A NEWSFIELD PUBLICATION
No. 24 APRIL 1987

£1

1

COURTESY OF
MICROPROSE






FABULOUS FEATURES

48 A DAY AT THE SEASIDE :
Coming soon to an arcade nearyou ... Atrioof
fearless gamesters travelled to the Blackpool
Amusements Show. This is what they found . . .

THE BRAYBEROOK DIARIES

Andy continues the saga of the birth of a new
game, decides that MORPHEUS is to be the final
title and gets the Commodore talking to a PC

MONTHLY MATERIAL

7 EDITORIAL
A new staffer is introduced and some strategic
promises made . ..

9 ZZAP! RRAP

COMPUNET
y (Techno-Teaboy) Liddon comes out of tempo-
mpunet retirement to have his say
Ton bumper selection of maps this
ers . per n of maps
luding another ZZAP! First - A 3D map!
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| 110 ZZAPI READERS CHARTS
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SABOTEUR 11

Avenging Angel

Available on Spectrum, Amstrad & Commodore

DURELL salesdept.,

Castle Lodge, Castle Green, Taunton, Somerset, TA1 4AB R.R.P. £7.95
felephone (0823) 54489
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All £9.95

Sales dept.,
Castle Lodge, Castle Green,

Taunton, Somerset TA1 4AB
England reiephone j0823) 54480 & 54029



Tactical Remote Assault Corps VS Cycloid Al Resistance

Tracker heralds a new dimension in strategic battle simulations.
An intelligent life force has infiltrated the central computer on
Zeugma |V causing the Cycloid police droids to run renegade.
Y ou must take simultaneous command of up to eight TRAC units
which form a special TRAC force to intercept the Cycloids and
regain control of the Centrepoint computer. Its fast pace and
devious strategic challenges make Tracker the ultimate in
artificially intelligent strategy games.

P A -

Cycloids swarm the Centrapoint
complex 1o attack your SKimmer
TRAC Squad

i, g'EI.I"IEZ-E‘- at the |':'Jf'll;.| range sCanner
shows four Cycloids homing in on
your Skimmers

Attack! Attack! A Cycloid rounds a
pend. Blast i belore it wipes you out

L

o

Don't shoot this ona! A Skimmer axits
the node thal you're about 1o enter

Hack o the scanner, 1o work out the
location of the nearast
communication centra

Soregnshols lakan from Commodors 54 versio

n

Drop a timebomb in the
communication centre and get out
before Il axplodes’

TERRIFIC
VALUE FOR
VIONEY

“Tracker could top the addiction
charts... 10 out of 10 for sheer
playability... terrific value for
money’

Commodore Computing International

‘Controlling several craft at once
will put your mind into warp mode’
Computer Gamer

‘Presentation is excellent’
Commodore User

CBM 64/128 cassette

£1495

CBM 64/128 disc

Hainbird soliware

Wallington House
Lpper S ins Lane, London WC2H SDL
Tal i)
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I'm not usually full of joy this latein
the schedule, but I'm always will-
ing to make an exception . .. so
will you join me in welcoming two
new members to our ranks . . .
First, we have Steve Jarratt ('
used to be an industrial chemist,
y' know'')— a 24 year old from
Tividale, just outside Birmingham
("'I"'m not a Brummie"'). Steve is
working on ZZAP! as of this issue,
providing reviews and comments
("' Yep, I've got a degree in chemis-
try"’). And just for more inquisitive
among you . . . his interests
include driving very fast ("' but not
illegally — honest") in his Fiesta

XR2, and science fiction films and

books ("' my girlfriend’s called
Claire, by the way — and she's
absolutely gorgeous''). He also
paints — mostly fantasy pictures,
and occasionally takes photo-

graphs. He adores ten-pin bowling

("' Tenth Frame's dead good""),
and listens to Peter Gabriel, Talk-
ing Heads, and Simple Minds
(“well, | did listen to Queen a few
years back, but I'm much better
now"'). Steve's favourite films are
Blade Runner, Closae Encounters
and Aliens, and his all-time favour-
e computer program Is Merce-

DIG THE NEW BREED , .

nary, closely followed by The Sen-

tinel("*| used to play Elite a fair bit ")

and Jack Attack. Arcade-wise,
Steve enjoys Hang On, Mr Do's
Castle and Xevious (“the conver-
sion was appalling”'). He dislikes
very little (he's such a chummy
Brummie — “For the last time, I'm
not a Brummie™).

Coming soon to save the day for
ZZAP! Strategy fans is Phillipa Irv-
ing, hot from pages of our sister

magazine CRASH. Currently
studying for her history degree
peneath tha lofty spires of Oxford,
our own University Challenge will

begin as soon as she receives her

64 and disk drive. Not content with

filling the late (well he always was)
Mr Masterson’s shoes, Phillipa will

also be helping the White Wiz by

providing a valued second opinion

from time to time. Thriving on
debate and controversy, Ms Irving

ADVERTISERS INDEX
Activision 20, 21,99
Addictive Games 34
us 11, 46, 75
soft 67
Database ol
Datel 85
Durell 4.5
E&J 13
Electric Dreams 30, 108, 109
Electronic Services a3
Elite 2, 27,80
Gargoyle 37
Gremlin 19, 42, B7
Hewson 15
Hobbies 13
Imagine B8, 116

LM B6
Load it B0
Melbourne House 45
Micro Prose 68
Nemisis 33
Ocean 115
Peak Soft 66
Rainbird 6, 107
Thalamus 'y
US Gold

8,22,41,54,78,95, 101
Video Vault 13, 80
ZZAP! Back Numbers 44
ZZAP! Mail Order 100

ZZAP!T/Shirts and Binders 79

will be only too glad to indulge in
correspondence with any or all of
our many adventure fans. Wel-
come aboard Phillipa, and the best
of luck.
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My arms are creaking, my legs groaning and my back shrieking —it's

that time of year, you see —early planting time. The earth's still frozen
solid though, hence the complaining extremities;

playing The Sen-

tinel for eight days on the trot doesn't prepare you for gentle exer-

tions like turning the sod.

So, after along weekend in the cottage jungle, it was a refreshing

att y that
although | live in the United States,
| still get ZZAP! and the od

pear
User. For instance
the latest chpy had a total of about
13 letters (compared to around 30
in the ZZAP! Christmas Issue) of
which at least six attacked ZZAP!
and the most annoying pariwas
that none of tha: letters

reasmnaw back up the "slaggir

Anonymous who decides to
s ratir _mm‘huselamentscf

:MWMIW

Next we have reviews—comeon
Anon, can't you see that ZZAP!
has the most thorough and com-
plete reviews in the computer
Industry — here again we see
ZZAP! with more colour
shots and more

rage si

do s.erﬁ ur pages {::hn
average). Yet again, there's more
colour and more screen-shots
appearng in this section of ZZAP!
than in Commodore User. ZZAPI
galn dominating with a 95%.&1-
% score. A ¢
Okay, here’s one of @ _* I
dore User's stro g points —

ange vcle down the hill and delve into some more of your h:-t-_ :
tcet}:nEe:tf:ﬁ the Month this month isn't right at the start, I:I:-e1_:3u_se
| thought, after last month's mammoth 'Gauntie! is bugged’ binge,
that it would only be fair to let the other side offer their point of view.
We received this letter from some mysterious sub-set of US Gold,
who call themselves ‘The Gauntleteers’ . ..

magazines. Commodore User
ig 85% here ats
% (91% wha
ract).
naxt, ah,
umns. Commodore User dogs
have a rather nswe
but it doasn't
atmpsphere of thra
I'l[Mmve my rating out here
because I'm not an adventurer,
One of the most important col-
umns this — News — and here we
have Commodore User with four
pages {average) of ne
haif screen s.huts1 J

r::lumn

dbes Jet the edge with 94 9%
nst 92%.
e is probably the most
mportant factor in Buyin
magazines. ZZAP! wins this segs
tion by 7% with a score of 9786,
First of all ZZAP! has mos@
rewew;,nmmrmm
pnm a better news col-

-hmrpm 'mﬁn |

mh

Mmﬂlﬂ 0-
E ﬂmm thrﬂgia

“The cwarall ratlng will be left ta
you —just take my opnions and.sée
whether you agree with themi. And
remember, everyone has their own

opinions bm
somethinig Hm gﬁ# back thum

& a Den pa I-.-"'-..-
Paul, ar dlamten. | would
Tl l=talals] III, |_| if ||'II]F
:".'II'I |
Fie r
Ol G

4|' II| e at eSﬂuthparh A'-;-Eﬂue
F"rFE.tWIC.I: Ayrshire, Scotiand

vefiture gol-

21

upﬁll',h argumantﬁ. -

ﬂj‘il i Anon, !

ot jchildish, MI
mhl\"& the fraedmw
mmnty for a
Also what sort of !

br;dﬂumur is g't: printa
shot as part of a review w F'l:-'
raTiwmm init?

lﬁw mww g

Mark Jones, 1618 Wesleyan
Bowman Hnnun Eém
gia, 31210,

I'm simply nrearhm Mﬂ:ﬁ

detaill It's nice toknow that ZZAP

has such stroing fﬁ'.'lﬂ #1
other #Hﬂm y

thanks h‘ “comments. J' m
staying m ngumenrs

re!atmgmﬂihm Know the
power ﬂfﬂww,mundhause -
who's E"ugene and with aﬂm

em}?ﬁne but I thought
yours was the letter most deserv-

ing of the software prize this month
(costs a ﬁ::rtune sendmg f

Dear Lloyd

| weoawslgd Lik e I|, 12N [ WO KNows 3
i 0 rr| i |1-.-'-"-":--'L |-.1“'

VoL print ths

| 3] -"ll riht like 1 -ru

T [ sy |.| |I will know wheare | live

My address is 1 Chatham H:}use,

Mc Neil Hﬂi?rd. London SES 8PN

By the way my name 15 Calvin

Kent

ZZAP!64 April 1987 9
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TREASON ON
THE HIGH SEAS

Piracy of software is an enduring subj

t, andthe response to publishing
a letter from someone calling himseff ‘The Proud Pirate ' in issue 22, has
been considerable.

S Fenton from Stanley, Stoke-on-Trent is not very amused when he

If hé's so proud, how come he hasn't put his name at the bottom of his
letter? Coward.

| agree - at least the pirates of the Spanish Main rogered their jollies from
!hamasﬂmﬂdwﬂhpnaa 5 I'-'nntnn mﬂfmannn}ﬂdmat The Proud

Pirate' pres ing forALL school kids . .

I'm15, have had a i aveneuarnnpmdagammr
IH"ELNUI' willlhﬂgfu nsidered that his
practice is not, and | quote 58\ mers', but is act-
ually stealing the cost of tha g: manufacturers?

It is stealing, of course, and whatever the excuse, the nature of the act
isn't . But apparently, yﬂurﬂam!ﬂem}dngmthewﬂﬁemﬂssaf
the pi'aygﬂmnd Mr Fenton. Hmﬂlﬂuﬂmﬁmnﬂunﬁ&oghﬂm
Co Dublin, knows . :

chart would be meaningless except that | have pirate copies of 1
games onit. (| would have 12, but | deleted
used the disk because the game was incredibly boring).

| like that subtle threat, Russell, about not buying ZZAP!. S Fenton
dmn?agmelhﬂfackafmnwn%sammmﬂmmfsmaﬂng ;

inall | think you well
i@words, | believe

abvious!
pe UK, Gary

Theon pnr.-.a nwmsaarnsmappaar na software house's vocabularly
15£9.99, a price which can mean anythingup to £13.99in the Irish Repub-
lic. The so called budget games are mostly, excluding a few such as
Thrust etc, games unfit to be sold at any price.

agazine has to officially condemn piracy, but think of the sitéa- | |

:ﬂp}" Df;ﬂﬂmatwan ."'-_I._.;_:.a:j .-+

The price range can be even worse in Scandanavia, and as Paper Bud
of the so-called ZAP Cracking Company claims . . .

arway, you have to pay about 190 kr (£18) for one single game on cas-
bAs you understand, this kills the honesty of most gamers.

Lis again, high prices making honest men of thieves. But
ire offered. Paper Bud again . .

iiupid thing to dois to ban the pirates, since we are a great par
- :inrewnnd And | know for sure that |, and many with me,
er have ﬂwneda nnmputar gy if we weren't able to copy

stsay, that lcan't y thin excuse
ive
tarin the first Squite

son why peéaplebuy pirated games is that firstly, s
g ones. This may seem ironic, bq.rtcmnputw james
, in many cases, muchmurafalseman spraducti

prﬂ-gram duetoitslac _
of the programmer. Other g d by sots
whom one would think to be reputab 3 anc

| imitations of an original, in the hope (i

.. . them tisn't that confusing the issue a little! W}ﬂlretﬂikhgﬂbﬂuf “buy-
tion for those of us who aren't for playing r‘n&s all day Mos | ing’ pirat presumably commercially games?
can nslgr aﬁurlr::ﬂ at r?mt 1'.1::1"1& g:jn‘n& w ﬂ? ary 84 | PO e < SN
over reviews. | wouldn't er e magazing 1 Mar . AS50Ci
that 49 pages would be totally irelevant to me. Similary the hight - Man of my computer-linked ates, | believe, buy pirated games,

I‘ar::ttharﬂ is scarcely one, | have heard, who does not own a game

t Gary, you don't i rﬂﬂga.'huﬂm
apprc ?ﬂfpmfﬂssmnalﬁuﬂmdﬂmgfrfarwusnmu can
'.' "il

ndn'mntham glvanthatthe;rdusadl |hear ataye Y
and in my opinion are much less dishonestthen s

. 50-called pirate. Butas a
?uusay' it's llegal to copy Q& =
smnsutuﬂ'k&tishaTtar-dilbgﬂ tha!l-:an'tmuntl.hm Sometimes, it's
legal to make bac mpies Yyour own games. Then sometimes it's
legal to copy if:o.rm]ust from an original disk or cassette. Then again,
sometimes no copying is under any circumstances. And it goes
on and on like that.

AT LAST!

COMMODORE SPARES

AT REALISTIC PRICES WITH FREE SOCKET

ClA 6526 £17.99 | ROM 90122703 £15.99
MFPU 6510 £17.99 | ROM S1225-01 £15.99
PLA 906114-01 £18.99 | SOUND 6581 £17.99
ROM 001226-01 £1599 | RAM 4164 £2.49
Co4 POWER SUPPLY UNITS £26.99
All prices include ]]:fn L& ﬁ.{ﬂh‘ng, 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
SEND CHEQUE/P.0. TO ACCESS/BARCLAYCARD WELCOME

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FYS5 3NE
Tel. (0253) B22708

Yes indeed! Once again, itisn 't the pirate who's to blame, but society for
confusing him and making him that way. Atmﬂrﬂumﬂ Wallace is more
honest about his motives when he says . :

..Iuhn Tmtt'a des

Ly ,‘ Inquﬂms

No, | have to coah
saying, ‘go forth a
synonymous with ap

have, like the music in

ganmedhmumvw : e they can't
prevent it either. tthey ce gharm this type of piracy
fmqmthahdusrwmg&nﬂm ANe g upany serious copy-

Back-up utilities haven't made things any easier for them, but to those
who would suggest banning them Rus allace has this to say

TRADE ENQUIRIESWELCOME  Send large S.A.E. for full list

The ideas of Trevor and Nadium for limiting sales of copying utilities

10 ZZAP!64 April 1987

wouldn't work. | have three including Fast Hack ' Emand guess how | got




them? Yep, even if one won't copy itself someh an::Her willmodify it so two
can ba used each to copy the other.
The pira te pirated 50 1o speak. I -.
rom what ew?ﬂum maﬁﬂr EW seem&io rest on the L
perceived value o are; and there, ey@fyone has their own idea ._;. _
what a game should mﬂ. Tobin thinks Britain's software shﬂuf ey
be sold under the authorityof a special body . .. _ = 3
The British travel industry is overseen by ABTA, the iti=pationals are -
kept in check I:r;.,- the Monopolies commision, so why, in the name of all -
things holy, can't there be such a bagy in the Software industry?
How would it work thﬂug_nﬁ. R 5 -','
body, while n =:.',.:.a.:'- ingagame, would view it, taking " e
and re -'-"u#.. gsappliedtoit—andthen h::a el 1
lION it is quite easy to judge wiligh sl e
Jlie and which games are made forthe |
iblicto “',. iz happened, whilenoter@adieat- =
ing pi _;;-._"#;i} Ry . ﬂjmu'd see piracy for what itissUntilt |
th' software comp .. ptheir own act, | foronecan notfullyeon- |
: Vi ;wm“ww ;- ’ _"- _'.'|_ _'. s _ .. . -"'I ;’: I
Thai 1_&“ Ay eans of worms; who willjudge the judges ?berng?ﬁﬁ'- =t
Iﬂ 511- Pric ng is largely regarded as stifling to commerce and RS
evantual ¥ - |&ir to the public. But I'll throw that thorny debating point 5
ide op: ,*'-'m y takers out there for the idea? %

Jmu to those taking part in the debate. | must say | really enjoy
g these multiple-opinion jobs together!

LM

'||| |'1|

mant
it had not

5 |3 J'II!] |.‘|

T,

lr rT‘l”l-\ '[Ir.'f
S

ane .l-"ll I’hl
after : ||| e e lng
hard Mortimore, Manag
E:?PEtDT.DDE-UE 126 High ’
Street, Hampton Hill, Middlese

TW12 1N

disks "*‘--.
stand: arg
al

L-ul-.l- awledq
from r'.."lr r"||||r 3y

e |]r | =1
o 1-II.II- SN e ik J r“r et “IL"”r
[ sif-g-milhon in = o
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WHAT’S IN THE ‘PIPELINE’

FROM HRGUS"
O @

) =&\

k"”’“‘

om.v smnm' 0 'S
HAVE THE ANSWER!

G =
There are 80 copies of Argus’s next blockbuster
(worth £8.95 each) up for grabs!

All you have to do is tell us the name of the game...
I think the name of the game is:-

Computer owned .......

The games will be sent to the first 50 readers to
send us the comrect answer.

Return this coupon to: Argus Competition,
Inter-Mediates, 2 South Block, The Maltings,
Sawbridgeworth, Herts CM21 9PG

Winners need to allow & weeks {or delivery. No correspondence can be
antered info. Argus's decision is final




hit chooses four for you

the tape reachesthe
Gauntletonthe C64. W ind it and press play. The
interest the letters you ill continue and you will
concerni encounter new mazes.
issue and feel that me has not crashed.
need c ng. proved unre|

Firstly, and most i mmodorg.k

Gauntiet arcade fanatics wi 50

that some levels said 'Players may
now go off screen’. This feature
was incorporated on the Commo-
dore only and was implemented Asfor po

on most levels. f a player does go handle of the
off screen, he must re-trace his poisoned

stepsto re-aﬁp&mf in the playfield, ared in Gauntle
or find an exit, perhaps by waiting | different form, A :
until the walls turn into exits, This | posed to be hard to te
feature has not proved ular ence! Slow down and

and has been turned off in the you leap. Poisoned food
latest version. 100 health points, one sp

Tape users should that ity and/or one potion oft
Gauntietioads ab ni works.

nflict’ (are all you Union mam-
still out thera?)
ul Booth, Leyland, Lancs

it's true that Newsfisld has been
considering a PBM game for some
time, although plans aren't quite
as firm as the news item you men-
tion might have ted. Cer-
tainly CRASH seem to
7 el ol gl et Sl o
round as | am sure s well. |
the many H, ZZAP! 64 mmmruﬁm:ﬁm
and LM readers will mim? of the idea. Lat me know.
a PEM game as | did in

Computer Games with their 'Final oy
| — £ i /

FOOTBALL MANAGEMENT

Thres Ciassic Football Games for all enthusiasts, Each of thess GUAL-
m“uhnmdm to maks them the most REALISTIC around.

Injurias, Tegm , In-malch substitutes, Imﬁupﬂmm'.qt‘ntmmumh

i el levels. Fi Nl menkl T Cont g Save

mhwmmummuw mmﬂ
WORLD CHAMPIONS

A COMPLETEWORLD CUP SIMULATION - From the first friandiies, g \our matches
and on i the FINALS - Select from squad of 25 Eh-wm.wh
tabie, 7 Skill levals and MUCH MUCH MORE! a full text match simulation with injuries,
HﬂﬂEm' Sending off, Cornars, Fres kicks, Hmm,mmmm,muﬁmm

Commodors £7.85

EUROPEAN I
mEmEﬂJHMPHEHEﬂFEIHﬂPEAHmHFEﬂTIJH-HmEmmm
mwmﬁm.MlmmﬂlmFW?MIm.im
aliowed, Pre-match naws, Discipling table, Full taam & substitute selection, Disallowsd Goals
and MUCH MUCH MORE! Plus FULL TEXT MATCH SIMULATION,  84/128k Commodors £7.95

All games are “Wﬁ?ﬂ”ﬂ m?.ufmu
INSTRUCTIONS (add £1.00 outside LK)
From E & J SOFTWARE, Room C3, 37 Westmoor Road, ENFIELD, Middiesex, EN3 7LE
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ur readers claimed
that s swapped abilities.

This is new

acial abilities from spec-
lost them by eating

. The same person
yotions randomly dis-
DNSs on screen can be
05, lobbers or the

= the charac-

eating poisoned
per comment,
5 bonus is added
A as you enter the next

nal?othanks for all of your
entries to our competition. Some
of them were termific. Please feal
free to write to us, The Gauntlet

Programmers, US Gold , Units 2

and 3, Holford Way, Holford,

Dear Lioyd Mangram,
Having been an avid reader since
Issue 1 | have written a little poerny
(Rrap) about ZZAP!, and it goes
like this:

ZZAP! 64 is for me

v
Better than along walk in the park
Better than listening to my dog
bark
Better than going for a swim
Better than going with my
irtfriend, Kim
etter than riding on my bike

Better than sitting home wafehinga

m;'l arigs mmm"ﬂs
the gentleren say — feel free to
Mﬂﬂmh:]rm

responded to a reader’s com-
TIENLS, LN Ty mpj&-’ﬂﬂﬂ

T

ires Er&k Supplies o

d-‘mﬂl'ﬂ:'

It's things liké vourlette:

that make me feel beffer

no matter how much wetter

the day may be.

Is your dog a Red Setter? 5
M




Dear Lio
l'm & ||-'|_||lj—'

el
: .-1r|||lTh|-. "_"HF" i| |||I Bl
's still intact despite
1] qQuite a ot o
:=.;.'|:_|;5III-'!! reade
| wholehes magazine
Julian Rignal Christopher Hester, Ardglass,

Co Down, N Ireland

-{_I-Z:-II'I-:-I'-THIH Hutahe 1|:||.1‘|| bk ||,||
[ife this?

And that s jus
Clous licen
Czauntiet, the ¢
reviewed in thi

t one of many atro

at 'emup l'll go
:Lj "."-.'||.I 1 I!.‘L'I.I.":I' car I'."r‘
rd from then
.:'_-.|| pleiinlla 'r tu.jl rephcas,
3 -1|HL rences o

l.rll,

HO Marme,
rage al 5 i|-|:_=a‘. aori-

hart _].;||1 i
MNaxt | wanttoask: I|1"_: wallies
.31h| |“'1||JI| book in o
1-—-I hristmas issue -Jl-jn L e

Al & ‘LIFI['IIT ':.|"!|"'II. 5 IJ|

Dear ZZAP!

Please could you send me the
address of Mastertronic because
my Human Race tape no longer
loads. | sent it to the Company |
bought it from but it was returned
with *Gone Away' stamped on it.

WHERE ARE YOU?

LM, Pilsley, Chesterfield, Der-
bys

Mot another LM?! As for Master-
tronic’s address . . . ¢anyou heip,

uys?
quys LM

—

@ Just Plug In
@ lUse Pokes
@ Break into Your Games

U I RIESET
Hobbies Exchange SW:]I'I C O

Only £4-99....

Reset The Computer & Poke...

Mail Order

Callers Welcome

Visa & B/Card 16 Whart St. Sowerby Bridge.

Halifax West Yorks HX6 2AE

Tel: (0422) B33B01
MBX JRC3 C/NET

> PROGRAMMERS _

FORH CHRISTMAS?

D0 YOU WANT TO LEARN HOW TOD PROGHAMME

S TARTER KI TE,

EI]] YOU GET A NEW COMMODOHE COMPUTER

IT SIMPLY?

THEN SEND NOW FUR OUR SPECIAL OFFER PROGRAMMERS .
STARTER RIT WHICH CONSISTS OF

SIMONS BASIC RRr 49.95
PROGRAMMERS' GUIDE REP 9.95
INTERNATIONAL SOCCER rar 12.95

AN INTRODUCTION TOBASIC-PART1 nmar  9.95

JOYSTICK

TOTAL RIT PRICE £90.75

R 7.95

140 HIGH STREET WEST - GLOSSOP - DERBYSHIRE - ENGLAND
TELEPHONE: 04574 66555 - 04574 67761
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A LOONY LEMONADER

LAMBASTS

Dear ZZAP!

lam writing to you to ask what the
hell is going on at the Towers
lately. Are you all on the wacc
baccy or the lemonade?
‘ourmag inthe last two months

Y
%mmmhd?g'ECIAL'
wmm numm%spacml,

d vastl o'a‘lpriced e
reviews, when | could find them
amangst the rubbish were very

r.Imeanthose egotistical bal=
oons, Rignall, Sumner and Eddy,
the ACE reviewers slagged 194
somaething rndiculous. Next month
the game comes straight into your
charts at number 16. Just shows
how much they know!

_ thow could CLOTH
EARS SUMNER describe Martin
Galway's version of It's a Kind of
Magic as réasonable. The cretin
wolldn't' know a great piece of
music if it smacked him inthe gob.
m‘l someone should do quickly

e his head swells any more)!
This is, without doubt one of the
best pieces of music | have heard
on the 64, and | know a lot of
people agree with me.

For someone who thinks the Art
Of Noise is music (his musical
taste must be in the rear of his
underpants) to slag off anybody is
a sick joke.

Just as sick as the Highlander
game! Gauntlet (from USiGeld)
was bound to be givena Sizzler, by
your (REVIEWERS?), Imeanit'san
old arcade game, (nothing new or
original)yes it's good but not
(93%) goad.

Firelord another good maze
game only gets 68%!! Destroyer
the best warship simulation to
date only B5%, Tarzan a meagre
50%, Wﬂmﬂﬂﬂ%. It's A Knock-

out 34% , 58%. Judge
D:iﬂﬂtm_ lisap hth-ug,hu;tr 1 E‘-l"e"n
wastotally garbage), Sigma 7 only
70% (very'mean) Paperbay 44%
(thisis a joke surely), Space Harrier
(45% utter crap, as youalways like
tosay. Terra Cresta(56% Yoo hard
for the brainless wonders was it7?)
Breakthru (19% come on for
gawd's sake), Tenth Erame (B5%
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for the best sports simualtion in
months), why don't you get some
real reviewers, and not these
swell-headed teaboys to review
your games?

Let the people who matter most
(JOE PUBLIC) review the games
‘onoffer. Run a monthly competi-
tion and'send the winners a game
to review, then you may get a
‘mb& tage for a game,

not some of the outrageous
and totally false figures of two or
three pea-brained pen-pushers.

The games I've mentioned, |
alml and | thoroughly enjoy them

| hope this letter will not be
tréated like the last three letters
I'vewrittento you over the last five
monthsad notice that any time |
write a Istter to you with any criti-
cism of ZZAP|, or the (STAFF?) IT
NEVER GETS PUBLISHED.
CAN'TYOU TAKE IT* EGO-MAN-
IACS!

If you have the guts, answer!
Jack Diamond, Ayr, Scotland

What a totally stupid, klutzy ideal
How the hell is JOE PUBLIC going
to be able to review games every
month? The logistics involved
alone would prove within minutes
thatyou haven't a clue how much
effort is'iavolved in that kind of
arganisation. And besides, all that
would do, according to your own
argurment, would be to swap three
pea-brained pen pushers (whose
opifiians on games in general you
know, sayau know how to judge
thafrremarks inrelation to a game)
fora bunech of unknown and, quite

possibly, equally pea-brained
reviewers.

Oh no, MrDiamond, | know what
you're really saying — you're say-
ing, ‘let me mwmr the games
bacause [ know better than people
wihose opinans differ from my
own'.

As for not' printing your earlier
letters, | assure you the reason for
not picking them out was nothing
to clo with your criticism of ZZAP!

LM
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NOT A NICE SNAKE

Dear Lioyd,

| have only just got a C64, but I've
been buying ZZAP! since the Nov-
ember issue. | think it's brill, and
I'm thinking of subscribing.

BUT, | must complain about the
review of Cobra in your February
issue. For presentation, the 'sim-
pletitle screen’, as you called it, is
great.

28% for Graphics is pathetic; it
should be in the seventies at least.
The animateion isn"t wonderful,
but the backdrops are great, The
sound is brill too, and deserves at
least 85%. The Ocean loading
music is BRILLiant and the tune on
the game is very good. Hookability

and lastability deserve 75% and
85% at least. Value deserves at
least 80% and your 7% is unfair.

Overall | would give it about
85%. All | can say is they must not
have played the game long
enough. If they had, they might
have found it as enjoyable as | do.
Jason Morton, Mexborough, S
Yorks

| thought they were a touch harsh,
too, Jason, but | wouldn't go any-
thing like as far up the scale you
do. However, each to his own
taste.

LM

That's it for this Issue. Thank you for all your letters. As you know,
ZZAP! RRAP is for any subject under the sun (it doesn't have to relate
to computer games, although that's helpful)! If any of the points
raised by other readers’ letters spark you off, well let fly. The address
i5, LLOYD MANGRAM, ZZAP! RRAP, PO Box 10, Ludiow, Shrop-

shire SYB 1DB.
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he Hughes AH-64A Apache
s reputed the most
sophisticat helicopter

gunship in the world - lasers,
cameras, an infra-red night view-
Ing system, radar sensors and
jammers, computer guidance and
targetting systems, and a comple-
ment of missiles and machine
guns back up this claim, Gunship
ives the player the cpportunity to
one of these muiti-million dollar

machines over five scenarios,
ranging from a series of training
missions, through three increas-
ingly hostile combat situations to
an out-and-out East/West con-
frontation in Europe.

Prior to take-off, the simulation
parameters are defined. The pilot
Inputs his or her name (the prog-
ram automatically defaults to the
name of the last pilot), chooses a

-
-

RV !

(TR ELTL

HEE

T T

g X i

vuv

EREEaEEE

T LLLL]

r

16 ZZAP!64 April 1987

1-.-1n? ..E:‘.p...
: ++'~r JI-.- .I'--'|_.-|l'.
"'.-tqﬁl' {J-L el
:r--l o :--':u“" -fr :ﬂtﬁwa&m iy a-‘n,-r
mfx-.-r—,,u. -..., 3+ |

s .-._-:' s w:mr

._ |_'. : - -. _r

b .w"un
Eh s ‘"-.‘-'.F""h""

....|I E

"i.A.\r .
*-F‘i gt

* "r‘-

L

I'

[

s,

J-r-.ai-_-l_.i 3
e .-‘fv-\.-.'l .:- ]
=11
1




T IRLEELL] ®

UL
(e Bl B ¥
- e R Y T T R R R R

scenario {from training to war), the
style of ﬂithI and the reality level.
There are three flying styles, repre-
senting the difficulty of the oppos-
ftlan, and four reality settings:
simplified or realistic flying and
landing, variable or clear weather
and the quality of the enemy's
armament. Following this is a
briafing sassion, which gives mis-
sion details and an intelligence
report detailing military forces and

e%’if:m&ntlnt & area.
e program automatically
defaults to a standard weapons
system for the chosen mission, but
the array of weaponry can be
adjustad to suit the pilot's prefer-
ence. The mission begins when
the helicopter is fully equipped.

A 3D first-person view of the
helicoptar's cockpit is then dis-
layed, as seen thrnu%lh the pilot's
HADSS (Integrated Helmet And
Display Sightinﬁ; Sub-system). The
outside world Is viewed through
the armoured helicopter window,
and essential flight instrumenta-
tion is displayed beneath - for

i e W
1'-'-‘-‘-‘,-\.'{-.:::.'_ Wi A
I'__,'.'.—-l e
axample: speed, altimeter, VSI
and artificial horizon. As well as
regular flight controls there are two
combat features - the CRT
Cathode Tube) and Threat
'E#:EH? (radar).
CRT has three modes of
0 ion: a TADS (Target Acquis-
ition and Designation System) —
used in conjunction with the pilot's
IHADSS helmet, a Map, and a Dis-
play of incoming messages. On
locating a target, a gun-sight Is
overlaid onto the heimet visor and
the CRT displays a zoom-camera
view on which TADS is locked,
allowing the pilot to identify the
. The Apache’'s cannons,
Sidewinder and Hellfire missiles
are linked to the TADS system and
automatically fly towards the
salected target. However, the
275" rockets aren't, and the
cross-hairs in the centre of the
screen have to be lined up with the
gun-sight if the rockels are to
strike the target. When thare is no
military activity in the area the CRT
reverts to a scrolling map with the

ZZAP!64 April 1987 17




GUNSHIP

T he sheer depth of this simulation is incredible. There's a
huge amount of detail which adds to the realism and only
becomes apparent after the chopper has been flown. Little
things ... such as the way missiles disappear into the dis-
tance, taking several seconds before they hit their target - also,
the targets within the CRT rotate as the chopper flies around it,
making flight seem very realistic. The five scenarios are varied,
and there are many missions within for a pilot to complete. The
instruction manual is the best I've ever read for a computer
program. Not only is it enlightening, it's also a very interesting
read in its own right. Every aspect of the simulation is covered,
and there's a wealth of information regarding flying tactics,
military equipment (both allied and enemy), the Apache’s
avionics and the conditions and scenarios of the different mis-
sions. The in-game presentation is virtually faultless too. The
controls are easy to understand, and the CRT and IHADSS work
superbly. The save game option is a brilliant idea and allows the
user to live a pilot's ‘life’, gradually improving skills and trans-
ferring from unit to unit until death or retirement bring it to a
close. Gunship is immensely enjoyable, being exciting and
rewarding to fly. As for the cassette version ... well, Gunship
was originally designed as a disk-only product comprising
some 300k of data. Consequently the cassette version is on an
extremely long-winded multi-load format and there are fea-
tures missing from the original disk version. The program takes
over twenty minutes to set up, and after completing a mission
the cassette has to be rewound and another ten minutes of
setting up endured if the pilot wants to fly another mission.
There are no status displays during flight, and a pilot's record
has to be loaded and saved manually onto another tape —failure
to do so means the complete loss of all amassed data! Another
difference is that the player can re-try any mission, even after a
crash. if you want to buy the (rather expensive) cassette ver-
sion, you should consider the drawback of the multi-load sys-
tem = it's very frustrating.

halicopter in the centra.

Two screens can be displayed
to show the stores status W
tems damage. A large, ed
map of the area can also be
brought into the display if required,
revealing landscape features,
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military installations and troop
WFAmmmemmm
mmﬂufﬂqhtomw
so that the INS (Inertial Na on
System) .
gu m?n:ﬁa.gulﬂa' the chopper
irectly designatad area.
A mission is considered com-
plete. when the helicopter's
mh&s are switched off — either

ind friendly or enemy lines.
When the chopper ' powers down’,

. and finally the perfor-
mance is saved to disk, even if the
pilot has been kilied or is missing
in action {(when this happens, the
pllot can't be used again). The pro-
gram reverts to the options screen,
and the pilot can try another mis-
sion, transfer to another unit or re-
adjust the program settings.

CASSETTE

PRESENTATION 79%

The addition of a neat title
sequence doesn’t compensate
for the slow, long-winded multi-
load.

GRAPHICS 91%
Convincing 3D graphics, and the

cockpit display area works
extremely well.

SOUND 64%

Functional sound effects which
could have been better.

HOOKABILITY 78%

Any initial enthusiasm is quelled
by the lengthy and awkward
multi-load.

