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OPERATION
WOLF
Voted "Game of the year." The

world's No. 1 arcade game. "Super-

smooth scrolling and excellent graphics
.Without doubt this is a first class

slmm em up." ACRASH SAMASH CRASH.

“Definitaly the coin-op of the year. Etuy

Operation Wolf, it's a brilllant conversion.”

C+VG GAME OF THE MONTH COMPUTER 4

VIDEOQ GAMES.

THE REAL CHOSTHUSTERS
“Great music. and | appreclate the opportunity to
meet Mr. Slimer in person.” “Brill theme tune

and decent spot effects.” AMSTRAD ACTION,

“the creatures are vary well defined and
animated ... as nearto cartoon graphics

as you can get an the Spectrum.”
. EEMES MACHINE.
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BATMANTHE I Tate s
CAPED CRUSADER ‘ :E::l&fll e
- “Believe me this is brilliant, iz Skillful ™
a finely-honed arcade niru prugram"ﬁng

has taken the su
graphics and addictive
play of the monster

adventure which is the best comic
licence ever—you'd be batty to
miss it." CRASH SMASH

O ALL RIGHTS RESERVED and faithfully reproduced it on
the home computer.” A RER
OPERATION WOLF e
R-TYPE "

- “"What more could anyone
' ask for in a shoot-em-up
Operation Wolf, simply is
The Business.”

CRASH SMASH.

© TAITO CORP
1988.

“Here at S.U.we think it's
about as close to an

I ultimate space blast

' as anyone will ever

| get.Fab."”

| ©IREM CORP 1987
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1@‘:@“ ""IIF"MTT BARBARIAN 1|

o B R --:] “Palace have r !ull'l'i:l it everthin E
into this ane 5 all done with such
enthusiasm 5.|1=|t! and style that | found
miyselt itching to§ May it again and again.”

ams.l_ni:itﬁf_n_n_}_m MAST [—H CAME AWARD
“packed with humarous touches .. 5r=si :
animation ... the sound effects too, are top
quality ... hours of esthralling play.”
ZZAPI 64 GOLD MEDAL AWARD.

F 1 &l

DRAGON NINJA
“A sure winner with the official

; conversion to the home
> computer.” COMPUTER GAMES-
E | WEEK. "A very enjoyable and
,l addictive game ...The best
| f:*l conversion | have seen on
! :i the Amstrad.”
PEFER S AMSTRAD ACTION.
g\ I-I.l DATA EAST

|

NG R

ALL AVAILABLE FOR
. AMSTRAD
COMMODORE - SPECTRUM

—
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S 1088 MASTERTHENIC Ocean Software Limited - 6 Central Street - Manchester - M2 5N5S
INTERRATICNAL [NC Telephone: 061 832 6633 - Telex: 669977 OCEANS G - Fax: 061 834 0650




A DEAD MAN'S

A

By Rob Stevens
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The Snare: a twenty-level deadly maze built in a temporal cavity by billionaire

Andre Thelman who ten years ago entered his creation with his most valued , |
...ssvfr:lssiun — and died, CM 64} ] 23
he hunt for the mystery treasure has turned into the hottest vid game show on earth

as contender after contender dies trying to crack the maze’s secrets. Will you CHSS :£9.99

succeed] Y ‘

Snare: fiendish, frustrating and deadly — only for the quick-witted! Di SI( £12.99

Thalamas, 1 Saturn House, Calleva Park, Aldermaston, Bers BT JOW Tek 10734 817261
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REVENGEFUL
REGULARS

& THE WORD

Ocean rules UK, OK, while Phil drools
over Extra Time and the incredible new
pop group Fused!

19 CHARTS

They're back! A one-off, introductory
special edition with the ZZAP! crew pick-
ing the winners until your votes can start
coming in.

20 NORMAN NUTZ

Dr Nutz ponders the meaning of the
word ‘adventure’, thenfgets on with
reviewing some state-of-the-art mega-
games.

26 SCORES

Future Publishing champion thrashed
and 5pring cleaning sees lots of old
scores binned to make way for the new!

48 RRAP

Sheaves of software house statistics, a
assionate defence of the C128 and a
onfire of Xmas cards!

i
llr’ - .

SIONTENTS

FEUﬂIH-Fl}_ﬁfhﬂEﬁ et

38 2ZUPERSTORE
Some super spring bargains from the
mysterious Dr Frey.

L

28 C64 CD ROM

ZZAP! tests the rival systems. Hi-tech breakthrough or one-off novelties?

34 READERS’ AWARDS
It's your chance to tell the software houses what you like.

KALISHNIKOV

KoMPS

3 3COMPACT COMPO!
CodeMasters have a Sony CD Walkman
to use as a personal hi-fi or CD ROM!!

4 ODIRECT STAR WARS IV!
Win agreat camcorder from Mindscape!

47 CLASSIFIEDS

Wanted: some good 'classifieds’ jokes to
fill this blurb!

50 BUDGET
| Sly Stallone gets trashed, Meganova
explodes, but The Great Escape still
deserves yet another rerun.

=3 PIG IN A POKE

Maps for Strider, Retrograde, plus all
you ever wanted to know about racing
and footie games.

80 PREVIEWS
Domark's 1990 line-up and Gremlin's
luscious Jane Seymour,

. You sTa2ll
Gradsator

sl The
Fight

[lu skl iy F
Fumn

-
| ol T HGAINMES REVIEWED

GRENADE GAMES BALLISTIX 10 THE GREAT ESCAPE (SM) 50

BEVERLY HILLSCOP 12 IRONLORD 2 7d
8 SPACE ROGUE 2 i :

- - : - - - BLUE ANGEL 18  IRON LORD (Amiga) 70
Pilot the Jolly Roger in this Elite-beating masterpiece. :tgﬁiﬂggiﬂ (Amiga) :llg ITEAHHIIDHTEE.EEEEHT{!MIQaJ
14 VENDETTA 8
You' - h h i CHASE HQ 14 MAZEMANIA 10

ou’'ve got just one hour to save the world CHASE HQ (Amiga) 14 MEGANOVA &0
21 DRAGON WARS COBRA 50  MINDBENDER (Amiga) 74
The makers of The Bard's Tale produce another classic. E?:D% U gg gﬁk.:UEHT{hmlga] ;!1}
22 DRAKKHEN DRAGON WARS(S) 21 simary 1"
Infogrames’ epic adventure with a plot by the creator of D&D. | EXTRA TIME 6  SPACE ROGUE (GM) 8

DRAKKHEN (Amiga) (GM) 22 SPITFIRE 40 50
24 FUTURE WARS FOOTBALLER OF THE YEAR 11 STREET FIGHTER 50
The first Cinematigue game wins a Sizzler. H.ITUSRTEEWAHS (Amiga)(s) 24 SWITCHBLADE (Amiga) 74
GHOSTBUSTERS I 18  TOOBIN' 76
78 IT CAME FROM THE DESERT GHOULS "N’ GHOSTS (Amiga) 69  TOOBIN' (Amiga) 76
Busty nurses, fast cars, and a horde of giant ants,
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Be Adventurous

The Christmas avalanche of games continues to bury the ZZAP! team
under coin-op conversions this month; the number of game review pages
is the highest it's been for ages. But some of the most exciting games
won't have Phil, Robin, or pulling our usual faces over them.
T% like Future rs, Drakkhen, and Dragon Wars. Distin-
gui E{I brilliant graphics, some excellent animation, and amazing

layability they're the sort of programs we might — in quieter months -
ﬂlm-dmud as ‘'normal’ games and reviewed ourselves.

The rapid decline in text-only adventures in favour of games such as
Indy: The Adventure Game, which often have arcade sections, has blurred
the whole definition of what an adventure is. The highest scoring 'nor-
mal’ game this month is Space Rogue; from RPG adventure specialists Ori-
ﬂin it combines a RPG game with an El

ite-style space game. But however
ifficult classifications are, this month's Lab Report is with first-
augames with plenty of appeal for all but the most committed arcade

Stuart Wynne

SOFTWARE
MARRIAGES

The first of this month's nuptials concerns that baistrous young company,
Domark, and the much admired Incentive. Domark already has quite a stable
of people it goes to for its programming. But the real surprise is Incentive, for-
merly a very successful independent label, which wowed the critics with such
performances as Driller and Total Eclipsa. More recently its name has been
linked with MicroProse. Indeed the 16-bit conversions ofthose two titles were
used to launch 'Prose's new yuppie label, MicroStatus, which is now on hold.

The offspring of this union already has a name — Castle Master. It's set in 16th
century England and has the hero trying to rescue the princess from one of four
castle towers. Naturally the 64-room castle is packed with evil spirits in the form
of bats, rats, and spiders.

According to the father of the bride, Incentive founder lan Andrew, the
game will be “the first Action Adventure to use 3-D solid polygons’. It will be
available on all formats in April, and was apparently gestating for many months
before this official announcemnt!

The second wedding this month sees the lovely Magnetic Scrolls finally
finding a hopefully permanent home with Virgin Mastertronic, After being
one of the brightest programming houses on the Rainbird label, Magnetic
scrolls decided to leave when MicroProse took over Telecomsoft, Magnetic
Scrolls co-founder Anita Sinclair said the most important factor in the link-up
was that Virgin were ‘lovely people’. Ahhh.

How important the deal will be is open to question due to rumours the Scrolls
may be concentrating more on business software than adventures. But we're
glad to see Scrolls at least retaining some link with the games industry, and we
won't even make any jokes about Mates!

A What aload of bricks! — Mark Strachan, Andy Tait, lan Andrew, and
Dominic Wheatley at the signing of the Castle Master deal.
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EXTRA TIME

(Anco, Amiga £9.95)
Review by “Footy’ Phil King

We Kick Off fans have waited
along time for this data disk for
Dino Dini’s brilliant footy
game. So it came as something
of an anticlimax when it
arrived at ZZAP! Towers.

True, there are some new
features, but other promised
additions are conspicuous by
their absence. A new set of
harder referees was promised,
but all that seems to have
changed are their names.
Apparently the glayers have
three more attributes
(tackling, passing, and
shooting skills) to give them
extra individuality, but in
practice it's hard to appreciate
this feature — perhaps it was
meant for the unfortunately
omitted team selection option
which was originally planned.

On the positive side, you do
get a choice of four new
playing surfaces (hard,
artificial, wet, and soggy) as
well as wind conditions which
range from none to crazy (gale
force!). Before each match you

also get an extra four
formations to choose from:
Blitz (all-out attack), Lockout
(very defensive), Falcon (fast
wing attacks), and Criss Cross
(possession play). And for
mediocre rla'fers the choice of
three skill levels for the League
(previously only International)
is most welcome,

Probably the most
noticeable features in E‘!‘ar.
however, are the two bal
control options. Shot Power
allows you to determine the
power of a pass/shot by
watching the small line
beneath the controlled player
which rapidly turns white.
However, even experienced
players such as myself found it
very hard to time shots
correctly and often ended up
just tapping the ball a few
inches down the pitch — very
annoying!

More useful is the After
Touch feature which allows
you to bend shots by moving
the joystick just after kicking

‘draw’ functions and a

to your cries of *
u..:.f'.. dﬁ‘;u

are
great comp. To enter all
‘dictator’, and draw a ot
mm:ﬂu of

PICTURE THIS!

Mht—dguthmmmmmmm

Thankfully s o i b racped TY

one

‘pictionaries’ is fun with paper and |.muﬂmummm¥u'r

limit which
another second,
their successful C64 and Amiga conversions,
five of the still very wonderful boardgame In a
to is think of
to illustrate it. Remember to write out what
paper, and send it to PICTURE THIS COMP,

think drawing

no attention
Il be a masterpiece!’

something, like 'pin stripe” or

Towers, PO Box 10, Ludlow, Shropshire SY8 108,
mmm&mmmﬂmmnmmu




the ball. This really adds an

extra dimension to gameplay
and some spectacular goals
can be scored using it.

The only other in-game
t:hanies are player control of
goal kicks (thankfully
removing the irritation of a
computer-controlled goalie
throwing the ball straight to
the ﬁpusing centre forward!)
and the way injured players
slow down (unfortunately the
lack of tough refs leaves scope
for extensive nobbling!),

Overall, Extra Time doesn’t
offer as many options as we'd
hoped for but the ball control
nfﬁnns do change the nature
of the game to a more skillful
one, putting an extra lease of
life into a footy classic.

FUSED,
LIVE!

special Review by
Pit i::wri.j,-' E';h."'

‘Grat your dancing shoes on!
wag the ciy when Z2AP
designer. Mark Kendrick (the
ane who does the scribbly
drawings etc) and Haobin
Candy (TGM person) — also
Known as the new band, Fused

|,-I.1'-,'|_'||; at that Meoca for
music fans, The Bull pub in
Ludlow

Equipped with keyboards
galore (including mv Roland D
201) the daring duo playved a
whaole host of SOngs fram the
lkes of the Numan lagsic " Aro
rriends Electrnic’ to Depoeche
Mode's 'Everything Counts’
And for a first gug they did very
wall indeed, the only problams
being a few 'technical hitches

the sequencing ST stopped
in micl-song (typacal?) and also
loaded up a scrambled version
of 'In Your Room' (Rabin late:
clanmed it was sabotage
somaone had swapped oves
his Midileads!), A further hitch
was cauged when Rolin
couldn’t read the words toa
song because ighting expert,
Nick Roberts (CRASH porzon),
turmed the hghts off)

But the way an exuberant
Markie handled thase
potentially embarrassing
problems showed his true star
potential as he laughed with
the audience and soon s [l
them dancing in the aisles
There was even time for an
encore when the fans raised a
vociferous cheer for "Moral’
Pt s Eepert Verdict: These lads
will go along way! I just hope
they give me back my D.20
first!

ATARI'S ARC

ADRIFT?

- Ambitious plans by Atari to establish a new software label have been

setback by cor

over its name — ARC — which s alsa used by the

converted to home computers on the Tengen label, so called to avoid

OCEAN TREASURE

After winning a raft of Sizzlers and
Gold Medals in ‘89, Ocean have

rightly dominated software sales
pgior to the Xmas rush. According

allup aimost one in every three

entertainment titles sold comes
om the Mancunian giants.

The figures break down to the
budget Hit Squad label selljng
14.9% of all games solid, alf®
full price Ocean label selling
15.7%, adding up toama
impressive 30.6%. TIIS DrEsRey
previous record, of about 262
which was als
If instead of numbers you
measure marke
Squad has 5,1%, and Ocear
20.4%
spent on software Ocean has
gm LIESLE ENAE

-l". Wi ial
must go to the phenomenal

oboCop game. This has been in
the charts for over a year, and
dfter being recently relaunched it

somed back up to number twol!
Questioned about his company’s
cess Software Development
vianager Gary Bracey pointed out
the part played by RoboCop and
also claimed they'd been very
‘lucky’! We at ZZAP! would
dispute this last bit ~ quite simply

Ocean hm.-iw a Int of very
en
axcellent.

