA 23, 169, 80, 141,46, 56,169,8 |

| 100 DATA 141, 51, 56, 76, 80, B, 224, 256 ,

TERRA COGNITA
(Code Masters)

Fed up of being hassled by
aliens? | thought so. Right - load
the program, reset the compu-
ter and type POKE 26703255

(RETURN), followed by 5Y5
24576 (RETURN) to make the lit-
tle beggars pack their bags and
leave! Now you can whizz about
to your heart's content and only
waorry about crashing into land-
scape features. Once again,
thanks go to Rambo of the A-
Team Crackers.
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TERRA CRESTA (Imagine)

Hare's a rather long, but
extramely useful listing from
Andrew Grifo of Woraley, Man-
chester. It knocks out sprite to
sprite collision, but still lets you

shoot things! Simply (') type in

the C2N and RUN the program. |
When the computer resets, type
SYS 49152 (RETURN). Now all
you have to do is "press play on
tape' and wail for the program
to load.

I demolish

[

I
.-:| ' b
SN A T WS T e ot 5 =l
I. L ! 'rl.
Jl__ - 3
¥
S, e AR

| 9, 101=49152

1l

SCOOBY DOO (Elite)

Overwhelmed by the marauding
ghosts? Gatting done over
bafore you can rescue all your
buddies? Well I've got news for
you, matey . . . follow Andrew
Grifo's advice and you can
become an invincible Scooby!
Having stuffed your Scooby Doo
cassette into the deck, type
LOAD (RETURN). When the
READY prompt appears, enter
these POKEs . . .

POKE 1010, 76

PORE TUT2 252

Now type BLUN(RETUHRN) toload

‘ ZZAP!64 March 1987 57

| @1 BREAKTHRU LISTING

: 11 READ A:IF A=256 THEN SYS 49205

N ®1 12 POKE LA:I=1+1:GOTO 11

= | @ 43 DATA 32, 83, 228, 168, 0, 32, 144, 255

"fg "l @, 14 DATA 169, 1, 170, 168, 32, 186, 255, 169

Ll ! 15DATA 1, 162, 253, 160, 2, 32, 189, 255

| 16 DATA 169, 0, 32, 213, 255, 162, 7, 189

N ¥ 17 DATA 70, 192, 157, 44, 1, 202, 16, 247

S @1 45 DATA 160, 44, 141, 100, 5, 169, 1, 141

,r e, 19DATA101,5,76,0,4,32, 83, 228

| ~ | o 20DATA 169, 0, 32, 144, 255, 160, 1,170

: ? | 21 DATA 168, 32, 186, 255, 169, 0, 32, 189
= | 22 DATA 255, 32, 213, 255, 76, 0, 192, 169

?31-5-.rc-!i ®, 23 DATA 173, 141, 204, 25, 76, 0, 10, 256

THE LAST V8
[Mastertronic)

(NB: 128 Version ONLY)

Mo complaints about this 128-
only POKE, if you please. Insert
the disk into the drive and
LOAD*0:*",8,1. Wait "til the drive
stops whirring then enter the
lollowing as a line number . .

o, i =1 . _:'.I '-.1:_.__ [ :| I,I: Y F
61079 06:SYS4864

T}'['H'! BUM (RETURBMLto Ioad the
rest of the program with unl-
mited shields, time and fuel.
Cheers to good old Tim and lan
Frazer of Ruislip, Middlesax

——
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the listing, plonk the tapa into

1
. | TERRA CRESTA LISTING

® 20 FOR A=49152 TO 49265READ B:POKE
@' ABNEXT 1 ®
@ 30 PRINT CHR$(147) "PRESS AKEY TORESET" '@
o' 40 PRINT “WHEN RESET TYPE SYS 49152 (RE- | o

: TURN) AND PRESS PLAY ON TAPE" P
®' 50GET AS:IF A$="" THEN 50 :
@1 50 SYS 64738 5
®| 70DATA 32, 44,247, 169, 0, 141, 32, 208 |
o ! B0 DATA 32, 108, 245, 169, 24, 141,2, 4 o

| 90 DATA 169, 192, 141,3.4,76,99,3 e
': 100 DATA 169, 37, 141, 104, 0, 160, 192, 141 |
®, 110 DATA 105, 0, 76, 43,0, 169, 20, 141 :'
@! 120 DATA 104, 0, 169, 173, 141, 105, 0, 169 .
o 130DATA 142, 133, 73, 169, 1, 133,74, 162 ™

140 DATA 0, 189, 71, 192, 157, 142, 1,232 '

|
® | 150 DATA 224, 43, 208, 245, 76, 20, 173, 169 g
®' 160 DATA 169, 141, 22, 58, 169, 0, 141,23 | @
e, 170 DATA 58, 169, 141, 141, 24, 58, 169, 40 ‘e
o' 180DATA 141,25, 58, 169, 2, 141, 26,58 '®

| 190 DATA 169, 76, 141, 141, 30, 169, 181, 141
® ' 200 DATA 142, 30, 169, 30, 141, 143, 30, 76 :
210 DATA 80, 0 ®

SPEED KING (Mastertronic)
20 IF F=3 THEN POKE

to 35863,234:POKE
Mnﬂﬂﬂ#m mhwm mﬂ"ﬁl 3455“5‘1523“"”“ 35865,234:3Y3
bikers
e . First of all Type RUN (RETURNjto load and
POKE 43,3:LOAD (RETURN). run the *mm. Thanks to Martin
When READY am-ur- Pugh lives in Holywell,
POKE 43,1 (RETURN). Now enter  Clwyd.

the second part. When the com-
puter resets type ...

POKE 2087 .252

. . . lollowed by S5Y5 2061 to
load the final part of the prog-
ram. When the computer
resets . ..

POKE 745096

.« and SYS 2560 (RETURN) to
start the game. The ghosts
won't hurt poor Scooby - and he
can still hit them!

|
49213:READ B:POKE

20 FOR A=49152 TO
AB:NEXT

30 PRINT CHR${147) " HOW MANY LIVES (3-255)",
40 INPUT LIVES:POKE 49200.LIVES

50 PRINT “"PRESS ANY KEY TO RESET AND TYPE
SYS 49152 (RETUBN)™

60 GET K$:IF K$="""THEN 60

70 85¥Y5 64738

B0 DATA 32, 44, 247,169, 0, 141, 32, 208

90 DATA 32, 108, 245, 169, 24, 141,2. 4

100 DATA 169, 192, 141,3,4, 76,99, 3

110 DATA 169, 37, 141, 104, 0, 1869, 192, 141

120 DATA 105, 0, 76, 43, 0, 169, 20, 141

130 DATA 104, 0, 169,173, 141,105, 0, 169

140 DATA 255, 133, 65, 169, 154, 133, 67, 169

150 DATA B, 133,68, 78, 20,173




@ - OBJECTS - COLLECT N ORDER
1D - Keys (F'd-l!. NUMBER OF nnrnll.a)
@ ~TrReAsupe
- ; ¢ “EXTRA WEAPONS
- | - DooRs NEEDING KEYS
<l E_ = GRILL = EXIT TO DIFFERENT LEVEL
"STAIRWAY ~EXIT TO DIFFERENT LEVEL
® -“DRAIN - KEYS LOST IF (ROSSED

ExTs FROM LEVELS LINKED To DESTINATION

BY SAME [ETTER

' Uit - THIS VIDLENGE. ..’
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OBJECTS

AT CoNTAINER
B -~ OrRE

C " LeveR

D ~ Poison BlLooD
E ~ RoPe

F =GR

G ~ Monk

H = Hano

I =~ CrAapm

W T HoRsEsHoE
K~ ScroLL

2
P

oL o Up - p - - -

rﬁiﬁh i

&
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(Firebird)

If you're still having problems
with this Gauntlef clone, or just
want a bit of fun, load the prog-
ram and reset the computer.
Now you can enter the following
POKEs . . .

POKE 35731.,12

Ghosts won't reduce

energy

your

POKE 35744.0

XEVIOUS (US Gold)

So you want unlimited lives, eh?
OK, simply load the game, reset
the computer and type in the fol-
lowing POKEs . . .

POKE 5663,234
POKE 5664,234
POKE 5665,234
POKE 5635,234
POKE 5636,234
POKE 5637,234

SYS 5000 (RETURN) to restart
the program. Thanks to Mark
Gladding who hails from sunny
Murray Bay, Auckland, New
Zaaland.
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ESCAPE FROM SINGE'S CASTLE

Automatic power refill
POKI

378940.,0

Stops the invincibility counter
dropping once it's been acti-
vated

POKE 39421.0
Stops the chaos counter drop-
ping once it's been activated

OWKE 35779 76

Allows you to walk on water
S5YS5 5120 restarts the game.
Thanks very much Erk Boer
boom who lives at 6931DJ Wes-
tervoort, Holland.

FLASH GORDON
(MAD)

These neat POKEs disable
sprite to sprite collision on the
first level, allowing Flash to
mingle with the jungle denizens
without fear of being hurt. Load
the program, reset the 64 and
type:

POKE 22603,234
POKE 22604,169
POKE 22605,0

Then SYS 12280 (RETURN) to
start the game. You can thank
Graham Rigby for that MAD

(groan) tip.

(Software Projects)

What kindness! Michael James
Gibson of Leicester has sent in
the solution to the rather tricky
Throne Room, so you don't need
to go through the hassle of solv-
ing it vourself.

Continually . . .

Push left to move away from the
electric hand.

Push right to leap away from the
electric charge that comes from
the orb in the centre of the screen.
Press the fire button to dispose of
another electric hand.

Push forward to avoid another
electric charge, then left to avoid

L T e e, e, e T W, B
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more elactncity.

Pull back to avoid yet more elec-
tricity.

A disc of light will start to move
around the orb in the centre of the
screen — push forward at the right
time to jump it. The disc gets faster
and faster and has to be jumped
aight times.

Push right to avoid the electric
Ehal"g:}

Ano disc of light will appear,
only this time it travels in the oppo-
site direction to the first. it's up to
you to time the eight jumps.

Push forward to jump into the
throne — and you've done it!




(MAD)

Yes, | do realise that tips for this
game have already been printed
- but there hasn't been a com-
plete solution, so here it is. ..
as supplied by Leighton Phillips
of Abertillery, Gwent. By the
way, if you want an even bigger
head-start you can always use
the POKEs printed in issue 16.

Drop the advert then pick up the
teleport key and teleport. Keep
walking right until you pass by
Thor and reach the little ledge.
Jump onto the ledge and walk left,
past the flowers, until you come to
a glowing bottle. Pick it up and
teleport. Now pick up the teleport
pad you're standing on, and walk
left until you come to a red herring
~ pick it up.

Continue to walk left until you
come to the advert (this is where
you started the game) and drop the
teleport pad. Carry on walking left
until you reach the lift, Call the lift
and enter when it arrives. Move the
lift to the second floor and walk

LEGEND OF KAGE

if you're having problems
nagotiating the five sections of
this arcade conversion, then
take heed of the advice sent in
by Joe Carney of Gateshead,
Tyne and Wear - you should be
abletogofar...

THE FOREST

The best tactic here is to climb a
wide tree and shoot your stars at
all of the creatures before they hit
the ground. Make sure you use the

as possible.

THE MOAT _

This is the easiest of all the sec-

tions, Kill the blue cragtures with

your stars and falling red ninjas

with your sword,

THE RAMPART

Don't stop moving = jump onto

gach level as quickly as you can,

using your stars to kitl any red nin-

jag on the way.

THE CASTLE

stay on the ground floor and keep
g up the stairs as fast as
ke, On the top floor move

guickly to dodge the red wizard

and cut the princess with your

sword,

THE FOREST

ofay undemeath the famale boxer

i keep hitting her with your
sword until she dies. You can then
start the game all over again

TG 85 oF THINGlE

SPELLBOUND

right until you come to Samsun.

Mote: sometimes Samsun is
already in the lift. Take the EIif Horn
from Samsun, go back to the lift
and drop the red herring.

Now move the lift to the roof.
Walk over to Lady Rosmar and
pick up the bottle of liquid. Carry
on walking right until you come to
the wand of command — pick it up
and teleport. You should now be
standing next to Florin the Dwarf,
s0 give him the bottle of liquid and
command him to wake up. Take
the teleport pad and walk left to
the lift. Drop the teleport and blow
the EIf Horn to summon Florin the
Dwarf. When he appears, com-
mand him to sleep. Enter the lift,
move to the second floor and find
Elrand - take the Miolnir from him.
It he's reluctant to release the Miol-
nir, command him to be happy and
try again. Now teleport back to the
lift.

Summon Thor and give him the
Miolnir. Command him to help and
ne will fix the control box. Now
command him to sleep. Enter the
lift and move to the basement.
Pick up the red herring, walk right

REPTON 3
(Superior Software)

Here's alist of the passwords for
all of the screens on this
mediocre Boulderdash clone.
Thank you David Craddock of
Elland, West Yorks

1A} PRELUDE
1B) CITADEL
1C) MORNING
1D) AWKWARD
1E) FRITTER
1F) LAWLESS
1G) RATION
1H) TOBACCO

2A) TOCCATA
2B) UPSTART
2C) OCTAGON
2D) CHAOTIC
2E) MAJESTY
2F) REVENUE
2G) FORESEE
2H) RESERVE

3A) FINALE

3B) ENLIVEN
3C) CONTEST
3D) ILLEGAL

3E) APPEASE
3F) STUDENT
3G) AVERAGE
3H) PHOENIX

and drop the teleport key. Pick up
the power pong plant, cast the
Fumaticus Protectum spell, drop
the plant and the red herring, and
pick up the teleport key.

Enter the lift and move to the
ground floor. Walk right until you
find a laser — pick it up. Summon
Lady Rosmar, give the laser to her
and command her to help. She
should burn a hole through the
wall, Stand on the pool of liguid
and cast the Amarous Photonicus
spell. Go back to the lift and move
to the first floor. Walk to the
axtreme right of the floor, pick up
the trumpet and teleport. Com-
mand Thor to wake up, then enter
the lift and move it to the fourth
floor. Move right, summon Thor
and command him to help.

Retumn to the lift and move to
level two. Walk all the way to the
right. Summon Elrand, give him
the trumpet and command him to
help. He will blow the trumpet and
make the wall collapse.

The key to solving the game lies
in the crystals. One is found on the
fourth floor, another at the far end
of the roof and the last on the sec-
ond floor. Collect them all = when
you have them take them to the
ground floor and get the crystal
ball from Samsun. Get the white
gold ring from the second floor,
then go back to the end of the
ground floor and summon a
character. When he or she

B ——

BREAKTHRU (US Golid)

Just before you enter the moun-
itain section, push the joystick

up so the car goes to the top of
the screen. Now push right,
press the fire button and hold
down the space bar - the car
wheelies all the way through the

appears, give the crystal ball. Pick
up the white gﬂid ring and cast the
Crystallium Spectralis spell (NB:
you also need the Wand of Com-
mand). Throw all three crystals at
Gimbal to free him.

SOME GENERAL TIPS

A banshee is trapped inside the
glowing bottle, Once the bottle is
dropped, the banshee s released.
Command it to help for more
clues.

To please Orik the Cleric at the
end of the second floor, give him
the Book of Shadows (it can be
found on the same fioor). To get to
Orik, destroy the wall between you
and him — go to the fourth fioor,
move right and summon Thor.
When he appears, command him
to help (NB: he must have the Migl-
nir) = he will launch a bolt of lightn-
ing at the tower which loosens a
stone. This must be done so
Elrand can destroy the wall which
nides Orik.

It you pick up the sticky bun on
the first floor you won't be able to
drop it, thus limiting the amount of
objects you can carry. Pick up the
book of runes along with the
runestone and you can read it. If
you wish to fix the broken talis-
man, give Florin the Dwarf the bar
of goid, the broken talisman and
the tube of glue - then command
him to help.

level in no time! Better still
though, is the fact that you can
use this tactic on all the levals to
complete the game with
ease... Ho Ho! Thanks to
Andrew Parker of Middles-
borough for that one.

GAUNTLET

(US Gold)

Here are a couple of useful tips
for budding explorers, courtesy
of Paul Anthony from Warmiey,
Bristol. ancr, digest and

It you're using the cassette ver-
sion, the p keeps loading in
levels until tape stops. Don't
fret when this happens - it's not

the end of tha game, as some of
you seem to think, All you have to
do is zero the tape counter at the
start of side two, and when the
tape finishes, rewind until the
counter reads around 49. Now
press play and the computer
should load in the old levels again.

Always plug in two joysticks —
as one player's strength gets low,

ress the fire button on the second
oystick to continue with that
character.

And that wraps up this giant tips section for this month. If YOU have
any tips, POKEs, maps or whatever, then send them to me at ZZAP!
TIPS, PO BOX 10, Ludiow, Shropshire SY8 1DB. You might even end
up like Jim Blackler of Lancaster and find a T-shirt and some software

in the post!

If you're fed up with the type of tips printed, or have suggestions
about how you think this section could be improved, or even if you
are happy with things as they are, then by all means write in. Any sort
of feedback about this section of the magazine is appreciated. Even

if you think it's CRA
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COMPUTER SERVICE
AND REPAIRS

COMPUTER REPAIRS | = — "=
AND SPARES S canadi

BY THE ~— CO-ORDINATORS
At least two talented individuals are sought to fill new positions

within the company.

Initially responsible forgo-ordination of contract programmess and
| ligising with programmiing houses, activities will include

Lontract negotiation

Drawing up software specifications
Product evaluation

Lisising with graphics and music artists

Spectrum repairs £20.00 _
Commodore £32.00 Profect schaduling
Cﬂmmg d{:]-]'_'e P{}WE-]‘_' S upp]_'y' Ez 5 d UG Frevious experience is not as important as strong creative instincts

and willingness to adapt to and adapt the administrative
procedures currently in place

O e L P s

Also many other spares — prices on request
ﬂll prices are ]I.Ill:l'l_.'lﬂive Df vﬁT Successful applicants will probably be 22 wears plus and have a

= = . ames programming background, On offer is a first class salary and
While-you-wait service : ol i

=

bonus package, and the opportunity (o advance in a friendly
EI'|'.'ih';ll'll'r'lul'nl:r wWiThIn an nupahdlng company
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Call in or send your computer to:
The company's Softwane Manager will be appointed in due course
THOMAS WALKER AND SON LTD e
For further information contact
- Siowve Wil
37-41 Bissell Street Bhte Dostari L
Birminghm BE '?HH Anchor Housa, Anchor Road, Aldridge, Walsall, West Midlands

Telephone; (0822} 55852
TELEPHONE: 021 622 4475

FRST CONPUTER REPAIRS

T

- £ - v
T
S =

== VIDEO VAULT INTERNATIONAL —
10x REPAIR SERVICE FNTESS m

o

THE NO. . HDUR

REPAIR CENTRE "\ —uto_4 COMMODORE 64 REPAIRED FOR ONLY £35.00including POST & Il
orers (S “%) | PACKING - PARTS - INSURANCE ~ NO HIDDEN EXTRAS!

FOLLOW | forei. - = _ Areyou fed up waiting weeks for & While you wait repair service. % Most Commodores repaired
c 'y your computer to be repaired % I maonth written guarantes on ail within 1 hr
well wait nolonger. We repair all repairs # Al MICros INsured for return ourmey

Commodores same day, We also & International Repair Company. We  + Over Byears experience working with

do Com 16, Vic 20, 1547 Disk repair computers from all over the Computers

Drives, plus 4. or you can order warid + Al computars fully tected,

memwttmus#nm OUr 4 Al Computers sent Mall Order tumed + Power suppiies fully tested.
sl f around In 24 his s RGBoutput fully tested

= o
= S 1 BEST PRICES!
TRADE SUP PL|‘(E| D i :
4 & F'- 5 L - ¥ ! - i
FROM STOC Now, RSN D.1Y. SECTION-
| you know what chip has gone in your computer you
can order the replacement |.C. from our range.
6526 23.00| 901225-01 25.00
6510 23.00| 6569 235.00
6581 23.00| 4164 RAMS 3.00
801227-03 23.00 | Power Supply
901226-01 23.00| Units 29.00
Telephone: Glossop (STD 04574) 66555/67761 All prices include V.A.T,, please ADD £1.50 to cover
140 High St. West. Glossop, De tbyshire, England P & P and handling costs, insurance.

¢ Copyright Videovault Ltd. No. 151085
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This month the White Wizard casts an eye on
multi-user interactive games — the first in a two
part series. What have MUD, Shades, and Valley

got to offer you? What's Level 9 up to on the
MUG front? Not to mention a brief mention ol

Apache Gold and Winter YWonderland

Incentive, £7.95 each,

3 s previewed
e recently by the
d Wiz, these two
'_! little fantasies
been
awarded the
. N accolade of
T 1l Medallion

R e Adventures by
Incentive — which means that lan
Andrew reckons they are the pick
of the bunch, selected from the
games sent in by users of the
Graphic Advemture Creator to the
Incentive dungeon.

Well, I didn’t see the rest of the
bunch so | can’t be ¢erntain about
the overall guality. Certainly both
these games match up well wo the
adventures sent in to the Wiz by
readers, but then they cost rather

Lalot more. I would reckon that the

A complete monthly guide by the infamous White Wizard

~ rather than wiggled joysticks.

cagsette only

for all 64 owners who prefer games involving

e et

s '\-I..

two games from Incentive — are they worth
£7.95? And a game from hitherto unknown
Tunstallsoft—is it worth £5.50? Ol’ Whitey casts
his wand over the waters and comes up with the
juice ... (What! Sack that wizard — Ed)

: | enterprise, let's make that £4.95,

ng typed comma

e i

going rate for a home-brew game
nowadays is about £2.50, Add 1w
that a premium of say, £1 for pro-
fessional packaging. and that gives
you £3.50. Then add another
pound for the backing of a major
software house, which should
offer some sort of peace of mind
when buying (and also means that
il the game doesn’t load you can
%i’_[_ your money back) and you get

.50. For the sake of capitalist

. £4.95 Is 2 good way off £7,95 in
my book. And I'm afraid that [
really can’t recommend these
games as value for money. Not that
they're bad, understand. Fve
already given you most ol the
details, but suffice it to say thai in

] .-

Apache Gald you trot around in |
?wramgeemuéﬁw juns, |
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spirit world. It's a nice,
l!u:ie game that would go

- | very well at £4.95. Butnotat, .,

OK, I've miade my point..
quite so enjoyable. In this game

you crash-land in Tibet and must -
‘make your way past hungry

wolves and thin ice toa Shangri-

type environment complete with
hotel  and wopical gardens. 1

- { thought the puzzles were slightly
{ better than those in Apache, but the

pics weren't quite so hot, and the
storyline didn’t come off so well.
Both games have all the attri-
butes of GAC — multi-command
input using commas and ‘then’,
and IT for the last noun entered.
But the fact is that the games
themselves don’t really require
thitch more than two word Inputs.
As adventures written by non-
professionals [ reckon that they do
justice to GAC, are amusing and

MITIMImm .
Intérrrressst-
ing... What
can we say about
this one? Not
€asy,

First, Fve

never  heard  of

----- =L Tunstallsaft —=but
they've sent me a disk to review,
and it stands out from most of the
other home-brew items I get sent
because it is reasonably well pack-
aged and contains clear instruc-
LS.