LASTABILITY 71%

The five scenarios provide a

wealth of missions and enjoy-

ment which should keep a pilot

happy for manths — if the multi-

Eﬂd doesn't prove too frustrat-
g.

PVERAH 72%

erlative flight/combat
sir;a'::flathﬂ ruined by a painful
multi-load system.




Only the honourable wuill

Survive the bloody conflict of

kh FOR DETAILLS.
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In an age in which honour was revered, from a time when grace and beauty were virtues, a class of warriors set
themselves apart Lo dedicate their lives to a perfection in combat that in itself was an artform, to a discipline of
mind that became a religion. The attaining of such excellence required an extraordinary diligence in selfdenial
and training in order to achieve the ultimate accolade ‘War Lord’. Kendo, Karate and finally Samural are the
lests thal must be mastered before such honour can be bestowed.

Gremlin Graphics Soltware Lid..
Alpha House, 10 Carver Streel, Sheffield
Tel: 0742 753423

Amstrad £9.99 tape, £14.99 disk
CBMG64/128 £9.99 1ape, £14.99 disk
% Spectrum £7.99 tape




Arcades witho

Licensed to deliver big brothers actj

VDER

JU

‘Wonderboy reminds me of Super Mario Brothers... you can't go
wrong with Wonderboy, it requires skill, timing and is good,
clean fun.’

‘Dressed to kill in nappies and a motorbike helmet, with a

skateboard as his trusty steed and wielding a stone axe,

Wonderboy is born — ready to fight off the nastiest of nasties,

willing to leap the widest chasm, and eager to risk his life’. A, .3 Action
Computer and Video Games

ARCADE SCREEN

Best and fastest scrolling on a racing game’ This Sega coin-op conversion puts other top softwaref,

b
%} Best sprite design’
G

‘Best playability’

% ‘Best coin-op conversion’  Popular Computing Weekly

% "...brilliant" Arcade Action, Computer and Video Games
% Your Sinclair Megagame

SOFTWARE
p and Disk (£14.99) and A"

Z X SPECTRUM 48K/128K/+(£9.99), COMMODORE 64/12
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ut the change.

tion without busting your pockets.

FREE GAME OFFER

(details inside each pack)

AT

SPACE COLONY “06" has been attacked by space pirares.
To put an end to their plundering, a private rescue team
calling themselves the "QUARTET™ is recruited.

"...extremely addictive and highly playable' Arcade Action,
Computer and Video Games

WIS NIBIP R O RACING

- Jhouses to shame. It sets a new standard for arcade tie-ins.
sinclair User Magazine

SPECTRUM SCREENS

T™M & © SEGA 1986. All Rights Reserved. Activision, Inc. Authorized User.

Kassette (€9.99)and Disk (€14.99), AMSTRAD CPC Cassette (£9.99) Ml onde: Actvision (UK) L, 23 Pond Sevcer, Hamptead, London NW3 2PN,




3 hole golf
urses

US. Gold Led., Units /3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388




ZONE RANGER

Firebird, £1.99 cass, joystick only

et in the multi-dimensional

realms of space, you play an

intergalactic Good uy,
shooting out malevolent satellites
— despite the name of the game,
you're firmly on your own: there's
no futuristic Tonto to help out.
HFiloting a craft with unlimited
reserves of fuel and ammunition
you have to destroy a set of sixteen
satellites that form an alien com-
munication network before prog-
ressing to the next level where a
similar task awaits . . .

Space is arelatively empty place
on earlier levels — the target satel-
lites drift gently, pulsing out light
beams In tour directions to main-
tain communication with their col-
leagues in the network. Chunky
brown meteorites drift around

aimlessly, doing no-one any harm
as they follow the solar winds, and

circular warp-holes created by the
alien space engineers allow a
canny pilot to hop from one part of

quickly.

Your task is to destroy all the
satellites on a level, and it can be
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completed in one of two ways. The
most obvious solution is to zoom
around space using the pulses of
light generated by your targets to
locate them, dealing laser death to
the mechanical creations on an
individual basis. Alternatively,
locate the Super Portal which
gives access to an Inner Sanctum
—amaze constructed of force-field
walls and moving barriers. Inside
the maze you can pick up glowing
dots by driving your craft into them
— a tricky task, as the walls of the
maze and circular field generators
bounce the space cruiser around
if it hits them. Contact with a mov-
ing red barrier or one of the yellow
axit warp gates returns the cruiser
to satellite-ridden space with a
cargo of dots on board. If you can

| then find the Skyway Patrol craft,
space to another, painlessly and |

piloting the cruiser into it causes a
satellite to be automatically
destroyed for every dot collected
in the Inner Sanctum maze.

R BO0S5S

On early levels, the bolts of light
emitted by satellites are green and

harmless, but on later levels
deadly red laser bolts are also
encountered. Other hazards

encounterad more frequently on
later levels are meteorites, and
alien

defence craft which

AL
s —

4;// e~

materialise at random and give
chase, firing laser energy in your
direction and attempting to collide
with you. To gain some respite, it
i5 possible to drive into a Sonic
Sparkler — a twinkling clump of
dust that confers temporary invin-
cibility.

Original equipment consists of
four space cruisers, with an addi-
tional craft added for every 1,000
points earned. There is a sat time
for each level to be completed,
and failing to destroy all 16 satel-
lites within this limit results in the
loss of one ship. When a complete
network of targets has been
destroyed any remaining time
units are exchanged for bonus
points.

Just to make life for a would be
Space Hero that bit more frustrat-
ing, the aliens left behind an
automatic robot repair system that
sets about fixing up damaged
satellites. The space cruiser's sen-
sors detect robot activity, and
when the alert sounds it's wise to
seek out and destroy the offending
android.

PRESENTATION 82%

Elegant game structure, enough

GRAPHICS 81%

Little variety, but different,
characteristic and very effective
with it

GRAPHICS 58%

A few functional spot effects.

HOOKABILITY 83%
Instantly rewarding and addic-

tive

LASTABILITY 77°%
Easytopick up and play—atany
time.

VALUE 94%

A veritable bargain

missa

OVERALL 80%

A neat and cheap addition to the
shoot ‘em up range

not to be
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FIRETRACK

Electric Dreams, £9.99 cass, £14.99 disk, joystick or keys

the eight worlds of the asteroid | restore order, The task force, code | destroying as many ground fea-
belt and declared indepen- | named Firetrack, consists of a | turesas possible en route. A giant
dence. This hasn't gone down too | fleet of three ships, piloted by the | nuclear power generator Is
well back on Earth, and the Gov- | greatest space fighter known to | situated at the end of each world -
ernment have decided to send a | man. .. you! when its two main cooling towers
task force out to destroy the The objective is to fly over eight | are destroyed the world is plunged

Indumrial Pirates have invaded | Pirate's base in an attempt to | vertically scrolling worlds,

R e

A i
RALEIALL N

" = L
e  — & =
: . 2 | =
. T (= = b — - —
— = § X - | L - :
1 - = = I
| - 2 =
] e - = = -
- — - T T = _
F_ o - ———— - =
T = = L] o g =
- m = i = | — = - = —
el P = $ 5 = - — —
—_ == B = = -
i - - =
et
e

|1‘I|"1"!|IIL"

-h
11— § | E =
— = 5 '"-t__—_‘_-_ - =
=1 = =\ —
= - w3 3 = P
g £ i T = £ ..'i
. - = = = 2 =
e _"_"*_: i Tas F = —
o = — S - = —ge—
=1 = == == =
= 3 = :"_"Ei 0 - —
F —=F —F =5 ==
= s = . Wy £ = l
= =X = =2 =
i = - 2 = i—
N ——— 'Y ‘z:=:_— —_— P o i —
'”hlﬁé:ﬁ r= ol
. 53 =3 5_ =
E S — W - T
e s o e =
= @2 = T e
a1, ~—|

=k— Sg— -
—— - =
= - e . |
i e ; "r.-. - o
: 'I'-"'!.!'___
o x
—
— ==
-

b |

ATA

ot
. ||
i AL

=
— - x 3
s AW
.-I.q-q_ .."r.— -1i- —
e e B W S, o = E
- e N
= = - - ==
LB o K e B =
— - e - — - -
4= & L E g T e ;
= . = . = N w9
T m a e Lo
e
-1...-'ﬂ -|--"'It —-'_.-t--
e e e =
A eI e S e R
e, N, L, _SC
T o e o . e
- - 1.——'1._E—.:l = :-'
= = = _w i - -
& - - --?J= - =
ez cog x-S =St
= B e I | N = w3
- L L = iy '
- » .1 = £ 3 =
N T~ =¥ - e 3= e
- - o — - - -
- — p— - i\- -
e — I %% o
. = | 5y B e o e et T
‘. ‘f-- -:.-- - = - &
e m— -
Fﬁgﬁda_

3

"
W%
e

24 ZZAP!64 April 1987



':,-"1' nr,

i o W . .
- e i

_._'.-.._'._.-:. |y S

il "|I|I

e SRdE L

s — - o

=
bt

L

|

s i T missiles in your general direction.
- :'11[=__ === _F, o . I | Contact with a ship or one of their

.

) lecer missiles results in instant destruc-
= R/l scrollers  have B
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J straffing run over the world, before
the pirates have a chance to
rebuild.
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he Droid Wars come to a
nead in this, the final confiict
between man and machine.
Following massive Droid activity
on the planet Void, there have
been rumours that the mechanical
aggressors are planning to nuke
Earth. To prevent this, five fleets of
Void Runners have been sent out
to destroy the Droid forces, before
the deadly missile can be
launched. As admiral of the five
fleets, the future of Earth is in your
hands. ..
The action takes place on a

VOID RUNNER

Mastertronic, £1.99 cass, joystick only
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single screen: four tightly-packed
Void Runner craft appear in the
middie, and can be moved any-

LpoKS LIKE one BiG uoip..

where within its borders. The for-
mation of the craft varies from level
to level — sometimes they're linked
together to form a star, either
pointing upwards, downwards,
diagonally or to one side.

When the action begins lines of
Droid craft emerge onto the screen
and maraud around. Contact
between a Droid and a Void Run-
ner results in destruction of the
entire fleet, and play switches to
one of the four back-up fleets.

Another deadly feature is the
Teeran scanner, a glowing line
which slowly moves down over the
playing area, constantly wrapping
round and returning to the top.
Occasionally, it drops a scan line
across the screen which remains
‘active’ for a few seconds and is
deadly to touch.

26 ZZAP!64 April 1987

o i s

e T Fr S A N e &

s

The fleet is capable of hurling
defensive energy bolts across the
screen, destroying the majority of
Droid craft on contact. Not all of
the Droids explode immediately —
some change form when hit, turn-
ing into red blobs which fire a laser
beam down the screen if the fleet
flies beneath while others are inde-
structible and have to be avoided.

If enough Droids are destroyed
the fleet progresses to the next,
more difficult level. The mission
ands when all five fleets are lost,
although an extra fleet is eamed
when a screen is cleared of aliens.

PRESENTATION 67%

Colourful title screen and high-
score table

GRAPHICS 74%
Mo picturesque masterpiece,
but the graphics do their job

SOUND 59%

Mo music, but some suitably
raucous sound effects to add to
the atmosphere

HOOKABILITY 81%

The straightforward shoot "em
Up actuion provigdes immediate
appeal

LASTABILITY 80%

Enough challenge to keep the
most ardent blasters playing for
weeks.

VALUE 93%

A steal at such a low price.

OVERALL 85%

An incredibly fast and frenetic
shoot am up — definitely one for

the collaction.




6 MASSIVE HITS IN ONE 6-PACK

PLUS BONUS GAME — DUET

Spectrum Cassett® £9.95

Commodore 64 Cassette £9.95
Ccommodore B4 Disc £14.95

Amstrad Cassetle £9.95
| Amstrad Disc £14.95

Mail order, just gend a cheque
or postal grder payable 10
ELITE SYSTEMS LTD.
| orquote your credit card No.

| ANCHOR HOUSE,
Anchor Road, Aldridge,
Walsall, West Midlands
WS9 8PW
Telephone: (0922) 59165
Telex: 336130 ELITE G

| QELEASE DATE:
MARCH 9th EUROPE
MARCH 19th UK




t's time to sharpen up your bar-

room brawling skills, saddle up

the horse and get into the Wild
West spirit — the coin-op train rob-
bery gﬂl"ﬂE has moseyed into
town. Eight trains are out there for
the robbin’. Joystick-and-fire but-
ton beat 'em up skills are tested on
alternate trains along with your
prowess in a shoot-out.

There are sight trains, with the
odd-numbered locomotives
involving hand-to hand fighting.
The train begins to pull out from

LR < F"Iﬁi‘w_m.“ ¥
j; A TV LTy At TR
e | .ﬁ.-:!‘,'f-l ana

the station, but before you can
board there is a belligerent cow-
boy to be beaten up. With that
menace out of the way, hop on the
guard'’s van and start fighting your
way alon %thﬂ rooftops of the mov-
ing train. Six types of opponent are
encountered on the rooftops:
while most of them are straightfor-
ward bare-knuckle brawlers -

15870 mumm

EXPRESS RAIDER

US Gold/Data East, £9.99 cass, £14.99 disk, joystick only

gunmen, seated bottle-huriers,
ankle-grabbers and non-fighting
crate pushers are also encoun-
tered. Reach the locomotive and
two lovely bags of money come
into your possession,

In the fighting sequences, a tug
o' war bar in the centre of the
status area at the top of the screen
keeps track of the hits, moving left
as you are pummelled and to the
right as you land punches and

e ——— e ——————

~ e

allowing you to dodge the
weapons and bullets hurled from
the carriages. Pressing fire shoots
a bullet from your gun's limitless
reserve.

Some of the trucks are open-top
goods wagons, where the gunslin-
gers pop up above the parapet to
fire at you, while other carriages
are armoured passenger cars and
the defenders slide open the shut-
ters on the windows before loos-

- "
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kicks. When the bar fills its win-
dow, the current opponent is
defeated and a nifty leap takes you
on to the roof of the next carriage
- a bomb placed on the coupling
Is automatically defused during
this exercise.

Mounting a horse and galloping
alongside the even-numbered
trains, the aim is to pick off the on-
board gunslingers. The horse gal-
lops along in the foreground, and
moves up and down the screen
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ing off a shot or hurling a weapon.
Open-sided goods wagons pro-
vide cover from which bounty hun-
ters also take pot shots at maraud-
ing robbers.

It's possible to duck behind the
horse to avoid the fusillade that
heads your way, or a particularly
well-aimed shot can take out the
approaching projectile in mid-
flight. A little row of boxes at the
top of the screen indicates how
many gunslingers have to be shot
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before the next carriage can be
attempted.

Occasionally a bird flies past
carrying a bag of money — shoot it
for bonus points. Bonus points
may also be won by shooting the
sack of money that a frightened
clerk hurls from a window in the
armoured carriage — but take care
not to shoot him. If you blow away

your benefactor, he shouts ‘No’
and all the little boxes at the top of

the screen fill up again: the
gunslingers you have killed in the
carnage are miraculously reincar-
nated.

Whether shooting skills or
fighting skills are being tested,
each carriage in a train has to be
dealt with inside a time limit. In the
combat sequences, failing to jump
to the next carriage in time
explodes the bomb on the coupl-




ing and the train separates. Natu-
ral hazards, including tunnels and
dangling signs complicate matters
when you're fighting along the
rooftops, sapping the energy
reserves of a careless cowboy.
The higher levels feature tougher
defenders, and the quantity of the
opposition increases - extra
gunslingers have to be faced on
later shoot-out levels, although a
few seconds are added to the
target time for each carriage.

our skill levels are offered on
the start screen, and three modes
of play. In practice mode you have
32 lives but can only attempt the
first two trains; five lives are
supplied in nomal mode, but
when they are used up pressing
fire within ten seconds allows play
toresume at the guard'’s van of the
current train. Super proficient train
robbers can attempt the advanced
mode, where the game restarts
from the very beginning after five
ives have been lost.

PRESENTATION 74%

Sufficient instruction and a use-

tul practice option

GRAPHICS 82%

Effective scrolling and definition

SOUND 62%
Awlul tunes, but good spot
gtfects

HOOKABILITY 76%

The simplistic arcade action
proves instantly addictive

LASTABILITY 57%

Mot enough variety to hold the
interast for very ||:-r'r:]_

VALUE 49%

Expensive for such a imited

'E.:l--” ne

OVERALL 60%

MNothing special, but it m ay pro-
vide some short-term entertain
ment.

WEST BANK

Gremlin Graphics, £4.99 cass, joystick or keys

caded down with riches
accumulated during the Gold
Rush, hundreds of pioneer-
ing folk head for the famous West
Bank of Dakota to protect their loot
from low-lives out to make a quick
killing.
Acting as a bank teller, your aim
I5 to take a deposit from behind
twelve doors which lead into your
office. The character on the other
side of the door might have other
ideas about this though, so a quick
decision must be made as the
door opens. Should they be a
clean-living farmer or saloon girl,
coming to place their hard-eamed
savings with the bank, take the
cash. But should you be con-
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fronted by an outiaw brandishing
a gun, you must act in the best
interests of the bank — and shoot
them. if, however, you make a
wrong decision and shoot an inno-
i::enl person, one of three lives is
ost,

As cash deposits are obtained,
a Dollar sign appears at the top of
the screen in one of the twelve
boxes corresponding to each
door. Only three doors appear at
one time, so when these are dealt
with, the office wall is scrolled in
either direction to reveal three
more doors which have not yet
been involved in any transactions.

This process continues for two

it just took one
game of this to
put me off. It's
AR compl and
- utterly NG.
Having to play it a couple more
times ‘just to make sure' was
sheer torture. West Bank is
simple, completely banal and
takes tedium to new extremes.
There's nothing to do but prod
one of the three keys at the
right time, then scroll the
screen when three cash-toting
people have The
program might regarded
at a fiver, but personally
Ithink it's a complete and utter
waste of money.

whole days, split into nine stages.
Taking all twelve deposits com-
pletes a stage, and you are then
confronted by three of the local
desperadoes after your biood.
These outlaws must only be dis-
posed of once they have drawn
their guns, points being awarded
on the speed with which vour
assailants are despatched. If you
shoot too early however, another
life is lost.

When the shoot-out is over, the
action continues inside the bank -
however, the robbers are more
devious and doors close quicker.

there is little variation. Graphi-
cally, West Bank is very smart,
with plenty of colour and

neatly presented characters -
but as to whether you will still
En playing in a fortnight's

PRESENTATION 60%

Adequate instructions and a few

useful options

GRAPHICS 80%

Characters ancd

Strong initial compulsion due to

15 simphcrty

LASTABILITY 51%

Flavable. but not varied enoi 0
1o hola the interast for very I

VALUE 66% '
Moare than halfthe fun at half the

usual price

OVERALL 60%

ment ‘II:" d Week al ||:|-|-:_'.-1

ZZAP!64 April 1987 29

o

5T A0 HLW D04 FOVRTNG 308 LNW welolL SR




There are some places in the universe
you don'’t go alone.

___________...-—

T aihalialiis

6 GAME COMPENDIUM

-AVAILABLE ON: ZX SPECTRUM 48K/128K/+...£7.99
AMSTRAD CPC CASSETTE ...£9.99 AMSTRAD CPC DISK ... £14.99
COMMODORE 64/128 CASSETTE ... £9.99 COMMODORE 64/128 DISK ... £14.99

ELECTRIC DREAMS SDF1WAHE-TEHMTNUH HOUSE. TERMINUS TERRACE, SOUTHAMPTON, SO1 1FE TEL: (0703) 229604




p until now, conversions of

Konami games have

arrived courtesy of Imagine
— from now on however, Konami
have decided to produce and mar-
ket their own conversions rather
than sell licences. The first
Konami-produced conversion off
the production line is Jail Break,
soon to be followed by Nemesis.

The inmates from the local
prison have broken out of their
cells, seized the repeating rifles
from the armoury and overrun the
town. The Warden is tied to a stake
in the middle of his own prison,
and the convicts have captured
innocent men, women and chil-
dren to aid their bargaining posi-
tion. You are the sole surviving
lawman, and it's up to you to
rescue as many of the hostages as
possible, while eliminating the
rampaging prisoners before they
do any more damage.

Starting out in the city streets
armed with a pistol and an endless
supply of bullets, the aim is to
make your way along four horizon-
tally scrolling sections and rescue
the Warden for a massive 50,000
point bonus. Prisoners dressed in
striped prison trousers scurry
along the streets, bare-chested
and dragging a ball and chain.
Almost all are armed, and they
loose off triple shots at the merest
provocation.

The action Is viewed from the
side, with the policeman moving in
one of four directions, firing his
weapon in the direction in which
he is facing. Convicts lurk below
manhole covers, peeking out to
take pot shots, while snipers have
installed themselves in vantage
points beside the roadway. [he

JAIL BREAK

Konami, £8.95 cass, £12.95 disk, joystick only

prisoners run along the road from
right to left, tuming from time to
time to shoot across the width of
the street and occasionally send-
ing a bullet or two from the left of
the screen. Five lives are provided,

:
:

§
|

a bullet leads to death, with play
resuming from the start of the level
(unless you expire half-way along
a section).

Hescuing hostages by walking

- g~

ol

Jail Break is abys-

mal. it would only

have been

less awful

if it was a little

easier, if there was more vari-

mﬂﬂhwﬂlﬁdﬁu—

wasn't so poor. It's pheno-

menally to get shot

m""'“a.“m‘““ fo miss. What's
a can

Himli:lﬂl.hou?hn to

the last level — and when | did,

| was astounded to discover

that there are only four very

similar, banal and simple

levels. A complete waste of

time and money — wholehear-

tedly recommended to those

with extreme masochistic ten-

dencies.

into them earns bonus points and
more advanced weapons. The first

gun. The additional

appear as icons on a status panel
at the base of the screen, and
pressing the space bar toggles
between the weapons held. All

added weaponry is lost when you
die.

Barrels litter the streets
obstructing progress — the only
way to dispose of them is to use
the rocket gun, while the tear gas
launcher allows you to kill off snip-
ars. All three weapons are deadly
agalnst the running convicts, and
500 points are collected for each
convict, sniper or  barrel
destroyed. According to the inlay,
hi-jacked trash vans career down
the streets and can only be stop-
ped with the rocket gun, but after
extensive play in the office the
vans had still failed to appear . . .

After fighting your way through
the city streets the action transfers
to the park, and then moves on to
the waterfront as you approach
the jail itself. The final section is
played against the drab grey
institutional interior of the prison:
take care when approaching the
Warden — the prisoners are likely
to shoot him before those lovely
points can be collected. When the
Warden has been rescued or killed
by the convicts the game cycles
round to the beginning again and
another rescue mission can be
attempted, but this time the con-
victs are really out in force . . .

PRESENTATION 46%
Adequate packaging. poor
nstruction, and basic in-came

presantation

GRAPHICS 37%

ANd juddery 5

and backdrops
rodhing

SOUND 62%

e, ol o -
A qood tune plavs throughout

HOOKABILITY 39%

Far too difficult and repetitive to
be rewarding or entiralling

LASTABILITY 26%

immensely trustrating and tire-
some to play. and only four simi-

lar stages to complete.

VALUE 247%

Not enough vanety or playabilit Y

o warrant the price

OVERALL 30%

A bad conversion
markable ;

ol an unre-

F
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i n the planet of Mechworld,

all life is completely auto-
| mated - even the inhabit-
| ants are machines. For many years
| the mighty computer systems
|used on Mechworld have
theorised about the possibility of
organic life and now, deep in the
mechlabs, the Machine Sorcerer
Wardlock has made their dream a
reality.

Incarcerated in his labs are Solo
the Syntleman, a synthetic
humanoid, and Nejo, a humanoid
baby. Solo has realised that as the
result of a laboratory experiment,
he and Nejo are doomed to remain
under examination in the
mechlabs until they die.

In order to gain their freedom,
Solo has devised a plan to distract
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PRODIGY

Electric Dreams £9.99 cass, £14.99 disk, joystick with keys

the sorcerer by feeding confusing
data into his terminals, thereby
disabling his security systems. He
and Nejo may then make good
their escape, and attempt to find
other organic life before further
experimentation takes place.

You take the part of Solo, direct-
ing him around the maze-like
mechlabs in search of security
units, which are then used to dis-
engage Wardlock's security sys-
tem.

Solo's movements are joystick
controlled, and his task Is ham-
pered somewhat by the fact that
he must also take care of Nejo,
who follows him about on all fours.

The little prodigy takes quite a
bit of looking after; indicators at

the top of the screen tell you when
Nejo needs cleaning up and when
it is time to feed him. Another dis-
play alsoindicates the current axy-
gen supply level, which needs
replenishing from time to time.

The central display is taken up
by a view of one of Wardlock's
monitors, giving a forced-per-
spective 3D picture of the cap-
tives, their present surroundings
and Wardlock's failed experi-
ments — specifically the Bloberites
and the Globewells. These hinder
your progress around the labs,
and repeated exposure to them
causes you to be returned to your
initial location in each zone.

The mechlabs are divided into
four major zones, termed lce,

HEI"I'WH go again,
reat concept -

ﬁu-n.m#u-dl%n

another of

games that fails because too
much has been crammed into
it. The game-play, what there
is of it, is slow and

'l-h-h
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make that awiful l:hiﬂll'.it:lﬂ‘"I ow
you is near impossible - and
when it is mastered it's even
:lnwur than before! | didn't

Erng Pr , and |
dnuhtl"la ] sdgl:nmy

Vegie, Tech and Fire. Movement
between them is speeded up by
use of a teleport system, which is
activated by simply walking into its
chambers.

uagﬂnnlna

h;': not Ilnlr.:l up
a door he juat

PRESENTATION 65%

aparse instructions, but goodin
game presentation.

GRAFHICS 60%

asonable definition, but
vincing forced perspec-

SOUND 45%

Fair title tune, but little in the way
of spot effects

HOOKABILITY 34%

Fiddly control which is
||'r||r||-*|'1| ately off-putting.

LASTABILITY 45%
Large playing area -if you can be
bothered to stick at it

VALUE 31%

Ten pounds is a little steep for a
monotonous and unplayable
game.

OVERALL 40%

An interesting concept which
sutfers from severe playability
problems.
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Launching soon on:

For mail order enquiries please write to:

NMC Limited, PO Box 67

London SWI1 IBS
orcallon 01-228 6730

Spectrum £7.95
Amstrad, Commodore tape £8.95
Amstrad, Commodore disc £14.95




Thrc}ughﬂut history, in times of anguish and need, there have arisen
great leaders who have turned away the tides of defeat, deprivation
and slavery. They have secured not only protection and prosperity for their
peoples but also a place in the history of mankind.
Dare you stand beside them?
Measure yourself against the evil forces of today - total war -
epidemic — starvation — poverty -
and prove that you have the power to be

SREEINENT

- T}
ok, )

FEATURING: @ Oil Exploration and Development @ Battle Tactics AddiCﬁH Gﬂmes L'!'d
and Defence Strategy @ Politics — including Food Policy, Health, '
Economic Problems, Vote Winning Ploys etc. @ Finance — Oil Sales, 10 Albert Road - Bournemouth

Gold Reserves, Exchange Rates . . . and of course — Elections Dorset BH11BZ - Tel: 0202:-296404
AMSTRAD £9.95 SPECTRUM £8.95 COMMODORE 64 £9.95 COMMODORE 64 (DISK) £14.95




SHORT CIRCUIT

Ocean, £8.95 cass, joystick with keys

umber Five is a SAINT
(Strategic Artificially Intelli-
gent Nuclear Transport)
series robot, produced for the US
military by Nova Robotics. By a
pizarre stroke of fate, this omnipo-
tent killing machine has been zap-
ped by a million-volt lightning bolt
and become a living entity, with a
conscience and a will to survive.,
This doesn't meet with the

approval of either the security
forces, who are none too keen on

having a laser-toting robot wan-
dering all over the place, or Nova
Robotics, who want to dismantle
him and find out exactly what has
happened. Both want him back -
and not necessarily in one piecel
Short Circuit is divided into two
sections, relating to Number Five's
escape from the Nova factory, and

his subsequent attempts to remain
free by evading his pursuers.

The first section takes the form
of an arcade adventure, in which

the robot roams through a
research complex, searching for
the equipment necessary to com-
plete his laser and jumping
mechanism. Without these he
cannot successfully escape from
the factory. He also needs to dis-
cover the technical data which
enables him to produce a decoy
robot. This is then used in the next
stage to fool the authorities.

The second section follows
Number Five's journey across
country, hotly pursued by his
would-be captors. The local

wildlife must also be avoided, as
his conscience is so troubled by
the death of living things that he
shuts down if he inadvertently
harms too many creatures.

On completion of the dummy
robot, which is destroyed in his

place, the robot makes his way to
his human friends' van and free-
aom.

Mumber Five is joystick control-
led and, as in reality, has only one
life. To account for this, there is the
option to play the second stage
without having to complete the
first.

PRESENTATION 78°%
ecent loading screen, good
hions, and a few useful
features

GRAPHICS 59%
Poor first se
Five lookin
bBut the s
attractive

SOUND 76%

Heasonable IN-game music, and

on with Numbaer

ond section s fa rly

L S0me .-:]'-;:-:1“-:“-_-._-: Cjuai-

LASTABILITY 39%
Interest soon wanes, due its
repatitive nature

VALUE 41%

I'wo limited levels is not er ough

o justity the price

OVERALL 49%

A, strange choice of licence,
poorly interpreted
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ting range of the hole, the golfer is

LE AD E RB O AR D automatically given his putting
iron. Asmall pointer appears to the

EXECUTIV left of the hole, which shows the
ED ITION , direction and amount of siope,

enabling you to compensate with

US Gold, £9.99 cass, £14.99 disk, joystick only Lﬁif"?ﬁﬂ%’ﬁfngﬁrgﬁtﬁ?nﬂ }Eil?:ﬂr

old plus-fours and dust off the \ T R _
golfing trolley. Yes, it's Leader- | o e et = FAR

COURSE

lt's time once again to put on the _ : HOLE = §

board - the Executive Edition. The
designers of the world famous
golfing simulation now bring you a
souped-up wversion, with the
added realism of playing on a
course with bunkers, trees and

Z

gs

:
i

rough. boasts some atten-
The player is presented with an tion to Hﬂg problem
initial choice of completing the lies in the fact that it's just too
course alone or in a group of up to similar to its forerunner. The
four people, with three levels of only real differences are the
difficulty which may be set diffe- bunkers, the trees and some
rently for each individual. Unlike new scenery — there's nothing
new in the game-play. It plays

w and the new features

;

tion of flight, and an information | then appears which is controlled with a tenner for
Edition | panel on the left gives the course | in the same way, enabling you to | i ﬁbum if ﬁ.' original
well axe- | details, including the wind | determine the amount of hook or Leaderboard already graced
trees | strength and distance to the hole. | slice on the ball. This coincides my software collection.
and bunkers are and | This allows you to make your | withthe movement of the golfer as
there is more scenic varlation | choice of club from the set pro- | he swings and hits the ball down
between the different holes | vided, which ranges from a One | the fairway. changes to display a larger power-
than before. Overall, the game | Wood right through to a Nine Iron When the ball eventually stops, | meter where the bar is simply
is superb - but, if you have the and Pitching Wedge. the screen is re-drawn to show the stopped at the required strength
first version, | would seriously On pressing the fire button, a | golfer's view of the course asseen | for the putt.
think before the Execu- | power-bar scrolls down, which is | from his new position. The action Successfully holing the ball
tive Edition. Ten isalotto stopped by another click of the | alwaysfacesthe hole, andthe pro- brings up the current scoreboard.
for a few bun- | button. The amount of bar | cessisrepeateduntiltheballlands | which shows the individual hole
and trees. revealed corresponds to the | onthe green. scores and the running total for
strength of the shot. A second bar When play is finally within put- | each player. See you at the
the earlier edition, there are only nineteenth holel

two courses with this version, the
first of which is included with the o
game while the second has to be FEE_SE"TATWH 94%

loaded separately. e -+ ' Wl A large range of optians, s oy

perspect

o the aolfer

SOUND 78%

ary or provided

HOOKABILITY 82%
It is possible to get straight into
the game on the easier level and
WOTK your way up as prof
|:'_ .r'-:.lr T4 -_r. INCreasas.
LASTABILITY 63%
There are only two courses
d with thi
- may sGon prove tiresome
fiore, the serear essntsani || - ~ Jl vALUE 52%
options, the screen presents a full- T 4 : B ther aipoasie conaiderng
perspective, first-person view of T = A sl e iy
the fairway. This overlooks the : ou?

golfer, who appears at the bottom
of the screen ready to tee-off.
Control of the goifer is by joys-

OVERALL 72%

tick and is identical to Leader- : _ —_— B — Mot a vast improvement on the
board. A cursor is positioned on- : : ;
screen to indicate the ball's direc-
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RIDERS GO FULL CIRCLE...

. SHOCKWAY RIDER
, SPECTRUM £7.95
AMSTRAD & COMMODORE £8.95
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FASTER-THAN:-LIGHT FTLFASTER THAN LIGHT, CARTER FOLLIS GROUP OF COMPANIES. .
"' SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ. Tel: 021-557 2981 (4 lines)
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KRAKOUT

Gremlin Graphics, £9.99 cass, £14.99 disk, joystick only

rakout is a re-working of one
KGT the oldest forms of com-

puter game — Breakout. An
arrangement of blocks is pre-
sented on-screen, with a bat either
on the left or right. A ball is
launched into the playing area and
bounces around the screen,
gestroyving the blocks on contact.
The player moves the bat up and
down to stop the ball going off the
side of the screen. When the
screen is cleared, another pattern
Is brought into view,

Mot all blocks explode as soon
as the ball touches — some require
two or three hits before disappear-
ing, and others tumn into silver
squares which can be hit again to
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give the player an advantage
These advantages include mis-
siles to fire at the blocks, a reduc-
tion of the ball's speed, an explo-
sion destroying adjacent blocks,
giving the bat the ability to catch
the ball and fire it back, a double
bat, a shield behind the bat, an
extra life or an expanded bat.
Aliens wander around the play-
ing area and explode on contact
with the ball, deflecting it in a ran-

dom direction. Some aliens are
more deadly than others — one
reezes the bat on contact and
another actually eats the ball and
spits it back in an unplayable form!
But not all of the aliens are bad
news — one turms into another ball
when hit, while another destroys
all blocks on screen,.

A life is lost when the ball gets
eaten or goes past the bat - when
all lives are lost the game ends. An
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" This is NOT the
‘Ultimate Chal-

lenge' as the
cover would lead
you to believe -
it's a re-hash of a nine year old
mmﬂ'ﬁﬂ"f"mn uyaﬁllli:t
s
and has a sort of ible,

extra life is awarded every 10,000
points, or when a block marked
with an "X’ is hit.
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PRESENTATION 90%

I'_'::'_:l.".'";'_!rl_'-:'r"r:_*r'l'_'-_:l'.,-'l_:- Ooton scraean

and adequate instructions

GRAPHICS 77%

Very pretly backdrops and
sprites, but there's essentially
only one screan of achon

SOUND 56%

A very annoying tune plays
throughout, although ti

changedtothe rather feeble spot

gffects

_I'_IDGHABILIT‘I' 71%

Hest CoOmpLter

ABIL

52%
1h it T

3 hundred

s MCHIOT0N -

Ahigh price to pay for the sake o

EET IS LET e

OVERALL 55%

An unremarkable re-working of
an out-dated theame.




omething strange has hap-

pened. The mothership

Arkanoid has exploded and
a small spacecraft, the Vaus, has
scrambled away, only to be
sucked into a void inhabited by
The Dimension Changer. This hor-
rid creature has transported Vaus
into a strange dimension — 32
block-patterned screens. The
Vaus has to move from one screen
to another by clearing each screen
of blocks, finally confronting the
Dimension Changer on Level 33.
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ARKANOID

The Vaus sits at the bottom of
the screen and a ball is launched
into the playing area. The ball
bounces around the screen and
ricochets off the sides, destroying
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Imagine, £8.95 cass, joystick, keys, paddles and mouse

the blocks on contact. The player
moves Vaus left and right to stop
the ball going off the bottom of the
screen.

