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ﬂ . incredil BATM'I:A:;I Justth
“Incredille presentation.,, Justthe
d the best film _ ! right way to capture the comic book
dis an utterly : : i .

its own right- 4 ZZAP SIZZLER ZZAP 64
sgit." ' “Batman The Caped Crusader will
THE MONTH ¥, suit riddlers of all ages.”

| ACL) STAR GAME AMSTRAD
IDEC GAMES . COMPUTER USER

~“Ocean have made a fantastic job on
- Batman and being in two parts you
get excellent value for money.
Brilfliant!”
ACRASH SMASH CRASH

Voted *Game of the vear.” The B, T
Tworld’s No.1 arcade game. " 0
“Super-smooth scrolling and AR
excellent graphics... Without

- doubt thiss a first class
shoot-em up.”
A CRASH SMASH CRASH

“Definitely the coin-op of the

year... Buy Operation Wolf

it's a brilhant conversion.”™
C+VG GAME OF THE MONTH - S,
COMPUTER + VIDEQ GAMES =




CBM 64/128 @ AMSTRAD  SPECTRUM 48/128K

£9.99C £1499D £8.99C £12.99D

ATARI 5T @ CBM AMIGA @ IBM PC & COMPATIBLES
£19.990

U.5. GOLD LTD., UNITS 2/3, HOLFORD WAY, HOLFORD,
BIRMINGHAM B& TAX. TEL: 021 356 3388




All film stills and Batman logo TM & (L) 1989 DC Comics Inc.
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Telescopic limbs, ace weaponry and
bionic power! Destroy the deadly foe
— You are our only hope...

Plunge into a futuristic space battle
and attack the aliens with your jet-
powered backpack!

Surf, sun and six top West Coast
sports to set your pulse racing! Will
you be California Champ?

BLOCKB
U.S. GOLD
the UK’s top gam
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Evil Elvin Atombender is back in
power. Your mission: Infiltrate and
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Return to an age of mystery and
intrigue. Survive to find King
Solomon's fabled treasure. .

U.S. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388
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Exclusive by Pawl Rasd

You heard it first in ZZAP!:
Hewson have just begun the
Amiga conversion of arguably
its finest release ever, the Gold
Medal-winning Paradroid.

The 16-bit version of the
game, in which the player tele-
pathically controls a droid to
clear a fleet of starcruisers of
rogue robots, is being underta-
ken by the programmer of the
original, Andrew Braybrook.
My contact at Hewson told me
that, although the playability
of the B-bit game is to be
retained, 'it's being rede-
signed to make it a proper 16-
bit game.' He also added,
although he cannot give too
much away at the moment, 'l
can promise you it will be
good!’

Well, with a work schedule
of six months, Andrew cer-
tainly has time to make some-
thing even better of an already

PARAMIGA!
IT'S COMING!

classic piece of software. Stay
tuned in to ZZAP! for further
details . . .
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1 :'. 15 under discussion between the two software houses,

M Inthe last issue of ZZAP! a news feature on Ocean's entry into the budget mar-

Y| ket gave details of the planned release of the existing Ocean Miami Vice game

P have the licence to the series (with a new game planned for release around

on the new Hit Squad label, Softek would like to paint out that they currently
Christmas). Whether or not Ocean will now be able to release their old game

On a similar note, Softek would like to correct our "Watch ing the Watchmen'
feature by pointing out that while MicroProse may have the US licence to the
X-Men cartoon strip, Softek have the interational licence and are currently
developing an X-Men game. They're also writing a game based on the film-of-
the-comic "The Punisher’,

BUG STUFF—- @ |
ANY OFFERS? S|

Reporter: Paul Rand

Now-dead fanzine The Bug has announced the sell-off of its vast libr-
ary of review software. , '

The publication, ran by college boys Jaron Lewis and Jeffrey Davy,
will be over ‘the majority of the profits’ from the sale of soft-
ware to a number of charities and voluntary organisations. Staff
member Lewis, a Bug-er since the zine’s launch, said, ‘The collection
to be sold represents five years of software history, We're glad that we
are able to help people less fortunate than ourselves in this way.’

The Bug, which was wound down recently due to the boys’ entry
into further education, was well-known for its promotion of left-wing
political views and general patronising writing style within the publi-
cation.

T




ey =

e ‘~3_—-}—l:" =TT TGN e p WL o T ST A TR ) O e— e

When a guy Inses his girl— hE _ "ﬁled:atva] kﬁlghts and the tt:_:el_r

loses his mind! Now, in the < =71 mented und 3 mrh mﬂnn Hn-_-L
Flnal Chapter, Reneg_ade must -3 tombs of - Ancient Eg}rp[ Your

| summon all his strength and light- quest firally takes you BE"I’{JHD

o ' ning reactions as ‘he chases his ; the present — to a time you'll never =

| & ' girlfriend’s captors thmugh time it- forget! ... but remember ... your girl ¢ |

?1 /* self. Fight against neolithic manI | wants to see you alive! \

HPFCTRUM’LE Elq . CGMMD[}GHE £9.99 » AMET%&_? 99 = ATARI ST¢ £19.99 » AMIGA I.E-'i'EH

R I b G o s koM. T A A O .

IMAGINE SOFTWARE « 6 CENTRAL STREET - MANCHESTER M2 5NS - TEL: 061-832 6633 - TELEX: 667799 OCEANS G - FAX: 061 834 0650




t last! Since April of last
Ay&ar (two editors back!)

Martin Walker has keptus
enthralled with his diary, day by
day detailing his life, his leisure
| activities and how often he
changes his socks. In the odd
hour or two aside from writing
the many volumes of the diary
Martin has also produced his

DIFr>u"Ncru

L
A
L3

Electric Dreams, C64 £9.99 cassette, £14.99 disk

next opus, Citadel. And lo and
bahold here it is!

Man has colonised much of
the the universe in the centuries
since leaving mother Earth. But
even in this age of advanced
technology, a great many things
remain a total mystery. One
such enigma is that of the barren
world far out on the outer rim of
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®Explore deserted cities in a brilliant mixture of strategy and arcade action.
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civilisation. Probe exploration
has revealed a massive under-
ground complex of deserted
rooms, corridors and passage-
ways. Deserted that is except
for probe-destroying rabotic
defences. Whoever built the city
forgot to switch off the
defences, or maybe they

didn't. ..

{:%;

Following the probe's
destruction, a remote Monitor
Mk IV armed vehicle is beamed
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down to the surface with orders
to reach the heart of the com-
plex and learn all the alien sec-
rets within. The Monitor starts
its exploration in the first of eight
cities, each city consisting of
two levels interconnected by lift
shafts, and fiercely guarded by
robots and floor guns.

Intheory, Monitor can wander
the corridors in complete safety
if it doesn't get too near traps
where robots lurk. Stray within
two spaces of one and it'll open
to reveal any one of six types of
maobile guard or four types of
increasingly smart static guns.
Protecting long-gone masters,
the defences still perform their
function with total efficiency.

The long term objective is to
reach the heart of the complex,
something which will take a lot
of puzzling over seemingly

| impassible defences. A laser
| bolt will usually do just fine on

the guns but often traps contain

| anever ending stream of mobile

guards — best to use discretion

and sneak past, especially if it's |

a Destroyer or Homer looking
for targets
Monitor has a special capture

| probe builtinto its hardware. By

activating it Monitor can use

| switches and pick up weapons.
| Most importantly however, it

| can be used to capture enemy

| robots (although this costs

| energy). DOnce caught the hos-

Alright, so it hasn't got the pure,
non-stop action of Armalyte, or
the unadulterated puzzies of
Tetris, but what it does haveisa
superb mix of the two different
game-styles. Presentation
throughout is very slick indeed
and the graphics, in particular,
are faultless, chrome-like shad-
ing and look amazing when
closely examined. Each city has
not only its own unique look but
a marvellous background "hum’
as well (listen out for the pumps
in the Second City). A first class
and brain-bending shoot-'am-

up.



MOBILE ROBOTS

Watcher - Hovers nearby

Stunner - 4 way horizontally/
vartically firing

Diagonoid - 4 way diagonally firing
Assassin - Rams on sight
Blocker - Fires in all 8 directions
Aggressor - Firesin all Bdirections
Dropper - Fires lathal Homar
missiias

Dastroyer - 8 way firing and fast
with i!

STATIC GUNS

Doma Gun = Fires in 4 directions
horizontally and vertically
Diagun = Fires in 4 directions
diagonally

Turret Gun - Fast at firing in all 8
directions - mean!

Steppergun-Fires Homer missiles
- REAL meaan!

WEAPON PODS

Rapid Firing - says it all

2 way firing - rear and front fire

?wayr firing - forward 3 directional
gy

Burst firing — long range rapid salvo
fire

E‘"Jlml, E‘Iiﬂ Fﬁuﬁ[ Eq:"

tage robot can be putinto any of
eight positions around Monitor
to serve as a shield and batter-
ing ram - the stronger the robot
to begin with, the longer it will
last before being destroyed. The
robot can also be fixed in a set
position to pass trickier obsta-
cles.

If Monitor gets within two
spaces of a trap and it hasn't
opened then Monitor's luck isin.
The ‘trap’ is either a switch
(used to turn off forcefields bar-
ring the way to other areas of the
city), a weapon pod {one of four
increasingly powerful types), or

T513600 HaF 1
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an energy recharge pod (like
gold dust on the later levels —
few and far between but price-
less when found). Collected
weapons will eventually run out
of power so make careful use of
them.

QOur metallic friend also has a
finite energy level which can be
reduced by contact with laser
bolts, homing missiles or suici-
dal robots. Total destruction
results in another Monitor (one
of six) being beamed down to
the last lift shaft used. A new
droid is earned every 10,000
points.

Well, we've waited a long time for Citadel and it's something of a
relief to be able to report Martin Walker has used all that time to
excellent effect. On first sight what comes to mind is Paradroid
which also has an overhead view of robot warfare, but Citadel plays
a lot differently. While shoot-"em-up reflexes are vital, the real heart
of the game is thinking ahead and — most importantly — not panicking!
The background graphics are above-average, but what really shines
(literally) are the enemies. The onel like best has a sort of strobe effact
inside it — superb! This is an excellent game, and if you're prepared to
persist for the hour or so it needs to fully get the hang of, then you're

in for a real treat.
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ALICLIST

I5 one of the most
abtmrhlng games |'ve played in
ages. Far from being the fast
shoot-'em-up most people
expected, it is an original mixture
of strategy and arcade action,
with the emphasis on the former,
Simply charging around trying to
blast everything in sight triggers
more traps than can be handled.
if you want to avoid an early
grave you must plan your attack,
then charge around blasting
averything while following a plan.
The eight levels present a big
challenge, but even when you've
just died after spending ages
getting somewhere, there's
something which draws you
back. Beautifully presented with
an excellent soundtrack, Citadel
Is a great original game - a

classic not to be missed.

The good news is that an Amiga
version is under consideration = let's
hope it doesn't take as long to appear
as the original!

updatﬁ

PRESENTATION 88%

Demonstration sequence, random/
normal frap layout with a superb
attract mode showing what's lined
up.

GRAPHICS 85%

The enemy robots are so well
polished they look brand new. Subtly
different cities contain wall-drawn
pipes and comidors etc.

SOUND 93%
Each city has its own type of highly
atmosphenc 'hum’ accompanied
with above-a tunalets. The

| pounding title tune Is brilliant too.

HOOKABILITY 78%

First attempts will be met with utter
confusion but the method of play is
quickly mastered and sasy to usa,

LASTABILITY 93%
Eight cities increasing dramatically in
difficulty with the random traps 10

pose a

EAL challenge even if you
complate the game.

OVERALL

91 %

time in the making
but Martin Walker's come up with

the goods in fine style. An excellent
cross-breed of shoot-"em-up and
puzzie action.

It's besan a

1“5
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Firebird, C64 £9.99
cassette, £14.99 disk

is the kind of hero who laughs
in the face of death and
promptly head butts him one for

lt’s 1945 and Rick Dangerous

fter programming Kik
Start | and Il, Shaun South-
mounts up for yet

another motorbike game.
Fifteen courses are divided up
into five sets. The three courses
in each set must be completed
(in any order) to go onto the next

Gremlin Graphics, C64 £9.99 cassette, £14.99 disk

set. if you fail to complete a
course inside the time limit then
it's ‘game over'.

Courses feature hills, water
obstacles, logs, and VW Beetles!

T ol o o

good measure. Such courage is
abrupt put to the test when his
aircraft crashes near the temple
of the headhunting Goolu tribe.
Rather than running away as
fast as possible Rick decides to
loot some treasure while he's
there. He's armed with a gun, six

o
-

by — ey ——
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sticks of dynamite (for blowing
away fallen stonework, and a
prodding stick (makes a change
from a whip).

if Rick survives the caverns
he's straight off to Egypt to
rescue the precious Jewel of
Ankhel from some mad mullahs.
In the third mission Mr. Danger-
ousisoffto. . . . well, you'll have
to find that out for yourself.

PRESENTATION 79%

Good intro screen, clean layout and a
handy Abort key.

GRAPHICS 78%
Good cavern backgrounds but the
sprtes lack anything more than mod-
arate gatail.

SOUND 57%
Pleasing star-of-leval ditties but gen-
grally guiet spot effects otharsse

HOOKABILITY 73%

A rather tough star bul the problem
£.|:|I1..'|I‘!g glement 300N comes into Its
oW and Keeps you glued.

LASTABILITY 76%
BS rooms may not seem ke a ot but
you'll be hard pushed 10 586 a Quarier
of them in your first sitting

OVERALL
73%

A playable and fun platfiorm-style
game but not much more than that.

- m—

Besides accelerating/braking
you can use one of three gears.
If you stall the engine, fall over,
or go off the course, you are
penalized by crucial seconds

being taken off your time limit.

¥ A few more bruises for the budding Eddie Kidd

BT 2B ZZAPF! AUGUST 1989

The Amiga game should be reviewed
next issue and will cost £19.99,

PRESENTATION 42%

Brief, but etfective instructions.

GRAPHICS 39%

Respectable mam sprite, but minimal
arimatian,

SOUND 35%

In-game sound 5 imited (o engine
MNISEs.

HOOKABILITY 39%

Initially a touch frustrating

LASTABILITY 36%

There are 15 courses, but will you
want 1o keap playing?

OVERALL
38%

An overpriced follow-up to the
much superior Kik Start 11,




ng off the hole’

"s thinking nudamgrindrny teeth to a pulp. | like

Firebird, C64 £9.99 cassette, £14.99 disk

ool is pool, there's no two
Pwayﬁ about it and of

course we don't need to
explain the ins and outs of the
game just for the very few out
there now do we? This game of
pool though is slightly different
from the norm as you can walk
around the table and view the
table from almost all angles.
Yes, that's the 3-D element of
the game, adding an extra sense
of realism to what could be
otherwise just a fairly ordinary
pool game.

During play just have a good
look around the table and judge
the game from all angles. Once
a shot is decided upon move
around the table to the best
place and angle for the shot,
adjust the power level and send
that cueball on its way. Top and
bottom spin on the cueball can
be induced by changing the
height at which you look at the
table. Official pool rules apply
with a foul shot resuiting inyour
opponent being awarded an
extra turn and free ball.

As well as the run of the mill

= PLAVER _ OME

¥ Make sure you keap one foot on
the floor (or it's adulteryl)

two player and practice options,
a trick play option allows you to
play 15 types of trick shot or

Pt

pool

3-D Pool is a well executed,

original game but does the

computer have to think for minutes at a time before taking a shot?

construct your own. There's
also a tournament to be played
against eight other hustlers
(matches consist of three

¥ Getting high on potting

frames). Beat all these and you
go up against the champion
himself Maltese Joe.

The Amiga game should be reviewead
next issue and will cost £19.99.

PRESENTATION 77%

Dual player mode, demos, trick sholt
option - all axplained well

GRAPHICS 75%
Good, although perspective is dodgy
at times.

SOUND 55%

Mo tunes to speak of, but satisfyingly
realistic clunks and thuds of balls col-
hiching

HOOKABILITY 73%

Easy enough to understand and get
nta

LASTABILITY 75%

A significant challenge is offered by
the Tournament game but a lot of
patiancea is reguired.

OVERALL
74.%

A novel twist on the traditional pool
game with good graphics to match.