Second, unlike any other home
brew game, it really uses the disk
to give you lengthy texi descrip-
tions.

Third. the descriptions are
pretty good. and the atmosphere
ol the game is much enhanced as a
result. There are also some pic-
tures, some of which are very
attractve.

- The game is the firsi of a two-
part senes, -and as Herakles you

1 must complete a numbeér of tasks

drawn from Greek m thnlng',r
including grabbing wild - boars,
deam’.n;g sl;abim and killing hyd-

{-ras. There's obviously been a

deal of research camied out here,
i both place-names and indi-
«carefully created with a

1 didn’t find Winter Wﬂuﬂﬂﬂ}ﬁn ;

: ‘out, and are worth
n the asking price. Come
iy '*‘!"-’hﬁt about leading

*ﬁ d with a potent little budget
ﬁ&; 10 il & gt g
S w'ﬁ-" %’-r wa-‘-v:‘ e
_ el e
:wmwmmﬂanﬂ
Atmqsphére 60%
Interaction 60%
Lasting Interest 58%
Value For Money 52%
Overall 59%
Apache Gold
Atmosphere 62%
Interaction 60%
Lasting Interest 57%
Value For Money 52%
Overall 59%

PHerakles -
The Early Trials

Cunstallsoft, £5.95, digkette only

tions, in other locations they are
not understood. Furthermaore the
parser does not specify which
word it doesn’t understand - a
small point, but as readers know,
it's one that helps maintain
interest when trying to solve
difficult puzzles.

1 suppose it may have been this
that dampened my ardour some-
whai = in what is for the most part
a text-only game 1 like to have
pretty comprehensive interaction
and input facilities. But in this case
I think I ought to make an excep-
tion and set my personal feelings

apart, for  the  following
reasons . . . _
First, the text descriptions,

which are highly detailed and very
nicely written. Some of them run
to almost an entire screenful and
are most atmospheric. Obviously
they are too long to reside in mem-
ory and to call them up you enter
the special command T. This loads
in a text file relevant to that loca-
tion and 1o others in the neigh-
bourhood, you can then get the
full description of your whereab-
ouls, The default descriptions are
very short — usually only a few
words on the top line of the screen,

Second. the gameplay. There's
quite a lot involved, with far more

: gu}uiﬁ 10 solve. than the average

l:g ae. Some of them
iginal, and I've yet to
any that are seriously

£
'% &phlcs, which
Man far between are

hull:screenhi-resefforts. | enter the worl

so much effort. Apparently the
game is part-Ouilled, which
explains the limitations of the
parser, but extra bits have obvi-
ously been tacked on to expand
the presentation. Despite my own
reservations, I can’t help feeling
that this is a good deal that should
not be passed over by disk drive
owners, and certainly not by any-
one with an interest in Anclent
Greece,

dre POU
a MUB?

Where can you tally-ho round an
800-location adventure in the
company of - dozens of other
adventurers, all tearing the
innards out of each other and
interacting in  manners both
shameful and (sometimes) hon-
ourable? In a MUG, of course. And
if that leaves you scratching your
pate in puzzlement, check it all out
here as the Wiz goes on-line and
gets his beard trimmed in combat
over the phone-lines . .

A MUG is a Multi-User Game in
which players, who operate simul-
taneously within the adventure in
real-time, can inteéract with each
other in manner fair or foul. The
best known is MUD, shon
Multi-User Dungeon, but there
are others, each of which we shall
be checking out over the next
month or so. If you're [ed up with
solving the same sort of puzzles
ogver and over again, or are feeling
lonely in whatever location you
happen. to be trapped in, then
MUG's may have the answer for
VOou,

There have already been games
that have atiempted to offer a
multi-user format = the Causes of
Chaos, for example — or The Prince.
And of course there are numerous
D&D iype scenarios which allow
four players or more to play
together, each controlling one or
more characters. But to achieve
real-interaction you can only run
these games on a machine capable
of processing several — sometimes
dozens —~ of players simuhane-
ously. And that means running it
on a Mini or Mainframe, not on a
micTo.

So it Is that, for example, BT's
MUD runs on a VAX, located in
West L{md{m. and Compunet
MUB mns on a DECI0. To play,

Our micro up to a
mﬂdﬂi"j and dial up the game.
Omce you've logged on, you can
of the program
and start 10 knock the stuffing out

- ofanyone in reach as you scrabble

‘to achieve power and status, I you

for

Tunstallsoft can be contacted at
17 Victorla Park Road,
Tunstall, Stoke on Trent 5Té
6DX

Atmosphere 68%
Interaction 58%
Lasting Interest T0%
Value For Money 72%
Overall 70%

get killed, you simply stant again
with a new character.

The first thing to note about all
these games is that interaction is
the prime attraction.  We'll be
looking at BT MUD, Compunei
MUD and Valley, Shades (from
Micronet), and possibly one or two
others in the series, but they all
have several things in common,
First, they don't ofler that many
playing commands compared with
your normal adventure. The
reason is simple — most of these
games rely on action rather than
puzzle- SlI:I]'ﬁ-"I.'Elilfi’.'rl' their thrills, 1

ou want 1o kill your neighbour,
ar betier just to type KILL than
ATTACK THE NEIGHBOUR WITH
THE SILVER SWORD.
Secondly, -their response times

o e

" Ty -



aren’t as quick as you might expect
from a program running on a 32-
bit-plus machine. That's because
the computer's dlso having to pro-
cess everybody else’s game at the
same time. And thatl in turn brings
us 1o the vexed question of
cost . . .

.All of these games cost
rather a lot to play if you find your-
self getting addicted to them —and
that's highly likely! You can check
out the costs elsewhere on this
page, but if you find yourself play-
ing regularly, then you {or some-
one else) could be in for a nasty
shock when the telephone bill
arrives.

There's'no-doubt, however, thai
games like MUD and Shades can
be very exciting when vou first log
on. Don't underestimate the feel-
ing of exhilaration when you find
yoursell confronting a character
who vou know is being controlled
by another human player some-
where else in the waorld {not
necessarily just in the UK). And
don’t underestimate the terror
when you realise that he/she is
maore powerful than you, carriés a
large axe, and is after your blood!

et
2
=

Maost of these games offer simi-
lar scenarios. Both MUD (im0 its
various forms) and Shades set the
player a series of challenges that
result in your gaining points. The
more points you amass. the more
powers you wield in your battle
against the game and the other
characters. Points may be acquired
by a range of actions. from finding
and using special objects. gather-
ing reasures, or det’eatmg your
fellow adventurers in Baitle.

Wizard status, the ultimate
accolade for a MUD player, is a
powerful incentive to play in itself.
A wizard can do virtually any-
thing, from killing another player
Lo turning him/her into a frog. As
a wizard, playing MUD begins to
look suspiciously like a permanent
means of obtaining instant on-line
gratification of your most anti-
soctal whims, but in reality wizards
are very carclully monitored by
the system (and those who run it).
Most use their unlimited power to
good eifect, and the vision of
achiéving wizard status keeps
many players hooked to their ter-
minals late into the night.

Next month we'll look at each of

in more detail,

Lhese
[{.‘-Euh{-r with some print-outs

enduring gameplay so that you
can see lor yourself what your mis-

games

sing. And if you're already
involved, ‘why not write in to the
Wiz and give us the benefit of your
advice, opinions, and views on
gameplay politics? Remember that
your can mailbox the Wiz on BT-
GOLD 83:INL251, or write to me
clo ZZAP! as usual,

British Telecom MUD

This is the largest on-line game
currently running the UK. There
are over 800 locations, 500-plus
users, and a whole sub-culture
that has slowly built up around the
Program.

BT's MUD is in fact an updaied
version of the original game
devised and run on a mainframe at
Estex University. The game
changes lairly regularly and has a
comprehensive set of commands
that make playing simple, bu
quite complex in terms of strategy.

BT s MUD is also not as expen-
sivie as it was, You can get the play-
ing cost down to as little 50p per
hour if you buy “credits’ in bulk at
£15.00 a throw. For the more
cautious, your starter pack (cost
£4.95)gets you three hours free
play. Unlike other MUGS, MUD is
a network in itself - so you don't
need to pay exira 1o belong w a
service like Compunet or Micro-
net.. Full contact details next
month.

- Runneth Over!

Compunet MUD
This Is an earliér version u»i

that is run by BT, but
reduced size (over 400 Iua:ﬂtmns“};

and (usually} smaller pumber of |

players at one go makes for a

slightly more intimate and less|

intimidating  scenario  for lhn:

beginner,

Compunei MUD, however, may |
work oul more expensive for |
some. The connect chargeis £1.751
per hour {inc VAT), and if you're |

not a member of Compunet you'll
have to shell out another £7.50 for
associate membership before vou
log on. There are between 100.and

200 active users at present, with
usually about 5 players on-line &t

any one trme, rising to as much 3
13 or 20 at peak periods. You gl
only access Compunet ‘Mg
between 6pm and B8am
weekends. :
Al weekends you can also's
ple Valley, which is a mini-Mi

scenario that is also ln{'ﬂ[p[lt‘ﬂi;ﬂﬁ*
within the larger BT MUD but s

here implemented as a separdie
game. Good for novices, who can
iﬂg on in the morning at weekends
for a special reduced rate of 50p
per hour,

Compunet are also planning a
new game, Federation, due for
launch in June. This is a space-
trading game about which we'll be
printing preview information nexi
month, along with full contac
details for the Compunet system,

Micronet SHADES

Shades is another MUD-like game
that can handle up 1o 64 players
simultaneously. Ajlhf.rugh it runs
on the viewdata-type Micronet
system, it offers full teletext scrol-
ling so no worries on that score,
Unlike MUD, however, the game
is split into sections with only eight
players active within any one sec-
tion. There’s also a special section
for novices,

As in MUD there are several
commands for interacting, ranging
from GIGGLE to PET {71}, and the
object is to amass enough poinis 1o
achieve wizard status, There are
currently about 30 wizards active,
and an experienced player should
be able o drive a character
through 1o wizard status within
about five weeks.

The playing cost for Shades
compares well with other systems.
It's not as cheap as BT MUD can
be, butat 1.62p per minute (about
4 pound per hour) plus guaranteed
lncal call access, it could be a good
bet ~ especially for people outside
the London area.

Next Month’s MUG :

il give you full data tables on 3
the systems.  print-outs,
assessments  of the ﬁlﬂ‘ﬂ
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Euer-p- sp often in an adw:nlun."l!;':s
Iife comes a moment of everlasting

glory. Whether it's because you've

just been carried shoulder-high
through Middle Earth, emerged
‘unscathed from the Underground
Empire, or completed your 1000th
game, there’s only one true means
el celebrating your success -
become one of the Legendary
Clever Contacts.

Write to the Wiz with the names
of the games yvou've solved and
vour full contact details. You can
melude a phone number if you
wish, but remember that you may
receive many calls — so check first
with otheér members ol your
household.

If you're getting in touch with
one of the Clever Contacts, make
sure that you enclose an SAE or -
if you're phoning — keep the con-
tact 1o a reasonable hour. These
heroes and heroines are deing a
good job — don't abuse them, and
they'll reward you with much use-
ful advice.

Pirate Adventure. Circus, Zzzz,
Terrormolinos, Subsunk, The Sor-
ceror of Claymorgue Castle, Quest
ol Merravid, The Hobbit

Danny Dinneen,

12 Bishopscourt Way, Wilton,
Cork, Republic of Ireland

Red Moon, Emerald Isle, Worm in
Paradise, Hulk, Hobbit, Upper
Gumuree, Hacker, Grand Larceny,
Merry Christmas from Melbourne
House, Robin of Sherwood, Snow-
queen, Kentilla, Gremlins,

reka, Terrormolinos, Lords of
g, Pirate Adventure, Sherlock,
e of the Rings

an Jennings. 102 Berkely
Shirley, Solihull, Birm-
m, West Midlands B%0

P Ulima 1V, Zork 11, Suspended,
I Pirate Adventure, Voodoo Castle,

1 Critical Mass, Wizard and the Prin-

cess, Mission Asteroid, Mummy's
Curse, Mission Impossible, Robin
of Sherwood, Masquerade

| Perek Wong. 42 Ingram Road,
_{ Thornton Heath, Surrey CR4

‘Hampstead, Sheriock, Bored of the
Rirgs, Bopeit, Fantastic Four, Lord
of the Rings, Terrormolinos, Castle
of Terror, Mordens Quest,

Lzzre . ., Heroes of Kam, Twin

Kingdom Valley :

David Suiherir:md, 54 Wen-

| dover Road, Eltham, London

SE9 6PB or 01 319 3395 after

6pm

¢ L0, 101, Adventureland,
e
5 HIRC T .lr,bh-ﬁﬂ

Temple of Terrar, Valkyrie

co

Sun; Lords of Time, Dallas Quest,
infidel, Mystery Munroe Manor,
Gremlins, Supergran, Planetfall,
Ulysses, Blade of Blackpoole, Seas-

“alker, HitchHikers. Ultima 11,
| Search for King Solomons Mines,

Skull Island, Murder on the
Waterfront, Suspended, Cutth-
rpats, Sorcerer, Enchanter, Ninja,
Stranded. Hulk, Mindshadow,
Lord of the Rings, Starcross, Sub-
Sunk, Worm in Paradise,
Hampstead, Classic Adventure,
Colossal Cave, Terrormolinos,
Robin of Sherwood, Sherlock,
Claymorgue Castle, Emerald Isle,
Wizard of Akyrz, Return ta Eden,
Red Moon, Never-ending Story,
Escape From Pulsar 7, Perseus and
Andromeda, Golden Baton, Bored
of the Rings, Empire of Karn, Ket
1, Feasibility Experiment, Lucifers
Realm, Pilgrim, Secret Mission,
Treasure Island, Wishbringer, Cir-
cus, Arrow of Death | &2, Ten Lit-
tle Indians. Ring of Power, Quest
for Holy Grail, Kentilla . . . (More
next issuel)

Margot Stuckey, 14 Marampo
St, Marayong, NSW 2148,
Australia

Hulk, Spiderman, Voodoo Castle,
Hobbit, Pirate Adventure, Merry
Christmas, Robin of Sherwood,
Price of Magik, Lord of the Rings
Nigel Leather, 45 Moreton
Street, Winnington, North-
wich, Cheshire GWS 4DH Tel:
0606 781028

The Golden Baton, Worm in
Paradise, Hobbit, Fourth Protocol
{P1 3 only)

Andrew Blackman, 133 Ashen
Drive, Dartford, Kent DA13LY
Tel: 0322 76887 5.30-8.30pm

Dungeon Adveniure, Lord of the
Rings. Quest for the Holy Grail,
Hampstead, Lords of Time, Inca
Curse, Espionage Island, Planet of
Peath

David Lemon, 14 Norton Place,
Dunfermline, Fife KY11 4RH
Tel: 0383 728353 after 6pm
Mon-Fri

Leather Goddesses of Phobos. Zork
111, Terrormolinos, Never Ending
Story, Heroes of Karn, Mission 1,
Gremlins, Robin of Sherwood
Ron McKenzie, 3 Silverstream,
Freystrop, Haverfordwest,
Dyfed SA61 25N

Adventureland, SubSunk, Heroes
of Karn, Empireof Karn, Munroe
Manor, Hacker, Classic Adven-
ture, All early Infocom titles . . .
Chris Fleming. 235 Meola
Road, Pt Chev, Auckland, N
Zealand, Tel: 867074

Leather Goddesses, Ballyhoo,
Enchanter, Sorcerer, Spellbreaker.
Wishbringer. HitchHikers, Seas-
talker, Questprobe 11, Hulk,
Spiderman, Exodus Ultia 111,
Ultima IV, Return to Eden, Worm
in Paradise, Red Moon, Colossal
Adventure, Dungeon Adventure,
Sorcerer of Claymorgue Castle,
Heroes of Karn, Perseus and
Andromeda, Nine Princes in
Amber, Gremlins

Guy Thomas, 17 Borstal Hill,
Whitstable, Kent CTS4NA Tel:
(0227) 274846

Voodoo Castle, Heroes of Karn,
Pirate Adventure, Ten Little
Indians, Hobbii. Lost City, Grem-
lins, Wizard of Akyrz, Quest for the
Holy:Grail, Zim Sala bim, Island
Adventure, Castle Dracula

Paul Flanagan, 6 Corry, Bel-
leek, Co Fermanagh, N Ireland
Tel: 036565 594

Pizard
Tips!

Be canny! Be crafty! Be tipped off
by the Wiz with this month’s selec-
tion of unbelicvably appropriate
tips. And while you're about it,
why not be immortal as well=sim-
ply send in your tips for publica-
tion here, and the Wiz will bestow
upon you the undying honour of a
mention in this noble column.

The following tips are broughit
to you courtesy of Demi-Wizaras J
Coal of Bediordshire, Jason Jen-
nings of Birmingham, P
Napolitano of Slough, and of
course the Wiz ‘imself.

The Pawn:
Look in the fountain fora chit. It's
an 10U from Honest John.

Worm in Paradise;

You must be a bison befare you can
get aticker, 01 et

The dagget will find an invitation
behind the wallpaper in the
Socialist’s home ~ to find his
address, hang about around the
flatlands until he appears, drops:
his wallet, and gets nabbed.

Kick the behemoth.

Robin of Sherwood:

There are STILL some people
unable to get out of the dungeon
in the first location! Climb onto
someone’s shoulders, look
through the grate, grab the guard’s
ankle, strangle him, get his sword,
and slide back the bolt. You can’t
get clearer than thaut

Also: EXAMINE . . . the sacks of
graininthe tax collector's cart, the
tree (after climbing it), and the
statue outside the castle,

Return to Eden:
Search the nest to find stolen
objects.

Redhawk:

Toenterthe Sewer from the Heath
Station you need the book {rom
the musewin, when exchanged for
the vase.

From the Séwer Maze to the Reac-
tor ~ DWW, and from there 1o
the station — DDEEEU.

Oxford gardens, Small Man Street,
and Brook Court are only accessi-
ble by 1axi or flight.

_Crime Schedules in Redhawlk:

12.00 Fusor Jewellers
13.11 Techno Bank
13.55% Rat Warchouse
16.12 Merlin Gallery

|-_r-..'_lw_ W . S A T T




Adventure

etog

Level 9 Go Interactive!

Level 9, in conjunction with Rain-
bird, are bringing oul Knight (rc -
a new ‘interactive” adventure. At
long last the lads from Weston-
Super-Mare are going “state of the
art” and we'll be able to do a bit of
chatting to other characters.

The game leatures digitised
graphics, independent interactive
characuiers, W commands
including FOLLOW and GO-TO-
A-NAMED-PLACE, and a new
‘improved’ parser. You'll be able
lo pick it up in March for £14.95
on tape or disk.

Details are rather sparse at the
moment, bal the Wiz expects to
have seen a version by the time
voru read this, The game Is set in
three parts, and you play the part
of an orc with the job of getting
vour own back onthe human race.
The Wiz has grumbled for some
time now about the lack of interac-

tion in Level 9's games = now at

tast it looks as if we have a stanting
point for a seriesof adventures that
could really hold their own in
today’s market.

Melbourne Hobbit
Saga Continues. . .

Looks like we could see the sequel
to Lord of the Rings some time in
May or June of this year, The
working title at the moment is
Where Hobbits Dare . . .

Let’s  keep our fingers
crossed and hope that the game
lives up 1o its illustrious ancestor,
The Hebbit, and improves on its
immediate predecessor, LOR -
noted for its rather buggy opera-
ton and slow response Hme.

gusfan,

“The Growing Pains of Adrian Mele
from Mosaic should get 1o you

some time in Febroary via Virgin.
Meanwhile Mosaic’s own Yes.
Minister is now postponed (again)
to the autumun of this year.

After Kmight Orc from Rainbird/

Level 9 will come The Guild of
Thieves, the neéxt opus f{rom
Magnetic Scrolls (ol The Pawn
fame). And if you've got an Amiga
you can now play Sificon Dreams -
Lucky old you!

Pizard’s
Mailbag

First, a very late Christmas card
from Pat winﬁlﬂnler This lady
has rendered invaluable assistance
to adventurers far and wide over
the last few months through
Adventure Contact, her home-
brewed magazine. Pat now also
produces a little number called
Adventure Shop, which gives
details of sources for adventure
software. Her address is 13 Hol-
lington Way, Wigan.

Pat also wonders who the White
Wizard really is. This is rather an
old chestnut by now and the Wiz
has 10 remark that the answer to
this gquestion is not really of that
much interest — and certainly not
as interesting as the question! My
identity remains humbly obscured
- and, besides, when you've
orphaned as many orcs as [ have,
you have to be careful.

Now for some news of the
Clever Contacts = some of which is
rather disturbing. First, Derek
Wong wriies in th_rlnp: help in
the Clever Contacts column, but
includes in his list a whole load of
games ['ve never heard of. Now
the Wiz doesn't get around as
much as he used 1o, but Fm still
surprised that Derek could name
s0 many games ['d never heard of
— viz: Cranston Manor, Escape Riin-
Captain -~ Cuckeo,  Kod,

et e e R
Gk R
1 kel e
-: i 2

Softporn, and Serpent’s Star. Please
enlighten me, ' readers. In lh'-?'
meantime  I've induded

entry, but mentioned only the
titles [ could recognise. Forgive my

presumption, Derek; and write 1o

e 1 you would like someé addi-
tions o be made.