Not all of the blocks explode on
contact. Some take a few hits
before disappearing, others, when
hit, drop a spinning capsule which
can be collected to gain a feature
— such as expand bat, slow down

ball, the ability to catch and
relaunch the ball, a laser to shoot
at the bricks, an escape route to
the next screen, and extra life and
split the ball into three separate
balls.

Aliens float about the screen
and although seemingly harmiess,
they pose an indirect threat to the
Vaus — when the ball hits an alien,
it explodes and sends the ball
flying off in the opposite direction.
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I ine's
gl version
of Breakout a bet-

ter buy than
Gremlin's? Arkanoid is a lot
prettier than Krakout, it also
sounds better — and it's a quid
cheaper. But that's not all -
Arkanoid has that undefinable

something
Arkanoid has less screens, but

is more
- More so

that Krakout lacks.

ble than Krakout
using the Neos

mouse. If you have accesstoa
such a mouse, | thoroughly
recommend Arkanoid - for the
simple reason that it's simply
gorgeous playing with it.

If the ball goes past the bat alifeis
lost, although extra lives can be
earned at regular point intervals -
or by collecting a capsule marked
with ‘P".

Salty whan the bal s Bouncie
around at an enormous

If you like playing the arcade
| recommend that you
- mh,muduadaﬁrﬁunmhn

PRESENTATION 90%
Comprehensive options, good
attract mode and an adequate

fille sCcreen.

GRAPHICS 80%

Attractive backdrops and
sprites, almaost identical to the

arcade onginal

SOUND 96%

Hrlliant title tune and superb

HOOKABI

Instantly playable and reward-
1T |-!|

LASTABILITY 70%

Lacking variety, but very play

able and compulsive
VALUE 65°%

Highly polished, but expensive
for what it offers

ERALL 20 %

‘Ih o

e Conversion
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LEVIATHAN

English Software, £9.95 cass, £14.95 disk, joystick only

play. Leviathan does, gut in
attempting to be innovative

rifting aimlessly in the
depths of space lie huge,
mysterious landscapes

with a control method, Erﬁlllh
inhabited by hordes of aliens intent mﬁm ﬂ'lt:ul'-‘hﬂ lity.
upon your destruction. Your aim, to control = It bi I.“tn“:nﬂd

quite simply, is their total annihila-
tion.

The landscapes scroll diagon-
ally across a static star-field with
your fighter appearing on screen
in perspective to the background.
The ship can roll left and right, loop
and spin to face in the opposite
direction, and rise and descend
with respect to the landscape.

Your fighter comes equipped
with forward firing lasers and three
smart bombs. Points are scored
by destroying alien craft and
specific ground features, many of
which returm your fire as you fly
past. Elimination of all enemy

Laviathan is far

ships in any zone earns the player from the best
the option to either increase the scrolling shoot
skill level or transfer to the next ‘em up available.
zone. The control

Large tracts of open space lie
between the sections of land-
scape and are well defended by
ahen attack craft. Hefuelling is
possible during this flight, and is
accomplished by shooting fuel-
cubes which spin toward you.

A panel below the main screen
shows your height above the land-
scape, the time left in which to
complete the level, smart bombs
remaining, direction of alien attack
waves, and your current score,

There are three separate land-
scape zones — a moonscape,
which is loaded as part of the main
program, a cityscape and a
‘Greekscape’, containing Grecian
columns and statues. The latter
two sections are loaded sepa-

rately and may be called upatany | S _. | - 2 = N 0/
time, giving you a choice of back- | SRt : A F.EE?TE"-I?T"?EEB. n
drops. whal pointle ti-loa
tem and poor use of joysti
'HEIIP;I GRAPHICS 80%
RKE? Superbly drawn backdrops and

":-F-l rnies

Leviathan looks = et - SOUND 53%
very impressive, - . . . Bland title tune and unsuitable
but when you - . spot effects
e of aram | HOOKABILITY 54%
deur are shattered. The con- : T Awkward and incredibly frustrat-
trol method must be one of the : . e irg. mainly due to the needlessly

worst ever used onashoot’'em ' | : _ - : £ over-complicated controls
Up.esobadtitmetesthe (IR X - g . & RN LASTABILITY 39%

Mot much in the way of varied or
absorbing shoot 'em up action

VALUE 31%

Expensive for a glorified, and in

A sadly uninspiring variant of an
ageing shoot em up. Temptingly
dattractive, but bitterly disap-
pointing. ;
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Gremlin Graphics Software Lid., Alpha House,
10 Carver Street, Sheffield S1 4DS, Tel; 0742 753423

TO

T

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



I'll never forget the first 3D film |
saw on the big screen — it featured
a very large shark which appeared
to leap out of the screen straight at
me. Of course | was ever so young
at the time, and very impressiona-
ble — | hid in the broom cupboard
fordays. ..

Anyway | digress. The powers
that be at ZZAP! Towers have
decided to be everso generous
and give a new 1541 disk drive to
two readers. No less than 10 con-
solation prizes of a ZZAP! T-Shirt
and Cap set are also on offer. Of
course they're not entirely free:
you will have to do a bit of work to
garn one of these super pnzes, and
this is where my obscure reference
to the subject of 3D comes in.
What you must do is design a 3D
map of any existing Commodore
game.

If ygu look on page 58 of this
issue you'll find a 3D map of the
fourth level of Escape from Singe's

NAME .........
ADDRESS

(TR LRI R R RN DR R ELEL R AL L L L Lh

Castle. Study it carefully — it should
halp you design your 30D master-
piece. A fair old bit of brainpower
15 called for, and I'm an under-
standing fellow. You can have a
couple of months to complete the
task.

Don't actually send in a 3D
object — draw out your map so |
can have lots of fun with scissors
and glue. If the winning maps are
good enough we'll pack off the
prizes and print the maps in a
future issue of ZZAP! so everyone
glse can share in the product of
your genius.

Once you have finished your
cartographical creation, drawn it
out on paper and tested it's viabil-
ity as a "build it yourself' project, fill
in the form below, rememberng to
include your T-Shirt size, and send
whizz everything off to 3D ZZAP!,
ZZAP! Towers, PO Box 10, Lud-
low, Shropshire SY8 1DB to
arrive by the 14th of May.

POST CODE ..............
T SHIRT SIZE ........ccconnnen.
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| would Iiketnnrderﬂmfulrnwhg ZZAP! 64 BACK NUMBERS . . .
Pleasa tick the corract box

901100 ] 121130 14 15( ] 16( ] 17 ] 1819200

BACK NUMBERS SPECIAL OFFERS!
® Order THREE or FOUR issues at the same time and get 40
off TOTAL COST!
Better still, order FIVE or MORE issues at the same time and
get 20 pence off EACH ITEM!

PRICES

@ ALL BACK ISSUES NOW £1.20 EACH (including P&P)

® OVERSEAS ORDERS: £2.00 per magazine (they cost a small
fortune to send)

Name
Address g

Postcode

MMHWMWMMHI:MNM
m“%:hmﬁu-m enclose ANY order with mail to
the ED Mﬂ-ﬂﬂ-wﬂhhwﬂMtﬂnmmhﬂ
your orders to the address

PLEASE DEBIT MY VISA/ACCESS ACCOUNT £
| wish to pay by Visa/Access (delete as applicable)
Signature

Expiry Date

Please Charge My Account No:
Number of issues ordered
Less discount if applicable

TOTAL COSTE

| enclose a CHEQUE or POSTAL ORDER for the TOTAL

BACK NUMBERS,
ZZAP! 64 MAGAZINE,PO BOX 10,

LUDLOW, SHROPSHIRE SY8 1DB
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Mo 5 September 1985

116 Pretty Pages! Summer Games || AND
Frankie Goes to Hollywood Gold Medals!
FOLIR Sexy Sizzlers! Hypersports) Rlescue on
Fractalus! Finders Keepers! Skyfox! Bettar
Letter From Americal Commodare Clinics!
Marcenary AND Spy Vs Spy Il Previews!
Encountar Past Blaster! Birth of & Paradroid
Part lll! FOUR Pages of Titilating Tips! Flight
Simulators Round-Up Part 1! Terménal an!
A hMore!

Mo & October 1985

132 Perfect Pages! No Gold Medall SiX
Scrumptious Sizzlars! Monty on the Run! Rac-
ing Dstr = Set! Pinball Construction Set!
Modes rs “iry AND Quake Minus
O AP 0‘{ "iig Computer
Paaopla o D 0 il Com-
pany Intarview . Ur ole Tips!
Hocket FRoger Map! .. !..Inwich
Reviews! Birth of a Pardroia . Wl Fleght
Simulators Round-Up Part I Rignall Loses
Challenge! Terminal Man! And More!

Mo T November 1985
132 Pres *~snus Pages! Sean Masterson AND

Gary Lic *hg ZZAP Craw! Paradroid
AMD L “onople Discovary Kit
God » SOL st Wizard's
Lair! %. 0 Round-
Up! ZZAPS, Ur' of Tan
tamount Tips! Now. fap! Mas-
lerblaster Quiz Il Gary Fe.. it Hes First

Challenge’ Tarminal Man! And Mure!

No 8 December 1985

1440} Prolific Pages’ Electrosound Gold Madal’
FOUR Spitfing Sizzlers! Scarabaeus! Batalyx!
Who Darea Wins Il ACE! Zoids AND Elektrag-
lide Previews! A Look at Software for Kids!
FIVE Pages of Thrilling Tips! Sabre Wulf Map!
Daved Crang Interview! Penn Loses Challenge!
ZZAPSTICK! Terminal Man! And More!

Mo 8 Christmas Special 1985/86

172 Pork-Frea Pages! Amazing FREE Double
Sided Od Frey Poster! Ballblazer Gold Medal
THREE Splendid Sizzlers! Koronis Rift! Aobin
of the Wood! Temple of Aphsai Trilogyd
Advanced Music System! Undum Preview!
SIX Pages of Triemphant Tips! Underwuride
Map Part I! Archer Macizan AND Jeff Minter
Interviews! US Gold Previews! Rocklord's
Round-Lip! ALL is Revealed = Inside ZZAP!
Towers! Short Story by 2000 AD's Kelvin Gos-
nigdl| Oli Frey Profile! 2000 AD Speak! Terminal
Manl And Even Moral

Mo 10 February 1986

116 Perspicuous Pages! Bounder AND Eido-
lon Gold Medals! TWO Super Sizziers! Flght
Might! Reva! Deus Ex Machina! Tomy Crowther
AND Martin Galway Interviews! SIX Pages of
Touching Tips! Dynamite Dan Map! Under-
wuride Map Part Il Incredible Pictures in the
Compunet At Galleryl] Shadowspiel!
Lucastilm interview Part I Termenal Man! And
hares!

Mo 11 March 19886

116 Parp * =l Pages! Marcenary Gald Madalt
FIVE & Triers! Arc of Yesod!
Hardbal "= Imterview Par i)
Andrew 'SOL D ' iddon's
First (i OU an Past
Blaster! FIVE ¢ .. _ Tlrr,u Tips!
Bounder Maps! Actives.. "2 Makar!

Shadowsplel! ZZAPBACKY ... Jdnaf Man!
And Mora!

No 12 April 1086
116 Practical Paper Pages! ‘ Julian Rignall’ on
the Cover! NO Gold Medall THREE Sizzling
Sirzlers! Zoids! Biggles Praview! Gama Killer!
Programmer's Egos Abound - ZZAP
Superstar Challenge! FIVE Pages of Transcen-
dental Tips! First Four Levess of The Eidolon
Mapped! ZZAP! Readers Awards Raesulis!
Mindsmear Preview! Wild Sounds From Your
64 ~ Datel Digidrum AND Sound Samphar!
ZZAPBACK! Shadowspiel Mare Fabulous
Compunet Art! Termingl Man! And More!

1986
apes! Aller Egg
§! Thrust! 8
Clairg,
il

_gn

Wi lama -
pw Part
atarmng JeH
ptychesgue Tips!
@tlor Maps!  Palace
EEEananowspel! Mindsmaar
APBACK! imagine Interview!
B 1 to 121 find
OfE

F'ag.-gas.' Epinda

by ] Saucy

2|

=L
W ~ages of
errestrinl Tigs! "5 Hevenge Map!
Last Four Levels of The Eidolon Mapped!
Shadowspiel! Gary Liddon's Technical Bit in
the Middle! Rignall Loses Challange! ZZAP-
BACK! Terminal Man! And More!

Na 15 July 1886

124 Profound Pages! Leader Board Goéd
Medall FOUR Sublime Sizzlers! Boulderdash
I Slamballl Go for Gold! Sentingll Budget
Reviews Bonanza! Penn Wins Challenge!
Euromax’s Mouse and Cheesa! SiX Pages of
Tender Tips! Starquake Map! More Outstand-
ing Compunat Art! Daily Liama - Minter Diary!
Gary Liddon's Technical Bit in tha Middia!
Shadowspesl! CHL Previews! Terminal kan!
A Borad

Mo 16 August 1888

116 Pompaous Pages! NO Gold Medall FOUR
Stupendous Sirzlers| Gresn Berat! Tau Catil
infiltrador! Kik Star 11! Controversial Musician's
Ball Interview! Vidcom Art Package Reviewed!
Penn Wins ANOTHER Challenge! Daily Liama
= Minter Diary! NINE Pages of Tasty Tips!
Cauldron Il Map! Hacker Map! barcenary Map
AND Tips! ZZAPBACK! Terminal Man - Final
Episodal And Evan Mora!

Mo 1T September 1986

124 Paginated Pages! Roger Kean Leaves
ZZAP! TWO Gold Medals! Ghosts 'n' Gobling)
Graphic Adventure Creator! FIVE Sansuous
Sizziers! Knight Gamesl Arac! The Second
Cityl Hercules! Split Personalities! All Ameri-
can Gold Rush - Previews of FOURTEEN US
Gold Games! The Musician's Other Ball —
Commodore's Music Expansion  System
Reviewad! Penn Loses Challengs! Dailly Llama
- Conclusion of the Minter Dairy! SEVEN
Pages of Topecal Tips! Ark Pandara Map And
Solution! RMS Titanic Map! Masterbigstar 11
Software Cuties Speciall Lichi Mata Praview!
ZEAPSTICK! Chns Butler Intarviewed) Z2AP-
BACK! And Mara!

Mo 18 October 1986

116 Powerful Pages' Gary Penn Appointed
Editor! NO Gold Madal! FIVE Sexy Sizzlers!
Beyond The Forbidden Forest! Powerplay!
Parallax! Inicis Alpha! Super Cycle! Two Read-
&3 Battle in the Chaflengel Grag Bamett inter-
viewed! NINE Pages of Titilating Tips! Tau Ceti
Map AND Tips! Second City Mag AND Tips!
And Morel More! Maore!

Mo 19 Hovember 1986

148 Prelly Pages! World Games Gold Medai!
FIVE Spiffing Sizrlers! Dan Dare! Sanxion
Tass Timaes in Tane Town? Trivial Purswit! Delta
Four Interview! ZZAPSTICK! TEN Pages of
Terrific Tips! Miami Vice Map! First Four Levels
of Equinox Mapped! Robin of the Waood Mapd
John Twiddy Intensew! ZZAPBACK! And (Be-
liave it or not) MORE!

Mo 20 Decembar 1586

180 Prestigeous Pages! TWO Gaold Medals!
The Sentingdl Bowlderdash Constrsction Kifl
FIVE Superb Sizziers! Sacred Armowd of
Andwiad! Leather Goddesses of Phobos!
Bobby Bearingl The Pawn! Tralbiazer
Firebird's Fabulous Micromiythm Drom Kit
Reviewed! TWELVE Pages of Top-Hole Tips!
Jack The Nipper Map! Zoids Map! Dan Dare
Map! Antirad Mapd And Mora! Morg! Moral
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THE COMPUNET PAGE

his month sees yet more of
! the usual thrills and spills

I provided by that most
interesting  of  entertainment
media, the Compunet Demo. Yes
folks, you guessed it, even more of
those adrenalin provoking prog-
gies with all the fave features that
everybody just loves to see. And
this month we've got them all - bit
map screens, Rob Hubbard music
and sprites in the border scrolling
messages!

Actually, despite this youthful
cynicism, things are getting a bit
better in the whacky world of
demodom. The most prolific demo
factory are the relatively new Mean
Team, who are now showing some
imagination in their work. And very
quick they are too - it seems that
agame only has to be in the sho
for a few pico seconds before
Mean Team have hacked out the
music and transferred it into
demoness. MT productions worth

%/ Tha Mutants loadin

Team's MUTANTS demo

screen forms an integral part of the Mean

Y/ SID and VIC move in time to the in-game music from ESCAPE FROM
SINGE'S CASTLE - as hacked by the Mean Team

But can the net take the strain? . ..

looking at include SID&VIC'S
FIRST, BREAKTHRU MT, MUT-
ANTS MT, and IT'S WAR MT - all
these, and more, can be found at
the Mean Team's DIR at 220883.
‘Pick of the Pops' this month is
the Judge's latest {and probably
reatest) file of fun, CRAZY SAM-
LE |l. Odd it is indeed, with the
demo including two new, original
pleces of music b-{! a foreign chap
called Red. Though quite twee, the
music is certainly listenable — but
it's the graphic accompaniment
that makes it all worthwhile. Mr
Headroom struts his funky stuff in
time to one of the tunes — and
highly amusing it is too. I'm not so
sure about the scrolling message
written in a strange blend of Ger-
man and English, but overallit's a
worthwhile download and can be
found at DEME (or thereabout).
If you've got a bit of time on your
hands, the Highlander's

ANIMATOR is worth picking up for

=
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STRANGE TRANSFORMATIONS

This month, our ex-resident corpulent techno-tea boy Gary Liddon logs on.

the £2.50 it costs. This package is
capable of producing fast and
zappy text frame animation by
scaling, rotating and animating
any 1ma?e you create. | say it's
worthwhile if T’Du'va got a bit of
time, as creation of an animated
sequence can be quite a chore —
the machine needs a while to
create each frame, but the end
results usually make the experi-
ence worthwhile. It's possible to
save or load your sequences out
to disk or tape, and if you shell out
another quid for an extra utility
entitled ANl DEMO MAKER, it's
even possible to create stand-
aiuﬂa demos. GOTO 216895 for a
IoOK.

Another demo that came to our
attention and held it very well is
¥ESS2 REWIND at DEME. It's the
computer equivalent of ‘Stars On
45", with about 20 teeny snippets
of some 64 games along with a few
of their soundtracks as rendered

on Electrosound. Oh No! Not Lec-
cysound, | hear you shout . . . but
they are very good so have a look
and DNLD . . .

And now ... it's competition
time, where you can win fame, for-
tune and glamour. Deita,
Thalamus' next release, includes
an interesting loading system with
a DIY 'mix it yourself’ Rob H tune.
Hopefully by the time you read this
I'll have set up a DIR with a totally
unprotected copy of the music
and details of how to interact with
it. There'll also be some example
source code of Laser Genius/
Machine Lightning variety. The
best implementation will get fame,
fortune, love and glory, Who could
ask for more? ... only somaone
ve!l)' iready. that's who.

alk to you some other time —
but in the meantime . . . have lots
of jolly nice fun. Bye . ..

GARY LIDDON

GOTO RADIX and download RADIX PICTURE SHOW,
featuring these three delightful pictures . . . as drawn by DOKK

ZZAP!64 April 1987 47




A Tuesday in out-of-season Blackpool is pretty much like a Tuesday in any other large British town. A
few shoppers scurry along windswept streets, traffic wardens prowl the kerbs and litter blows along
the pavement. Not really a place to visit. But this Tuesday was a bit special — it was the first day of an
Amusements Exhibition, and the Winter Gardens complex was packed to capacity with high-tech enter-

tainment hardware.

Gary Penn, Graeme Kidd and Ben Stone spent
the day amongst the ‘Amusement With Prizes’
machines (Fruit Machines — for the uninitiated),
side-stepped the candyfloss machines and giant
inflatable kiddie castles, tried to ignore the legion
of jukeboxes and got to grips with the latest
arcade games. Ben's eyes widened as he realised
that everything was set on free play—he’d brought
a stack of 10 pees all the way from Ludlow !

Itwas a trade exhibition, so the talk was all about
margins, multiple-site operations and the latest
boards from the Orient. There were more business

48 ZZAP!64 April 1987

suits than you would ever expect to see at a com-
puter show — and the sight of a middie-aged
businessman whooping with glee as he whizzed
round in the cockpit of Konami's Le Mans driving
simulator for the third time was strange indeed.
Especially as there was a longish queue of
besuited executives fighting and doing shady
deals to procure the nextturn... “Let me
through, I'm a reviewer” cried Gary Penn,
intimidating all and sundry with his spiky hair-
cut...
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Looks like Mr Penn's going to be recalled to the Pits before long . .
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Konami's officially endorsed rac-

ing simulation game pits you
against the gruelling course of the
Le Mans 24-hour endurance race.
Seated in alarge cockpit, partofa
fibreglass mock-up of a Porsche,
and surrounded by dials and
gauges, you are equipped with a
gearshift (low or ;ﬂh} abrake and
accelerator and, of course, a

nogE e
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Sega offer four versions of their
new driving game — the basic
machine features a brake,
accelerator and fixed steering
wheel as well as the high/low gear-
shift; the next model up features a
steering column that judders and
shakes when you leave the road or
crash, and then there are two
cockpit versions which have you
sitting in a car that judders and
leans as you take comers or crash.
In the it versions, stereo
speakers mounted behind the
driver blast out music and sound
effects, enhancing the already
excellent illusion of road racing.

At the start of Out Run you can
choose the musical accompani-
ment you'd like to have as you
zoom along the scrolling roadway.
Oncethe radio’s been tuned it's on
tothe start and away. The roadway
curves and dips as you drive a hot
street machine along the course —
the 3D scrolling is wonderful,
Trucks and cars have to be
avoided, and every so often the
track forks — there are five finishing
points and it's up to you to choose
aroute. ing on the choices
made at junctions, you can be
involved in a harrowing race
through a rock canyon, travel
under a series of rocky bridges or
cross the desert delights of sandy
dunes.

Out Run Is highly polished - the
music is excellent, and a host of
neat touches have been added.
Apart from the iImpressive

"".J._J..I ._._

stearing wheel. Press the start but-
ton and the race begins . . .

Le Mans is an exhilarating
experience — part driving game,
part fairground ride. As the car on
the screen takes the video comers
the whole cockpit swings, spin-
ning round on its axis and throwing

ou around in the driving seat.
ve the tarmac or nudge the

Back to the Pits, with mechanics standing round in designer overalls.
A chance to view the course map

kerb and the ride gets distinctly
bumpy. There are limits to realism,
however . . . should you crash the
car, the angle of view on the screan
changes and you see the car on
screen, spinning through the air.
The game doesn't actually throw
you out of the cockpit — satety con-
siderations mean that totalling the
video Porsche only leadsto a suc-
cession of violent judders and
lurches. There is also a smalier,
more cramped version of the

cockpit which doasn't throw its
asseﬂ?er about guite as much,
has to be completed in
a r;a.rahfyln-g time, or you are recal-
lad to the Pits and the gamea ends.
Keep up with the pace however,
and betfore too long night begins
to fall and you're driving beneath
an impressive scrolling skyscape,
lit by the rays of the setting sun.
Then the lights on the side of the
track come on and your night driv-
ing skills are put to the test . . .

After a crash, the car Is replaced on the road and it's time to go for a standing start . . .
ZZAP|64 April 1987 49




graphics and sound, attention has
been paid to every little detail: for
instance you have a female pass-

rinthe carwho isn'taverseto
a bit of back-seat driving — she
wags an admonishing finger as
you both sit on the road after a
crash. The basic game is neat, the
mid-range version adds an extra
dimension of realism with the
feedback from the steering col-
umn and the complete cockpit
implementation is a thrilling
expearience. While tha latest
Konami race game offers a neat
driving simulation and provides a
different ‘camera view' when you
crash, Out Run has the edge in
both game-play and presentation
when the two cockpit games are
compared. Somehow the gyra-
tions of the Le Mans module are
disorientating rather than realistic;
Out Run’s moving cockpit is more
believable, and the added touches
make the whole package more
atmospheric.

Bally Sente are also offering anew
driving game — but one with a dif-
ference. Dispensing with the
accelerator and brake pedal, Bally
have added a gun! You drive over
a steadily scrolling landscape,
steering with one hand and shoot-
ing from the hip with the other.

The front of the car is fitted with
a claw-like device that's used to
pick up crystals as you drive over
them. Green crystals add ten
shots to your pistol’'s magazine,
while the blue crystals found on
the higher levels are good for an
additional 50 shots.

Hurtling through the hazardous
terrain, avoiding mines and craters
— the front of the car gets to look
more and more battered with each
successive collision, and if you're
really careless and hit a mine with
the crystal-collector it's impossi-
ble to collect extra ammunition.
Red crystals, when found, go
some way torepairing the damage
— but if the collector’s out of
action . . .

Averitable host of flying, bounc-
ing and crawling meanies popu-
late the game, including Idors,
Dyads, Drosians, Cruisers, Boun-
cers, Speedears . . . and s0 on.
Mutant bugs flit across the screen
on the first level, occasionally
attempting to sit on the front of the

Straightforward shoot "em ups
were in abundance at the show.
Taito's Soldier Of Light casts you
inthe role of a futuristic space hero
by the name of Xain - a sort of
Green Beret in space, who has to
put up with a few Ghosts 'n’ Gob-
lins-type problems.

Five planets are under attack
from an evil invading army, and
your first task is to decide which
planet to save first, The five worlds
are all fundamentally different —

50 ZZAP!64 April 1987

As you shift gear, smoke billows from the rear tyres and
at 98km/hr the palm trees that Nank the road are a blur as far as our camera is concerned

The front of your techno motor looks a bit battered as you confront
another houseful of snipers at the end of a level. Fortunately,

the crystal collector s unharmed

NIGHT STOCKER

car and inflict damage by nibbling
away at the paintwork. Quick
thinking and an itchy trigger finger
are required to bring their destruc-
tive meal to a close.

Atthe end of every perilous sec-
tion of terrain the car draws to a

SOLDIER OF LIGHT

the fighting takes place in a jungle
populated by ewvil flying insectoids
on one planet, underwater on
another, and against a dangerous
volcanic landscape on a third.
Having selected a planet to
clean up, Xain is transported there
in a space craft and deposited at

Poor old Xain -

he's just lost a life doing battle
with the enemy HQ at the

end of a planet

ba _@

halt outside a strange, futuristic
building. Snipers pop up in the
windows and it’s up to you to blow
them away before the car sustains
even more front-end damage.
Night Stocker is an unusual
game that combines the elements

of shoot 'em up with a fairly
straightforward driving game — the
fact that you have to dotwo things
at once makes it frustratingly
addictive, well worth a few 10
pees.
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the start of a horizontally scrolling
landscape. The shuttle takes off

and you're on your own, Drassad
In a special suit, the hero can pear-
form a two-stage jump, kneel, lie
flat or scamper to the right. The
suit's protective powers sustain
up to sixteen hits from the mobile
creatures that lurk on the planets
but can only resist a single shot
fired by one of the enemy troopers
- 50 they have to be disposed of
promptly if lives are not to be lost.

This is another shoot 'emupin the
classic mould of Salamander,
featuring a couple of superhero
soldiers pitting their wits against
an evil warlord and his minions.
Starting out solo, you blast away
furiously at the flying horrors that
enter from the right of the screen -
and every so often a despatched
alien leaves a pod behind, Collect-
Ing a pod conveys extra equip-
ment or alters the game-play sub-
tly. An orbiting defence system
and extra firepower may be
acquired, the speed of the scroll
modified or the effect of your
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Fighting through the jungle scenery, Xaln pauses in amazement —
there are no marauding meanies on the screen with him!

&
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Extra firepower can be collected,
and comes in handy when you
confront the enemy base at the
end of each landscape. Destroy
the evil invaders’ emplacement,
andthe planetisliberated-soit's
back into the shuttle and off to
another warzone.

Overall, Soldier of Light is an
attractive, if rather unoriginal
shoot 'em up. It should prove
moderately entertaining if not

totally gripping.

SIDE ARMS

weapon altered. Collecting one
specific object allows a composite
soldier to be created, as two
characters merge ‘Transformers
style’ to form a super-powerful
fighting machine.

At the end of each Stage a par-
ticularly powerful enemy machine
has to be destroved before the
heroes can continue their quest to
defeat the Bad Guy.

Side Arms is an unoriginal, but
attractive and fairly playable addi-
tion to the already crowded range
of Salamander-inspired shoot 'em
ups.

The orbiting orbs are a mere biur as the camera shutier records
the two space heroes in their unified form
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The hunky hero fights in open country.
He's so butch, he doesn't even need a shirt . .

One of two brand new Konami games on
show, Gryzoris a hectic shoot "em up in which
you star as a heroic one-man army. Starting in
the greal outdoors armed with little more than
a high-power laser rifle, the bare-chested won-
der soldier leaps from ledge to ledge blasting
enemy soldiers, occasionally leaping on their
heads from above for a bit of variety.

Once through the verdant horizontally scrol-
ling countryside, the hero gains access to an
underground complex — a grey maze. Here,
the action is viewed from above and behind
YyOur on-screen persona. Penetrating the maze
Is made a little tricky by electrified fences
which have been constructed to guard the cor-
ridor junctions. Rapid blasting of the control
panels at the *back’ of the screen is called for
- but to make life a bit more difficult, guards
are teleporied into the trouble spot and have to
be taken out too. Every so often automatic
defence systems are encountered, and rolling
mines trundle towards you,

Fight through the complex and eventually
you come out on the other side — it's back in
the open with more enemy soldiers to send
packing.

Adequate fodder for shoot 'em up fans,
Gryzor requires you to blast everything in sight

without respite or responsibility.

The Castle in DARKMIST

Taito have entered the shoot 'em
up market with a game full of mys-
tery and magic. It combines ele-
ments of the vertically scrolling
Commando, with the multi-direc-
tional scrolling of a Gauntlet-style
combat adventure. Darkmist fea-
tures a Samurai-like central
character on a quest to collect
treasure and magic tokens,
fighting through seven action-
packed levels,

Out in the open countryside
marauding minions have to be
dealt with, including cloaked
figures and strange mud monsters
that appear from the very ground
itself — chop a mud monster with
your sword and it tums into a
couple of mini mud monsters that
both have to be killed before the
threatis diminished. The filthy cre-
atures occasionally fling mud at
the Samurai, forming more mini
mud monsters in the process -
and remember: if enough mud is
thrown, some of it will stick.

Dungeons, inthe form of castles
andtowns, are encounterad at the

THE CASTLE IN DARKMIST

ZZAP! 64 April 1987 51




end of the vertically scrolling sec-
tions. They offer an opportunity to
recharge energy, as well as offer-
Ing more treasure for the money-
hungry hero to collect. Further
unpleasant beings have to be dis-
posed of, including pugilistic
skeletons and magical swords that
whirl in mid-air with no visible
means of support. Single-direc-
tion doorways link the chambers
in the maze sections, and telepor-
ter pads zip you from location to
location —life can get a bit confus-
ing once you're inside a building.

Owverall, the Darkmist machine
didn’t keep the team captivated
for very long —it's alittle too deriva-
tive, and the action's a bit slow.
Although the game is an adequate
development of the Commando
theme, it doesn't quite come off.

7120°

Skate City is the setting for this
latest Atari arcade offering — and
as the name miiht suggest to
skateboard freaks, it's a game that
tests your skills at riding a board.
The city streets are full of mean
hazards, including bone-crushing
vehicles, cyclists, pedestrians,
Frisbee throwers and pools of
water. To compensate for this,
most of the surfaces are ideal fora
bit of skateboarding, and points
are collected for executing man-
ceuvres that take advantage of the

city scenery,
IEa:h of the game's twenty

levels contains four skateboard
parks, inwhich special ramps have
been constructed for the amuse-
ment of skateboard riders. To
enter a park, you need aticket, and
to buy a ticket you must amass
enough points by performing

tricks in the street. Every so often
the ominous message ‘Skate or
Die’ flashes onto the screen — if
you can't get into a skateboard
park pretty sharpish, death comes
inthe form of an amorphous cloud
that pursues you relentlessly.

Once entry has been gainedtoa

k, tricks and stunts can be per-

ormed on the ramps — which is
where the real skateboarding skill
comes into play. Medals are
awarded - Gold, Silver and Bronze
—and more importantly, cash
prizes are offered. Not real money,
of course — just dollars to add to
your scoremeter,

Oh, and 720° is the name given
to a particularly tricky manoauvre
performed onaboard-aleapinto
the air precedes a spin through
720° before solid ground is
touched again.

Certainly worth playing for the
experience! An easy game to get
addicted to as the skateboard is a
delight to control and the action is
tricky but very rewarding.

The skateboard freak finds the park is closed. Reflections from the

pretty lights that festooned the Winter Gardens appear on the screen . .

5,

T PARK TICKET AT
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Inthe Middie Ages, where men were men and the insects deadly.
Wheneveryou find a giant blue beefburgerin the game,
walk into it and a mirage of the kidnappedvocalist appears —
youmightbe able to see her fading away to the right of the singer.
What she calls outis best left to you to hear for yourself . . .

The most innovative @ scenario at the
exhibition was to be found on the Konami
stand. A one or two player Gauntlet variant,
Rock 'n’ Rage, blasted out music and tempted
visitors to the show to embark on a quest to
rescue a female vocalist . . .

There you were, playing away in a band in
front of an appreciative audience when sud-
denly this huge hand appeared from the sky
and snatched the singer off stage. What option
did you have but to follow and get her back?

After a brief journey through the space/time
continuum you find yourself transported to
Ancient Egypt and doing battle with rampant
mummies generated by Sphynx dotted around
the landscape. Grenade-hurling locals popu-
|late the sandy desert and just o add variety,
‘Creatures From The Black Lagoon' hurl killer
fish at you from the deep. Giant boulders have
a habit of hopping around at random, driven by
a mysterious force.

e guitarist can use his ‘axe’ (of the six-
stringed variety) to club the baddies, while the
lead singﬂar. should he join the game, fights
with a mike-stand. But there's more — musical
notes, along with cans of Coke, hamburgers
and other musical paraphenalia are scattered
around the scenes or appear when a mutant
mummy is killed. Food and other goodies
recharge energy or earn points, but collectin
a note gets you with the beat. With the beat
As long as you have a note in your possession
you can fire music at the attacking minions -
little notes emanate from your body, expand-
ing as they travel across the screen and
rendering instant death to any sentient crea-
ture they hit. There's fodder for the moral
majority!

There are four historic levels to the game:
Ancient Egypt, the Middle Ages, France, and
Fome. The final sequence takes place in mod-
ern-day USA, and if you can cope with the
muggers the band is reunited when the girlie is
rescued and you can get back on stage to wow
the audience.

After romping through a landscape that
forms the start of each level, you enter a build-
ing where an evil creature lurks, blocking the
portal to the next level. This being has to be
destroyed with multiple hits before progress
can be made, and fights back rather more
powerfully than the minions encountered ear-
lier.

Rock 'n' Rage is played to a suitably loud
rock music accompaniment that changes as
to progress into the game. It follows on very
neatly from the Gauntlet theme — well worth a
handful of coins, if only to experience the
bizarre scenariol
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Taito's Bubble Bobbie is a multi-
screen platform game that fea-
tures a cute little dragon creature.
Controlling the dragon that can
leap around from platform to plat-
form and blow giant bubbles, the
aim is to clear the successive
screens of rampaging dwarves.
Blowing a bubble at a dwarf
encapsulates it, and the bubble
containing your foe floats towards
the top of the screen. Head-butt
the bubble and it burst, magically
converting its contents into a plece
of fruit! Eat the fruit for bonus
Enints before moving on to blow
ubbles at the next mutant minion.
Other bubbles drift around the
screen and they contain fire, thun-
der or water — burst them to
release their contents and watch
those little dwarves squirm . . .
Each screen is played against a
time limit, and bursting one of the
pink pods that drift into the
playzone speeds up the pace.
“Forever blowing bubbles . . .
" A deceptively simple game that
proves very addictive and lots of
fun to play. A high cuteness factor

tuna that would fit with a children's
TV show makes Bubble Bobbie
very compelling. Invest a few coins
as s00N as you can . . .