S ALE -

Untouchabies should help Ocean
ve share
Eales. And for the
0g another, long
FLCUNM P conversion,
namely Rainbow Isiands. Brilliant
igaae! the Taito coin-op
sreonginally written by the
aftgold programming team for
owever, when
MicroProse bought Firebird,

o1 Tha A i &

consequence Ocean, who

- il

. B to . .
the licence.
Negotiations are cu

underway
Graftgold

an obviously rather delicate

o e
games have long n -
both won Si i
and it's to

beautifully playable conversions
do finally ga




What a change from the Ultima
series this is for Origin! When |
heard about Space Rogue | half
expected a reworking of their
Ultima style RPGs but in a Sci-Fi
setting; indeed this is what | got.
And that's no bad thing when

| you consider how much depth

there is to Origin games. But
when you incorporate a techni-
cally stunning 3-D combat mod-
ule into the game it just jumps
light years ahead of opposition

g such as Elite (yes, you really will

believe a C64 can shift polygon
graphics around like nobody's
businessl).

What | love about this one is
the way you interact with other
spacecraft. They're not mere
targets for your lasers as they
exhibit some pretty intelligent
attack/evade tendencies and
fight back with a real vengeance,
even engaging in chit-chat prior
to blowing you away!

It's easy to be sceptical about

| how strong the game is on the
g3l RPG front when you consider it's

all on one disk but we've been
playing it for some time now and
the plot just keeps thickening
(and we haven't got round to
explore half of the solar systems
yetl). A move away from the
Ultima range which has paid off
in fine style.

+«4 An outside view of your ship

approaching starbase Hiathra
(also shown in the small window).

¥ Buy too much drink and you'll end

up walking erratically while
hiccuping (honest!).

. |

Jl
Fus

- ®The space garge to bedt Emau,

ellg, friend, I'm R2-C64,
H and | know all about you.
How your famous father =
always wanted you to go.into his
safe, wealthy profession as a
Jeweller. How you always
ted to go into space, and
finally succeeded by becoming -
-8 merchant marin& with the
“Princess Blue. It was a fine ship,
but the captain gofcareless
stopping to examine a derelict
scoutship. .
Yau were sent-in to investi-
gate, but no sooner than you
| were aboatd than ten Manchi
ships appeared, reducing the
Princess to debris. You're the
only sérvivor and for days now
4 have been letting the the smut

Il
(L]
AERNREEN

] -Hl i ,f.i..-\l" (o HHL.IAH\" |-|¢1n ;

"
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ship Jolly Roger drift. Butyou're
notdead, andit's time to live on.

The Far Arm galaxy is a mas-
sive place consisting of at least
eight star systems, linked by
wormholes, and over a dozen
space stations. You enter the
wormholes through cylindrical
gates, and they're madelfip of
long tunnels®f cirtles which you
must keep inside to s nn
target. Travel too slow,
ever, and constant erosion wlli
rip away your armour.

If you plan vengeance on the
insect Manchi, you must first
earn lots of cash. Trading is the
easiest method, although some
goods are perishable and
pirates will try to steal them.
Alternatively you might like tg go
bounty hunting, or even
pira::y yourself. But your stand-
ing with the Imperium and the
Merchant Guild will fall if you
start shooting at them, although
it might earn you points with the
Pirates.

-
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Whichever career you
choose, it's essential you know
your ship -a Mandenworks Sun-
racer currently equipped with
one feeble Garnet laser, a single "
forward shield, minimal armour,
a cramped cargo hold, and no
ECM. All these, plus the
Radionix engine can be
Supgraded. But to get anywhere
you rieed to go into navigation
" mode (which takes a short while
todload into'the main com-
puters). A space map is shown '
with your ship at the centre. Use
keys or joystick to scroll the map
around. QUERY gives data on
the cursor position, HELM locks
the auto-pilot on. The ship will
then move toward the selected
position. Unless, of course, it *
runs int-:; enemy ships . .. i

Selecting COCKPIT gives you
an electronic, solid 3-D view out
of the front of the ship. Or if you
prefer you can have a cinematic

L

both yourself and ;'nur shim

- ter will probably introdace him-
self: you'll then be given the
choice of a couple of replies—or®
alternatively you might like to
directly input.

This RPG ele rnen_l!r thg game

includes a Duchess Avenstar
who desires achampiofto fight
against t ack Handcult - to
prove yo h to heFyou

must get aligh combat rating.
. Then there's the pirate Mr'Gut; if
you ambush a few merchant
ships he might be willing to take
youon. On a slightly lesser scale
there's government officials to
bribe and a lovesick droid to
reunite with its partner (who
may have been turned into adis-

hwasher!). ' =

if «*
you choose to talk, the chafac-,

| thought Elite could never be beaten as the greatest ever space
game, but after playing Space Rogue for hours on end I've changed
my mind! There's just so much interaction with other ships and
characters, this is a complete space adventure rather than just a
trading game. | was amazed by the game's sheer depth with the
fascinating sub-plots adding extra realism to the brilliant deep-space
atmosphere.

It's a bit of a pain practically reloading the game when you die, but
this adds to the realism so that you only go into combat when you're
well prepared. The toughness of combat also helps extend the chal-
lenge of the game overall. According to Origin it is possible to com-
plete the game in a solid day’s play — if you know exactly what to do.
But it's the knowing what to do which takes ages, as does mastering
the combat, and | foresee many weeks challenge here. And while it
may lack the ‘infinite’ open space of Elite, this game is absolutely
crammed with missions and adventures. All the plots and sub-plots i
come together to make you feel like you're in a SF movie to beat Star
Wars. Allin all, a wonderful mix of arcade action and RPG adventure.

! : L L] B L
¥ The navigation chart shows yawr ship flying away from starbase

view; g view from just behind
your spacd ILECET:
choice of a s, from

beam weapons to thrge missile
types (if carried), an
showingihow much arm
you've got left. During co
the critical ifistrument is TAC _
(Target Acquisition Computer).
When turned on, arrows appear
indicating where the enemy is,
his capabilities, damage, range,
and even a moving picture of the
ship. Also, it'll give you a one
word descriptign of enemy tac-
tics. There are ten of these, from
‘Close’ (quick fly-bys for close
shots) and ‘Follow’ (the enemy
mimics your movements) to the
obvious 'Ram’"!

Battles can occur in asteroid
storms, cargo-spoiling ion
storms, corrosive nebulae
which slow you down, and exp-
losive anti-matter shard fields.
But at least you can hide behind
asteroids. If that doesn't work

iy iy ey o Mo ve
faster.

should you make itto a space
station you can dock with it.
Your perspective then changes
to an overhead view with the
station scrolling as you move®™
around. Pressing fire fives you
the option to talk, inspect
objects, and review the status of

* il & L

Hiathra-(the green Sqilgre). ¢

STATUS
QUERY
SCAN
COCKRPIT

T ssesssss_]

e T —. :

destinaticn

1990,

An Amiga version is due out ip early

- . 9 -
- B . - -
et _ : PRESENTATION 97% |
| Superbly a:ﬂmgtued loading screen.
This is a completely unbelievable product, but | promise you it's not Far ,a,ﬂa,-,! sggwt Iim_: Hﬁ o
an early April Fool, Firstly, there's the graphics — solid 3-D, full colour, novella, stitt paper cut-out spaceship
and fast. There are even options for cinematic and chase views, | modals, ship guide. essential save
which has the ‘camera’ zooming up to and away from your . function and C64 keys guide.
spaceship. Secondly, there's the gameplay. On top of the Elite-style - EHAH{H:;' 95%
trading and space battles there's a complete RPG adventure. Small ector graphics are very quick,
sub-plots such as being offered a job to deliver a microchip to some- solid, beautifully colourad,
one, or saying 'Rikbat’ to an alien for a behaviour experiment, help superbly detailed. The adventure
create an incredible atmosphere. Then there are the big plots, like B graphics aren't bad sither.
proving yourself to the Duchess Avenstar or the pirate Gut. . SOUND 58%
Thirdly, there's the combat. This is excellent with the ships able to An effective array of ship engine
execute all sorts of tactics to keep you baffled. More than that though, naises, laser blasts, and suchlike.
there are battles where you ambush a tanker, get in a few shots, and OOKA ITY
it calls for help: an imperial cruiser promptly drops in to vapourize any hh::nw ﬂm?nlut- RIS ugn?Hq:ﬂua
under-equipped, would-be pirates. On another occasion | found an Starbase than you're drawn into one
allen attacking a pirate, then turming on me as the pirate was of the superb sub-plots. And the
destroyed. The detail on ships, their speed and how close they can space battles are superh!
come — i filling the screen —is incredible. The wormhole effect is also LASTABILITY
pretty good, and tough too to compensate for the easy docking ' Thisrs wu:'t lmlt many !Eﬁm_
procedures. _ g | tions, but proving yo in combat
And finally there's the attention to detail, like the way planets on the - 18 tough and the plots are excellent,
map screen actually move around the suns — with their tiny continents
rotating all the time. The actual dimensions of the game may not be Gv E RA I.., L
that big, although other star systems may apparently be discovered. 9 7 l'.'I/
But in every other way this totally outclasses Elite, and is the best . O
space game for any machine! ultimate opera on r
¥ 9 A . | CB4 with yuum starring ml‘ﬂﬁ
- <9
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emember Crossfire, the
boardgame where two
players fire ball bearings
atapuck? Well Ballistixis based
on the same concept, except
that instead of fixed guns you
get moveable arrows to fire the
balls.

In two-player mode each
player attempts to push the

Hewson, C64 £9.99 cassette, £14.99 disk

urprisingly enough

Mazemaniais . . . wellyou

guessed it. And the star of
this maze game is Flippo, a
deadringer for the beachball
with feet which ‘menaced’ the
crew of ‘Dark Star’. Trappedina
rather large maze he wanders

¥ it's a-maze-in'. Well, not really!

about, flipping over the floor
slabs to make them all a single
colour. Some of the slabs flip
over to clashing colours, walk-
ing over them again, or from a
different direction should ena-
ble you to turn these the right
colour too.

1 0

ZZAP!I FEBRUARY 1990

puck through the opponent’s
goals. Various icons appear on
the pitch and can be collected
for extra points and special fea-

¥ The two arrows fire balls
at the puck.

Of course, there's plenty of
people who like the old colour
scheme and they chase Flippo,
trying to rob him of energy and
lives. Flippo can jump over

tures (such as temporarily jam-
ming your opponent’s gun!).

Solo play is against
with you trying to get the ball
into the upper goals. There are
64 progressively more difficult
levels containing various obsta-
cles such as bumpers, tubes,
and holes which ‘teleport’ the
ball to another hole.

Game options include number
of balls per side, gravity and
arrow power, and starting level
(allowing access to later levels).

FRESENTATION 78%

GRAPHICS 79%

SOUND 70%
vared spot FX title b
HOOKABILITY 76%

LASTABILITY 68%
A Fe 1 fEue AL AEETN =L

.y 1 i 1 ¥ i Vilr ¥ L T
Emeniay i ! | IEEY FE
Hitrve in one-plaver made

OVERALL
72%

An gntertaining two-player game

them, and gaps in the floor, and
collect floating icons for extra
lives and the ability to kill the
baddies.

if you solve one maze, there's
fifteen more, of varying themes
and graphics.

— 1l al @ - F-"

An Amiga version Is planned!

PRESENTATION 38%

Continue level option is good, but
otherwise basic

GRAPHICS 40%

Bland, Spectrumesque slabs with
poor SGenery and sprites.

SOUND 55%

Appealing intro tune and mechanical
M- | X

HOOKABILITY 42%

Bas:c gameplay wouldn't tax the
mind of a stulled Flippo!

LASTABILITY 41%

Four basic types of maze graphics
but layouts random

OVERALL
40%

Would've been hopelessly out of
date in the Stone Age.




ke

he Amiga version of this

deservedly received a
Gold Medal, last issue. Now the
84 game's here (unfortunately
only on disk) with quite a few
omissions.

Asinthe 16-bitgame, the gen-
eral idea is to make a city grow
by allocating residential, com-
mercial, or industrial zones for
the SimCitizens to build in.
Power must be supplied along
with roads to link the various

s something of a disappointment after the.

f football is ‘a funny old

game’ then the Footballer Of

The Year is presumably the
best comedian around. How-
ever, to achieve this honour you
must score goals instead of tel-
ling jokes.

Infogrames, C64 £19.99 disk only

urban planning simulation

zones - there is no rail option in
this version. Within a tight
budget (here the tax rate rate is
fixed) you must attempt to keep
the people happy (although
there is no evaluation screen,
the only indicators being the
map and graph) while expanding
the city.

As well as building a city from
scratch you can attempt one of
the eight scenarios - this typi-
cally involves rebuilding a city
after a natural disaster.

lissions has
& ’hfr (R “H*'

-

Starting the season with the
team of your choice you get to

play in League and various Cup // ;

matches and, if you're good
enough, internationals. Before {
each match you can select up to
three goal cards which allow

PLANDEVALLES
e
g

"

you the possibility of scoring.
The manoeuvres for each
attempt are shown on a
blackboard - you must try and
emulate your part in the follow-
ing arcade sequence.

Extra goal cards can be
bought with hard cash, earned
by scoring goals or from cor-
rectly answering footy trivia

questions. If you're playing
much better than the rest of your
team you can buy a transfer card
so another team can scout you
(and perhaps buy you).

go, just one late result: Liverpool
have thrashed Spurs 4-0 with
super striker Alexei Sayle scor-
ing all the goals!

The Amiga version should be out any
day now, pricad £19.99,

rf.

PRESENTATION B82%

GRAPHICS 60%.
SOUND 18%

HOOKABILITY 72%

LASTABILITY 82%6

OVERALL
6%

Lacking some imporiant options
s

But st a Tascinaling C

And that's about it. Before we

slick status scres

PRESENTATION 87%

GRAPHICS 80%

arcad |
SOUND 54%

HOOKABILITY 77%
Following vour carsar & fun for a

LASTABILITY 65%

OVERALL
71%

A good (iIf balated) sequel

ZZAP! FEBRUARY 1990 B 1 1 B8




Tynesoft,
C64 Cassette

£9.99,
Disk £14.99

he pride of the Detroit

Police Dept, Axel Foley,

heads West for the game
of the hit Eddie Murphy film.

On the trail of a tough under-
world gang Axel swerves
through isometric streets, using
the on-board direction indicator
to locate and shoot one of the
gang's cars.

From here it's off to a
warehouse for a scrap with

n

"5 This is certainly an
 ming behind it isn't
100 new in execu-

1 5
W

[

wo ancient Japanese

clans are feuding. The

Taira clan have taken con-
trol of a massive fortress, A
mass attack has already failed
s0 the opposing Genji clan have
volunteered you to sneak in and

1 2

Firebird, C64 £9.99 cassette, £14.99 disk

some henchmen, horizontal
beat-"em-up style. A bruised
Axel then chases the baddies’

bR P e, T -
i '-. ' L] r-"'lII L]
o

LE 1S

g
- r

regain control of the fort all by
yourseif! :
The isometric 3-D fort is
divided into nine levels, each
populated by enemy soldiers.
You can either avoid, bribe, or
fight them. Weapons, keys,

FFIFAF! FEERLIARY 1990
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three vans in his car via a verti-
cally-scrolling section. Watch
out for the crates they drop!
After destroying two vans
Axel follows the third to the gang
leader’'s mansion where he must
shoot armed thugs to gain entry.
This is a Rambo-style, multi-
directionally scrolling shoot-
‘'em-up. Once inside the man-
sion the games switches to a

first-person perspective, 3-D
o

coins, and magical items are
hidden in the back wall of each
room - you must climb around
the wall to search it.

view with your gunsight on
screen. Shoot Mr Big and rescue
the hostages.