More serious, and somewhat {as
I said) disturbing, is thisletter from
Mr Gray of Dagenham:

1 wrate to one of vour clever ton-
tacts with a problem 'was having with
Imfocom ‘s Starcross Sopte weeks
fater Freceived a reply from the gent in
gueestion, stating that e cowldn 't help
with my problem although he Trad
completed the adventure —orso he said
- ahd [ couldn’t understand why ke
comldn 't help (neither can 1 - Wiz}

"However, ne enclosed a Tist of 150
adventure tiles molnding Starcross,
the solutions to any of which I'oonld
have for the sum of £1 each. This is in
mry opinion 4 con E-}r somteone trying 1o
ntake a few posnds. - If that 5 what he
wants wity docsw 1 he say 50, and leave
those whe don't want mmpfﬂf sofu-
fions alon¢. | just wasted ttme and
money watling for something | wasn't
going o get fromi him wnless | pard
celsh,

Hmmmm . .. Well, let's make
one thing clear, mein Wizardlings.
Der Clever Contacts column is not
for the purposes of accruing vast
amounts of moolah. Tt is there to
provide a FREE service (o adven-
turers, given by worthy heroes o
deserving colleagues, Of course
there's no reason why someone
shouldn't sell adventure solutions
if they think they can find some-
one (o buy them, but please don'i
use the Clever Contacts page to do
it. The gentleman in question has
had his name removed from the
column and if the Bearded One
hears any more stories like this
then he shall take immediate
action of the unleash-Balrog-
crunch-munch-belch variety. You
have been warned!

. and another convert to disk
drives, this time Sean York of
Chelmsford. I recently gor a disk
drive and decided fo get some disk
defvertture games, Althowgh my cheice
was fimited [ did manage fo get agame
called Moonmist from lnfocom. Hay-
4. never played an Infocom game
before I was amazed! This game is bril-
ffamt! Please let's have more features
an Infocomi, Let’s also have an adven-
tiire chiari . :

I don't like to be a spoil-sport -
especially when other people have
writien in about having an adven-
ture chart — but 'm afraid it's out
of the guestion. [ rl:.’ﬂii-.ﬁt mm other
magazines - might - such

'H. i

e Wiz always reads letiers with
pleasure but canmotl untortunately
promise either o pring them or 1o
reply 1 them. Problems  with
space and time, despite my almosi

unbelievable powers ol lempo-
such

E spatial manipulation, make

P --I Thcudn o keepp
Huwd | il fo ente
or g || vier Cotdadcts, send in

e et
-lﬂ'
2 :-?-ﬁu‘m:.ﬁ?.-:".'

‘ones that

things, but there w;mi he ane [n:

LRS00l LA

[his

_ha_l.rf no chartatali than one which
is not only unreliable, bui is alse |

nat in the interests of the adven-
Thre- p‘la&mg community. You can
be sure
et the best ratings = 50
stay tuned in. i
““Finally, some guickies"”,
tinues Sean:
a) Where and how much is Suspect as
[ want o gef a copy
b) More on Infacom, please.
&) Grét more pages for your section.
d) Why dont’t you go to any Comimto-
dore shows? ! would love to talk to you.
e) Mare on Infocom, please,
1) Thaniks and keep up the good work,
To which the Magickal Man of the
Whirling Wand replies:
aj After some months of confu-
sion, | can now confirm that Sws-
pect is available from Activision for
£24.95. Go for it
b} Thie next program from Infocom
is, 1 think, something called Hol-
fywood Capers — more news next
month,
¢} Ask the Boss, who (if he's gon
any respect for the Wiz) will say
no. Also, when the Wiz gets over
to the USA later this year. you'll
hear enough about Infocom 10
make you feel well and truly sick
of them.
d) I'd be delighted to attend any
Commodore show at which the
LZAF! team were appearing.
Whether I'll actually talk 1o your
or not depends on a number uria::-'
tors — do you chew garlic or wipe
your nose on  other people’s
sleeves? :
¢} Haven't you asked this already?
f} Mon plaisir, mein Vizzardling.
Ze fiver vill cumm in most useful,
Finally, a truly stunning entry
from John Abberley of Dorset
lohn has sent in an entire map of
Ultima IV, which he tentatively
suggests we might be able to repro-
duce in the magazine. John's map
15 an astonishing achievement,
covering eleven sides of A4 graph
paper, Unfortunately, to publish it
would require a special supple-
ment to the magazine and several
thousand pﬂunri Ahwell .

. But I might make one sug-
gestion, John, | suspect that there
are many other players who would
relish a map. If you could tidy it up
a bit and make sure it was well

Con-

annotated, then I'm sure you
could sell some copies for a few
Just don't do it [hruugh

EI:‘.:vt:r Contacts .
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Have you ever wondered what
American Football is all about? All
those enormous players running
at each other and tackling people
who don't even have the ball! All
that padding and throwing and
catching. What's it allabout? | ask
myself. Mind you, some of that
padding would come in handy
when the Spiky Haired Ones
tackle me when | come back from
the Ludlow Sarnie Shop with their
brekkies.

Well, I've been spending my
sunday evenings glued to Chan-
nel 4's coverage of this All-Amer-
ican sport and I've begun to make
some sense of it all. American
Football is a game that could be
described as a cross between
rugby and chess - a highly
involved sport that mixes skilland
strategy with speed and intuition
Mow that the New York Giants
have won the 1987 Superbowl
Nexus are about to bring all the
thrills and spills of the National
Football League to your Commao-

70 ZZAP!64 March 1987

SUPER
SUNDAY

dore screen.

To celebrate the Giants " victory
and to get everyone in the mood
for the launch of Super Sunday
Nexus are offering an American
football shirt, a cap, an American
football and a copy of the game
as first prize in this competition.
Five second prize winners are 1o
collect a cap and a copy of the
game, with 25 copies of Super

to be won!

Sunday available for runners up.

| did try to persuade the Big
Cheeses at Nexus to offer a full
set of American Football padding
as the top prize so | could test it
out on the Sandwich Run before
sending it on to the winner, but
then | worked out that my feeble
frame wouldn't fill a set of Amer-
ican Football gear, so | gave up on
the idea.

NAME THAT FRIDGE
AND WIN!

American Football Goodies
on offer from NE

Anyway, as a result of the Sun-
day afternoon studies, your faith-
ful Comps Minion is able to ask a
quintet of questions about the
game. Who says education
doesn't pay? Scribble your ans-
wers on a postcard or the back of
an envelope and whizz them ofi
to me at CHATEAU
REFRIGERATOR, c/o ZZAP! 64,
PO BOX 10, Ludlow, Shropshire
SY8 1DB, making sure they arrive
by 12th March.

1) What is "a safety'?

2)What does the slang term ' Play
Action’ refer to?

3) Name the teams that met in the
1986 Superbowl

4) Who was the Starting Quarter-
back on the winning side of the
1986 Superbowl?

2) What is the real name of "The
Refrigerator’
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FIVE 5 “wrlars! Amc of Yesodi

Hardinal = Imtariaw Part 1!
Andeaw SOL D ' iddon’s
First {&. .OU an Pasi
Blaster! FIVE « .._ T!rm Tips!
Boundar Maps! Activis.. ie haka
shadowspiell FFAPBACKN e dinal Man!
And More!

Mo 12 April 1886
116 Practical Paper Pages! 'Jullan Rignall” on
the Cover! NO Gold Medal! THREE Sizziing
Sizzlers! Zoids! Biggles Preview! Gama Killer!
Programmes's Egos Abound - ZZAPY
Supersiar Challengs! FIVE Pages of Transcen-
dental Tips! Fest Four Levels of The Eidolon
Mapped! ZZAP| Readers Awards Results!
Mindsmear Preview! Wild Sounds From Your
B4 = Datal Digidrum AND Sound Sampler!
ZTAPBALCK! iefl More Fabulous
Compunet Art! Terminal kMan! And kMore!

a" Pnn ---.u 3 ATl [ | ME‘p'
Last Four Levels of The Eidolon Mapped
Shadowspiel! Gary Liddon's Technical Bit in
the Middia! Rignall Loses Challengs! ZZAP-
BACK! Torminal Man! And More|

Mo 15 July 18848

124 Profound Pages! Leader Board Gold
Madall FOUR Sublme Sizzlers! Boulderdash
it Stamballl Go for Gold! Sentinell Budget
Reviews Bonanza'! Penn Wing Chalkange!
Euromax's Mouse and Cheese! S0X Pages of
Tender Tips! Starquake Map! Mora Dutstand-
ing Compunet Artl Dadly Liama — Minter Diany!
Gary Liddon"s Technical Bit n tha Middhal
shadowspiall CRAL Priviews! Terminal Mani
And Mora!

No 16 August 1986

118 Pompous Pages! NO Gold Medal! FOUR
Stupendous Sizzlers! Green Barell Tau Caiflt
Infiftrator! Kik Star il Controversial Musician's
Ball Interview! Vidcom Art Package Reviewad!
Penn Wins ANOTHER Chalenge! Daily Liama
~ Minter Diary! NINE Pages of Tasty Tips!
Cauldron Il Map! Hacker Map! Mercenary Map
AND Tips! ZZAPBACK! Terminal Man = Final
Episadel And Evan Moral

Mo 17 September 1986

124 Faginated Pages! Roger Kean Leaves
ZZAP TWO Gald Medals! Ghosts 'n' Goblins!
Graphic Adventure Creator! FIVE Sensunus
Sizziers! Knight Games! Arac! The Second
City! Hercules! Split Personalities! All Ameri-
cin Gold Rush = Previews of FOURTEEN US
Gold Games! The Musician’s Other Ball -
Commodore's Music Expansion System
Reviewed! Penn Loses Challenge! Dally Liama
- Conclusion of the Minter Dairy! SEVEN
Pages of Topical Tips! Ark Pandora Map And
Salution! RMS Titanic Map! Masterblaster 11|
Softwars Cuties Speciall Uchi Mata Preview|
ZLAPSTICK! Chris Butlar interviewed! ZZAP-
BACK! And Morel

Mo 18 Dctober 1886

116 Powerful Pages! Gary Penn Appointed
Editarl ND Gold Medall FIVE Sexy Sizziers|
Bevond The Forbidden Forest! Powerplay!
Parallax! Imdis Alpha! Super Cycle! Two Resd-
ers Battle in the Challenge! Greg Bamet Intar-
viewed! MINE Pages of Titilating Tipst Tau Catl
Map AND Tips! Second City Map AND Tips!
And Mora! Mora! Mora!

Mo 18 Hovembaer 15848

146 Pretty Pages| World Games Gold Madalf
FIVE Spiffing Sizzlers! Dan Dare! Samdon!
Tass Times in Tone Town! Trivial Pursuit! Desta
Four Inferview! ZZAPSTICK! TEM Pages of
Tarrific Tipa! Miami Vice Map! First Four Levels
of Equinox Mapped! Robin of the Wood bMap!
Johin Twitddy Imtarsew! ZZAPBACK! And [Be-
lhenea it or meot) MIORE!

Ko 20 December 1988

180 Prestipeous Pages! TWO Gokd Medals!
The Sentined! Boulderdash Construction Kit!
FIVE Supert Sizzlers! Sacred Armour of
Antiriad! Leather Goddesses of Phobos!
Bobby Bearing! The Pawnl Trialblazer
Firebird's Fabulous Microrhythm Drum Kt
Reviewad! TWELVE Pages of Top-Holg Tips!
Jack The Mipper Map! Zoids Map! Dan Dare
Map! Antiriad Magp! And Mare! More! bone!

—




Sentinel Awaits Your Challenge. It's What You've Come To
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“Without doubt an exceptional piece
of software...in a class of its own" —
ZZAP 64
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The HIT SQUAD have
put together FOUR /

No.1
Blockbusters
for this NEW
games
compilation

~ COMMODORE
CASSETITE

995

DISK CASSETTE

1495 £9-95

DISK

DIGITAL
INTEGRATION
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FROM SPACE

TO SLAPSTICK

Andy Wilson, the programmer
r&spnnmhle for bringing Dan Dare
to the Commodora screen, is cur-
rently working for Advance. He's
working on a project which
involves a couple of classic come-
dians — Laurel and Hardy.

Andy's aﬂemr:htrng to capture
flavour of the silver-screen stars’
original comedies, and is using a
split-screen technique called
Cine-Vision that produces a dis-
play rather similar to that used for
Spy Vs Spy. The game can be

Enjﬂyedby{:-ne or two players, and
whether you're pitting your wits
against the computer or a friend,
the aim is to catch up with the
other comedian.

Stan and Laurel romp around,
stumbling into the Keystone Cops,
and an annoying doggie — not
forgetting the custard pies that are
an essential part of slapstick com-
edy. Sounds like fun — we should
find out for sure in a month or

SHORT
CIRCUIT

A two-part arcade game licensed
from the science fiction film which
has just had its Royal Premiere in
London, Short Circuit puts the
player into the role of arobot called
No 5 who has malfunctioned and
developed human emotions.
Naturally, the robot's designers
are rather interested and want to
dismantle the unfortunate
mechanised slave, but the all-
thinking, all-dancing robot just
wants to escape from the factory
where it was created and live a
quiet life.

The first part of the Ocean tie-in

is played over a scrolling 3D forced
perspective landscape, In which
No 5 has to find the correct items
to build a decoy robot. When the
decoy is built and sent on its way,
No 5 has a chance to dash through
the countryside to freedom, avoid-
ing the pursuing security forces
and Disneyesque forest animals
which frolic beneath his all-crush-
ing tracks.

The program arrived just a little
too late for review, but here's a
screen shot for your delecta-
tion . ..

ooopDD o

The second game from Thalamus
is almost complete, and like the
highly successful Sanxion it is
being written by Finnish program-
mer Stavros Fasoulas. Deffa is a
full-screen left-to-right horizon-
tally scrolling shoot 'em up which
has elements of all the latest
arcade games. There are thirty-
two weird and wonderful levels to
fight your way through, including

FINNBLAST

The Jelly of Dreams, Rocks of
Death and Sea of lllusion. Rob
Hubbard is providing the sound-
track and spot effects.

Cassette users will be pleased
to hear that there's an innovative
DIY Rob Hubbard loading tune
which can be changed and man-
tpulated while the program loads.

00. Full review next month . .

TROUBLE
IN THE
JUNGLE,
WHAT?

Palace Software supremo Pete
Stone explains that the style of
their next release, Stifflip and Cois
‘Binary Vislon-ish' — and takes a
similar approach to the one found
in The Fourth Protocol. *' It's basic-
ally a spoof English game in the
tradition of Ripping Yamns, sat in

the closing days of the British
Empira,” he continues, "with lots
of humour based on the old stiff
upper lip colonial stuff."

Al good public schoolboy
humour, it seems. Set in the South
American jungles, and featuring all
the attendant hazards such as
snakepits — the two-part, two-load
game  contains  stereotype
‘goodies’ and 'baddies’.

Stifflip is icon-driven and the
player controls individual mem-
bers of a party of four explorers on
an overall quest to defeat evil and
collect rewards. The other charac-
ters in the scenario go about their
business independently of the
player's afforts. It's due for release
around March - 50 keep your

peepers peealed!

ZZAP!64 March 1987 75
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[Continued from
Last Month's

Playing Tips)

Somehow, someone, some-
b where, made a minor mistake
with Alan Smith's Fist Il listing
last month. it seems that
330 di red during
transfer - so, if you've already
typed in the listing, simply add
line 330 and everything will be
hunky dory. Just to be on the
safe side, here's the complete
listing for your delectation . . .

INFINITE ENERGY FOR FIST I
PLUS "EXPLODING KICK'
5 PRINT CHRS{147) "PLEASE WAIT ... *

A e

45 FORT=0TOD 37:READ 7

SOPOKEA+TZ S=8+Z:NEXTT

55 IF 5= >8 THEN PRINT “ERROR IN DATA
BETWEEN LINES 250-300'-END

60 :

65 LET A=85380

TOFDOR T=0TO 5:READ Z

TEPOKE A+T Z:D=D+ZNEXTT

BO IF D=>306 THEN PRINT "ERROR IN DATA IN
LINE 310™:END

A5

B0 LET A=530

BSFOR T=0TO 22:READ Z

100 POKE A+T Z:F=F+Z:NEXTT

1051F F==>2761 PRINT “ERROA IN DATA BETWEEN
LINES 320-330" :END

110::

120 LET A= 344

130 FOR T=0TO 45.READ 7

140 POKE A+ T, ZH=H+ZNEXTT

150 IF H===4831 THEN PRINT "ERBOR IN DATA
BETWEEN LINES 340-380"-END

<00 DATA 169, 1, 168, 170, 32, 186, 255

205 DATA 189, 0, 32, 189, 255, 32, 213, 255
210DATA TGS, 7,141,38,5,169,2, 141,183 4, 141
204, 4, 1688, 2565

=15 DATA 141, 1B6, 4, 141, 189, 4, 141, 183, 4, 169,
133

220DATA 141,182, 4, 141,203, 4, 162,101, 142, 188,
4,202, 142,192 4,168, 0

230 DATA 141, 185, 4, 141,133, 2

240 DATA 76, 144, 4

250 DATAD0,0,0,0,0,0,0,0,0,0,0
260 DATA0,0,0,0,0,0,0,0,0,2
270DATAD,0,0,0,0,2,0,0,0,0,0,0
Z2B0DATAD. 0,0,0,4

mE.

J10DATA 195, 4,17, 2,87, 1

J20DATAZZ, 244 4, 188,41, 5,138,105, 6, 141, 133,
2,177,174, 145, 253, 136, 208, 249

330 DATA 120, 76, 180, 4

335

340 DATA 32, 167, 2, 169, 86, 141, 98, 104
35|:IDHTA3?.Q,1EE.1EE,E'3|!,1-¢1‘_9,45. 141,10, 45,
141,11, 45

10 LET A=48152
15FOR T=0TO 66:READ 7
S0POKE A4+T ZG=G+FNEXTT

BETWEEN LINES 200-240" :END

GUN CRAZY

A new range of games is on its way
from Gremlin Graphics — and they
all feature a new price: £4.99. First
of the bunch is West Bank, an
annoyingly addictive but simplistic
form of shoot 'em up licensed from

ESF!:mnish company.
laying the role of a security
guard in a Wild West banking

23 IF G=>T874 THEN PRINT "ERROR IN DATA

155

160 PRINT “INSERT AND REWIND FIST TAPE"
170 PRINT “THEN PRESS A KEY"

180 GET K$:F K§="" THEN 180
190 5Y5 49152

emporium, you have to shoot
would-be robbers as they come
through doors on the screen. Of
course, you mustn’t blow away the
genuine customers, or put a bullet
in the bombs which appear
pericdically. The game won
acclaim when it appeared at ‘full
price’ on the Spectrum and
Amstrad — and now looks set to
make an impact on the Commao-
dore . ..

L L

365

360 DATA 180, 9, 185, 124, 1, 153, 67, 37, 136, 18,
247, 108, 99, 194

370 DATA 184, 143, 240, 5, 168, 0, 141, 19, 4, 86

EASY AZIMUTH ADJUSTMENTS

A Solihull-based firm by the name
of Load-It are offering the ultimate
in azimuth adjustment equipment
to Commodore owners. Their kit
features a knurled knob which is
mounted on the top surface of the
datacorder, linking it with the
azimuth adjustment screw on the
tape head. If a tape doesn't load, a
mere twiddle of the knob could put
things right — and a piezo 'beeper’
connected to the cassette unit's
output allows you to hear when the
tape head has been moved to the
optimal position. Oooh.

£9.95 buys the DIY kit direct
from Load-It, or technically shy

types can send their datacorder to
Load-it, 35 Stretton Road, Shir-

, Solihull, West Midlands B90
2 together with £19.95 for
upgrade. Telephona 021 745 4970
for further details . . .

NEW BREAKOUTS

Officially licensed from the new
Atari arcade game, Imagine's
Arkanoidlooks like the ten year old
arcade game Breakout, but it has
many new features. For instance,
your bat can shoot things, catch
the ball and grow larger! Hopefully,
we will have a full review next
month.

A scrolling beat 'em up set in

— — — — - | rough part of America is also due
from Imagine in the form of an
AT LAST? arcade conversion of Renegade —

the action is set on The Street
where muggings are rife. Chang-
ing scene dramatically, stable-
mates Ocean are also working on
Taipan - the game of the film that
is soon to be released as a follow-
up to Shogun. Set on the China
seas, Taipan involves the player in
buying boats, press-ganging
crews and getting involved in
piracy. A fair bit of strategy is
called for if you are to rule the
waves . ..

COMMODORE SPARES

AT REALISTIC PRICES WITH FREE SOCKET

ClA 6526 £17.99 | ROM 00122703 £15.99

MPU 6510 £17.99 | ROM 901225-01 £15.99 For so area n-
PLA 206114-01 £18.99 | SOUND 6581 £17.09 i t?gf;}..?gﬁ amr Eﬁg;"nﬂ&n’“‘ﬂr 8
ROM 0 1226-01 £15.99 | RAM 4164 £2.49

Peaksoft which included an incor-
rect price for their heavy-duty
power supply. To make matters
worse, we used the wrong tele-

Ctd POWER SUPPLY UNITS £26.99

All prices include post & packing, handling and VAT - or send your faulty
computer and P.5.U. for free estimate and repair from £9.99 + parts

Spectrum Low Price Software List Available

SORRY PEAKSOFT!

phone number! We're ever so
SOy,

Both errors have been corrected
in this issue, so if you want to get
in touch with Peaksoft, tum to
page 13 for the full details.

SEND CHEQUE/P.O. TO ACCESS/BARCLAYCARD WELCOME

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FY5 3NE
Tel. (0253) 822708
TRADE ENQUIRIESWELCOME Send large S.ALE. for full list
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Seven review we quoted the retail
price for the disk version of the

SIGMA SEVEN SLIP

Oops! Last month in the Sigma

program as being £14.95. Well, wa
were wrong — weren't we. 'Tis only
£9.95. Sorry!




THE COIN-0P SENSATION FROM DATA EAST...
BN D,

DATA EAST DATA EAST

B P, (=T

EN

n | Just like in the classic wild west films of old, you'll be in the thick

e - : = .' of the action right from ﬂ'u: Available in the follmweing formats:  Cassette  Disk
o <% R Tl TR start! Hold-ups, robberies and Commeodore... i e 999 £14.99

rooftop fights, Express Raider Amstrad £9.99 £14.99
hHE [h.f:-m 3”_1 :"l'pEl:‘.l]'ll.H't e i £8.99 =

U.S. GOLD~-WE’RE AT HOME WITH THE ARCADE THRILLERS!