Tatsumi offer you the chance to
pilot an advanced fighter jet in
Lock-On, doing battle with enemy
aircraft and blasting ground instal-

combined with a neat and bouncy

lations. The centre of the screen
features a grid sight used totarget
your air-to-air missiles — once
they're locked on (indicated by
yellow squares appearing) it'stime
to loose off the missiles and con-
centrate on blasting anything you
can spot on the ground with laser
cannon.

- Enemy tanks shoot deadly fire-
ballsinto the air—and although the
plane's advanced defence system
offers a brief warning of impending
danger, the ground-to-air missiles
are very tricky to avoid.

A well-polished shoot 'em up
that features excellent graphics
but misses out on the game-play
stakes. Weak, overall,

Another variation on the shoot 'em
up theme comes from Taito inthe
form of Darius which is set in an
underwater scenaro and can be
played by one or two players sea-
ted in a wide cockpit - to add
realism, the saats vibrate! While
the scenario and game-play of
Danius is hardly innovative — once
again you have to fight your way
along a honzontally scrolling land-

scape dealing death to hordes of
baddies, collecting items to boost
firepower, strengthen shields and
s0 on - the cunning aspect of the
game is the way in which Taito
have arranged three monitors side
by side. The landscape scrolls
smoothly along the bank of
screans, and you can hardly see
the joins!

Nothing amazingly innovative
hare, apart from the vibro-seat!
Three-screen driving games have
appeared betore, but this is the
first time a shoot 'em up has been
given the triple-screen treatment.
Good for a couple of plays to see
how neatly the backdrops scroll
fromscreen to screen, butlikely to
become uninspiring fairly quickly.

The follow-up to Ikar Warriors
from SNK made an appearance,
featuring the same joystick-cum-
paddle controller. The game itself
could best be described as lkari

Warriors in Space in which Thun-
der and Earthguakes can be har-
nessed to phase the enemy.

Great, if you liked lkar Warriors,
boring if you didn't  little more
than a change of graphics sup-
ported by a change of scenario
and scenery.

s00n to be arriving on home
micros courtesy of Electric
Dreams, this vertically scrolling
rescue game has you scaling the
outside walls of a burning skys-
craper. Girls, doggies and
businessmen hang out of the win-
dows and have to be rescued -
reach them and they parachute to
safaty while you continue your
upward climb by waggling the
joystick up and down to manipu-
late the suckers attached to your
hands and feet. Tongues of fire lick
out from windows, periodically
hurling fireballs towards the
ground. Sundry items of furniture
fall from above as the panicked
occupants of the building try to
remove inflammable material from
their offices and flats—get hitby a
fireball or falling furniture and
yvou're knocked off the wall and
tumbile to the ground.

Like any competent firefighter,
you start the mission with a water
gun which disposes of flames.
Some of the burning windows
reveal extra firefighting equipment
when the flames are extinguished,
and collecting this equipment
allows the water cannon to be
upgraded to the point whera it
shoots water in four directions.

A map records you progress
towards the top of the building,
and once it has been scaled and
the girl who has taken refuge on
the roof rescued, you can
parachute down to a hero's wel-
come on the ground before setting
off to put out yet another blazing
inferno.

Mot really State Of The Art as far
as gametplay goes — somehow it
all looks and feels rather dated. A
simple game that offers a moder-
ate challenge.

Budding anti-aircraft gunners in
Blackpool weren't be able to resist
the challenge offered by Cinemat-
ronics in Danger Zone. Gripping a
double set of joysticks on the front
of a swivelling, pivoting monitor
mounted at head height, the aim
of the game is to defend a ground
installation from wave upon wave
of enemy aircraft intent on damag-
ing your base.

Aradar scanner atthe bottom of
the screen warmns of approaching
squadrons and gripping the joys-
tighs with the iirgbuﬂgﬂga 'fir11j'|?',,n'1If
depressed you have to blast away
at anything that movas in the sky.
Formation of jet fighters
matarialise and if the planes
aren’t shot down in double-quick
time they peel off from the forma-

tion and fly solo, leaving you to
dodge and weave, moving the
whole monitor assembly around
as you attempt to shoot down the
stragglers.

As each wave of attackers is
destroyed, bonus points are
awarded and then points are sub-
tracted for the amount of damage
they managed toinflict onthe base
you defend. Eventually the time
comes when too much damage
has been sustained and a nuclear
explosion ends the game . . .

ast and furious action, and a
free physical work-out with every
game as your biceps bulge with
shifting the monitor around. Very
little game here, however.
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And finally, football fans aren't
going to be left out of the actionin
arcades this year. Bally Sente’s
American footie game is set in the
street where hazards rarely
encountered on a regular pitch
have to be dealt with, including
cars, dogs, open manhole covers
and the odd y. Street
Football is a game for one or two

layers and is controlled with trac-

erballs which move members of
the three-man teams around the
street while a firebutton controls
catches and throws.

Soccer purists who prefer to
manipulate a spherical ball with
their feet and heads should get
plenty of fun from Taito's Kick and
Run. Up to four players can com-
pete against the computer or
against each other, playing in
teams of two. The game is played
with joystick, firebutton and foot
pedal — for that adding realism

when shooting or fouling.
Fun gamea%ﬂth
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Over the last few months there seems to have been a decline in the
amount of solutions (or part solutions) to arcade adventures. Have
pnnﬂe given up playing them? Can anyone claim to being proficient
at playing Heartiand, Nosferatu, Firelord or Molecule Man? You can!
Well why don’t you write in? There's a certainty that somebody out
there needs YOUR help.

week there are a couple of letters asking where reset
switches can be purchased. Perhaps you can help? If so, send in a
sample of your product, the name and address of your company
(ud:n‘t forget the price of the switch including postage and pack-
aging
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No reset switch? Peeved that you couldn’t enter last month's infinite
POKEs? Fret no more. Ankle over to your Commodore, type in
. Tim and lan Fraser listing, insert your Lightforce cassette
into the deck, RUN the listing and P"ﬂllﬂﬂ'lﬁ"'m- Go into the
kitchen and make yourself a cuppa. Come back. Sit down, and the
; ﬁﬂmmmmﬂm unlimited lives. If it hasn't, repeat
@ process and check the listing properly because it works {the tea

'®
.'- LIGHTFORCE LISTING e
i |
= gk'T'1 L ‘.
- ﬂz%ﬁ: A—1THEN GOSUB "'D'.L&;E: B384 :l
! ~ 5 THEN GOSUB 50:SY 1 0:POKE !
| 30 IF A=2 g4:POKE B31.U: '@
@\ 40 POKE 829,0:POKE 830, a-RETURN [
®! 132.65:POKE 783 I'ETSE%%IE-EEIAD T-POKE '..
ot sOFORATIOR D »
ol A.T:NEETifgg 173, 141, 155, 56,76, 13,8 i
o\ 60 DATA1B3, L"-\
i
'Il w*.

(Elite)

Yes! Yet another selection of
POKEs to make this disappoint-
ing arcade conversion look
rather silly. Insert a rewound

Space Hamier cassette into your

C2N, type LOAD (RETURN) and
Eﬂll play on tape. When the
EADY appears type
POKE 1011,248:POKE
1D1E,252:Fﬁjr:'&HEFUFIHj. The
second part will now load.
When the READY prompt

appears once Iﬂlllhpwom POKE
816,167:POKE 817 .2: KE

2096,248:POKE 2097,252:5Y5
2061 (RETURN) to load the next

part. When the com resets,

enter any of the fol
mmll‘l‘

POKE 4198,0-15
es the border colour
POKE 7650,0-15

the background scen-

colour
KE 7673.0-15
Changes the main sprite’s
ket and shoe colour
KE 7787,0-15
Changes the main sprite's
trouser colour
POKE 7655,0-15
Changes the tree and alien col-
ours
POKE 7678,0-15
Gives some weird colour

SPACE HARRIER

NB: Colours
0 Black
1 White
30ra

n
4 Purple
5 Grean
6 Blue
; E:Huw

a

8 IE!runﬁ-lJEI
10 Pink
11 Dark G
12 Medium Grey
13 Light Grey
14 Light Blue
15 Light Green

POKE 2375,234 :

Puts the game into ‘weird mode’
(trees fly around) and arrests the
timer

POKE 14212,234
Speedsupthe (thoroughly

POKE 2213,255:POKE 8110,0
Gets rid of all poles

POKE 532773

To play Liddon Harrier Ho! Ho!l

S o i
mmMHmm-,
Middx, John Skinner from South-
end-on-Sea, and Michael Will-
maott from Maesteg, Mid Glamor-
gan.
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ESCAPE FROM
WRESTLING SINGE'S CASTLE
ﬂEpyﬂUS Gold) (Software Projects)
; Good ol Ph leted
E;i.:nd Tec ui:hm% .mﬂ? Lﬁﬂgﬁn' _:a ::3 nr;I;-:'s

opponent gets you down on the
floor, push forward on the joys-
tick and press the fire button as
fast as possible. Your energy
zooms upwards and the oppo-
nent gets pushed off.

how he did it. . .

Move RIGHT, push FOR-
WARD, press FIRE (TWICE),
then move RIGHT. Press FIRE,
move LEFT, press FIRE, pull
BACK, move LEFT, then RIGHT,
and RIGHT again to exit.

LAZY JONES [Terminal Software)

Although this is a bit ancient, it's
still worth playing —if only to lis-
ten to the neat music. Anyroad,
if you load the , reset

the computer and type POKE

4063,173 (RETURN) followed by
SYS 2061 (RETURN) you can play
the game with unlimited lives.
Thanks Jim Blackler from Lan-
caster.
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BMX SIMULATOR [Code Masters)

‘“We woz hakin' won day', say One's clothes and bike frame

Gacvered these profy MEGA™ . Changes fhe colour of Player

POKEs. If u load ver game an’ Two's clothes and bike frame

reset ver Commode u can enter POKE 5612,0-15

these:’ Changes the colour of both
players' accessories

POKE 5596,0-15 SYS 4096 to restart wiv ver

Changes the colour of Player nges.

- E%

HEARTLAND

(Odin)

This'cute’ arcade adventureis a hitufutouﬂg.uttu crack, sohera's

ﬁ'lﬂ - rical sledgehammer to help you - Type in the follow-

| 247,162,12, 189,25 o4 |
® 40DATA 16,247 550 6,0, 128, 256 .
'11?:,131-202.15,2&5.? : .

press
READY appears, POKE 1008,192:RUN(( ) to load the rest
of the program unlimited energy and time. Many thanks to Tim
and lan Fraser of Ruislip, Middlesex.
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Organised by

Database Exhibitions

Meet Jim
Butterfield

The guru of the
Commodore world
will be flying to
London for the

| show. This is your
chance to meet the
man who's the
leading authority
on the whole CEM
range.

computershow
a 10am to 6pm Friday June 12"

‘ 10am to 6pm Saturday June 13 =
10am to 4pm Sunday June 14 ]

Champagne Suite & Exhibition Centre .
Novotel, Hammersmith, London W6

Advance ticket orders |52 B BN B 0S BN 0N B B A O B BN BN BN
I0th Official June

Cxcommodore  12-14

computer show 1987

-— .

Send for your
advance tickets
today . . .

With them you
can walk past

Post to: Commodore Show Tickets,
Europa House, 68 Chester Road,
i Harel Grove. Stockport SK7 SNY.
D Cheque enclosed made payable o

Database Pubdicamons Lid

the queues —
and SAVE £1
per head off
normal prices!

PHONE ORDERS: Show Hotline: 061-480 0171
PRESTEL ORDERS: KEY *89, THEN 614568383
Admission at door: MICROLINK ORDERS: MAILBOX 72:MAG001
£3 |adults), £2 [under 16s) Please quote creds card number and full address, Ref, SXAP




TO ASSEMBLE Your 3D-map:

@ REMOVE PRAGES ANP GLUE
TO R SHEET OF THIN CARD

@ CUTOUT THE SIX SHAFES
@ CUTOUT INSIPES OF DOORS

@ FoLPAS SHOWNON RIGHT
AND GLUE

|
.-

i s
n

MHAP Devisep 8y
GARY PENN 77
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(US Gold)

then F7 to pause the game and
F3 twice so you can listen
to the title screen music while
you play. Thank you Nipper . . .

BOBBY BEARING

(The Edge)
Fancy a bit of unlimited time to help round up all those lost relatives?
Great, then read on. arewound Bobby cassette into your

C2N and type in the fol

e

| TING 1
EARING LIS | o o
:I!. ?E?Eg; E=4‘9? 04 TO 497 78:READ Z ‘

=]
EXT: 49738 8173 |
. ii? "4 155, 96, 160, 152, 185 107. b

a5, 73, 248, 163, 56, 192, !

'aes 104, 185, 73,
A Lt Eﬁé}é 1*?:1?. 141,189, 192, 169 'e

76,0,192, 1\ g
! 40 DATA 194 141,190.192.32.44.247. .
@1 A0DAVE 5L g9, 4,76, 173,192

Now all you have 1o do is RUN the listing and press play on tape.
Many thanks to Jim Blackler of Lancaster.
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e ATROL

Mhhnlt of a game, jump from
the onto the log

m-lhhu. bar appears at
e e
{ala World Ga ng
Ll' - .Tm ﬂ'ﬂmp-*.

“m“.hﬂ' own. if you com-
z the exercise you're
Tmm'h“““fmpumu.
tip came to you cour-
tesy of lan and Richard Yates of
bridge, West Mids.

PARK PATROL
LUNNIA Shat Lanlimitect thves ruln

“ﬁmmm butif you
like to
Hollow Jim %I
hmm' screen appears.
TONSLEN Domputesand type . . .

POKE 49048,76:POKE
49049,226:POKE

?‘t&_ 112:POKE 48216,191:
152 (RETURN) SY8

R

TURN) (RE-

For unlimited
s ey e otnds
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BEYOND THE FORBIDDEN FOREST
(US Gold)
Losing haif your arrows every time you die is a bit frustrating, so why

not type in the following listing to stop justthat . . . making sure that
you've got a fully rewound tape in your datacorder.

Now RUN the listing, press play on tape and the program will load
and run. Cheers to Jim Blackler of Lancaster.

1 "_;'r.'._. ” + LE R f &8 -
o 'f‘.‘.r-r [ l: gl 5 ".II : -.I
Al 1§,.|-*- - el LR ;AR
W L F -

E

LANPING *, -
FIELD

] - ¥ # l'
| : MOBILE TRCTICAL OPERATION BRY 2%:ARMOUKY 7&: CONTROL ReOM, T4 : GENERANNG FOOM  |77-182 : MEDICAL REscaecH BLOCE 248 : QUEEN-ya
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ESCAPE FROM SINGE'S CASTLE
(Software Projects)

This Illﬂnﬁ is a welcome relief! Dragon's Lair Il might be fun to play,
butit's really difficult to progress to the later screens. If you're hav-
ing similar problems, type the following Tim and lan Fraser listing:

\ i
® o DATA 1689,
i

.1.1-'""‘"--_.__//“_

%::gw'w finished, RUN the listing and type SYS 49152 {RETURN)
to load and run the program with unlimited lives.

JEEP COMMAN

(Bug Byte)

The following POKE makes this
tricky game a little easier, allow-
ing your jeep to speed through
obstacles and over holes —com-
pletely unharmed! The bombs

can still kill you though . . . Any-
way, load the program, reset the
machine and type POKE
32627,241:53Y5 16384 (RETURN),
Thanks, fan mail and cheques to
Simon and Adrian Meads of the
Donut Cracking Service.

A TMOSPHERE
5 PROCESSOR

MRPPED BY
STEPHEN LINGTON *

BACKTO

REALITY

(Mastertronic)

A ghastly game! If you're
unlucky enough to have bought
it, never mind —console yourself
with Jim Blackler's nifty POKEs.
Load the program and press the
Q key to reset the machine,
allowing you to enter POKE
20109,173:5Y5 16384 (RETURN)
for unlimited lives.

BLUE MAX
(US Gold)

Talk about crumbly - this one is
out of the Ark! If you want to
squeeze afew more hours play-
ing time out of this ‘classic’, just
axhume it from its box, plonk it
gently into the C2N and type
LOAD (RETURN). When the
READY prompt appears type
POKE 1011,248:POKE
1012,252:RUN (RETURN) to load
in the next bit. When READY
appears, enter any of these . . .

POKE 17925,173

Infinite fuel

POKE 25584,173

Infinite bombs

POKE 17438.0

To take no damage from flak

Then SYS 32768 to restart the
game with the selected choices.
Oh, | nearly forgot = Jim Blackier
of Lancaster supplied the
above.
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JUDGE DREDD (Melbourne House)

i LISTING
| JUDGE DREDD
4 a E
.I' 10 FOR A=49152TO 49163:READ Z:POK 1

® . 7. NEXT:SYS49152 e
A Z:NEXT:S e
®! DODATA32,44,247,32,108, 245, .

® 5 06
o,

When the cursor appears type:

SYS 679:5YS 679:POKE 2565,96:5Y5 2048 (RETURN)

To load the next section. When the cursor appears, enter . . .
POKE 45181,142

nfinite

POKE 39483,189
Infinite ammunition

msvsmzmtnmuumﬁmmmmm

mﬂmmmmmhrhhnummm infinite things, this

Type RUN and press play on tape to load the first part of the program.

KNUCKLEBUSTERS (Melbourne House)

This game is difficult, so these infinite lives POKEs are a
welcome relief. First put a rewound cassette into your C2N,
then type in the following
_’;L______“,I"\-—j
9
I \®
®! (NUCKLEBUSTERS LISTING 5

: .POKE

O\ o FOR A=49152 TO 49163:READ Z-P 0

o . EXT:SYS49152 191,141,187, I o
1 AZNEXT: 245,169,121,

®! 50 DATAS ,44,247,32,108, ‘e

Now RUN the listing and press play on tape to load the first part.
When the READY prompt appears enter;

SYS 679:5YS 679:POKE 28605,173:RUN {RETURN)

To load the rest of the program with infinite lives. Cheers to Jim
Blackler of Lancaster.

THE LAST POWER SUPPLY YOU’LL
EVER NEED. . ..

GUARANTEED!

A1 SupaSmooth

w3 The ultimate heavy duty CBM 64 power su pply
¥rvr 2-year guarantee

r 7 Life-time service deal
wir 100% British-made

From all good retailers, or in case of difficulty, direct from
Britain's leading manufacturers - £24.98 post free.

PEAKSOFT, 48 Queen Street, Balderton, Newark, Notts
Access/Visa orders or trade inquiries: phone 0636 705230

uhum“mdm:uu COMPLETING THE LEVELS
sick.” The four central boxes on the scroll
mmﬂ:m:h- are a combination lock. Red boxes
's sent us the mis- rqupanndhypma&mmru
“m_hh-h% points, or at one of the times
players who have become of day. The hidden flux appears at
or are still confused. thed sounding power point
when all boxes are open. The rul-
RULES OF THE ELEMENTS ing demaons can be destroyed per-
Fire destroys Water and turns nmnﬁmrnﬂurﬂisia picked up.
Earth to Fire When all four demon gauges are
Earth blocks Water empty, any power point transfers
#mhhwa out Fi;? uﬁmmlamm t; the m:‘:tfl;v:l. In
ire and turns Air . simply pass all power
thmW points to get to the exit.
THE SENTINEL TERRA COGNITA
(Firebird) (Code Masters)
Think 're good at The Sen- A handy tip for this ... erm ...
finel, eh? Well, here are codes for well, this program. If you fly over
three landscapes which cer- the first extra life block, collect
tainly sort the men out from the it and then fly into the time shift
boys... Nmnﬂnhundm square behind it. You will be put
devious landscapes? back to the beginning - with the
extra life! Keep repeating this
36 58999784 until you have nine lives, then
Rather tricky carry on playing in the normal
232 66496003 way. If you want can
Even programmer Geoff Cram- keep on doing it and score zill-
mond can't do this landscape! ions of (yawn). Thanks to
1318 58896035 Stacey King who lives in Goff's
SEVEN Sentries! Oak, Hertfordshire.

LS
(Mastertron
Anyone having pra
the denizens take hee
throw stars to weaken the
then finish them off with your
sword. Karatekas are more
difficult ~ use stars to kill them,
and try not to too close.
The only way the Evil Ninja can
be beaten is by using a high kick.
Don't throw stars, otherwise he
picks them up and throws them
back at you! Don't low kick
either, otherwise he ba
with his sword . . . Okg

shes you

AND win yourself the thanks of
10B. All the best stuff
there - do it!

And another one bites the dust.

If you have anything in the way of
solutions, tips, maps or POKEs, - s

why not grab a bit of the limelight

thousands of Commodore owners,
by sending them in to ZZAP! TIPS, PO Box 10, Ludlow, Shropshire SY8

printed, and anything exceptional could
well earn its author a T-shirt and some free su"f?warn. Don’t just sit
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Big Business (Best in Gastronomy) has expanded into many parts
of the catering industry with hamburger-bars, cafeteria’s and
hotels.

Now, two inventors have redeveloped the famous robot Floyd as @
kitchen robot to convince B.LG. boss Ronald McBig that
automation is the answer. Floyd will have to prepare food and
perform standard kitchen procedures ~ without cutting his fingers
off! (and whot's more you have 1o train him!)

Floyd Il hos to deal with o wide variety of orders including
breakfast, lunch, evening dinners and snacks at oll times.

You can help him by refining his ‘inexperienced’ programs. But act
quick, or you'll find yourself winding up as 0 dish-washer in a local

BIGburgerbot.  0gy128 cass £9.99 C64/128 disk £14.99

shape of FLOYD 'h“'"

- this rcade adventure, Al ‘Modmaon’ Bluntz must
lr:s;ue ::Iu:r damsel from the ovil clutches of the Manic
Munk and his disorderly, but deadly army.

Over 1,000 screens!
C64/128 cass

If your dealer is miles away
you can order from us -
your crossed cheque/P.0. made out to HMIIIIH'E I.Tt:!d
including your own name and address, to Ariolasoft :
P.0. Box 461, Landon NW1 2ND :




21st CENTURY WARRIOR:
Apache WD M

*ﬂlliﬁﬂh Hwﬂmﬂusiu. like its warrior namesake ... Capable  See your software dealer today and become a part of the GUNSHIP
‘of defeating enemy tanks, infantry, and hostile aircraft on the modern adventure! Challenge the enemy, the sky, and YOURSELF with this
“electronic battlefield. extraordinary simulation.

Gunship's revolutionary 3-D graphics enable you, the pilot, to fly into the  GUNSHIP for Commodore 64/128. Cassette £14.95, Disk £19.95,
world's hottest trouble spots . . . You'll use an unbelievable array of high

tech information and weapon systems, including lasers, video cameras,

night viewers, radar warnings. jammers, computers, missiles, rockets,

flares and a 30mm cannon! Successful missions will be rewarded with

medals and rank promotions.

Experience the danger and excitement of attack helicopter action .
your latest adventure in the ever-growing line of MicroProse Simulation
Software.

MICROPROSE SOFTWARE LIMITED, 2 MARKET PLACE, TETBURY, GLOUCESTERSHIRE GLA ADA. TEL: {D666) 54326, TLX: 43422 MPS/UKG
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( All hail, fellow Wizards, Warlocks, and!
'Witches! This month we take a further
look at MUD, do battle with Masters ol
the Universe, exercise a little Imagination
for only £1.99, check out CRL’s latest
release, Murder in Miami, and indulge in
other Wizardry from the Wand of You

Know Who ... 4

i | -h‘l

Masters of the
UAniberse

US Goldo/Adventuresoft, £9.99 tagsette

ceck! Skeletor
! {Trade Mark -
{ Mattel Inc) is
attacking Eter-
| nia and you, as
Adam (Trade
Mark — Maitel
| Inc) Prince of
all Eternia,
musl hrL‘(}IT]L He-Man (Trade
Mark = Mattel Inc) and defeat him

in this great Masters of the Universe
(Trade Mark = Mattel Inch com-
puter game!

Wow! Waitch out for the
Reckbinders, who — controlled
by Skeletor — are guzrling their
way through the granite to under-
mine our dear beloved Eternia!
And watch out for Orko (Trade
Mark — Filmation) . .
Lynn (Trade Mark — Matel

.-and Evil-"°

=i

A complete monthly guide by the infamous White Wizard

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

inc) . ..

Well, that does it. The Wiz just
can'tbear it any longer. Atthe end
of last year 'sald that I'd start totell
the honest truth about the way |
felt about UK adventure sofltware
and when this game popped up on
my}wrwn something finally snap-
pe

It's appalling. It doesn’t deserve

o change hands for anything
more than the price of a blank cas-
sette. US Gold should be utterly
ashamed to be offering sofiware ol
this nature and should withdraw
the product at once. And those are

You

Han

i i - . sy . e e Sl i - S RS il

¥

& Crowded an at

BlEhﬂUEE have gathered here in

thE1r Con Ut the gquakes.,
. ?ﬂu can go

my more charitable feelings about
the product .

However, there's no point in
just being rude about the program.
Let me now level with you and tell
%,:m inmore reasoned tones whyl
cel this wav. You, of course, may
disagree, though somehow [doubt
LE:

First, let me make it absolutely
clear that 1 hold no personal feel-
tngs of animosity against either
Mike Woodroffe of Adventuresoh
(the programmers) or US Gald
themselves. On the conirary, Mike
has hosted me at his offices in
Birmingham and I was impressed
by his dedication to adventuring in
general — all of which I said in an
article last year.

Arms

You
nor-th.

You sﬂn nothing sSpeécaial.

The earth

TEremors mMore v:ﬁlently-

also |

2 EXAH PEOPLE
You see a familiar

>

face,




You a

courtyard. Fr

I

sta

ble block

has collapsed under the onslaught of the

quakes and

north SOoUth

fpogram mass selling
ipdeT to pay the bills, He's
ititled 1o approach the
t fashion if he wants
sly believes that the
o get a big selling adven-
1e shelves is through
me themes from
Mattel, OK so far . ..
i 'ohviausly agree with him,
1 otherwise they wouldn't be dis-
Arnibuting his product. 1
- Whatisn't OK is the actual stan-
| dard of the product itself. 1 feel

* | pretiy bad saying this because
Adveniuresolt are a good bunch,
‘but really we've got to come clean
. here. This software is three years
outofdate. And tosellitin 1987 at
| thisprice is simply not on. And for
| metosay anything else in this col-
 omn would be to do my readers a
A setious disservice,
4 Firstly, the design. The graphics
| are UK - some of them are even
- wery attractive. But the wext loca-
- | tlons are brief and uninspired and
1 the purrles are frankly dull. Some
of them arc even bugged - [ spent

; quards a
Their steeds tTo safety,

: Eﬁs’:rﬁlf dozens of moves being

el Firebird,£1.99 cassefte

=== el this is cer-
| RN {4 tainly the monih
; M ¥ for original
: AR games, Here one

L & Mr Torence -

programemer  of

i

S
o

e e

o 5 e =,
e S
P

- favourites
es in a bit of light-hearted
Y. poking fun at other com-
games — including some
dl-known adventures,

The aim of this GACced game, |
i {1 cant hardly believe the
3l it says), is 1o
stars there are.

hen you load

magination

SubSwnk, one of | |
the Wiz's budget |

|

e 3 1 C
‘dragged back towards the water’
by a tentacle from the moat with-
oult evér actually getting to the
water. And during the process 1
wasable to swim happily to and fre
across the moat!

Finally, after reverting to my
boring Adam identity (instead ol
He-Man), [ was told that ‘the ten-
tacles drag vou into the water’. At
last — I thought = I've reached the
water! But no — the next line
informed me that, onceagain, ‘the
tentacle drags you back rowards
thewater’, Ahwell . . . Foroncel
was grateful when | diﬁ!hand had
to start again, -

And the whole structureissp
limited. Examining most things
results in the message "You see
nothing special’. Most locations

offer hothing apart fropn theirbrief

description — no objects to look at
{unless they‘re required by the
plot). ¥ou go into the [nn and try
1o buy a drink;but "“He-Man
wouldn 't waste time on such
things’ saysthe program. Well He-
Man might not, but most adven-
turers would.

The parser is relatively efficien

a menu of game options.
H. 1 tell you that the games on

offer are: . ; §m
L2002 — A Very Odd Day inSpace

..:-'5-

&
=
R

i
G

e
2

P F
2

‘in “The Lords

re occupied removing
You can go
heg

L]
~ it offers BOM (i ©OPS, or Back
One Move) as well as RAM save
and restore. You canalso DROP
and GET ALL, Butit doesn’t tell
you which word it doesn’t under-
stand and happily responds to
inpuis sich as 'EAT KING RAL-
NOR' with the response "THAT
WON'T HELP YOU AT THE
MOMENT AND THERE 15 NO
GUARANTEE IT EVER WILL.

It says the same thing if you
enter ‘QWERTY QWERTY " or any
other rubbish,

What about interactive charac-
ters? What about vivid location
descriptions? What about a bit of
SCOPE = for wandering around
and checking out pointless objects
tor the sheer lun of it; for discover-
ing different ways of achieving
one'’s énds, instead of simply
crackingan invarying sequence of
puzzles?

fdon't know anything about the
actual Masters of the Universe sub-
culture, but | suppose somenne
had 1o spend quite a lot of money
to buy the computer game rights:
Perhaps they thought that by buy-

ing those rights they were ineflect

asy chairs.

buying a big sale {or the game,
Perhaps even a position in the
charts. Hasn'l it occurred o the
Powers That Be that there are
other ways ol getting people tobuy
your games — like programming
thiem well, for starvers.

Wouldn't it be nice for once if
someone spent their money on
buying up licence righis and then
actually went ahead and
developed a game that was — for
example - up to Pawn standards!

Orisit that once the rights have
been bought there isn't any money
left over tor the program itsell, U
that’s the case then how about a
litthe oniginality —at leasi you don't
have to pay for ideas that fou
come up with yoursell, .

Or don’t we hagve any?

As for US Gold = Lcan give them
one idea for free. I they keep com-
img up with staff like this, then
Prety soon no-one's going 1o
touch their product with a barge-
pole. No matter how much money
they spend on licenses,

Come on Adventuresoft -
you ve got the talents if you wani
Lo use them = have a bit more con-
fidence in your own ideas, stop
wasting money on licenses, spend
iton game development, and stan
winning customers instead of try-
ing to buy them.

Finally -1 suppose it’s just possi-
ble that I've got it all wrong, and
this game is really whai everybody
out thereis waiting for. Ifthisis the
case, write and tell me, and I'll give
up adventuring right now and
retire o Disneyland {Trade Mark —
Walt Disney}: o ae

L e
45 %
545 %
&% 35%
30%
35%

i Blane “s drawing room was quite ordinary.
A writing desk sat under the window and
tThe room was furnished with a couple of

door opened out Oonto the passageway
and Blane ‘s bedroom was north.

Kettering also noticed

the door was open

Hore. ..

... » then you may get someidea
as 1o what's going on! You must

enter each game in turn by select-
ing it from the men ;
either dodge
'‘Panic Miner!,;

gigele at the
uﬁfl of the faimo

E g

R T
= o 1’%—- %l\ﬁ
ot

The trouble is. {

i
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sent themselves in each scenario.

I enjoyed this game, especially
as | had the sécure feeling that it
would only have cost me £1.9%,
but- 1 did think that there was
perhaps a little TOO much variety
in it Sometimes [think games suf-
fer il they ey to include too much
material at the expense of some
form of unity = but this is very
much a personal view and others
may feel exactly the opposite.
Alter all, there is something rather

he M
the L og

Central Computing

ell, this is rather

original, 1 must
say. a larmer
your” “have  lost

your sheep, and
as an adventurer
you must cope
with a number of
rather unusual
puzzlesinanaempt to find them.

You don't get much help from
the inlay, which really doesn‘t tell
you a lot more than the paragraph
above, bul throughout the game

CRL, £7.95 cagsette

was rather rude
recently  about
Dracula from
¢ CRL, 50 il was a
nice  surprise” (o
find this game so
enjovable.
Based, so
claims, on a book
by Dennis Wheatléy, the game
revolves around the death of Mr
Blane on a boat called the Golden
Gull. Mr Blane is a big man in the
world of soap (the stuff you wash
with, not the stuff you watch on
telly) and so is his co-sailor. Could

was ol” Blane washed overboard?

1o find out the truth. Programmed
by Fergus McNeill of Delta 4 fame
and Jason Somerville, this ga

has 1he familiar familiar Delta 41
hallmarks of (1) three parts (2}
TALK TO feature (3) sense ol
tmlmﬁr and [-ﬂ attention 1o

“ o odetatl:

The Iaﬂ twn I{:ﬂiums are best
Musirated by a linle sequence you
‘might mammiﬁ at the beginning

t:-! lhega.m# Sitting at your desk,

*’éi*:--f

be they had a bitol a lather . . [ or.

Up 1o you, Detective Kettering,

o
e

o B e

satisfying about solving one puzzle
with, an object brou 1[1' t in from
another game, even if you do have
to do a lot of scurrying to-ing and
fro-ing. Anyway, at this price you
cari't loset

Atmosphere 60 %
Interaction 65 Yo
Lasting Interest 62%
Value For Money 88%
Overall 76%

there are helpful HINTS for the
asking. 1 found mysel{ asking for
themiquite a bii to stari with, when

| 'L: fotind myself in a feld full of

“prombles’,

. A ‘promble’ is a treature a bit
liked sheep with a “weird tail’, and
try a5 I could 1 simply couldn’t
make any progress — Lattacked the
prammibles, [ waved at the prombles,
| talked to the prombles, 1 did just
about everything to the b****y
prombles: Nothing doing. Finally,
I ate one and was rewarded with a
couple of bones. These 1 stuck
together 1o make a spade, and my
travels begun

you reéceive a memo from your
boss telling vou about Blane's
death. You can, in the meantime,
examine the ash tray and see an
‘unfiltered Camel’, which you can
quietly enjoy for a minuteor twao,
If however you spend oo much
time browsing around your olfice,
in marches the boss who fires you
for. not leaping to your feet and
rushing off to solve the crime as
spon-as you received the memo.

And if Adventuresoft are siill
wonde r'tmv, what | meant aboul
‘scOpe’ in agame = the ahnwu the
perfect example.

Hound Draculatabeslig |"tﬂ'!|-" dull
in that it frequently nursemaided
the - player -along predetermined

fﬂm Hhes. “Mian does the same
r

Irom time to nme but it's far less

Cobrasive and there's abwvays lots

to do. Once you reach the Golden
Gull vou'll find plenty of guesis to
interrogate and amine of clues and
ioformation thar: you must piece

wmﬂmﬂ to find out the truth. And

HE many  characiers. will
“reply to your qummm ‘with the
non-cammittal tAsk me tomors
row’ their presence adds much
interest o the game,

This game was a pleasant sur-
prise = | hadn’t even had a prbm
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i

i

THE MYSTERY
OF THE

This gamie:is text-only and pre-
sents itselb as being a linle old

fashioned, bit there are a number

ol
:n-i"""'

nluamlmmm :'+ |

better games. .iu.- &
progeam it also has s
quile attractive pretar
and just goes 1o show {as
McNeill has ahﬂwn veral
already) how Vi
dt'n wit “‘thal :

=
o
e
=
e
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of nice touches and it's certainly
very ariginal in tone, At the top of
a mountain, ‘You are surrounded.
by a Bad Attitude’ - 11l say you
are, And elsewhere you may even

4
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glimpse ‘Holiness ltself’. E i
Central Computing can  be g
reached at 61 Beech Road, Gill- |
way, Tamworth, Staffs B79 #
B8QQ - but they didnt tell me how £

much the pame was. One of the |
reviews quoted on the inlay refers
1o a price of lour pounds. If this is
the case I'd suggest that it's margi-
nally overpriced. but sull worth
checking out if your're fed up with
dragons and other more tradi-
tional fare.