A promising £24.99 Amiga version
should be out soon.

PRESENTATION 64%

Five rather long multi-loads. Good
prachice opfon,

GRAPHICS 75%

A mixed bag graphically, but levels
ara nicely vaned.

SOUND 53%

Adeqguate rendition of Axel £, but
unconvincing FX

HOOKABILITY 68%
s very good 1o be able play each
leval . .

LASTABILITY 65%

but this destroys some of the
surprisa of the later levels.

OVERALL
68%

Anicely structured package of five
playable but somewhat dated sub-
games.

Strangely, the only way to die
is of old age - if you are in mortal
danger your magic belt will
transport you safely back to

base.

Mo plans for an Amiga version.

PRESENTATION 70%

Mo multi-load. Lengthy 5

almiost

ISEess nsiruchnns

GRAPHICS 75%
The ar T o L ntax

of thae baddias

SOUND 70%

Tokerable o mtal tune and aoond F

HOOKABILITY 70%

Initally cont DUt al least

using
can | de quickly

LASTABILITY 76%

wWith the save facility and lack of
nstant oaath

bBe had if vou're willing to persevere

OVERALL
74%

TRy OnNg Qameas can

An intriguing mixture of game
typas.




‘THE MOST E 'CITING
- _FILM OF THE YEAR
NOW FﬂR YOUR HOME MICRO.

THE FUTURE OF LAW ENFORCEMENT

/

SPECTRUM

£9.95

COMMODORE

£9.95

AMSTRAD

Ocean Software Limited - 6 Cenfral Street- Manchester - M2 5NS - Telephone 061832 6633 - Telex 668977 OCEANS G



ay Broady and Tony Gib-

son are members of New

York's Chase HQ: law
enforcement officers roaming
the freeways in search of har-
dened criminals. You know, the
type of criminals who don't think
twice about kidnapping, mur-
der, armed robbery, reading CU,
and other anti-social activities.

As Ray and Tony start their

beat, Nancy's voice comes over
the airwaves. There's a criminal
ascaping down the freeway who
must be caught at all costs. With
a ‘Let's go Mr Driver’ the cops’
Porsche accelerates down the
city streets in hot pursuit.

Ocean, C64 Cassette £9.99, Disk £14.99; Amiga £24.99

The car has 60 seconds to get
within sight of the criminal’s
vehicle whereupon the timer
resets to give another 60 sec-
onds for the cops to catch and
arrest the villain. Taking the
wrong turmn at forks in the road
only wastes vital seconds and if
time runs out, it's off the force
for these two slow-coaches.

To help avoid failure the
Porsche is fitted with 3 Nitro
boosters to accelerate the carto
aver faster speeds. Useful for
catching up with the villain when
time is running low but sadly the
affect is only temporary.

The actual arrest procedure is

For what was potentially the best of the Xmas r.t‘l'l.n'im;;@-‘.I

licences (geddit?!) Chase HQ tums out to be rather dis-

ng.
The C64 version features the Spectrum's monoc-
\ hromatic roads, but lacks the speed, helicopter and

many of the roadblocks in that version. Sound effects are poor (the |
- skidding sound resembles an anti-theft device going offl) and there's
speech or samples. The original, bash-em-up gameplay remains
_w.mn'smm.mmmmym.mha

The Amiga version is marginally more impressive with some good |
‘sampled speech and detailed, although blandly coloured graphics.
'However, as on the 64 the pace is too slow to recreate the coin-op's
awesome "thrill factor’. Lacking this the gameplay comes to seem a

3

3141590

.l'.'.:.l]__'l_i'i_l_![ll'l_'

(RIMINALY HERE!

A A subtie hint indicates where the criminals may be lurking (Armiga)

racing games,
Ocean's ‘strongest’ title of the
year has ironically turmned out to
be their weakest. On the 64, use
of high-res, monochrome road-
side objects may have provided
for better graphic definition, but
speed and colour has been sac-
rificed. More importantly, the
game is much too easy to beat.
It remains moderately playable,
but there are other far more
worthy racing games around at
the moment.
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The Amiga version is more
wasn't totally convinced by thul
game's illusion of speed and was
disappointed by the lack of col-
our, Compared with the Bat-
mobile section of Batman: The
Movie Amiga Chase just doesn't
come close.

it
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a little 'unorthodox’ to say the
least: the Chase cops’ idea of
bringing a perp to a haltis to turn
his car into a wreck by ramming
it repeatedly! (A damage indi-
cator shows how much more
car crunching is left to go).

64

PRESENTATION 67%

Raolling demao on titke screen, but no
sound FX/music option. Extramely
apd multi-load.

GRAPHICS 52%

Good sprites but otherwiza it's
'Spectrum graphics” time.

SOUND 32%

Disrmal spot effects and irritating
angine drone,

HOOKABILITY 59%

The coin-op name lures you in but the
drab Spectrum appearance is a
definite turn-off

LASTABILITY 38%

Five playable levels but it"s far too
easy o progress.

OVERALL
53%

An anti-climactic release.

PRESENTATION 59%

Raolling dem, music/FX toggle, good
radio briefing screen

GRAPHICS 71%

A nice 51 game has been ported
across but the sprites are mediocra.

SOUND 70%
3o0d aural accompanmmeant
Extremely clear speech by Nancy but
the in-game samples are somehimes
a little mutfied.

HOOKABILITY 72%
Dead easy and straight forward to get
into, the urge to bash in that first car

15 extremely high

LASTABILITY 62%
By the third level the gameplay is too
tough and the lack of graphic variety
disappointing.

OVERALL
67%

A playable, enjoyable racer which
lacks any sparkle to hold the atien-
tion.
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Look out, Beverly Hills

Here comes Axel Foley !

The hero of "Beverly Hills Cop” and "Beverly Hills Cop 11" is back in Beverly
Hills - and this time he’s working on a case that's a real stumper! He's going
to stop the cnme of the year, unless an army of trigger-happy gunmen stop
him first !

You'llroar down crowded city streets, race against time to stop a daring rob-
bery, stalk armed killers, hunt for clues to a bizarre crime, and fight for your
life again and againinthis high-speed action adventure starring the fast-talk-
INg, quick-shooling detective.

AVAILABLE ON:
ST £24.99 AMIGA £24.99 PC £24.99 CBM64 CASS £9.99
CBM64 DISK £14.99 AMSTRAD CASS £9.99 AMSTRAD DISK £14.99
SPECTRUM CASS £8.99 SPECTRUM DISK £14.99

I ynesott Computer Software Lid., Addison Industrial Estate, Blaydon, Tyne & Wear NE21 4TE. UK. Tel: (091) 414 4611




A A scene from the brilliant video intro, showing a terrorist
kidnapper entering the girl's bedroom.

System 3, C64 £9.99 cassette, £14.99 disk

@®Two games in one: Stan Schembri's superlative 64 Sizzler!

uilding your very own
B nuclear bomb on the

kitchen table has long
been asubject of popular appeal
among engineering students.
While other university goers
spend their time getting drunk,
they work to get on the cover of
a technical mag with the com-
pleted bomb. One such elderly
loon has come to the attention
of a terrorist gang which has
kidnapped both him and his
shapely daughter. Their kidnap-
ping is video recorded by a sur-
veillance system and shown to
our publicity conscious hero. A
few weeks have passed and the
bomb has been built. Impossible
demands have been made and
an one hour deadline set before
the bomb is detonated . . .

His first clue is a tip-off that
the terrorists have a connection
with a deserted docklands
warehouse complex. As it turns
out. the place is crawling with
terrorists, and the mercenary
hero has just his fists and a knife

e |
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with which to defend himself,
Energy is shown by a green strip
wrapped around a digital watch
showing how much remains of
the one hour countdown.
Healistically enough the merce-
rary has just one life: lose that
&#nd it's all over. But there is a
bullet-proof vest to be found,

which greatly improves his
resistance to damage.

If you hit a terrorist his trous-
ers begin to flash (honest!)
showing his rapidly diminishing
energy. Knock him down and he
detonates a suicide device,
neatly removing his body from
the scene. The first terrorists are
thankfully unarmed, but later
ones are weighed down with
plenty of hardware. So getting
an Uzi machine pistol or AK-47,
plus ammo, is very important.
Fortunately, each time you enter
a location the hidden objects
briefly flash.

As items are collected they
appear on aroll of film at the bot-
tom of the screen. This is impor-
tant for recording vital evidence.
Periodically, policemen will
appear and arrest the merce-
nary —if he doesn't have enough
evidence to prove his good
intentions he's thrown in jail!

Once the mercenary has all
the evidence he thinks he needs
from the docklands, he can

¥ Not far to go now, clambering aboard the airliner to free the

professor's daughter.

P




move onto the second location
via a Ferrari F40. Obviously he
needs to find the ignition keys,
but the car's also outfitted with
machine guns and surface-to-
air missiles. A special key card
is required to activate this 007-
type equipment.

Once out onto the open road

the fastest route to the next
location must be followed, but
there's plenty of turnings to get
lostdown. If amap has been col-
lected, arrows appear on screen
to show the way. For super
speed there's a nitrous oxide
button, but if overused it'll burn
out. To make things harder there
are enemy cars and helicopter

mothballed tanks. The terrorists
all seem to have guns here, and
one man in a dug-out can only be
taken out with a grenade. Com-
plete this level and it's back to
the car for a race againsttime to
the airport where the daughter
is being held aboard a booby-
trapped airliner.

After another car section is

gunships to contend with. city park. The professor is hid-
The next location is a disused | den here, guarded by plenty of
“ army barracks, complete with terrorists.

Systemn 3 have done it again, with a superb updating of the Last Ninja
gameplay and a good racing combat sub-game as well. The superb
video perfectly sets the scene for the arcade action to follow. The
ability to gun down opponents, rather than having to bruise your
knuckles, makes gameplay a lot more fun. The little windows which

open to show what object you've found are excellent, as are the

backgrounds, although the last one is a bit too Ninja-ish. All this
would be great if that was all there was to the game, but there's more:
namely the superb racing section. Not only is there a top-notch road

Viendetta as a package is typical
of the System 3 all-out approach
to producing games on the 64 -
high standards all the way

effect — there's combat as well. Quite simply, an amazing product. through with Dokk and Tony

Hager coming up with some
highly authentic graphics. The
attention to detail is outstanding:
the subtle use of colours creates
a very moody, downbeat atmos-
phere and the video playback is
the best game introduction I've
yet seen in a game (wonderful
Matt Gray music!).

And if the Ninja-style action
wasn't enough, there's the
amazing driving sequence with a
smooth scrolling road and com-
bat: what a brilliant way to link
the levels together! If you
thought the Ninjfa games were
great, Vendefta will blow your
rmind!

The supersleek graphics of the F40, remodelled since last month’s
preview feature.

Work has only just started on 16-bit
versions.

upﬂat‘ﬁ

PRESENTATION 91%

Superb video intro and inter-leved
screens, but multi-load a hit of a pain

GRAPHICS 94%
Finely detailed isometric graphics,
greal windows, and a very impressive
road effect. Beautiful F40!

; SOUND 89%
Excellent, highly atmospheric intro
tune and good sound FX

HOOKABILITY 91%

Combat is hard, but that only makes
it that much more urgent 1o get the
AK-47! Addiction is further increased
by the urge to find tha F40

LASTABILITY 94%

Just one lifia for four ten-screen loca-
tions and four driving sections makas
a very tough, but highly rewarding
challange,

OVERALL
93%

A superb combination of two per-
fectly integrated game types.

This one is right up my alley with its superbly crafted modem setting
and at last some real weapons to use (swords and nunchakas can get
5000 boring after a while). The name of the game is violence and
Vendetta excells at that. With a knife to hand the hero gives as good
as he gets, but when he's got the Kalashnikov or the Uzi things go
well over the top: it's great! The build-up of graphics is still very much
a part of the Last Ninja type of game but it's rapid and the end resuit
is well worth the (momentary) wait. If any criticism could be levelled
at the game it could be that there's only four levels, but on top of this
you have a race game that compares extramely well with Turbo Out
RAun and Power Drift (why wasn't Chase HQ done like this?7). Stan
Schembri certainly earned his money with this one!

FLFAPI FEBRUARY 1990 TR 1 7



Activision, C64 £10.99 cassette, £14.99 disk game.

ally impressive film scenes which fail to

een the movie yet? Well, Inthe first section of the game game.

the plot’s about the trium- | Ray Stantz is winched down a

phant return from sewer airshaft. Armed with a
enforced retirement of the plasma gun and force wall he Liberty striding down a ghost- 3-D section. You must rescue
fabulous ghostbusters quartet, must try to reach the bottom of infested Broadway. You control | Sigoumney's baby and blast the
complete with Sigourney the sewer, avoiding ghosts and a fireball which shoots out bul- evil Vigo The Carpathian.
Weaver whose baby has collecting parts of a special lets. Shot ghosts drop energy
attracted the attention of some | scoop along the way. slime which can be collected by
diabolical forces. Level two has the Statue Of your men on the ground.

¥ Ray Stantz is lowered down a haunted sewer shaft!

The final level is an isometric

PRESENTATION 59%
Free badae and bal

GRAPHICS 56%
SOUND 54%
-;.:.-.---I_: SOITHE FEF
HOOKABILITY 50%
LASTABILITY 36%

OVERALL
329%

A hotch-potch of sub-games which
faul to ".:“-'I INlo a8 good gam-e

Gremilin, C64 £9.99 cassette, £14.99 disk;‘

Amiga £19.99

beautiful female robot
leads you into her
byrinth of sensations.
And what do you do when you
getthere? Play a boardgame, of
course!

You alternately choose num-
bered squares (you from the
current horizontal line; she, the
vertical) to score points - red
squares reduce your score.

When squares are chosen,

-
é. While the pictures
: 4 aren't going to
: down a storm with
nothing here to
offend a Sun reader and the
robotic element is at least novel.
But the main thing is the game,
which is surprisingly good solo,

or in two player mode. A bit more
|\rariaty might’ve improved value

feminists, Hum'sl

they flip over to reveal part of a
picture of the Blue Angel. If you
win you are rewarded with the
full picture. On later levels, the
pictures get more interesting as
the Blue Angel performs a semi-

B 1T 8B 777A"! FEEBRU—ARY 1990

striptease.

Options include a two-player

| must admit | don't
get very excited at

mode, hidden numbers, and
three skill levels.

S4

PRESENTATION 65%
G n APJH u:sl.:;:u %
Ly Lo i SO
HOOKABILITY 71%
msfﬂ‘&i[ﬁ{ 61%

L-hallanging but repet

OVERALL
65%

Novel gameplay with tacky pic-
tures

PRESENTATION 68%
Mice intro sequence. Good oplions.,
GRAPHICS 70%
Okay picturas.
SOUND 42%
Minimal FX and speech.
HOOKABILITY 71%
Same as T4,

LASTABILITY 61%
Eventually repatitive,

OVERALL
65 %

Enjoyable strategy.




Yes, it’s the return of the old favourite
as we go into over-drive this month
with not only the top 64 hits but Amiga
and coin-op AND music charts as
well.