.S, GOLD LIMITED, 2/3 HOLFORD WAY, HOLFORD, BIRMINGHAM B8 TAX.




e " L b R T - a

4 Smash hit games in one pack — Only £9.95
available on Spectrum, Commodore 64 & Amstrad

- I.‘.l' ]

DURELL salesdept.,
Castle Lodge, Castle Green, Taunton, Somerset, TA1 4AB. England
Telephone [0823) 54489 & 54029

software getting harder . . ..
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TAMARA KNIGHT -fast-food teleporter
salesbeing of the future and all-round nice
girl. This is her story. Correction. This is

the third portion of her story
by LOUSE, with pre-condimentisation
courtesy of MEL CROUCHER.

— as relayed

THE STORY SO FAR fetched: creation’s only per-
fect (not to mention artistically unclad ) human being,
Tamara Knight, is seeking a star upon which to wish
me, a soft-hearted mimature neutron bomb named
LOUSE, into a soft-hearted full sized human being
of the male persuasion - preferably with some lei-
sure-ware thrown in. Fortunately, we have just
escaped from a hellish place called Heaven in the
company of a half-Cherokee former-guitanst from
the lke and Tina Turner Band and two short planks
named Pinnochio. Unfortunately, we have landed
on the planet Almlam in O'Ryan’s belt, where secta-
rian conflict is about to erupt between some disgust-
ingly bloated oranges called Bygotts, and the local
leprechauns. The worst thing of all is that | am now
forced to use the oldest science fiction cliche in the
history of pulp. It is my duty to inform you that the
leprechauns are little greem men. How utterly
humiliating!

*Bejabers!” says our leprechaun, flinging his crock
of gold at the nearest Bygott. “Pleased to meet you,
Mr Bejabers. ™ says Tamara, a very polite, but very

unworldly young lady. “'Ron for yer loife! If de
Bygotts foind out yer a Romulan Catlick, they'll skin

80 ZZAP!64 March 1987

yer aloive! And me name’s Widdy Coolyew, boi de
way, pleased ter meecher.” Now I happen to know
that pacifism is second nature to Bygotts. The trouble
is that their first nature is homicidal mania. We make
a run for it, but the E}'&:uus are everywhere, leerin

and jeering, panting and ranting “ Eat up yer greens!’

Tamara emits a perfect velp, and asks what we should
do, to which the leprechaun yells, “Don't ask me
darlin’, ask de bloody Tinkers.” A swarm of leprec-
hauns attacks the huge bulk of the nearest gant
orange, renting it asunder — but the sunder would
rather be purchased outright. (WARNING: the fol-
lowing bit may be offensive to some vegetarians).
Shreds of pith are ripped from the living flesh of the
orange warriors. The little green men are sprayed
with juice and bombarded with pips. Several are so
badly injured that they will remain vegetables for the
rest of their hives. Many Bygotts are hquidised before
our very eyes, crying “ King Bully fer ever ™. Mashed
pulp and splattered chlorophyll ooze underfoot. The
leprechaun calling himself Widdy Coolyew is cruelly
tossed in oil and vinegar, but he manages to shout to
Tamara, “Bring me a handful of dat Bygott pith,
guick! If de rest of em can see dere leader’s dead, dey
moight boggeroff.

This is hopeless. [ frantically search my data banks
for some useful information to get us out of here, but
the only suitable reference I have for this planet is
“all knowledge is to be gleaned from the Tinkers.”
The poor little leprechauns are slaughtered. The nch
little leprechauns buy their way out of trouble. The
Bygotts gather round us, menacing and semi-peeled.
It is quite disgusting. Their focus of attention seems
to heql'a mara, who 15 still clutching the fibrous tissues
of King Bully of Orange, the Chief Bygott, to her
bosom. She i1s unceremoniously dragged from the
battlefield, battered to her knees {they prefer meatin
batter) and forced head down over the stump of a
dead tree. From the mudst of the vengeful mob a
sinewy blood orange, stripped to the navel, slowly
makes its way toward us. It carries a great sword,
glinting and spattered with glutinous green essence
of leprechaun.

““If she dies, | die, and so does every other
living entity hereabouts. At least I can do
something constructive for a change.”

The executioner's sword is raised above my poor
Tamara's beautiful neck. There is absolutely nothing
[ can do tosave her. In a blinding flash of realisation,
bred in the wild and released into captivity, I know
that [ cannot live without her, and more to the point
this story will be somewhat redundant without its
heroine. So that's it then: only four poxy episodes
before Tamara Knight, intergalactic sales-being for
the Macdonalds Teleporter Corporation, and the
only perfect human E::)ing in existence since the
mythological robot-goddess Annbrownsmirrah, 1s
about to die. There 15 only one ludicrously melod-
ramatic thing left for me to do. [ will fulfil my destiny.
At the moment when this terrible sword decapitates
Tamara, and severs her guiltless head from her
blameless body, I will detonate myself, and reduce
this entire saga to radioactive dust. If she dies, | die,
and so does every other living entity hereabouts. At
least | can do something constructive for a change.

“Goodbye Louse™ says Tamara, in a small, calm,

rfect voice, What's good about it!? Death can often
ﬁg fatal! | hurriedly re-combine my molecules and
cease to be a dirty dog tooth in her perfect mouth. It
just wouldn't be right for her to die with such a
blemash in her chops. Instead, with her perfect saliva
still clinging to my unworthy carapace, 1 transform
myself into a little tea-brown birth mark, or should |
say ironic death-mark, the back of her neck, just
where these mimiature black hairs of her nape meets
the fluffy down of her spine, just where the sword is
aimed for, just as the last terrible command is given
and a voice screams the order, “CUT!" Goodbye
Tamara, I loved you as much as it is possible for a
neutron bomb to love the spint and flesh of a small
but perfectly formed innocent, whose age and 10
both register as sixteen, goodbye, goodbye, good-
BT

*““Who IS that girl with the chopper over
her head, as the actwess said to the bar
steward. She’s not in the sewipt . . . "’

| prime my detonator, squeeze my trigger, kiss her
neck and hear the prissy voice screeching a string of
hysterical orders, “Cut! Cut! Cut! Who IS that girl
with the chopper over her head, as the actwess sad
to the bar steward. She's not in the scwipt, 15 she?
We'll have to shoot this WHOLE scene again! Some-
body pour me a dwink of milkywilks in a dirty glass,
and put some clothes on that stupid girl's
extwemities. You there! yes YOU, the little wooden
puppet and the half-cherokee guitanst fwom the Tke
and Tina Turner Band, scwape up those corpses
pwonto, and get the pwops department to bwing me
a fwesh batch of those fat orange thingies and lepwec-
hauns to kill. Oh cwipes! What a WOTTEN day,
thwee million ewocks of gold over-budget, some gir-
lie wandewing onto the set, a pile of wotting native
fieshypoos, and worst of all I've just broken my
fingernail!™

Whao is this sweaty idiot, dressed up in a safari suit
with a silk cravat wilting beneath his chubby pink
jowls? Well, whoever he 15, Tamara has been saved!
My beautiful hostess will live to fight another day! (or
in our case, another five minutes). The
impedimented idiot seems to be beckoning for Tam-
ara to join him where he sits on a folding canvas chair
with *Sir Dickie Asteroid, Designer-Conflict Direc-




tor’ stitched on the back sequins. | scan my memory
banks to remove the negative from this nonsense:

Desi%ner Conflict; in certain sectors of the Galaxy,
especially Taurus Excrementus and O'Ryan’s Belt,
randomised warfare is considered much too danger-
ous to be leftin the hands of politicians, industrialists,
the military and the church. In these regions, all con-
flicts are handled by advertising and marketing agen-
cies. Warring factions are endorsed by competing
sportswear companies, package hohday operators,
breakfast-food producers, sanitary-ware manufic-
turers, arms dealers and washing powder corpora-
tions, and all proceedings are holovised. The winner
of any Designer Conflict is declared as a result of
public opinion polls, registered by the operation of
the remote-control handset of domestic holovision
sets. (NB: certain Designer Conflicts are sponsored
by popular game shows, wherein the lucky contes-
1ants are able to commit genocide if they can answer
a few simple questions - and all on live breaklast
holovision).

Sothat'sit . . . the old Vietnam scam! And | am
not in the shightest bit surprised to discover that Sir
Dickie Asteroid is under contract to none other than
Macdonalds” biggest rivals in the whole wide umi-
verse, the dreaded Cocacolanisation Corps! They'll
grind my Tamara up for lavatory paper if they dis-
cover that she is working for the dirty Macs! But
before I can warn her, the loathsome Dickie peers at
Tamara's bundle of Bygott skins and demands,
“What's this load vr.:!g wubbish, you wuddy
wenegade?"” Tamara smiles as sweetly as anyone can
smile who has just escaped decapitation, bats her
evelids, licks the perfect sweat from her perfect upéxr
}:iP and answers, 1 was just taking the path to Widdy

oolyew . ., "

“Stunt man, you see this wicked wude
wench?’ ‘Yes, Sir?" ‘Well wuddywell
STUNT HER!"

“WHAAAM" screams the offended bladder,
“How DARE you widicule me! How DARE you
mock my little affliction! You wotter!” Tamara
seems puzzled, “What a . . . 7" "You're doing it
again you little WOTTER!" " What a what?" " You
wotten wuddy wotten wotter!!” Sir Dickie has turned
a very fetching shade of purple and puce, and it
fetches his entire film crew back onto the battlefield.
“Where's my stunt man?!" he bawls. *“Here, Sir"”
snarls the stunt man who resembles a cross between
a fork lift truck and another fork lift truck. *Stunt
man, you see this wicked wude wench?" *“ Yes, sir?"
“Well wuddywell STUNT HER!™ ;

The moron picks up the execution-sword, swings it
at Tamara's terrified body, misses and neatly ampu-
tates Sir Dickie Asteroid's left buttock. Your heroine
and her companions tiptoe away, leaving the
Designer Conflict Director complaining about the
stains on his freshly laundered trousers. | nuzzle into
the nape of her neck, happy again, and adwise her (o
search for the mysterious Tinkers that little Widdy
Coolyew was blathering on about, and whom my data
banks endow with so much power. If a Tinker really
exists, he might be able to tell us how to wish upon a
star. Then we cold stop having these ridiculous
adventures, Tamara could visit the toilet and have a
bite to eat, and 1 could be transformed into a soft-
hearted full sized human being of the male persua-
sion, preferably with some leisure-ware thrown in.

It is Pinnochio, riding on the shoulders of Jimminy
Cricket aka Jimi Hendrix who moves the plot along
not a little, He rubs his forehead in amazement, hur-
niedly extinguishes the small boy scout fire that spon-
taneously ignites there, and points to a battered
wooden signpost leaning like a crossroad drunk,
upon which is carved TO THE TINKERS “Gosh!™
says Tamara, * What can it mean?"” We all ignore her
perfect stupidity, and make our way along an over-
| grown, g pathway, following the sign. We
carefully avoid the minefields, quicksand, trip wires,
budget software, the snake pits, piranha lakes, bon-

ni¢ langford videos, the rat traps, tiger traps, von
trapps, and fall headlong into the first man/woman/
wooden-puppet tra{in our path.

We are falling, kicking and screaming into the
stinking void. (Well what did you expect? A rest-
room to matenalise, complete with waitress service
and extensive whine list?) As we land, a rest-room
materialises, ::nmplete with a leprechaun waitress
proffering an extensive whine list. My sweet Tamara
15 overjoyed, but not in the shghtest bit surprised,
and as we have not eaten for the last three planets,
she asks what food is to be had. “Sure dere’s no
bleedin’ meat, but we got plenty of oranges.” Tam-
ara lets Pinnochio order for her, and excuses herself
for a visit to the toilet. I suppose | too will have to get
used to these little human weaknesses after we dis-
cover a star upon which to wish me.

When we return from my Hostess' ablutions, Jimi
Hendrix and Pinnochio have disappeared. Maybe
puppets have to go and have a sawdust or something.
“We got some meat now, miss,"” says the miniature
waitress, “*noice and fresh if yer don't moind de bits
of wood in it.” For some reason that [ cannol quite
explain, a shadow of doubt flits across my printed
circuit boards, but no matter. Let's see the whine list.
“Can | have some whine, please,” Tamara requests.
“Sure and whoi not. Yer allowed one whine. Just
modan it at der Tinker. " Tamara spins around looking
for this mythical fount of all knowledge, but fails to
spot anyone except the waitress, and a pile of clothing
remarkably similar to those wom by Jimi Hendnix
and Pinnochio.

I scan the room with my sensors, but there are no
other life forms here. “Um, excuse me,” says Tam-
ara, “‘exactly where is this Tinker, and can you tell
me where my friends have gone, please?" ** Sure yer
companions are turnin in dere gravy, and de Tinker
is on de table in front of yer. Now if yewl scuse me
oi'm bein written out of de plot, cos oi was only
included as a sinister female for a bit of sexual equal-
ity . . . " and with these obscure words, the leprec-
haun waitress disappears with a slight odour of chip
fat. “ Where's the Tinker, Louse? [ can't see anything
on this table except the whine list.” And the whine
list says, “Den by a process of logical deduction, |
must be de Tinker!™

Well, here’s a tumn up for the book. The greatest
intellect in the entire star system of O'Ryan’s Belt is
a talking sheet of badly En'ntr::! Ad paper half blotted
out by snail trails from the planet Tippex. “0i do not
talk sheet", says the whine list, mis-reading my mind.
Tamara wrinkles her nose, and gathers her thoughts.
Not an easy task for her to achieve simultancously.
“Um, hello? Hello? can you tell me why ... "
“STOP!!™ linstruct Tamara, before she destroys our
only chance of finding the wishing star. “You are
only allowed one request, which the Tinker must
grant. PLEASE don't waste it Tamara. Think very
carefully before you speak.” She smiles at the whine
list, runs a perfect finger over it and says, " But why
do they call you the Tinker?"

“I'll always be a neutron bomb, never a
man. What a life!

Ho hum. So that's it then, our only chance of
salvation gone, and I've just realised what those
ketchup stains on the tablecloth really are. Poor Jimi,
Ah wcﬁ, nearly at the end of this episode, let’s hear

what the Tinker has to say and just sit around waiting
for the usual crummy crisis. Who cares, I'll always be
a neutron bomb, never be a man. What a life! “Dey
call me de Tinker. " says the Tinker, “because | tink.
Therefore | am.” You know, sometimes | feel like
detonating just for the hell of it. Tamara 1s sill trying
to work out the quotation from the Insh philosopher
Des Carthy, when the Tinker pipes up, * Well hurry
up den, yer allowed one question each, so let’s
hearin’ from de sentient birth mark on de back of ver
neck!” I cannot believe my inputs! It means me! We
are saved! Oh bliss! Oh joy! DE get on with the narra-
tive. | tune one of my outputs to the Tinker's fre-
quency, and ask the vital question, clearly and pre-
cisely, ** Show us how to get to wish upon a star where
all our dreams come true.

The tinker tinks, er, thinks, draws itself up to its
full height of 297mm and delivers the answer, the
solution to my future happiness with Tamara Knight,
“Sure yer eejit, it's not a star yer after. Where you
want to be is de planet Astar. Dat's where all ver
dreams come true. Youse take the M42 out of
Alnilam, keep poing, past Castor and Pollux,
then . . . ahto hell widit, Oi'll take ver there meself.
O1 bought dis great teleporter booth from a Mac-
donalds sales rep last Tuesday, and Ot've bin dyin ter
troi it out™.

Little does the Tinker know that dying is exactly
what happens every time a Macdonalds Teleporter
sends a copy of its passengers off, and drops the orig-
inals through the floor to be made into hamburgers,
But who cares about that, Unbelievable happiness
and fulfilment is about to be mine, when [ am wished
into human form as Tamara's consort. She giggles
with undiluted pleasure bracing her limbs against the
walls of the Tinker's teleporter, to avoid hamburger-
hood. We are instantly transported to the planet
Astar, and just as instantly left there by the Tinker,
who has forgotten to turn the oven off. And
riddance, say 1, there’s only room for one synthetic
superintelligence in this story, and that's me.

And what a beautiful place this is! Much quieter
than the idiotic battlefields of Almlam, much prettier
than the hell-on-earth of Heaven, much less pretenti-
ous than the high-tech of Amnesia and nowhere near
as smelly as Pynkfloid. Astar will become our private
Paradise, our very own Barrat podule. “Well, Tam-
ara, what do you think of it so far?" I ask, readying
myself for manhood, and trying to decide whether or
not to have a small moustache. Tamara hesitates,
“1... I'm not sure Louse. I've got a funny feeling
we should be very careful what we say around here.
It feels like the whole planet is isteming . . . * “Ha
ha!" [ ery, ':'z'ﬂu don't say! You must be kidding . . .
you . . . " Whoops, | seem to have been somewhat
preoccupied with my future moustache, and my
words have had a rather drastic result. No sooner
have I spoken, than Tamara's mouth disappears, and
she gives birth to two tiny goats. Well hush my
mou . . . hagk?

To be continwed . . .
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THE DEFINITIVE AWARDS FOR THE BEST SOFTWARE OF 1986!
Well, you filled out the forms and sent them to us (the Competition

Minion spent hours opening them all) — and now, after ma

nights of collating over a hot (and somewhat sweaty) keyboard, we

ny late

are proud to present ... THE RESULTS!!

BEST GAME OVERALL BESTPLATFORM GAME

WORLD GAMES
Epyx/US Gold

LEADER BOARD
Access/US Gold

THE SENTINEL
Firebird

GHOSTS '"N' GOBLINS
Elite

MERCENARY
Novagen

It looks as though 1986 was the year of the
sports simulation . . . Epyx's latest and
greatest World Games clinched this prestigi-
ous category with 14.5% of the votes —
although hot on its heels was Bruce and
Roger Carver's golf simulation Leader Board
with 13.5%. Jeff Crammond's unique strat-
egy game The Sentinelcollected B.5% of the
votes, and Chris Butler's arcadea conversion

Ghosts 'n’ Goblins notched up acredible 8%,

Paul Woakes' Mercenary scraped fifth place
with 5%.
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GHOSTS ’N’' GOBLINS
Elite

BOUNDER

Gremlin Gr?h“ins

Palace Software
:'phlm:gl.ﬂ
a Omega
THE SACRED ARMOUR OF ANTI-
RIAD
Palace Software

It was a hard-fought battle, but Ghosis 'n’
Goblins managed to hold off Bounder by
12.5% to 11.5%. Palace collected 8% of the
votes with Cauldron Il, and 5.5% with Antiriad
= split by Alpha Omaga's visually and aurally
obscene, but highly playable Hercules which
claimed 7%.

BEST SHOOT 'EM UP

URIDIUM
Hewson

gL W e
dim | B

| | s -

Andrew Braybrook: "' It's nice to know that
Uridiurm was remembered, even though it
was released at the beginning of last year. I'm
too modest to say anything like '| deserve it’
—~but | suppose it puts all the ' clones’ in their
place. Thank you - I'm very pleased.”

SANXION
Thalamus

IRIDIS ALPHA
Liamasoft/Hewson
GREEN BERET
Ocean

SPACE HARRIER
Elite

Mot surprisingly, perhaps, Uridium came out
on top here, collecting a highly commenda-
bla 34% of the votes. Sanxion settiad for sec-
ond place with 23%, and Iridis Alpha sarned
Jeft Minter the ' bronze' with 6.5%. Imagina's
competent conversion of the arcade game

Green Beret attracted 4.5%, and Chris But-
ggié:unuersl on of Space Harriercreplin with

BEST ARCADE

ADVENTURE

Virgin




Andy Wilson, programmer behind Dan
Dars): **I'm extremely pleased - thank you. If
there had been an award last year for the best
unfinished game, I'm sure Dan Dare would
have won that as well. "'

THE SACRED ARMOUR OF ANTI-
RIAD
Palace Software

Stanley Schembri, programmer of Anti-
rigd): "' On behalf of all at Palace Software -
thanks very much. It's a refiection of all the
hard work that went into it."'

GAUNTLET
US Gold
MERCENARY
Novagen
STARQUAKE
Bubble Bus

Dan Dare claimed 12.5% of the votes and &
clear victory over Antiriad which received
9.5%. US Gold's conversion of Gauntlet
attained 6.5%, narrowly beating Novagen's
Mercenary with 6%, and Steve Crow's Star-
quake with 5.5%.

BEST ADVENTURE

THE PAWN
Magnetic Scrolis/Rainbird

THE PRICE OF MAGIK

Level 9

THE LEATHER GODDESSES OF
PHOBOS

Infocom

LORD OF THE RINGS
Melbourne House
BORROWED TIME
Activision

Magnetic Scrolls' disk-only text-with-
Erﬂphins adventure collected a staggering
3.5% of the votes, leaving Level 9 hanging
ontosecond place with a comparatively pai-
try 4.5%. Infocom's raunchy tongue-in-
cheek romp The Leather Goddesses of
Phobos, scraped third place with 4%, while
Melbourne House's Lord of the Rings and
Interplay's disk-only Borrowed Time had to
be content with 3.5% and 2% respectively.

BEST STRATEGY GAME = BEST GRAPHICS

VIETNAM
SSI/US Gold

Microprose/US Gold
Z0IDS
Martech

The controversial nature of SSi's wna?ama
Vietnam proved the most popular in this cat-
egory, gaining a commendable 17% of the
votes. The unique gualities of The Sentine!
appealedto 11%, while the grim nuclear over-
tones of Germany 1985 earned it 5%. Micro-
prose's submarine simulation Silent Service,
made a surprise appearance with 4.5%, leav-
ing the Electronic Pencil Company’s Zoids
marginally behind with 4%,

BEST SIMULATION

LEADER BOARD
Access/US Gold

Epyx/US Gol
ACE OF ACES
Accolade/US Gold

Cosmi/US Gold

Surprisingly, US Gold dominated this categ-
ory. The leisurely pace of Bruce and Roger
Carver's golf simulation appealed most, with
Leader Board claiming 21% of the votes —
taauinﬂ World Games to take the silver with
13%. Ace of Aces managed a respectable
third with 11 %, while Super Cycle and Super
Huey Il took fourth and fifth place with 7.5%
and 7% respectively — only just ahead of
E icroprose’s Sfflent Service and Solo Flight
uUs.