Atmosphere 62%
Interaction 55%
Lasting Interest 58%
Value For Money 60%
Overall 60%




- tells all

Last month we gave you a brief
overvicw ol the various on-line
games currently o be enjoyed by
maodem owners. Now we gel down
14 the nitty-griny, with a detailed
dip into the MUDdy waters of Bri-
: fain's most popular Multi User

: %D-smrml off in 1979, brain-

child of one Roy Trubshaw ai
Edmburgh University and written
in BCPL tone of the forerunners of
the modern C language), It was
later further developed by Richard
Bartle on an Apricot using a lan-
guage called MUDDLe (for Multi
User Dungeon Development Lan-
guage) - Mr Bartle's private
development tool derived, 1
believe, [rom PROLOG. Currently
the main framework of the prog-
ram is written in PASCAL, and
E occupics approximately 4 mega-
: oyies of code (including all the
g | data).

Thie program first took off on a
DBEC 10 computer at Essex Univer-
sity and this version — known as
MLUD1 = can be still be plaved on
that machine when computing
lime is available (usually late at
night). Alternatively you can try it
out on Compunet. You could also
getit up and running in your living
room - DECLO'S are no longer
manufactured, but you used o be
able 1o get one for about half-a-
million quid and they should just

P

fit inte most suburban living
TOOITS.
Alternatively, you could log

OnNlo. SOmeone else’s using your
3007300, 1200/75, or 12001200
madem. And with the same equip-
ment you can log onto MUD2 —
the latest version of the game and
the one being offered by British
Telecom. It's this version that we'll
be looking at lor the next couple of
maonths, seeing what it offers and
B how it works out onrthe value for

money stakes.

MUD2 differs from MUDVT in
that it runs on a VAX compulter
and is somewhai larger in size,
having been more recently
updated, As [ write, it is being
increased in size from 700 to
around 1000 locations, with
approximately 150 objects to play
around with and 80 ‘mobiles’
(computer controlled characiers)
1o dodge and dally with,

There are roughly a thousand
currently registered players with
another hundred or so jeining
cach month. BT's MUD system has
facilites to cope with quite a few
callers — there are about 20 incom-
ing lines as well as 64 PSS inputs,
but as a general rule the average
number of players tends to be
around cight at a ime. Because the
game can only run when the VAX
isn't being used by’ sweaty
businessmen during office hours,
MUDders can only log on between
the hours of 6.00pm and &.00am
weckdays and at weekends. Al
peak periods expect there to be as
many as twelve o hfteen other
users logeed into the game,

The print-outs in this month'’s
column should give you some idea
of what it's like to play MUD,
together with the commands and
background to the game. Every
printout yvou se¢ was obtained
during a real MUD session, but
don’t take my experiences as any-
thing special — get on-line and try
it for yourself.

In particular, when 1 played
people seemed to be remarkably
Iriendly — but that doesn’t mean
that you won't meel some nasty
Ly pes. In fact some people deliber-
ately create both "good” and “bad’
personae 1o play with as the mood
takes them., Hmmmm ., . . Reckon
Freud would have been interested
in this!

LOG-ON DETAILS

Requirements: 120071 200, 3004300, or |

Log-on number: 01 998 A899 {1200175)
01 997 9433 (300/300)

Play times: 6.00pm 10 8.00am weekdays

 To order starter pack and game cre

LEST , and 1D 'PROSPECT.
with limited co mmangds, be

-"'n"f-.."'.._"'T-___

AN o far your modem : i
e relevant numbet fOr ¥ You then get about len MINULCS playing

fore the computer cuts you off. 1f you do

— .

200/75 modem plus COMMS

software plus MUD Starier rack (see below).

all weekends,

dits, phone 01 608 1173 5

E TRIAL LOG-ON PROCEDURE

and enter 'MUD’, password

; 'ﬁ'ﬁl guest behave yourseli— Wizards cancheck on whiryou are and
ak it for vou later if you don’t behave well. .

B

. [How to get MUGged!
- |AWizard

tellsitall . - . : ;
The object in MUD s 10 beco

they commanid, 8
The way islonga

obtaining points. Many o

worth). L
To score the poin :
‘] is easy 1o find even if you don’t

ure, its points are iransfe
number of treasures you

niore poinis yo

points you are waorth

o win any combat in o
[ (he resourceful novice 10 catc

bringing aboul your demise, s0a
on their guard, excepung Wik s,
The higher your level, the be

magic. Tobecomea magic-use

vive. The more points you have, the higher you
thenit’s hard to get Lo
choice is yours, but touch
ultimate power!

MUD LOG-ON SESSION ...

Here's a sample print-out from a
recent logging-on.. This is whai
you'll actually see coming up on
your VDU if you dial into
MUD ...

1} OK boys and girls — you're
there, This is what you see when
you've entered the game: Type
GUEST and PROSPECT for
Account ID and Password if you're
just having a trial run. Otherwise
enter the number and password
supplied with your MUD Starter
Pack. Always change your pass-
word if you're logging on for the
first time — just for safety’s sake.
2) Next follows a brief summary of
relevant news about the current
status of the game . . .

3} And now the command menu.
The Post Office endbles players 1o
leave mail for each other. The
Town Crier doles out news. You
can check previous notices by
pressing 5. or examine your
account (1o see how many credits
you've got left) by hiting 6. If
you've got an 80 column screen
you may wish to hit 8. And enter-
ing 2 gets you into the game | . .
4) The Wiz is using a new account,

s0 there are no previous personae

available. Had 1 played before on
this account I would be able 1o pick
up where 1 left off with one of my
previously created characters . . .
5) As it is, I'll make for the big time
~ MAMMOTH! |
6) 10% ol MUD  players are
women. Bul there are a lot of
lemale characters in the game,
Hmmmm . . . Someone,  some-

. 't y
! i e "

: Typing INFO during the game will get you the foll
me witch or wizard, You'll see plenty of

.m about on the way to your obje
e nid, and the consequen
nd hardl, l‘_!.uﬁ'{ﬁ’l:l!.; and A

e i i ceed. The route 10 5
reso ?:f—.e"ﬂhjwm in the game are treasures, an

a value (use the VALUE command to find oui what a particular iem is

;, the ' ed in the swamp, which
%, the objects must be dropp i S A
 have swamped a treas-
utmore loot! The
the amount

know where it 5.
ardsit. Once you ¥
rred toyou, and you can $eck 0
can -.-;w?;mp at onee isonly limited bw{

command which moves you tow

1 The most valuable obje .
< oty u score, the higher yout level becomes, and the more

if killed “Oif course; the better able are you
R lved. The way is still open for
and rise several levels by
be constantly

which you are invo
ou unaAWwWares
| high-level personas must ;
of course, who are martal-proof!

tter your chan
T, you must louc

wing message, which

i itness thei Ve POWCT
ctive to witness the Immense poty
i rewardsof obtaining them you rself.

ch lofty heights is by

cis in the game are players. The

ce at being able to use

where, isn't happy with the wa
God made them! | think 1'll :ilaE
male . ..oprdhe. o o

7) The first location. In fact the Tea
Room isn't really part of the game
itself - R's more of a ‘terminos’
from where you. can enter the
Land. Sometimes it's nice just 1o
sit here and watch people arriving
= if.your phone bill can stand it!
8) Ah well . .. Guess I've got 10
start paying some time. :
9) The WHO command tells me
who's playing at the moment. Of
course it doesn't tell me where
they are = finding them is another
matter altogether. Of course [ may
not WANT to find them!

13} Notice how my command SIP
TEA is broken up by an incmninlg
message rom the program. It's still
processed in the normal way, and
there are ways of stopping this sort
of interruption if you wani to. Par-
taker, by the way, is calling out in
the hope that someone will give
him a "glow’ by magic (ic: a source

of light). i

11) 1 bravely move NORTH (N),
having sipped my tea. No tea, no
exit from the tea room. And hav-
ing done that ... & T
12) 'm in the LAND! Dumped at
by the program into a |
location, so that each tin

cach time you
lay you kick off somewhere dif-

i ¢ SR

i
:‘.

only the most determined and

have

h the touchstone and sur-
r chance of su rvival, but

: : b
such a level without having magic 1o help! The

the touchstone you must if you are ever 1o gain
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1 Rapid 3 . . e :
- apide. i ; i
B b saseion starten 13-FED-1997 20:30:27.43 You are on the bank of some dangetoss s b B ot e L -
. |atérpreter created I-FEB-1987 O8:19:42.96 rapids. BDeyond them to the ""l‘uﬂ": . E: _.
 pacabase created 15-PEB=1987 12:31:16.62 river gees updergipund; to the west it yisghhu the voiuptuolus witch giggles. {
Type QUIT E6 abort login. gontinues oae.of eight, and you can . .
jeebuRt Th: lanber your 1D pumbeEr hered hear a thundering as of falling w“_‘_" Viahng ERe yaluptuoun witch S3VE Teat I
mgaword: [#nter your pasaword} from that directlion. T Che sooth Can EhE R T
g = ¥ be sesn fand spelledi) a fuming ewamp; o1 naRE s i : ;
L :nd m:rur.r;:l-;'r- 1:m:hnr;:1|':£{;ﬂd- ‘Dot be mtupid, it takes yesrs to {
u D OF Mip sees Riore E T g X ; . ] ; paefiall
TR A, RN S Vishau the voluptuous witch is here, ot g f
Simon the arch-wizard is here. bt A I i y 1
' - 47 Tailior the superheroine ia here ﬁrf___ I::l._'.l. ;a;.fgingcfm.lﬁliﬂéﬂﬂi I
MTELINE: Thuraday, 19 Pebruoary 1 i the fur, the piny the hipper E |
CArcying ke axe, the Eeyd, the e :"l;i[ bhe fap. . ! &
i E = = e S £ .
The UGline nusber {veice] is 01-608 ::;;i?' the waferS, the brand5 and the 8 ,:ﬁéﬂi’ E{H&“ Ao .
L]'ril. 2] ﬂ:&;'ir t;:;‘:i; :i:ugjuﬂ;a;:” : S gopble gobble monch munch chew chew L5
Bousht ditectly from FORDN witn & 2 tailor the Buperheroine says "Fealing S RS Ak EANRY Y ROnA Saved On R
:rig'lt card. M op A peckish, Mampothz®. . ﬁ-,:*;_.;‘- R : i L £
E 3 s=uhat have you gocr” e A R | e
) new database should Appesf tomoErow Lying temptingly before you is &n i SRR YAeeaan faye "HAVE Yoo o g
pr over the weekend. There 8 new appetising plece of succulent A .- :?;E .gu-:qf? ; : F
preasure and mabileas, and ag I-I-I';H'rdﬂr Ehh“}"ﬂ' L \I‘{;‘Mﬂ; the voloptuotus witch says "Ses?”. : 1
§ i h E Eor i ; |
i _’IL:';:J]'.E.P:'"‘ﬁ; gtr:':r,;! :':: d; -;'} Pt 3 purcra the yeowonan hag just arrived. 7 Sollepy pow” 4 1
yirs Ted, ¥ L **my gnd! are yoo from a cordon bled achool?® ﬁﬁ“uf?e areh-wizard tells you “Type i Sl
' TeE viclous currenta north of Ehe £ 4 ; 5 ) i ; v B |
qalleon charge with each feset. Befors ':'tﬂ-:ﬂ:mg:lgl“ﬂ'lhl:t“ﬂ“ﬂ "J.E'-‘:h EaYd “take o
,::" L.:,L.,;ﬁ,ﬂTE:”.;Eim Lhe Eaiand, " i i vishnu the voluptuous wlitch laughse. SE
praT- i 4 Tailor the nupuhl-mi_nh?ngj *only ;i o :E:::-i.aj i 5!}
Kng® & * # nt Simon " . 5 5 {
;’Igivm?srrznglip:::;: gif';h':;ir ;;? Euu B H'!.F.k'_ .;??:“t%hi. 1 B You are no lopger following Simon the arfeh-oizard, 1
d-'.;;'.:lz..:r.::d:l-: I.'_'-H-.]:E'J'E'l it [:*11.;;{.1 has jusk ‘.rr..a{?g_d: ik ¥ou seored I4 pointe this gase. I
i Vi b tailor che gupechecn ] Uops @
*it's possible to fiee from the dtagon e mf o R 9 nup logged out at 23-PEB-1987 21:04532.07 |
S i survive, though expensiva. il e b . REEM-5-FMD, eontral returned to node  VAND:: 2:;
4 I i shart for EXITE. Taiior the superhecoife has Jusc left. S -525-'
! }
*see Option : .r,.“'. a description of a MM_J_J"' With : Htlle hﬂp : g
degponakrator 3 |
i Bave’ fian. . . . from my friends . .. g
o =
PanE YiHi.
# r IF # i ] 4 _-:
:| 1:;.: f;ra'Eul;Il'; Tk Here's a sample bit ol interaction z
1] 10F | 1 e
i = Pxit and logeut. ) [l'l'll'“ IhE H_EI.I!'H.'. Tailor lhf & 1
ke g i U-D MﬂBI-LES! superheroine is obviously: a
" nees 1 B " =
i' 1= Fose QEfiges0aloan Bar, M E-L-,:-llwll['ﬂ!lEd.-El'l“l‘f'-Thtrc at't.‘i_l'vﬂ I:I.l’l:El'lt sart of !.'h:ﬂl.'! . .. -OT chap- g
Aoy . 1 : - 2 : .
BELMELIRE, T -mobile fn MUD:speakis 8Compates COTCT Gy recent invention pess. You cant be sure, of
i - Examine YOQE Account. 20 of them in the game nI_I-R! ?i;?;:]fgé Richard Bartle's training :11?:;:1 COuUrse . . . :
. ; B - . bk il C - . ' a ] i
B- g::-_l::} T:l::::,,l Eype. they arc ra idly ga.!nins bﬁ}rl‘:tim: d'-"”'l““’“ﬂlh'smf-“{im‘ghuman 1) Hmmm . .. Quite a litthe P"""’
#- Change accounts. prompting him WOSPERE P - ohiles that will really BiVE S of us here. Simon the Arch-Wizard
2 o order credits, OU8s option 3 and mming ‘inteligen
10 progra
oheE there, changs booths: Lo the

is keeping an eye on me. o
2} I'm starving! It's 9.00pm in the
Real World and I'm  enjoying
myself so much I've forgotien
about supper!

3) Comments in quotes can be
heard by everyone in the room.
4) Hmmm . . . [ think there may
be something about this food 1 !
don’t know about!

5) 1 tried 1 type INVENT for
INVENTORY. but at least MUD has

Village Shop with & /B COmBAnd.
Whick option da yvoe reguire (L Poar-lisely? 2
Sroant End Via. A0
Ladt logged in on:600A0 et 00:00:04.
turrent credit balance 18 -50.0. Last
reget wae on X252/8T AE 2O0rE9549.
firfent charge cate La 5.00
peeditahour. Personas avallable ace
# AR oppe e
"=+ Please change yoar pasavord. Type
JF-ap Ehe Y prompi. =
:ﬁ iy what name ahall I call yeud mammoth
P Cresting new persona. What sex do you
N elsh to ba? mala
| ¥ Elizabethan tearcom.
This cogy, Tudor perlod room L8 whera
- il MUD sdventaces BEArE. TLB ﬂtpnﬁll'i
: i peams and poft, velvet-covered

. players a run for their money- Hain degree of intelligence. They

e dy have a ce and. if they think
8 1n fact, Il'l{]h"l.h?'l alrea ey ap pach you e ;
¥ assessyour fighting meﬂshﬁﬁﬂgwa?k '}{E{ tf not, they’ Il lee. For this

; s L w've haditl
ey ﬁr:ciﬁ}z:ltfzfﬁeti by a mobile the d}?ﬁ?:;? Lt:;;rﬁa\r out
reasomn. | 0y pair of feet may Well DE parrot, for exam:
Cowardice and a sSwill pat -1 characieristics. The : ;

' ve different chd clsewhere

Dl ol e i o s et LIS
ple. 'l'i"|. F": : I;I.,]I"L"l'“.h ha_\l't'ilil'fa‘-“" cluedu T
s drum?d‘:l;;y says "Give us a passwor l-il'crt:ﬁ from players and
e Jives up to its name by stealing i :n,{ zooms around per-
The Magpit = - e swamp, whereas the DEag ting ‘dead” mobiles
?um me-.:-:i;; Tﬂ-’imrd'l‘r' functions, such as resurres :
O P 4

‘Fuhﬂgﬂ ll"!tfﬂ\'tn'a I ¥ “f, E1 Ii W

" wizards have the a sense of humour,

; that they seem! ; e A

i b By s { Beware — mobiles may ;f.:;tm if that mobile starts L0 ge1 just a teensy g} gﬂﬂth.ﬂr split ml';::"" b s
] dtmapphere in which to felax belfore . b '|:'t'|.|'-IS-‘ up - o e il ; im[}nﬁ b 1o He LivinE o 1e
W Gestoring out into that strange, ! powWer L0 USE e ﬂ.{.rﬂhink wice before insulting ) et g

piselese reain. & sense of dacency and
egorum prevails, and a feeling of
Siinship vith those who; IikKe you, Faek
thEelr deatiny im The Land., When you
AR fuivably composed, you mAy EnEer
B fhat domaln by stepping thoough An
Cepening Lo thE nOrLhg howeyar , you e
_‘Hll:l.'#l.‘ b 8ty here [or as lohg as
oy Like, sippino tes and wakching the
worid go by.
i

weensy bit too ¢l
-

e

me-something!

8) 34 poimis!! And all 1 did was
stand there and get given things.
* | God bless these generous MUD-
~ders!

-9 Back to the real world. In fact,
when you actually play, you go
through the command menu
before reaching this stage, 50 you

-4 Charging has Just started for chis e b }..I'il._l:[!,'-l.
e The [ul1-:'--.-'-'i.ng-[-.=I'r|r||u.rl.l.1=> are accepled Uy

: EXAMPLE can leave messages. inspect your i
B s oot aston COMMAND SE {moves you South ) account etc, before logging off. .
s;;uu:lu s B |:-F|."'|'|1:'I'|;.I'||:'i'!' GO <direction> DR ALL (dropsevery l..v..-hq.-'!".'H-‘lnl.l.'Fﬂ"-'ﬁll
Enury The hero

DRiap <ot
H:I]_E{ Y < CECalunes
G < object=

: i
FOLLOW NANCELyou
el i everyThing)
?‘ EAbI'JI'-RI'lT:';L ';El].ﬂtl..l- (givestihe siring o All)

¥internute the Sarcefer
TaliGe ehe sapefhersine

Next month — more MUGgIing,

harore Give < object><Creature HITTOM {huris Tom. bul doesnystart a more Tips, more every-

Vishnu the witch HIT fight) 3 thing . ..
- A

ot frayswhatyou recaringl We’ve been a bit pushed for
: Loy i I WIBBLIA Lo 2 fight with Johani] space in this month’s issue, but

w §1ill in the Elizabethen tearcos, wh Invemory :-_-F.!.E-:F shjeil = KJ[]HAhHE:ﬂihm o iﬂiﬁfif'ﬁf‘-‘l““"'} t Wiz felt that the sp il
Try slpping Bome tea, 1t might help Kill <creafuic.* =L LEVELS {ways 'd_ MU]} i acﬁ. b | |
et © i leﬂ?”?"ﬁ;ﬂé i you were inside] eV :I?lt for the Hat.
i i k O (deseri i ied w R

E50 ; LB i[it cart worth

-E“l::l E: :”::I ::l:_:lep?;:;:ﬁgf_ EI:IEIIJEH L._'";.h {l."-l.'l"l'l.'l.ﬂ“"f.f} L MDUEE I'l;kl.f‘h'l.-l'lt'lrlf"!- LsE as mdem whu dmll h'vr - : %g_
e Loak <crealure= o} ot | desicribes Elizabethan tea AT #ms but I'lﬁll'll like'to kuow |l
You wateh Eha world go by. L ETEARM (0% E (messaie sen! v fakkl el
[Pethcsa naved on L. Lok < rogm=> JAKK ‘HI THER : ﬂlﬁi:.'.'. i

he siraw in
qu-rcalsﬁbiﬂg:‘ﬁg*im} PUT STRAW IN BOX {inserts [HE ik xt month we’ll continu
PUT <obijed ; P

n !
BN ks you step through the opening. You
cone sWathed in & fine, goEsamer
ptit. The Elizaberban cearcon fades

:::::;:}UEE FROM BOX {gels TTRIsE [riym

REMove <objra= < coniaincr =

the box) i i
hagily awey, and vague, new shapes : S (RIVES R rufi-town HHT:.?‘J:': 4 : 5
begin to Form Bround ﬁ? E‘uir L LT -._H-HE.I.P'HMH}'“ ool e S
patlines DeCOme WO ] Ehelt - = ; e R e
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Contacts

| Bvery so often in an adventurer’s

iile comes a moment of everlasting
. Whether it's because you've

just_been carried shoulder-high

-threugh Middle Earth, emerged

| unseathed from the Underground
| Empire, or completed your 1000th

game, there's only one true means

of celebrating your success -
become one of the Legendary
wver Contacts,

rite 1o the Wiz with the names
¢ games you've solved and
conlact details. You can
a phone number i you
ut fremember that you may
iny calls — so check hirst
aer members of your

{ yo re getting in touch with
0l the Clever Contacts, make
(Hhat you enclose an SAE or —

El‘[’l_]___'l‘i: phoning - keep the con-

facl to a reasonable hour. These
heroes and heroines are doing a
good job — don’t abuse them, and
they'll reward you with much use-
fuladvice.

Firate Adventure, Circus, Zzzz,
Terrormolinos, Subsunk, The Sor-
ceror of Claymorgue Castle, Quest
of Merravid, The Hobbit

Danny Dinneen,

12 Bishopscourt Way, Wilton,
Cork, Republic of Ireland

Red Moon, Emerald Isle, Worm in
Paradise, Hulk, Hobbit, Upper
Gumitree, Hacker, Grand Larceny,
Merry Christimas from Melbourne
House, Robin of Sherwood, Snow-
queen, Kentilla, Gremlins,
Eureka, Terrormolinos, Lords of
Time, Pirate Adventure, Sherlock,
Bored of the Rings

Jason Jennings, 102 Berkely
_R.ﬂa.d, Shirley, Solihull, Birm-
ingham, West Midlands B%0
2HU

Ultima IV, Zork II. Suspended,
Pirate Adventure, YVoodoo Castle,
Critical Mass, Wizard and the Prin-
cess, Mission Asteroid, Mummy's
Curse, Mission Impossible, Robin
of Sherwood, Masquerade

Derek Wong, 42 Ingram Road,
Thornton Heath, Surrey CR4
8EB

Hampstead, Sherlock, Bored ofthe
Rings, Boggit, Fantastic Four, Lord
of the Rings, Terrormolinos, Castle
of Terror, Mordens Quest,

LTITL . . . . Heroes of Karmm, Twin
Kingdom Valley

David Sutherland, 54 Wen-
dover Road, Eltham, London
SE? 6PB or 01 319 3395 after
6pm

Zork L 1L, 11, Adventureland,
Dangermouse in BFC, Ear-
thbound, The Helm, Marie
Celeste, Temple of Terror, Valkyrie
17, Temple of Vran, Mask of the
Sun, Lords of Time, Dallas Quest,
Infidel, Mystery Munroe Manor,
Gremlins, Supergran, Planetfall,
Ulysses, Blade of Blackpoole, Seas-
lalker, HitchHikers, Ultima 11,
Search [or King Solomons Mines,
Skull Island, Murder on the
Waterfront, Suspended, Cutth-
roats, Sorcerer, Enchanter, Ninja,
Stranded, Hulk, Mindshadow,
Lord ol 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 1o Eden,
Red Moon, Never-ending Story,
Escape From Pulsar 7, Perseusand
Andromeda, Golden Baton, Bored
of the Rings, Empire of Karn, Ket
3, Peasibility Expeniment, Lucifers
Realm, Pilgrim, Secret Mission,
Treasure Island, Wishbringer, Cir
cus, Arrow of Death 1 &2, Ten Lit-
tle Indians, Ring of Power, Quest
for Holy Grail, Kentilla . . . {More
next issue!)

Margot Stuckey, 14 Marampo
51, Marayong, NSW 1148,
Australia

Hulk, Spiderman. Voodoo Castle,
Hobbit, Pirate Adventure, Merry
Christmas, Robin of Sherwood,
Price of Magik, Lord ol the Rings
Nigel Leather, 45 Moreton
Street, Winnington, North-
wich, Cheshire CW8 4DH Tel:
0606 781028

The Golden Baton, Worm in
Paradise, Hobbit, Fourth Protocol

{Pt 3 only)

Andrew Blackman, 133 Ashen
Drive, Dartford, Kent DA13ILY
Tel: 0322 76887 5.30-8.30pm

Dungeon Adventure, Lord of the
Rings, Quest for the Holy Grail,
Hampstead, Lords of Time, Inca
Curse, Espionage Island, Planet of
Death

David Lemon, 14 Norton Place,
Dunfermline, Fife KY11 4RH
Tel: 0383 728353 after 6pm
Mon-Fri

Leather Goddesses of Phobos, Zork
[1, Terrormolinos, Never Ending
story. Heroes of Karn, Mission 1,
Gremlins. Robin of Sherwood :
Ron McKenzie, 3 Silverstream,
Freystrop, Haverfordwest,
Dyfed SA61 2SN

Adventureland, SubSunk, Heroes
of Karn, Empire of 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,
wWishbringer, HitchHikers, Seas-
talker. Questprobe HI, Hulk,
Spiderman, Exodus Ultima 111,
Ultima 1V, Return to Eden, Worm
in Paradise, Red Moon, Colossal
Adventure, Dungeon Adventure,
Sorcerer of Claymorgue Castle,
Heroes of Karn, Perseus and
Andromeda, Nine Princesin
Amber, Gremlins

Guy Thomas, 17 Borstal Hill,
Whitstable, Kent CT54NA Tel:
(0227) 274846

Voodoo Castle, Heroes of Karn,
Pirate Adventure, Ten Little
indians, Hobbit, Lost City, Grem-
lins, Wizard of Akyre. Quessforthe
Holy Grail, Zim Sala bim, Island
Adventure, Castle Dracula

Paul Flanagan, 6 Corry, Bel-
leek, Co Fermanagh, N Ireland
Tel: 036565 594 ;
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Announcing the launch of

Fast multi-directional scrolling and
shoot-em-up action. Romulus has more
than one surprise in store for the
unwary gamer. Great sound effects
and music

For the Commodore 64: £8.95

F Ly * 5 _JL”"' ! Z:‘ p
".l" -._

- ‘-

Victory House, Leicester Place,

L ondon, WL ZH /NB
Telephone; 01-439 0666
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rthe runners up
90 copies of the game

DEATH OR

10DV

L L]

up for grabs!

Life’'s a trial for your humble
Comps Minion. It's a continuous
chore of making tea and coffee for
the Spiky-Haired Ones, running
efrands, or wading through a
mountain of mail, sorting out
entnes for the ever-so-popular
ZZAP! competitions. There must
be more excitement some-
where _ . .

I've always fancied trying out my
skills on one of those huge
bulldozers. I'd enjoy demolishing
a derelict building or doing a spot
of trailblazing, perhaps clearing
the path for a new motorway
alongside ZZAP! Towers. That
would be a lot of fun, especially if
the Spiky-Haired Ones got in the
way. Just thinking about it cheers
my day no end.

Talking of bulidozers, those
clever people at CRL have pro-
duced a new game which revolves
around the adventure of a
Spacedozer driver, Apparently in
the not too distant future, space is
going to become as littered as
Earth and there'll be plenty of work
for Spacedozer drivers. Scuttling
hither and thither through the Milky
Way they'll be responsible for
clearing pathways through untidy
astercids and general space
debris.

The game sets you at the con-
trols of one of these Spacedozers
and one day you are hard at work
clearing another path through
space when suddenly an invading
fleet of spaceships appears, hell-
bent on a total takeover of Mother
Earth. There's no time to go for
help; instead you have got to face
up to their deadly weaponry,
armed only with a massive
Spacedozer, quick reactions and
your wits.

Being the kind people they are,
CRL have decided to give away
some neat prizes in this Spot The
Difference competition: a huge
model of a spaceship will gotoone
lucky ZZAP! reader and a couple
of smaller models are available for
two runners up. In addition, a
further 50 entrants will win a copy
of CRL's latest game based on the
adventures of a Spacedozer
driver, entitled Death or Glory. All
you have to do is study the two
pictures of a Spacedozer at work
and circle the differences on pic-
ture B. Fill in the form, and send
your entry to ZZAP! DEATH OR
GLORY, ZZAP! Towers, PO Box
10, LUDLOW, Shropshire SY8
1DB. Make sure it arrives before
the 9th of April, ‘cos that's when I'll
be riffling through your entries.




THALAMUS LIMITED

Front Office

15t Fioor, Advance Works,

44 Wallace Road, London N1 1PQ)

Disrbutd by US GOLD LIMITED, Usit 23, Holfoed Way, Holford, Bimingham B6 7AY. Tek 021-356 1381

By Stavros Fasoulas

Cassette £ 9.99

Disk

£14.99
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DEEP TROUBLE

Utﬂunﬁnmbly the most detailed, historic World
War Il submarine simulation ever created.
&lgctwm:umndnpnmufﬁézudﬁmﬂmmﬂa'
submarines or German Kreigs marine patrolling
the Pacific or Atlantic Oceans from 1939 1o 1945,
lEmmmmﬂﬂiEmtmcmufﬂmﬁth
convoy practice and working your way to the highest
wnﬁlMamdmmmnhhtmﬁmmg
® Learn every aspect of underwater warfare: navigation,
® Completely authentic vessels with five levels of maps,
periscope, binoculars, radar, sonar mines, torpedos,

b, | CBMe64/128 £9.99 tape £24.99 disk
Your Computer Nov. 1986 " = IBM ﬂ‘lv.” disk
¥ .Atari ST £24.99 disk
‘.

The time: 1400 hours. Somewhere in the Pacific, You're at the -
L beim, commanding the greatest concentration of firepower
\ o ever put in a lightweight fighter the deadly
a5 | e

Flewcher Class Destroyer. You've embarked on the first simulation fully-operational, earbursting battle stations 10 worry about, all
that actually mmhme: the intricate, largescale strategy of wargaming ~ armed to the gills. Not to mention radar. Navigstion. Sonar.
. \ with the intensity of furious, eyeball to eyeball action. This time you're Fo 1 ) b
- \ righin the middle of it all. You knew it wouldn't 2 Half the Japanese fleet crawling up your spine.
' be pretty, but how tough could itbetorescuea  Time 1o make some tactical decisions,
' downed pilot? It sure seemed & lot casier than ~ Will it be the twin 40mm Bofors anti-aircraft O the 5*
' .' shelling slands, escorting a comvoy or mmﬁhm?: Dtrllt: hﬁm ot mm ; :ﬂm or
. - - Ok ao you l]’mughl_ Bur FULSS AT CROKE CoE oiar fast, 80 ing ;
-

now look what you've CBM64/128 £1 4 _'9'9' disk

got. Thirteen

hunting subs,

IBM £24.99 disk
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(UK only)-
olease add £2 extra per

sOomOtd

72AP! T-shirt{s) at £4.50 et

at £3.95 each.
ZZAP! Capls) (s) at £4.50 each.
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COMMODORE 64 REPAIRED FOR ONLY £35.00 including POST &
PACKING - PARTS - INSURANCE - NO HIDDEN EXTRAS! 0

Are you fed up waiting weeks for & While you walt repair service. # Most Commodores repaired
yOur computer to be repaired I month written guarantee on all within 1 hr
well wait no longer. We repair all repalrs # Al Micros insured for return joumey.
Lommodores same day. Wealso + International Repair Company. We & OverByearsexperience working with
do Com 16, Vic 20, 1541 Disk repair computers from all over the COMpPULErs.
. Al Drives, plus 4, or you can order W # All computers fulty tested
o - ' the Replacement Chipsfromour o al Computers sent Mall Order turned + Power supplies fully tested
h A — ; 1 30A100 around in 24 s, % RGBCUtputfully tested

TRADE SUPPLIED
| FROM STOCK!

If you know what chip has gone in your computer you
" can order the replacement |.C. from our range.

6526 25.00 | 901225-01

6510 23.00| 6569

6581 25.00| 4164 RAMS

| 901227-03 23.00 Power Supply

| 901226-01 23.00! Units 29.00
i Telephone: Glossap (STD 04574) 66555/67761 All prices include V.A.T., please ADD £1.50 to cover

" 140 High 5t. West, Glossop, Derbyshire, England ¥4 Pand randling cosiy, Iitiance.

c Copyright Videovault Ltd. No. 151085

“LOAD-IT"” “LOAD-IT" N N
_ ATTENTION DATA-RECORDER OWNERS r:
ﬁ; gﬁé_g SEﬂQEﬁg;j;i?%%fg{?gf}%; Modification Fackage I ED g
: PERMANENT HEAD ALIGNMENT ADJUSTING KNOB
7 ___.—-—-:::TIEI::::E:F::.::;: FITTED ; - -/ \ W :'\E

| EEMHEEI]FH]EH | ACTERI MENTS

* Programs fail to load if the head does not read the tape correctely

X L0y Broties o Gaiol by v i e o o i g SOFTWARE CONTRACT

:LE f'd?hli; bnELTrnEgsr:f%hjéh internally !]ne-:t speaker. ('_ co-annlm ATQRS

* Egﬁﬂ:{m T:ar::a ?gfltigndfﬁzt:?a}r?n:: aﬂl;elusatag?l":; i i‘lt:ﬁ:st;z"‘é‘:nt_l&;z’rufd individuals are sought to fill new positions
positons

* Achieves 100% success even on poorly recorded
prngrﬂrﬂs

* Guaranteed for life of data-recorder

Initially responsible forgo-ordination of contract programmers and
liaising with programmfing houses, activities will include:

£19.95

includas

returm 1 Contract negotiation
* Approved by data-recorder manufaciurers. Q5L A o
&
* Recommended by leading software houses P 9 'g E:’::L::tﬂ;gf“?"" specifications
* Does not affect any guaraniees on computer ATAN T wﬂhu. u:_ : _
* 3-day sarvice from receipt of order 8 TIIIn‘tﬂ _HEE"HF s and music artists
| * Due to popular dermand a D.1.Y. kit is available 6 Project scheduling

® All you need is a soldering iron {required for CBM only). © D.LY. KITS

Previous experience is not as important as str ang creative instincts

A I '

'l- E.az;nﬁ:: {,';l,fﬁf,,:d,rfﬂ Eaféinn:eﬂ':z&supphpd from and willingness to adapt to and adapt the administrative
* [ BM data-recorder kit, only £9.95 inc. post and package | lé?'."g AP procedures currantly in place.