ZZAFP! AUGUST 1989 EE 1 3 &8
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Mindscape, C64 £9.99 cassette, £14.99 disk

tep right up sir and enter
s the Sport Time

Clubhouse. Get your cue
out to play a typically English or
French game of BILLIARDS
{(American sports, who needs
‘em?). How about CRAZY POOL
with its tables crammed with
bumpers, holes and generally
zany obstacles to shoot

A | bet those table football players get dizzy

around? And if you tire of the
pool tables we have here, why
not construct your own wild and
wacky tables - we'll provide the
wood.

if cue-chalking, ball-potting,
cueball-shooting action isn't for
you then get down to it on the
PINBALL table but don't bash
the table, Tilting isn't going todo

A It's the ducks | feel sorry for

B 1T 4 z7APF AUGUST 1989

Well this isn’t exactly a totally original idea, that's for
sure. It's a mixture of simple-idea games, most of which
weren’t all that hot to start with (although the mass of
options offers good scope of play). The games are as
playable as they could be (the Shooting Gallery having
a certain charm in two player mode) but the graphics and feeble
sound effects fail to inspire. A good game for those of you seeking
nostalgia but there are certainly better ideas for sports games around

at the moment. The muitiload is also a pain,

¥ Flipping out at the pinball table

NMIKE
NBEELDD

your wizard gamesplaying
abllities any good either.

Never heard of SKEEBALL,
sir? You'llrecognise it when you
see it — basically you've gota -
target of five rings inside one
another with the biggest points
to be had in the middle. Use the
crosshair to aim and roll your
balls up the ramp.

Fancy your chances as a
deadeye dick? Well then get the
old airgun out and blast away at
those rabbits, ducks and fish in

. basket-
ball and American football,
Instead, we get billiards, pinball
and table footballl All of these
‘sports’ are implemented in a
very simple fashion and playing
thern on your own is not the most
exciting  experience  ever

devised. So it's just as well
there's a multi-player option
which provides some competi-
tion. This is where the real fun
starts

events are especially enjoyable,
my favourite being the hilariously
frantic table football. Six games
for the price of one isn't bad
value,

the SHOOTING GALLERY. Hit
the turtle for double points or
that pesky squirrel just for the
hell of it but don’t shoot your
opponent’s target-it'll lose you
points.

And finally, although it may
not be the most American of
sports, TABLE FOOTBALL is fun
to play so get your kit on and
spin those men in the faithful
recreation of every young boy's
Xmas present.

The parameters behind all six
games are open to modification
including the skill levels, length
of game time, speed of play,
number of players (up to four)

|
npnonnn)

A

and other factors particular to
each game (such as the pre-
sence of a Tilt option on the Pin-
ball game or the weight, recoil
and speed of the gun in the
Shooting Gallery).

— 1 aall=-F-"

There are no plans for an Amiga
game.

PRESENTATION 63%
Annoyingly prominent multiload gves
you tha time to read the comprehen

sive manuall

GRAPHICS 65%

Patchy but detailed for most events
Adequate use of colour

SOUND 55%

The tunes aren’t remarkable and thie
sound effects are merely adequate.

HOOKAEBILITY 58%

Multiload makes it ditficult to get into
the game

LASTABILITY 67%

A considerable number of options for
gach event but tha incentive to come
back isn’t all that strong

OVERALL
62%

Old but playable games providing
variation on the traditional sports
theme. Best with two players.




Dinamic, Amiga £24.95

hose naughty terrorists
have gone and ‘borrowed’
the brand-new American
U-5544 nuclear submarine
intent on launching an attack on

Once you manage
to get past the frus-
trating first section,
an infinitely
superior game is
waiting for you on the second
load. Presentation is first-class,

erbly defined characters and an
amazing James Bond-style title
track. A brilliant arcade adven-
ture only slightly marred by a
cruel first level.

with realistically animated, sup- P

some oil-rich Arab countries.

Seeing as Ollie North’s stuck
in a courtroom somewhere, it's
up to you to sneak behind enemy
lines, infiltrate the sub and acti-
vate the self-destruct system
built into the mechanics of the
underwater fortress.

Atwo part program, Load One
saes you negotiating a mine-
strewn section of the Gulfin a
rubber dinghy, avoiding rocks

awhile at least.
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submarine

and extremists on your way,
before hijacking an enemy
bathyscape and diving the
depths to reach the sub.

In Load Two you must collect
the many pieces of secret code,
unknowingly carried by Middie-
Eastern officers, and enter them
into the central computer, of
which workstations are placed
at strategic positions on the
vessel.

The best thing to do with Navy Moves is ignore the
ridiculously hard first section altogether. Thankfully the
second section is easier and much more playable as a
result. Because of the limited ammao, this isn't a mind-
less shoot-em-up, but instead a thought-provoking
arcade adventure. Arhythmic soundtrack and detailed graphics com-

plement the gameplay. Navy Moves is stylishly presented and fun for
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PRESENTATION 73%
Useful instructions and a thoughtfully
lsid-out scraen display.

GRAPHICS 79%
Raalistic sprites char nd
atmospheric haug:i:m

SOUND B81%
A rousing sounditrack and various
sampled spot effects.

HOOKABILITY 62%

The tough first section could weall put
some playersoff ...

LASTABILITY 79%
~but if you persavere, Ihe results are
worth the affort.

OVERALL
75%

Gremlin, C64 £9.99 cassette, £14.99 disk

lien forces are attacking
the galaxy. Human civili-
sations are in dire need of
more fighter pilots, so you vol-
unteer for pilot training.
And where do all potential

Galactic Fighter Pilots go? Why,
Stripworld, of course. Here, titil-

lating Tina reveals her top secret
assets . .. er, | mean here, you
will attempt to survive a trip
through the 30 sectors of the
scrolling, isometric 3-D training
ground, piloting a Star Fighter
and Ground Assault Vehicle on
alternate sectors ,battling

the same sector umpteen times.

against simulated alien
defences.

You start with just one life,
although plasma cells can be
collected which absorb one hit
each. if your ship is destroyed
you are sent back to the previ-
ous sector, but if you were on
level one it's game over.

The 3-D scrolling is full of horrible glitches and the colour
schemse is bland. Worse still, gameplay is a rip-off of the
ancient Zasxon although nowhere near as addictive. |
And how can it be when it's so difficult to actually die?
Even when your ship is blown up, all that happens is
you're sent back to the previous level. So you can just keep going until
you reach a really hard sector when you'll probably end up repeating

Vortex have pro-
duced some good
games in the past
such as Highway
Encounter. But
whereas those games contained
some fascinating, thought-pro-
voking gameplay, H.A.T.E. sub-
stitutes mindless blasting action.
Couple this with appallingly dull
graphics and yukky scrolling and
you have one pri shoot-
‘em-up. With its prehistoric pres-
entation and mind-numbing
action, HA.T.E. is simply old

I H.A.T.

16-bit H.A.T.E. should ba out by the
time you read this, costing £19.99.

update

PRESENTATION 28%
Generally bland
GRAPHICS 26%

Glitchyy 3-D scrolling

SOUND 51%

Mot as bad as other aspects

HOOKABILITY 35%

Mot even intially playable

LASTABILITY 20%

You won't die, you'll give up

OVERALL
24.%

You'll HAT.E it!

ZFAP! AUuCusT 1989 B 1 5 BB
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Hat is back!
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Psyclapse, C64 £9.99 cassette, £12.99 disk:

Amiga £19.95

rchaeology could well

replace Martial arts as the

favourite science of
adventuring heroes. After
Indiana Jones and Rick Danger-
ous looting a few temples in the
1930s we move to the future for
a spectacularly unlucky ‘dig".
it's 1999 and you've just
unearthed what appears to be
mass burial ground dominated
by a stone engraved with the
word ‘Baal’. When you mention
this to a colleague he turns
white and warns you not to
touch the stone. You rush back
to the site, but too late . . .

A horde of demons led by the

horrific Baal have been

released. Their aim is the
destruction of the Earth, but due
to it being 1999 they've decided
not to use fire 'n’ brimstone -
instead they've nicked the Ulti-
mate War Machine. To prevent
them using it you've been drop-
ped into their caverns.

Rather than a cross and holy
water you've got a laser to deal
with the demons, and there's
three add-on cartridges to be
found in the caverns. Basic
gameplay is platforms-and-lad-
ders with lots of shooting on the
way. The Amiga game consists
of three domains, or levels, two
large and one small. Collect all
the war machine parts in a

¥ Let's all go pot-holing . . . well it seemed like a good idea at the

time! (64

o =T L T P =TT

T 0

¥ The window cleaner's left his ladder down here — how

convenient!(Amiga)




for the Blood Money conversion.

After some mediocre 8-bit conversions by Melbourne
House, Psygnosis/Psyclapse has now taken direct con-
trol of the converting of its impressive 16-bit line-up.
Baal is the first of these games, and gives us an oppor-
tunity to look at the original Amiga game which missed
areview. The basic platforms-and-ladders gameplay is virtually iden-
tical on both machines, each version suffering from being a touch too
tough and repetitive. But presentation is slick, and the degree of
challenge provides good value for money with lots to explore and
| map. C64 owners in particular should welcome this game, which
makes better use of machine than the Amiga version, and bodes well

=

domain and a transporter takes
you to the next. With C64 game
there's an additional ‘small’
domain. In each domain the
platforms-and-ladders are
divided into sections by gaps

| personally found
Baal great fun to
play, mainly thanks
to its simplicity — a
‘'software bound-
aries’ breaking program this
most certainly isn't. The 64 isn't
pushed anything beyond aver-
age with dull backdrops and
generally drab presentation all
ound, the Amiga game bettering
it only slightly in terms of graphic
detail, with subdued use of col- I
our as well. A lack of graphic
atmosphere is mirrored by the
sonics, which are sparse with no
in-game tune. To my mind the 64
game comes off best overall:
both versions may play the same
but the 64 has a better all round

‘feel’ and pace compared with
the unforgiving Amiga game.
e —

too large to jump. Instead a jet
pack must be used, Fuel is
limited and if you run out before
you find somewhere to land you
blow up!

On the Amiga you can save the
game at special locations,
whereas onthe Cé4 youhaveto
make do with a password given
when you complete a level.

64 .

PRESENTATION 52%

Great cover art, but disk varsion takes
ages to load and has an annoying
death sequenca

GRAPHICS 63%

The main spriteis good. but the back-
Qrounds are dwll

SOUND 56%

Effective spot FX, bul no in-game
MGG

HOOKABILITY 55%

120 1 easy 1o get into

LASTABILITY 80%

A substantial challenge, with a
domain extra over the Amiga game

OVERALL
65%

An above average platforms-and
ladders/shoot-'em-up hybrid

PRESENTATION 68%

Good box and manual, but no game
intro sequence.

GRAPHICS 63%

Some nice touches, but unremarka-
ble as a whola.

SOUND 65%

Good spot FX and 11 minute intro
tune but no in-game music.

HOOKABILITY 54%
Frustratingly difficult to begin
with . . .

LASTABILITY 75%

. - . but should provide a good long-
term challenge.

OVERALL
63%

Won't appeal to everyone, but at
£20 it's worth a look.

@ Over 100 sound effects ...

not seen in the movie.
plus movie theme music.

® Comes with Henry Jones clue packed Grail Diary.

And this ftime

ATARIST & CBM AMIGA £24.99 @ [BM PC & COMPATIBLES £29.99
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CAPTAIN

DARK PESTROYER, THE FIEND
WITH A SEVERE PERSONALITY
PROBLEM I$ TRYING TO PDESTROYV
ALL THE GAMES SOFTWARE
INTHE CITY.....

HOLD IT
RIGHT THERE |

CAPTAIN LIGHT

- i"’*‘

SO ITWAS ABIT
BELOW THE BELT,
WHO CARES? ONLY ||
TROUBLE 15, HE'S
DESTROYED ALL
THE GAMES
SOFTWAKE
¢
¥

’%« /. HEY, WAIT A SECOND
" THERE MIGHT BE ONE
GLIMMER OF HOFE. ..

/

D

] ]
ldlid 17

 SWITCHE

ON

Mernel

DARK

DESTROYER

NO MORE FUN
MEATHEAPS!

HAW! HAW! HAW!
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N CREDIT CARD HOTLINE:

-I. .J.r l..
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Post To: The Personol Compater Show,
\ T chat Office, 11 Monchestar Souars,
'||L London WM 548
Plecse send ma my hicket(s) io the Persono

Illi Com

“-‘E“ \LH Address _

plter Show
\ Mo of Tickals
'I|II Mama

'I|II ERHCLOSE A CHEGQUEMPOSTAL ORDER
ADE PAYABLE TO: THE PERSDMAL
\ COMPUTER SHOW
FOR _ [E3.50 per ticket)
Lnoer 1Hs will nol be admithed on tha
0 ) \ 2Tt 28th and 9 Sepfember os these
¥ \ Soysoreest usively bor Trode and
Business visdors. Under 18% wal
\ niof be allowed in fha
II'I- brsiness hal

01-7418989
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Summer's i
sun-bl arrived and Ludlow’s been

dise for turned into a

tourists, and
tted workers ¢ . an h-EIl_ for all
your ZZAP! from the depths nft$ ;n l.l.l'r:]?adr to bring you

Towers. It's a hard life tri 4 '
: life toiling i g conditioned
than me, but at Jeast | ht:::: 91n a building even older

t0 provide some informative, a usirrespﬂ"den“'

plain daft distractions. On with thrlI;| Hranp?, L T

YOU BA*T**DS. YOU MEAN
CALLOUS, HEARTLESS BA*T**DS

Dear Lioyd,

How could you do it have you no consideration for people who
maybe don’t have the self restraint of others. As you may or may
not have guessed | am weeping over the Elite cheats you were

sodish enough to print for the Amiga in the last two issues of
ZZAP! MEGA MAG. e

There | was one sunny afternoon enjoying being blown to bits
by Thargoids, Kraits, Mambas and every other type of ship you
could possibly imagine when | was informed by a mate of the
cheats printed in your completely humungous mag.

Well, | thought, what harm could a docking computer do? Or
maybe a itsy-bitsy Galactic hyperdrive? And just a little Energy
Bomb... ortwo... orthree... orfour. Well, carrying on like
this in five minutes | had amassed one hell of a mean ship and
nothing could stand in my way. ‘Well what he's moaning about

then?' | hear some of your readers curse, ‘after all he’s Elite, isn't
he?' Well, fellow readers now | have absolutely no one to touch
me, | am invincible. And believe me being invincible isn't all it's
cracked up to be, now I'm forced to live the life of a Prince,
lonely, rich and untouchable. Believe me I've tried everything,
flying into my own missiles, Retro-Rocketing in a space station,
and now I've had to resort to such drastic methods as fighting
Thargoid space stations blindfold while being tortured by the
vocal chords of KYLIE MINOGUE. But it's no use - it looks as
though | am immortal. In fact I'm typing this letter while saving
thousands of refugees from a supernova. And my only
consolation is that you lousy so-and-so's feel guilty and
uncomfortable in the knowledge that many a person has
suffered the way | have, and now sits glued to the screen whining
at the thought of a rich, fruitful and eternal life. Sob sob sob.
Max (PINK FLOYD) Lowe, London N1 8NG

Well Max, or can | call you Pink?, complaints about the pokes
section are fairly common but usually heavily outnumbered by
the volume of pokes, tips, etc sent in, not to mention requests
for even more Tips pages. But nevertheless your philosophical
ramblings about the nature of tragedy of and the
apparent duilness of , Struck me as deserving this
month’s ‘Letter Of Month’ award. Let this be encouragement for
muhpmmmmmwmm,m man.

SLOT THEM IN

Dear Lloyd,

Before | start blabbering on | would just like to say that | think
that ZZAP! is Top. But you have missed out on things that all of
our games originate from. Yep! you have got it (or rather
haven't)... ARCADES. | just luv arcade reviews and the
screenshots just make my mouth water.

Also, how about more demo tapes, more tips, more Rrap,
more 64/Amiga reviews and more previews,

In return, why not charge about £2.00 for your brill mag. I'm
sure that many, many readers would share this opinion with me.

Why don't you give it a trial run one ish? I reckon it will go down
really well with everyone else.

Anthony (Bazzo) Barry. Manchester M28 5HU

PS. If non= of the above is possible to do, please please please
please please try to include a bit on the arcades.

£2 for ZZAPI? What does else think? Would you pay £2
every month for all the things we'd love to do... more tips,
Rrap, reviews, previews, features ... the list is endless. Of
course, price isn't the only thing determining the size of the mag,
advertising is important as well - and going through its
customary Summer slump now — but write in with your views on
the subject.