WORLD GAMES
Epyx/US Gold

THE PAWN

Rainbird

URIDIUM

Hewson

THE SACRED ARMOUR OF ANTI-
RIAD

Palace Software

SANXION

Thalamus

World Games claimed a convincing victoryin
this category with an astounding 31.5% of the
votes! Bob Stevenson's splendid stills earnad
The Pawn a credible 9% for second place,
while Andrew Braybrook's slick bas-relief
graphics in Uridium gained 8%. Dan
Malone's stunning sprites and backdrops
earned 7% for Antiriad, and Sanxion scraped
fifth place with 4.5%

BEST MUSIC

SANXION
Thalamus

Rob Hubbard: ' Great news tha' . . . reall
nice. It's a great honour to be so popular wit
the ZZAP! readers. | shall endeavour to keep
up the good work throughout 1987,

KNUCKLEBUSTERS
Melbourne House
(Rob Hubbard)
Ocean

Martin Galway)

REEN BERET

Ocean
(Martin Galway)
GHOSTS 'N’
Elite
(Mark Cooksey)

1986 was undoubtedly a good year for Rob
Hubbard. Sanxion collected 17% - twice as
many voles as Knucklebusters, which
clinched second place with B.5%. Breathing
down its neck though with 8%, was Martin
Galway's Parallax soundtrack, followed by
Green Beret with 5.5%. Mark Cooksey did
well to come fifth with 5% for his Ghosts 'n’
Goblins tunes, which just managed to hald
off competition from International Karateand
Miami Vice.
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BEST SOUND FX

WORLD GAMES
Epyx/US Gold

Imalﬂﬂﬂll. KARATE

BOARD
Access/US Gold
SANXION
Thalamus
LHII'.‘I'H ALPHA

amasoft/Hewson

World Games collected a comfortable first
place with 14%, while the digitised grunts
and groans of International Karate attracted
9% ofthe votes — just ahead of Leader Boarg
with 8.5%, and Sanxjon with 8%, Iridis Alpha
Jr:'}mmd 3.5%, putting it firmly in fifth
place.

BEST PROGRAMMER

ANDREW BRAYBROOK

~ That's nice - it shows | must be doing some-
thirig right. | think these awards mean more
than any‘thin? = it's votes from people who
actually buy the games. Thanks to everyone
whao voted for me. | shalltry to—no, | willkeep
up the good work. "

CHRIS BUTLER
JEFF MINTER

ROB HUBBARD
STAVROS FASOULAS

There was no stopping the votes for Andraw
Braybrook, who claimed a claar-cut victory
with an astounding 41% — nearly twice as
many votes as Chris Butler in second place
with 23%. Jeff Minter received 6.5%, and,
E'H’HHRE as it may seem, Rob Hubbard col-
lected 4% and fourth place, forcing new-
comar Stavros Fasoulas into a submissive
fifth position with 3.5%.

BEST SOFTWARE

HOUSE
US GOLD

""We are always honoured to receive prestigi-
bus awards, particularly when they are the
results of a consumer poll, We are therefore
delighted to have receﬁmd such an over-

whelming recognition from ZZAP! readers of
ourproducts’ quality and appeal to Comma-
dore owners. So, to our friends —the readers
of ZZAP!—thank you for not only buying our
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games but taking the trouble to vote in this
poll, helping us to consolidate oyur positionas
the undisputed software champions of
Europe for a third successive year. We prom-
Ise you that the productsin development cur-
rentlyin the US are something else — prepare
to be left breathiess! ™

ELITE

Steve Wilcox, Joint Director of Efite: * it's
not got a great deal to do withme —so 1'd like
to say congratulations and thanks to the
programmers involved, and thanks to ZZAP!
readers for voting in the way that they did. We
recognise that our 64 conversions are
perhaps the weakest amongst those we pub-
lish, so we intend 1o improve the standard of
products over 1987."

EPYX
HEWSON
OCEAN

A substantial win for US Gold with 39.5% of
the total votes — virtually three times as many
votes as Elite, who just managed to top a
stand-alons Epyx by 14% to 132, A' Consul-
tants-less’ Hewson received 10.5%. and
Ocean had to settle for fifth place with 3,5%.

BESTADVERTISEMENT

WORLD GAMES
US Gold

GAUNTLET
US Gold
SANXION
Thalamus
SKY RUNNER
Cascade
FIRELORD
Hewson

An almost exhausted World Games beat off
fierce competition to win, quite convincin by,
with 10%. Gauntlet followed with a nfarﬂgla
7%, leaving Sanxion trailing with 5%, S
Runner with 4%, and last but not least, Fire-
lord with 3,59,

LEAST PLEASING

GAME

KNIGHT RIDER
Ocean

FISTI
Melbourne House

Jane Denning, Marketing Manager for
Melbourne House: ‘No comment.’

WORLD CUP CARNIVAL
US Gold
ROBOBOLT

This was also a hard fought category, but
aventually Knight Rider came out on top with
10% of the votes — closely followed (quite sur-
prisingly) by Fist Il with 8% Artic — er, US
Gold's World Cup Carnival notched up 6.5%
andthird place, while Aipha Omega's budget
disaster Robobolt collected 5% — 2% mora
than its ZZAP! review. US Gold's arcade con-
version of Breakthru settled into fifth place
with 4%

STATE OF THE ART

AWARD

THE SENTINEL
Firebird

Herbie Wright, Group Publisher for Fire-
bird Gold and Beyond: " A big thank you 1o
all ZZAP| readers — in these days of clones
(and clones of clones) it's great to know that
originality still counts. We're really proud of
The Sentinel, and Geoff Crammond the guy
who designed and programmed it. "

MERCENARY
Novagen

There seemed little doubt about this result —
The Santinefrecaived 23% of the total votes,
making It a clear winner. World Games came
in & comfortable second with 16%, and
Leader Board just managed third with 8%,
and Altar Ego wasn't far behind with 7%
Despite baing released at the very beginning
of last year, Paul Woakes' Mercenary earnad
arespectable fitth with 5.5%

S0 there we have it — the ZZAP! Readers
Awards for 1988. Thanks to everyone who
took the trouble to vote, and congratulations
to all the programmers and software houses
who recei awards - your trophies will be
cespatched shortly.

Weill, that's another year in the bag - and
another ten forms out of it! The following
lucky voters each win £20 worth of software
and a ZZAP! T-Shirt . . ,

| Wilding, Lancashire WN8 9DU; Bryan
Robinson, Leytonstone E11 3ER; Bobby
Singh, Newcastie-Upon-Tyne NE4 BAT: TN
Branston, Notts NG12 ; Owen Benn,
Staffs DE12 6RG; Adrian Spink, Kent CT16
3PA; Matthew Jones, Gwynedd LL53 BNU:
Paul Cotter, Bristol BS3 2AG; JM Waka,
Swansea SA7 9XQ; Craig Dibble, Worcs
WRO 7TRF




By Stavros Fasoulas
THALAMLS LIMITED) c asseﬂe £ 939

Eﬁﬁe{?ﬁm In CBM 64/ 1 2 Disk  £14.99

Oistbated by US GOLD LIMITED), Uit 213, Holford Way, Holford, irmingham B6 7AX. Tek: 021-356 1388
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tion’ . . . (pregnant pause) . . . Yes, there’s another binary bun in the
® oven-and over the following months you will be able to witness, first hand,
# theagoniesand the ecstasies Andrew experiences . . . From conception,
s through gestation, to the labours of birth. In this heart-rending first install-
p ment, Andrew ignores his maternal cravings for lumps of code and gets to

MENTAL

PROCREATION

By Andrew Braybrook !

b Joyous news! Once again Andrew Braybrook’s imagination is ‘up the junc-

grips with ante-natal depression . . .

Thursday 4th December

I've finally tidied up the loose ends on Undium
Plus, and the American version of AlleyKar and
Uridium. This took a while because I've been
installing the new anti-cartridge system. Since
most of these devices are used primarily for
piracy | feel that it is necessary to spend this ime,
although 1'd rather not have to. Such cartridges
have no place in the grand scheme of things —if
you want the disk version then buy the disk ver-
sion. If your tape breaks, send it back for replace-
ment. If you wear it out, buy a new one. It's the
same with records.

None of this would be necessary if these car-
tridges were individually numbered, hike certain
modems, and had to be in place to reload back-
ups. 1 suppose manufacturers don't do this
because people wouldn 't spend £35-50 on a back-
up device that couldn’t make that money back
somehow, | wonder just how many people have
spent that much on replacement originals. Any-
way, | hope that I don't have to spend too long
protecting the new game, as it's just an annoying
waste of my ume.

ST (Steve Turner - the boss) today ordered
two PC compatibles for us to write the code on.
This mean we can write assembler on these big
beasts with lots of speed and memory, then
down-load the machine code via B5-232 to the
C128, Delivery should be in mid-]January.

Meantime, | have been thinking about the new
game design and have been drawing a new
character set. | have 50 tar decided on only a few
elements that [ wish to ncorporate, any or all of
which may be discarded at any time. This time |
definitely don't want to scroll the screen. [ know
[ said that before AlleyKat, but this time I think
I"ve cracked it. I can still simulate scrolling with
a three-layered, any-direction moving star-field.
['ve already designed abour twenty characters
that bolt together to produce a new style of metal-
lic spaceshup, different from Undium, inspired
more by Atari-esque graphics as in the AlleyKat
title screens.

“ . . . I'm thinking of running
about 32 sprites simultane-

ously, without glitches or air-
borne trousers . . . ”

I also designed a giant bolt-together character
set, which used nearly all of the 256 characters
just for the forty-odd standard letters and num-
bers. So, I wrote a BASIC program to scan the set
to look for duplicates and compress the set to
remove them. It took ages, but left me with 80
characters in the set — quite a saving.

['ve started thinking about sprite usage — and
since [ like the use of no on-screen distracting text
[ don't need a raster splitting system to split the
screen. The “in' thing seems to be to use more
than eight sprites on screen, so I'm thinking of
running about 32 sprites simultaneously , without
glitches or “airborne trousers'. Stand on top of the
first tombstone 1n (¢ 'n’ Gr and wait for a couple
of minutes for the latter effect! | think I can avoid b
embarassments like that.




Friday 5th December
Got to grips with the thirty-two sprite system. It
has to reassign sprites to new objects after it has
fimished displaving the old object. This requires
some fancy raster splitting. Such problems as
“What if two sprites need assigning at the same
time?”, or "What happens if more than eight
sprites need displaying on the same line?’', or
“What happens if | move an object while it's dis-
playing 1t¢#", or *“What about dufferent sprite col-
ours and display modes?” all spring to nund.
['ve spent most of the day writing this on
paper, refining it on paper, realising it won't
work, redesigning 11 and mentally testing it. 1
think I've now gota Mk | system that i1s adeguate
tor testing the theory. Unfortunately [ need quite
a hetty svstem in the C128 just to test these three
pages of code. Things like a character set,
monitor, and text routines are all required right
at the start. With the new large letters [ need 1o
rewrite my character and text handling rounines.
[ alsoneed a test-bed to get the screen in the nght
place and mode, preserve the monitor’s var-
ables, fire up the interrupts, return to the monitor
when required and display diagnostics. Thisisall
betore [ get to even do any actual game proces-
sing! I'd better start thinking of a game name too,
as it's very important to get the right name, create
a good atmosphere and get things moving in the
right direction. After all, it’s very difficult design-
ing a title screen when you don't know what 1o
put on !

Monday 8th December

Spent some of the morning trying to decipher the
R5-232 section in the Programmers Reference
Guide. All the decent baud rates are marked NI

“Not even Einstein came up
with a formula as complex as

| Ek

the one on page 350!

which we believe is Not Implemented. Thanks,
Commaodore. I'm not waiting four minutes for
any program to arrive from twelve inches away at
the PC, so we investigated the user baud
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rates . . . Noteven Einstein came up with a for-
mula as complex as the one on page 350!

It transpires that the rate in the calculation 1s
in machine cvcles per bit — very standard, 1 dont
think. Why didn't it sav so?

Keved in my character set data for my new
giant characters in a (hopefully) compressed
torm, I then updated my utility routine library.
At this point I have 1o start deciding on the overall
memory lavout of the Cé4 — where do | put the
code? Where does the screen go?

Having decided on a muluple sprite system,
most sprite handling routines that 1 have used
before are now redundant. As long as [ can use
my new system for all my sprite requirements [
shall be alright.

Tuesday 9th December

Read up a bit more on R5-232, including how 1o
get it talking 1o PC compatibles. Now I'm even
more confused. A 25-pin connector, ideal for
parallel data transfers at high speed, and how
many wires do they actually use? Three! Bril-
lhant!

Keved in enough code to get a test-bed running
just enough to see the screen, colour it, write on
it, and return to the monitor. Forgot to unblank
the screen. Twice! The giant character set looks
great, no mistakes, just ABMON printing two
non-existent characters.

In this game | need to print a "null’ character,
1e: nothung at all. This is important, In every
game ['ve done so far | needed 1o do this, but
never got round toit. [t may seem a waste of time
printing nothing, but it is in fact very useful, For
example: imagine the line '3 ships left'. 'th.,n
there’s only one ship left it looks s.mpicl :-.rrwmg g
ships left’, and L hate | ship (s) left"as it’s a lazy
cop-out. 5o, you need to be able to eliminate the

‘s’ on the end of *ships’. You could blank it out
with a space, but then it looks untidy because
there are two spaces instead of one. So, you need
to substitute a null character,

Following so far# Yes, [ am very fussy, but |
take great pride in my work — not a pixel out of
place, nor a line of text uncentred.

Wednesday 10th December

Today sthe day - take the plunge and key in the
multiple sprite routine. | always write the compli-
cated routines on paper first. This gives me time
to think of all the things that might be wrong.
Thus, a routine 1s fairly well debugged by the
time [ typeitin. This does resultina very unudya
looking piece of paper though - keying-in time is
a ume for final mental debugging.

[ fired up the test-bed with no sprites to start
with = let’s not get too ambitious. The system is
running UK, 50 any crashes now will be caused
by the multi-sprite system. | set up some sprite
positions 1n the table and switched on a
sprite . . . It appeared. Wonders will never
cease! Try twosprites . . . three, four. All work-

ing. Let's go for eight . . . Since thus is the
maximum allowed amﬁ'-'u}' all is sull working.
Now let's ry nine . The raster splitting svs-
tem kicksinand rEﬂ]Im:atﬂs the first sprite further
down the screen. It works. Brilliant! How abomt
ten, eleven - fifteen? Let’s go mad - twenty-
three. It works! All in all a very successful test
indeed.

I settled on a maximum of 32 sprites — they
make the screen look very busy, anv more will
take a long time mdmplay and run. Tried a bitof
destruction testing. How close can [ get the
sprites before things go wrong? And what will it
r.iu— A minth sprite can get within three pixels of

a row of eight — the worst case. Any closer and it
dlbﬂFpEﬂm It took me a while to figure out why,
but accept the reasoning now. Rule two of V IC
savs: ‘| haven't started dl:-pli.wmg something
from the beginning, so I'm not going to display
any ofit’". This applies 1o sprites or characters and
really makes partial vertical scrolling difficult (as
used in Paradroid),

Thursday 11th December

Having the large character set in all its graphic
glory {73, I started thinking along the lines of a
Paradroid style of game — mavbe as part of the
new game. I decided that I would like 1o see
Paradroid in this style, so I diverted my attention
to dusting off the old Paradroid source files. This
turned out to be a lengthy job as | started thinking
of all sorts of “Wharif . . . 'sand did about eight
half-hour assemblies. At one point | had Parad-
roid running at 50 game cycles per second (three
umes faster than normal), the same speed as
U'ridim. It took a while to familiarise myself with
the memory layout, asit’s rarely the same in two
consecutive games.

“My disk drive ‘machine-gun-

ned’ twice and ruined two con-
secutive assemblies right at the

end. AB is not impressed.”

Took Paradrmd home to work on 1t. My disk
drive ‘machine-gunned’ twice and ruined rwo
consecutive assemblies nghtat theend. AB is not
impressed. The red light lashes a bit on loading,
but it still works. It's getting unreliable though.
That'sall ] need . . .

Friday 12 December

spent most of the day redrawing the Paradrowd
graphics in the new style. After correcting the
colour table, which displayed the most grotesque
green selection anyone has seen since the Dragon
32t glw_'ﬂ a new lease of life to the game. It's a
paty that 1t's too late to use it in the Christmas
double-pack, but may be just as well - I'll let my
new game show the graphical advance, Afterall,
the object of this exercise was only to evaluate the
new graphics properly.

Saturday 13th December

Completed work on the new graphics as inserted
into Paradrmd. It looks very neat and proves that
the new graphics work, although finding colour
schemes that fit is more difficult. They represent
a step forwards from the Paradrowd/ Uridium style
but retain the shiny metallic look.

Monday 15th and Tuesday 16th December
Wentto ZZAP! Towers for the Newsfield Christ-
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mas Party. Watched certain notables consuming

silly expensive drinks, and generally had a good
time. Stavros Fasoulas and | decided that redefin-
able keys are a pain and tried to find the name of
the only Commodore owner without a joystick -
which should be easy as he’ll be the only one still
plaving The Sentinel.

Wednesday 17th December

Decided to take the multuple sprite system one
stage further to get it running more or less as it
will in the final game. This requires strobing bet-
ween two position tables, the interrupis picking
up the sprite positions afd displaving them from
one table, while the main program works out
their next position in the other table . . . Wellut
seems pretty basic to me. Fired itup tobe greeted
by a blank black screen. No return to monitor is
possible. The code all seems intact but the inter-
rupts aren 't running anymore. | haven'taclueas
towhy not—it's not as if I've altered a lot in that
department.

Thursday 158th December

Found an error in the sprite assignment sysiem
which meant it was trying to update a large-num-
bered sprite’s position. This 18 more than eight
anyway, s0 some important video chip registers
were getting corrupted. This resulted in,
amongst other things, a blank screen.

Tried to get it running moving sprites on the
screen, but 1t seems that a routine that puts the
objects in the correct sequence ready for sprite
assignment 1sn't doing 1ts job properly —it's doing
a Commando, 1e: the display glitches every couple
of seconds and objects disappear. Unlike Com-
mandoe however, this bug will be fixed!

Stll putting together ideas about running the
objects in various tables, | have an object table of
‘n’ elements, some of which will be given sprites
because they are near or on screen. These will go
into one or two alternating (or strobing) tables.
The active table of these two is then partially
copied out into another table for displaving every
50th of a second. The active table then swaps
places with 1ts passive sister table for the next
5{th of a second. You probably won't be sur-
prised to learn that co-ordinating all of this gives
me guite a headache!

[ also want to use Polar vectors for the ships,
not X-Y vectors for the movement. [ think it'll
give them more realistic movements. [ may use
‘bradians’, which involves doing nasty things to
radians to get 256 degrees in a circle rather than
360, See Gary Liddon for further information on
‘bradians’.

Friday 19th December

Updating all these objects seems to take up a large
amount of processor time. It seems ['ve only got
time to update about 22 simple moving objects
every 30th of asecond. I'll have 1o make the code
more efficient to run any more than this.

I did manage to get different coloured squares
floating quite merrily around the screen, and it
does look very busy. Rearranged a few instruc-
tions to stop it from glitching,

Monday 22nd December

Got rid of the last screen glitch and refined the
object handler. It can stll only manage 24 objects
comfortably. [ may have to run the objects every
25th of a second. I'll have to experiment.

scribbled notes on running polar vectors.
These are not distant cousins of polar bears but a
way of representing movements in terms of an
angle and a velocity, rather than an X speed and
a # speed as I've always done before. The latner
approach tends to give unnatural diagonal move-
ments. I shall still use X and Y co-ordinates 1o log
positions, but I will have a giant sine table to look
up angular movement ds. Calculating them
would be far too slow. Steve Turner wishes it to
be noted that he doesn't hold out much hope for
this. He only wants to say ‘[ told vou so." in a
couple of months time!

Tuesday 23rd December

Winding down for Christmas. Had the Company
Christmas lunch up at Chequers, and very nice it
was too. Tried to get the C64 talking to the Spec-
trum via R5-232, but they weren't listening to
each other.

Wednesday 24th December

Mickey Mouse award of the month goes to the
mventor of R8-232; the standard that doesn’t
have a standard. Let’s have an expensive 25-pin
connector and only use eight of them. Let's use
cables with only eight wires to make future

“Anyone know how to connect
an Opus PC-II to a C64 via a
parallel data link?"

expansion impossible. Let's use sockets on some
devices and plugs on others so that people need a
whole host of different leads. And to capitall the
Spectrum has its own standard four-pin connec-
tion! Sparse documentation on the subject gives
the impression that no-one really understands it
anyway. Anyone know how 1o connect an Opus
PC-II to a C64 via a parallel data link?

Monday 5th January
Over-slept due to being out of the habit of getting
up much before mid-day, Had lengthy discussion
with ST about how bad R5-232 is (sull) then
decided 1o abandon it. Looked up the specifica-
tions of Centronics interface and compared these
to the specifications of the Cé4 user port. Looks
retty similar to me — and it's parallel. A whole
g}rtc at once! Pretty amazing!

Everything we've read implies that it is possi-
ble to connect the two. Why has this idea been
kept from us? Why does evervone rave over RS-
232 when it just doesn't work?

Revised my sprite sorting ideas after discus-
sion with Paul Hughes and Garv Liddon. | will
get 32 sprites running with plenty of time to
spare. I'll trv a faster sort first, and if that doesn’t
speed it up enough I'll have to rethink the whole
system.

Tuesday 6th January

Battled with the new sort routine some more. Gol
a couple of BSS errors — the ubiquitous 'Blank
Screen and Stop’. Finally sussed out what was
causing it, but not necessarily why! [t makes a
dog’s dinner out of sorting the sprites, and causes
the them to flicker occasionally. Yeuck. It doesn’t
half fry the old grey matter when you have lists of
pointers pointing o other pointers in the same
list, and also to other tables. Reading what ['ve
just written, it now dawns on me what I've been
doing wrong. All that sorting by Y co-ordinates
1sundone by the final extractions routine that un-
sorts everyvthing back into jumbled up sequence
(!}, Brilliant!

Wednesday 7th January

Stayed up "til two o’clock in the morning battling
with the sprite sorter. Finally got it to display 32
Spriles on screen at once, providing the first one
appears last on the screen. Very peculiar. Unfor-
tunately 1t doesn't leave much raster ime to do
anything else, such as run the game - inabout an
inch of raster ime on 14" portable!

““No bubbles, no insert sorts,
no Shell Metzner (who?), no
McPherson Struts . . . no

matter — my logical chain sort
isn’t quite working anyway!”’

(ot a "phone call with all the answers ar about
11 o'clock this morning. “Why don’t vou try
this . . . " were the pearls of wisdom. Eventually
ascertained what was going on, and 1t doesn't
involve a sort routine at all. No bubbles, no insert
sorts, no Shell Metzner (who?), no McPherson
Struts . . . nomatter—my logical chain sort isn't
quite working anyway!