* SPECTRUM 4BK /128+2 D.LY. kit, only £7.75 inc. post J,/NCW08S

and package (no speaker requirad) Successful applicants will probably be 22 vears plus and have a

LOAD-IT" 15 a8 registered trade name Cﬂpyrlghi L1986, Patent Pending Ea’r“us ﬂ'rn'gkraﬂ'rmmﬂ background. On offer is a first class ?.a|ar||,- and
8629660 Trade enquiries welcome. Franchise schema available in selected ONuS package, and the opportunity to advance in a friendly
areas. Britain and overseas gnviranmeant, within an éxpanding company
SEND YOUR DATA-RECORDER SECURELY PACKED TO: Tal: B21-T46 4970. y , 2 Mans i pnainted |
“LOAD-IT”, 35 Stretton Road. Shirfey, Solihull, West Midlands B90 2RX. E';_;:—::Ei::r{'i3ﬂ£t$;trr§irl"::|::;:fer will be appointed in due course
L1 | enclose my CBM data-recorder and chegue for £19.95 inc
O DIY. kit, CBM £9.95 L DALY, kit for any data-racorder E7.75 Far further information contact
o Tick s appropriate Stave Wilcox ’

—— Elite Systems Ltd
Address Anchor House, Anchor Road, Aldridge, Walsall, West Midlands
----- Telephone: (0922 55852
Postal code..................... 3

My Lomputer 15- CBM 1E/CEM +4/CBM 64/CEM BAC/CBM 128/ SPECTRUM 48K/ 12872

80 ZZAP!64 April 1987




1942 |Elite]

754 300 James Whitwardh, Oldbam, Lancs
180, 750 Bryn Monk, Qswasiry, Shropshire
165,800 Steve Lee, Guildford, Surmay

ALLEYHAT (Hewsaon)

6,718, 750 John Machell, Reigale, Surray
i 052 500 J Bolton, Oldbury, W Mids
5,118,950 tain Reddick, Kirkabdy, Fila

ANTIRIAD (Palace Sofware)

Game complated in

404 muns L Ashvwell, Balkdook, Hers

4:35 mins Ged Keavenay, Huddersfield, W
Yorks

4:40 mins Podar Evans, Salisbury, Wils
ACE (Cascade)

B3 380 M Horsey, Waltham Albsay, Kend
47 550 Mark Jetfery, Dianelta, W Ausiralia
26,890 John Daoyle, Kilmamiosch ,lf--:,-:' sHiiTE

AVENGER ({Gremlin Graphics)

100% Kanm Bovab, London SW17
100% Jamig Paton. Dowenfiedd. Denckso
QA% & Coapir, Sedgley, W klids

BULLDOG (Gremlin Graphics)

903, 0D Sueart Evans, Shrswshary, Shropn
Ei-:’u 800 Jubian Rignall, ZZAP! Towers

805 400 A Daves, Stowrbriscigs, W Mids

BREAKTHRU (US Gold)

138,050 Paul Gibeon, Sunderiand, Tyme and
Wear

111,800 Gary Rice, Colchesier, Eanay

a3 D60 Peter Shields, Brighton

CAULDAOM Il (Palace)

1,508 550 Cliff Mobresa, 5t Hedier, Jersay
153,750 John Raynolds, Duxlord, Cambirdoge
132 200 Shaun Husses], Shelian, o Dushan

CRYSTAL CASTLES (U5 Gold)

BT 992 Jul@an F||-:_;|r|:|:'_ FLAP! Towars

B4R, 200 Migsl Leathes, Morhwich, Chaeshire
551,878 Dene Clandge. Kangswoad, W Meds

COBRA |Dcean)

12600 Sebastian Cooper, Homchurch, Essex
30 &B00 M Svendsen, 5000 Kaldigg, Denmark
#8700 Digved MoCulloch, Downhiedd, Dundes

DRAGOMN'S LAIR (Software Projects)
a2, a0 Martin Coyla, Clittan, Matts
52,520 Menl Edge, London SE2

28,857 Gary Turmer, Swindon, Witts

DAN DARE [Virgin)

7423 Sankar Sshdevan, London E12

7.297 Shaun Alcock, Tyldesley, Manchaster
6,971 Russel Flahery, Liverpool L14

ENCOUNTER (Movagen)

1 BBE 00O Anan, Grgwa, Lheshirg

1 488 900 Kenneth Shewry, Cramlington, M
Humibs

1,135,500 Stsphen Blidgeon, Wylhanshawes
Manchashon

ESCAPE FROM SINGE'S CASTLE
iSoftware Projects)

A5 320 Steve Blaor, Muneaton, Warks
24,351 Jamse Paton, Downfield, Dundes

FIRELORD [Hewson)

143, 160 Danisel Osbourne, Homsea, N Humbs
116,806 Damian Ward, Harrogate, W Yorks
41.090 Philp Brooke, Crevwes, Uhdsihire

FUTURE KNIGHT [Gremlin Graphics)
106, 800 Billy Watson, Cardifl

72,500 0 A Ashcrolt, New Brighlon, Wara
56900 Tarry Mewman, London SW11

FLOYD THE DROCID (Anclasoft]

O aTew Wilkkams, Yeowl, Somersel
6040 Spm Shields, Canterbury, el

4 930 M O Larton, Burian-om-Trerl. Sialls

FIST I (Mislbourme Howge)

1,220,000 Steven Guitloyie, Oldham

B2 B00 Andraw Goskng, Longrdge, Lancs
5096 OO Al BB Laijilattesr ; L JFFdy

THE SCORELORD’S
HIGH-SCORING HEROES

GALUNTLET [US Gold)

MERLIN THE WIZARD

3,331 4891 Gary Srith, Dersingham, Morabk
2,540,903 Ged Keaveney, Huddersfield, W
T OrKSs

1. 133 437 Alistar Moy, Presiwick

QUESTOR THE ELF

1.5687 710 D ODsbourna, Hormsaes, N
Humbs

1.333 708 Steven Matthews, Porlsmautih
Harts

105985 078 Willam Best, Froome, Someargel

THOR THE WARRIOR

1.814 100 Dianesl Osbourms, Homsaa, M
Hums

1.742 772 K Fairbrother, Staplelord, Motts
540 T2 Graama Smith, Litths Sioko Bristo

THYHRA THE VALKYRIE

1,808,017 Darmal Csbourme, Homsea, M
Hures

1.049. 670 James Dulty, Coventry

725 322 Garlo lanco, 5t Albans, Herls

GREEN BERET (Imagine)

1,301,850 Mark Cunningham, Newiown
Shbery, Lofninim

1,058 B0 Martin/ Jon Black , Shaffieid

55 B00 Johm White, Whitefiedd. Manchester

MONTEZUMA'S REVENGE (Databyte)
363 650 Jennifer Yales, Bolton, Lancs
183,230 Deborah Yates. Bolton, Lancs

MERCEMNARY: THE SECOMD CITY (Mova-
qen)

S8 196 Russall Wallace. Durmicghaire
Cio Dublin

2,743 425cr lan Robirson, London M17T
1.,985,000cr Mary Maclacklan, Aukland 6
Mew Zeatand

MISSION AD (Odin)

39 320 Mark Crall, Beaswood, Baurmemauif
A8 670 David Barker, Faltham, Widds
28,555 Al Kerswell, Guildford, Surrey

HOMAD [(Ocean)

175 745 M J Lenton, Burton-on-Teaen!, Stafs
4,065 Paul Want, Harrogate, N Yaorks

80D Fawl Tudor, Stowrbridge, Padmone

NINJA MASTER (Mastertranic)

198 E80 Haobsert Futtor, Dowrham Mearkost
Morfallk

188 870 Adam Smith, Streticed, Manchester
156275 Wai Kwong Ho. Stansted, Essanx

SANXION [Thalmmus)

EAT BED Peater Williama, Freston, Lancs

405 610 Michodas Lewis, Basingsioks, Hanls
AT 130 Chenis Gebis, Hesdhll, Surmey

SUPER CYCLE (Epyw/US Gaold)

256200 Julian Fagnall, ZZAP Towers

S47 A0 Anthany Hulrmg, Londan We

242 240 Paul Campbel, Bangor, Co Down

SKATE ROCK (Bulbsble Bus)
223 280 Stephen Bloor, Nuneaton, Warks
101,900 M Burray, Wakafield, W Yorks

SCARABAEUS |Ariclasolt)

277,824 Robert Berry, Flesiwood, Lancs
273,744 Douglas Clark, Carstairs Junction,
Lanark

256,128 Luis Troyana, Stockpor, Cheshire

SKEY AUNNER (Cascade)

L6649, 700 John Doyle, Fidmarnoch, Ayrshere
5190 800 Martin Dobson, London E12
125,500 Pater Hulma, Bishop's Storttord
Heris

SCOOBY DOOD (Elite)

B3, 9540 Paul Bond. Bawsermiculls, Poals
56,9300 lam Télery, Laerpood L16

37 . 250 Gragme Dutch, Tilydrons:, Aberdesn

SABOTEUR (Durell)

£8561,700 Gareth Mitchell, Mirlield, W Yorks
£385,000 Ged and Jim. Huddersfiedd, W Y orks
L2008, 200 Adripn ®ing, SwnraEan, Wils

STARQUAKE (Bubble Bus)

287 763 "H.I:gul Froud, God almimg pa} ey
SET 140 One Bnudsed, SO Fyilingsdabsy
Morway

273,667 Per Kiellander, Stenungsund, Swe
i

PAPERBOY (Elite)
106, 700 Daved Barker, Bediont, ks

94 800 Richard Justo, Liftlehampton, W Sus-
e

1,200 Lhns Bbelaan, Helshy, Chaeshing

PANTHER (Mastertronic)

AU 940 Steve Lea, Guildlard, Surrey
51,200 Paul Morgan, Hitchsn, Herls
29,700 Roger Martin, London W1

PARADROID (Hewson]

364, 290 Shazad lghal, Bury, Lancs

S 4035 Jaramy Foy, Tnng, Herts

A4, 1o Jdessaming Lottage, Whichurch,
Shropshire

PING POMNG (Imagine)

62, 200 Grasma Dulch, Tikbywdrane, Abardsan
57,010 Basrrie Halleit, Lawrsnce Weston, Brig-
14|

571 .30 Ancosh Lachn, London W13

PARALLAX {Ocean)

106 B0 &b Kergwenl] Goildiong SLrTey
78, 400 Adam Pracy, Newion Flotman, Mor-
WHEh

G, 480 J Macmanus, Bamsiapka, Davor

PARK PATROL [Firekird)

154 380 Gary Smith, Dersingham, Norfod
138270 Faul Godoen I:j-'_ﬂ_E:nlrrur!-:_]_ STy
115,550 Gary Penn, ZXAP! Towess

RAGIMG BEAST (Firebird)

137 806 Mark Gunningham, Newliown Abbay
Co Antrirm

104,374 Paul Ellis, Barmahurst, Keni

B4.092 Manhew Minshull, Greatl Barr, Binm
irgham

HERCULES (Alpha/Omega)

815,820 Nés-Clay Barvag, 5770 Nordfiordeid
Momaay

25,500 Hobert Hemphill, Por IZ_iI.,'l.:‘jgl:-w
560810 G Beddows, Rugeley, Staffs

INTERNATIONAL KARATE [System 3)
236, 750 Peter Hunt, Hook, Hants

320,950 Ryan Kelly, Glasgow

J10,000 Andrews Hardy, Morith Shields, Tyna

and Wear

IRIDNS ALPHA (Llamasoft)

349 520 Colin Rediorn, Heywood, Lancs
184 260 Jon Wood, Edgeware, biddx
141, 0600 Gorham, Brasntree, Essex

JACHK THE NIFPER [Gremilin Graphics)
100%: Chns Whete, Mathock, Daerbyyshire
100%: Mark orr fan, El_.rnlr_dl,'_ Lancs
U4 % Mar H-'ll'!-g_{l"_. Selby, N Yorks

JEEF COMMAMND (Bug Byta)

227 SB0 Mare Hm!!’;l_-_ ?54_.'-":_3:,.'_ M Y orks
149,800 Daved Mimon, Bristol

126,240 Dand Burton, Stoke-on-Trent, Staffs

JAILBREAK {Fonami)

196 500 Pauwl Gibson, Sunderland, Tyne and
Wear

102, 500 Makcolm Heddern, Presion, Lancs
85,500 Marc Hodge, Selby, N Yorks

KOROMNIS RIFT [Activision)

134 960 Stephen Mason, Stevenage, Herls
128,780 Mark Toriolano, Stirling, Scotiand
5. 430 Colen Burroughs, lpswich, Suffolk

EHIGHT GAMES (English Softwara)
TOTAL

56, 345 Himan Wilcoo, ipssich, Sulfolk
65, 700 Preter Collins, Colchesier, Essex
65 510 Alex Cassidy, Kirkintifloch

KNUCKLEBUSTERS (Melbourne House)
4,900 Theo Wiliams, London hd

3,600 Mal Wadlkar, Fings Lynn, Lincs

2 Bl Gary smith, r]z-r';:nuhilr'rl Morlolk

LEADER BOARD [US Gold)

NOVICE

25 Priil Barnatt, F raserburgh, Aberdeanshirg
-24 Victor Gordon, Co Armagh, N Iretand

24 Mick Gray, Downhaad Park, Miton
KNy

AMATELIR

£3 Paul Allary, Abdsrdosan

-2 Ik Todd, London SWi

-22 Trevor Lacey, Blsenpleyd, Dyfed

PROFESSICMAL
-24 Paul Adlan, Aberdesn

21 Tam McKes, Dingwall, Ross-shara
19 A J Loeery, Chofley, Lancs

LAW OF THE WEST [US Gold)

5,550 Svain Kierstad, 6017 Asetranda, MNor
Wil

7.937 Les Smith, Billingham, Clevaland

7 A5 Graame Dutch, Tilhdrome, Abardesarn

LIGHTFORCE (FTL)
845 100 Christran Rowe, Jesmond, NewCcas-
ta-om-Tyna

Ba4 300 adam Halloway, Norwich, Narfolk
857 100 Daniel Cshourne, Homasa, N Humbs

SILENT SERVICE (US Gold)

MORS SLIMNE)

810, 100 Karsten TokEpin, Drossekee G
DEnmark

2 16 400 Halla Davies, Rainham, Essex
151,100 dames Sampson, London SWE

SPLIT PERSOMNALITIES {Domairk)

680,400 Mra L Hayaen, Londan E16

506 100 Michael Skelcher, Wenioning, Beds
404 700 Bab Brown, Portoballo, Edenburgh

SPACE HARRIER (Elite)

2.56T 400 Coln McoGlashan, Perih, Scotland
1.6/ GO0 Mark Stantard, Yatton, Bristol
312,800 Steve Bloor, Muneaton, \Warks

SKOOL DAZE (Micromegal

104, 340 Scott Mocre, Fisby, Huddersseld
70,480 Garry Smith, Dershingham, Morfolk
38 990 Graham Jones, Wastbury, Somerset

THE SENTIMEL (Firebird)

LEVEL REACHED:

J014 Gﬁr',l Penn, 2208 Towers

1172 Arlo Swenson, Wheatley, Doncaster
805 Sleve Bioor, Nuneaton, Warks

TERRA CRESTA (Imaging)

371,800 Robert Hemphill, Port Glasgow
Flarif i &g

341,000 Marc Hodge. Salby, N Yorks

285 500 Andrew Braybrook, Witham, Essax

THRUST (Firebird]

1,103,800 Arin Swinson, Doncasies, S Yorks
1.028 450 Mark Payne, Hockley, Essex
M5.400 Hean Bartropp, Hockbey, Essex

TAL CETI (CRL)

21,055 Andrew Tarskl, Durshay, Glos

20,465 Robart Elliot, Middiesbrough, Clave-
lamd

20,440 Shaun Russsdl, Shiddon, Co Durfam

TRAP (Alligata)

481,900 Lawry Simm, Liverpool L23
428 510 Calin Bayme, Glenrothes, File
328 500 Robaert Eliat, fl,llu;‘,:h:!lljl:-i.‘,:l-c_;lrl;;--|,,|gl"uI
Cleveland

TRAILBLAZER (Gremlin Graphics)
;Li 1 33.350 Jagon Cooper, Weonesbury, W
1%

1,120,040 Henry Hawlinson, Salisbury, Wilts
725,500 Sean er, Caweatry, Shiophes
TEWNTH FRAME [US Gold)

ARATELIR

266 Graama Dutch, Tillydrone, Aberdgen
234 Mark Alwynson, Llandall, Gardift
198 John James, Accrington, Lancs

PROFESSHIMAL
214 Grasma Dutch, Tillydrone, Abardesn
108 Miles Leavy, Horsham, W Susses

LICHI MATA [Martech)

324,235 Mark Sexton, Lancing, W Sussex
278,945 Ssmon Peitigrew, London SW1E
205,100 Al Kerswall, Guildford, Sumrey

URIDIUM PLUS [Hewson)

108,700 Harry KHchener, Godalming, Surrey
G5 900 Steve Lee, Guildford, Surrey

91,800 Gragme Smith, Homnchurch, Essex

¥ [Ocean)

24 600 D A Askcrof, Wirrgl Chashins
21,200 Danny Prati, Southampion
21,100 John Doyle, Kilmamoch, Ayrahg

WARHAWEK [Firebird)

3,172,288 Peter Hunt, Hook, Hanis
1,701,568 Jake E, Hill Top. Wast Brom
1484, 200 Michasl Shanks, Morwich, Norfolk

WAR [Martech

< TEZ Ricky Smith, Basingstoke, Hants
153,968 Steve Lee, Gulldiond, Surrey
14,649 Al Kerawell, Guildford, Surrey

XEVIOUS (US Gold)

145 710 Colin MeGlashan, Perth, Soolland
56,710 Gawn Burmett, Westhill, invermess
55 500 Gary Penn, ZZAP! Towers

YIE AR KUNG FL I (Imagine)

89,500 Wayre Gunnell, Londion NS

48, 100 wan Howalls, Machynllsih, Gwynedd
32,900 David Peterson, Newcasile-on-Tyne

Z (Rhinag) _

671,450 Jake E, Hi 1-:'||:‘&-_ West Hrom

A66 600 K Fairbrother, Stapiford, Motls
232,000 Arsnd Aggonwal, Rushden, Marth-

ars
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w hy is it that whenever [ find myself in dire
straits, the only successful communication
that I can achieve is with you, the reader of
a prehistoric, non-electronic publication called
ZZIT! or CRABS or some other such nonsense? |
mean, what have you ever done for me? Yes - you!
Can you transform me into a human being? Of course
you can't! Can you endow me with a small moustache
and some leisurewear? Not a chance! Can you con-
jure up our former travelling companions, Jimi Hen-
drix and Pinnochio? Not on your... just a
moment . . . the door of the Macdonalds teleporter
1s swinging open, and out steps a long-nosed wooden
puppet and a half-Cherokee former-guitarist from
the lke and Tina Turner Band. We are saved! And if
it 15 anything to do with you, my splendid reader, |
thank you from the bottom of my power-cell. Yes
you.

Now | am not a vindictive bomb, for a
bomb that is . . .

Our two travelling companions seem to find Tam-
ara’s sorry state highly amusing. Indeed, they are
rolling about the surface of this planet, giggling and
fa':ling to control their mirth. This cannot be night!
Aren't they supposed to be saving us? Now | am not
a vindictive bomb, for a bomb that is, but I admit to
you, gentle reader from my distant past, that [ am a
wee bit disappointed by their attitude. They might
come to a sticky end for mocking my poor, mouth-
less, virgin-even-though-she's-delivered-a-brace-of-

oats Tamara. Not to mention the birth mark on the
ck of her neck, which is my current disguise and
location. 1 can’t even turn myself into something
more practical, because us Macdonalds neutron
bombs are symbiotic, and if we can’t communicate
with our poor human hosts, we ain't worth spit.

They are trying to r:?in their composure, suckin
down the last of their childish guffaws, sniffing hau:E
their snotty sniggers, Jimi wiping tear-crinkled eyes
and Pinnochio wiping the sap from his knot-holes. |
doubt if Pinnochio has got the sense to say the right
thing and get us out of this mess, he's only got a
wooden head, but at least Jimi Hendnix has a mod-
icum of intelligence. After all, he was once a neutron
bomb advisory unit like me, when he was disguised
as Jimminy Cricket. Jimi wipes his eves, amfu Ils
himself upright, slapping Pinnochic on the back
between bouts of laughter. He recovers himself
enough to say, Son of a bitch . . . this is sick! and
Emmpt!y tums into a wiry brown puppy, with shaggy

air and a Fender Stratocaster round 1ts neck, curi-
ously sniffing at a large hillock of vomit.

You know, | sincerely regret wishing him a sticky
end, this planet seems able to misread my thoughts
as well as hterahise my words, and Jimi has turned his
attention to Pinnochio’s leg. 1 think he wants to make
friends with it. Well I never! says the incredibly
stupid puppet, and vanishes from the plot forever,
The puppy wanders off wagging its curly little tail,
towards a playful group of sodden cats and dogs,
presumably conjured up by 2n idle comment about
the weather.

That leaves Tamara and my silent self quite alone
again, with nothing to do but relay our predicament
o !yc-u. I mean, just how can we wish ourselves eter-
nally happy, after 1 have rendered her speechless
with a rather hasty You don't say . and then hushed
my own mouth? Maybe we can communicate our
wishes in letters of fire on tablets of stone, or plant
them out in corn-seed and wait for Spring, or etch
them in icy Morse-code on the arctic seas. On the
other hand —is there a biro lving around somewhere?

All we have to do is to make a properly constructed
wish on this planet, and all our ?:ceams will come
true. Is that too much to ask? Everything? Of course,
I can't advise Tamara of any of this, deprived of my
telepathic powers. Lcan't even tell her that | am prog-
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rammed to explode by the end of the next page, if she
does not fulfil todays's quota of Mar:dnnqlgs elepor-
ter Booth sales. She is just sitting here, on this ketile
of fish which appears to be some sort of fine, staring
at the twin baby goats, who demand milk. I wish they
would stop it, because every time they bleat what
sounds like Baah! , a piece of soap, snatch of music
or interior of a public house matenalises.

Something catches her eye, over there behind that
thrashing pile of suffering catfish. There, in the far
distance, we can just make out the figure of some sort
of mono-pedal humanoid, hopping awkwardly
towards huge mounds of amputated feet. In the cir-
cumstances, | am not in the slightest bit surprised.
Tamara 'shoos’ the kids away, and wades through
fish whose mouths are filled with unmelted butter.
She waves her perfect hands, and snorting through
her perfect nostrils, heads towards the receding back
of the humanoid, but it does not see her. So off we
50, heading for the foothills, carefully avoiding that

isﬂlﬂing orde of mickles doing something quite
unforgiveable to a muckie.

Perhaps the one-legged pogo-humanoid
can open his mouth without putting his foot
in it.

Far be it from a cynic like myself to hint at
optimism, but perhaps the one-legged i
humanoid can open his mouth without putting his
foot in it. Perhaps he can bite his tongue, mince his
words, help us. Perhaps not. The sun nudges the
horizon, throwing long shadows across this insane
landscape. A rat scampers by, demanding to be smel-
led. Some little cotton socks chase after it, demand-
ing to be blessed. I begin to feel really sorry for your
graﬂhi artist as our pathway explodes, due to some
wickedly mined Ps and Q. Towards the horizon,
waves of Russian religious
as far as the icon sea. Wolves arrive at doors.
Rainclouds change into teapots, never raining but
I:.Imuring. The half-light of dusk obscures the hopping

umanoid, but Tamara struggles on. She really is
wonderful, up to her thi
and she will not give up, t
implausible.
am glad to report that she avoids the man with the
twelve inch pianist, and several other antique but
cheap jokes. | know it's Episode Five already, but
I'm wondering if it was such a good idea to exist in the
present-continuous. | mean on the plus side it gives
the impression of immediacy to, say, a reader of 20th
Century Earth-type "Zzits’ or "Crabs’, but on the
negative side of narrative prose, | haven't got time to
think about the future before it’'s past. Bombs need
sleep too. Bombs spend most of their life asleep. |
once went to school with a nice little bomb called
Alma Geddon, who slept underground for forty
years without doing a stroke of work, and it wasn't
the end of the world, Until she woke up, that is. It’s
hard to be a bomb sometimes. Tamara trips over the
humanoid.

It writhes among the severed feet, trying to remove
a fork from its vulgar trousers, and vowing never to
use¢ that particular Anglo-5axon expletive again, |
am dismayed to see that it is obviously male, and not
only sports a small moustache but also writhes in
leisurewear. He catches sight of Tamara, who is leap-
ing up and down, pointing to the area of smooth skin
where her mouth used to be, Hi there! says the
humanoid, and immediately apologises as we shoot
up into the air. Whoops, look, hang about . . . er, |

intings wash the shore,

in stinking wriggly toes,
indelible in pursuit of the

Part Five

mean, Flcasa: can you help me? Tamara takes the
noose from her neck, and chafes me severely in the
process, then grabs hold of the thrusting fork, which
instantly ceases motion. Oh thank vou, thank you,
3«'n:'-1.|ngt lady, 1 can't tell you how much I . . . No!
cancel that one ... an omnibus vanishes just
before it reaches your stop somewhere in the galaxy,
asusual. I'llbe darnedifl , .. Tamara grabs him
by his single leg, and hauls him out of the path of a

ant sewing machine which charges towards the

orizon stitching everything in its monstrous path.
The humanoid beginstocry.  Tamara feels like ery-
ing too, but it's not the same without a mouth to
pucker, so she cradles his head on her lap, as he sobs
and moans, and sucks his thumb. Now he sucks her
thumb. I must admit, between you and me and the
other thousands of readers of the best-selling com-
puter publication on your poxy planet, I feel some-
what jealous. | long for the time when | too can sob
and moan and have my head cradled in her lap, but 1
am still a super-intelligent bomb disgmsed as a
blemish on the back of the neck of the only perfect
entity in the galuy. Tamara bends to hear what this
weedy uniped is mumbling, her long mane brushing
his miserable face, and I catch some rambling story
about him being a journalist working for the Dali
Express, arrived on Astar in a Macdonalds Telepor-
ter Booth. Unfortunately his first words on arrival
were 10 do with his leg being pulled. Swearing did not
help. He raises his head, extends a shaking hand
towards Tamara's lovely gobless face, and says, This
18 all some horrible mistake. I'm just a newspaper
[ am watching the look of blank amazement on his
face, as the headline ‘Gotcha!” is printed across his
lifeless brow. The sheets of cheap newsprint flutter
from her lap as my hostess leaps up, startled by the
humanoid's transformation into crumpled origami,
the thoughtless paper head remaining in her hand, its
wordless paper mouth still encircling her thumb. Her
eyes widen, her hands tremble, she touches me here

/
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at the nape of her neck with her free hand, but 1 am
helpless. | cannot advise her. 1 am not even sure that
dreams should come true. Perhaps they are better
left as dreams. In total frustration, Tamara Knight
rips up the sheets of newsprint, a howl of despair
muffled somewhere inside of her perfect throat. And
then she pauses, an idea forming in her perfectly

confused head.

The Whole of Page Three of the Dali
Express consists of a snapshot of the planet
Titsenbum.

The whole of Page Three of the Dali Express con-
sists of a snapshot of the planet Titsenbum, with the
headline *Saucy Starbirds Say Castrate Rapists Now’,
but what's this on Page Four? There is a small item
concerning the ancient religious martyr Saint
Samantha. It scems that her bra-less blouse has
appeared in a shimmering vision to some simple peas-
ants in a grotto, and preached to them in fluent Ira-
nian. The headline runs 'BLOUSE PREACHES
SHI'ITE.

Tamara totters to the safety of a haystack , carefully
removes a needle, hardly disturbing the camel pass-
ing through its eye and sits herself down where the
yellow stalks make interesting patterns on her skin.

" editor sits poised, blue penci

She appears to be tearing up the headline very care-
fully, and laying out the individual letters in a line.
am waiting with growing excitement. [ think that she
has the basis for a really great board-game here,
wherein players could take turns to make intersecting
words using little squares with letters printed on
them. It could be called "Monopoly'. But all that is
for the future, when | become a man, and live happily
ever after with Tamara Knight.

She stares at the letters for a few minutes, as the
sun sets, and tries to remember her spelling lessons
from when she was pre-programmed inside her test
tube. Slowly, meticulously, she spells out the phrase
'LOUSE HAS SPEECH'. The remaining letters
blow away on the wind, causing a very confused ras-
tafarian whippet breeder named I'l BERT to
materialise far far away. Tamara my love! | com-
municate with joy, How absolutely brilliant!

And true to my words, the foothills turn into dia-
monds, huge gold-framed mirrors appear in serried
ranks, spotlights punch the sky, celebration fireworks
explode in joyous patterns, laser beams flicker and
dance, a thousand volcanoes erupt and the sun goes
nova . . . oh dear. I really must get this bit night or
we will be incinerated before we can share our first
kiss. I gather my thoughts, sift them through my sen-
tence parsers, and slowly annunciate, Tamara,
please do not interfere with what 1 am about to say,
ahem . . . (forthe first time in three episodes, Tam-
ara is clad accidentally, and in only a strip of lace
around her fetlocks, butevenahemisastart) .. .1
wish that the sun which has just gone nova and is
frying the landscape reverts to its former stability and
that the recently erupted volcanoes become gentle
tufty hillocks again.

We're allowed as much gratuitous vie-
lence as we want, bul smut is owut.

The sun obediently beams, gently. So far so good.
The volcanoes implode and become gargantuan
pubic mounds. Ah well, you can’t win them all, and
surrealist readers will find some satisfaction hereab-
out. |wish that Tamara's perfect mouth is returned
to its former perfect place, and that her honour and
virginity is not affected by her giving birth to a couple

" of goats. Tamara whoops Yipee! with delight, and
. every living thing on the planet unnates simultane-

ously. Careful baby, long afn on planet Earth an

in hand, reminding us
that this is a wholesome publication. We're allowed
as much gratuitous violence as we want, but smut is
out.

So this is it! At last! Tamara, you must now wish
me into a perfect human male companion for your-
self, maybe with a little moustache and some
leisurewear thrown in, so we can live happy ever
after, without the risk of me going critical and deto-
nating every few hours. Tamara is taking a deep
breath, which is one of the most bcauﬂfulﬁilghtsin the
universe, she is clearing her mind of all spurious
thoughts (which doesn't take long), she is patting my
tiny roundness affectionately, and now she speaks
slowly and clearly. Dear Planet Astar . . . (Sev-
eral million parking meters, and an army of Vulcan
Added Taxmen appear) No, no, forget that . . .
(The word "that’ disappears from the memories of all
sentient beings in this sector of the galaxy) This is
Tamara Knight speaking , and | would like you to
grant me a wish so that the little bomb on the back of
my neck and 1 can live happy ever after. OK? Alnght

.. . (Ewverysignpost turns due East. Ten batalhons
of the Red Army march into sight singing the Horst
Wessel song. Bottles of brown table sauce cover the
landscape with pungent goo.) Oh Louse! It's hope-
less. | wish none of this had ever happened and we
could start all over again . . . oops!

.. I'll leave you now, dear reader of earthly
computer magazines called ZZIT and CRABS.
Maybe we are en route to a f’ﬂm of specks of dust,
stimeballs, swirling gases and a universe about to be
born, where we'll have to wait a little less than 69
billion years for you to exist again. Maybe we ll arrive
on the planet Astar, and I'll say something like

You 're Kidding , and we will exist in the same time
loap for ever. Maybe I'll detonate before the end of
this p.ir&g;ﬂdﬂh because Tamara has fallen down on
the job, and I am so designed to punish her. Maybe
everything will work out just . . . OH NO!Wecan't
possibly be here! I don't believe it . . . !

To Be Continued . . .
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West Yorkshire HXG

50OH;
Andraw Russell, Bognor Regis, West Sus-
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Mariin Hayes. Luton, Beds, LUZ BEZ
James {_rrgl:u:lrn. Twyford, Barkshire; Kavin
Bridges, Penrith, CA11 BDR; Paul Smillie,
ok, Ayrshire, Scotland,; J Elvin, East
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Washer, Wembley, Middliesex, HAS 85L;
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Smith, Telford, Shropshire; Matthow Stors-
teim, Awali, Bahrain, Arabian Gulf; HNesl
Wihile, El:.1||'|IJ|JrL|| Scotland, EHT &UG:
Richard Morrison, Moftingham, MG3 3B,
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lar craft, aven in this technological

: Michael Child, Marth Yorkshi
day and age. A veritable host of | popert A Fareham, Hants, PuTi
oty sreaone BOSCRG. N0 ﬁ:" 1MHI:|'HII"I'I' Worca, WR14
the broom cupboardand |'ve been | 2 oy e Choshire. SK14 2PL:

able to spend many a happy hour
dive-bombing the Spiky Haired
ones with your creations.

After hours of deliberation |
decided upon a winner who will

Martin Dixon, Kent, TH12 6UGE; Stefan Bur-
nett, Leads, LS12 SPA; David Wroa, Hud-
dersfield, West Yorkshire, HDT 3HG;
Robert Lec, North Humberside, HU14 3JW,;

F'urru-l Saltash, Gn-mwﬂ, F'l..12
-IFI o Pﬂnu Braintres, Essex CM7 6PT;

receive a radio-controlled glider . Harwich, Essex, CO12
: aHP un-mu.u \bold, AB4 TFA:
and a copy of Starglider. SIMon | Ryan Kelly, Cleckheaton, BD19 3BD: Mark

Jones of Up Holland in Lancashire
is the lucky designer. A copy of

Sexton, Lancing, Wesat Sussex, BN15 0EG;
Tarence Crawford, Lincs, LMNS 50H; Martin
Emilth, Sals, Chashire, M33 3PA: Mark Bar-

Starglider accompanied by a | rew, Wash . Tyne and Wear, NE37
chuck glider go to the ten runners- | 17X John son, Lenzie,
up G66 4EN; Pitt, Marlow, Bucks, SL7
ilh 4 IPH: Peter , Tyna and
Graves, Milton MK11 1NX; C A w-n“m gl ,P“mt.‘;ﬁm.;,m,, ks
Pakes, Nottingham, 13 8DF; Scotland, KAS SNT; Russell Hann, North
Emi-w_ g ﬂmﬂuﬂﬁf Devon, EX38 5PL; Michasl Cole, Lianelli,
mmwmr-‘ e g sms 10D; Colin McMillan, Perthshire,
Qe 5303, COO mihwmm otland, PH2 GAF; Neil Wilkinson, Light-
Saan i Hh'm" ingham, NG5 E-HI. 'lll'l!l" Surrey, GUNE 5YA; Graham Flnnlm.
s McConnall, mm oy | Leeds, LS12 1EJ; Peter Tyrell, Liverpool, L4
O atea dnson, weyken, Coventry, CW2 | 2SB; Egon Hansen, Hull, HU10 SNF;
. et Johnathon Bucks, SL7 2JE; Jaroen
84W; R J Walliman, Surrey, BJwW Prins, Baam 3741 XC, Holland: n
: Foulkes, Sutton Coldfield, B75 5RT; Tim
While no less than 50 runners up | Veal, Bristol, Avon; Howard J .

each receive a copy of the
gama diln s

, Huddersfield, HD4 7LS; J
Euj'lr, UR%LT 6PZ; Bruce Duncan,

M Aubert, Exeter, EX4
B-Pﬂ Tovare Jacobsan, 0380 Oslo 3, Hor-

PARIS IN THE SPRINGTIME!
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WIIETS were asked 10 rack Infogrames. D Conibear
back al Chnstmas awansea will soon be making |.
e and come up with a record al -channeal tnp. Everyone els
the wieak-end Thiey would spend in ! ) entered the competition co
Fans if thay waon the top prize in lecis a money-off vOUCher
this competition runinconunchon  redeemable  against an  Infog-
with  French  soltware  house rames game of ther choce
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TOOLKITIV -

THE ULTIMATE DISK TOOLKIT FOR 1541/1540

Toolkit IV has, for some nme, been generally recogmsed as the
best disk toolkit available. The only problem for Datel was that
it was distnbuted by someone else!! So when the opportuniy

to ohtain the nghts came our way, we jumped at it. And whal s
more, in keeping with our general pricing policy, we are offering 1t at less than
half the previous selling price. A disk toolkit 15 an absolute must for the sernous
disk user and TOOLKIT IV has more features than most for less
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WHATEVER YOUR STAR SIGN...
THE FUTURE HOLDS EXCITEMENT

% " =

Star Games,
Alpha House, 10 Carver Street,
Sheffield 51 4FS. Tel: (0742) 753423

CBM 64/128 pe £9.99
aisk 4£14.99
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The game | am playing at the
moment Is Leviathan from English
Software. I'm  kept well
busy attacking mysterious
LANDSCAPES in space which are
inhabited by aliens, and judging by
the number of enemy craft, a lot of
them INHABIT the floating mas-
s@s. Your task is the total ANMNIHI-
LATION of these nasties.