One heck of a lot of games have
come and gone since the last charts
section in ZZAP! so it’s time to update
it all. To get things going us reviewers
have banded together and, as ‘demo-
cratically’ as possible, we’ve put
together a list of our fave-raves on the
64 and Amiga (‘democratically’

THIE

TOP 10 C64 GAMES

20ENanALN S

1. Ghouls'N' GhOStS ...........ccooovivrereriois oo, (Tim Follin
L T ODUERIN. ... e aniacs of Noise
3. The Untouchables ...... Cannon

AMIGA MUSIC

| vesamnrbniessssnmenrsrssnannenneasses | M FOHIN/Mike Foll
OO "N GROBES .................oo0rccmmmrimsmonsies (Tim Foll
Batman: TheMovie ..........................._ Jonathan Dunn

F:"FP.'."I

COIN-OPS

mﬂ'_u'ﬂ_mﬂw veORHON

Teenage Mutant Ninja Turties .................. {
U.N. Squadron ... iy Bl

P

meaning the usual threats, bribes,
pleading, and physical violence).

We see the welcome return of the
charts for the best aural accompani-
ments on both machines and the mad
‘Welshman’ has demanded a coin-op
chart which he’s ‘democratically’
thrown in as well. So get voting for the
all-new charts NOW, folks —you could
win £20 worth of software! Don’t
delay, fill in that slip today and send it
away!!

----------------------------------------------------------------------------------------

--------------------------------------------------------------------------------------
----------------------------------------------------------------------------------------

TS i S SR S S
THE BEST COIN-OP IS

Once it's done, send it to ZZAP! CHARTS (1), ZZAP!
TOWERS, PO BOX 10, LUDLOW, SHROPSHIRE, SY8 1DB.




.CT; Binary code addiction as
& a means of controlling the world.
TIST: Prof NORMAN NUTZ Phd,

Bsc, KP.
RESEA‘RCH EQUIPMENT C64, Amiga A500,
Cray-2.
LAB ASSISTANT‘ The Geek

Ed's asked me to do something hie considers quite difficult (no,
not find a good bit in Star Trek 'V: explain to you whiat an

adventure is. Hah! I 've.been playing them since I was flaming /|

whip-high to a Balrog, if I can't tell the diff between a hobbit
and a dwarf nobody can. But wait a mo, maybe Mr Wynne isn't
as silly as he looks; I mean, there's a lot more to state-of-the-art
adventures than those around when I was a lad, The modern
hero can no longer rescue the princess by simply typing N Dig or
Kill Dragon. Today s games are fﬂr#mrr.sqﬁut icated, utilising
icons, animated graphics and de nic,
cmwntmnafﬂ:fwnmrﬁ’ re gf

you can fiave all the puzzles of a nﬁa{mtmpﬁsmmtd
graphics and sampled sounds. And why strain the player's
typing fingers when a simple point ‘n’ cligk with the mouse
performs the same tas

I appreciate; who are ‘reallyinto’ text adventures
but Em.(_ﬂmun.d'yny When was the
t for choice at your local adventure store.
If you don't- modernise your thinking and come to terms with -
the fact that text adventures are a dying item you [ gét left

s

Form 2-19

Rorschach
Scientific Stationary

[ behind and have to rely on fiome-grown for your entertdinment.

" I'don't mean to belittle the efforts of the home-grown market
cause some good games come from this sector, but big money
comparnies are abandoning text-only adventures. It's rumoured
Magnetic Scrolls are concentrating on business software and
plan to release just on adyenture a year, Level Nine Rave quit
adventures altogether for the animated RPG/arcade style of

Jame,even Infocom are going more and more towants RPGs.
These changes began on 8-bit with games [ike Shadowfire, an
icon-driven-adventure which not fiave been brilliant but Rinted
at what the future hield for adventirers. Other games that paved
the way for today's adventures come from the fkes of Sierra-On-
Line (King s Quest series) and Lucasfilm (Manige Mgnsion),
These sound-enfianced, ieon-driven, animated Jrapfiic adventures
have to yet more sophisticated games such as reviewed this issue,
So what is an adventure? It's up to the individual really, but
fiere are a few pointers to help you ensure you stay an mfﬂﬂn.tur-ﬂr

and don 't accidently become an-arcade addict: the

g:gmrrqmrﬂs

mapping, you use text (or icon equivalent) for controling your
fiero mast of the time, you fiave an inventory to which you can

add or subtract items, there s a save-game facility, no Righ-score

table and you need to sit and think about the game to make

progress. SticK with these criteria and you may hold your head
*high and brag to the world that you re an adventurer. Due to
_games f:.l'(p Drakkhen you may have a lot of company!

DEADEND

Interactive Technology, C64 £ETBA

Break out your

length raincoat
and make sure
you read this
review out loud
in the yoice of

ﬁ Humphrey
Bogart. If you

don't if won't be the same .
50 curl that lip!

Inshpired by Rm.mund
Shandler’s book, ‘Farewell My
Lovely' (and de flik of de shame

num-::}. Dead End's a "tec shtory
dat tries ta emulate de shtyle an’

atmoshphere evoked by Philip
Marlowe'sh cashes.

After hangin’ around in my
offish all day, just for shome
ponshy broad to deliver a cheque
[urah:, gesdcndered, Iwuzina

i Iﬁ_p onshome
shulay&;twhcn dis Alverson guy

comes i Hﬁgﬁﬁ me de verbals

trilby and knee-

about shome buddy o hiz -
Milesh Dunbar - dat wuz found
face down in da Pacific an’ he
shuspects foul play. T wuz too
tired an’ angry to lishen, but da
wad o’ natesh he shtuffs in my
hand purshuades me to take de
case.

You can stop doing Humph
now . . . but only if you really
want to. The only clue vou're
given to find Miles Dunbar’s
killersis a photograph handed to
you by Alverson. Looking at it
carefully should give you your

- EXT MOve.

When vou get to the Dunbar
;mndLnLe the Butler invites you
in (as long as you remember your
name) to meet Marcia Dunbar,
Miles’s wife. Sitting down
(you're given the choice of on the
sofa or coffee table (7)) you may
now interrogate Marcia. The first
lhlnglynu notice (if you don't you
shouldn’t be playing this game ) is
that Marcia is an almhaEﬁ

i
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drinking whisky constantly. ﬂiﬂkuﬁ'{ﬁpmduce due to the
Miles’s office is next doorand a | amount of interaction required
quick PI peep through his between cﬁ%m createany

particulars provides more clues. | feeling of intesrogation and
| - Dead End is created using investigation. Most smaller
*% Incentive's GAC (Graphic ames fail miserably but Dead
: Adventure Creator) and is the nd makes 4 very %ﬂud effort,
*&. [\best utilisation of the program even though it’s sti
“1've come across. Screen layout limited: vou can m:!.ra:r ask
is neat, resembling an Infocom everything of characters that you,
game, and the parserisextensive | want to.
! and friendly, although a little A text-only adventure .£ead
slow, Endcomesin three partsandisa

There are one or two oddities: | creditto Interactive Technology.

you can't read the notepad in - s
Miles's office, even though it is R e

fogrames . 4 ound and challenged the lastof | create your ow [yuu r:,aﬁ
it Am EEQ 99 the dragons. After a long and = _|-save your game}
difficult struggle, he managed to |-made a chara _
hife ] waseat lhe - rr.:-,r mind went wpra of a b«lank  slay it. With its last bredth the rnmmruqndt T ]
'89 PC Show - |¥than usual. Luckily she gave me | winged beast screamed the y Traditionalk ,,jrﬁu \E: 4

(heavily a press release covering most of | that heralded the end ofgnan. to be male or female and

disguised as a what she'd told me about .| From that moment the fate of “magician, priest, fighte

deseribed as such, and neinput ATMOSPHERE . 75%
other than destinations are
accepted whilst in your car, But PUZZLE FACTOR 77% |
these are minuscule complaints INTERACTION 81%
and don't se rmuhh detract from LASTABILITY 73%
o o ORI OVERALL 79% .
g Sleuthing adventures are il
' - . : &
"y would come to an end; the summ-:}lf the primordial dml;m
drakkhen (scaly; ‘orrible [ in aneffort to gainhis tlm
"‘umanoids) would emerge to the stupid actions of the paladin.
rule. . . -To undertake this SEE':"":&; b
One day a gartmulﬂﬂy Stupid | impessible task you may ei
. ?a.ladin (knightly champion) use the characters provided r.:m i R

normal human | Drakkhen. | mankind was sealed. Magic no | scout.. You're alluw&d " &
being) | If you're into Dungeonand © | longer existed; theuday of the . attempts to roll the k iy
: wandered over | Dragons, the name Gary Gy ax | drak t_lml dawned. : possible numbers (g i
\ \ to Infogrames’ | maywell be familiart as he = hﬂﬁ furnmnk_md character’s streng b

S stand to have a | invented it! More refntly he "y} "{fhﬂﬁ had to one) lies with a | intelligence, dexteri o

chat withone of their PR people, | helped cygate the scenario for | of four adventurerssentby MOnce yotfre hpﬂf &

Christelle. Apparently she was - | Drakkhen . . their emperor to a strange island | party it's time t0 5t0

telling me all about Drﬂi:khm LDgﬁ . long ago, the world was | (the m%ﬂf where m gm still | abo d gf.-t on &

(Infogrames’ first major RPG | created for a powerful race of exists they must find a race.

release and the first of thmr dragons. The balance of life  « | cure for the ptaguﬂ before the The island you're &

Drakkhen range) but I can’t dcpcnded on their wellbeing: human raggis no more. You made up of four 2

remember anything'she = - M should the dragons be wips ﬂut - | controlthe four astheyseek eight | desert, plain, anc F

said . . . if you've ever seen | chaos whuld reign and t dragon rulers, attempt to collect . | Each zone !ﬂatwﬁﬁ

Christelle you’ll appreciate why | relatively pﬂaml%u] life of men | their jewels, and use them o

- " : - surroundings, glean i :
: o : - o & : [mmmherchamﬂe e
] aut ucallfulnm&dﬂu:n :
Iﬁmﬁ or mﬁtnmbat'ﬂm
Combat takes two Ei:rrms
attack, where all party,
w{ | set upon a foe en ma
s V1T ATY S e D T — individual attack, whf'."rg

St 2SIt ? i :hnsencha;m-‘:iercnlerstﬁ; y
! SILTRUN inFLicts _ _ Wione. T i
=3 damage points 1 ¢ 3 Adversari®s — of which thgre |
¢ B aren;reL Iaﬁ fett_'entt:-,rpcs— e Sk
- SILTRUN finds i ! » 3 mm”, : Bt i
| . - I"ﬁ jade covns : mﬂﬂﬁ'ﬂem : .

= o 190 DR ¥ ! ) !

fie armed
that

i £ i

i
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limit. Also inside are
hunchbacked slave-humanoids.
You may attack them if you wish
- however, not only will you
regret this move (they're well
"ard) but by not greeting them in
a friendly manner you could miss
out on some vital information.

Qutside are creatures only
seen In your darkest nightmares.
More often than seems fair at first
your peaceful walkabouts are
interrupted by going into
character mode - warning you of
an impending confrontation.
Then a dark spot on the ground
grows and grows to become the
shadow of some dreaded
creature. Suddenly, hurtling
down from the skies a huge
screen-sized dragon appears to
turn your party into a pile of sorry
cinders. And this guy's only one
of many massive monsters just
waiting to end your quest, It's a

ood job you saved your position
just before the attack (7).

The outdoor attacks seem
random, although they occur less
frequently when your party stays
on roads and doesn't travel at
night. Control of your party
(both individually and as a
group) is easy, made so by the
neat screen layout. Split into four
main sections, the central
window displays either your first-
person view or party members
and their immediate
surroundings. Other panels show
messages, individual party
members - and their health,
current spell/weapon selected -
and an action-icon window. A
combination of keys, mouse, and
Joystick may be used to save the

---‘""‘.‘II' — g el

world.

Although combat plays a large
part in Drakkhen, it is no
ordinary hack 'n’ slay RPG;
thought has to go into which of
your party should be armed with
what, which spell should be used,
and who should be fought and
who talked to. The island is fairly
large and a map is a necessity
(although it's easy to lose
direction). Good eyesight is also
required as some objects are very
well hidden.

Drakkhen is really tough: just
when you think you're getting
somewhere down comes some
big, scaly swine to show you
who's boss. But it has a strange
addiction, no matter how many
times you die you just have to
keep going back for more.
Perhaps it's the incredibly
atmospheric sounds or the
amazing créatures vou get
pulverised by. Or maybe it’s the
wonderfully smooth (and fast)
way you explore the island in
?mup mode. Whatever it is, |
ound I couldn’t stop playing: all
[ wanted to do was get a'litﬂgé bit
further than last time, just to see
what's waiting around the
corner.

In short, Drakkhen is the best
%mjm: I've played in a long time,

rilliant!

ATMOSPHERE 98%
PUZZLE FACTOR 89%
INTERACTION 93%
LASTABILITY 97%
OVERALL 98%

Interplay, C64 (disk only) £16.99

aving read my
wiffle in the
intro about what
[ consider to be
an adventure,
you may bé
wondering why
I'm reviewing an
RPG game in
this section. The real reason
(before it gets edited out) is
nobody else on the ZZAP! team
has the brain power to cope with
games that require thought,
Anyway, modern RPGs and
adventures are such close bed
partners it’s getting harder to
distinguish between them.
Having read Ed’s intriguing
interview with Interplay
President, Brian Fargo (ish 56)
and having not enjoyed the
Bard’s Tale trilogy, it was with
mixed emotions that I loaded
Dragon Wars, The front cover of
the oddly sized box that houses
the game is adorned with a Boris
Vallejo painting - 1 could have
said ‘an amazingly brilliant
painting' but if you're familiar
with Boris's work you'll know the
adjectives are redundant - does
the program do the packaging

¥

3 HEiy ke

he croud grous uild uit
ore vctrtins.

C1adiatorsiFiE

credit?

It SECMmMS an diC :-ii.T!I[..‘E you
embarked on your voyage of
discovery. You and your crew
were intent on finding the
legendary land of Dilmun, When
the excited cry from the crow’s
nest echoed across the vastness of
the open sea your heart raced
with anticipation. Could this be
the fabled land of magic and
dragons?

Steering a course through an
ever-narrowing fjord, your ship
sailed towards an unknown city.
As the ganip!zmk lowered, you

aused to thank the powers that
»¢ for guiding you to your goal.
But (an’it's a big but) as soon as
the ship berthed, city guards
rushed on board and arrested
everyone. They selected one in
ten of your men for sacrifice to
the dragons and stripped all
others of their possessions to
leave them desolate’in the dirt-
filled streets of their aptly-named
city, Purgatory.,

It is at this point, dear reader,
that your adventure begins.
Armed with absolutely nothing,
your (and what's left of vour
party’s) aim is to survive and,




should you get sufficiently cocky,
possibly kick some bum. A
demonic type, by the name of
Namtar, the Beast From The Pit,
15 to blame for your predicament,
50 revenge-may not be so easy.

Before play commences you're
given the choice of beginning a
new adventure or continuing
from a saved position (you're
only allowed one saved game)
and you're advised to make back-
up copies of all three double-
sided disks - do they think we're
made of magnetic media? It is at
this stage that a Utilities option
appears, through which you may
make back-up copies orload
characters from any of the Bard's
lale tnlogy. You can enter
Purgatory with four in-built
adventurers or create your own
party members.