Rearranged the program a lot and then rear-
ranged it again after realising that the first
method was very silly indeed. [t was setung upa
new table on top of an old table, which the inter-
rupts were still trying to read! Thas 1s what causes
what IBM call ‘unpredictable results’. Person-
ally, 1 find the results very predictable - it always

goes wrong!

Now I've got my 32 sprites whizzing around
the screen looking like an abstract asteroids
game, ['ve got at least four inches of raster time
to spare, and I'm very happy. With a bit of
optimisation I'll get some more time back and [
can start on the moving background system.

Thursday 8th January

Went to Hewson's New Year launch in Picadilly
and met some of the Press. Finished the day with
a visit to a couple of arcades in London 1o see
what’s new on the ‘real’ machines. There are
some great games about with superb graphics like
Slapfight, XX Mission, and Salamander. It really
makes us weep to see what these machines can do.
Saw the new hydraulic-seated driving game with
probably the same video chip as Space Harmer.
This produces a very convincing environment,
mostly with giant sprites. The gap between
arcade technology and home micro technology i1s
widening.

Friday %th January

Our new Opus PC compatibles have arrived! ST
has one of them working and is trving out some
of the software. They're quite large and have a
rather loud fan inside for cooling purposes.
There's also plenty of reading matter to plough
through before we can get working on them. On
the game front, I"ve optimised the sprite code a
bit more and it's all running smoothly with no
apparent hiccups.

Monday 12th January

Snowed in at home. Luckily I have my working
disks at home so [ can carry on—but without my
notes. Ah well.

To speed things up even more I had a quiet
think about sprites. My current system sets posi-
tion, colour, sprite image and mode in either hi-
resor multi-colour, | realised that any one sprite
image will always be in the same mode, and usu-
ally the same colour. Thus, it is necessary for the
object mover to worry about colour and mode -
the display routine can just pick these up from a
table. I can update this table if an object needs to
change colour.

Tuesday 13th January

Still snowed in. [ still haven't drawn any sprites
that I need — I'm not even sure what | need! | want
to steer clear of space-ships and robots as these
have been used to death on the 64 over this last
year.

Had a lengthy session on the sprite editor, just
doodhng. I know what I want but I can’t really
draw it. The editor doesn't quite reflect what my
game needs, ie: a different colour for each sprite,
which makes it's difficult to check animation.

Wednesday 14th January

Been thinking about the background. Agamn, [
know what | want. but [ have to think of a diffe-
rent and plausible scenario. As this type of dis-
play hasn’t been used before, to my knowledge,
I don't even know if the game design will work!
If 1 go ahead it could be two or three months
before | know for sure either way! This requires
more thought, and perhaps some discussion.

Thursday 15th January
Had the brilliant idea of using a bit-map screen
to get more colour out of the machine - three
independent colours per 4 x 8 pixel square. Thas
1s appealing, but it costs 9K in the 16K video
bank. That leaves 7K for sprites, or 112 images.
In character mode it would only use 3K, leaving
13K for sprites—or 208 images. Do [ really need
the extra colours? Looks like I'll have to live with-
out them.

ST phoned in a jubilant mood in the evening
10 say that the Spectrum and C64 are now chat-
ting to each other —both ways, in parallel and reli-
ably! This bodes well for connecting the Opuses
I.’?Eme?‘.l to the target machines. Bye bye R5-
L8

To be continued . . .

Will Andrew and Steve ever get their 64

freely conversing with an Opus? Or are
they both mute? Find out next month . . .
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main point of
called Fichle during the long

Controversy rages over the roots of the ancient war game of chess. It is generally accepted that it
Is a nﬂ:ﬂnﬂlﬂﬂhﬁﬂﬂlmm.HMHﬂmwmmthum
n. A little-known fact however, is that the High

chess
Champion - Lee Paddon.

Kings of Ireland played a
boring evenings spent at Tara, the anclent seat of Irish nobility.
chess historians now believe that this old Gaelic custom has had a major bearing on the modern
than any of the eastern influences.
Therefore, as the only Irishman working on these premises (and one of the few people here who
can be bothered to find something more challenging to do than obliterate a few aliens) it has fallen
to Giaran Brennan to assess the latest

computer programs and report his findings. T
him in this noble venture, Ciaran has recruited the 1964 British Underwater "

All-Comers

Chess

CYRUS Il CHESS

Alligata, £11.95 cass or disk

yrus {l has been around on
various machine formats
for over 18 months. It has
clocked up an impressive sales
ngure of 70,000, making it one of
the most successful microcompu-
ter chess programs. The program
has now been converted for the
Commodore, and though it has

C

lost some of its more attractive
‘extras’ in the process, it is
nevertheless a long overdue and
valuable addition to the Commo-
dore's group of chess programs.
Cyrus llis anine level chess pro-
gram, designed with features to
beneafit players of all abilitias. A
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Press SPACE bar

The CYRUS |l options screen, including a list of the ten
previous moves

LYRUS 11

EgQuUuanre
Yorward

Step
User

u User w

T see board

Once
daring flanking manoeuvres

ain CYRUS' mighty memory is crushed by Ciaran’s

novice can begin at the lowest
level, and gradually work his way
up to level nine as his skills and
experience increase. The beauty
of this particular multi-level format
Is that there is an element of chal-
ienge present even at the lowest
level — essentially, only the com-
pu{er's methods change through-
out.

Pieces are moved by either cur-
sor control or co-ordinate entry
methods — co-ordinates are only
displayed by the board if the latter
function is in use. The two-dimen-
sional board is displayed to the
right of the screen, with the left
side containing information relev-
ant to the cument game. Other
information is contained in the
menu, which can be accessed by
pressing the space bar.

| found some of the contents of
Cyrus' extensive menu to be par-
ticularly useful. Most notable of
these is the "hint' feature, brought
into action by the H key. During the
computer's move this can be used
to show the move which it is cur-
rently considering. During your

move Cyrus gives you a hint as to
what you might consider - though
this is not necessarily the best
move available.

When a game is aborted and a
new game started, an on-screen
message appears asking you to
confirm this decision, reducing the
risk of accidentally ending a game.
Pressing M during your move
allows you to swap sides = per-
forming the same action during
Cyrus’ move causes the computer
to execute its best move
immediately. If you do decide to
change sides, you may want to
invert the board. This is carried out
by pressing I. It is also possible to
play both sides yourself, or to
allow Cyrus the same privilege.

Pressing B retracts a move and
allows you to move again. This
operation can be carried out inany
situation, including Check and
Checkmate.

This version of Cyrus Il is unfor-
tunately lacking some of the fea-
tures available on other formats.
it's a pity that the Save/Load
option isn't included, as it is often
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KE IME?

As the Queen said to the Bishop

useful if a game carries on for a
particularly long time (this can
happen quite frequently on the
higher levels). Also missing is the
3D display option, and though this
is purely cosmetic it does add an
extra touch of realism - | for one
am sorry that it's gone.

If you are looking for a challeng-
ing and enjoyable chess program,
no matter what your ability, Cyrus
N will undoubtedly meet your
requirements.

Better still, Alligata software
have an interesting trade-in offer
far Cyrus Il. If you already own a
chess program, but are interested
in getting your hands on Cyrus /i,
simply send your old program with
a cheque or postal order for £6.95
to: Alligata Software Ltd, Orange
Street, Sheffield S1 4DW. They
will send you a brand new copy of
Cyrus Il (Don't forget to state cas-
sette or disk when placing your
order). If however, you are not
entirely satisfied with the perfor-
mance of Cyrus /I, Alligata will
refund your money and your old
program!
cCB

Cyrus Il shares most of the
strengths and weaknesses of its

Mastertronic, £1.99 cass

astertronic's addition to
the aver-increasing
range of computer
chess games comes in the form of
Master Chess, a multi-function
budget program.

The board is of the standard
two-dimensional variety, with the
ranks numbered one to eight, and
the files represented by letters a to
h. This alpha-numeric system of
co-ordinates is standard for both
black and white (Black's King
occupies e8, his Queen d8, and so
on). Moves are executed by enter-
ing the co-ordinates of the piece
which you intend to move, fol-
lowed by the co-ordinates of its
intended destination. For exam-
ple, at the beginning of a game d2
- d4 moves the White Queen's
pawn forward two squares,

The program contains sight
main functions, activated by pres-
sing the relevant numeric key.
BRETURN simply exits the menu
and returns to the current game
screen. The 'skill’ level of the com-
gutar opponent is altered via the

ET LEVEL option — the amount of
time (in seconds) that the com-

competitors. It has a good book of
openings, Including some fairly
obscure variations which will have
aven the expert racking his brains.
The middle-game is fairly strong,
but the program lacks an overall
sense of 'vision' - it often fails to
recognise the current focal point
of the game, and goes off on a
complete tangent. Like all chess
games, where Cyrus /l really falls
apart is the end game. if you ever
feel like beating a chess program,
just swap off everything in sight
and watch it struggle. This is
because in the end game, patterns
of pieces are more important than
analysing series of moves, which
is what the computer is program-
med to do. The lack of feel in the
middle game makes it a better
attacker than defender, but it will
rarely put together a dazzling mat-
ing combination = just win a pawn
here and a piece there and grind
you to death. Despite all this criti-
cism, Cyrus llis one of the fastest
and strongest chess programs |
have come across. it can often
produce an exciting, enjoyable
gamea, and you can always acci-
dentally pull the plug out if you're
losing — the computer equivalent
;u-fgpping the board over.

MASTER CHESS

puter is allowed to take in which to
consider its moves is adjustable.
The RE-ARRANGE feature allows
the placing of any piece on any
square — without restriction = and
works from a current game posi-

tion. SET-UP is similar to the previ-
ous function, this time working
from a blank board. REPLAY goes
back to the beginning of the game
and plays it through move by
move. The currant game position
can be saved onto tape for later
reloadi via the LOAD GAME
option. Selecting NEW GAME dis-
cards the current set-up and
Fatums to the start of game posi-
1on.

Other features include the facil-
ity to change the colour of the
board at the beginning of each
new game, and the option of play-
ing either black or white. The prog-
ram is also capable of carrying out
unusual moves such as en passant
and castiing. A nice feature is the
graphic display of pieces taken,
which appears at the side of the
board and can be viewed bu.‘rtaﬁ—
sing the space bar while Master
Chess deliberates.

Having listed the operations
which this program can
accomplish, the obvious question
is: how do they actually work in
practice? Unfortunately, the ans-
wer is ‘not very well'. The SET
LEVEL option sn't appear to
have any real effect, unless the
computer s allowed about ten
minutes per move — even then it
often makes seemingly rash
moves. There are also some basic
and unforgivable flaws, which
compl refute the manufac-
turer's claim that the program has
been put togeather with beginners
and improvers in mind. For
instance, the computer occasion-
ally makes stupid decisions which
would be surprising even from the
most inexperienced novice — this
was especially noticeable at the
lower levels, and includes such
errors as the sacrifice of the Queen
in order to gain a Pawn! On another
occasion the computer conceded
Checkmate when it had at least
two obvious avenues of escape —
very strange indeed.

An annoying aspect of the skill
level option is that the program
always takes exactly as long as it
is allowed — even for the simplest
and most obvious of moves. This
may be useful for setting your

MASTER CHESS muscles in on Lee's Queen. Note the

e j-

‘pleces taken' display to the right

Eﬂmmﬂnﬂng aa/120

watch by, but it is particularly
annoying when the computer
takes ten minutes or more to con-
sider its opening move!

In conclusion, | wonder what
value this (or indeed any) bud
chess program actually offers.
only useful function it could fulfil is
as a training program for young
beginners who could not afford a
more advanced and expensive
package. However, the many
faults which Master Chess incor-
porates tend to negate its suitabil-
ity even for this purpose. Not
recommended - even at the price.

CB

This piece of software is an exam-
ple of all that can go wrong with a
chess proﬁram. Mot only does it
play a dull, unimaginative, slow
and downright incompetent game
of chess, it also flagrantly violates
some of the rules of the game.
Even for the price it should be
avoided. This sort of thing could
really quench the enthusiasm of a
novice trying to get into the game,
and offers nothing for the expert.

LP
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1942 (Elite)

754,300 James Whitworth, Oidham, Lancs
165,800 Steve Lea, Guildford, Surray
126,600 Theo Alexander, Sidcup, Kent

ALLEYKAT !hl'llulun
6,052 500 J Bolton, Didbary, W Mids
2, 119,950 lain Reddick, Hl‘l'll.ﬁﬂ}", Fifa

5,118,550 Chris Rogerson, Chester-Le-
Streat, Co Durham

ANTIRIAD

compsetan
6:03 Mins lan Church, North Shisdds, Tyne and
T:45 mins Ged Keaveney, Huddersfiald_ W
Yioeks

8:00 mins Stephen Blidgean, Wythenshawea,
Manchester

ACE (Cascads)
£3,380 M Horsay, Waltham . et
26,880 John Doyle, Kilmamoch, Ayrshire
25,300 James Duffy, Cheylesmore, Coventry

AVENGER (Gremiin )
100% Karm Bovall, London SW17
55% Adrian Swindon, Wilts
43% Matthew Brown, Swindon, Wilts

BOME JACK (Elite)
EEM.IHJDWHWH Winter, Lawrance Weston,

1,384,130 Casey Gallagher, Reading, Berks
1,248,000 Hatti J.muiirﬂ}ulu 14, Finland

BREAKTHRU Giold)

111,900 Gary Rice. Colchester, Essax
83,060 Petor Shislds, Brighton
154,500 Martin Watsan, Hull, Humbs

CAULDRON Il {Palace)

1,508,550 CIiff Nobresa, St Helier, Jersey
153,750 John Reynolds, Duxford,

132,400 Shaun Russell, Shildon, Co Durham

CRYSTAL CASTLES (US Gold)

B77 982 Jullan Rignall, ZZAP| Towars
648,200 Nigal Leather, Northwich, Chashire
551,978 Dane Claridge, Kingswood, W Mids

DAAGON'S LAIR

32,740 Martin Coyle, Chfton, Notts
32,520 Neil Edge, London SE2
28,857 Gary Turmer, Swidon, Wiltshire

DAN DARE [Virgin)

7,423 Sankar Sahdevan, London E12

T.287 Shaun Alcock, T . Manchaster
6.971 Russal Flaherty, Liverpool L14

EMCOUNTER
1,688,000 Anon, Crawe, Cheshirs
1,488,900 Kennath Shewry, Cramilington, N

1,135,500 Staphen Bidgeon, hanshawe,
Mnn-:hamermh b

FIRELORD (Howson)
116,805 Damian Ward, Harrogate, W Yorks
17,885 Andrew Westam, London SW11

FLOYD THE DROID (Ariolasoft)

7870 Matthaew Williama, Yeowll, Somarsat
6,040 Sam Shields, Caml , Kant
4,920 M J Lenton, Burton-on-Trant, Statfs

FIST Hmﬁmﬂu G ITET
1,220, Stevan Guifoyle, Oldhom

602,800 Andrew Gosling, Lon . Lancs
506,800 Al Karswell, Gull . Burmey
FIST Il TOURMAMENT Housa)

5,096,000 Kevin Lannard, 51 Haelier, Sark
4,000,600 Warren Masterson, 5t Petertury,
3,786,400 P Arkwright, Great Harwood, Lancs

GAUNTLET Gobd)

MERLIM 'I'I-E“h‘l’:i."ﬁHD

ﬁﬂm Ged Keavenay, Hudderafishd, W
1,143 437 Alistair Mchally, Prastwick
416,028 Richard Tatterton, Hodgate, Yark
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QUESTOR THE ELF
1,333,708 Steven Matthows, Portsmouth,

Harits
1,086,078 Wilkem Best, Frooms, Somersal
436,945 Martin Lear, Huddarsfield, W Yorks

THOR THE WARRIOR

1,742,772 K Fairbrother, Stapleford, Motis
540,723 Graemea Smith, Littke Sioke, Bristol
304 503 Ronnee White, Hadow, Essax

THYRA THE VALKYRIE

725,322 Cario lanco, 51 Albans, Herls
384,560 C Cainsell, Southamplon, Hants
236,894 M Caswall, Abargavenny

GRIBBLY'S DAY OUT [Hewson)
64,873 Ryan Kedly, Glasgow

2,899 Poter Evans, Cardigan, Dyfed
15,7249 Tim Vaal, Portishead, Bristol

GREEN BERET gnugh-].

1,301,850 Mark Cunningham, Newtown
Abbay, Co Antrim

1,058,870 Martin/Jon Black, Shaffedd
755,800 John White, Whitatiald, Manchester

GHOSTS AND GOBLINS [Elfte]

242,000 Stuart Galloway, Yardiey Wood,
Bamingham

2049, Gawvin Fraser, Cradishall, invarmess
200,000 Ryan Kelly, Glasgow

HERCULES {Alpha

755,500 Robert Hmull,gﬂﬂ G!a?mh-
560,910 G Beddows, Rugeley, Staffs
511,080 Scott Carstairs, Paisley, Renfrew-

INTERNATIONAL KARATE [Systam J)
F36,750 Paler Hunl, Hook, Harts

320,950 Ryan . G-l&?:rw
310,000 Androw Hardy, Morth Shislds, Tyne
and VWear

IRIDIS ALPHA |Llamasolt)

184, 260 Jon Wood, Edgewars, Midds
141,050 C Gorham, Brainires, Esgax
138,200 Michasl Pinder, Blackburn, Lancs

JACK THE NIPPER {Gremiin Graphics)
100% Cheis White, Matiock, Dartyshire
100%: Mark Corrigan, Burniey, Lancs
84% Marc Hodge, Selby, N Yorks

i g
1489, 800 David Mintan, Ergtyul'
125,240 Danid Burton, Stoke-on-Trent, Stafts

KUNG FU MASTER (US Gold)
4,385,980 Stephan Pennel, Fordingbridge,

3,802,983 Andrew Dallyn, B i, Devon
1,519,446 Henry Gibney, mm?

on)
134,960 Stephen Mason, Stevenage, Harts
128,780 Mark Tortolang, sllﬁm% land
98,430 Colin Burroughs, Ipswich, Suffolk

KNIGHT GAMES [English Software)
TOTAL:

66,345 Simon Wilcox, Ipswich, Suffolk
B5, 700 Piatar Caolling, Colchesier, Essax
B5.510 Alex Cassidy, Kirkintiloch

LEADER BOARD [US Gold)

NOVICE

-25 Paul Barmatt, F , Aberdarnshing
=24 Victor Gordon, Go Armagh, M Ireland

-24 Mick Gray, Downhesd Park, Miton
Heynes

AMATEUR

-23 Paul Alkan, Absrdesn

-22 Dick Todd, London SW11

-22 Travor Lacay, Blaenpiwyl, Dyled

PROFESSIONAL

=24 Paul Altan, Aberdasn

-21 Tom McHees, Dingwall, Ross-shirs
-18 A J Lowery, Ch . Lancs

LAW OF THE WEST (US Gald)

8,650 Svein Kierstad, 6017 Asetranda, Mor-
way

7.837 Lea Smith, Billingham, Clevaland

7 456 Geaame Dutch, Tillvdromes, Abardean

LIGHTFORCE [FTL)

271,000 Julian Rignall, ZZAP| Towars
205,700 Robaert Hamphill, Port Glasgow,
Barfrawshira

192,900 Alan Brown, Brighton, W Simseax

MONTEZUMA'S REVENGE (Databyts)
363,650 Jennifer Yates, Bolton, Lancy
183,250 Deborah Yates, Bolon, Lancs

Immnu ¥: THE SBECOMND CITY
ovagen)

1,985, 000cr Mary Maclackian, Aukland &,
Mew faaland

523,981 cr Raymond Catakn, Puislip, Middx

' 523,881 cr lan Aobinson, London N17

MISSIOM AD [Ddin

40320 Mark Cralt, Bearwood, Boumamouth
48,670 David Barker, Faltiam, Middx
28,555 Al Kerswell, Guildford, Surmay

NOMAD [Ocean)

175.745 M J Lanton, Burign-on-Trent, Stafts
4,065 Paul Want, Harr e, N Yorks

3,885 Paul Tudor, Stourbridge, Pedmaors

FAPERBOY (Elite)

103,700 David Barker, Badiont, Middx
94,800 Richard Justo, Liftlerampion, W Sus-
BN

71,300 Chris Maolean, Helsby, Cheshire

PANTHER (Mastertronic)
J00.840 Steve Loa, Guildford,
51,200 Paul Morgan, Hitchin, Herts
28,700 Roger Martin, London W1

PARADROID (Hewson)

364 290 Shazad igbal, Bury, Lancs
206,435 Jaramy Foy, Tring, Herts
274,715 Jessamine Cottage, Whitchurch,
Shropshire

PIMG PONG (Imagine)

62,200 Grasme Dutch, Tikydrons, Aberdeen
57 040 Biarrie Hallot, Lawrsnca Waston, Bils-
1ol

51,300 Anoosh Lachin, London Wi3

PHANTOMS OF THE ASTEROID
(Mastartronic)
561,412 M A Grist, , Barks

34 054 Stave Lee, Gulldiord, Surray
286,084 Chrig Napier, Long Marston, Herts

PARALLAX

106,850 All Kerswall, Gulldford, Sumey
78,400 Adam Pracy, Newion Flotman, Nor-
wich

56,480 J Macmamus, Barmstapla, Devon

ROCHK 'N° WRESTLE H
/655,200 Alan Smith, Glenrodhars, Fife
841,300 Grasma Dutch, Tilydronae, Abardesn
B4Z 480 Jamie Ford, Southampion

7.871,800 Gavin Burnett, Westhill, Invermess
7,142,600 Turnar, Swindon, Wiltshire

6,908,600 lan Church, North Shislcs, Tyna
aid Whadr

RAGING BEAST (Firebird)

131,906 Mark Gunningham, Newiown Abbay,
CO Antrim

104,374 Paul Ellis, Barmeshyurst, Hani

67,092 Matthew Minshull, Graat Barr, Birm-
ingham

SANXIOM [Thalamus)

278,620 Shaun Willlamson, South Wirral

%‘3215&!] Steven Malpass, Blurton, Stoke-an-
rant

FEE,DBEI Keith Scaott, Jadburgh, Roxburgh-

Shrg

SUPER CYCLE (Epyw/US Gold)

256,200 Julian Rignall, ZZAP Towers

247 360 Anthany Hulme, London W8

242 240 Paul Campball, Bangor, Go Down

SCARABAEUS [Ariolasoft)

277,824 Robart Berry, Flaetwood, Lancs
273,744 Douglas Clark, Carstairs Junction,
Lanark