Piloting a fighter equipped with
all the latest weaponry to SHOOT
the aliens with, including LASERS,
you have to run the GAUNTLET of
WAVE after wave of hostile beaties
lurking in a variety of ZONEs. You
have to react quickly to ELIMI-
NATE the bad guys. Some of the

GROUND installations also fire at

you, equally intent on your
DESTRUCTION. Once  your
SMOKING lasers have destroyed

all the alien craft in one zone, you %

TRANSFER to another.

As you may have guessed b
now, all you have to do to win
copy of
through the wordsquare, looking
for the words that appear in capital
letters above.

Send your entries to ZZAP
LEVIATHAN MISSION, ZZAP
TOWERS, PO Box 10, Ludiow,
Shropshire SY8 1DB, and make
sure they arrive before the 9th of
April,

Leviathan is search 7
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PROCREATION}

By Andrew Braybrook

Like all good prospective fathers, Andrew Braybrook finally decides upon a name for
the new offspring. Uncle Steve continues counselling the Opusand the 64 in the hope
that they will start talking to each other, and a program to double the speed of the C64

is written. There’s more drama to writing a2 game than yo
of EASTENDERS, as the second part of Andrew Bray

Friday 16th January

ST (Steve Turner) has hmmnﬁ the operat-
ing system on the Opus (called S) ready
for our cross-assemblers, which assemble either
£80 or 6502 on a machine not running under
those chips. Haﬁnﬁcnbuined various library
books on 8086 (the rocessor) and communi-
cations, we are bopcluﬁl that communications
between our compurters will be easy to set up, We
just need to set up some leads from the Opus Cen-
tronics printer output (non-standard socket of
course, courtesy of IBM), to the C64 and Spec-
trum. Two PCs running at the same time a
lot of noise with their cooling fans.

Monday 19th January

Did a nice sequence of eight sprites which fit on
top of each other. 'I'h:i:]mk very swish when col-
ours are faded through them. Bit expensive on
sprite usage though, maybe I can come up with a
way of running something similar with charac-
ters.

Having seen Gary Liddon’s sprite multiplexor
on Saturday, I can't understand why his runs fas-
ter. Committed a no-no by using his method of
building a table in the system stack so I can use
faster instructions to read the table. It would have
been very messy if it hadn't worked. Don’t tell
ST, I'd get the sack for misuse of the computer,
Itstill isn't as fast as Mr Liddon’s system, but his
isn’t doing as much yet. . . . | hope!

Tuesday 20th January

Discussed the possibilities of a game where the
enemy show a bit of evolutionary behaviour, as
the weaker ones get destroved they are never
replaced, but ones that get away grow stronger
and randomly mutate, as featured on Horizon
vesterday. Maybe even the graphics could be gen-
erated too, giving every game a different look,
depending on the performance of the player in
the particular game.

Scribbled some code for the moving back-
ground — looks like a lot of code with not much
time to execute it in. | may have to use a 24 line
screen rather than 25 to buy myself some extra
time with the raster off the screen.

Also keved in a machine code Centronics out-
put routine for faster communication to the Spec-
trum. We're still awaiting the data sheets for the
chipin the Spectrum interface, so it wasn't work-
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ing too well —the Spectrum’s a little slow at notic-
ing that a byte has arrived.

* ... it worked almost per-
fectly, except one set of lumps
kept stepping backwards every
now and again and some others

left traitl: of debris behind
B o

w:yad : 21st j_ul;l;im - e
in the moving und system it
worked almost m:k ﬂﬁ, eXCEpL one E:It]ﬁf lumps
kept stepping backwards every now i
amimn::&thmlcﬁﬁ:ﬂ}anfd:%r&ﬂbﬂind .
Didn’t long to ough. This screen updat-
ing of thirty objects just about takes place while
the raster is off-screen, so no flicker can possibly
happen.

I've also been wondering whether to display
the score on-screen and if so, how. Then I
realised that [ could just write the score in stan-
dard characters — I've always assumed that I'd
have to do it with Sprites. Sprites may still cross
the score but they will be on the move. I'm
unhappy about using sprites in the border as it
could be exploiting a video-chip bug. This may
not work on some machines or it could cause
damage.

22nd January

Flushed with the success of yesterday's back-
ground routine, I set about defining what I want
tosee on the screen, the control mode required 1o
run it, and how I'm going to achieve this. [ need
to be able to move in all directions, fire in all
directions, dematerialise, and select quickly
which of these I want to do, all from an eight-
directional joystick and one fire button. I shall
attempt to put this multitude of functions into the
game without the use of windows, icons or mice,
and only quietly muttering at the lack of foresight
to put two independent buttons on a joystick.

E:signed some more of the character set 1o
show these various systems, | also think I've
come up with the game name. As I was flipping
through the dictio for inspiration | came
across *Morpheus - of Dreams’. It's about

ufind in an average episode
brook’s diary reveals . . .

the right length, sounds nice, easy for advertisers
to misspell and mysterious, so that’s
what the game will be called, Morpheus.

I'm h:]m conscious that the on-screen display
must moving and changing to maintain
int:rﬂt.ml'ﬂ need a more complex than
average character update system to animate parts
of the display with lots of frames of animation.

Friday 23rd January
No progress on Morpheus today, battled with
US Uridium.

Monday 26th January

Spent much of the weekend working on US
nidium, and today I'm getting U ridium + ready

for going to the US too: I'm sure it’ll enjoy it

there, it could do with a holiday.

It looks like the designers of the 8086 chip in
the PCs are going for the January Mickey Mouse
award, with its sixteen byte segmented Memory
arrangement. Any byte in memory can have
thousands of different addresses. Very confus-
ing.

Tuesday 27th January

Back to the real business of Morpheus. | want
lots of different *meanies’, whatever they turn out
to be, animal vegetable, mineral or atomic. What
I want to do is build objects from lots of source
objects, like building a sprite house from sprite
bricks and sprite windows. By using X Y
reflections and specifying an artificial *depth’ or
‘priority’ for each image, I should be able 1o
proper animation with objects E::a{hg behi
others in the same sprite. It will have to build the
images in advance, say between levels rather than
immediately as required — as combining up to
eight images per frame of a sixteen frame
sequence could take a lot of CPU wellie.
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soldering iron, pliers and our
frustration brick we cracked
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Wednesday 28th January

Been thinking about yesterday's sprite combin-
ing system. It's important to think through the
limitations of a system before writing it, in case it
won't do whart you want. It also gives me an
opportunity to expand on the idea to explore what
the system will do. I'll have to resurrect my sprite
reversal routine from Paradroid which produces
the large robot pictures. Reflecting mult-col-
oured 1mages is not as straightforward as reflect-
ing hi-res sprites.

ST and I battled with some parallel communi-
cations this afternoon to get the Opus talking to
the C64. We had a rare collection of errors,
including the C64 missing out bytes because it
wasn't fast enough, the C64 duplicating bytes
because it was too fast, total lock-outs where both
machines were waiting for each other, and the
(64 only recerving one byte per millemium. With
the aid of a mega-soldering iron, pliers and our
frustration brick we cracked it. We can transfer
dataat about one and a half kilobytes per second,
which is the fastest the Opus will currently do.
We should get it faster with our own dedicared
routine, if ST wants to learn 8086, 1 don’t.

Apparently on the Opus you can print in foreg-
round (ie everything stops until it"s finished) or
in background, that is you can carry on as normal
and the interrupts routines just get on with it.
MSDOS takes the January Mickey Mouse award
for its idea of background printing. it accepts
keyboard input at a magnificent rate of one
character every three seconds while background
printing. Not what ['d call user transparent.

Thursday 29th January
Wrote a utility to read data from the Opus in
ASCII format and convert it to machine-code as
it reads it. Since it keeps getting checksum errors
because it is missing bytes, [ can only assume that
I'm not getting back to read the next byte quickly
enough. The Opus is like a machine gun and 1
don’t have time to catch each bullet, polish itand
¢ it neatly, I'll have to catch them all in &
cket and tidy them up while 1t’s reluadjﬁ;
Most frustrating because it very nearly works.

Friday 30th January
Day off.

* . .. Further investigations
reveal that a certain C64
operating system delights in
polling the keyboard every 60th
of a second, despite being told
nottobyme ... ”

Monday 2nd February

Re-arranged my Centronics receive code to read
a series of bytes at a4 time, stop transmission and
decode them. It still occasionally ‘misses” six or
seven bytes. [teither works perfectly or missesa
whole lot, nothing in between - this 1s suspicious.
Further investigations reveal that a certain C64
operating system delights in polling the keyboard
every 60th of a second, despite being told not to
by me. This has only started since I've been cal-
ling the write character to screen kernal routine,
CHROUT, which must be enabling the inter-
rupts again. How good of 1t to take this decision
all by itself! Thus my receiving success or failure
depends on whether I get interrupted while read-
ing data, The interrupt lasts for so long that I lose
about six bytes. With a very small test file it seems
about an evens chance, but a larger file would
never get across intact. [ can soon fix thas, just tell
the tmer chip (the CIA) to stop screaming blue
murder every 60th of a second, rather than just
sticking cheese in the system's ears to stop it hear-
ing and responding.

Now that it appears to be working it also
explains why it didn'twork last Thursday, which
was a better system. Now I've changed it I'm not
going back. Just like my macro assembler load-
ers, it'll type out full-stops as it loads, except
mine will allow loading in RAM under the ROMs
and protect against overwriting certain delicate
areas in the machine.

The Opus i1s now playing up, it refuses 1o link
some ZB0 code for my test file: it just crashes the
whole machine. Perhaps it knows that the C64
wouldn't know what to do with it anyway. Thart's
it, the Opus is emulating the C64 perfectly, it
crashes! I only wanted touse Z80 because 5T has
already keved in some Spectrum routines.

Tuesday 3rd February =
Completed work on my parallel data receiving
program and tested it out by passing a test file
down from the Opus, All appears good. Right,
time to take the plunge, retire the old C64, to be
replaced by the new Opus PC, (I've been using
ST's Opus thus far), and connect it to the C128.
The MPS801 printer will have to go as well since
there just isn’t room, Opae are big beasties
indeed. The 1570 disk drive can sit on top of the
Opus, connect it all together, light the blue touch
paper and bingo, a Graftgold Development Sys-
tem.

Got aquick tutorial from ST on using the text
editorand MSDOS in general. Sobegins the task
of rekeying all that I've done on Morpheus so far
into the Opus. It's nice talking to a man’s com-
puter where software is written with no space
constraints—a mere 492K spare for l:dl[:lﬂE files,
another 392K on the RAM disk, two disk drives
with abour 360K each, and an operating sysiem
that does what you want, when you want - with
no fuss! Brings back memories of the old IBM
mainframe (when it was running full tilt after five
o'clock with decent IBM terminals and CMS).

Three problems have since reared their ugly
heads, Easyscript won't load, so I can't see what
I'm guing to type in on the Opus, and the old 1541
won T read any disks at all. It knows it’s being
retired to the great disk drive home in the sky, 1o
become just another ordinary breeze-block. The
third problem is the most serious though, the fan-
heater’s bust soit's blowing cold air all round the
room, just like the Opae! Anvthing they can
3 ]

“ .. .if God had intended us
to use serial data, he’d have
only put one bit in every
byte... ”

Wednesday 4th February :

Omne quick amendment to the receiver sysiem,
don't allow it to load data over itself and crash,
I've done that with my C64 assembler loaders a
few times this week.

Some people may be saying *‘How can it take
these people so long just to connect two comput-
ers together?” Whilst appreciating that it's not
exactly on the forefront of technology and one of
the selling points of computers is the ability to
interface them to anything — just you try and find
someone who'll stand up and admit that they've
connected two different computers together in
parallel. Many people ‘in the business’ seem to
use serial links, butif God had intended us to use
serial data, he'd have only put one bit in every
byte, As we've already discovered, serial hinkage
is no easier than parallel, is slower, and has a
worse-defined standard. We have connected an
Opus PC-11 toa C128 in parallel using only infor-
mation in the Programmers Reference Guide,
some timing and circuit diagrams of a Centronics
printer and applied logic. We've now probably
got one of the more advanced development kits
in the country for micro software.

Thursday 5th February ;

Continued keying in my source code to the new
assembler. It’s mostly much more versatile then
the CBM one, but it does have one or two
inefficiencies. Whereas | used to type < or >
signs for low or hugh bytes, I now have to key
‘Low’or 'High’in full, noteven *Lo" or “Hi’ will
do. I'm also learning to use the n:wLErupEr full-
screen editor. Imagine a delete key that actually
deletes the character under the cursor, not the
one before it: how revolutionary, il never catch
on! I remember the IBM mainframe that | used
to work on did that - a real home from home this

5
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STARLIGHT EXPRESS * °

Meanwhile over on Ariolasoft's
Starlight label comes the futuristic
Dogfight 2187, a 3D wire-frame
shoot "em up with a vertical split
screan that reveals the two sides
of the action. Fast 3D wvector
graphics, real time one or two
player action and an amazin
soundtrack from We Music are all
planned for the new game.
Deathscapeis another Starlight
game under production, in which
u take the role of one of the elite
| Fed pilots. At some point in
their lives, all Sol Fed pilots engage
in a Deathscape battle: A paculiar
way of settling political differences
between the Sol Fed and their
swom enemies — the Vargs. Usu-
ally there are standard rules which
both sides obey — only this time
the rules have taken a turn for the
worse. You are not only faced with
one foe, as in a normal battle, but
a whole marauding fleet of Varg
ships. Fight for your freedom and
the salvation of the Sol Federation
while you listen to Ben Dalglish's
accompanying soundtrack.

e

During in April Starlight will
release a 3D arcade adventure
game dubbed Greyfell - the
legend of Norman. Norman is a

simple pussy cat... but with a
passion for danger. Greyfell tells
the story of Norman's quest to
locate the Orb of life to release the
land of Greyfell from the odious
grip of the evil Mauron. Greyfell is
currently undergoing the final
tweaking by the programming
team, Cornucopia Software, and
should be in the shops by April
priced at £9.99 on cassette and
£14.99 on disk.

MORE GAMES

TO GET YOUR
TEETH INTO

Snappy software house Piranha
have announced that no less than
seven new titles are in preparation
for the Commodore — mainly TV
and comic licences. Trapdoor Il is
the follow-up to the immensely
popular Trapdoor featuring that
loveable blue blob Berk. Once
again designed and written by Don
Priestly, the sequel promises to be
lots of fun.

Rogue Trooper is fighting his
way into the 64 at the moment —a
3D arcade adventure involving a
fair bit of killing has appeared on
other machines and should be
ready for review here shortly.
Judge Death is another character
from the pages of 2000AD who is
due to make an appearance in a
Piranha program, and also from
the comic world comes Roy Of The
Rovers. What form the game will
take is still undecided, as in recent
gpisodes Roy appears to be more
concerned about the tints in his

hair and the tightness of his jeans
rather than football!

From the cartoon world comes
Yogi Bear, sure to feature big, col-
ourful graphics and a bigger sense
of humour. Can you bear the wait?

Delta 4 are developing a spoof
adventure based around The
Great American Detective: it's
likely to be called Pl and should
be with us h:.r the end of Spring.
Finally there's Battle — an imagi-
natively-titled game about a bat-
tle...

You and your opponent engage in a bit of Kendo fighting: one stage in

the Samurai Trilogy

With a Oriental temple as a backdrop yet more fighting for the supreme

title of Samurai War Lord.

MORE NINJAS FROM GREMLIN

Not content with producing two ninja orientated games, Way of the Tiger
and Avenger, Gremlin are releasing a new game called The Samurai
Trilogy — which contains a triple dose of the martial arts. The action takes
place deep in the Orient as you attempt to claim the title of Samurai War
Lord,. Three opponents have to be defeated at Kendo, and three more at
Karate before the player can actually attermpt the Samurai fencing chal-

lenge.

Your opponents are introduced with a few biographical notes which
helps to assess their weaknesses, and an element of strategy comes into
the game-play: you have to allocate your resources to a set of atiributes

and train for each fight.

MASTERTRONIC ARCADIA

Mastertronic have recently
announced that they are going into
the arcade business - they are
accomplishing this via a sub-
sidiary company, Arcadia Sys-
tems Inc. Work is currently being
carried out on a handful of games,
and the first three should make
their debut in New Orleans at the
end of March. Mastertronic aren’t
planning to move any existing
computer games 'up’ to arcade
machines — previous attempts by

PIGGY
ANTICS
FROM CRL

Much attention seems to be
focused on comics, in the current
rush for licences. CRL have snap-
ped up the rights to QINK!, a
bizarre publication featuring,
among other things, the whacky

goings on in the pig world. In the

other companies proved less than
successful (apparently Boulder-
dash made an appearance in the
Japanese arcades along with a
Defender clone that started life on
a home micro, but neither game
proved very successful in the coin-
op world).

Obviously, licences will be avail-
able for Arcadia games, and Mas-
tertronic may well end up produc-
ing versions for home computers.
More news when we have it . . .

game planned by CRL, you'll take
control of OINK!'s Editor, Uncle
Pigg, as he desperately attempts
to get an issue together. He's got
to cope with the likes of Rub-
bishman and Pete and his amazing
Pimple. At the end of the day Uncle
Pigg is awarded a new position on
the OINK! staff ranging from
Teab to Managing Editor,

according his success factor. CRL
are also almost ready to release
the long-awaited Cyborg - a full
review should appear next issue if
all goes well.

ZZAP! ERRATUM

]
In the rush to the printers last month, someone forgot to add the Sizzler g

logo to Julian's review of Football Fortunes. So, to make up for it, here's ¢

a DIY cut-out and keep Sizzler award sticker. Cut around the dotted lines, %

add some glue and plop the Sizzler sticker you've just made on the
review in last month's issue. Done that? Good - Sorry CDS!

y

ZZAP!64 April 1987 93




ready to kill of the evil Wizards

Hewson's next release for the
(64, Ranarama, is a Gauntiet vari-
ant with amphibian overtones.

The plot is based around a Sor-
ceror's apprentice called Mervyn
— who, whilst playing around with
an aphrodisiac potion, unwittingly
changed himself into a Frog. This
proved quite fortunate though,
because at that very moment Mer-
vyn's dungeons were invaded by
hordes of evil Wizards and their
minions — ignoring the amphibous
Mervyn, the Wizards took over the
dungeons and killed the frail old
Sorceror.

Mervyn's task is to travel
through the eight level dungeons,
killing off the opposing Wizards
and collecting their magical runes.

Froggy actions with Mervyn the clumsy Sorcerer's Apprentice who
mistakingly turned himself into a frog explores the dungeons

HEWSON GO

HOPPING MAD

The runes can be swapped for
spells at special points dotted
about the playing area, and
improved weapons can also be
obtained to help Mervyn in his
quest.

Ranarama follows a flick-screen
Gauntiet format. The screens are
divided into rooms that may con-
tain generators or mystical floor
Glyphs. The inside of a room can
only be seen once it has been
entered (Faradroid style).

Ranarama should arrive in the
ZZAP! office well in time for a full
review next month, and should be
on sale shortly for the spellbinding
price of £8.95 on cassette and
£12.95 on disk. Magic.

OCEAN
HAT TRICK

A slightly bizarre 3D arcade adven-
ture, Head Over Heels is due from
Ocean any day now.

Created by Jon Ritman and Ber-
nie Drummond, who brought such
classics as Match Day and Bat-
man to the Spectrum, Head Over
Heels features two characters
from the planet Freedom — Head
Mouth and Heels Foot. The two
races that populate the planet
Freedom enjoy a symbiotic
relationship -the Head creatures
form a composite animals with the
Foot beings by perching on their
shoulders. Unfortunately, on their
latest adventure the two heroes
have been separated and cast into
two cells on the evil planet of
Blacktooth,

The abjective is to reunite Head

and Heels, solve a series of puz-
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Zzles and then head for home -
alternatively they can attempt to
steal the crown from the
Blacktooth Emperor, or they can
go the whole hog and steal not
only the crown of Blacktooth but
also the crowns from the four slave
planets of the Blacktooth empire.
Head and Heels' adventures take
them across the five planets in the
Blacktooth Empire — each planet
has a different graphical theme but
they're all displayed in a similar
ornate 3D perspective. Head Over
Heels is expected to emerge from
Ocean sometime this April at
£8.95 on cassette.

Following the success of Top
Gun, the film, Ocean are releasing
an air-to-air combat simulation
featuring two fighter planes, dis-
played wusing the wire-frame
technique. Battle it out with the
computer or a friend to decide who
becomes the Top Gun. The screen
is split vertically to show the action
as viewed from the cockpits of the
two planes. Out soon at the top-
ping price of £8.95 on cassette.

AR
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Ariolasoft are on the verge of a
couple of releases. The first is the
long-awaited Challenge Of The
Gobots, taken from the Hanna
Barbera cartoons. The Byte
Engineers, comprising Tony
Crowther, Keith Blake and Ross
Goodley are the team behind
Gobots, which takes the form of a
honzontally scrolling shoot 'em
up. The game-play sets the player
in control of the goody Gobots as
they attempt to contend with the
evil opposition of the enemy
Gobots. Gobots — On the Moebius
Sirip is due out soon on cassette
for £9.95.

o A

!
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MONTY'S STILL RUNNING

Calling all platform freaks! Monty
Mole, hero of Wanted Monty Mole
and Monty on the Run is heading
for more adventures in his latest
epic Auf Wiedersehen Monty from
Gremlin Graphics. Monty is still
on the run from Intermole, and now
they've caught up with him in Gib-
raltar where Monty has taken
refuge following his jailbreak.
Monty needs to raise enough
money to buy a secluded Greek
island — Montos. Travelling across
Europe, Monty has lots of tasks to
complete: the Mona Lisa has to be
stolen and sold, a car repaired and

entered in a Grand Prix — and a
Swiss bank account opened to
stash all the loot earned for these
little chores . . .

Auf Wiedersehen Monty is
nearly complete, and has been
written by the original Monty
creator, Pete Harrap — it's your
last chance 1o see the Mole in
action, so you'd better start saving
up now! Don't expect an easy
game, though: Pete’s put together
some super-tricky puzzles and
pixel-perfect leaping is the order
of the day.




You are invited to join the
MURDER L CLUB, butbe careful
you could wendup.

“YES. IT WAS A

DARK AND STORMY
NIGHT... A PERFECT
NIGHT FOR MURDER"’

"I Hercule Holmes, had gotten
used to nights like this. As the
world's greatest detective and
resident house dick of the
infamous Gargoyle Hotel, |'ve
made a living looking for the
subtle signs of impending foul
play. Gloomy weather, blood
curdling screams, gunshots,
empty bottles of poison, bodies
twmbling down stairs, a
mutilated corpse or even an
wewielding maniac might slip
right by the untrained

private eye. But to a master
sleuth like myself, these

LRy CEILLANE

EOmT imug é & [ ] LT

“The Murder Club?’ Yes, the Murder Club! Five of the until midnight to discover the would-be murderer,

world's bestselling murder mystery writers who victim. murder weapon and the scene of the crime.”” CBM64/128

transpose their fictional pulp plots into real-life murder ks ] : : h , tape £9.99 '-*.

and mayhem. Once again then have convened for their .t MY disposal will be every imaginable piece of disk £14.99 f

annual reunion here at the Gargoyle Hotel. And once high tech crimestopping gadgetry known to = . |

again the dark, damp halls will echo with the cries of 5 /2uthdom: minicameras, hidden bugs, even wire taps. SPECTRUM 48K y

‘Don’t shoot!”, ‘I've been poisoned!’. *“Who stabbed Yet all these modern electronic wonders cannot replace !

me?’, “I've been shortsheeted!”. and "W ho took all the my inherent ability as a born detective... instincts tape £8.99 e

hot water? Yes, with the Murder Club as tonight's passed from generation to generation in the Holmes Ay

guests. more than the plumbing will be amiss!"' family. G E j
““Each member of The Murder Club will try to bump Therefore, | accept the challenge. | will uphold the sty

off the others and lay down claim to the crown of
“World's Greatest Murderer’. But it will not be a piece
of quiche! For these brilliant criminal minds must

o, Match wits with moi, Hercule Holmes! | have only

[} U.S. Gold Ltd.. Units 2/3 Holford Way, Holford,
Birmingham Bé TAX. Tel: 021 356 3388

family honour! Before this night is over | will prevent a
murder or be murdered trying! If | fail. one of the
illustrious members of the Murder Club will surely be
killed... yes Killed Until Dead!""

disk £14.99 &)




lien is back ... and this
time it's not alone!
Ripley, the only survivor
olie adited v Mgy ot
0, is d up g in
coep pace ioke o e ot
e o er sleep sule,
she is taken to a giant complex
high above the Earth. There she is
I nated disbelleving offi-
cials about her tale of p core-
atures, capable of ng within,
and eventually consuming, their
huﬂn;'ﬂn 'hmﬂiﬁw planet

now e planet u
which the crew of the Nnﬁ‘lrﬂprﬁg
first encountered the Alien has
been ed by space engineers
and r families. When contact
wlmﬂ'mm EainerHa Ripley who
reluctantly agrees a select

tanmn‘!nmrinastu investigate.

Ripley, the erratic Gorman,
Marine H , Bi m the andrndd
Vasquez {!:he
and ¥y man Eurh’a ha'n.ra

blasted Tr way into the col-
onists’ base. The ﬁmﬂm is co-
ordinated from a MTOB (Mobile
Tactical Operations Bay) set up

near the crew's landing point. "r’nu
control individuals on the team
from the security of the MTOB —
directing them towards any part of
the base or ordering them to stand
and fight against Aliens. The

<

child called Newt

Marines are equipped with video
cameras and smart guns that fol-
low the gun sight that appears on
the viewscreen — the camera car-
ried by the Marine under ?mu con-
trol generates the main display on

Not an Alien in disguise, but a harmiess — and extremely helpful -

Ripley's gunsight

You'ra in the armoury now (ouch]

WREEERERRRRRRAN)

With only two craw r'rull1|.lu:'.|r:-'|r|;|.|n|r|q thechances of success oo
shm — especially I Bishop isn't guick &nuuutw.n:hlmh gger
finger

the control console, and can be
panned around the current loca-
tion.

Prn%:ass is made by passin
through a senes of corridors an
rooms, inter-connected by doors
that may be unlocked, sealed, or
biasted through. However, once a
door has been destroyed it offers

an Alian casually walks past
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no further protection against Allen
intrusion.

Aliens move about the base,
leaving bio-mechanical growth in
their wake. If this is not cleared, it
grows to close exits, block entr-
ances and spawn Face Huggers

s
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Lo a0 4 h o I SADE 10 gregite e it Ao the Quean's Ghamber and
Armoury that supplies the ammun-

corresponding status bar tums | ition, to which each character

rﬂlluw Survivai msﬁm- must periodically return; the Con-

trol room, that provides lighting;

1o cause. hmtﬂwm,
task is hindered . not
rendered impossible.

As you move from room to
room, watch out for the little girl
Newt, the only surviving colonist.
She may attempt to hide, but cre-
dits are eamed when she is spot-
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ﬁ After a very brief gestation period, the Alien egg inside Ripley's
stomach has hatched and resutted in an unwanted Allan birth .

and Eggs. Aliens attack on sight,
their presence being indicat b',.r
the high pitched note of a proxim-
ity meter. The further the Marines
pass through the base, the more
active the Aliens become.

Smart guns are used to cut
through bio-mechanical growth,
to blast locks and doors and to
destroy Allens —a well-aimed shot
to the head, or several to the body
disposes of an  intruder.
Remember, the Company pays
oredits for Alien corpses, Use your
weapons sparingly, as ammuni-
tion is limited and can only be
raplenished by dangerous, time-
consuming ventures (o the
Armoury. And be wamed, the
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acidic blood that dying Aliens spill

Is fatal — don't attempt to pass
through it

Life status bars appear on the
MTOB console for individual
squad members to indicate their
starlrl':n:d rgsarves - these are
daplet e move t
make. Should thmtus t:arb-a';%
o pulse beneath a squad
member's name, exhaustion Is
approaching and rest is the only
aiternative to death. The number
of the room each Marine currently
g!:::upiﬂs appears by the status

ars.

A crew member confronted by
an Alien has to kili it immediately -
or face capture, in which case the
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ired of cleaning out the sew-

ars, Floyd the droid has
been refurbished and sentto
work in the more hygienic atmos-
phere of a BIG (Big In Gastronomy)
kitchen. Here he attempts to prove
himself capable of coping with the
hustle and bustle of a busy fast-

food restaurant, where the orders
are coming in thick and fast.

Poor old Floyd's not totally auto-
mated though, and he still needs
help in completing his tasks — this
Is where you come in. Floyd has
rmany operations which are acces-
sed by using the joystick-operated
menu system.

The kitchen is pictured at the
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THE BIG DEAL

Ariolasoft/Radarsoft, £9.95 cass, £14.95 disk, joystick only

i

bottom of the screen and scrolls
with Floyd as he goes about his

---u-wrvn.-u-t:-l.-'-.:r

|

business. It is fully fitted with all
the latest in moderm conveni-
ences, and has heaps of storage
space. There's also an overhead
view of the units, showing if hot-
plates or sinks are in use. Above
this there is a view of the serving
counter which shows customers
arriving. As they sit down, their
order scrolls along a message bar
and Is stored in Floyd's mamory,
allowing you to keep track of the
meals which require preparation.

Floyd has to be guided through
every step of the meal's prepara-
tion, including finding the ingre-
dients, cleaning, cutting and cook-
ing. Memory is not our hero's
strong point, but he can be taught
how to cook up to three different
dishes, and the next time these are
ordered Floyd is able to execute
them on his own.

As orders begin to accumulata,
meals have to be prepared within

aday

a time limit. If Floyd fails to meet
this deadline, or the customer gets
annoyed and hurls abuse. If this
does not hurry Floyd along, then
the customer hurls something
heavier at Floyd's head, and then
leaves — somewhat disgruntled at
the poor service. The damage
caused by this assault must be
repaired, wasting even more of the
serving robot's valuable time.
Standarde are high in Floyd's
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company, and slacking is not tol-
erated. Repeated failure to pre-
pare orders in time results in Floyd
receiving his cards, and the game
ends with our hero joining the
ranks of the unemployed.

PRESENTATION 78%

Linusual control method, which
takes time to master, and lots of
instructions

GRAPHICS 61%
Generally fairr with some neal

touches

SOUND 59%

Two tunes — one barely bearable,
the other pleasant.

HOOKABILITY 42%

Tricky to grasp the serving
technigues — lots of reading and
mistakes to be m : DEtore any
form of proficiency is gained

LASTABILITY 62%

Mot overly vaned, but quite
rewarding — it you can be
botherad to get to grnips with the
control method

VALUE 50%
A lot to pay for the 'pleasure of
computensed hassle

OVERALL 57%

Original, but lacking instant app
gal and lasting satistaction

=

=
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Your Ticket
To The Best
in Sports

When was the last time you had the chance to attend
achampionship sporting event-or better yet, play in
one? Gamestar’s series of outstanding sports simu-
lations give you that chance. Make the playoffs.

Play in the final round at Pebble Beach.

Compete against the top teams.

I Every Gamestar simulation is as real as the

sport itself, from gameplay to strategy to /
graphics. So winning the championship
won't be easy. If it was, it wouldn't be
worth it.

For the very best in sports-the
excitement, the challenge, even the
ehimpiunship—{}amestar is your
ticket.
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HOME COMPLITER SOFTWARE
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Retailers'don't always have every oll might want, but i

power n get it for you, then we will 7 [ th twi are reviewed Hﬂth
rssue of ZZAP! can be ordered by using the Jrm below.
Bmtulmﬂliamfntmrm please ring first to check availability ﬁm
~ P! Mall Ordeg is backed by the resources®fNewsfield Ltd p
nﬂz\e CRASH and AMTIX, which has b&én supplying more than 150 ﬂh&mnﬁﬁr

e u.p;': with software for over 3 years, so you can be sure of the very basnl in service
Ellnr#l:ll er ﬂul.ni:ue lmuw just use the p guntedil‘l the rﬂ‘ltwﬁ
in~IZAP! o "

tail price. id you have any l]llw on prll:t-ﬁ justring
the nember s farm and will advise you.
! .

DISCOUNTS GALORE!

Anyone may take advantage of the dusmcﬂuﬁ! on the form — £1 off orders
wo'tth more than £20sand 50p off orders worth more than £10. Additionally, ZZAP!
Subgeribers are automafically entitled to further discountson ever:f item ordered. WJ

- make‘ng charges for pofi.and packing (within the UK).
Nothingcotld b€ Simpler — fill in the form today and order whatever you like,
T . F ]
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IZAP! MAIL ORDER FORM
Telephone Ludlow (0584) 5620

Please send me the following items:

Title (BLOCK CAPITALS please) Software House —[ Disk/cass | Amount |

e

SPECIAL D ISGQU NTS sub-total £
£1 off any order worth more than £20 i M o
50p off any order worth more than £10

Savry - anly ONE voucher per order! Total enclosed £
PLEASE NOTE: Some software reviewed may not be available until its release date. If you are in any doubt
about availability, please ring first. We cannot be held responsible for delays resulting from late or non-release
of titles when previewed before their official release dates were known. <

4:" ",
All prices are as quoted under review headings or known retail prices and include VAT, ZZAP! makes no " .; 73
charge for post and packing inside the UK. Customers in Continental Europe should add the equivalent of ' ‘
70p per item ordered. Qutside Europe, please write first so that we may advise on postage rates. 1

How to pay: Please make cheques or postal orders payable to NEWSFIELD LTD. if you wish to ﬁ
pay by Access or Visa please fill in the form below. Please do not send any coinage.

Mame

Subscriber no. (if applicable)

Address

Ploase Debit my Visa/Access Account. Tt LY

| wish to pay by Visa/Access (delete as applicable)

Pastcode

Signature Expiry date

Please charge my account no:

ZZAP! MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SYB 1DB
Please do NOT enclose this form/payment with any other correspondence to ZZAP! Magazine editorial, as
it will only delay processing your order and may result in loss.
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BoM L0 a life In a world of gloom, to a people
stricken with terror in fear of Zahgrim the evil
warlock and his murderous minions, the future
does not appear to hold much hope

Yet in ages past, In a time when the magician

Anakar protected this Land: life was good, food was
pentiful and the people happy Happy that is until
(e skilks of the ageing Anakar proved no match for
he black magic powers of Zaharim whence the

dndly magician found himself banished within the
petrified body of a mammoth swamp monster, From
there he has surveyed the destruction of this once
beautiful land, powerless to act or defend its inhabitants
Sut s with all evil there is 3 secret to its undoing the
rmocence of youth, the might of good.

wgend would have it that you've been blessed with these
Quaties but do you have the courage to meet the challenge?

AT US Gold Limited,
2 Units 2/3 Holford Way, Holford,
= Birmingham B6 7AX. Tel: 021 356 3388

- Awarrior race that ran unchalienged until a class of Teutonic

[ ]
from a time bevond recans
an age when chivalry and
0 ; Wt B honour reigned supreme or
ey cemmeng | EVEN the WIld, Wild West
e - i ENE. where menwere men,

CUNSLINGER

From the Dlazing deserts of the Sahara and Gobl, themystical
palaces of the Middle East and age old encamp of
Dedouin tribesmen, came a warrior race feared by ail that fled
before them. Outstanding horsemen, feartess in battie driven
Lo destruction by aoly fervour, the Saracen warriorwas the

scourge of the people's of Europe and North Africa.

and Norman gladiators, the noble knights of England, France and
‘Lermany gathered together in 3 united cause to defeat this foe

Thus the Crusaders were formed and one in particular,
Han the Mighty, set forth to rout the threatof these
murdering infiltrators and put paid to their threat once
and for all, And so we see chronicied the Holy Wars, an

eternal struggle of bloody encountess between
these warring factions and within thisall action
adventure you have the opportunity to take on the
mantie of the mighty lan in his battle to conquer

the Saracen horde and their charmed fortress

Dust off your Levis, grease down your six guns here's a saddie
507 adventure straight from the annals of classic Wild West
history. As retired Texas Ranger, Kip Starr your bravery and
cunning Is once more called into action to rescue a friend
from his earty grave as a result of an unfortunate meeting
with aMexican hangman's noose. But as in all the best tales
no folkhero i created without a nailbiting shootout with the
Dalton Brothers, a hairaising encounter with uprising Indians,
a penlous excursion across unexpected waterfalls and a
Weary journey that takes you across murderous wastelands,
down danger filled mineshafts, through eerie ghostowns
and finally brings you to rest in inhospitable Mexico

YOu don't need to look to the future for action packed
adventure the Wild West has seen enough thrills and spills

for you never to want more.