Characters have many
attributes: the more usual
Strength, Dexterity, and
Intelligence plus skills in magic,
townlore, climbing, swimming,
and so on. The list is very long,
which either gives the game
depth or makes it incredibly
complicated, depending on vour
point of view (he said
democratically). Once you're
happy with your gangit'stime to
go walkabout, As you wander
around Purgatory, looking for a
way out, you come across gangs
of people just waiting to smas
your face in. Thankfully, there is
a Run option so if you don't feel
like dying you can usually escape.

However, running away is a
hiding to nowhere as being
successful in combat is the only

gladrators

di‘d you u:1h
d snrles on
1 Faces .

ladisators 50°
ear .

| the party
h
lckiy Fight

jance ahead

{ above the

the hope oF

way to gain experience points
and gold. Combat options are
extensive: therefore, if you think
about what you're doing, you
should get Ihmuﬁh most scrapes
without too much hassle. But
don’t go mad 'cause there are
some mean monstefs around just
waiting to have aparty . . . your
party.

During explorations you may
come across areas that refer to
paragraphs in the manual
accompanying Dragon Wars,
Reading the indicated passage
gives you more info on your
surroundings and may help you
make the right move to progress.
If you get lost, there's an
Automap option which provides
a bird's-eye view of your
immediate area, although it only
details locations visited. Screen
layout is neat: split into three
main areas displaying your front
view (Or enemies, in
confrontation mode), your party
members and their overall
condition, and text messages. All
graphics are nicely drawn and,
considering the game's size,
animation is smart; [ particularl
liked the Wolf (and its identica
canines: the Wild Dog, the Wild
Hound, and the Bi 0g).

In fact Dragon Wars is
massive! Purgatory takes ages to
explore and tﬁcrc are eight more
similar-sized cities shown in the
Holiday Guide To Dilmun, plus
unde?mund complexes and,
should you be dumb enough to
sell yourself as a slave you'll also
discoveramine . , . er,soI'm
told. As with most games of this
type, constantly saving your
position and exploring every
nook and cranny of the first city
should stand vou in good stead
for when you travel further
afield. Trying to progress too
quickly could bring you to a
sticky end.

A touch of tedium did raise its
head when at one point
confrontations occured with
every other step I took, but the
Run Away option eased the
situation quite a bit.

I would have liked more time
to look at Dragon Wars. As it
was, | plaved it for about sixteen
hours and was just beginning to
get somewhere when this issue's
schedule interrupted. The fact
that I wanted to continue my
adventure in Dilmun puts this
latest Inlmgla}f RPG shampoo

ard’s Tale trilogy. |
like it. | even like it enough to
give it a much deserved Sizzler!
And now if you'll excuse me, 1
have six Pikemen to sort out,

ATMOSPHERE 87 %
PUZZLE FACTOR 85%
INTERACTION 88%
LASTABILITY 91%
OVERALL 90%
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WARS: TIME
TRAVELLERS

Delphine Software/Palace, Amiga £24.99

hen 1 first heard
of this game |
thought to
myself, ‘What's
the point of
fghting with
flowers? A
bunch of fives
yes, but a bunch
of blooms?' [ know people say
things with them, but not
necessarily in a violent way,
Anyhow, once I'd shoved a
cotton bud down my lughole and
listened once again to Palace's
Pete Stone (was I stone deaf?), I
realised this new Cinematique
creation was not, in fact, called
Fuchsia Wars. Silly me.
Monsieur Paul Cuisset has
been quietly working on this
‘new type of computer game ' for

U

]
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the past three years, a type that
incorporates adventure-style
within an animated game. A
Cinematique game, for short.
Earth is really in the soup.
She's under attack from the
Crughons, a race of time-
travelling aliens who want to
congquer earth (goodness knows
why). They plan to do this by
sabotaging her mega SDI-type
defences before they're built,
The Crughons trave Ebaa:k intime
and even as you read this are
lanting delayed-action bombsin
important little places (we're
talking cotton buds again!).
You're the reluctant hero
whose task it is to save the world.
Your day begins half way up a
skyscaper as you aim to clean
those windows like they've never

>
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perform certain operations (such
as picking up the aforementioned
key). But accepting this
idiosyncrasy is not difficult.
I must also mention the tl.i,._ !r1
the toilet (well who wouldn't?
cause it can cause .-ruhh.m.~.{.=+_[
Your man to open thi.. toilet door
and starid back while youlean as
close to the screen as your gyes
allow and scan the floor. Are you
. PRt | ; e ~-.f:li:;mE tiny red spots before your
’“?.'m AREBEBE G d e die b o : o eyes? » Did the artist { Eric Chahi)
R it ' v see red for a moment and
accidently stick an odd pixel with
the white ones of the floor? Has
your little brother stuck his
jammy fingers an the screen
while you weren't looking? Nao!
That minute, mmm;_l
insignificant, red dot s in fact a
veryimportant map flag, It's also
a primary lesson for the rest of
the game: look carefully at every
sCTeen, move your cursor on te
anything that jooks intere sting,
odd or different and examine it.
If yvowdon't do this you T mss
something noteworthy and get
nowhere fast, Forgunately,
havingto dothisisby no means a
- chore as each location is very well
drawn and there’s usually plenty
£0Ing on to entertain you while
you search the screen.

Arcade sequence lurk within
the game and 1:.‘:1['| Ot Lo test vour
mouse-chicking adrtness when
vou least expect it. One in
particular, that occurs earlvonin
the quest, pushed my button-
pushing, mouse-manoeuvring
prowess to its limit = which
actually 1sn’t very far, but then
we can't have everything. If
you've got an adept arcade plaver
in the family I suggest you bribe
them to help umwtll'm.ui_hlhh
and other similar sequences or, if

been cleaned bEIGEE it of a
pain but it's cle VSN inthis
vocation, a glaSSis e rest
really. Suddenlyt Ss appears

e e ek Quick! Lle don 1: haue muu:h 1:1me
kil left.. Look, here’s B

However, when he eventually

runs out of breath and di I*T-HF-PE;H'- CWE‘E SEd a 1'._\' gLﬂ"i I hOﬂE‘ e

back into the building you notice _
he’s left the window open. You b\m t mea 'tﬂ use ]_t |
could go in! And after playing

around outside on the

scaffolding, and doing

everything you can legally do

with a bucket, you realise you

have to go through the window to

get further into the game.

Once inside, the nicely-drawn,
full-screen graphics of the
building shrinks down to display
intenior offices. This location is a
gagel one in which to practise
n I*Jmn;., vour character and
objects. Id 1] “t think I'll be giving
toa much aWay by telling you

's a kg ninder the carpet,
LI Ty cnough but
1 b5 not. Pixel
! 1' ses its ugly head on
occasion during
§ characteFhas to be
zht spot to
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vou're as naff at action games as
[ am, you may well have to bear
the embarrassment of keyboard
indents in your forehead.

Even though Future Wars is
translated from the Francais
there are only one or two minor
text errors (the odd letter missed
out for example). However,
some of the puzzles and their
solutions are more wnrrying.
pair of automatic doors won't
open for you because the
attached videocamera has adirty
lens and it can’t detect your
presence, 5o what do youhave to
do? *Use lance with
videocamera' (of coursedThis
obscure command allews you to
clean the lens so the doors may
open. Also the *Operate’
command encompasses almost
mrrer}fthing that*Take’ or

"‘Examine’ doesn’t. For example
‘Operate tree’ shakes it, .
‘Operate rubble’ sweepsit to one™

sideto'reveal ... something, s

and % o, These niggly bif are | ATMOSPHERE 91%

incredibly minor compared to the PUZZLE FACTOR 839%

amount of wonderful Stl.lff in

Future Wars, but if | ¢ INTERACTION 85%
me nntm but praise, Pete LASTABILITY 90°,
tone would '

wn;maﬁbfﬂ 1o hm}l thdt OVERALL . 91%

Wlth The

Hobble Gabble, Geek -
freaks! There's justa
few tips this month
(due to Norm's extra
reviews), so make the
most of ‘'em. Till next

month, don't lose your
head.

Fish!: To get case . . . Go tothe
second ha n%hnp in Pickerel and
buy thedishton with the Fisa
cagd."'When you return to your
apartment you'll find the case -
there.

To get Er]utun bridge ... Go
to the pub in Pickerel and kep
buying snifters with your Fisa
card and give them to the drunk.
After two or three, Steve will
offer l;;-nu a cylmder full of gas.
Buy this but don't worry when it
gets stolen. To retrieve it, go to
your apartment and enter the
warp which will have appeared.
This will take you "In The B|men~

«sions’. Now do the following:
Myth: Befure crossing the
SWamps, PUT REED IN MOUTH.

In the garden, cume TReg and,
when the lamb is below, Jump
ONTO LAME, GET LAME, SACRIFICE LAMB,
PUT LAME ONTO ALTAR, GET REED, GET
LEAVES, GET FRUIT, GET SMALL STONE, PUT
LEAVES OM FLAT STONE, HIT LEAVES WITH

|

we dre.cohabiting you
upderstand.. . . 115 just a figure
of speech, hnmz;st} ‘
Cinematmgue is an excellent
system. The proof is in Future
Wars which.is a joy to play:
graphics and sound are brilliant,
gameplay iscompulsive (if a mite
easy—even Mr Wynne got a little
wayintoit), andi it incorporatesa
good, qiuuk save/load facility and
a useful pause for taking a well-
earned rest during the actian bits.
Its mechanics are similar to
Lucasfilm and Sierra On-Line
ames suc h as Indiana Jones
McKficken, and Gold Rush
but on the whole it looks and
seunds much more polished.
Future Wars may be a bit
linear but the next release is
claimed to be less $o: personally

I can’t wait to get my grubbies on

it. Meanwhile, be prepared to
have a really good time defeating
the.Crughons.

SMALL SPONE, DIP TRIDENT INTO LIQUID,
W, THROW TRIDENT AT MINTH HEAD, GET
TRIDENT, CUT HEAD WITH TRIDENT, Go to
the portcullis, go w, TiE HEAD TO
ROPE, DROP HEAD, E, N.

COutside the Ferryman's hut,
ASK SOUL FOR COIN.

Guild Of Thieves: Onratrace, bet
on the grey rat.

Todeal with rats in cellar, open
STOPCOCK, TAKE PIPE, CLOSE STOPCOCK,
then oren and cLoge sToPCOCK ONce
more before going down into
cellar.

In the bank, cHew Gum, nemmrr:
GUM, SAY T0 BIRD "HOORAY" {until
bird says "Hooray' twice), sHake
CHAMPAGNE BOTTLE, ENTER LONG QUEUE,
REMOVE CARD, § CARD TO TELLER,
DROP CAGE AND BOTTLE, OPEN OFFICE
DOOR, EXIT, STICK GUM OVER KEYHOLE.
Then wait for the bang!

Inthe cunical room roLL oie: roll
aoneandgo Toopen
sracophagus, UsSE FINGER BONE.

The Pawn: To stop guru laugh-
ing, COVER WRISTBAND.,

The guru needs water — fetch
snow from the plateau.

To enter tower, MELT SNOWMAN
WITH WHITE  Jerry Lee Lewm is
thirsty (Beer).

Toget pastthe c_l;agpn* LOOK AT
SHADOWS, POINT OUT SHADOWS TO DRA-
GON, SHINE WHITE AT SHADOWS

Pulling your hair out with frustration? Well, ther's no need to go
bald! New improved Clever Contacts hair restorer is guaranteed to

help you keep your crowning g
letter (SSAE) or phonecalltoone o
your hair sta
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Hitchhdier's Guidi, J0r 1 Skt b attiat] Coathiar
m&_ ;mrm . m
F:Inn:rlmmf Hmtliﬂ!.-ﬁl'lrﬂh

Borrewed Timm, THE'PHH ‘i-l

somse Dalta, Dasdiiee.
mt i, Wishbringer

% IWMMWM

Hitchhiker's Guide, The Hobbit, Lord of the Rings,
The Shadaws of Mardar, Guild of finater,
Warren Les Maelia, 1 Tharnhill & . Bidhtan,

Blackburn, Lancs, BB1 4ET.

I “EMHHI.E_:

in excellent shape. Just a little
of the nice people below will ensure |

smooth, silky, and oh so m:mnmlhh: Clever
Contacts: hair today, NOT gone tomorrow ...

u:l H-nlr:ﬂ.lnnd Hijing,

, Wishbringer, Soroerer,

'ETIIMIW,Enmm-Er L Thie Pawen, Uitima, um;u-n.
Ultima 1V, Shidock, Grémfng, The Hull,

Terrormod| The Fourth Protocol, The Hobbit

aal ﬂﬂtﬂlHﬂLW‘Mm

inr 1hl- Grai,

wmm

l’lﬂﬂl Hod, Bored of the Bings, Barrowed T
Deadline, Emeraid le, ‘E:;'gl.nnw Eurgka mmm
Arthurian, Roman), Gremiing, Hitchhikes's to
ihe Galaxy, The Hobbit, Leagher Goddeses al -
Shadow, Munmos Manog, Boonmi

.;.I-.

Tth F'I.I| E.nm

i v 1, Kobrpiehilian -:. 4
wud.ﬂ Hﬂum ek £ '

The Hobbit, Seastalker, Trinit
ﬂnmnq.l H ikief s G

4+
'hnig.ﬁm: 16G."

Plundered Heart,

' r.
Hﬁ!rﬂuﬂfﬁmim
SRR
A Ridge, 4 Corwallis

Twwin Ki

mmn;:mm "'“"%m

i'l:ﬂrr Eentilla, i‘:n,.