As for arcade coverage, ZZAP!'s tended to do big features
every now and then rather than have a permanent section
devoted to it. In fact, a big summer round-up of arcade games is
planned and depending on reaction to that we might try and
further increase our trips to the arcades. Robin Hogg’s a big fan
of the arcade machines, and needs only the slightest excuse to
pump expensé money into them, so watch out for some big
m:ﬁuimun the latest coin-ops soon.

."_"'-':.'.a
i
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WOT NO CASH?

Dear Lloyd,

In ZZAP! 50's classifieds why weren't there any £ signs. | have written
a really crap joke for you pity |'ve forgotten it.

Paul Garside, Bolton-by-Bowland, BBT 4NT

2ad to say the grubby world of cash has not fled the ZZAP!
classifieds, rather a slight technical hitch has crept in. As sharp-eyed
readers will have noticed the font, or typeface, classifieds were
printed in was different as well. This is due fo classifieds, and mail
order, being at the very cutting edge of magazine technology, ie
glectronic publishing on an Apple Macintosh computer. Practically
all of TGM and CRASH are done on the Mac, and when they've ironed
the bugs out ZZAF! should follow. The Mac offers a revolution in
flexibility, cost-effectivenass . . . and has some amazing graphics
demas. Sadly it can't read IBM £ signs, and even worse we're not
allowed to play games on it (yet).

LM
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4 MISSING CLASSICS ™

[ ' ' is one
Pﬁﬁ:;&lgﬂghw sound really stupid for saying this, b:;::;faﬁr ; Caly
game that | really want, yes, it is that MEr:u ; :g;:; E %ut théy R
n to over eleven computer game st
ha: isbﬁ? were an alien, asking for a prehistonc g?n;nte. e
- Please, tell me where | can get a copy of this great g .

Ernie ‘Emu’ Stanmore

' ' eit, |
' | racently, with the blisters to prov
Itsmp{.!am abﬂu:rthis racing classic. Fortunately

Having just played P :
ellent game first time

- n't agree with you m . .
Vo angﬂ' anyone else who missed this exc

g::"{o}r.:r?vtc;’ Kixx plan to rerglease it in mid-July, priced £2. 99 (tape) and
£4.99 (disk). -
% LM - Y \-.._ Y/
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COMEDIANS
OF OUR TIME

U 1) Sidney James.

SHLTTI L3l

blow B0 @ nation of classic comedy-kovers
Catchphrase - ‘Cor Blimey!'

El:?iﬁ?g’ad:'mmws taking over 64 space and the editorial saying

s "mﬁﬁ?rf; ;na:a Vic Computing which wa; H:::?E:
v thllE’t Vic-20 stuff. After some m-n_nﬂ'ls‘ and 'tha arriv e s
Eu;aé: pﬂaga appeared in Vic Computing. Dﬂﬂ ::l.:‘::vwas‘. i
editorial, ‘we will still give the :;ﬂhtuusgﬁ::mudum ves'. Aftor
esars the name was C ]
::::-?1‘3 worry etc etc etc' said the a-d‘ltm:ial. S
know what is coming next, don't your? 20 sl
ufvg:mmndnm User, look through it and fin

which will be given ‘the spa:aqit Ednaarwas ;
Dineon Harrison, Oldham, OL8 2L

laints, but | take it you're
ZZAP! isn’t really the place for CU comp ?:t s o

uﬂ"ﬂfﬁ'ﬂaﬁfﬁf;fgfh ou the as&urir;c; that as
st 1] ba cover P
long as there's C64 games n b
Despite the

in the C64 ye 2
omote the machine, .
ﬂ?ﬁiﬁ:ﬁ;ﬁg to be released (like Batman:

hope), and rereleased (like Pitstop .
LM

's a great many
and there ThggMnHE.- ch

Thiziman they calied ‘Ore-Take James ™ shof b fame in the fedari-
ouss Gy O Constabile, and remained a familiar face in the Peder I
Rogers send-ups until Cary O Dvek. Sid's unique wit knew o

generation gaps, and his untimely death in 1975 came as a heavy )
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THE c}&}EMAN RETURNETH?

Just a qm-:":k word on a subject which hasn't been mentioned for
quite a while.

The subject: Diaries of games
The quick word: Brilliant

Can't get much quicker than that, can you? Anyway, the Andrew
Braybrook diaries were both brilliant, Jeff Minter's one was good, the
oné currently being run in TGM is great, but the greatest diary ever
to grace the pages of any magazine has to be the one by Martin
Walker.

However, | assume that, regretfully, there must only be a few
months of this one left to run, 'cos it's been running for some time. |
also assume that you may be looking for another diarist in the near
future, so | thought I'd help you find someone (this is my community
service bitl), what we need for the new diarist is someone with a bit
of pizzazz (hope that's speit right, for some reason it wasn't in my
dictionary!) .

Let's see, what we need is a great games writer, someone who
knows the insides of the 64 pretty well (even from the outside!) and
who can come up with some brilliant ideas and programming
routines. Also the person would need to be able to write the diary
well, come up with some brilliantly funny things to say yet still explain
his programming routines clearly. It would help if this person could
maybe do other things as well, like do great graphics, magic music
and create startling sound effects (for you techno folk out there who
are unsure as to the meaning of the last two words, let me explain in
more detail - SFX, there, you understand now doncha).

match the criteria that I've set out, just let me think for a minute,
K i B it O e L ERN)

Ah yes, got it, | know, how about that wild, crazy and hilarious
Martin ‘axeman’ Walker fella.

Sign "im up now.

Keith ‘Squeak’ McLeman, Fraserburgh, AB4 5RJ

PS. About the charts, | can handle them being stuck out of the road

somewhere, but no music charts? It's too much for a body to take
(honast).

Martin Walker says 'thank you, very much' and the cheque’s in the
past no doubt.
LM

4

Hmm, this is gonna be tricky, there must be someone who can




AMAZING NEW CONSOLE TO TRASH
AMIGAS!

Dear Lioyd,
Some important information has come my way.

Throw away your Amigas, throw away your STs (if you haven't
already) and throw away your Archies. The latest super console from
Japan is just about to become available to you in the UK. Andno, I'm
not talking about your piddling PC Engines, Konix Systems and
CDIs. The latest console, the Law Sung 5x7965 has over 2 billion
colours, produces 96 channel stereo sound, contains 96 processors
and has games with images the quality of feature films. The
Computer Industry will never be the same. And all this for only
£149.99.

But seriously though, don't you think you and all the other
magazines are slightly over-reacting to all these CD ROM and Konix
systems. Last year it was ‘throw away your computer and buy a Sega
or Nintendo System’, well I'll be sticking to my old miggy (Amiga to
youmate) and C64.

Lawson Davies, Pencoed CF35 5LR
PS. Loved issue 50, it was even better than it usually is, the cassette

ﬂ but why £1.60, could you stick at £1.50 like all the other

BANNED!?

Dear Lloyd,
As you probably said yourself, it is the readers’ opinion of what
should be in the magazine and what should not be.

But | cannot recall a whole barrage of letters asking for reviews of
games NOT to be published if they are for the age of 18 or over.

Surely there must be readers in this age group, who would be
enlightened to have these kind of reviews in their favourite magazine.
In which they could easily obtain from other computer magazines
and ignore ZZAP!

Your magazine is brought from readers of all ages and to review
these types of games, will mean a superb top class computer
magazine for everyone to enjoy. .

Darren Burky, Fleet, GU13 9BS

The only game I'm aware of with an ‘18" rating is CRL's Jack The
Ripper, which was reviewed. And the only point of that ' 18’ rating,
ma?, was publicity since by far the biggest market is for ‘U’ games.
S0 If you know of any superb ‘18’ rated games, tell us about them
and we'll see if we can do a review,

LM

PATHETIC EXCUSES

Dear Lioyd,
Ifh the garl the pirates who have the pathetic S
th ' games on the market are not sl hﬁ;. o _
TE-I EfE_ﬂf 'I..'EI'!J- Boor ,:'_I-I_ -'-.Tt.'-l‘!"lr"_ Biﬂh thn-r g i Irar :
FOHEE LJ':II-_'! thr_r_:-:.l to say WHAT 1 HE HEL] .['}r-; A
and ; ﬂf'lrh EFLS J Irl'::l.."l read it you Could .‘E:Ei.'_-n,-n;l-:;1l-|" i
Jam;‘: ” E a 1.'_'-| Irvar r'.-'1 L:l.'l'lr_ll" |r.-|-:|u II-II;'|T -::;;_]n '-r rr-l]:l-jdl gdl
NB. Piar ¥ combe, Southampton SO2 gNR
'I'I’Ei.f 1:"":-"' I"I;J . ‘ ”1 iduigent, selfish, non “BXcusable sham lh
Vi JN, Nal Narmae — e SHLHE SNam.
the help of ZZAP1 5 -.!:rlil nes that are all orilliant. | Drought them ::ﬁ
there is one r-1 i am very proud of my collection .I -:.-.::-pd.er if
L ---.-r-,{fﬂ' '|'||'!'Il'.'J IS proud of hie collection of |rl-='-r|. .1-._. der |
SKE | dﬂ'ﬂ 1 "-"nh S50, A LILIC) T ISt Ti””_rE'-SE

M there | e Lo o]
II']{E ”"'E Arﬂ 2iIs e Tﬂﬂﬂtj HTJ. SO

iga it’s piracy, and ne. 1 Ui kil off home computers
’ = | ' a, I'm not kiddine .
there are ten pirate copies for eve ey

g - Psygnosis reckon
L YENY  sinol = .
:}ITHSH.T{JH._-_:.W_QJF then they're fookine. ’-"i-llr :rrr;.:r'_ game they sell
ere s virtually zero piracy. in the (15 .| /M0 Consoles where
of dollars, so an : s

Y Pirates out there beL e

e of 'Oh, most
Nyway, most of

HINK ZZAP's
nes were good

Isole software eams billions

Switch to it ; m‘l"ﬂ.f_p' software pr .
LM Q inflex I'.tHF:.'. but ﬂﬂ'af_':ll,i proof consoles, producers Wil

After a bit of a lull in the dazzling pace of new technelogy during the
monopoly of the €64 and Spectrum we're now being deluged with
new gadgets. The PC Engine, and new, 16-bit Sega and Nintendo
systems are all packed with impressive technology, of course. But
games are the impertant thing, and the PC Engine's suffered rather
surprisingly here, After the mind-boggling R-Type there's been very
few games to make anywhere near as good use of the machine. That
may change, but after seeing Psygnosis's Beast | doubt any other
machine’s going to replace the miggy as the upgrade machine for
C64 owners. And in any case, any computer's also going to have a
decisive edge in flexibility over keyboard-and-‘save game' lacking
consoles. Still, with Atari's launch of a hand-held colour console
running at 16MH: (three times as fast as an Amiga) pessimists can
Kkeep worrying for a while yet. e -

LM

THE TIPS INDEX FAN CLUB i

after last
i mﬁen getting ZZAP!!! for about a year now but after
A ﬂanHAP"! | just couldn’t agree more. k. nothing but great
mnnﬂ‘lﬁm st love to have a total tips boo tenner for it and 80
e ies. | would be willing to pay up o 8 FePRST L b ince
Iy most of my mates with a 64. Please LIOYC,B¥ Ll o orit
the fatties upstairs to print .
been getting ZZAPI

=t
A

id
!"1 .

rains -

ruins the mag. So co irs that is) to print

i a
will buy it. If they still refuse (the :ﬁﬂms upst
one, give em a big poke from melll

L ’ =¥ u“
Connolly, Leigh, WINT 3 |
o more downstairs more

For the l"E-'i:-'ﬂl"d ‘the PHFF“ l]'p!tﬂfrﬁ c:r:ﬁlngb' fit and gl". So

j f course exces :
s anymig :':ﬂﬂirfﬂn?:an say that while we've had a quite
?ﬂﬂ:ar: };u'ng ﬂm tips hﬂpk
deluge necessary to justify it jus
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OLDIES ARE THE BEST?

Dear Lioyd,

I nwdn I.:a ?IBHH., Amiga, 2 printers, 4 monitors (yawn!) and I'm a
good lia

No, seriously | own a CBM64 and a year ago | brought a mag
called Commodore User (ready!). | thought it was brilliant (aim!)
until it changed to Amiga (hold itl). | stopped buying it and was
going to give up on mags (awl) until | saw ZZAP! (hurrah). It is
mega-cool (liarl). | am now a loyal supporter of ZZAP! (for now
anyway).

Now for the questions (moanl). Could you please tell me what
is the best golf game (fore!) and the best basketball game on the
market at the moment? (that's itl). :

Tony Leahy, Cobh, Eire
PS. And if | hear another Irish joke I'm going to break down (aw!).
By the way do you remember Euro '88 - up the Irish!

Thank you for your compliments and loyalty (for now), Tony. To
answer your questions, the oldies remain the best with the
Leaderboard series offering the best golf game (especially
World Class) and International Basketball the best, eh,
basketball. Standby, though, for Cinemaware’s TV Sports
Basketball later in the year. And as for the '88 European
Championship, it just shows what a good English manager can
do, doesn't it!

LM

Another Rrap! finished and rather than coming up
yet another elegant way of bidding you fa rewelﬁ I'm
off home where a comfy garden chair and a carton of
ice-cold orange juice are aaﬂerly awaiting my arrival.
Letters to be perused for the very next Rrap should
be sent to Lloyd Mangram, ZZAP! Rrap, PO Box 10,
LUDLOW, Shropshire, SYB 1DB and will be cooled to
minus 10 degrees before being handed on to your
very special contact on the ZZAP! team.




|5 Booraaticni '
_ ecreation time js anall

=i
I'I"Inﬂ”ﬂﬂt factor in

Randy’s hectic

schedula

; » Randy's forgotten the kays to the company car, Sut no problem

i

=

* 'Oh come on officer all | zald wae

daily grind.

e
1305

» Right then, back to the

4 pgnd®y g o™
gach manth

=

» ‘Phew!,' exclaimed the gorgeous Easington superstar. ‘It was all

a dream!’
— e
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GET THE NET OUT, LADS —

HERE COMMS RANDY!

Hiya again, friends. I've had a number of
favourable reports concerning last issue’s Here

Comms

. which | am over the moon about.

It certainly seems as if I’'m slowly but surely
achieving exactly what | set out to do — to produce
a Compunet section which is not only useful to
Netters, but also an enjoyable read to the majority
of ZZAP! readers. Of course, I’'m always on the
lookout for comments and criticisms, so if you
have anything to say, write to me and SAY IT!

WHAT’S A NICE ED LIKE YOU
DOING IN A PLACE LIKE THIS?

The Borough, Sunderland, to be
precise, There | was, little old me,
standing in a quiet bar in the middie
of my home town, waiting to meet
one of the computer world's largest
celebs unfortunately, Pete
Hardcastle walked up to me just as
| was about to get to the mirror.

Pete is Compunet’s all-singing,
all-dancing, all-new editor. Read on
and witness the conversation which
ensued, the beverages which were
ordered, and the toilet activities
which followed.

DRINK, PETE?
Yeah, go on. Half a lager, ta.

jat which point, Paul strides pur-
posefully over to the barmaid and
purchases said liquid refreshment)

SO, HOW LONG HAVE
YOU BEEN EDITOR OF
COMPUNET THEN?

Let's see ... about ten weeks.
Say three'months; it sounds bet-
ter.

WHAT ARE YOUR DUTIES
AS EDITOR?

Mainly, I've got to keep the net-
work clean and tidy—what 1l mean
by that is moving uploads around
to whichever directory the
should be in, because people will
upload stuff anywhere!

I've got to look after the users,
making sure I answer mailboxes,
that sort of thing. Refereeing
takes up a fair amount of time
(especially in the ZZAP! dirf)
whenever arguments arise. [ have
toeliminate any bad language and
general abuse which occurs on the
Net. Generally I've just got to be
online from six in the evening, to
sort out people’s problems.

HOW DID YOU GET THE
JOB?

I actually started as a common-or-
garden user, and it stayed that
way for around three years, with
me contributing regularly to the
system. | was approached with
tge offer of editorship when the
then editor, Jane Firbank, left.

IT MUST HAVE BEEN
DIFFICULT HAVING
OVERALL CONTROL
AFTER SPENDING SO

MUCH TIME AS A USER.

It can become a bit hairy at imes,
especially if there’s an argument
going on, or something's been
upl:mu_le'd which shouldn't have
been. The problem is that,
because of the amount of time 1
spent as a user, [ have got to know
a lot of the PmﬂlE who come onto
the system, who think of me as
‘one of the boys’. That's fine in
some respects, as it allows me to
converse with the folks, Unfortu-
nately, there are times when | do
have to lay down the law, and
some of the guys don't like that.