256,128 Luis Troyano, Stockpon, Gheshire

SKY RUMMNER

2568, 700 John , Kilmamoch, Ayrshina

$180.600 Martin Dobson, London E12

E"'FEE-EM Pater Hulme, Bishop's Siorthord,
ars

STREET SURFER (Bubbile Bus)
15,728 lan Morse, Badfont, Meddx
12,800 Nick Holding, Stevenage, Harts

SABOTEUR (Duredl)

£B61, 700 Gareth Mitchell, Mirfisld, W Yorks
£30%5,000 Gad and Jim, Huddarsfiald, W ¥orks:
£208.200 Adrian king, Swindon, Wilts

STARQUAKE Bus)

287 TE3 | Frowd, Godatming, &

287 140 Ove Knudseu, 5033 F:thadaLu.
Morway

E.Eﬁ? Per Kjellander, Stenungsund, Swea-

2,768,870 Careflon Shaw, London, N10
4 584,710 Martin Dafton, Rochester, Kant
4,583,910 lan George, Cambridge

SILENT SERVICE (US Gold

(TOMS SLINK)

151,100 James Sampson, London SWE
150,250 Jonathan Page, Horsham, W Sussex
146 250 Duncen Burks, ﬂEI.I‘-'EI'I'H'r. Lisixcls

SPLIT PERSOMALITIES [Domark)

BB 400 Mrs L , London E16
505,100 Michaal . Wantoning, Beds
404,700 Rob Brown, Portobello, Ednburgh

SPACE HARRIER (Efita)
1,677 800 Mark Stanford, Yatton, Brisiol
312,800 Steve Bioor, Nunsalon, Warks
281,300 Michasl Hodge, Pimiico, London

SHOOL DAZE

70,480 Gamry Enﬁmw Dershingharn, Norfolk
38,590 Graham Jones, Wastbury, Somarst
TERAA CRESTA

371,800 Boberd m Glasgow,
Henfrewshine

285,500 Andrew Braybrook, Witham, Essax
203.000 Damian Ward, Harmogate, W Yorks
THRUST

1,103,800 Ario mhm_sw:m
1,028 450 Mark Payne, Hookday, Essex
715,400 Ssan Barfropp, Hockley, Essex
TAU CETI (CRL)

21,0565 Andrew Tarski, Dursiey, Glos

@wﬂﬁ Fiobarl Elliol, Middiesbrough, Gleve-

20,440 Shaun Fussall, Shildon, Go Durkam

481900 Lawry Sir, Liverpool L23

429,510 Colin Bayna, Glenrpihes, Fife
A28 500 Robsar i, Middiesborough,
Claveland

TRAILBLAZER (Gremlin Graphics)
725,500 Saan ’ . Shr
s Ryder Grm?'f ophire
705,530 Jon , Enfield, Middx
UCHI MATA

324,235 Mark Sexton, W Sussax

R i
LRIDILIM

22,808,385 CN, 5P, MD, JK, Marston Green,
3,820,020 David Horsburgh, Uddington, Glas-
mﬂ.ﬂﬂﬁ Andrew Mackay, Liverpool 18

v
e
21,100 John Doyle, Kiimarnoch, Ayrshire

wummm

3,172,268 Peter Hunt, Hook, Hants

1,701,568 Jake E, Hill Top, Wes! Brom
Marwich

1,484,200 Michasl Shanks, , Nortoik
270,7

' g, Hamts
153,968 Steve Lea, Guickdford,

XEVIOUS (US Goild)

66,710 Gavin Burmatt, Westhill, Invermess:
55,500 Gary Pann, ZZAP Towers

41,420 Tony Holland, Lsncester

YIE AR KUNG FU
1ﬂ.m,m5mﬂm=ihmwmr.m
308,213,350 Stef Hendrie, &

e i a, Bishopaton,

I
92 432 400 Fiaz Aeshamwala, London MW

Z (Rhino)

B7 1,450 Jaks E, Hill Top, Wesi Brom

356 600 K Fairbrother, Sta , Nofe
232,000 Anand Aggorwal, Rushden, North-
ants
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FROM

SINGE’'S
CASTLE

DRAGON'S LAIR PART I

Software Projects, £9.95 cass,

£14.95 disk, joystick only

O h dear. Surrmhﬂilrt_ 80 ...
up and f to slap down
half of the Lair lfreview in
the last issue. Tut tut. Slap, slap,

s-lappity slap. There's not much

THRONE ROOM

This screen is very similar to its
arcade counterpart with large

96 ZZAP!64 March 1987

point in re-printing the whole
review, so to make amends here
are the four missing sections . . .

Tiﬂ-uﬂmm_thns{assaanlaﬂt

knight has to successfully
negotiate... or die in the
attempt. Hazards include a giant
firey hand, and balls of electric fire
which have to be dodged or

destroyed if Dirk is to progress.

MAGICAL FLYING HORSE

With the sword and magic in
his grasp, Dirk decides to hllmntu
hasty retreat on a magical flyin

horse. Unfortunately the mﬂg
mentally deficient and runs blindly
at high speed down an ancient cor-

MYSTIC MOSAIC

Dirk has to make his way across a
keap'dm ﬂmﬁﬁﬂidﬂﬁ?;
., exposing

bottomless pit . There is a
safe path across the screen which
has to be found, but the problem is
that one move results in the
heroic knight plummeting into the

to make matters
giant bat -

worse, there is a
ing low over the floor which has to
be killed by sword — otherwise it
attacks, forcing Dirk into the pit.

ridor filled with obstacles. Left and
right movements of the joystick are
used to the horse and rider
around hazards — hit one and
the hero becomes a mixture of tin
and flesh.

PRESENTATION 97%
Brilliant cassette muiti-loading
sygstem and superb in-game pre-
santation. '
GRAPHICS 92%

Vary from very good to excellent,
depending on the screan,

SOUND 97%

The nine ditferent tunes and jing-
les add a fabulous atmosphere
1o the action,

Hﬂﬂml LITY 92%
Instant playability with a perfect
'-‘hﬂlunjﬁeuemeﬁn'ﬁustmnmm
-a sense of achievernent.

LASTABILITY 88%
Eight tough but addictive
scenarios to solve.

VALUE 90%

Lots of quality game for your
money:

OVERALL 90%

An excellent arcade conversion
consisting of eight varied and
addictive mini-games.




PLAY HUNT THE DRAGON

Over there on the left is the rest of
the review of Dragm's Lair Il -
Escape from Singe's Castle.

Software Projects went to all the

trouble of puttinﬁ_:i levels in
their game, and iky Haired
Ones played it and played it until
they had taken Dirk the Daring
through all eight levels. Then they
wrote the review, pausing only for
refreshment breaks.
Poor old Dirk unlaendﬂrd up with
a four-leval quest. Or so it seemed
from the review last month —an Art
Minion slipped with the scalpel
and truncated Dirk’'s adventure. To
make amends, this salfsame min-
ion has created a septet of dra-
s for Dirk to do battle with this
ssue, but only one of them is the
real foe.
There are three pairs of twins,
dragon duos that have been
created by magic to confuse our

20 COPIES OF
DRAGON’S LAIR Il
w7 TO BE WON

hero. Only one dragon is truly
unique, and he's the one that has
to be killed. Which Is where you
- 10 come In.
e - Study the seven dragons on this
3 A page and match up the twins. Ring
round the unigue scaly monster,
complete the coupon and whizz
our in to DRAGON BASH-
| Towers, PO Box 10,
Ludiow, Shropshire SY8 1DB
making sure your entry arrives by
March 12th

The first four correct answers
drawn from the pile of entries will
eam the senders a copy of the
game, 's Lair Il (containing
all eight ) and a framed
Cromalin colour picture, taken
from the laser disk version of Dra-
gon's Lair. No less than 50 run-
ners-up are set to collect a copy of

/ the game.
== - - g " L 1"-_ . | T, i - # . * . s o ,-..r_
R T T e o .-‘\" "'I-I"'-‘“:\hh_.,__;‘\i & H'F’rl".' - S ht AL s KJJ : :
GE£0 0 0 0000000000 OO OPOPOOPOPOPONOOOEOOOEPOSOOOPRS PSS

SPOT THE REAL DRAGON

(PETRLES RN R TRIRN PR RIPRLE PR TR PRIRTEN RO RTRTPRTRIRY R PHTRITRTRT RATRIRTPRTRY LR TR TR

........... POBY GORNE | ivsiscvisisibisiarsibossipiseiiisssssistossasiisssns
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You’ll need your life-jacket for this
% battle against the elements!

Based on the world-famous Americas Cup Race, Sailing gives you hours
of thrills (and hopefully no spills) on the ocean wave.

First, you design your own yacht — choosing the specifications you think
will win the day.

A Then it's tactics all the way as the battle commences.

Choose the nation you want to represent, then challenge the yachts two
%" places above you in the table. With them out of the way, you're ready to
| A\ beat the next ones and the next, until you're the winner.

Out there on the ocean you'll need all your skills as a seaman to steer
your yacht around the buoys on the course, and to put up and take down
the spinnaker (winding the joystick).

Don't forget to watch out for the weather. Just one gust of wind can blow
your chances of winning.

And remember. Only the strongest can survive the course and beat
fifteen other nations in one of the greatest ocean races of all time,

ACTIVISION

[ENTERTAINMENT SOFTWA

Available on Commodore §4/128 cassette (£9.99) and disk (£14.99)
Soon to be available on Amstrad CPC cassette (£9.99) and disk (£14.99) and Speetrum 48K/128K/ 4 (£7.99)
= Mail Order: Activision (UK) Ltd., 23 Pond Street, London NW3 2PN
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PNEUMATIC HAMMERS

Andromeda/Firebird, £1.99 cass, joystick only

n the world of international

trouble-shooting, improvisation

is the key. For instance, did you
know that Red Adair once dealt
with a major rig blow-out by using
his secretary’s hairpin? They don't
make them like that anymore!

In Pneumatic Hammers, YOU
are the trouble-shooter. The han-
die of a pile-driving machine at a
research base has sheered off,
thus rendering the machine
uncontrollable. The continuous
hammering is starting to crumble

The research base consists of
five rooms connected by a lift. The
building is in the middle of a stream
running down the canyon, with
piles being driven into the river-
bed on either side. The canyon
walls slope gradually upwards
from the river, with rubble from the
landslides piling up at the river's
edge.

To get to the mineral-rich rub-
ble, you have to hop across the
river using the piles as stepping
stones. There is the ever-prasant

the wall of the canyon where the
base is situated — minor rockslides
have started, and the pile-driver is
going to bury itself if something
isn’t done soon. The only solution
is to collect the gold scattered
around the canyon, and melt it
down to form a new handle.

danger of being crushed by the
plle-drivers while making this
crossing, but this isn't as bad as it
sounds — your hard hat protects
offers protection, and you merely
lose balance and fall into the river.
When you reach your destina-
tion, the screen switches from a

side-on view of the base to an
overhead view of a pile of rubble.
A signal sounds as your metal
detector sweeps across the
debns, and when gold is detected,
the signal increases in pitch, After
pin-pointing the nugget, the metal
detector is put down and a hand
appears, ready to take the pre-
clous mineral,

Occasionally alandslide occurs,
burying any objects in its patch -
including the metal detector if it is
not safely in your grasp. Fortu-
nately, you are indestructible, so a
landslide never buries you.

When enough gold has been
collected, it's time to hop back to
the base and weigh the nuggets to
determine their purity — only
nuggets weighing 10, 20, 50 or
100g are acceptable. Once you
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have enough nuggets, you can
mett them in the furnace.

An options screen allows you to
determine the weight of the handle
— and thus the duration of the
game, as more ﬁprd IS required to
make a heavier handle. The length
of time between landslides, and
the frequency of the pile-drivers
can also be defined.

PRESENTATION 68%

Adequate instructions, and good
in-game presentati

GRAPHICS 67%
Pleasant t:l.-'h:il-:.-:ilc-;:l 5 marred by
crude sprites

SOUND 49%

Suitable spot effects.

HOOKABILITY 57%

Difficult to get to grips with due
to its onginality,

LASTABILITY 61%

Perseverance will probably be
rewarded.

VALUE 69%

An acceptable quota of fun for
your two quid.

OVERALL 58%

An original and mildly entertain-
ing piece of budget software

ZZAP!64March1987 99



AGENT ORANGE

Quicksilva, £9.95 cass, joystick or keys

race of allens are moving

Afrnm planet to planet, plan-
ting a strange weed that
chokes the populace. Eight plan-
ets have been affected so far, and
the only thing capable of stopping
them is your squadron of five
fighters and their cargo of defoliant
- Agent Orange.

A mothership is used to take the
squadron from one planet to the
next, and as soon as it arrives the
alien plants begin to grow.
Launching a fighter, you have to
fight off the alien fighters which
guard the deadly crop, then try to
plant and harvest your own safe
crops whilst buming down the
enemy weeds.

The action is viewed from
above, and scrolls horizontally.
Pressing the fire button releases a
trail of plants which begin to grow
as soon as they hit the ground.
When an alien ship is destroyed, a
seed pod is left behind which can
be picked up and used to boost
the fighter's seed supply.
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The crops are collected by mov-
ing over them - however, the
fighter can only hold a limited har-
vest, and exceeding this load
causes it to crash.
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There are two types of weed:
alien and indigenous. The former
can be bumt, but the indigenous
weed is more difficult to destroy
and eventually chokes everything.
When this happens, you have no
option but to return to the mother
ship and leave for home, although
the mother ship cannot take off
with more than 500 units of cargo
on board.

The cargo is off-loaded at your
home planet, and money is

A
i

5 1 |
Ll L -
L.:-lhhl-:l | 1

o - R Ry |

companieskeep

them
There's no disguising them,

!
ia

lacks all the essential ele-
ments of an exciting shoot 'em
up, and the whole thing gets
Whmmﬂmm
it... well, could have
thﬁtrnﬂm#‘!:lunﬂnﬂhtln
same price.

automatically added to your total,
allowing you to buy a new, more
powerful ship. Each time this is
done, the price of the ships goes
up, but their shields become more

PRESENTATION 76%
sufficient instructions and a
load/save facility, but the prog-
ram lacks polish and options.
GRAPHICS 41%

Bland sprites and unimaginative
backdrops which lack colour
SOUND 36%

Dire title tune, and equally poor
spot effects

HOOKABILITY 46°%

Easy enough to get into, but

thare's not much to stimulate

LASTABILITY 31%

Eight repetitive levels combined
with simphistic shoot 'em up
action,

VALUE 29%
Expensive for such an unprofes
sional and lack-lustre product.

OVERALL 37%

A bland shoot "em up which
lacks exciternent, depth and
playability




Code Masters, £1.99 cass

he Krion are out in force,
eager to destroy anything
human that gets in the way —
which means you, in the seat of
your fighter. A mother ship, and
safety, is 100 vertically scrolling
scrolling screens away, and
involves traversing a tortuous
landscape and destroying attack-
ing aliens.

@ landscape is composed of
squaraes, mostly solid walls which
form mazes and corridors — some
leading to safety, and others to
dead ends. Hitting a wall destroys
your fighter, which means it has to
take off again from the nearest
launch pad. Another hazard is the
time shift square, which plonks

u back at the beginning of the
irst screen.
Points are scored by passing
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over bonus squares, and shooting
the alien droids which drift across

desiroyed by first passing over a

square which ﬁgr&s the ship invin-
cibility, and then smashing into

TERRA COGNITA

them. However, smashing into
walls still results in death.
Squares labelled ‘plus’ and
‘minus’ temporarily affect the
speed of the craft. The minus
squares are vital, as the ship's
speed must decrease for it 1o be
able to negotiate some of the more
difficult maze sections.
squares provide extra
lives and fuel = which is used up
very rapidly, so virtually every fuel
square must be taken to survive.
When the ship moves into a new

£

o |
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—

section, the ‘clear’ squares
change in style — passing 100 of
these, and you're home and dry.

PRESENTATION 71%

Average, with a bog-standard
title screen and in-game presen
tation

GRAPHICS 49%
Repetitive, bland and occasion
ally messy backdrops, and sim-
ple sprites
SOUND 62%
Adequate tunes and spot FX.
HOOKABILITY 45%

asy enough to get into, mainly

e it's all been seen

before

LASTABILITY 38%

which is why it proves so

dull.

VALUE 48%

much more

OVERALL 39%

Dilutes the vertically scrolling
ghoot 'em up theme to almost
lasteless proportions
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Argus Press
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Victory House,
Leicester Place,
London, WC2H TNB.
Telephone 01-439 0666
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GRANGE
HILL -

THE GAME

Available for Spectrum,
Commodore 64

and Amstrad: £9.95

Grange Hill © Phil Redmond Enterprises Ltd.




— — o

TERROR OF THE DEEP

Mirrorsoft, £9.95 cass, £14.95 disk, joystick only

omething strange is happen-
Sing in the depths of Loch
Ness — and it's nothing to do
with Nessy. The loch has become
infested with potentially danger-
ous alien creatures —and you have
been chosen to eradicate the
source of this alien threat. So, in
the comfort of an ageing diving
bell, you are lowered to the lake's
bed and your mission begins .
The screen displays a view out
of the diving bell = beneath this is
a series of switches used to con-
trol the craft, adjusting its speed
and direction. Moving the joystick
left or right causes a hand to move
across the controls, which are
activated by pushing the joystick
up or down.

go into maintaining ‘life sup-

port systems’ to stay alive. The
intricately

uy-dmlaﬂthurnmulltﬂﬂ
:ﬂm plot — but there isn't
enough variety to sustain the
initial interest.

Attached to the top of the craft
is a spotlight, used to illuminate
your surroundings, and oxygen is
circulated via a hand-pump.
Energy is in short supply, 80 every

50 often you have to turn a wheel
(situated at the bottom right of the
leval
— at the expense of a loss of fuel. A

screen) to boosts your ener
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limited supply of spears is also
kept on board, along with two
bombs — the fire button is used to
launch ether weaapon.

Amongst the harmless fish
swimming around are aggressive
aliens, which must be eradicated.
The spears can be used to destroy
these aliens, and more impor-
tantly, stop them clngmg to the
edge of the diving bell. Electrifying
the hull disposes of any aliens that
make it through your defences.

When your supply of spears is

: some
similarities to The
Eidolon = mainly
because of the Victorian
design of the control panel.
Sadly, this doesn't have the
atm or playability of
Im's classic game, and
after exploring the depths of
Loch Ness for a couple of
hours, | lost interest. The
attention to detall is com-
mendable, but Terror of the
Deep doesn't offer enough
depth (groan) to warrant the
price tag.

~

exhausted, or energy is low, you
can call up to the supply ship for
maore su&plles by using the klaxon
- two Dblasts for fuel, one for
ammunition. Supplies are sent
down to the bell’s current location,
which means you have to stay put.
However, a stationary craft
attracts the attention of a ghastly
creature which tries to attach itself
to the bell. It can be detached with
an electric shock, but if it is left

there too
destroyed.
Following the fish leads you to
the source of the alien power -
which is where your two bombs
come in handy. If things get too
hot to handie though, you can
always resurface and replenish
supplies, before descending once
more into the dark depths . . .

long your craft is

PRESENTATION 81%

MNeat control system and
adequate documentation

GRAPHICS 65%

Detailed instrument panel, but
the sprites are quite crude.

SOUND 33%
Ghastly title tune and weak spot
28

HOOKABILITY 71%

A bit overwhelming at first, but
angrossing enough to be addic-
tive.

LASTABILITY 51%
Atmospheric, but lacking variety.

VALUE 53%

Plenty of depth, but not enough
game.

OVERALL 60%

A potentially exciting concept
which fails to make the ¢ grade.
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omahawk is a flight
simulator which puts the
player in command of an
AH-64A APACHE advanced
attack helicopter — claimed by tha
US Army to be the most deadly
helicopter gunship in the world.
The title screen boasts a com-
[:)rehensiue list of options, includ-
ng four skill levels ranging from
trainee to ace. The helicopter may
be flown during day or night, with
the cockpit view changing to infra-

a Clear or Cloudy option. Cross-
winds and turbulence can be
added, to make the handling of the
helicopter trickier.

There are four missions of vary-
ing difficuity to be completed. The
first is a training mission which
gives the pilot the opportunity to

TOMAHAWK

Digital Integration, £9.95 cass, £14.95 disk, joystick with keys

i =

become familiar with the handling
of the chopper, as well as teaching
him or her to distinguish between
allied and enemy tanks and guns.
The other three s put the pilot
in battle situations, ranging from a
small attack force to a complete
invasion.

Occupying the bottom third of

the screen is an instrument panel,

TFYNTETTT I T IO T o%

e B

covered with all the gauges and
dials needed to keep the chopper
agirbome. The most important

function, the ‘collective’ gauge, is
displayed at the left of the panel.
This is used to adjust the angle of

104 ZZAP!64 March 1987

y

4

the rotor blades, thus increasing
the amount of lift. Torque gauges
lie to its right, indicating the
amount of stress put on the engine

the current collective. An audi-
ble warning sounds when the tor-
que reacheas a dangerous level.

The thrust level is shown as a
dial, and above it is a fuel gauge.
Speed, altitude, vertical speed in
feet per second, time to objective,
and distance from objective are all
show numerically on a computer
VDU on the right.

Combat armaments include a
target identification read-out,
which identifies a target before it
becomes fully visible, and a dop-
pler navigation system, which
allows the player to navigate and
find targets. There are three differ-
ent weapon types to become
familiar with. The Chain Gun, Non-
Guided Missiles and Hellfire
Guided Missiles.

PRESENTATION 92%
Informative and easy to read
instructions, and a series aof
comprahensive options.

GRAPHICS 71%

Fairly slow and occasionally
unciear vector graphics give
some imprassion of flight.

SOUND 56%

Suitable spot FX, although
they re rather quiet.

HOOKABILITY 72%

Lots to read before play, but it's
relatively straightforward

LASTABILITY 73%

our 5 £ SS10NS presaemnt
Four similar missions present
plenty of challenge.

VALUE 70%

Considerably cheaper than the
Y
real thing!

OVERALL 74%

Adequate fodder for simulation
freaks.
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TIGER MISSION

Kele Line, £9.95 cass, £14.95 disk, joystick only

iger Mission puts you at the
controls of the latest in
chopper technology. The
objective is to negotiate four verti-
cally scrolling levels to reach and
destroy an enemy base, which is
situated on two aircraft carriers on
the final screen.