Hunnu-u.,um-m-dm ot 1 i
¢ Tirme Tunnlll.'ﬁhﬁm-rm Golden Eggeup, 1

m, {8l parts).
a4
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ALIEH SYNODROME (Ace)

352 S0 Hral Conl” Crosskisy, Hotlvwell, Lessds
250 SO0 Martin Lindsay, Gaermkiion, Ausiriak
S EN D Erovmens. Skrpdboed. London E15

APB (TengondDomark)
40 6555 | Dy 10) Lordw, Warkey, Wiest Bidlpnads

-ku.:

10,000 [Day 14} Jamie Aldron, Maselbon, Seansi
G0 200 Christign Madsan, Danmark

B2 245 (Day 100 Marcus Taylor, Pools, Dorsel

BARBARIAN Il (Palace)

114,000 P " Pabln’ Blom, Meuwegein, Holland
110,006 Lese Tannes, Basildon, Essai

OB o0 Karl Geoan. Acklam, Clesaland

BATMAN: THE MOVIE (Ocean)

910,400 A Egan, BMumaalon, Warsckshing

T5B. 050 Daan 5017 Jamnes, Wes! Hromich, W
Wil

16,420 Gaspart Armaud, Huldenbsirg, Balgem

1A=

534,128 (Completed) Jamia Akdron, Manselion

S s

421 6530 [Completed) Julio Riesco, Pensby
Mersaysida

420 750 Kesth MclLeman, Frasarburgh, Grampian

BLOOD MONEY (Psygnosis) [ume)|

I8, 3000 omphirbid - ﬁ.l:p'-llrl'l".: Hall, Houghtbon-le
Sprng, Tyne and Wesr

150,650 Chnstian Madsan, Denmark

111,800 Stuart Wynne, TEAP| Towers

BUBBLE BOBBLE [Firebird)

8,693,110 Pl Hudchinson, Hesge, Derbyshire
8,692 430 Richard Pembridge, Wiral, Marsayside
BET0.TI0 .ﬁ..'11h|:|n:.- i'-.l'iularu:lgl Funcom, Chashire

BUGGY BOY [Elite)

149, 930 Shana McElroy, Mewry, N aland
149,640 Rober Pascoe, Trung, Cormwall
124,670 Daniel Moxey, Lowasiol, Suffiolk

CHASE HO (Ocean)
4,774 410 Rob H, ZZ4P" Towers

CITADEL (Elactric Dreams)
1,237,750 Mark Clernents, Kettermng, Northants

406 S50 Mark Clarmants, Reftenng, Nothans
339 966 Chns MeCallam, Broadstone, Dorset

CYBERNOID (Hewson)

276,400 Dean ' &JT" James, Wast Brormwich, W
kbids

738, 430 Donovan James, West Bromwich, West
Kidlands

135,875 Wayne Fowler, Basildon, Essex

DARK SIDE [Incentive)

6,130,726 Kuddly B, York, N Yorks
5,860,626 Cobn Fulton, Ayr, Scotland
5,764,176 Dawsd Pabyt, Wakediedd, W Yorks
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No doubt you'll already have noticed the massive changes on this page:
I've been doing a bit of spring cleaning. Arming myself with the
(extremely rarely used) ZZAP! toilet brush | decided to sweep many of
the older scores - some of them have remained unchanged for months,

So, puny amoeba-brains, now's your best ever chance of claiming
Scorelord fame by sending in scores to any recent game. And for those
who are either too young or senile to remember the address, here it is:
Scorelord, ZZAP! Towers, PO Box 10, Ludiow, Shropshire SY8 1D8.,

And before | go, | must say hello to Dave and Andy Fitzpatrick on the
Isle Of Man. For daring to call me weedy, I'm coming over to drink all your
Domestos: so you'll have a smelly lavvy for evermore, justlike mine, Just
think yourselves lucky | didn't pull off one of your three legs!

DEMARIS [US Gold/MPsinbow Arts)

1,206 814 jLomplisted] Shepduen (HLAS TER)
Hliclgpeson, Wythinshawe, Manchesiern

A5 030 Beol 'Cool” Crosshy Aodbwal]. Lisesids
BT BB0 Dosed “Joo Blogos” Fizpatnck, Doglas
ke L Man

OGS OF WAR (Elita) gl

240 500 |Cormpleted) Haoul Y Oolaghem
Hosarmasnol . Hol

157 150 (Complsted) Guiseppe Lamiss
Foserrmaand, Hollmnd

150,700 7 messions) Stoyn Packe
E ssira

Chalrresloncd

FIRST STRIKE (Elite) [fumx|
PRI P Akciiricher . Lincali
13,300 Fob H, 228 Towers

GEMINI WING [Virgin)
17,3495, F 10 ARomymicus, Anomanlle

GRYZOR [Dcean)

4 558 500 Stuar Barfool, Stilton, Camixs
3003 000 Jukka Pira. Helsink. Fedand
2802 200 Hickhard Lunm, Lesds, W Yorks

HARD DRIVIN' (Tengen/Domark)
10 R0 (Tirree = 2-08) Bols H. SO Towets

HAWHKEYE [Thalamus)

5,525, 30 Daved Mokenpe, Dennisioun, Glasgow
2 695 550 Zap Treeby, Brizham, Devon
2,520,800 Kyle Aminoge, Pelerborowgh, Cambs

INTERHATIOMAL BARATE + (System 3|

565 100 WMarhn Smith, Ashbiooke, Sundefand
543 300 Jahn Famoas H.arrm'.‘lnru. LANCS
511,800 Katamati, Hounslow, Meddlesex

[yl

115,000 John da Yugh Roosendaal, Holkand
95, "0 Dams Hesser, Beichiey. Mllon Reynes
62 900 Marcus Taylor, Poole, Dorsat

KICK OFF {Anca) i)

England: Y9pis, 18t — Kanm Bouwali, Tooling
Hussia: 42pts, 15t = Stephan Kennet

W Garmany: #9pts, 158 — Phil King, ZZAP Towars

MORPHEUS (Rainbird)

3672130 Pad Woods, Wallasey, Merseysida
2,081 550 Lanmy, Warley, West Midlands

1,321 485 Hichard Fembnogs, Wiral METF.E;F\.-I.':E'

NEW ZEALAND STORY (Dcean)

Comaleted (513, 1000 Micky Fauln, '|nrrn'g]|m‘.-"-
Lhen

Compleied (378,600 Dean 547" James, Wesi
Brormanch, W heds

Completed (362, 700 Cave ' Jos Bloggs'
Fitrpatnck, Douglas, ishe L4 Man

Amiga|

Lavel 5-3 (422 516) Gid Kagvangy, Shalliy, W
Yorks

Level 5-3 [3808,436) A Pembridge, Uplon
Merseniice

Livel 5-2 (466,912) Marcus Taylor, Pocle, Dorset

MINJA WARRIORS [(Wiegin) (A
107 450 Roboninin Hodgg, &5 Towar:

PHOBLA (Mirrorsof)

ol ) (Completad) Pater Hills, Gravesend, Eend

H L T |:.J.|'.|I.r-"| Sargiud, Hilohenie Ti] |'.--||||||||I
PR HOR) Meae Wil Loewg Ealon. Mogls

POPULOUS (Ebectronic Arts) dmga

169,070 Steven Wilama, Cwmbach. Wid Glam
161,950 Karl Hun ||||""._ F'Illl_!_h-':;_ r.|'H'|'||

160 B5 e Beavenisy, Shalley. W Yorks

POWER DRIFT |Activiakon)

B0, 100 Anthony Squires, Ossetl, W Yorks

B2 0D Kaith Moleman, Fraserburgh, Grampéian
9, 540 Darmean Hareey, Kingsianding
Birmingham

[Amiga|
1,112,912 Phil King, ZZAF! Towars
2543590 Daed Parkinson, Horbury, W Yorks

QUEDEX (Thalarmus)

100 Lo Archier, Wictona, Ausiraka

998 Sieve Prab, Leighton Buzzard, Beds
348 Martn Huisent, Mumansdor, Holland

REMEGADE 3 {imagina)
81,720 Philip Steventon, Weeping Cross, Staffs

RETROGRADE [Thalamus)
117,500 Rob H, ZZAP! Towsers
BE,250 Phil King, ZZAP Towers

RICK DANGEROUS (Firebird)
257,300 (Gompleted) Casey Gallacher, Reading

ROBOCOP (Ocesn) (Amigs|

353,350 [Compleled) David Pocock, South
Croydon

J53. 3 DCompleted) Brat ' loe” Crossiey, Aothwall,
Leeds

¥53.280 [Completed) Robiscop) H, Z24P Towers

ifemga

389 060 (Compisted) Jamie Aldron, Mansaiton,
LH b

353,350 (Completed) Marcus Tayke, Poole, Dorset

R-TYPE [Electric Dreams) (Amigs

248,300 {Compdated] Lee ERershaw, Blackpoo
184,700 Marcus Taylor, Poole, Dorsel

180,400 {Compéated) Rob H, ZZAP! Towers

SALAMANDER (Imagine)

341 695 Simon “Ace’ Poots, Dromore, Co Down
255 100 Daren Burke, Romiond. Eszax

247 005 Gaspart Armaud, Belgium

SAMURAI WARRIODR [Firebird)

4,850 Bt "Cool’ Crossley, Rothwell, Leeds
2 826 Karl Green, Acklan, Claveland

1,827 Wayna Fowler, Basidon, Essi

\ \ II'I,'I""'I."I "
i\ H.I'III':I'III'lllu AT
|||I|| I|I||III;|I||III II |||
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SHINOBI (Virgan)
A0H ) Dhescar * ST
L1

Fames, West Hrormmwoch, W

SILKWORM Virgin)

1.307 500 Stephen F||I||l||"|l- '|I"|'l||‘.|||'\-|' [T
Barchesle

1. AHE S R han H|||I|\.|||_||| Myknrletay, Falamd
1.0 2 GO0 Gasgart Arnoned, Belgam

STRIDER |Capocom) (Amig|

124 900 Marcusw Tayvlor, Poole. Diorsal
112,200 Andrew Foyadgl, Unpier Boraood,
London

73250 Bob H £8P T

TEST DRIVE 2 [Accolade) 215,300 (Completad)

Bk Vine, Dageniham, Essex

| Armegal

A4 382 [ ompleted) Chistor Sundmn, Kungaly
Sweden

236, 931 (Complated) TECH, Knstanavuind, Norway
<35, 388 {Completed) Anon, London

TETRIS [Memorsofi]

1:30,.029 J Tillotson, Haldax, W Yorks

92 539 Shane Ml’.FIl-::rg,-_ Py, N Iredand
78,986 Stuart Scattergood,. Deesida, Chad

THING BOUNCES BACK [Grembn Graphics)
B BS5 496 Tim Seell, M. Mantwich. Chashira
4,952 013 Willigen Caltaghan, Tipbon, Wes!
Midlands

4049 B35 Casey Galachar, Calcol, Readng

TURBO OUT ALIN [US Gaodd)
1o A1) Hob "Hoad” Hogg, £2AF Towers

THE UNTOUCHABLES |Cicaan)
16, 125 Steaart Wynne, ZEAP Towars

XENDHN Il [Imageworks) |Amiga)

;:::.tiﬂﬂ [Completed] Ged Keavenay, Shelley, W
5

286,500 (Completed) R Pembridge, Upton,

Mierseyside

170,470 Daniel Besser, Bletchley, Bucks

ZEMJI [Firabird)

B8 485 Stepahn Lunn, Termingion St John, Cambs
Bd 253 Liga O'Halloran, Viclonia, Aostraka

66,250 Mark Crossthwaiie, Stockpor, Cheshire

IVNAPS (Hewson)

1,137,000 Aziz Twambley, Bramhall, Cheshere
1,083,200 Michas! Collins, Castle Rea, Co
Rnscomima

1,071 525 Mark Clements, Ketiesing, Northan!s

MOST EMBARRASSING KICK OFF THRASHING
OF THE MONTH

TGM equalied the ZZAP record with Dom baating
co-TiMer Richard Monsing jex-Futune Magazines
charmg!) 121

(Richard is yet town amatch; apan from against a
drurik Aob H which doesn’t count)

| f f I|
i II| | / II|I|l.




COBRA

Hit Squad, £2.99 (Rerelease)

The unintentionally hilarious film
] %m the game it deserved with
15 from Zach Batman Townsend.

To minimize embarrassment we'll

makethis brief. You're Marion (Stal-

ione) Cobretti and must rescue

Ingrid (Brigitte Nielsen) Knutsen

from the clutches of an evil gang.
Thereare three stages. Thefirstis

the City Scene where you must find

Ingrid and escort her to your car.

Neediess to say the horizontally

scrolling streets are filled with gang

members ranging from motorbikers
to axe-wielding madmen and

machine gun-toting hoodlums. Your
energy is shown by adecaying beef-
burger (!) and lives by snake heads.

Initially you have just your fists to

fight with, but knives, machine guns

and so on can be picked up. Of
course contact with the baddies
depletes energy, but so does touch-
ing civilians —!iliiﬂ aman in an over-
coat and a granny pushing a pram
which explodes!

Backgrounds change for morg of
the same in the Rural and Factory
scenes. The backgrounds are
mediocre, the animation poor and
jumping is exceptionally irmtating as
you have to do running jumps to
clear the lowest objects. After the
exploding prams the funniest bit is
when the baddies are shot as they
strangely turn purple then blue
before disappearing! Back in 1987
LZAP! gave Cobra13%, it hasn’t go
any better since.

OVERALL 13%

_— e —

ontact has been lost with Atlan-

tic Five, an undersea mining
complex. Fire-Fish HQ has chosen
you to pilot the super-secret Shark
submarine into the depths, search-
ngfor the truth. It doesn't take iong
to discover the Snake Brothers, with
plenty of friends, have invaded the
base. You must drive themout, by
firstdestroying three reactors. Then,
on the next level, you must findthe
entrance to the Snake Bros' lair to
trigger the automated final attack
SEQUENCE.

Your sub's main armament is an
extremely wimpy laser, but by pres-
sing fire and pulling down you can
scroll through arange of much more

i T i |
= sl 3 N N

powerful, if imited weapons. These
include a chain of bouncing balls,
homing missiles and many more
besides. Obviously the sub owes
much ta the Cybernoid design, and
the two share other
similarities, from flick-aereen scrol-
ling to the design of some baddigs,
But whereas the screensdn Cyber-
notd required quick thinking as well
as fast reactions, Sharkis simply a
maze-game with lots and lots of
baddies to shoot. There's no sensa-
tion of being underwater, and while
on the whole it's attractively pre-
sented this is ultimately disappoint-

ing.
OVERALL 48%
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THE GREAT ESCAPE

Hit Squad, £2.99 (Rereleasa)

WEII. you're certainly in a predi-
cament now, that’s jorsure:
After many a successtul WW2
bomber mission over Germany, lady
luck has abandoned you and now
you'vetakenup ‘residence’ ina Naz
prison. Far from Blighty anc with no

| likglihood of being set free for good

behaviour it's time to escapea!

The route to freedom is pretty
complex involving avoiding the
guards and exploring the Castle for
useful objects. There's a handy tun-
nel leading. around'the castie, and
every day Cross parcels appear
tohelp you inthe escape. Watch out
forthe gnmmandant and the vicious

{

guard dogs — getting caught s
restricted areas can mean a night in
soltary for you.

Thisisometric 3-D game met with
an 89% rating back in issue 27 when
such arcade adventures were all the
rage. Perhaps because there were
g0 many this one was, iInmy opinion,
underrated. Thé Colditz atmos-
phere issoperfectly recreated that |
found it utterly compulsive when it
first appeared. In the 90s the
manochromatic graphics look a bit
tired, but there's lots of detail and
the formidable challenge is irresisti-

ble
OVERALL 90%

2. -1
]

®




515
[

] 1.,r1r~;r:
|- i ¥ ¥

STREET FIGHTER

Kixx, £2.99 (Rerelease)

AASE

-
L
=

SPOOKED

Players Premier, £2.99

his Capcom conversion was the

subject of one of those infamous
LLAP! cock-ups when it was
reviewed in Issue 40, The reviewers
didn't realise that Street Fighteract-
ually comprises two versions of the
game: the British and US.

Although different in appearance
and play, both versions E:[Iwrz-luc:

fighting opponents in various inter-
national settings. As oriental karate
gxpert, Ryl you start ygurworld trip
inJapan where iwo s must
be defeated before off to the

next of the five locations. Altema-
tvely, you can fighta ' friend’ intwo-

playarmode.