DO YOU HAVE ANY
FAVOURITE FRIENDS ON
COMPUNET?

I shouldn’t really tell you this, but
I've always found Top-Cat an
excellent user. He's good for the
MNet, regularly  contributing
utilities and such. He's recently
completed the Pro-Chat software,
and is currently working on the
new program to revamp the
duckshoot at the bottom of the
Compunet screen. There, he'll zet
all bigheaded when he sees this.

I THINK MOST PEOFPLE
WOULD AGREE THAT

COMPUNET IS A PRETTY
WELL-ESTABLISHED
SERVICE. EXACTLY HOW
MANY USERS DOES THE
{5]‘::’51 EM C?HTMH?M A
tra s Hgures are bandi
abnutsf?:-‘:'“all E:m'urks, such as
20,000 for Prestel. And while a
similar sum is claimed for Com-
net, it's a realistic presumption
mla: the actual ﬁg'urep'irs r:uns.i::ller-
ably less. Of course, being editor
for such a short space of time, |
can't be absolutely certain, but
judging by the same old JD's
appeanng night after night, 1 per-
sonally feel that five figures is a
substantial overestimate.

AND HOW MANY OF
THOSE CAN BE LOGGED
ONTO THE NETWORK AT
ONCE?

Sixty-four people can access the
svstem at any one time. And
while that may not sound a lot, a
lot of those people don’t stay for
more than fifteen minutes at a
time. I'd say that if you spent a
week watching nothing but the
list of ID's appearing on ‘Net-
who', you'd see around three
hundred different names during
that ime.

HOW WOULD YOU
COMPARE COMPUNET
NEXT TO THE LIKES OF
PRESTEL?

| like to think ot Compunet as a
small village, whereas Prestel is
more akin to a busy town or city
Prestel i wery faceless, while
everyone knows everybody else
on the Net, even to the extent of
having ‘names’ in the IDs, as

opposed to a long number,
IS THAT A GOOD THING?

Well, yes and no. It is when you
consider the amount of people

¥ The man with a multitude of words, each one spoken in a broad,

North-Eastern accent. Peta Hardcastle, editor of Compunet.
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you can ‘mEet’ through using
Compunet, Of course, just like
every small village, Compunet
does have its trouble-makers and
ﬁnssfp-mungers, but that's just a
act of life, isn't it?

IT SEEMS AS IF THE
POPULAR AREAS OF
COMPUNET, PARTYLINE
FOR INSTANCE, ARE
CONTINUALLY
BREAKING DOWN. ANY
REASON BEHIND THIS?
Hmmm, not much I can say on
this one, as negotiations are going
on to come to a reasonable com-
promise on the matter. I'll just tell
you that ISTEL, which is the tele-
phone network that Compunet
runs under, has shown increas-
ngly poor performance over the

past few months. Apart from
adding that talks are underway to
attempt to rectify the problem,
that's all you're getting out of me
for that one.

OH WELL, I TRIED.
ANYWAY, I'LL HAVE TO
GO NOW — A JOURNO'S
LIFE AND ALL THAT. TILL
NEXT TIME, THEN.

(And with that, the
obligatory goodbyes were
passed between the two
parties, and each went about
their normal daily business.:

Except Paul, who beat a hasty

retreat back to Easington to

en in a lewd evening out
wiﬁ:ﬁs friends . . . )

A You too can bathe with this woman PGRIN |

it o o

HEREcomvms .. . THE ZZAP! LOGO COMPE)?

Those of you whao follow the ZZAP!
Dir will have realised that | have
been running a litle comp-ette,
through the Net, to design a new
ZZAP! masthead.

The response to the caompo was,
although not staggering; a lot berter
than | expected, with some particus
larly ‘interesting’ enlries Cropping
up here, there and evernywhere
(don't you people upload things
where they're ought to go?l. Any
way, hereis aliberally chosen selec-
tion of what was on offer

YOUR

IS N fop, eOEE MHILE SHL 1KE

A DICEY (Snivelling Earthquake).
What did you DO to be called that?

TRBEE'MPE BE Soust veam: om MLy,

A PIGLET (Ben Gladman). Well
thought out, |, er, thought.

4 PIGLET (Ben Gladman). Greedy!
Twao in one golll

COMMODORE

UHM,THIS IS THE RIGHT HAG,

INNIT 2727

APt

| WERT CINT

A DAZ (D. Russell). Simple but
effective, was my view.

ANUTT '67 (Mr Fantasy). Almost as
fantastic as the handle, Nutt!

SAME HITH NON-SERRATED EDGES

A DICEY {Snivelling Earthquake).
ANOTHER one? Tut tut!

ISR
LR

e e —————
VOTE L oM THIE Lowm@, 17 BESEEWESE §T BES

Alas, Here Comms

Commiserations to those of yvou
whose pics weren't printed — lack of
space etc, Yeah, | bet vou're all
dying to know who won, then, The
lucky ducky who picks up a ZZAP!
£50 software voucher is PIGLET
(Ben Gladman), so now you can
rush round and shout to all your pals
that you've been a bit lucky for
once.

Oh yeah, WHIPPET (C Birch),
you win a prize for your ‘interesting’
contribution. A copy of a Top Ten
title of my choice will be winging its
way to you as soon as you get in
touch with your address,

Randy shall be notable by its absence next

month, as | take a well-earned break for the summer. Fear
not though, as | shall be steering the good ship Rand back
into port to berth in the October issue. In the meantime,
don‘t forget to check out the ZZAP! dir (GOTO ZZAP) and
upload a frame or two. who knows, you may be featured in
the mag, or win a prize, or something. So, until our next

excursion, au revoir.

ZZAPI AUGUST 198> R 25 8
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NEED YOUR COMPUTER REPAIRED FAST?, o8

FED UP OF WAITING WEEKS FOR YOUR COMPUTER o “‘uuus
TO ARRIVE?

THEN WAIT NO LONGER-send your co mputer to us for fast repairs!
We offer a full repair service on all these makes-Commodore 128
Commodore 16, Commodore Plus 4, Vic 20.

We also have spare parts available by mail order,

- WE DON'T JUST REPAIR YOUR COMMODORE 64-we check

loading, sound, memory, in fact fully overhaul Your computer
for only £35.00-which includes VAT, postage + packing,
insurance, parts and labour. NO HIDDEN EXTRAS. All other
models please call us for a quote on the numbers below.
HOW TO SEND YOUR COMPUTER

Just pack your computer, including power supply, in suitable . e
packaging and send It to the address below, enclosing your chegue Uﬂﬂ'ﬂE
to the value of £35.00-You can also pay by ACCESS/BARCLAYCARD | COMM

e

_—.jﬁ_}:ﬁ-?'? -1'“'\-:-\:- i . :
Developed by us-is 14 smmf .
conventional power supplies.
Just £29.00 + £1.75 p+p

THE VIDEOVAULT
COMPUTER COMPANION

EDITION HOT OFF THE PRESS
Mew Digger catabogue now avaliable
containing over 3,000 items mcluding software
for all computers, joysticks, Spare parts
business software, DoOks plus many more
Just 5emd Sx19p Stamps for your free copy

Manchester 061-236 0376 while yOu Wait repairs & SDares CENtre ONlY.  getveres s iy gy ouantt products

¢ Copyright Videovault LtdNo.786092  WE NOW HAVE FAX: (0) 4574 68946

e send your computer now to-
: E-W VideoVault Ltd, Old Kingsmoor School,
7, Railway Street, Hadfield, Cheshire SK14 8AA.

:n‘l'm.n GUE&‘ Telephone: 04574 EESSE!E??ENEMHEI Head Office & Credit Card urders Queries,
oW mleB'-'F :
Duﬁ: 'i ED':":' e

i oanal




e 1_.-"',.;-

o

T 5 . ——
e i . .
~~ Blaanrt generosity is the key-plEase here, and
- er, SN
_—e
- ¥ —J = : I -' -_‘:
o ! :"j*"‘x e
o - - )H \.
=3 'ﬂ-_—""'h——-rq-n‘ ':

AN A (log " PN S R
ol lvan gzal r’t.f_.l'ur-_'rm '“ﬁ*hl(imjw - Ao
ﬂl'_}gil.il creators, Hewson: Tn faef, nﬁﬁ‘ i
h

bunchyol chaps™ahd chapésses: !
offereds SURER prize for this mogshis Hotline compao!

THe revised version of-the game-which started the Fole:
plaving ball roling, Dungeons And Dragons. i3 waiting
lor vou on the otheeend of a telephone wire. Six rulebooks.
Lo be precise, as well as three dungeon packs (so vou have
somewhere to beat monstérs up!yand a pack of lead® fantasy
figures, 1o complete the illusion of *being there’.

So that’s the first prize, what else is on offer? TEN
copies of Astaroth on Amiga, FEN-posters-of the g,
TEN hule bundles of Stormilord on C64 and TEN large
posters of the Stormlord cover, that's what.

much so that thev've

ek is the number to dial

, should you wish to take advantage
of HgWson’s good nature. 1 just hope they realise how
_much you're using them, that’s all! ;
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DON’T FORGET THE FISH

“Alhnetatest news tromKen D. Fish on . . .

All 089 -numbes costonly-25p 0 minute off-pedk (Mon-Fri
Gpm-Bam, Saturdays, Sundays and Bank Holidays) and W
S minute standard and peak time (8am-6pm Mon-Fri
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Landscapes like you've

never seen befose. Thanks Lo
Freescape — if feels like you're
actually there, Interact with wound
alien mechanisms, avoiding the
Ketars Delences and gain access to
the many sections of the Moon
Mitral. Experience Driller and Fresscape
i action ., "4 NEW 3 DIMENSIONAL
REALITYI® CRASH

THE VINDICATOR

ALL-ACTION
CHART-BUSTERS
JAMMED INTO

~ ONESPECIAL PACK

CHALLENGE "Excellently animated with
[ some great back-drops ... Daley

w . Thompson's Olympic Challenge is
' tirst rate ... another gold

medal winner from

Ocean.”

A CRASH SMASH - CRASH
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irigper hinger here's A game Bo pul iL bo the Best I * r = +Imilr|
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E-D'.I.
“The graphics are great with
fast flowing backgrounds and
smooth, speedy sprites. | now
know what | would do if the
tive minute warning went off
... | would play 5.D.1." FA B -
COMPUTER GAMES WEEK.

l - Oicean Software Limited - 6 Central Street - Manchester M2 GNS
p : Telephone: 061 832 6633  Telex: 669977 OCEANS G - Fax: 061 834 0650

CAPTAIN BLOOD

“To sum up — Bloody excellent.”
“The graphics and sound are
excellent ... an intelligent

strategy game.”
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COMMODORE
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THE LAB REPORT
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RESEARCH PROJECT: Binary code addiction as
a means of controlling the world.

HEAD SCIENTIST: Prof NORMAN NUTZ Phd,
Bsc, KP.

RESEARCH EQUIPMENT: C64, Amiga A500,
Cray-2.

LAB ASSISTANT: The Geek

THE SECRET JOURNAL OF NORMAN

NUTZ

(AGE 113 3/4 plus a bit more since last

month)

Eureka! They say good things always come in threes, and
for this Report I've had great fun playing a trio of superb
adventures. Aha, you.say, but theyre all on the Amiga.
True, but don't worry’if you're a 64 owner v— this is not
going to become an Amiga-only section. It just happened
that I simply wasn't sent any C64 games this month — I
hope this situation will remedy itself soon.

In fact, British adventures on either machine seem to be
few and far between at the moment (somethirg to do with
the summer slump?) while Activision and Mindscape are
releasing plenty of American adventures over here. And
when they're of such a high quality even a staunch patriot
fike me cag 't help whistling “Yankee Doodle Dandy !
During this month's experiments I've played BlacKjack_in

Las Vegas (expectation of winning: 0.854), met friendly |

dwarves (height: 1.24 metres) in the undemground caverns
of a mystical world, and (aughed myself silly exploring the
wacky empire of Quendor (comedy quota: approximately 5
giggles, 3 chuckles, and one side-splitter per minute ).

Form 2-19

Rorschach
Scientific Stationary

DEJA VU II:
LOST IN LAS

VEGAS

lcom/Mindscape, Amiga £24.99

i L N e e

Andc p:n:ple cheering.

A Fancy a gamble in the casino?

N :ing upinalas
Vegas hotel with
a splitting
headaches 1s
guaranteed Lo
send shivers
down the spine.
Did you really
bet your life
savings on roulette last mght” A
glance in the mirror brings ugly
memnnu_». flooding back: the
name's Ace Harding, private
dick, and mobster Tony Malone
beligves you owe him £112.000.
Not even you could lose that
amount of money gambling,
instead it’sall to do with your
previous adventure when.you
were acquitted of the murder of
one of Malone’s leg men. Your
sphttm : headache comes from a
‘friendly’ discussion with Mr
Malone, and his henchmen, last
night, If you don’t find s
hundred and twelve grand within
the next week he'll put more
perforations in you than a Tetley
tea hag letting the flaxour flood
out (alongwith your'blood).
*_During the weék you're'free to
der around Veégas, but just to
sure youdon't make a
ck getaway Malone has

'I."l'nl- hotel »oom door slams shut.

ordered Stogie Martin to keep an
eye on you. Stogie rn:.a::ult'rll:
King Kong in a suit, so it’s wise
not to eross him.
Leaving your room; you're

unaurprw:d ta find that the
‘Lucky Dice’ hotel has its own
casino, where you can play
blackjack against any of five
house players or try your luck on
the fruit machines. However,
getting out of the hotel isn't easy
— the only two methods [ found

.are to either hit someone or take

off your trenchcoat and trousers!

Ohce outside, you find Las
Vegas has changed a bit — apart
from the hotel and a rallway
station there's nothing but
desert. Thankfully trains leave to
Los Angeles, 5t Louis, New
York and your home town -
Chicago — but for Stogie there's
no place like home, and he'll
Eh[_‘.lﬂt :r'{:l'l.l 1f Yiou Ll." iﬂ"-"l.’- hLTL
else, Travelling around Chicago
is by taxi with a deaf driver who
needs to w“n where you
want to go. Thisis where the real
adventuring takes place as you
explore hei.gd runderworld
locations in an attempt to recover
Malone's dough.

Asin the original Défa Viu, Ace




A ...because I'm not sexist,

Harding is controiled usin &
simple menu of j just mght asi
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Launch Date
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Adventure Helpline

AlNTE TIPS AREVIEWS L
COMPETITIOMNS
WITH SOFTWARE PRIZES

TELEPHONE:
0898 338 933

25p per min OfT Peak
38p per min Peak Time

If you don’t need us now,
think of the times vou've needed help.

KEEP THIS NUMBER

e

am the picture
pry window. In
i1 ﬁi{gms (coats,®

be ﬂ}]E ned to

ER, ;I .tmwwlﬂ nts).

OWs can be closed, moved

T around the sereen and expanded/

contracted.

Communication with other

charantrsm 15 limited toa simple

ak command - this is the only
llml;': input is directly typed in,
But most characters encountered
aren’t exactly conversationalists
and willenly respond to strictly
limited inphut,

The menwwindow system is a
pleasure to'use, and eliminates
the pmbl&ms caused by obscure
vocabulary in normal adventures
—with alimitedset 6f commands,
all problems must be solved by
lateral thinking instead of word

uessing. Clues to the mystery of
%1& missing dosh dre hidden
everywhere and you’ll have a
wonderful time mlerpretlng
them: Locationdeggriptions are

brief (to fit into th®snrallish
window) but contagn plenty of
acidic huﬁ iii.-" mplement

the truly u.xu;ellent' graphu:s to
ereate a fine agmosphere,
‘enhanced by occasional, but
good, soundefiects.
Déja Vu Ilis a worthy
follow-up to the excellent,

iInnovative original.

ATMOSPHERE 92%
PUZZLE FACTOR = 94%
INTERACTION . 91%
LASTABILITY 93%
OVERALL _ 92%

& .
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Infocom, Amiga £29.99

hat’s this?
‘Arguably the

rcck ;Lmu&un
your Ami

No, in fact it's
anuihu prime
Amcrler
export -
Infocom adventure set in :3
mythical, Tolkienesque land,
populated by dwarves, elves and
even stranger creatures than
those found in ZZAP! Towers.
Asever, thisis a time of crisis;
the land’s once prosperous
people have suffered the ravages
of disease and famine for five
long vears. The cause of this
misery is known as the Evil One.,
or Dread Lord. And the only
chance of vanquishing him is to
find the last of the great wizards,
Astrix (sounds familiar). But he
lives in solitude ima tower on the
summit of the distant Sunrise
mountain. So four brave villagers
are set to take on this most
difficult of journeys through
unknown lands: Praxix the
wizard, Bergon the carpenter,

S¥

JOURNEY

world’s greatest

¥ Better buy some provisions for the journey.

e i

The 2ir was n-n, but

2
':';gggi her e i "h',t 'ﬂ:

with o particular en

i ?:IIH Ni
'I'H. u-, i

eyes | |
The I-ir'"-—--—lﬂluhil Commands —————

Esher the physician, and last but
not least apprentice food
merchant and the nafeator of this
tale, Tag. Minar, the optional
fifth member of the party may be
réecruited at the local pub.