SARACEN Tape Dlisk
cowgarze E7.99 ET11.99
spocinm E£7.99

Amstrad £7.99

GUN SLINGER  Tape Disk
mwee E9.99 E14.99

soecrum  EB.99

BLACK MACIC  Tape Disk
M E9.99 E14.99
fpectrom  EB.O9

Aststrad £9.99 E£14.99




eep in an area of uncharted
space lies a strange alien
region known only as

‘Delta’. Saveral ships belonging to
the Terran Merchamnt Fleet have
gone missing while flying through
this mysterious area, and it has
been rumoured that the Hsiffan
Khanate, dreaded opponents of
Tarra, are operating from within its

[ | e |

-22

: effects are stun-
‘ning and the music is nothing
short of amazing. Delta's most
'impressive feature though, is
the enormous amount of
‘objects whizzing around the
screen... b ﬁ rocks,
‘enemy cC a

aliens - the action gets incred-
[ibly busy, and you really need
‘the extra weaponry to survive,
The thirty-two levels are vari-
ed, and there are some really
neat ideas to su and
thwart the player. if you're into
shoot "em ups, take a look at
this - you can't get much bet-
ter within the horizontally
scrolling format.
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and

some lovely Ilhﬂl..;'hﬂ:ﬂ music
is superb, especia main
G
e, play, -
m,i':u Iltﬂa“:n";a side
- learning the attack forma-
tions is essential but more
 often than not monotonous,
Delta offers sufficient blasting

for your money, but may lose

its appeal quite quickly due to
ﬂ‘lﬂpl'ﬂdlﬂghhﬂﬂﬂﬂiﬂl;;“

confines. The powers that be have
deciged to send a fighter pilot to
investigate, and, bored with your
current position, you decide tovol-
unteer,

Dropped off within range of
Delta, your objective is to progress
as far as po through thareg-
ion and erradicate the Hsiffite
menace.

Following an initial onslaught of
allen ships, individually named
sections of the region are encoun-
tered. These include particular
hazards, which appear at the top
and bottom of the screen ana cor-
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The spacecraft passes too close to the flames of the Sun of Dreams

and glows a glorious shade of orange

example, In the ‘Rocks of Death’
section, suitabily late rock for-
mations scroll past. In all cases,
contact with the landscape
gestroys your ship.

Learning and memorising the

ENsure progress, te
destruction of attack w gams
credits. These are used (o
accumulate additional equipment,

Dealing out large doses of daath and destruction in Delta ./

1 vP
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Spe
Seven icons periodically make
their way across the screen, s OIME
grey, some blue — depending on
how many credits you have amas-
sed. Colliding with a blue ico
adds the item in question to vy
anip and the Icon reverts to a grey
colour - hitting a gray ico
in the loss of a lifte. The ;

ﬂl'-'l'.'l ﬂi
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equipment has a imited useful life,
s0 further additions are necessary
as you progress. oo i
your way through thi
two levels, and Delta is once more
safe from the alien threat. But the
Hsiffites don't give up that easy,
and l"Eﬂ'I.LH"I'I a tgﬂmda later, Dlr;uu
n it's up to you, now an older
m more experienced pilot, to
deal with the alien attack force.
gane Caparianbe it - the
expe ougn -
enemy have also had time to
improve their fi skillsand are

now a more formidable oppo-

HYPERBOWL

Mastertronic, £2.99 cass, joystick or keys

ateline: the 37th Century.

The sport: Hyperbowl — a

two player competition
combining all the speed and skill
of ice-hockey with the high
technology of the future.

Two identical ships face-off
across the middle of a large play-
ing area at the start of each con-
test. The aim is to propel a puck to
your opponents goal-line, by
repeated fire from the ship’s can-

visible at all times. To compen-
sate, there is a scanner at the top
of the screen which shows the
position of the two combatants in
relation to the puck. Siuated
either side of the scanner are rep-
resentations of both ships show-
Ing the direction in which they are
facing. Using this information in
canjunction with the scanner, the
ships are steered to the visible
section of the playing field.

non or direct collision with the
puck itself. A choice of ten ships is
given before play begins — each
has its own characteristics of
movement and weaponry.

The playing field is multi-direc-
tional, and scrolls in a manner
designed to keep the puck at the
centre of the screen — this means
that your ship is not necessarily

Sa

Y

-;%iﬁ-
v e | ms is a fairly
hnpﬁamntlﬁnn
of the Crossfire
board game with
one problem - it doesn't work!
There's no variety in the
screens and the action quickly
becomes tedious and predict-
able. The graphics and sound
are nothing special, and it's
only the two-player option that
saves it from being chucked
intl::ﬂtha bin. Still, itis only three
quid. ..

'Yoo-Hog i

&

A point is scored when the puck
crosses the goal-line, and two
points are awarded if the puck
enters the goal area situated in the
centre of the goal-line.

Either one or two players can
participate - the computer taking
control of the second ship if the
former option is chosen.

Hyperbowl in its
simplest formis a
computer version
of the classic
board game,
Crossfire, Unfortunately, the
visible pitch area is so small
that it's easy to lose your bear-
ings. As a one player game It
can become very tedious, as
initially it's difficult to get to
grips with the controls - but
K:u can soon get the hang of

As a two player game Hyper-

bowl proves marrrnhnlly
en tdlrrnhlu —and it
quid.

more

Following a
rather awful load-
ing screen,
Hyperbowl pre-
sants some
pretty decent graphics. The
playing field and ships are
neatly rendered, and move-
ment on screen is smooth and
convincing. Unfortunately, the
gameplay is very simple and
my interest waned after only a
few goes. The two-player
mode may appeal, but overall
Hyperbowl remains a
implementation of a fairly
tame idea.

-
-
-

PLAYER

) ]

PRESENTATION 81%

one or two player option, three
skill levels, and effective on-
sCcreen presentation

GRAPHICS 69%

Simple, but effective

SOUND 55%
Bland title tune and adequate
spot effects

HOOKABILITY 63%
Mildly interesting at first, but this
quickly fades.

LASTABILITY 41%

The lack of variety is not helped
by the tediously simplistic
gameplay

VALUE 63%

Cheap enough to tempt.

OVERALL 54%

An interesting concept that's
well executed and still
gdoesn 't hit the mark,.

ZZAP!64 April 1987
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INDOOR SPORTS

Advance, £8.95 cass, £14.95 disk, joystick only.

ored? Don'tfeel ike wven-
turing outside? Fear not,
Advance bring you three
indoor sports to beat those rainy
day blues —giving you a choice of
Ten-Pin Bowling, Darts or that olg
fairground favourite, Air Hockey.
Game choice and the number of
players to compete are selected
from a main options screen. On
loading the required section, you
are presented with another list of
options, from which many aspects
of the relevant game can bDe
altered according to choice

i Advance think
E‘lr:.nn Epyx

to lead into more of the same
in the three games that follow.
| prefer Mastertronic's

darts game to this awkward
method of arrow throwing.
When all the correct settings
enabling you to throw a
have been discovered all that
needs to be done each time is
to make sure the settings are
the same. Then there are the
joys of ten-pin bowling - like
the darts, this is badly
implemented and confusing to
play. Finally, there's the more
promising Air Hockey which is
in truth not a bad game - it's
fast, uncomplicated and ini-
tially addictive, but after a few
games it all tends to wear off.

In Ten-Pin Bowling, you begin
with a side profile of your bowler at
the start of the lane. Moving the
joystick positions the bowler, and
holding the fire button down high-
lights an arrow which continuously

nnnglg

:

o2 Eloool

uND
(=4 =

i
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ally finish a game. It's a shame
that this is only as good as its
weakest link, as you

have had a lot of game for your
nine quid.

moves across the lane. This
marker determines the direction of
the ball: on releasing the fire but-
ton, the marker stops moving and
the bowler then begins his walk up.
As he completes this action,
another press of the button
releases the ball. Shoot too soon
and the bowler hits his ankle,
sending the ball trundling into the
gutter — too late, and he ends up
sprawling on the lane, while the
pall takes the gutter route once
again.

As the ball heads for the pins,
the screen changes to a first-per-
son view of the lane, showing the
consequent pin-fall. The score is
then displayed above the alley,
next to a picture of the bowler's
face as he displays an expression
suitable to the outcome.

G

Both players have two attempts
to clear the pins, over ten frames,
and the scoreboard is updated in
the correct manner, with strikes
and spares recorded in the usual
fashion.

The Darts simulation is slightly
more complex, as all aspects of
the arrow's flight are covered. The
screen shows a central dartboard,
with score and other relevant
details displayed around this.

A dart appears at the bottom of
the screen and is moved to the
appropriate position below the
board. Pressing the fire button
stops the cursor and an angle-
meter begins to fill, corresponding
to the arc of the flight. Once this is
selected, the power-meter begins
to change colour, and as before,
the required power is selected by

Advance  have
tried quite hard to
emulate three
indoor sports, but

thay've failed
bowling. The m“ﬁmﬁ
darts m is that it's

difficult to throw the
arrows. to gauge the
power and trajectory is silly —it
only serves to make a simple
ame complicated. The bowl-
ng module fails along those
lines too — controlli man
is really tricky, and 's no
feeling of realism. The only
module is the air hockey,
even that has limited app-
eal. f you're after a sports
simulation, look up the Epyx
series — they're streets ahead
in every department.

05: GOALS

a click of the fire button.

The view switches to an over-
the-shoulder viewpoint of your
player as he throws, set in a suita-
ble pub surrounding. The screen
then reverts to a close-up of the
board, showing the dart's final
position and the updated score.
This is repeated twice more and
then the next player takes his turn.

Finally, you are treated to a blast
from the past with a two-player
simulation of air hockey, a table-
top version of that all-action ice
sport.

A forced perspective end view
of the table is given showing the
puck and the two joystick-control-
led "hitters’. The aim is to get the
puck into your opponent’s goal as
many times as possible within the
time limit. The puck moves rapidly
around the table in perspective
and the speed of the hitters may
be speeded up by holding down
the fire button.

Any goals scored are displayed
by a row of lights along the end of
the table corresponding to the
player.

PRESENTATION 87%

Plenty of options and good
instrcutions.

GRAPHICS 73%

Fair on airhockey and darts, naff
on ten-pin bowling

SOUND 61%
Awful pngles, but adequalte
effects.

HOOKABILITY 68%

Easy enough to get into,
aithough the controls may take

some gething used to,

LASTABILITY 46%
Only the air hockey holds
interest for any reasonable
length of ime

VALUE 51%

Insufficient entertainment for the
price.

OVERALL 58%

A commendable, but mediocre
attempt to produce an alterna
tive sports simulation package




THAI BOXING

Anco, £7.95 cass, joystick only

aving been beaten sense-
Hlass in the vast array of con-

tact sports available on
computer, you may now indulge in
further oriental culture with Thai
Boxing, a strange mixture of mar-
tial artistry and fisticuffs.

The playing screen depicts an
glevated view of the combatants,
who are situated before some suit-
ably Eastern backdrops, pre-
sented in corresponding perspec-
tive.

At the start of each bout the box-

ers are seen squatting on the floor
- the first round then begins, and
they literally leap into action. Each
bout consists of three rounds, and
at the end of a round the boxers
somersault into new positions
ready for the next fight.

The progress of the contest is
measured by loss of stamina, as
indicated by a pulsing bar at the
top of the screen. Next to this are
the boxer's faces. Asthe boutcon-

tinues and the action hots up, the
faces begin to show the damage
inflicted upon one another. Thus,
by the end of the round they are
covered in cuts and blood = which
is promptly wiped off by two little
men in white coats!

Having completed one bout,

u progress to the next level.

ere are six levels in all, each with
a different backdrop and becom-
ing prograssively harder.

Control is executed in the usual
way: each position of the joystick
corresponding to a different move
of the combatant. These are
accompanied by suitable sound
effects (mainly consisting of
crunching body noises), and there

Anco have tried
j new

with this
%ﬂ."ﬂ
including the face
_ fail to cover up
m Just ancther
ot is that the oppo-
s T a ae
pears after a couple of goes. If
haven't Mﬂm got a
to Hﬁm.mﬂm

g

is some speech on completion of
a contest.

The options screen is joystick
controlled, and caters for one and
two player modes. It also shows
the current state of play at the end
of each bout. A high-score table is
also provided which may be saved
to tape or disk.

PRESENTATION 81%

Intfaormative instructions and on-
sCreen aisplay

GRAPHICS 69%

sprites.

SOUND 56%

Bland tune and harsh spot
effects

HOOKABILITY 62%
Initially appealing but not par-
ticularty gripping.

LASTABILITY 53%

Mot much in the way of lasting
challenge, although the two
player option does provide some

spice.

VALUE 55%

Mot the cheapest fighting game
available, and certainly not the
best

OVERALL 55%

A different approach to a tried
and te i dly making
Iittle differeance to the content,
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EXPLORER

Electric Dreams, £9.99 cass, £14.99 disk, joystick with keys

argantuan is an over-used

adjective, but a game with

40 billion mappable loca-
tions seems to qualify for this
description — s0 using it one more
time to describe Explorer won't do
any harm. The Ram Jam Corpora-
tion has ever been a source of
oddities, from its first and marvell-
ously humorous Valkyrie 1/
adventure. In this new quest, the
cosmic joke is that your second-
hand space vehicle has broken up
over the Emerald planet. To make
matters worse, fragments of your
craft have scattered around nine
of its 40 billion locations — and
you've got to find them all before
escape is possible . . . some cos-
mic joke, huh?

Several vital instruments have
survived the crash. There's a
Compass, a Homing Beacon,
Direction Finder, a Laser Pulse
Gun and an all-important Sonar.
Recovering the ship parts 18 a

other game
- it's completely wasted in this
one.

1 aArr ows
4' ire
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i

Ey S A

'Ihl'.-ll‘\-; "k _I;

FPic
Fix 3
Carried:
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beacon

up beacon
nearest
12345678

-r

problem, but at least the sonar
makes life sound brighter — by
bouncing an echo off an object, its
beaning and rough distance Is
revealed. A short walk through the
jungle is okay, but you're told if the
range is too far for a stroll and it's
then time to take to the trusty jat-
pack.

When within range of an object,
travelling can be done on foot.
Pressing the forward key brings
the front view into sharp relief and
shows the next planet section. Laft
and right movements (or evenafull
180 degree turn) are shown as a
bearing at the top of the screen.

The Emerald Planet is largely
uninhabited, except for a strange
breed of energy-sapping robotic
bugs. Energy loss can be fatal, and
although there is a means of
replenishing it, killing the robots is
a far better method of staying
alive. A Laser Pulse Gun is a handy
extra when it comes to t:ugs -it's

sists of 40 billion locations - it
appears to me to be 40 boring
locations e a billion
times. Don't buy this under any
circumstances, unless of
course your idea of a good
time is taking up the carpet
and watching the floorboards
warp.

accessed
Maode.
Swirling patches of colour are
encountered deeper in the jungle.
These act as doorways to loca-
tions elsewhere on the planet.
Remember there are 40 billion, so
almost any name will do for a desti-
nation. Mind you, you can get lost
too, so this is where the homing

through Weapons

" SomETH NG §

Biilfamyly HLE
Ha = I'M
SHEE S Time

To EfLors ..~
In ordertobe able
to call this com-
puter entertain-
the term
would have to be
the nine
within the 40 billion m”lm
Wm is unbelieva-
ous, monotonou
gﬂ:ﬂou. fruitltess and rub-
The game-play is com-
pletely unrewa there's
no action, and all Ilulnnu-

tions that I've seen look
exactly the same. If you really
want to do some exploring
why not buy a rail or bus tick-
S :;mmmmﬁw

an
in‘l‘ln mmb-rofhﬂﬂm

hlghl;r n:mhr.ing 3D and lt
unrulhgf;ﬂun.

beacons come in. These can be
dropped anywhere to be used as
useful reference points — they're
seen from the air as flashing
squares.

The energy available to power
all the equipment Is limited, and
the level of reserves i1s shown as
one of the menu options, which
can be accessed at any time by
pressing FIRE and then the first
letter of the required option.

PRESENTATION 42%
Confusing, awkward, and frus-
tratingly slow.

GRAPHICS 64%

Attractive, but repetitive.

SOUND 10%
Very little, and what's there is
poar,

HOOKABILITY 27%

Irritating and far from addictive.

LASTABILITY 7%

Absolutely nothing stimulating or
warthwhile to return to.

VALUE 6%

Represents an abysmal invest-
ment for ten pounds.

OVERALL 13%

In this case, big isn’t remotely
beautiful = not one single
redeeming feature to write home
about.




Air to air and air to ground combat flight simulation

Defeat the elusive Starglider in an amazing all-action combat
flight simulation. The planet Novenia has been devastated by an
evil tide of invading Egrons; single-handed, you must wipe out
the enemy in explosive one-to-one combat. Swooping down with
lasers blazing, you'll need to take fast evasive action to avoid the

barrage of enemy missiles. Exhilarating low-level attack and

defence flight manoeuvres, coupled with a cunning strategic
element, make STARGLIDER a classic among classics.

T g T e

Energy towers lie dead ahead
defended by heavily armed Egron
battle tanks

el T N
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A Stomper and Walker close in, Laser
fire is futile against these metal
monsters

The Walker attacks. Bank your craft
to evade the lasers and prepare to fire
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Missila launched! Steer your TV-
guided missile on target to annihilate
fhe invader
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The Starglider swoops in to attack.
Several direct hits are needed to
destroy il

Secreanshols taken from Spectrum 48128 varsion

A special mission. A devastating
super missile has been located in the
ruins of Novenia

PROGRAM
OF THE
YEAR

Popular Computing Weekly

Most
Innovative
(:ame of the
Year

‘The games designers were aiming
at the “best arcade shoot 'em up
with vector graphics”... they have
achieved this’

Commodore User Screen Star

Your Computer

‘Has set a new standard in its class’
Commodore Computing International
Mega Hating

=y
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CBM 64/128 cassette

£149

CBM 64/128 disc

£179

=4
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RALNGIRD

Rainbird Software, Wellington Rouse,
Upper St Martins Lane, London WC2H 80L
Tal: 01-240 BB38

Rainbird Softwars i3 8 dwigion of @
Britigh Telsecommunicalions pic
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The future of the Atarian Federation is in your hands as the evil
Zylon Master, Chut, plans to destroy the Celos |V Star System.
Pilot the hottest fighter in the galaxy, the Liberty Star and wipe
out the Zylon Master Force and its SUper Aftack Bases.

The sequel to the game that astounded

the world STAR RAIDERS 1™ will leave you
stunned: there is simply no other game to
compete with its sheer excellence.

- A __ﬁ».WLﬁhBLﬂN: e
Amstrad CPC cassette

Amstrad CPC disk ...
Commodore 64/128 cassette.........
Commodore 64/128 disK ...

ZX Spectrum 48K12BK/+ oo

G E T RN

ELECTRIC DREAMS SOFTWARE, 31 CARLTON CRESCENT,
SOUTHAMPTON SO1 2EW. TEL: (0703) 229694.

Mail Order: 23 Pond Street, Hampstead, London NW3 2PN
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1(7) WORLD GAMES (13%)

US Gold/Epyx, £9.99 cass, £14.99 disk
ZZAP! Overall Rating: 98%

2 (2) LEADER BOARD (13%)

US Gold/Access, £9.95 cass, £14.95 disk
FZAP! QOverall Rating: 97%

3 (5) GREEN BERET (6%)

Imagine, £8.95 cass
ZZAP! Overall Rating: 93%

. 4(4) GHOSTS'N’ GOBLINS (6%)
Elite, £9.95 cass, £14.95 disk
ZLAP! Overaill Rating: 87%

5 (3) SUPER CYCLE (5%)
LS Gold/Epyx, £9.99 cass, £14.99 disk
ZZAP! Overall Rating: 95%

6 (6) INTERNATIONAL

KARATE (3%)

am 3, £6.50 cass, £10.99 disk
| Overall Rating: 91%

- 7(9 URIDIUM (3%)
Hewson, £8.95 cass, £12.095 disk
LZZAP! Overall Rating: 94%

8 (12) GAUNTLET (2%)

US Goid, £9.99 cass, £14.99 disk
LIAP! Overall Rating: 93%

9 (8) SANXION (2%)
Thalamus, £9.95 cass, £14.95 disk
ZLAP! Overall Rating: 93%

10 (10) PARALLAX (2%)

Ocean, £8.95 cass
ZZAP! Overall Rating: 93%

11 (7) ALLEYKAT

Hewson, ©8.95 cass, £12.95 disk
ZZAP! Overall Rating: 89%

12 (11) DAN DARE

Virgin, £9.95 cass, £14.95 disk
£ZAP! Overall Rating: 94%

13 (13) THE SACRED
ARMOUR OF ANTIRIAD

Palace Softwara, £8.95 cass
ZZAP! Overall Rating: 93%

14 (15) DRUID

Firebird, £7.95 cass
ZZAP! Owerall Rating: 885%:

15 (14) PARADROID

Hewson, £7.95 cass, £12.95 disk
ZZAP! Overall Rating: 97%

16 (18) THE SENTINEL

Firebird, £9.95 cass, £14.95 disk
ZZAP! Overall Rating: N/A

17 (20) WINTER GAMES

LS Gold/Epyx, £9.95 cass, £14.95 disk
ZZAP! Overall Rating: 94%

18 (16) 1942

Elita, £9.95 cass, £14.95 disk
ZZAP! Overall Rating: 58%

19 (19) SUMMER GAMES I

US Gold/Epyx, £9.95 cass, £14.95 disk
ZZAP! Overall Rating: 97 %

20 (24) INFILTRATOR

US Gold, £9.99 cass, £14.99 disk
ZZAP! Overall Rating: 91 %

21(25) MERCENARY

MNovagen, £9.95 cass, £12.95 disk
ZZAP! Overall Rating: 9B%:

22 (28) ELITE

Firebird, £14.95 cass, £17.95 disk
ZZAP! Overall Rating: 95%

23 (17) KNIGHT GAMES

English Software, £8.95 cass, £12.95 disk
ZZAP! Overall Rating: 80%

24 (29) FLASH GORDON

Mastertronic, £2.99 cass
ZZAP Owvarall Rating: 89%

25 (23) FIST Il

Malhourne House, £9.95 cass, £14.95 disk

ZZAP! Overall Rating: 39%
26 (30) SPACE HARRIER

Elite, £9.95 cass, £14.95 disk

ZZAP! Overall Hating: 45%:

27 (-) ESCAPE FROM
SINGE'S CASTLE

Software Projects, 9.95 cass, £14.95 disk
ZZAP! Overall Rating: 90%

28 (27) IRIDIS ALPHA

Hewson, £8.95 cass, £12.95 disk
ZZAP! QOverall Rating: 95%

29 (26) AVENGER

Gremlin Graphics, £9.95 cass, £14.95 disk
ZZAP! Overall Rating: 86%

30 (22) THRUST

Firebird, £1.99 cass
ZZAP! Overall Rating: 94%

! READERS’ CH

- GAMES TOP 30
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MUSICTOP 10

1(1) SANXION 6 (3) PARALLAX

Thalamu CEan ¢

Loading Eﬂ;.s ¢ (Rob Hubbard) ?r.lz-iﬁurm:-n Music (Martin Galway) , ;
; ¥ # e

2 (5) MIAMI VICE 7 (- GREEN BERET -- s

Ccean imaginga f

Titke Screen’ Music (Martin Galway) Loading Music (Martin Galway) #

y

3 (-) LIGHTFORCE 8 (7) RAMBO

;I.-';l'u Theme (Rob Hubbard) I;--:l‘:llg:fr}.ﬂllh-'-!'nr-: [Martin Galway)

4 (2) KNUCKLEBUSTERS 9 (4) INTERNATIONAL KARATE

Melbourne House oystem 3

Main Theme [Rob Hubbard) Main Thame (Rob Hubbard)

5 (-) FLASH GORDON 10 (10) PHANTOMS OF THE ASTEROID

Mastertronic Mastartronic . il

Title Screan Music (Rob Hubbard) Title Sorean Music (Rob Hubbard) e ' =

CHART VOTING DRAW WINNERS

WINNER (£40 worth of software pius ZZAP! T-Shirt): Mark Young, Swin-
don SN4 OHA

RUNNERS UP (ZZAP! T-Shirt and Cap): Kevin Scott, Edinburgh EH8
7AY, Gordon Saunders, Torquay TQ2 7RE; Jimmy Layland, Birming-
ham B26 3ER; Charles Stewart, Lancs BB4 B8RP

CHART VOTING COUPON

(Please write in BLOCK CAPITALS)

POBICOOS ..o

If | win the £40 worth of software | would like the following games:
(Game and Software House)

T-shirt Size S/M/L

| am voting for the following five games:

N o G0 o —

| am also voting for the following piece of music:
{Commodore 64 ONLY)

LZZAP! CHARTS, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB



FIFTH AXIS

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

hen Professor Chronos
created a time machine,
little did he realise what

chaos his discovery would cause.
Accompanied by his assistant, the
Professor and his assistant travel-
led the timeways and all went
well ... until the machine mal-

functioned and exploded, scatter-
ing its component parts through-
out the centuries. This event rip-
ped apart the very fabric of the
Universe, and in the confusion a
new Universe began to emerge,

destroying the existing cosmos as
it developed. The only way that
this process can be arrested is If
someone collects all of the time
machine’s scattered components
(or anachronons as the Prof calls
them). As you're the Prof's assis-
tant, it's up to you to do the job.
Before the mission is underta-
ken a character is set up. Firstly it
has to be given a name and then
the character's three different
characteristics — force, agility and

13
iz
g5

§
!

:
|

3
kL

:

4
f
g3
i4

g
g

:
7

;%E
:

;
22

i
s
:
|

i
i;.%i
it

112 ZZAP!64 April 1987

life — are defined. Each charac-
teristic has an initial value of fifty
points and another fifty points are
available, allowing the player to
distribute them according to play-
ing style. Tha mission begins when
the points have been allocated.

The lab consists of a series of
scrolling hornzontal levels, linked
by lifts and gravity drops. Mis-
placed artifacts are scattered
throughout the complex, and can
be picked up by running over
them. Geometrically shaped keys
can also be picked up —endowing
the character with the ability to
cross holes in the floor that can't
normally be jumped.

Throughout the mission the hero
is harassed by the lab's guardian
androids. These horrors attack on
sight, and contact with them
reduces the character's numeri-
cally represanted energy level
towards a fatal zero. The hero has
the ability to fight back, and can
totally destroy an android by
repeated kicking and punching.

Every time an object is collected
or an android is destroyed, the
numerical ‘Fifth Axis’ rating at the

FORCE:-61.1 MAME - CAMERIN
& TN ] ’

o =
i .

. o

T e T e T

top of the screen increases by a
few points. Each time it reaches a
multiple of ten the character is sent
to the location of an anachronon
for a limited period of time. The
screen displays a scrolling pass-
ageway along which the character
runs. An anachronon is situated at
the end, and has to be reached
before the time limit expires, The
passageway 5 littered with
objects which have to be jumped
or ducked, making the run more
difficult. Hitting one results in your
character stumbling over, and a
loss of time is incurred. Recover-

'NiIE TO Skt Owl TEVIEneRS SORONG Sh el ., .'
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ing the anachronon retumns the
character to the lab so that more
artifacts can be picked up. Failure
causes the 'Fifth Axis’ meter to
diminish, and consequently more
artifacts have to be picked up. The
mission is complete when the
meter reaches 100%.

PRESENTATION 85%

Plenty of options and slick in-
game presentation.

GRAPHICS 68%

Garish, but there are some imag-
inative sprites and pretty effects.

SOUND 78%

Continuous soundtrack which
varies throughout the mission

HOOKABILITY 74%

Instantly enjoyable bashing and

collecting action.

LASTABILITY 69%

Saving the universe is a tough
nally mon 10

5 3 enough task.

VALUE 59%

Not enough action and playabil-

ity to warrant its high price tag.

OVERALL 70%

An interesting and fairly unusual
game.
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MAGIC MADNESS

Anco, £7.95 cass, £9.95 disk, joystick or keys

nce upon a time in a coun-
try called Neverland, there
ruled four magicians, each
with a magic scroll from which he
drew knowledge. Their power was
good and everyone in Neverland
was happy ... until the evil sor-
carer, Colo, killed the magicians

| and stole the scrolls, plunging the

land into despair.

A good witch has been enlisted
by the people of Neverland to
enter Colo’s burrow and attempt
to recover the scrolls, She has four
tems to help protect herself - a
Cape, a Cross, a Wand and an
Hour Glass. Each of these has a
different function, enabling the
witch to deal with the creatures
inhabiting Colo's domain.

The story unfolds over the four
levels of the burrow: Heaven,
Forest, Caverns and lce, rep-
resented on screen as horizontally
scrolling corridors.

You control the witch as she

that
wouldn't pay the price,
S

wanders around the burrow in
search of the scrolls, despatching
Colo’s henchmen as you go.
Chests are encountered along the
way, and contain either bonus
points, extra time, a balloon that
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enables the witch to float up to the
previous level or magic weapons.
These are carried by the witch and
when a denizen approaches the
appropriate weapon can be

accessed by pressing the space
bar

The four scrolls are hidden in the
ourrow, and the witch must find
the guardian Ant Eater on each
level in order to be presented with

PLAYER 1

the scroll. Only when all four
scrolis have been collected -can
the witch confront Colo himself;
kiling the sorcerer, and freeing
MNeverland from his grasp.

PRESENTATION 66%
Simple instructions, limited
options, but a neat high-score
table.

GRAPHICS 62%

small, adequately drawn and
animated characters, with col-
ourful backdrops.

SOUND 69%

A good rendition of 'The Sor-
cerer s Apprentice’ plays as you
ao.

HOOKABILITY 72%
Easy to play, and it's possible to
get quite far from start.

LASTABILITY 51%

Complete one level and the urge
to return isn't so strong.

VALUE 56%

A fair price for a reasonable
game,

OVERALL 58%

A mildly playable game -
destined for obscunty, perhaps?
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nce again, the avil Decapti-
cons are attacking Earth in
search of energy. it's up to
you to marshall a force of eight
Autobots and fight off the despica-
ble robots. Strategy is combined
with arcade action — seven key
installations provide targets forthe
invaders, and part of the game-
play involves making sure that at
least one of your defensive robots
Is on hand when an attack is
mounted on a particular location.
Each of the eight Autobots you
command has its own special
blend of characteristics and attni-
butes affecting its capabilities.
The overall picture is revealed
on the main map screen, accessed
at any stage by a press of the M
key. All the locations are shown,
together with the roadways that
link them — the eight Autobots are

Everything about
this program s
rubbish. For a
start, the plot is
so awful that it
wouldn't convince a three-
year-old. Next come the
graphics, and these are in the
same league as the plot, as
they would disappoint the’
same unfortunate child. Actu-

nn&nfﬁat;nl.ﬂh\rhullymn-
cepts su as perspective,
shading, 3D and colour were
all a little too much for the art-
ist to cope with. The sound is
an out-and-out joke, and it all
gets boring after a couple of
plays. How the programmers
could pass this off as a profes-
sional product is beyond me
entirely. Don't buy this — not
even if you think the toys are
the best thing since sliced
bread.

represented by numbered
squares. When a location is under
Decepticon attack it flashes red on
the main map - the border flashes
red if an attack begins while the
screen display is being generated
by the visual unit of a Autobot cur-
rently under your direct control.

To move Autobots around the
terrain, press D when the map
screan is in view, followed by the
number of the robot you wish to
move. Enter the initial letter of the
destination location, and the
selacted robot begins the journey
and you are free to get on with
other things. All the Autobots may
be sent to a single location, or the
team may be allocated to locations
according to preset deployment
patterns.

The V key allows you to take
direct control of a specified robot,

in which case the map screen is

114 ZZAP!64 April 1987

TRANSFORMERS

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

replaced by the view-screen gen-
erated by that robot's visual cir-
cuits. A cross-hair sight is used to
target the on-board weapon sys-
tern and if the nasty Decepticons
are active at the location, a shoot
‘8M Up Sequence commences.
More than one Autobot may be at
a single location, and the B key
invokes the autofire mode — up to
eight "targets’ can be placed on
the screen by moving the sight and
pressing fire. After a short delay
the cannon shoots automatically
until all the targets have been shot
at once. Meanwhile, you can take
control of another Autobot and do
battle with the Decepticons as a
team.

During battles, your robots’
ammunition and energy reserves
are depleted and damage may
well be inflicted by the attackers.
sending battle-wom  defenders
back to base allows them to be
repaired and re-armed, but if too
much damage has been sustained
it may be impossible to repair an
Autobot completely. Severe dam-
age is indicated by a blank, grey
screen when the View-screen is
accessed. An overall status report
on the current Autobot may be
examined by pressing S while in

View-screen mode, or by entering
5 followed by an indentifying
number while the Map Screen is
displayed.

The am is to keep your own
energy reserves as high as possi-
ble while preventing the invaders
from stealing too much energy
from key locations = such as an oil
well, a pipeline, and a nuclear
plant. Counters at the base of the

if there's any-
thing | hate the
most about
games it's wait-
ing for minutes
on end for something to hap-
pen. This happens recu

with Transformers, especia
on the map screen where the
action only happens once
every two or three minutes.
Then, when you consider the
effort it takes to reach any of
the destinations, on arriving
the Decepticons fly around as
such as speed that is quite
impossible to hit them with the
slow firing laser that is pro-
vided. The graphics are of a
similar standard to the sound
- poor and irritating, and no
matter how long | played it |
felt | was making no headway.
Generally, Transformers Iis
annoyingly dull and | advise
you not to waste either effort
or money on it.

main screen keep a tally of the
gnergy reserves accumulated by
the two sides in the conflict, and if
the Decepticons get too great a
lead the contest is lost, Earth is
taken over by the evil invaders,
and you can choose from a list of
nine numbered hints before having
another go.

It's not just energy the Decepti-
cons are after, however. Some of
the locations contain items that
prove very useful to them in the
course of their fight for world
domination — it's important to
make sure that they don't get their
metallic claws on some space dust
found in the shuttle base. For
instance — it comes in handy for
creating giant, marauding hippos!

PRESENTATION 70%
Good instructions, and inspired
iIn-game presentation which is
awkwardly executed.

GRAPHICS 39%

Large, but not very detailed, col-
ourful or remotely convincing

SOUND 31%

Disjointed tune plays throughout
and s rudely interrupted by sim-
ple spot effects

HOOKABILITY 54%
Slow, cumbersome and easily
frustrating.

LASTABILITY 38%

Unrewarding and inelegant - not
ane to tempt you back.

VALUE 32%

Ten quid is well out of order.

OVERALL 40%

A weak tie-in which bears little
relevance to the toys - David
Crane tries to do for Transfor-
mers what the Electronic Pencil
Company did for Zoids. And it
simply doesn't work,
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took on the Mutants knowing | was
armed to the teeth with missiles, mines,
torpedoes and more... | could even choose
vy where | wanted to fight! How could | loose?
~...How DID | loose? I've never seen anything
like it... they came at me in droves, in swirling
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| come. | Know now that one form of Mutant will never escape a well
Ve . planned pattern of mines. It's just the beginning... but | must build
/ the ultimate weapon or I'l NEVER be rid of them alll
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S {10m Arcade Version.
& Imagine Software 1984 Limited .
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