Bouts consist of three rounds
which can be waneither by reducing
the opponent's energy bar to zerp,
or having the most efeegy when

time runs out,
it you think that getting two differ-
ent versions is amazing value for
money, forget it. Even at the new
budget price Street Fighter isn't
really worth it. The Brtish version
features incredibly blocky graphics
and very unresponsive controls,
Although the American game is bet-
ter presented with smaller maore
detailed sprites, it too suffers from
poor responsiveness. Andign both
versions it'stogeasy towinby Using
the same move over and over again,
Ihaﬂrﬂy gonsolation is the fun
two player mode. Othenwise thisis a
poor conversion of the eoin-op —
there are far befter beat-"em-ups

Mnutm.m?_ et
OVERALL 47%

MEGANOVA: THE WEAPON

Alternative Software, £2.99

t's dodgy Spanish translation time

again with the inlay for this
Dinamic game. Apparently Philipus
Sunset has nicked the Sprocket
System from the Drowhar empire
and, for reasons which are entirely
unclear, he must enter the caves of
Otnirebal! Needless to say, numer-
ous Drowhar gigaships are in hot
pursuit.

The game is presented by a FX
Triple Load, which is unsurprisingly
claimed to have three loads. Yet

1cé e game has joaded there's |

| picked up aswell asa 5pe
extra lives. The oraph

Y L
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crude, especially the bullets, but
they and the sound effects are all
quite serviceable.

The problem lies with the enemy
ships which come on in great num-
bers, all very fast, often from behind
your ship and then move in the most
unpredictable ways. Too often fast
reactions simply aren't good
enough: moving out of the way of
one ship often puts you right in front
of a ship zooming in from the top of
the gcreen, As a consequence the

HF.'.JHH-IHIH_

cceed is to -.- stak-

fter movie ghostbusters, and

the ‘real’ cartoon series, make
way for Gerard's Ghost-catching
services. You're Gerard and you've
just got a call from 255 Pine Road.
After switching on the answerphone
it's off to the scene of the haunting
for some spooky arcade-adventur-
ing.

Asil:iums out, 256Pine Road is
notinthenicest of nalghbourhoods.
Within & stone's thraw are the
remains of a burnt-down chemical
gularrt Alcatraz prison and an Indian
F rial gruum used by the Hit-

xx-Clan devil worshippers
{who presumably sacrifice budget
games by Ocean and US Gold);

Once inside the house you find the
ﬂm m SEE (3684 rooms) to be
ty ICK-SCIaen ﬁpactl'l.lm

ade adventures, Of

arc
thera's plenty of ghusts and skele-
tons bouncing around - contact
with them briefly knocks you out,
draining time from an egg-timer at
the top of the screen.

To fight back you should collect

two worms and take them to the pur-
ple cauldron: a swift bit of potion-
brewing will give you a lightning
spellto zapthe blrghters with. Other
Eﬁradmnta will give you more pow-
ul spells. But your ultimate objec-
tive is to collect beetles, maggots,
and butterflies to put in special caul-
drons for letter spells. When you've
got enough yau can enter a marble |
doorway apdeanfront a ‘spooky old |
man' who'llplay hangman with you, |
Spooked has angther novel
touchyin that everyfour minutes you
H:;?Iﬁ Eh:fa unlesgyou top up the time
li touching one of the egg-
thwhumﬂ : Scaftered through the
game. Butana gndless
gontinue-play DWWF |
reduces fﬁj difficulty lewel
While visually and mmly
muchaSpectrum g: ite |
all have a certain and 's |
plenty of noveltouehes. Worth nm—
sidering, in shart, ifyou like mapping

games.
OVERALL 67%

SPITFIRE 40

Alternative, £2.99 (Rerelease)

A pretty sophisticated simulator
for its time Spitfire 40can't really
compete with the more recent

MicroProse games — even Strike_.

Force Harrier has quite a bitiore
depth about it T.aker::rfs and land-
gfig htnﬂ
uring
ut it

g fun 2




LIES, DAMNED LIES, AND STATISTICS

Hello Lioyd,
That Australian gadgi's letter in ish 56 gave me a swell idea! So here
are the '1989 ZZAP C64/Amiga software house awards’, folks!!!

Commodore 64 Chart

1. MIBYOrSOMUIMBOOWOIKS .. ieressorssoninisersieron e s L 90%
B I B e i e T A 82%
LT T T L e N S 77%
by e T R NI T L o S W S R e T7%
e b e R T R W e 71%
S Bctramle b St e T S P 69%
10. Accolade A R e e e R R
Amiga Chart

T MO DR o s e e 91%
2. Mirrorsoft/IMAgEWOIKS ......c.ccoeuvrinseeserssesssesessimesesneemesns 90%
B e T R e S 88%
6. Infogrames cisis D€ ¥
7. Hewson ...... —
8. Melboume House cirreenes 18%
9. Accolade .... SOURRY {1,
10. Microprose ee T4%
Crappest Software Houses

64: i F e RN o O L SRR T T, |
Amiga: Again Again .................. .. 43%

All marks are average marks from Issues 45-56, By the way does any
one at ZZAP! read Viz? Because | think it's cool and humungous.
Long live Roger Mellie, the man on the telly,

Dave Evans, Holyhead LL65 2PN

Dear Lioyd,

Sorry if this is what you'd call ‘a bit late’, but those things called
GCSE Mock Exams have come to haunt me. In the last Rrap!
(December 1989) you said you'd like a percentage competition
between software houses to put in a future Rrap, where you work out
the a ZZAP! Review percentage for each software house
during 1989 (up to the December issue).

Unfortunately, Lioyd, this wouldn't be terribly accurate. Say a
software house only released one game all year, and that game got,
for argument’s sake, 91%. That software house, using averages, is
going to get an immediate advantage over a house like Ocean, who
make many brilliant games, but are prone to the odd mistake now
and then (WEC Le Mans ring a bell?). This would be unfair, and as |
looked at my pieces of paper with the percentages | had collected
on them, | could see it was going to happen.

So what did | do, then? Well, | simply added up each house's
percentages for the year to get a score. (The highest score, stating
the totally obvious, wins). | can't think of a better way, though
knowing my luck somebody else will,

Before | begin, can | just say | didn't find the time to do an
Adventure, Strategy, or Amiga Chart? Also, the distributing software
house gets the points credit on each occasion (ie if | came across a
review for Accolade/Electronic Arts, Electronic Arts get the points.
Epyx/US Gold, same applies). Shall | begin? OK, then. in Miss World
Order (well, maybe not!):

House Points share in points

1. Ocean 1,020 10.97%

2. US Gold 882 9.49%

3. Electronic Arts 831 8.94%

4. Encore 662 7.12%

9. Firebird 530 5.79%

6. Mastertronic 508 5.46%

7. Gremlin 503 5.41%

8. Activision 501 5.39%

9. Hit Squad 490 5.27%

10. Domark 450 4.84%
11. Rack-it 425 4.57%
12. Zeppelin 343 3.69%
13. Ricochet 332 3.57%
14. Kixx 307 3.3%
15. Codemasters 298 3.2%
16. Imageworks 265 2.85%
17. System 3 259 2.79%

Grandslam 259 2.79%
19, Virgin 225 2.42%
20. Melboume House 202 2.17%

By the way, Lloyd, this is the second time I've done this! (I did one
last year). | just thought I'd rub it in a bit, there. Sorry if this letteris a
bit boring, but do you seriously expect me to write anything world-
shattering about what I've done?

| could say this: whoever wound Jamie Walker up about that 'prize
draw’ and pretended to be Phil King deserves a kick up the backside.
Hasn't anybody told the person that stupid phone calls are really
juvenile, and ruddy illegal when the person pretends to be someone
he's not? That is, of course, unless it was Phill | have my
suspicions . . . Also, don't ban the back-up cartridge!
Arthur Pewty, Benfleet Essex.

Dear Lloyd How are you? I've been reading ZZAP! since issue 18
(Green Hat etc). The current team seem to have brought back the
right blend of humour and sensible views that were prevelant during
Gary Penn days. In my opinion, the Gordo-Kati days were far too
extreme in the humour department. Please keep up the good work!

I'm afraid that | have to disagree with Brett Gaborit (issue 56, page
31) over demo/audio tapes. | feel that most people would prefer
demos, and not just (solely) audio tapes. However, one side of the
tape could justifiably be used for an audio demo.

Here is a chart for the best companies {on the 64). In order for them
to qualify they must have produced at least 3 games during 1989, |
have drawn the data from those ZZAP!s with cover dates in 1989 (ie
Iaauauz 45-56). They are ranked in terms of average percentage. The
results:

o R S e S S P 86.33%
L R e e B4.36%
T S BT e e e N e 84.339%
e A e e e 76.75%
R o L s TR L 74.66%
ST T T e S R e 70.33%
T e Tl 70.00%
T e S e b L T P R 68.57%
T Y i e b e e e e s s 67.28%
PRI .. i i T i s, S 66.77 %

S0 it's congratulations to System 3, although honourable mentions
go to Ocean and Electric Dreams who were right at the top until Issue
56 when System 3 pipped them both at the post.

| would also like to appeal to software houses to bring out more
horse racing games. There are only three that | know of, one of which
only seems to be available through mail order, another which anky
seems to be out on the Spectrum, and the third is a bog-standard
betting game. If any soft companies are stuck for a game design,
please contact me. Also, why does no-one ever listen to such classic
groups as T Rex, ELO, Sweet . . . Oh nowhat are you doing with that
gun?!? BANG Arrrgh (dies)
Gordon White, Sedgebrook NG32 2EX
PS. How about giving the Challenge and Readers' Charts another
lease of life?

The Readers’ Charts have been relaunched this very issue, and the
Challenge may well appear next ish! Thanks for your charts, Gordon,
Dave, and Arthur. I'm sure each ratings system has its advantages
and disadvantages, so to avoid any further argument the official
ZZAP! “top software house' (plus a whole host of other awards on
both 64 and Amiga) will be decided by you, the readers, in our 1989
Readers’ Awards. The voting forms are somewhere in this issue; 50
don’t miss the boat, give us your vote!

LM




XMAS (NOT VERY) SPECIAL

After reading Issue 56, the Christmas Special | must say that |
is was because:

nothing out of the ordinary. Okay, if | remember correctly, issue
44 was a bit more expensive but no one complained. And it was
worth it. C'mon ZZAP!, | don't call this Christmas spirit.

I think that thi T'Hd“mhm' magaz
n i5 IS one of the best ines
pﬂzca unlike a-f;tmr HW et eommpiachslp e
b mag at the same price |
mention (grumble, grumbie). s 3 -
Question: Is Pitstop Il still the best
With games like Turbo Out Run,
uHut uhu:d now | don't think so.
a year, eh Lioyd?
| Anyal,Choriton, M16 OBP.
PS. Tell Dr Frey that the ZZAP! T-shirt is bo
Frey (any relation?) do the ultimate
Retrograde and Snare for Thalamus I
not be disappointed.

racing game on the 647
Chase HQ, Hard Drivin’ and

ring. Why not let Oli
shirt? With posters like

m sure the majority shall

mﬂamrtl:tuhn, despite our own
mag, 'spmmff-ﬂhmftwasmnfﬂmbaﬂ

(thanks to Markie and Mel in the Art Department) pwr?;f:::dr
flawless film planning (mysterious production

disappointment in the size of

YOU

Dear Lloyd,

MISSING BUTTON

Dear Lloyd,

A year and a half ago, | lost contact with a friend, Mark Button.
We lived in Kempsey, near Worcester, and both moved away at
round about the same time (the September before last). | think
he moved somewhere up North (no intentional comment on the
North/South divide), but | don't know his address, and | don’t
think he knows mine. He certainly originally came from Lanca-
shire. | was wondering if you could print this letter, so he could
contact me. He too used to read ZZAP! so he probably still does,
and could well see it. Please print it, as | would like to make
contact again, and he's still got a few of my games he ‘bor-
rowed'. Please? | could do with a bit of fresh inspiration in my life.

Matthew Lancey, 33 Upper Ferry Lane, Callow End, Worcs. WR2
4TL.

Calling Mark Button . . . are you out there? Ordoes an y one else
know where he is?
LM
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Matthew, Robert, The Rev, Tim, and Jenny), Size isn't everything

you know! And we t

bufm'?wm& man?g:d 0 get a lot of hot new games in
As for taping music off games, lsuspacﬁﬁsmegaf since I'm
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On the subject of FEAR I would have to agree with
how good it is (if only because the Ed does some mﬂﬁﬂ
there). But it's £1.95 M,wammammgu to take it
lﬂllﬂﬂpﬂﬂ:.::— which is the same as ZZAp!,

NOTHING REALLY

Dear Lioyd,

A few issues ago someone wrote to you to break the
world's shortest letter by writing just one exclamation mark. |
will now attempt to break this record by writing an even shorter

Iattménu here goes! Oh yeah say hello to my brothers Jit, Bal, Hit
and Sut!

Dear Lloyd,
K Mistry, Ashton, Lancs.

I’'m afraid Mr Mistry your letter is both a failure in terms of length,
topicality, and pretty much everything else. But with such bizar-
wmmmmfmmmmmwsmmmm
T o

extra competitiveness does
add a lot to gameplay, so I'd say it's one of the best race games

you can get. Not that far behind Turbo if you've got a friend to

And finally, several of Oii's
tumed into T-shirts which
ZZUPERSTORE.

great ZZAP! covers have been
are still available from the

It’s great to see the Rrap up to its rightful quota of
pages, and even better, the standard of letters has:
improved as well — keep it up! Send your views to
Lloyd Mangram, ZZAP! Rrap, PO Box 10, Ludiow,

Shropshire 5Y8 1DB, and if they're good | promise

not to burn them (well at least not until I've read
them!).
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STICKING TO 64

mr Lioyd,
'd like to start this letter on a di
] smal fact of lif i
m.:ﬂ:‘:uﬁu people complaining about ;heu:r:iecf ;f":ﬁ
e s i rc;.lugmt an A500 colour monitor costs 3000NS
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mblr bﬂlfmﬂn mph cs and speed. These rich people will
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#gn Zakai, Israal. 4 i i

. | thought of complimentin
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l."l'l'.lffﬂ afe )
LM w years yet I'm glad to say.

UNADVENTUROUS SOFTWARE?

Dear Lloyd
As a dedicated adventurer | felt | had to write inand commenton

the ever dwindling popularity of RPG and adventure games.
Misread me not, | love a good blast up, kick in, or 100m sprint as
much as the next man (or woma n), but | am really in my element
when staying up till the small hours trying to solvea complicated
adventure problem, or destroy a particularly nasty foe in some

middle earth region.

| can remember the days when adventure sections were the

longest and most popular in computer magazines (particularly..

uhm ... that other mag). Now it seems that three pages of
reviews and tips.are all we are destined to receive. Whenever
ZZ AP! reaches my doorstep | turn immediately to the adventure
section (currently Norman Nutz) and | have to say | am TETENY
satisfied. This issue (57) was incredibly disappointing, though,
with only one review and a map and solution of a rather old and
our answer to this will be that it is not

obscure game. | know y
your fault and that you can only review what is sent to you, and
| accept this. But then who can we blame? Certainly not the

software houses, because they earn more from a decent arcade
game' than a RPG or adventure, and those that do make

adventures do a good enough job to satisfy.