In yet another adventure
requiring no typed input,
commands are issued by using
the mouse to point to them. Each
character has up to three options
depending on the location. Some
of these are duplicated by other
characters but the result of, say,
Esher (the physician) examinin
an injured pegson is more m;,fu’f
than if Bergon carfies out the
examination.sTheréfore, each

‘eharacter’s particular skills-are

needed for different tasks. In
addition to the usual adventuring
commands, characters will
occasionally be wi to tell a
legend or story, givifig a detailed
history of a currentl¥relevant
place or people. Praxix (the
wizard) also has the unique
ability to cast spells, using the
magical essences m':.uie his

leather pouch (more of these
essences can be found during the

EES R,

tht we
ived at ﬂl III
tly Past noon.

t:tt
JI“thlnulu-.

- -t. Lsher I'I.iiir‘E IE o

ﬂ 1 hll travel led
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I'I-ul:
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journey). Among the numerous
spells available are levitation,
tremor and wind.

As well as individual actions
the whole party mawbe directed
to follow the current route,“furn
left or right at a junction, or enter
buildings. Ifhostile creatures are
encountered, a simple combat
routing comes into operation,
“Just before fighting takes place,
the optionis given to send one or
two characteérs down the flanks to
getbehind the enemy. From then
on, combat is automatic, the only
options being to continue fighting
orretreat (if possible ). Praxix can
also cast a spell at the enEmy,
although it takes him some time
toprepare. There are nothit
points as such — charaéters can
either be wounded or killed.

Screen layout is neat,
consisting of thrge windows for
commands (along the bottom),
detailed text {on the right), and
beautifully-drawn pictures (on
the left), although there isn’t
always a new picture for each
location.

The story itself takes much

inspiration from Tolkien’s Lord
Of The Rings - here, ire of
mine magic rings, the seven
coloured stones g rder

to d-ﬂfﬂatTthwiﬁhf’ ut there:
15 @ wealth of interesting

backgn %1 ound.information built

into the game, especially in the
legends and stories. In é . the
sheer volume and quality of text
soon has you totally absorbed in
a marvellous, magical tale.

The input system works so well
that the only problems
encountered are intentional ones
in this challenging quest. With
persistence (especially at finding
the only route up Sunrise
Mountain frdm 64 possible
ones), reachin Astm doesn’t
Fr:we that diffeult: However,

nding the seven magical stenes
is a considerably more difficult
task, requiring many hours of
thoughttul play. The fact that
progress becomes harder the
further you get makes it that
much more compelling — you're
h.lrdliy likely to give up after
travelling such along way. Andif
you get completely stuck, the
musings fegture (where Tag
looks balk at possible mistakes
alohg the journey) is a useful last_
resort.

The only real flaw in the game
15 the lack of exploratory
freedom due to the somewhat
fixed storyline from which you
can’t stray too far. Butif you're a
tan of Infocom’s *interactive
fiction’ style, this is a highly
polished and engrossing
example.

ATMOSPHERE = 93%
PUZZLEFACTOR  B7%

INTERACTION B4%
LASTABILITY 92%
OVERALL 90%

I o about ten

Cave Adventure. The Zork tril-
ogy was the result ang the com-35 |
pany hasn't look baek since. Not 3
until nowRhat is. Currently mak-
ing some radical chunges to its
frevmusly text-only format

a Zork prequel in the new style”

| wizard Megaboz cast a curse
which destroyed the ruling fam-
ily: Lord Dimwit the Excessive
and his eleven brothers and sis-
ters. No-one cried any tears over
this at the time - Dimwit behaved
like a spoiltchild, having a birth-
day every week and expecting a
present from each of his subjects!
And he didn't earn his nickname
for nothing: his coronation took

Infocom, Amiga £29.99

'y Amhusuhmuudhynnimrlm

TZORK ZERO

ars after being

ormed by some
MIT boffins
Infocom pro-
duced only busi-
ness software.
Then they saw
the Colossal

focom have decided to produce
Over 90 years ago the great

offered h

fell out of
while he was
curse (you
short scene
adventure p

pnpt: tells

¥ Exploring Dimwit's massive c-n{lh.
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thirteen years to plan and lasted
eighteen months! The problem
was that the curse was to cause
the destruction of the entire
empire of Quendor in 94 Years
time. That apocalyptic tifne is
painfully close, so the
, Wirb Flathedd, has
the riches of the

to the persun whio can

In-:lucizd in the packagingds a
ﬁctap of parchinent whi
your ancestors picked up

aboz’s pocket

ing the infamous
tually play out this
ore starting the
roper). The scrap of
ow to stop the curse
two items belonging to e#ieh
the twelve Flatheads in the
cauldron in the Great
castle. So you know
what items to look for, useful
{and very humorous) mfurma-
tion about the Flatheads is to be
found in the ‘Flathead Calendar’
which accompanies the game.

one of
after it
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| INTERACTION

The mempbers of the'family range
from the-artistic Leonardo

. Flathead to Thomas Alva |
Flathead, inventor of such useful
items as the magic room spinner
and a potion whichallowed >

humans to talk to gsmu. (1.
der if Prince Charles is desce
ﬁ‘t}m the Flat ¥
* Living up to m =t s exc eS-gr 1 -
“sive reputation, stleis 8
huge, contaifing m :
passages and robms; It

including.a lobster, a b
flamingo food and (ﬁf =
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with The

| only had to ask for
more tips last month
and did | get some?
Well, no actually! This
month I've had to dig
out some old tips from
the dingiest nooks and
crannies in ZZAP!
Towers. If | don’t get
more tips next month,
both my legs will drop
off in !..’_t,.lfr'nl;:r.atlafl and I'll
have to go to the
Ludlow trouser factory -
to get them sewn on
again!

Corruption: In the hospital, wait
for the nurse to go then get
everything form the cabinet and
the empty bed. Gosouth and get
everything from the locker and
the stethoscope from the polar
bear, Go north then east to
Casualty and put everything in
the pillow case. Wait until 3.06,
then go west, lie on the bed,’

wear the bandage the
papers on the bed ait. In
the ambulance; dressed and

get out at the traffic lights.

| Mordon's Quest: Go outside to
A the drainpipe and try to climb it.

SCIENTIFIC *
SUGGESTIONS

GEgK

Go to the hall andMordon .
appears and the'cupboard
opens. Light the torch and go
north until you reach a clearing.
Drop the blanket to cross the

uicksand. Get the berries,
thorns and bamboo and make
sLowriPe. Enter the hut and kill
the pygmie. Take his body to the «
plant and rFeep pyaMmiE TOPLANT. Thes
answer to Tarzan's question is %
‘frog'.

| 2

Lancelot (Part1); Goeast, kill the
knight, accept his surrender, run
TO GUEST ROOM, sleep twice, rRun TO
cameLoT. If you can't get in it's
because you've been splashed by
apassing cart—toclean up,gdto
the North or South Warren and
wait for someone to throw water
overyou from thewindow. Once
inside Camelot, wait until Arthur
waves you away, thén coTo
LOGRIS.

Tower Of Despair: The only wa
to communicate with your dea
and dumb servant,

Donnchadach, is to sicnaL to him.
He will then tell youto 'Ride East,
Seek the Greenwald, Do notlook
Death in the face’. Pray inthe
chapel and you will besgiven a
holy dagger. Loek intd the
scrying sphere.before Malnor
perceives your whereabouts. ™
You may then leate the castleg

them an 5.A.E.

Herges of Karn, Bored of the Rings, Gremiling,

Vigodoo Casthe, Fim Zala Bim, Mugsy's Revenge,

Tropical Adventure, Dracula, Holy Grail, The ﬂawn_

Eeturm 1o Oz, Masters of the Uneverse, Robin of

Sherwood, Fourth Protocol, Price of Magik

Efmrmﬁlﬂsuﬂ. &7 rue de I'Abbe Lemire, 59200
. Framos,

Tower of Dﬂralr. Dracula, Adventureland, Zim 2ala
Bim, Castle of Terros, Time Tunned, Eureka

lohm Paterson, B Bracadale Road, Baillieston,

L GEY

17T 1718
Thie Gobiden Baton, Worm in Paradise, Hobhit, Fourth
Frowacol (P 3 anly;
Anglrew Blackman, 133 n Dirive, Dartfosd, Kent
DA BLY. Tel: 0322 TERET S 30-8. 30pm

Dungeon Adventwne, Lood of the Rings, Quest for the
Haly Grail, Hampitead, Lords of Time, Inca Curse
Eml_ﬂnu-gt lslard, Manet of Death

David Lemon, 14 Norton Blace, Dunfermiine, Fife
K¥11 4AH Tel: 0383 728353 afver Gpm Mon-Fri

Leather Goddesses of Phobos, Zork 11, Terrarmaolings,
Wever Ending Story, Heroes of farn_ Missian 1
Gremling, ol Shersand

Ron Mokenzie, 3 Silverstream, Freystrop,
Haverfordwest, Dyfed SA61 25N

Adventuneland, iuh!'rul"a Heroed of Karm, Empire of
Karn, Bunrpe Manor, Macker, Classic Adventuse, all
eary infeiom vtled, hrocter, Guild OF Thiswes,
Flundered Hearts, Dracwla, Hitchhiker's Guide,
Mindshadaw, Trager Sanction, Wishbringsr, Trinity,
The Pawis.

Chris Fleming, 235 Mecla Road, Pt Chav, Auckland, N
Tealand. Tel: BET074

]
'u'di;ﬂun Cadtle, Meros of Karn, Pirate AdvenTise
Ten Little Indians, Hobbit, Lost City, Gremling, Wizsnd
of &kyrz, Quest forthe Holy Grall, Zem Sala birm, Island
ddventure, Casthe Dracula

Paul Flanagan, & Corry, Bellesk. Co Fermansgh. N
breland. Tl?: 035555 594

Thie Hohinet, Erik thae V' king, Castle af Termar, Eureka,
Voodoo Castle, The Count; Heroes of Kamn, Emgéire of
Earn, Zovik [, Dok [ Exodus, Uitima [, The Boggit,
Lords of Thme, Newerending iary, The Hulk, Temple
of Terrar, UktimalV, Seabése Delta, Kentilla, valicyrig
VT, Sheriagk. The fourth protocol, The Helm, Wizard
of Akyrz, Persew and Andromeda, Lord of the rings
(part 1], Emerald hile, Quest for the Holy Grall,
Hacker, Codonsal Cave.

b Steven Kelty, & Sduth View, Whins Lane,

, Burnley, Lancs BB12 TOU. Tel: 02682

Ahimomstone,
FTATRS (between Gpm and 10 pm)

The Hobbit, Seabase Delta, Kentilla, Tzzz, Spytrek,
Roba City, Imagination, Demon Knkght, Kobyashi
Maru, Tower of Despair, Time Tunned, Citade of
Chaon, Eureka, Soroerar af CI:?_-tr-nrrq-ue Casthe, The
Liest For The Holy Grail. R + Revenge, Seska of
Assinh (part ane), Football Frenry, Velnor's Lair
':?:lﬂlrﬁl. 33 Fir Tree drive, W Sheffisld 531
®

Hitehimiker's Gide, Tork b, Taeik ||, Manetfall, Leathes
Goddesses, Cutthroats, Infidel, Stationfall

Dave Rogers, 15 Elm Terrace, Westfleld, Radstodk,
Bath, Avon BAY 1XP,

Ubtima IV, The Bard's Tale, Voodoo Castie, Phantasse
, Meves Ending Story, Draculs, The Prince of Magic,
Borrowed Time, The Pawn, Seabase Deita, Deadling,
Zork W, Wishbringer.

Darek Wong, 42 Ingrem Rosd, Thoemton Heath,
Surrey, CR4 BER

Hitchhiker's Guide, The Hnb‘bi‘t.‘n:l of the Rmgs,
The Shadewn of Mordar, Guild of Thigwet, lingter

Warren Les Melia, 1 Avernus, R
cicburn, Lancs, BBT 4EX.

ack The Ripper, Dracula, Kayloth, Mindshadow,

MNeser Ending stary.

Derek Scott, 42 South Parade, Leven, Nosth

Mumberside HUTT 5L,

Ehrﬂ%*hmnmd, Suspedt, Leather Goddemes,
ﬁ I, i Zark B, Deadiine, PianetTall, mfidel,

hroags Ballyhoo, Lurking Homos, Seastalicer,
Burnaucracy, Trinlty, Moonmist, Holbaood Hijing,
Hpchinder s Guese, Wikhbranger, Soroerer,
Spofbreaker, Enchanter, The Pawn, Liltima 1, Uitima
IH, Littimna N Sherode, Gremin, The Hulk,
Terrarmol The Faurth Protocnl, The Hobbit,

K — Hﬂl‘ilhﬂlll.'l'uﬂuulh‘l:m.

v; 2222, Quest for the Haly Grail
reght Averue, Hutlan,

]
-

'CLEVER
CONTACTS

These adventurers get braver and cleverer all the time, always
adding new conquests to their list. 5o if you're one of those people
(like me) who gets stuck in the first location, drop them a line and
they’ll only be too pleased to help, but please remember to send

Bally Moo, Bored of the Rings, Borrowed Time,
Deadline, Emeraid e, Enchanter, Fureka (German,
drthurian, Roman), Gremlin, Hitchhiker's Guide ts
the Galaxy, The Hobbit, Leather Goddesses of
Phobos, Mind Shadow, Munroe Manar, Bnchemist,
Pirate Adverture, Planetfall. Manet of Ded®, Knlght
Orc P 1, Seastalker, Ship of Doom, Spell Breaker,
Spiderman, Starcross, Stationfall, Tass Times, Lurking
Horrpr, Tracer Santtion, Valkyrie 17, Very big cave
adventure, WishBe nger, Worm in Paradoe, g.;r- I,
cork 1, Tork IR

lan Gay, 18 Esrtdon Closs, Weitdenlan, Newcasile
U T-rm,l'!! Fi

SAASHED, Dracula, Frankengtein, Kentilla, Quext Eor
Thee Holy Grail, Gnome Ranger L, |, Eureka I, IV, Zim
Sala Birm, Ceicioet Crary |

Stott West, 10 Chamock Dale Rd, Gleadless,
Theffield, 512 3HP,

The Hobbit, Seastalker, Trinity, Leather Goddesses
Beurocracy, Hitchhikes's Guide, Stationfal

Carl Kuttobwascher, § Robin Hill Drive, Camberley,
Surrey. GU1S 1EG

enchanter, Lark I, 1, W, Planetfall, Stateontall
Mundered Hears, The Pawn, Shadowgate,
Wahbnnger, Leather Goddesses of Phoabos ragrid 'y
Haick, Hallyweactd Higine

Fillan Loweday, 21 Herbert Road, Emeruon Park
Hofmchwrch, Cisex, BM 11 3LM

Heroes OF Karn, Empire of arn, Dracula, Seabase
Deits, Spederman, Hulk, Zrer, Quest Tor the Holy
Grail, Lord of the Rings, Price of Magik, The Pawn
Twen Kingdom Vakley I

A Ridge, 4 Corwallls Avenue, Clifton, Bristol, B58 4P

Twwen Kingdiom Vallay, The Hobbst, Hitchhiker's
Guide, Return To Eden, Terrarmalinas, Dallas Quest,
Imater, Deja Vi, Shadowgate, The Three M uskateers
Plundersd Hearts

Steven Coomber, & Maysfield Close, Portiihead,
Bristol. BS209AL. Tel: EEIE M!ﬂﬁ-ﬂlm!