The helicopter is initially armed

bomb - the former is activated by
pressing the fire button, while the
latter is released via the space bar.
The first level consists of a forest
landscape, and features spinning
mirrors, tanks, gun emplace-
ments, ground-to-air missile laun-
chers, and harmless ground instal-
lations — all of which must be
destroyed or avoided.

Extra equipment can be picked
up along the way, including more
powerful missiles, turbo speed,
and extra bombs. These additions
are hidden under red cross boxes
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which are dotted around the land-
scape. Shooting a box reveals the
equipment higden undemeath,
which is then automatically
'‘bolted-on’ to the helicopter's
fuselage. Howeaver, some boxes
have booby-trapped, and
destroying one of these removes
all of your helicopter's extra equip-
ment.

A bonus is displayed at the bot-
tom screen, increasing as you pro-
gress — reaching the end of a level
earns you the total bonus, which is
then added to your score.

. = M

Mt et
- =

L b g S '

I Ve T A s i

g7 M

-

'ﬁa-c-’ﬁf;ﬁ .,-"k: =

i %h"_ ,,‘::":.-:“""*_.
L :ﬂ.?-"’*:i.

: -r‘ r_._.
4 a;".,: ﬂﬂi .,

L1y
g

=i

13

GRAPHICS 80%

Very good, although a little bland

COIour=wise

SOUND 68°%

T:".l:' S0ouUndirack 1s Qood |::||_J:_
doesn't really sunt the action

HOOKABILITY 69%

Straightforward, simple and

tairly compelling.

LASTABILITY 49%
Only four limited levels to com-
pleta

VALUE 42%
Pricey when compared to games

o a similar |1k

OVERALL 51%

Awell-presented, but fairly tame

shoot "em up.
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arth has been invaded by an
evil alien force known as the
Aanthidian, who are sys-
tematically moving from country to
country, wiping out armies, cities
and whole populations. However,
they haven't yet destroyed four
prototype Raider craft — the only
things capable of beating them

i
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RAID 2000

Mirrorsoft, £9.95 cass, £12.95 disk, joystick only

back. The main problem is finding
a pilot brave and skilled enough to
compilete this task. You're wel-
come to have a crack . .. but do
you fit the bill?

At the start of the mission the
screen displays a map of Earth,
splitinto 32 sections. In the bottom
left hand area of the map there are
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four icons, representing the Raid-
ers. Only one craft can be moved
at a time, with the function keys
switching control. Areas occupied
by the aliens are shown in purple,
and those under human command
are green.

A text read-out at the bottom of
the screen gives detalls of each
area, and indicates whether there
is an active alien reactor plant pre-
sent. These reactors generate
alien craft, which have to be
destroyed before the remaining
aliens can be picked off at leisure.

The Raiders travel from area to
area, destroying reactors and the
occupying aliens. To visit a trouble
spot, the player moves a ship to
the desired section on the map
and presses the fire button. The
screen then changes to display a
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# rather
repatitive. -v;?
umhnh-nmﬁyumnﬂhd
The and sound are
fair, | don't think there's
eno action involved to war-
rant ten quid price tag.

scrolling aerial view of the land-
scape, with the ship in the centre,
Your primary target is the reactor—
a flashing building hidden some-
where in the landscape. After this
has been destroyed, the remaining
aliens can be eliminated, allowing
you 1o return to the map screen,
Should the aliens spread too
fast, a thermonuclear device can
be dropped on an occupied zone.
Each Raider carries one of these
bombs, which is capable of wiping
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out everything in the target area.

Having been driven from Earth,
the aliens regroup and attack
again, and a new complement of
Raiders is given. The mission ends
when all four Raider craft are lost,
or the aliens take over the Raider's
base.

PRESENTATION 85%

Good instructions, and polished
INn-game prasentation

GRAPHICS 67%

Good bas-relief backdrops and
competent Spries

SOUND 52%

Reasonable title tune and suita-
ble spot effects.

HOOKABILITY 61%

Deceptively easy to get into,
although completing the task is
pretty difficult

LASTABILITY 50%

Becomes repetitive after a short
while — there's not much vari-
ation in the gameplay and
graphics.

VALUE 47°%

Mot enough variety or innovative
action o warrant the expensive
price tag.

OVERALL 56%

A fairly poor Time Prilot 84 clone
with an attractive front and.




STAR SOLDIER

Quicksilva, £8.95 cass, joystick only

tar Soldier - that's your job
description. It sounds
glamorous, but in reality
you're a bounty hunter, selling
your services to the highest bid-
der. You're usually hired to wipe
out unwanted criminals and
dangerous organisations. The job
involves travelling from planet to
planet and taking on armies of vil-
lains single-handedly. It's a tough
life, but a profitable one if the mis-
sions undertaken are completed
successfully.

Mission control consists of a
split-screen computer — the upper
half is a star map and the lower half
a display panel which features a
series of icons, along with your
cash total and present status.
Using the icons you can load up
your utility belt (used to carry
equipment into battle) with up to
twenty-nine weapons: grenades,
smart bombs, explosives, extra
energy and escape units are avail-

ters are basic, but
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able in limited quantities. All have
a price, and money is deducted
from your total as each item Is
bought.

Everything that a Star Soldier
does costs money — even promo-
tions can be bought and sold!
Changing rank can make sound
economic sense however, as jobs
pay more for those in higher posi-
tions.

When the equipping routine is
complete, the status panel can be
changed 1o show a computer VDU
with four labelled icons above it:
Jobs, Exam, Move and Go. Select-
ing MOVE accesses a cursorin the
centre of the upper screen and the
map can be scrolled around it.
Pressing the fire button selects
whichever star or planet is in the
proximity of the cursor, with a text
read-out on the VDU giving details
of the type of jobs available there.

Selecting the JOBS icon reveals
the difficulty and objective of the
mission in question — and the
reward for completing it. A job is
undertaken by selecting the GO
icon. At this point, the screen
changes to display an aerial view
of your bounty hunter and his sur-
roundings. As he moves across
the landscape, the screen scrolls
horizontally from left to right.
Enemy soldiers emerge from all
sides of the screen and attack,
firing bullets in an attempt to do
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damage to the intruder.

Your energy status is displayed
at the bottom of the screen as a
diminishing bar - carrying an

Energy Pod automatically
replenishes lost energy when the
bar reaches zero. If no pod is being
carried however, total energy loss
is fatal and the game ends.

A gun is the best method of
defence as it fires an unlimited
supply of bullets — the finite supply
of smart bombs, grenades and
explosives have to be used far
more sparingly. Every so often
shooting or blowing up an enemy
soldier reveals an object which
can be picked up - these include
Extra Money, Temporary Immun-
ity from enemy bullets and Extra
Energy Pods.

The objective is to keep moving
left until you reach the end of the
landscape, whereupon a con-
gratulatory message is given along
with a cash bonus. The screen
then reverts to mission control,
where another job can be chosen.

PRESENTATION 78%
Reasonable icon system and
instructions

GRAPHICS 48%

..'"-.'..-'r_:-r.;';-:.]-r_- backdrops and sprites.

SOUND 45%
Hoor title screen tune but func-

honal sound effects.

HOOKABILITY 41%

aimple and slow shoot "em up
action which fails to caplivate

LASTABILITY 34%

Mot enough vanety or thrills to
antertain

VALUE 33%

Well over the odds for a below
average game.

OVERALL 40%

Little more than a sub-standard

Commando clone
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WHATEVER YOUR STAR SIGN...
[HE FUTURE HOLDS EXCITEMENT

L . s

| (BM68/128 wpe £9.99
aoe 4£18.99
£9.99

~ 2. BARRY McGUIGAN

AMSTRJ&D tape
aisk £18,99

I
SPECTRUM 48K :p. £9,99 I'J'

Star Games,
Alpha House, 10 Carver Street,
Sheffield S1 4FS. Tel: (0742) 753423
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ZZAP! READERS’ Ci

GAMES TOP 30

1 (3) WORLD GAMES (14%)

LS Gold/Epyx, £9.99 cass, £14.99 disk
ZZAP! Overall Rating: 98%

2 (1) LEADER BOARD (72%)

US Gold/Access, £9.05 cass, £14.95 disk
ZZAP! Overall Rating: 97 %

3 (2) SUPER CYCLE (8%)
US Gold/Epyx, £9.98 cass, £14.90 disk
ZZAP! Dverail Rating: 95%

4 (5) GHOSTS 'N' GOBLINS (6%)
Elite, £9.95 cass, £14.80 Qisk
ZZAP! Overall Rating: 57 %

5 (4) GREEN BERET (6%)

Imagine, £8.95 cass

ZZAP| Overall Rating: 93%

6 (7) INTERNATIONAL
KARATE (3%)

System 3. £6.50 cass, £10.99 disk
LLAF Overall Rating: 91%

7 (10) ALLEYKAT (3%)

Hewson, £8.95 cass, £12.95 disk
ZZ AP Owverall Rating: 89%

8 (8) SANXION (3%)
Thalamus, £9.05 cass, £14.85 disk
ZZAP! Overall Rating: 93%

9 (711) URIDIUM (2%)
Hawson, £8.95 cass, £12.95 disk
ZZAP! Overall Rating: 94%

10 (6) PARALLAX (2%)

Deaan, £8.95 cass
ZZAP! Overall Rating; 93%

11 (9) DAN DARE

Virgin, £6.95 cass, £14.95 disk
ZZAP! Overall Rating: 94%

12 (-) GAUNTLET

LIS Gold, £9.99 cass, £14,90 disk
ZZAP! Qvarall Rating: 93%

13 (17) THE SACRED ARMOUR

OF ANTIRIAD

Palace Software, £8.85 cass
ZZAP! Overall Rating: 93%

14 (14) PARADROID

Hewson, £7.95 cass, £12.95 disk
ZZAP! Overall Rating: 97 %

15 (20) DRUID

Firebird, £7.95 cass
AP Overall Rating: 88%

16 (16) 1942

Elite, £9.95 cass, £14.95 disk
ZZAP! Overall Rating: 58%

17 (12) KNIGHT GAMES

English Software, £8.95 cass, £12.95 disk
ZZAP! Overall Rating: 80%

18 (-) THE SENTINEL

Firabird, £0.95 cass, £14.95 disk
ZZAP! Overall Rating: N/A

19 (18) SUMMER GAMES li

US Gold/Epyx. £9.95 cass, £14.95 disk
ZZAP! Overall Rating: 97 %

20 (21) WINTER GAMES

US Gold/Epy=, £9.95 cass, £14.95 disk
ZZAP! Qverall Rating: 94%

21 (26) IRIDIS ALPHA
Hewson, £8.95 cass, £12.95 disk
ZZAP! Owerall Rating: 85%

22 (21) THRUST
Fireburc, £1.98 cass
ZZAP! Overall Rating: 94%

23 (13) FIST I

Melboume House, £9.95 cass, £14.85 gisk
ZZAP! Overall Rating: 38%

24 (23) INFILTRATOR

LS Gold, £9.098 cass, ©14.99 disk
2ZAP Overall Rating: 81%

25(25) MERCENARY
Novagen, £9.95 cass, £12.95 disk
ZZAP! Overall Rating: 98%

26 (-) AVENGER

Gremiin Graphics, £9.85 cass, ©14.85 disk
LZAP! Dverall Rating: B&%

27 (27) BOULDERDASH
CONTRUCTION KIT

Databyte, £9.95 cass, £14.95 disk
ZZAP1 Overall Rating: 87 %

28 (29) ELITE

Frebird, £14.95 cass. ©17.95 disk
ZZAP! Overall Rating: 95%

29 (-) FLASH GORDON

Mastertronic, £2.99 Cass_
ZLAPY Ovarall Rating: 88

30 (-) SPACE HARRIER

Elite, £9.95 cass, ©14.95 disk
ZZAP! Overall Rating: 45%
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HARTS

MUSIC TOP 10

1(8) SANXION 6 (-) GHOSTS 'N’ GOBLINS

i alamus

2 (1) KNUCKLEBUSTERS 7 (- RAMBO / ;
3 (4) PARALLAX 8 (- WARHAWK - 30 :
ah——’ Music (Martin Galway) r_ *i-F--m (Rob Hubbard) '
4() INTERNATIONAL KARATE 9 (-) THRUST #
'—_ Rot Hubbard rF'Tr}J eme (Rob Hubbard)
5(3) MIAMI VICE 10 (6) PHANTOMS OF THE ASTEROID
CEERN Mastertrons
Titie Screen’ Music (Martin Galway Title Screen Music (Rob Hubbard)

CHART VOTING DRAW WINNERS

WINNER (€40 worth of software plus ZZAP! T-Shirt: Colin MacEvilly,
Foxrock. Dubiin 18

RUNNERS UP (ZZAP! T-Shirt and Capj: Andrew Bradley, Wol-
vernampton WVS OAH; Alex Coles, Devon EX22 TOR: Gordon White

o 5

Lincs NG32 2EX: Paul Crouch, Eszax CM1 5BH

ZZAP! 64
CHART VOTING COUPON

(Please write in BLOCK CAPITALS)
Ty R S s TR
Address ...............

¥ Postcode .........oe......

If | win the £40 worth of software | would like the following games:
(Game and Software House)

. .=E;.:= T-Shirt S|I‘E' S,-r.rlﬂl.l'ln_

m also voting for the following piece of music:
ommodore 64 ONLY)

ZZAP! CHARTS, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB



BLOOD ‘N’ GUTS

American Action, £9.95 cass, £14.95 disk, joystick only

ack in the days of old, before

Eastenders and computer

games, barbarians had their
own form of entertainment. Their
favourite pastime was competing
in a rather violent version of the
decathlon, and American Action's
Blood 'n' Guts attempts to simu-
late these grisly games.

Either one or two players can
play, each taking the role of one of
four barbarians. Both options are
played head to head, with a com-
ﬁl.l‘l‘ﬂl‘ opponent taking the absent

uman's place in the one-player
varsion.

The first event is the TUG OF
WAR. Two armoured barbarians
stand on different sides of a river
bank, connected to one another
by a piece of rope. The object is
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simple — waggle the joystick as
fast as possible to give your man
the strength to pull his opponent
into the water,

TOWER JUMP is an event in
which barbarians hurl themselves
from the top of a tall tower, hope-
fully landing on their heads to gain
maximum points. The barbarian
who manages to hurl himself the
furthest distance, and land on his
head, is declared the winner.

After that head-masher comes
ROCK ROLLER, a frantic race to
push a large rock to the top of a

hill . .. then down the other side
to squash the opposition. Waggl-
ing from left to nght builds up
anergy, and when enough Is
amassed the rock pusher starts
shunting.

BEER DRINKING is next. Swift
left and right movements of the
joystick make the barbarian swig,
although care must be taken not
to go too fast — otherwise he
throws up and loses the game. The
fastest drinker over three rounds
is declared the winner.

HUMAN HIT is a target practice
game with a difference. A peasant
has been locked in stocks with his
head, hands and feet exposed.
The barbarian must hit all five
‘targets’ with large rocks — aimed
with a cursor, and launched by
pressing the fire button . . . ouch!

POLE FIGHTING takes place on
a greasy log, where the combat-
ants attempt to club each other off.
The winner is the first to send his
opponent tumbling twice.

What next but CGAT THROW-
ING? A simple event in which you
have to throw a moggy as far as
possible. Pressing the fire button
sends the barbarian spinning, and
rapﬂaﬁn? the action releases the
ill-fated feline. The faster the bar-
barian spins, the further the cat is

thrown, but speed reduces accu-
racy.

Don't be misled by the innocent
title of MOUNTAIN WALK. A rope
has been stretched between two
mountain peaks, with the oppo-
nents at either end. The object of
the event is to get to the middle of
the rope and knock the other
player off by jumping up and
down. The player who falls twice
loses the event.

112 ZZAP!64 March 1987

f'(r? "EEUCH - RRGH —~ WIAT B TYTLS... !

AXE THROWING is simple, the
barbarians meet and try to bury the
hatchet — into each other. The
joystick is used to aim and the fire
button lobs the weapon.

The final event is the ARM
WRECK, an arm-wrestling com-
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time to and there-
ek
graphics and sound pnu;
are
but it's a shame that
let down by the limited
"I'I; Mﬂ:h:t vast
improvement on three
American Action releases -
let's hope the trend continues.

sible to beat your opponent. The
first to beat his opponent twice
wins the eavent. The winner of the
most events is the victor — and the
loser gets his ‘just rewards’ in a
final head-chopping screen.

PRESENTATION 64%

Aone or two player option, and a
pamniul multi-load system

GRAPHICS 78%
Colourful and occasionally
imaginative, with a pleasant
overall effect

SOUND 63%
Some short but bearable tunes,
and a few simple spot effects.

HOOKABILITY 69%

simplistic joystick waggling
action offers immediate playabil
|_1|:I|.

LASTABILITY 46%

Dated and rather imited gamep-

lay which lacks variety

VALUE 49%
Expensive for ten run-of-the-mill
ayants

OVERALL 56%

A mediocre vanant of a tried and
lested theme




FALCON PATROL I

Bug Byte, £2.99 cass, joystick only

he war in the Middle East

isn't going too well. Enemy

helicopter gunships are
attacking in droves, and the only 3
thing standing between them and =%, | a welcome e
victory is you and a squadron of = .
five amﬁlalr Jugﬂf?-jats. There are
no more pilots left, so it's up toyou
' to take the jets up one by one and cally reasonable -

5

g
T
o

]

:

cation of targets is therefore
play. The action | imperative, as re-fuelling is impos-
sible when all of your bases are

but it's -'ﬂ priced | destroyed.
worth The enemy attack in squadrons
offer W = especially if | - the first five consisting of eight
s situated. There are three types but it Is rather e . hpi;pupt?ﬁ;lhus%:hamaﬂaf o
. . sisting o ve. The enem -
ufgnemy hag.réupter: solo, gunship m“m is that these platforms can be ress?u?aly increases in spa;:llj r;)r?d
{an unarm transporter. The what it offers. ; destroyed if you accidentally | ‘intelligence’, making their squad-
ormer pair tfrack the Harrier under shoot them twice. Correct identifi- | rons more difficult to destroy.
There is one consolation though -

an extra Harier is awarded for
shooting down five squadrons.
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battle the enemy fieet, shooting w| Im: ;

down as many of them as you can.

m‘l‘he actl?_ln takes ';lzﬂar:a mr:?r a i o
O-way honzontally scrolling

landscape, beneath which a radar doesn't
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your control, firing air-to-air mis-
siles when you come into range.

Unarmed transporters don't “-

shoot, but move around the land-
scape dropping anti-aircraft guns

and radar jammers. If any of these ' $e

{or their missiles) hit the Harrier, it
bursts into flames and crashes to
the ground, reducing the squad-
ron by one.

The Harrier isn't unarmed
though, and can fire air-to-air mis-
siles in two directions: straight
ahead or diagonally towards the

round. This supply of missiles is
limited, and must be replenished
at regular intervals. Re-arming is
carried out on any one of the eight
platforms which lie across the

g

landscape. Fuel is expended while
flying and can be replenished in a
similar fashion = running out of fuel
during flight causes the Harrier to
stall and crash. An added problem

PRESENTATION 80%

Shick attract mode and in-game
nstructions

GRAPHICS 64°%
Wobbly scrolling and single col
our sprites, but they depict the
action well enough

SOUND 63%

Rather 'tinny’ title tune, but the
spot efects are good

HOOKABILITY 79%
Instantly enjoyable blasting
action

LASTABILITY 54%

Repetitive but quite playable.

VALUE 78%

Plenty of action for three quid

OVERALL 63%

A cheap, limited, but enjoyable
shoot "em up

ZZAPI 64 March1987 113
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h dear! A thief has stolen

King Zub's most prized

possession, ‘The Eyeball
of Zub’, and hidden it on a planet
called Zub Ten. The King is pretty
cheesed-off by this and has
ordered you, Sergeant Zub of the
MNavigation Corps, to go and
retrieve it.

The route to Zub Ten is via the
ancient Zub Teleport system,
Each of the ten planets in the Zub
planetary system has three tele-
porters hovering a mile or so
above the atmosphere — the only
way they can be reached is by
negotiating a series of fioating
plattorms which sit at different
altitudes. By moving one platform
left or right until it sits under the
platform above, Zub can jump up
until he reaches the penultimate
platform. When Zub is safely sit-
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annoying,

especially
always
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ting on this he has a choice of
jumping onto three teleporting
platforms, each leading to another
planet in the Zub system. The
objective is to get to Zub Ten,
where 'The Eyeball of Zub® can be
picked up.

Planet guardians make the task
more difficult by homing in on Zub
and trying to push him off the plat-
forms. Contact with a guardian
reduces Zub's vital energy, so a
careful watch must be kept on his
on-screen energy bar. Fortu-
nately, his ener can be
replenished after teleporting — a
screen is displayed with seven
energy pills of differing strengths.
Pressing the space bar selects
whichever pill is flashing, and the
appropriate amount of energy is
added to the bar.

A S 3

T re————

Zub isn't defenceless and can
shoot at the guardians, forcing
them to fly to the top of the playing
area for a couple of seconds. The
guardians’ position (in relation to

e

'. El -."L
L IZE TR TY |
+ + e

Zub) can be monitored by the
radar, situated at the bottom of the
screen. As Zub gets nearer to Zub
Ten the guardians become
increasingly aggressive, making it
trickier to get to the teleporters.

PRESENTATION 78%
Pleasant enough title screen and
In-game presantation. Annoying
flaw where control always
defaults to keyboard

GRAPHICS 47%

Minimal — but what's there is
reasonable.

SOUND 62%
Two suitable tunes and a few
mediocre spot FX.

HOOKABILITY 63%
Mildly addictive with a
straightforward objective.

LASTABILITY 35%

Too dull and repetitive to have
any great lasting appeal

VALUE 49%

Cheap — but not overly cheerful

OVERALL 38%

A glamorous but tedious clone of
Frogger.
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BELIEVE ME.. THERE IS OHLY OHE WAY TO BEAT THE
e G

f :- EM!.

took on the Mutants knowing | was
armed to the teeth with missiles, mines,
torpedoes and more... | could even choose
U where | wanted to fight! How could | loose?
.How DID | loose? I've never seen anything

hhe it... they came at me in droves, in swirling
gases, in forms spinning a deadly gossamer and there were more to
come. | know now that one form of Mutant will never escape a well

planned pattern of mines. It's just the beginning... but | must build
the ultimate weapon or Il NEVER be rid of them all!

COMMQDORE

. - 3 "9*0 WNOUR

o

Ocean Software Limited
6 Centrai Street - Manchester M2 SHS
lelephone: 061 832 6633 Teiex: 6H0977
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