Tha BWEH Hulk, Kayleth, Kobyashl Naru, Sherlock.
Willam Stephenzon, 10 bnuchy Tesrrace, South
Quesniierry, West Lothian, Scotiand. EHID M

Loermupinsn, Tiess Times in Tonetoswn, King s Quest i
Simon Ball, 14 Castle Flats, South . Ashby-de-
la-Touch, Leicestershire, LES SBO, Tel: 0510 415103
{5 10pmj

Lexk, Kentilla, Seabase Delta, Token of Ghall, Pirate
Adveriune, Voodoo Castle, Spacy Odyseey, Buckaroo
Banzal, Redhawk, Kwah, Colosaal riture,
Dungean Adwventure, impossible Mission,
Adventureland, Lord of the Rings, Labyrinth, The
Count, Rebed Mlanet, Sea of Blood, The Sard’s Tale |
and IL, Jack the Ripper, Legacy of the Anclents,
Frankengteln, Book O The Dead_ Temple Of Terror,
Revgrending Story, Deja Vo, Masters Of The
Linsvarig, Fowrth Protoosd

::1-'! Shigldi, 35 Threshelford, Basikdon, Eisex, 518

Zork W, Grome Ranges, Knight Ore (part um-:l'*
‘Steve Paricer, 13 Efizabeth Road, Seaton, East Devon,
EXN2 205

Zork |, Band I, Hitchhikeds Guide To The Galagy,
Knight Orc, Dragoen Warkd, Ubtima 3, indided,
Starcrom, Seastalker, Cutthroats, Deadline, Sorcens,
Suspect, Saspended, Transylvania, Litlema {, 1| snd 001,
Ulysses and the Golden Fleooe, Witness, Planetial,
Crovwley. The Count, Ghost Town, Morgue, Strange
Crlyssey, Parte Adwenture, Pyramid Of Doom,
Voodoo Castle, Adventursland, Mystery Funhouse, *
Mission Impossible, Sorceror of Claymorgue Castle,
Geolden Viayage, Alice In WDHdErIIM.Cﬂ Blade
of Blackpool, Death im the Caribbean, New
Advieirlure, The Irstribute BA O The Sun,
Masguerade, Mindshme, Einfy s Quest, Questran,
The 'i'i'-'i:rd and thi Princess

Richard Werity, | Beack Road, Motueka, Nelson, New
Zealand. Tol: New Zealand (0524) 88860

Zork i, il and |1, Suspended, Starcrows, Deadiine,
Gruds in Sp ml::?nidmn, Ayl Dglhll..ﬁ
Crsest, nger, Hollywood Hijn, Rigel's

M Schweitzed, Assumburg ¥, 1121 EA
Landiment, p

¥
Enaghl O, Mindshadow, Bastow Mllmtﬂnrula_

Newerending Story, ™
hlﬁ!ﬂaudﬂ-u.ﬂhwﬂt Surray Hilks, Victosia
N7, Aarstralla ot %

:-hrdm“:l ; Bgtec Tomb, Bastow Margs
M%m . d

o
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For most people Batman is sum-
med up by a middle-aged man
in a paunch-revealing costume,
a fire-belching car and lots of
outlandish, but loveable
loonies forever devising
bizarre 'I:t.ipf. for the Dynamic
Duo to quip their way out of.
The series has been seen in

Hl:nignd YetwlT
tales just as Hkulnui as the
TV series, some even featuring
the unbearably ‘cute’ Bat-Mite
of cartoon fame, this isn't how
he started off.

The Batman was created by
artist Bob Kane, and apart from
the addition of a vellow circle
behind the batlogo, the menac-
ing costume has changed little
until the body armour of the
1989 movie. Writer Bill Finger
fleshed out this character with a
stark tale of creation: at the age
of seven the man behind the
~mask, Bruce Wayne, was brut-
ally orphaned. His parents had
taken him to the movies to see
Zorro, but on the way home a
mugger called Joey Chill had
held them up. Bruce's father
tried to stop Joey grabbing a
necklace off Martha Wayne,
and was rewarded with a hail of
bullets killing both parents.

In Frank Miller's Batman:
Year One Wayne bleakly notes
‘since then all sense has left
my life’. But at his parents’
graveside he made a vow to
bring criminals to justice, and
devoted his life and wealth to
that purpose. It was at the age
of 25 that he finally started that
quest, iflipired by the fear

iggered by a bat crashing
gh the French windows at
Wayne Manor. It would
frighten the criminals as he'd
been frightened as a boy.
" This story has since been
broidered, almost like the
Kennedy &Sﬁaﬁainatiuns, with
an ever widening conspiracy
tas wrilters ran out of ideas,
probably). Butthe initial story,

has certainly fulmmd in ::urmc

FFEAPF! ALIC.LIST 14

It’s been 50 years since The Batman first ter-
rorized Gotham’s criminal population, and
that half century has seen the Dark Knight
go through many changes. From an omin-
ously costumed vigilante to a strait-laced
upholder of the American waytoacamp TV
star, he’s changed to fit the times. Brian M
Clarke, Consultant Editor Batman Monthly.
traces his development up to the 1980s
where Stuart Wynne picks up the story.

with its oh-so casual street vio-
lence inspiring the ultimate
vigilante, seems to have
become even more relevant
today. The first stories reflected
the darkness of The Batman's
costume and origins. In ‘Dr
Hugo Strange And The Mutant
Monsters’ the Caped Crusader
uses the Batplane’s Gatling gun
to strafe a fleeing lorry, then
lynches one of the giant mut-
ants.

In the early stories the Bat-
man fought against gangland -
bosses, fraudulent
businessmen, gun-runners,
smugglers, Nazi agents and
lapanese saboteurs, and only
the occasional costumed vil-
lain. The Joker, Penguin, Cat-
woman and Riddler all
appeared during these early
vears, as did several zombies,
vampires and manical killers.

Unlike the ‘sanitised” world
of the Batman seen in the com-
ics throughout the '50s and "6is,
and especially in the TV series,
the early Batman existed in a
dark and dangerous under-
world.

Comics as a whole were a lot
bloodier back then. It wasn’t
unusual to see pictures of muti-
lation or graphic violence.
Severed hands regu larly
clawed their way out of
freshly dug graves in search of
revenge against the living,.

By 1954 comic book pub-
lishers were being vilified in
the press, radio and even the
new medium of television,
According to a certain Dr
Wertham the then current wave
of juvenile crime was largely to
blame on the trashy comics the
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kids were buying. Wertham's
analysis was particularly sus-
pect because he assumed all
comics were for children, when
in fact there was a more mature
market of several hundred
thousand adults.

The Batman wasn't written
for them, but existed in a
strange ‘fantastic reality’ which
used many features of the real
world with outlandish comic
book situations. While the vil-
lains and gadgets might be far-
fetched, Batman still lived in a
reality that was very close to the
real world of violence, politics,
sexuality and crime. It was a
gritty, dirty world which
pulsed with an undercurrentof
violence and the bizarre. Itwas
a place where cute teddy bears
shot razor sharp needles into
umsuspecting victims,

The comic ‘witch-hunt’
resulted in a sharp drop in
sales, forcing the publishers to
take drastic action. A Comic
Book Authority was estab-
lished toenforce a
strict code of
.wlf-cqnaursh'tp,
issuing a
booklet with
many pages
T

do's and don'ts. The code not
only banned violence but also
demanded that the American
Dream be upheld, ie cops could
never be shown as corrupt, and
marriage should always be
treated reverentially — never
humorously. The code strait-
jacketed comics in an unreal,
unbelievable world that would
hamstring them for decades.
And few superheroes suffered
more than Batman, whose
world was torn to shreds, pos-
ing quite a problem for the
writers,

[he Batman had always been
portrayed as a vengetul, aggres-
sive and angry character. Now,
according to the code, these
emotions could only apply to
bad guys. It forced the writers

to scalpel away the ‘meatiness’

0f the character and reduce him
to little more than a standard
superhero. The whole psych-
ological mixture that the
Batman an exciting and, in a
very basic way, understanda-
ble character, was gone.

From 1954 to 1957 Batma
simply staggered fromone dull
adventure to the next. What

changed things in 1957 was the
launch of Sputnik, kicking off
the superpower Space Race.
America went space crazy and
s0, sadly, did Batman. Bug-
eved monsters, robots, ray-
guns and irradiated insects the
size of a house were the Caped
Crusader’s new foes, Batman
become a zany, fun-loving
Space Age hero!

By 1964 DU Comics tinally
realised things had gone a
touch too far, and revamped the
Dark Knight with new story-
telling techniques and more
criminals than aliens. The Bat-
man TV series put a temporary
halt to that - reintroducing tl..
Mr Nice guy image —but the 70s
saw something of a renaissance
with Neal Adams developing
what is generally recognised as
the best graphic portrayal -
realistic, but subtly exagger-
ated and idealised. And some

of the best stories he illustrated

were by Dennis O'Neil, who
took the Dark Knight back to
his gothic detective roots,

8
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‘Another fan nf the ul-i:l style Bal-

man is Frank Miller, a writer
who earned a considerable
reputation taking Marvel's
Daredevil superhero to the
edgeofmadness—and beyond.
His reworking of the Batman
legend presented a world
where ‘everything is exactly the
same, excepl forthe fact thatit's
all totally different’. Originally
a glossy, four issue mini-series
called Batman: The Dark
Knightitwasan instant success
selling over a million copies.
Currently available as a single,
graphic novel called The Dark
Knight Returns (£7.95,

l'itan) :
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it's a comic book landmark.
The story starts with an aged
Bruce Wayne uncomfortable
with his retirement as The Bat-
man. He is drawn out of retire-
mentby a crime wave based on
the mindless violence of a street
gang called the Mutants. These
mutant monsters are a far cry
from the 40t high creations of
Hugo Strange, they'rc voung-
sters practising v iolence
1_ forthe ‘fun’ of itlike
el ‘wilding kidsin
- thereal New York.
- Then there's his
old advoersaries,
The Joker

and Two-Face
released from jail
because psychiatrists judge
them rehabilitated. And if that
wasn t enough there's media
punditswho label him a ‘social
fascist’, a new (female) police
commissioner who wants to
arrest haim as a vigilante, and a

President concerned that Bat-
man might damage his im
The Bsahhnan hng:aelf -.}uﬁ
little sign of being all that men-
tally stable, revelling in vio-
lence he grimly resolves to
finally ‘fix’ the Joker with his
hands around his throat (so
much for the law). On another
occasion The Batman stares at
the crazed, schizophrenic Twao
Face and sees a ‘reflection’ of
his own split-personality. But
more than the superh charac-
terization, plot and artwork,
what makes The Dark Knight

e e

Returns special is
the sophisti-
cation of the world
heinhabits

adifferent views on The
Bat- manis an excellent
device, (one copied by
Robo( op, the "-l'."LELH.'l to which
is being written by Millerk
I'here are even carica-
tures of US TV celebrities like
David Letterman and Dr Ruth.
Sa, on the ong hand, Gotham
city is a believable portrayal of
a big city if superheroes really
existed, veton the otheritisan
extremely dark vision. Miller's

IThe use
of TV o present a host

worldis, in the end, a world vir-
tually withouthope, other than
the resolve of a paranoid Bat-
man ‘to bring sense to a world
plagued by worse than thieves
and murderers’. In Miller's
world justice has collapsed, so
ultimately even the new Com-
missigner sees the need for The
Batman’s vigilantism,

Fhe Dark Knight was
quickly followed by another
Miller classic, his ground
breaking reassessment of Bat-

man’s origin — Batman: Year
One, The story takes place in
the carly "60s, with Gotham
Citv dnmrnaledh} crime

lords whohave

thoroughly corrupted

the local police. Batman

has even less friends in his

youth than old age, and his first
run-ins with the violent, mis-
guided and corrupt police bor-
der are tragi-comic. In fact
Wayne's first effort to fight
street crime sees him shot and
arrested!

While lacking the depth of
the Miller's previous work,
Year One provides the defini-
tive account of Batman’s origin
to accompany Miller's equally
definitive account ofhis old age
and apparent death. The two
books have given Milleran
impact on the Batman legend
second only toits creator, Bob
Kane. tcomics have

Subsequen
mainly struggled to emulate

‘Miller's style. The mast recent,

and controversial mini-seriesis
A Death In The Familv which

sees the current Robin (alias
Jason Todd]) killed in action.
The decision was taken not by

_-"’yﬁ:ﬁ-f; f"’i 7 i

author Jim Starlin bul by 5,343
Batman comic readers in 2
Fhl.':ll'll? vote. Holv tackiness.
Batman!

By comparison Alan Moore's
The Killing Joke rivals The
ark Knightas the best Batman
story vel. A deceptively slender
tale it begins with The Batman
paving a visit to Gotham's over-
crowded psvchiatric hospital,
Arkham Asvium, Hisintention
15 o “talk things over” with the
Joker, averting the finalieon-
frontation when one will kill
the ather. The inmate he visits
though, turns out to be a fake
and the Jokerhas already set to
work on his

labest ‘gag’.
The ;Ui\t‘llh
‘ntention is to
prove that
‘all it takes
1s one bad
dav to
reduce
the sanest
man
alive to
lunacy’,

One such
day, savs
the Joker,
happened to
- the Bat* man and

that's ﬁm' what he is.
Anothe

¥ happened to
him.

Thekillingjoke of the title is,
in park, life. E’Dne day a simple
household a¢cident killed a
pregnant woman, in the even-
ing her husbandfell in some
chemicals while committing a
crime he was forced into, and
became the'Joker. The casual
disregardoflife for the living is
the blackest joke, which Bat-
man acknowledges while
insisting the Joker needn’t have
turned to evil as a result. He
didn’t after all, on his ‘bad
day’.

With The Batman hardly
throwinga punch until the Er'l.::l
The hn’.’mg [oke wasn't univer-

sallv welcomed by Batfans
fcomic fanzine FA was scathing
about it), but it is as thought-
provoking as one would expect
of Alan Watchmen Moore.
Moreover there's the illustra-
tions of Brian Bolland, col-
oured by John Higgins, which
are simply overwhelming,
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Proposals to make a serious
Batman movie have been cir-
culating ever since Superman
scored a box office success in
1978. In 1980 the movie was
officially announced at a Comic
ArtConvention, with producer
Melniker insisting it would be
true to the comic. Needless to
say the movie never came off,
despite the interest of directors
loe Gremlins Dante and Ivan
Ghostbusters Reitman in a 1984
script by 007 and Superman
scriptwriter Tom Mankiewicz.
I'hen came the script by Batman
fan Sam Hamm, where Gotham
City is “as if hell had erupted
through the sidewalks and kept
on growing'. Bootleg copies of
the script spread through the
comics world like wildfire,
winning widespread acclaim
(Hamm's next script is Watch-
men). With the success of
RoboCop and Batman's
upcoming 50th birthday party
the film finally seemed certain
to be made.

Controversy soon erupted.
The first shock was the choice
of Tim Burton for director,
whose previous films - Pee
Wee's Big Adventure and Beet-
lejuice—had both been off-beat
comedies. He wasn’teven a big
comics fan. But the skill with
which Burton held together and
made believable the surreal,
dark fantasy elements of Beet-
lejuice indicated the film might
not, after all, turn out like the
I'V series. And in a recent
FEAR interview Burton
claimed to be a big fan of The
Killing Joke. His choice of
Michael Beetlejuice Keaton,
however, launched a fierce
storm of protest from Batfans.
Their tall, square-jawed, heav-
iy muscled hero was to be por-
traved by "a wimp with no
chin’, mainly known for his
light comedy roles! News of a
petition to ‘Stop The Batman

boosted by people watching it
merely for the Batman trailer.

I'he film deals with the ori-
gins of both the Batman and the
Joker, showing how Bruce
Wayne and his English butler,
Alfred, create the Batcave and
allits sophisticated equipment,
The Killing Joke idea of the
Joker and Batman being the flip
sides of the same coin is
suggested by them both having
beautiful blonde girlfriends,
played by Jerry Hall and Kim
Basinger respectively. Behind
the scenes costumes are by Bob
Dune Ringwood, photography
by Roger Brazil Platt and visual
FX by John Evans, whao's
worked on Bond, 007 and
Superman movies.

Warner Brothers are so confi-
dent Batman will be a hit that
plans are well advanced for a
sequel. The huge Gotham city
sel at Pinewood Studio has
been left standing and rumours
abound of casting for the
sequel (Robin Williams as the
Riddler?, Danny DeVito as the
Penguin?). In anticipation of
the film’'s success, and also to
celebrate the 50th anniversary,
all the graphic novels are in
plentiful supply, and the early
‘80s adventures of the Batman
are currently being reprinted in
Britain by London Editions’
Batman Monthly and they have
plans to shortly begin reprint-
ing some of the grittier stories
from the post-Miller period.
There’s also a huge new range
of merchandising, including
toys, which could easily earn
more money than the film,
Expected to earn hundreds of
millions of dollars Batman will
be a media event to rival
Ghostbusters, but whether it
will equal the quality and
depth of The Dark Knight
Returns or The Killing Joke
remains to be seen. The film
opens in the UK on August 11.

THE COMPUTER
GAME

I'he design of the Babman game is in the capable hands of Mike
Lamb and Dawn Drake, the same programming/graphic artist
js team which developed RoboCop on the Spectrum. The Cod ver-
sion is being handled by Zach Townsend (20) and Andrew
Sleigh (21), another programming/graphic artist team. Their
previous games include Tvphoon, Platoon and Renegade 111,

Both men studied computing at college, but Zach quit his B/
Fech National Diploma after a year because he already knew
mure‘mn his teachers about programming. Andrew, while
similarly interested in programming, was taken on by Ocean
duetothe quality of his graphics which he now specializes in,
Work was started on the Cod game in April with the principal
problem of faithfully converting a Spectrum game, while at the
sam e making full use of the Cod. All the graphics obvi-
|||'.Il.l.ﬂl d to be redesigned - the most difficult ones were the
‘Batm@bile and the Batwing. The Batmobile posed particular
problems — over 20ft long in the film it was a bit hard getting the
shape tight while still fitting it on the screen!

The fimished'game will have four loads and will follow the
film’s basic plot, just as RoboCop did, so STOP READING if
you don’t want to know how the film finishes!

Load One has The Batman trying to find the Joker in the Axis
chemical factory while fighting his henchmen, and the cops!
Batman can move around quickly by firing arope and swinging
up or down with it. The scrolling is eight-directional, and Zach
found the rope trick the hardest to get right.

The next load has Batman pursuing the Joker in his super-

sleek Batmobile. The action is viewed side-on, with horizontal
scrolling, but the car can turn into or out of the SCIeen, S0 Vou
can’t simply trundle along, following the road. Turns can be
speeded up by using the Bat-rope!

Sadly the Joker escapes, and his fiendish plan is revealed.

Movie’ even made the front = Balloons have been attached to trailers in a city street — if the

;ht;.‘.;‘l:‘nf The Wall Street Journal : 3'__i ST balloons burst, gas will be released, and Gotham will die

la US newspaper even more 4 EEEasEaee I laughing at the Joker’s poisonous gag. Batman must fly down

staid than The Financial A IS ey the street, Zaxxven-style, cutting the ropes with his Batwing,

limes). : \ : 3 o S e Rescue Gothamand it's time to punish the Joker, who hides .
The casting of Jack *1 he Lad AL T 9 a2 e oo ' oul in a church in similar style to the first load.

Nicholson as the Joker did little i _'1"'-:_' fE LIS E‘ Batman - The Movie will be released simultaneously with

to calm Batfans, nor did the e !j ERH Ry = the film, in August, costing £9.95 and £14.95 on tape an disk for

musical contributions of rock
star Prince. But maybe all pub-
licity really is good publicity
cerlainly few people were left

the Cod. An Amiga version (£24.95) should be out as well,
although so far there's only a few mock-u p 16-bit shots.

ignorant of the fact of a Batman g A T
film was being made. Then the e
first movie trailers were e T
released, showing The Batman X lr:
as dark, brooding and menac- ey (1.}
ing as anyone could wish. Film
posters disappeared off hoard- B =
ings before the glue could sel Ll
and Clint Eastwood's The Dead fw
Fool'had its box office takings o]
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LHEER LP! SEAL 'n TYPE
WE'VE ok you .
COvVEFERd} Protective keyboard cover

through which you can type

" 24hr dustspill cover

" Removable, washable,
re-usable

* Can be custom-made for any
keyboard. Ring for details

Ring or Write for our FREE catalogue

Rednkng Service il 90
Rang lor transporter SAE
OMP re-nkng kit . £10.00

C64-£895

Prices are fully incl
Cheques,/P 0. payable to

VDU Screen m
(Codowr Mona) I14.50 3
Mouse Mat 595 Pontcynon Industrial Estate
Dust Cover (Col/Mong) £7 50 Abercynon
Pk g BT::; o £2 30 Mid Glamorgan CFAS 4EP

Tel: 0443 740281

Dexette Copy Holder
A4 EB50 A3 £10.00
Surge Proteciors . £12.00

COMPUTER

A1 SERVICES

Repairs to home and business computers
Used equipment bought and sold
Best prices for disks, printer ribbons etc,
Authorized Amstrad dealer
A1 Computer Services (dept ZZ)
Unit 9, Paddock Mount Offices
Dawley
Telford

Computer
ACCBLL0NeS
Manulacturer

~ =

THE RACING GAME

THE SUCCESSFUL SPECTRUM GAME
NOW AVAILABLE ON COMMODORE 64/128

AN EXCITING GAME DESIGNED FOR THE HORSE
RACING ENTHUSIAST.

MANAGE 15 HORSES TO WIN GROUP, GRADED
AND OPEN RACES. SEASON INCLUDES:

THE DERBY — 1000/2000 GUINEAS —
THE OAKS — THE ST. LEDGER.

FORM, FITNESS, GOING, DISTANCE, ALL EFFECT
RESULTS. TRAIN YOUR HORSES. FULL SEASON
OF 80 RACES OR QUICK GAME OPTION. GIVE THE
RIDING INSTRUCTIONS TO YOUR JOCKEY. SEE
YOUR SEASONS RESULTS AND FINANCIAL
STANDING.

FULL BETTING MARKET, PRE RACE REPORTS,
STEWARDS ENQUIRIES, RENAME
HORSES, RACES OVER 5F TO

22 MILES. WATCH THEM RACE AND
CHEER HOME YOUR HORSE
COMMODORE TAPE £7.95
COMMODORE DISK £8.95
SPECTRUM TAPE £6.95

AVAILABLE BY MAIL ORDER ONLY
SEND CHEQUE®.D. TO:

TANGLEWOOD SOFTWARE DEPZZ
157 WARWICK ROAD
RAYLEIGH
ESSEX SS6 85G

Proprietor: J MOSS

Evesham Micros

All prices include VAT/deﬁvry

now

NEW |
WPy 008

OC-118

A superb package representing extremely good value for money,
combining the Oceanic OC-118 disk drive (previously sold as
'Excelerator+’) and the sophisticated GEQOS system. Said by
COMPUTE's Gazette to have "dramatic improvements over the
1541 in qualty and reliability”, the drive is a stylish and attractive
compact unit featuring a direct drive motor and its own external
power supply. GEOS brings the power of a graphic interface and
integrated disk turbo to your '64 and includes geocPAINT, a graphic
workshop, geoWRITE, a WYSIWIG word processor and many
Desk Accessories. Many more extensions available - see below.

Oceanic OC-118 & GEOS ..... £129.95

Oceanic OC-118 & GEOS
plus Freeze Machine ............ £149.95

GEOS Applications

GEOQOS 64 VERSION 2.0 ....... £32.95 GEOPUBLISH 64/128
GEOFILE
ERECICRLLY o ocnisisins ssmatisind
DESKPACK+ 64/128 £21.95 GEOWRITE

GEOWRITE WORKSHOP .... £24.95 WORKSHOP 128 ........... :
FONTPACK+ 64/128 £1695 GEOCALC 128 .................... . £32.95
GEOSPELL £16.85 GEOFILE 128 .........ccisvminses . £32.85

N ATARI »S5ivee Pack

Amazing value, all-new special ST package from Atari! Includes
S520STFM with 1MEG drive, joystick, mouse, user guide, 5 disks
of public domain software, plus an Incredible selection of
chart-topping software worth over £500! Software included is:

Software EHI:? oA EEE!?UF&? E:IEI‘IE.IIJPEI ::In-l;sq

Supplied  Sie Haxon Einalor Gaontet Il Fust Base

includes: BELEw fES Sl G
including VAT

Only 2359-00 and delivery

i )k ATAR 520 STFM

SUFPER

including 520 STFM with 1 MEG drive, over £620 worth of software,
joystick, mouse, manuals and 5 disks of public domain software.

Stargfidar 1&1 aantinal
Carmar Command Wirus

Trackear

Flying Shark
SDﬁ‘WﬂfE Marble Madness Test Drive Choppear X
s Beyond Ice Palace Buggy Boy Ranarama
Eupp.lr.fEd Thundercatls Cuadralian Slarquaka
. . Summar Dlympiad Xanon Ganasis
includes: Amansid Il Wizball Biack Lamp
Eddia Edwards Ski Seconda Cut Thrust

lkari Warriors Zynaps Crganiser
] Only £319.00 e dulteey:

All prices VAT/delivery inclusive
Express courier dellvery £5.00 exira

send chegue, PO, or ACCESSNVISA details
Phona with ACCESSVISA detalls
Govt., educ. & PLC oMicial orders welcoma
All goods subject to avalability EAOE. RUTFSIas- TR VIR B EE: b= =
Sfmn to callers & days, 9.30-530
Telex: 333294 Fax: 0388 765354 Tel: 0386 765500

Also at: 1762 Pershore Rd., Cotteridge, Birmingham, B30 3BH Tel: 021 458 4564

Evesham Micros Lid

63 Bridge Street
Evesham




daterloo provides an
almost unigue
approach 1o wargam-
ing on the Amiga,
with only Rainbird's U.M.5.
currently offering a similar
style “of presentation. The
battleficld and ongoing con-
flict is viewed in solid 3-D with
buildings, roads, hills and
army units all in accurate per-
spective, The viewpoint can be
changed through all four com-
pass directions and the battle
even viewed through the eyes
of Corps Commandersil neces-
Lary.

Another of Waterloo's inno-
vations lies in the ¢ommand/
order system. Seyen types of
order can be input via typed in
commands using a relatively
unsophisticated parser. Once
input, the order follows dewn
the chain of command, vou as
leader having most influence
over your Corps Commanders’
decisions and throungh them
their lower ranking officers.

An: example osder might
take the form of ‘Wood [the
name of the Commander] At 3
0 pm Move To Mon Plaisir’ or
even a more complex ‘Drouot
Shell the Enemy Infantry at
Lobau for 1 Hour'. Orders take
seven basic forms (Basic/Bat-
tle/Support/Report/Transfer/
Strategy/Delence Attack
Line). Using these, units can
receive or give support, trans-
fer forces, change tactics toany
other of five types (from
Attack to Retreat) and create
formations on the front line
prior to battle,

Forces adhere 1o your com-
mands but use their own
initiative when faced with
small scale. localised battles.
This limited influence, chain ol
command system is a very neat
touch lending a lot of realism
to the game. Once the initial
problems of communication
are overcome the parser
becomes relatively easy to use
although an incorrect manual
didn’t help the situation.

Morale, troop quality and
artillery-provided cover all
play a crucial part in combat.
Using artillery can be a little
tricky as the 3-D effect isnt

perfect and units at the half
mile maximum range are
unlikely to take serious dam-
age if fired upon. Distant units
are difficult to pinpoint and
examine with the cursor, but
the manual details the officers
in charge and shrough them
the contrel of small units is
possible.

Messenger riders can be sent
out with orders to Comman-
ders. If shot the message sim-
ply doesn’t get through - this
can prove disastrous if yvou're
aiming for amall-fronts attack.
Requesting that Commanders
send back battle reports is the

e

best way ol Iu:l:pmg up to date ‘

with current conllicts and on-
s(reen - Feconnaissance can
often help Messengers aveid
danger.

The instructions also point
out that certain aspects ofthe
actual battle have been omit-
ted = regiments can’t be split
into smaller units to handle
skirmish-sized battles and
demotion/promotion of
officers is not possible. Of
course the game functions well
enough without these factors
but if they had been incorpo-
rated smaller battles mingling
with higher level army clashes
would have provided a lot
more data for budding force
Commanders to cope with.

The play in Waterloo is chal-
lenging with the 3-D approach
adding realism to the conflict.
The actual events of the real-
life battle can be re-enacted
but of course the real strategy
lies in changing the orders and
attempting to win the battle
yourself., The computer oppo-
nent can be very subtle at

times but when you see enemy
flanks linking up you know a
big push is on its way.
Forallitsstrengthin play the
presentation could have been
considerably better (given
memaory space). Combat is
accompanied by miniscule
graphics of cannons and mus-
kets firing which sadly add lit-
tle to the atmosphere of the
game. There's no animation of
moving forcesbutihe 3-D view
more than makes up for this
omission. Indeed, despite the
slow screen update the graphic
quality is a lot better than in
most other wargames, if not all
others. Welcome back PSS,
you've come up trumps with
Waterloo — now what about a
more modern scenari

| 80%
Short but wvery informative
instructions. Original screen dis-
play and very detailed graphics
working as well as U.M.S. did.

Challenge 88%
Ihpnhm can prove a most vic-

There's also a
ll.'.nrhln amount of challenge in

exploring the use of the parser
and more advanced tactics.

Authenticity 82%
The 3-D views together with
accurate placings of major units
according to the historical battle

go a long way to providing
realism. Trying to command or
observe distant forces can be a

problem however.

OVERALL 86%
PSS have been quiet of late
but Waterioo reaffirms their
position as a first division
company. A strong game
cleverly executed which will
hopefully pave the way for
more of the same.




CDS

ank Attack is a combina-

tion of board and com-

puter games, recreating

mechanized combat
between four neighbouring
countries (the total land being
a cross-section of. most ¢li-
inates, bar Arctic). The coun-
tries are Armania, Sarapan,
Kazaldis and Calderon and all
have, for the sake of equality, a
similar land mass and force
strength. This common link
between each country gives
each player an equal chance
but leaves little scope for dif-
ferent terrain or the trying out
of new tactics,

Muost noticable when you
open the box is the neatly
folded up board (40cm x 40em)
lellowed by the 48 plastic
pieces making up the 32 tanks
and 16 armoured cars. This is
primarily a board game but
like Football Fortunes (also by
CDS) it uses the computer as a
moderator to handle non
player factors.

The program is the pinnacle
of user-friendliness, joystick
driven with casy to under
stand icons. used to specify
movement rates-and distance
offire. Along the bottom ofthe
display are the twomain activ-
ity icons (Move Unit, Fire On
Enemy Unit) and a third icon
(Fire On Enemy HQ) which
effectively ends the game if
only twa players are par-
ticipating. The computer
decides the movement rate for
units and the result of combat
given the distance between
the two conflict participants,

The War News newspaper
gives a summary of the events
so lar and weather predictions
for the next turn - of course
bad weather and terrain affect
force  movement. Political

e

news is also detailed but plays
no integral part in the game.
Tank Attack caters for up to

C64 £9.99 cassette, £14.99 disk

'STRATEGY-STRATI

TANK ATTA

CK

four  simultaneous players,
each controlling a selected
country .~  alliances can be
formed between pairs of coun-
tries. In the case of a three-
country battle, two players
ally against the third country
which has two tank divisions
to make for balanced play.
Alliances prove Stronger for
both countries as rebuilding
facilities can be shared and
forces used for joint purposes.

Tanks provide heavy armour
but are slow-maoying,
Armoured cars  have less
armour and weaker firepower
but are considerably faster.
Damaged units can be taken to
the repair depot but are effec-
tively out of the game for a
limited time. Destroyed umits
can be rebuilt (a long task) or
removed from play entirely
depending on the player's
choice,

The objective for all forces is
to destroy the enemy HQ,
although the more advanced
rules require occupationof the
HQ for a day. Alliances formed
at the beginning dictate the
objectives. If a tank manages to
penetrate the enemy’s
defences the Fire On Enemy
HQ icon can be selected to end
the game (in two player mode)
or halve the enemy’s strength
with one swift blow. Very few
lactors are taken into consid-
eration other than terrain and
weather conditions — line of
sight and range-against-effec-
tiveness rules do apply and
multiple fire is impossible.

On the board each player
places their forces facing the
enemy which is not only the
logical move but shields the
strength of the force from the
opponent (each playing piece
having a strength rating betw-
een 1 and 3 stamped on the
back). This secrecy keeps both
players guessing. Only when

the two forces meet are the
strengihs revealed and itv's at
this point that the computer
referee comes into action.

Despite its different tone
Tank Artackis similar to Foor-
ball Fertunes in many ways,
maost of all in that it achieves a
good balance between use of
computer and board play.
More reliance is placed on the
hodrd game than the computer
side of things with originality
shining forth as a result.

It doesn’t aim to be a com-
plex game but does achieve a
good halfway house between
the board/computer wargame
arcas, bridging the often very
wide gap in style and serving
especially well as an introduc-
tory stralegy game.

Incidentally, CDS are
alreadyworking on the sequel,
Marine Attack, which involves
naval ecombat with sub-
marines, Cruisers andl
battleships. A Battleships for
the "90s perhaps?
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Presentation 90%

they are Imllli;‘;r"ﬂ“,l'.'I
5 exe-
Unfo the

advanced rules don't offer much
more.

OVERALL 80%
A well thought out if rather
simple wargame which is
refreshingly different from
the standard.
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T2 [LUS Giodd)

93,880 Spira Hareey, Welbngion, New Zealand
E4E, 050 Prillip Danvees, Pencoed, Mid Glam
550,490 Dare Brggs, Tomensville, 5 Austradia

ALIEM SYNDROME

233,610 D Emenines, Stratford, London E15
210,500 lan Taylor Winllongong, Aushrata
148 500 Jobn Flower, Victora, Augtralia

. ARKANOID Il - REVENGE OF DIOH (Imagins)

37,140 Keith Daved Boones Shrewsbury, Salog
411,690 Scorrang Hassime, Orba, Swilzeriars
27 8,200 Mark Semeth, Broabourna, Hers

ARMALYTE [Thalamus)

50672, 200 Col & Granny, Bochdale, Lsncs
35477, 500 Andrew Fawley, Bilencay, Exsas
34 241, 300 Philipy Burna, Mackam, Sundariand

BARBARIAN (Fatnce)

1,700,250 Adrman Brocks, Lichield, SiaMs
518,500 Snirp Harvey, Wllington, Maw Fealand
452, 500 Martin Katsay, Dore, Shatfiedd

BARBARLAM H [Palacs)

288,000 Johin Turkmglon, ':&I'I'H'.HETI}.IE. M Iratarsd
279,250 K Mackray, Marss, Malta

245, B0 Alew Shaw, Worcester, Wares

BATTLE VALLEY [Rack-It)

1,980, 775 Japrmaster, Ettngshall Park, Walvarhamgt
1,966, 100 Marc Spence, Lseds, W Yorks

1,949, 00} Darren Brookes, Long Exon, Maolis

BEAT IT (Mastortronic)

1,950,070 Patar Samaon, Vichoria, Ausiralia
B13.570 Dwan Jamas. W Bromwich, W hids
794,110 Johnny Marr, Peckham, London

BIOMNIC COMMANDO [Ga)

1352 820 Marc Spence, Leeds W porks
1164, 7D Wiasre Fiossdesr, Basidon, Essax
i.150,620 A Barretl, Spencaly, Salon

BLUBBLE BOBBLE (Firebird)

B.682 430 Richand Pembridge, Wirral, Morseysice
BETO, TS0 Anthony Melassngs, Runcorn, Chashers
B215 420 Senon E]-nHl'mﬂ 315-1“:!1:1, 5 Yorks

BUGGY BOY (Eiita)

144,540 Robent Pascos, Tron, Camwall

175,670 Damiagl Mooy, Lowesiol, Suffalk

124,660 Jonothan Doad, Packiands, Northampion

COMBAT SCHOOL |Deaan)

AT 920 Suraib Kiar, Rapwspind, Pakistan

ITE 420 Mark Famtana, Burton-on-Trenl, Stafls
25,980 Mark [The Crdcus), Swndon, Whits

COSMIC CAUSEWAY [Gramien Graphics)
BaR 713 Daks Miler, Peterborough, Camins
894 123 Ben Johrm, Penrance. Commwail
BT 46) Gavan Flower. Wahlibpe . Suskrala

CYBERMNDID (Hewson)

138 875 Wayneg Fowler, Basiloon, Eesex

124 800 Habhak Fachammassted. Dl Hollgnd
WS Andreas Panopoulos, Alhens, Grescs

DARE SIDE {Incantive)

6130, 726 Kuddhy Bix, York, N Yiorks
5,764,176 Davd Petyl, Wakeliesld, W Yarks
3608 450 Justin kay, Crawley, Sussex

DRILLER (Imcamtive)

1,468, 450 (sad Keavenay, Huddersfiold, W Yorks
3,226,070 Kudly Bix, York, N ¥orks

2063, TR0 Danel Fighes Chestorfindd, D-l?l':;-,-'i.

GREAT GIANA SISTERS [Go/Raintsow Arts)
B, 710 Richard Ramsey, Sdmarton, Ednburgh
B2 475 Andrew Rawiey, Bilericay, Exoas
31, Ddd Lars Androsen, Brosns, Danmark

GRYZIOR (Ocean)

2802 200 Richard Lunn, Leass W Y orks

B0, 500 Japmaster, Eringshal Pack, Wolverhampion
B TO0 Davd Pocock, 5 Coydan, Surmey

GLINSHIP [Mscropross)|

TH0U03E D Mathersoks, Bishop's Siortford, Lancs
F2TET] Paul Kister, Cipe, Ganmany

325,380 Matt Heslon, Berkhamstead, Hars

HAWKEYE [Thalamus)

2 895 580 Zap Trowhy, Bricham, Devon

2 520800 Jonathan Girgen, Pederborough, Camibs
Z 456780 Casey Galacher, Calop, Faading

HUNTER'S MDOOMN (Thadamus)

E31 ATS Fechard Melkor, Carnock, Statiordshee
523,550 Coolin Fulbon, &yr, Scottand

B18. 450 Les Lavrenson, Lersick, Shatand

IKAR] WARRIORS [Elita)

381, TO0 el Head, Stowrbrdige, W Mg
378, 400 Pofor Stavers, ¥ oavil, Soemerss|
356,100 bacik Frere, Doncasie’, S Yorks

IMPOSSIBLE MESSION Il (US Godd)
112,100 lan Tayior, Waollongong, Austrafia
104G, 700 Medl Haad, Stourbrioge, W Migs
TR GO0 Peler Srocacki, Durslatile, Becds

INTERMATIONAL KARATE + [System 3)
SES, 100 Martan Smilh, Ashirooke, Sundartanc
B3, 300 Johin Fafrow, Bairawlond, Lancs
311,600 Eataral, Hoursiow, Midox

10 (A sinbard)

1,200,170 Jeremy Dagder, Adelmde, 5 Austrail
609, 570 Bruni Francasco Taglameno, (kaly

S0 2700 Mick Eenrindy, Gunresiad, Coerr-M

LAST MINJA 2 {System 3)

1. 146, BBD Sied Spiiar, Daverdsd, Holand
W, SEL Giarry Gresan, Dakworth, WY ks
BES, 720 L Krepwiles. Hahfax, W Yorks

MEGA APDCALYPSE (Martech)

211,730 Pebar Clarka, Hartlepoal, Claveland

£, 360 Michand Ramsey. Giimerton, Edinbugh
J'IEII"I:.IE"E-EI Liam Dyarant, tamngton Souare. London

MORPHEUS (Rainbird)

3. 672,130 Piaul Woods, 'Wailas: v, bds Sagh~
1,321 485 Fchard Pembndge, Saral, F-.' - FEy e
1,560,774 Fap Trambry, Brizham, __n_..,a-..-.

II'I-rl.‘ll I||||||I|
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NEBLULLIS {Hawaomn]

216,830 Machasl Gamen. Hatfeid, Hers

201,240 kathew Moriary, Hust Grsen, E Susién
166,370 Edbwadd D Jackssn, Leads, W Yo

DPERATION WOLF (Dcaan)

55,550 Adrinn Brooks, Leohfedd, Saafs
250,400 Micky Lamiber], Mord, Essax
245 700 e Seith, Consetl, Durbam

OUT RUN (LS Godd)

95 842 240 Mt Lear, Muddersimid, W Yors
92,128, 500 Mark Crossthwate, Stockport, Gheshine
87 73 EE Julian Harn, Hampbon, Midd:

PAC-LAND [Quicksiva)

B4 410 | Sarong. Twickenham

B4 D Jake E, Weet Brommich, West bads
o, Fal Samon Gode, Chelrsiond, Easex

PLATOOMN (Dewspn)

1,462,100 Ligen Crysrant, Hamingbon Square, Lond
P

1,050,800 Davatd Pocock, § Croydon, Surnay
1,070,650 Jeremy Wabh, Blandiond, Dorsaet

PROMIBITION (Infogramas)

£330, 260 Achers Pascoe, Truro, Comwal

£224, 280 Stuart Wannop, Accringion, Lancs
$£2.155 Sebastan Stephen, Victona, Auslralia

PROJECT STEALTH FIGHTER (Micropraoss)
518,970 48 Moone, Margans Firear, W AusIraha
127.250 Sues Barkiw, Guisleay, W Yarks

B 230 Gistan Grthosn Lelystad, Hollard

RE-BDUMNDER |Gremlin Graphbcs)

11, 2500070 Craig Kreght, Kenrworth, Mot
3486, 100 Waeblyy, Choeley, Lanes
2,470,584 Marc Hodge, Seiby, N Yorks

ROAD BLASTERS (US

4236, TS0 Moil White, Grasgantinmy, Edmnburgh

2095 450 Paul Push, S1-Leongrcs-of-Se8. E Gatdes
1.947F 340 Billy Barmas., BMurion. Durhssmn

ROAD AUMMNER |US Gald)

1,008 A5E HA Alagaia, Rotlendam. Hodsnd

2 54 B0 Whandy Hickey, Livenpool, Mersayssdo
1.022 300 Jason Faulknes, Caltesmorn, Llies

AOLLING THUNDER (US Gobkd)

A 4T TA5 Casey Galacher, Caloof, Raanig
4,035,720 lan Taylor, Wallongang, Ausiralia
730, 520 Kelvin Clegg, Hayle, Comwall

SALAMANDER fimagina|

341 595 Semon 'Ace’ Poods; Dromore, Co Down
254 10 Daren Buvka, Ramiloid . Egdes

#4107 5 Ashlgy Arnald, Vi ona, Australin

SAMURA WARRIOR [Firebird)
1,827 Wayre Fowler, Basidon, Essex
1,445 Tim Hames, Basildon, Exsax
354 Richard Grarmale, Mashunk, Hers

SHATE ROCK SIMULATOR |Mastartronic)
305,050 Bephen Bambrough. Haalon, Newoasta
Upan Tyme

3G, Binan Hambary, Prascol, Maseyside

204 Fh0 Mumertin Lisar, Huciosrstiall, W Yok

BLAMBALL (Americanal

19,635,920 Dean Betts, Edenbridgas, Kent

15,843,250 Dares L ulon, Houghton-Le-Spring, Durhsm
13,480,320 Fichard Tafterion, Holgabe, Yok

SLAP FIGHT (Imagirs)

B0 456 Vilya Harvey, Panih, Ausiraks

B 950 Sharan Suthon, Southamplon, Hanls

+ ol 450 Hichand Ramsay, Gilimanon Elil'll'.lurl;l'l

SPORE (Maw

HIEE, 100 Nl Winite, Crsigantinery, Eﬂrt.urgh
i, S0 Matthess Holdawsy, Coulston, Surnay
50, 460 Terry Rediem, Buxton, Deitys

STAR PAWS (Software Projects)

848,223 oy Matson, Worlhng. 'Waes! Sussex
683, 3T Kriss, Morsholl, Middx

847,228 Matthew Smith, Wamngton, Cheahee

TARGET RENEGADE {Irmagime)

£40, 228 & Barnett, Spancely, Salop 438, 700 Be
Crosshay, Lsads, W Yoriks

A, TO0 Mkl MaLming, Whilenhgyen, Combia

TETRIS [Mimrorsaf)
121,004 J Tikoteon, Habfax, W Yorks

F B B Stuart E-Lﬁﬂlrr d, Deeside, Charyd
F5.545 Stevn Laary, Chelsss, London
THING BOUNCES BACK

[Giramdin Graphics)
8,675 498 Tirn Srnith, M. Marrheach, Chashing
3,540 835 Casey Gallacher, Calcol, Remsding
3, 765875 Alan Wescomins, Swindon, Wiks

THUMDERCATS (Elita)

3,046 150 Aoben Kisty, Homcashe, Lincs

2 B HIX) Sbeepn Alacamndey, Culybackay, Ballyrmena
2 B30 TI0 Warwnck Husl, Hudkdessfesid, W Yorks

TOY BIZARRE [Activision)

545 850 Bydin Halen, Paipes. Finland

20550 Ard Khedun, Tolenhaem, London
275730 Michasl Shape, Paterborgugh. Cambs

TRAZ |Cascado)

274 775 Simen Pile and Fachard Macocall Yation Brisis
17470 John Giynn, Mewcastia, Stalts

G 60 Mings Mortboit. Mo

URIDILAM + (Hasson] .
55000 Ten Ooldes, Mo Fived Abode

ATH 025 Mavils Lawia, Por Talbat, 5 Wales

335350 Wessal Jouben, Balinst, RESA

ZEMNJI (Firabird)

Bd 253 Lisa O'Hallgran, Viclona, Ausiraba

G4, 250 Mark Crossthwaile, Siockport, Cheshire
A0, 225 hhke Gallings, Portsmauth, Hants

BOLYX [Firmbird)

05 81 Edward Yu, Rapnes Park, London
524,118 Rob Housley, Thamesmead, Landon
ATT.473 M Blaser, Chasadia, Cheshins

EYBEX (Eeppaling

4485150 Gigd Kedvaney, Muddemdsid, W ¥orks
J98 950 Sheve Las, Gueifond, Surrey

T 950 Manos Stylanides, London, SW18

EVYHAPE (Hawson)

108G, 200 Mchas Colins /Casta Fea, Co Aoscomimdg
¥8.850 Steve Lea, Guldiond, Sunmey

YA 500 Jokn Farmow, Barowford. Lamcs
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lord keeps the
powerftul lord that he cannot be numarn, a
world that dies and grows again . . .
rfarghan is probably the most stunning game vou’'ll ever play.

Farghan is an adventure-action game with more than 120 landscapes and
40 different characters. The game is playvable on eithe kevboard or

Creature -'|.:;|!L'||u;] )

e game offers digitised sound and outstanding graphics.

» It will be released on Amiga, Atari and PC
IY\%I]?I]ES

(EGA, VGA and CGA) by the end of May. The
game will run on both colour and mono
ase send your warranty cards of
following:

s % g

ALl 2Erls.

Ilike the game Targhan because .............................

Send your entries to: UNIT 1 (Rear of

GU17 BAW = (0252) 877431
Closing date September 1, 1989,

--------------------------------------------
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 WELLINGTON ROAD, SANDHURST,
18 » Fax: (0252) 877431










THISISTHE COURSE
THAT JACK BULL'T

The I4th ar St Andrews The [0th ar Riviera

The 8th at Pebhle Reach

| The 13th 408 .-']|.|.|.;;|.|:1 ]
The 4th ar Baltwsrol I
l ield

Jhe Toh ar Pebble Beach

4

Tee off on the most challenging
18 holes of major championship
golfwith the legent who hand-

The 18th ar Mugrf

picked each one - Jack Nicklaus.
Jack Nicklaus' Greatest 18 Holes

Of Major Championship Golf=

gives you the famous fairways,

bunkers and greens that have

decided the four major champion-

ships of golf. There's even two

The 12th at St Andrews

The 18th ar Oakmonee*

The 12th at Aupesta additional courses designed by
Jack Nicklaus.

Golf in a mixed foursome or go
head-to-head with the “Golden
Bear” — a computerized Jack who
possesses skills patterned directly
after his own game. Select skins
scoring or stroke play. Contend

The 12th ar Royed Lasharn with gusting winds, rolling hills
and random pin placement.

The 17th at Baltwsrol It's you against the greatest
golfer of his time, Playing the
greatest 18 holes in the world.
Available for IBM PC +
Compatibles, Commodore 64 '
disk. Coming soon on Amstrad. _
\rrryl \NMiree i
The I¥th ar St Andrews nL_LUUWL '
The best in entertainment softwane™

] i Lk Mok lee oo
The 18th ar Pebhle Beach

The 10th ar Augesta

The ith ar Metion

The 18th at Riviera

The Frh at Augusta l

ALSO AVAILABLE SOON ON THE AMIGA




later levels.

Saturday 29th April

The main design of the new
diagonal HAZARD cities continued
this weekend. These look very dif-
ferent from those previously, and
also bear in mind the twists that
are now beginning to appear from
one city to the next. One of the
later cities will have no walls at all
- instead there will be bottomless
chasms between the pathways.
This will have one huge consequ-
ence. You (and the enemy) will be
able to shoot across the divide,
providing a sudden increase in pos-
sible attack points.

Wednesday 3rd May

The main design work commenced
this morning on level five - the
ancient city of CHAMBERS. There
are no switches to locate here, but
all force beams are activated in
timed pulses, hopefully giving you
time to pass. This one is a real
three-dimensional maze of narrow
winding corridors and individual
cells.

I've now had an opportunity to
observe more people playing the
game in different ways, and two