It seems then, that the gamesplaying youth of today is 1o
blame. Well, that's a bit too strong, especially since | am part of
the gamesplaying youth of today, and must admit that arcade
games take more of my money than adventures. This, though,
brings us back to the fact that there is not enough decent
adventure software around. Nowadays, gamesters can not, or
simply will not dedicate the hours needed for a taxing puzzling
game. Instead they plump for short and zappy (ha, ha!) games
that last ten minutes at the longest. | am not saying there is
anything wrong with this, but is a shame, because games of the
adventure genre can be lots of fun, as well as asducational. Oh

well, that's enough philosophy for one day, see you around!
Gregory Cauthom, Letchworth SG6 3UG.

games whi
Nutz certainly has plenty to

and Future Wars, But C64 owners

gon Wars is no less a ‘gtate-of-the-art’ product and pushes the

C64 into exciting new territory. And then, of course, there's the
amazing Space Rogue. Hopefully all our other readers will be as
ready as yourself to read about these ground-breaking games.

LM
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A MANIAC WRITES

Dear Robin, Stu, Phil,

it was a great pleasure for us to read ZZAP! 56, especially the
reviews from Turbo Out Run, Myth, and Amiga Stormlord for
which we'd done the music and sound effects.

Thanks for giving our first major Amiga release such a high
rating (94%). Also thanks for giving Turbo Out Run 96%, but how
could you give 90% to Myth. It's nowhere near our best stuff
(except for maybe the sound effects). It even got a higher rating
than Eliminator and Gapius.

I'm not saying I'm not happy about it, but was it worth the full
90%7? or was it just because of the game getting high points?
Isn’t it possible for you to give music and sound effects the
ratings they deserve, and not just an average of the other ratings
like presentation, graphics etc. Sometimes we work like hell to
make a tune really good, and after two months we read the
reviews. Bet if the game is crap, that you'll slag the music or
effects to the ground??

Is it possible for one of you to explain to me how you actually
give points to music and effects, so we can do the tunes the way
you {and so will the English kids) like the tunes and effects??
Charles Deenen, Maniacs Of Noise, Holland.

We're glad you like ZZAP!, Charles, because as you can tell from

our marks we've got a great deal of respect for your work. The
intro soundtracks for Turbo Out Run were unbelievable.

On the subject of the ‘overall’ mark affecting the sound rating
it shouldn’t, and it is perfectly possible for an otherwise terrible
game to get a very high sound rating. However, the sound rating
doesn’t only include music. On the subject of Myth the music
might not have been comparable to Turbo Out Run 's, but the
effects were excellent. The ‘clang’ of the sword hitting home
was superb, and we felt this significantly helped to improve the
already top-notch atmosphere of the game. In our opinion in-
game effects which serve the game are just as important as any
introductory music.

I hope that answers some of your questions. For the future we
plan a music feature, and obviously we'd like to talk to Maniacs
Of Noise about their work since you're obviously some of the
leading FX wizards cum musicians in the business!

¥ new owner of a Commodore Cé4
bought for the boys, last Christmas), | am still I‘aan!:itn:::ﬂartg :;IE

problem | have is which ';‘f,:f,; : Sponialy are games. The

Our local Woolies only gets twn‘;rhwﬂ-lmgm iffacn o give a miss,
ones, say every two months! After buying various

NOT-SO-HOTLINE

Dear Lloyd,
Just the one complaint!
How about getting your act together and get your phone-in comp
line to coincide with the date ZZAP! arrives in the shops. | am debat-
ing whether to send to our telephone bill as | have tried 15-18 times
to enter "Da Great Compunet Giveaway Competition’ without suc-
cess. All | hear is what those incredible people at US Gold are giving
away, which | already know as | have entered their competition as
well. Also you can't even get the closing date of the competition right.
S0 come on if you want entrants for your competitions, how about
a question.
It would help to know what date the phone-in comp line changes.
Lisa Hadcock, Manchester M31 4JU.

PS. I'd like to say hello the Stephanie Johnson who thought she was
the only female reader.

Point taken, and heartfelt apologies. The 0898 numbers have been
in a bit of mess recently. Tight editorial deadlines and the length of
time needed by Chatterbox to turn a script into a tape recording, plus
sheer lack of communication have caused the problem. Con-
sequently the lines have been on hold for the last few issues while
we reconsider the whole concept. As a result there have been no
0898 competitions recently. If anyone out there has any other views
on the 0898 numbers, whether it's worth restarting them with much
better co-ordination between them and magazine publication dates
for instance, please write in.

LM

2 MEG, OR NOT 2 MEG

Dear Lloyd, o : ;
As ever, the magazine is brilliant and you continue to keep up this
high standard. However, down to business. This letter contains only
a few questions and (sadly) a moan and | have kept it brief because
| know Rrap space is precious. Anyway, on with the questions.
1. Do you consider the 2 megabyte RAM upgrade to be good value
for the price? | am contemplating buying it, although the cost of Ed_{][}
seems a bit steep considering the Amiga itself was this much. The 1
meg is tempting as it is now selling for £99 or less, but | am not sure
if this would now be a waste of money because it is out dated. How
long will it be before (if) a company produces the first 2 meg gfme
and do you think the price will decrease very soon in thg future?
2. | think the new £4.99 price tag for Amiga budget titles is excellent.
Okay, | know most of them are old games and received r.mll.}r
lukewarm receptions first time round, but it's a start. Egsudes, I'd
rather buy Little Computer People at £4.98 for Anl‘!tg{i Ell5|':'. instead of
£3 cheaper for Commodore 64 cassette, :w-:::uldr_: t you? I'm not say-
ing the C64 version is naff, as | owned this version myself, but | feel
conned if | was still a 4 owner and knew that Amiga owners could
purchase some of their software for just a little more. As you have
said before, though, no matter what happens, the buyer does not
lose out! |
3. Whatever happened to Robin Hogg's Strategy Section? When the
5-page special was printed in ZZAP! 51, | was pleasantly surprised.
lssues 52 and 53 also contained wargames reviews and | was
assured, on your advice, the the section would last years. However,
like the 3rd Reich, it was not to be. After ZZAP! 53, supplies ran out
and after a court martial, Hogg was deported to the Tips Section,
which he runs very well. Is there a chance that the section may be
red to its former glory?
rEE1.’1’!.ltmher then this, th::-gugh, the mag is fine and | hope the standard
never falters.
Stuart Hardy, Sheffield S31 BLZ.

Thanks for your compliments, Stuart. To answer your questions, we
know of no company developing games for two megabyte Amigas.
As it is there are just a handful of games which run only on one mig
Amigas. Many, many more games are intended purely for the 51 ._.ii
Amiga and completely fail tc; Ia.irl.re ad;antage of one meg machines
ing in memory extra levels and so on. !

by‘fge%n; ?EE fate of Hgb:'n Hogg, he is vigorously contesting his court
martial and hopes to return to active military service in the very near
future. Hopefully the next issue.

LM
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COMPILATIO S

B L e L

~heappeal of CDs is
easy to see — com-
rlﬂe immunity
ll'll'lgﬂlt-lﬂ Cor-
ruptionanda
theoretical storage
capacity of around.
550 megabytes
(8,800 times 64K!)
are just some of
advantages. One of the most
exciting CD ROM projects was
mentioned in Issue 57, namely
Interplay’s PC Battle Chess which
is drawing on the practically unli-
mited storage capacity to produce
aDisney-style animated epic. And
this is the side of CD ROM which
usually gets most attention -
rapid loading of large amounts of
data for some spectacular sequ-
ences. The PC Engine console has
quite a few CD ROM games now,
distinguished by great intro sequ-
ences, brilliant music and inter-
level scenes.

But there's another side to CD
ROM. 550 megabytes is more than
likely enough space to include
practically every C64 game ever
written. Unfortunately to access
this vast potential special hard-
ware is required, allowing such
things as 'cyclic redundancy
checks’ to be made. Custom built
CD ROM units, such as the PC
Engine’s, do have these circuits
but your Amstrad hi-fiwon't. Asa
consequence the storage capacity
is much lower - CodeMasters’ 30
games, recorded twice, take up to
60 minutes of a 70 minute disk.
The total amount of data of that
package is approximately eight
megabytes; still a vastamount for
a Ch4.

Another problem is that as yet
no-one has come up with a means
of slaving a normal CD to your
computer 5o, as with a datasette,
the C64 can automatically load in
the tracks required. Only the most
lazy would object to having to
press the required track number

3 <4 ZFEANP!

o

onthe CD for large chunks of code
—such as a complete sub-game -
but it might become irksome if a
programmer wanted to do a CD
specific game loading in lots of
screens quite frequently, ie an
adventure,

On the more positive side, the
high quality of CD recordings
allows for such tight compression
it's impossible for it to be pirated
ontoa normal tape. 5o after all the
industry claims that piracy forces
higher prices, the totally piracy-
proof CD allows them a chance to
prove it with ultra-low prices!

Nevertheless CD remains an
experimental medium, soit's
unsurprising that the debut
releases are compilations of
games previously released on
tape. First out of the labs was the
Rainbow Arts CD Edition.

ENTERTAINMENT
AT THE SPEED OF
LIGHT?

Rainbow Arts have had their CD
system in development for well

over a year, and a German edition
has been on sale on the Continent
for some time. The heart of the
system is the interface which
plugs into the C64's cassette port.
A socket at the rear of the plug
accepts a normal hi-fi phono lead,
the other end of which plugs into
your CD's standard phono output.

Once set up you type in LOAD
on your C64, press RETURN, then
play track one on the CD. Follow-
ing a flashing screen and the Rain-
bow Arts logo, the game selection
menu appears. Select one and
you're then told which track to
play. It loads in at a fairly rapid
rate — about a minute. If you get
tired of the game you have to
reset the computer and reload the
menu.

The games are a fairly good col-
lection of golden oldies and are all
recorded twice, with one version
as a slower, safer back-up. Some
of the games are multi-load —once
you complete a level you'll get a
prompt for which track to load
next. All the tracks have special
headers to allow them to be
loaded in from CD. Needless to say
Rainbow Arts headers are com-
pletely  incompatible  with
CodeMasters headers . . .

THE ACTION
STARTS HERE?

After massive success in churning
out budget games of minimal
programming innovation, David
Darling now claims; "We are get-

ting into state-of-the-art develop-
ment which is obviously where
our talents lie". Industry cynics
may bite back a sly comment at
this, but their CD system is the
most ambitious and its effective-
ness seems to have taken even
them by surprise.

The most surprising element of
the system is the interface - it's
exactly the same for the Spec-
trum, Amstrad CPC, and CB4. It
consists of a cable with a joystick
plug at one end and a 3.5mm
headphone jack at the other (a
converter is thoughtfully supplied
for the larger headphone socket
type). The clever electronics are
contained in the slightly bulky
joystick plug, and it's beautifully
simple to connect up.

The only disadvantage is that
this exotic interface requires a
special program to be loaded in
from cassette. Thankfully it's a
rapid loader and is devoid of a
menu; once loaded you simply
play the desired CD track. And if
you get sick of it, press RESTORE
on your Cb4 and the computer's
instantly ready for the next game.
No reloading the menu lark.

Once a game is loaded the joys-
tick lead can be pulled out, so you
can use a joystick. If you leave the
lead in, with the CD still playing,
the signals will cause some erratic
‘joystick’ movements. It's a minor
glitch which CM plan to take
advantage of with ‘hint tracks'.
These will use the signals to move
the BMX bike, or whatever,

| |
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ever be written purely for the sys-

_I.;;: e At D R A A R A N A A tem. Obviously there is potential
=& e T i e T R S R R R R T N S S SRS, for massive games which would
; e e e ey e e e totally dwarf multi-load classics
L e - L n - T-a7 | like The Untouchables. Sadly, S
o SAVENPONDGMaENE > o NSO 7 disk-only games such as Space
g <4 - oo aiE g R - Vs Pt Rogue and Infocom adventures
- r O O B e e Tt R like Planjetfall couldnt be con-
n LB . T e i it a iy T verted, since they're continually
R e e C e i i R snatching bits of data off disk.
T S T ity | s e e For Amiga owners the future is,
o e : - - | paradoxically, less promising. CD EDITIUN

(Rainbow Arts

£29.99)

i’

After all, the standard Amiga disk
drive is vastly quicker than a C64
drive, with up to a megabyte of

LIVEES 0.
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through the game — showing just l

how to do it!

Another CM advantage is the
test option: you first turn the CD
volume down to zero, then as
track one plays, slowly increase it
until the screen turns from green
to red. Once this has happened
everything should work fine.

Ironically, for such a strong anti-
piracy system, all the games
included on the CD were hacked
into and reprogrammed using a
specially written version of the
Expert cartridge. Unfortunately
technical supervisor Ted Carron
wrote one game, Rugby
Simulator, with a super-smart sys-
| tem to defeat the cartridge. As a
consequence, once that game’s
loaded you have to turn the
machine off to load any more!

The technical success of the sys-
tem has inspired a host of new
ideas at CodeMasters. PR Man-
ager Mike Clark foresees Boots
shelves next Christmas being
packed with CD ROM games in

P

normal CD packaging; those few
unfortunates who don't already
have cables being able to buy
them in blistered packs. One step
in the drive for this success could
well be CD singles which might

. have Amstrad, Spectrum, and C64

versions of a game on a single
disk. Or maybe three or four C64
games,

Surprisingly CM have yet to tout
their system around other soft-
ware houses - apparently we at
LZAP! were the first non-CM
people to see the system working.
The rush to get everything in the
shops for Christmas has been
severe, and there hasn't even
been time to decide whether to
license the loader software, fore-
ing other producers to come to CM
if they want to produce their own
CDs for the system. Clearly there
is huge potential for other soft-
ware houses to bring their own
compilations out.

The most exciting question
however, is whether games will

N ﬁ:ﬁﬂ;l :
o pan E#
- [
, \
'\..‘ |* L Ir

PC, 5T, and Amiga versions soon.
Rainbow Arts, by contrast, are
waiting to see how the C64 pack-
age does before doing anything
else.

ZZAP!
VERDICT

The arrival of C64 CD ROM is quite
simply amazing. But like all
innovative technology there's a
risk of it being a short-term sensa-
tion which drops out of sight due
to a lack of support. The first hur-
dle is obviously you, the buyer.
According to CM research, a large
proportion of the people who
have computers also have access
to a CD player. Which makes both
compilations attractive buys,

In terms of gaming quality the
Rainbow Arts compilation has the
edge - Dropzone and Loderunner
are two excellent golden oldies.
But the CM system is ten pounds
cheaper, offers three times as
many games, and half the fun
comes from the ability to speed
through them wia the neat
RESTORE option,

If the compilations sell well,
then maybe the next hurdle is
easier — future software support.
Will other software houses bring
out CDs for either system?
Ocean’s Software Development
Manager, Gary Bracey, felt its
'novelty value was higher than its
practical value'. There would be a
lot of licensing difficulties if Ocean
put a lot of their games on CD, and
how much would you charge for a
compilation  including The
Untouchables?. But Gary admit-
ted he'd yet to see the system
working, while the priceof a CD -
less than an Amstrad disk — and
piracy protection are interesting,
as is the multi-format flexibility.

Regardless of future develop-
ments however, both CD compila-
tions are lots of fun. If you've got
easy access to a CD player and
fancy the games, you can be
assured the systems work well
and must be the ultimate in C64
one-up-manship.

Fist Il, and M.U.L.E.

Ten music tracks by Chris
Hilsbeck, to be played on CD as
game accompaniment!

THE CD GAMES

PACK

(CodeMasters,
£19.99)

BMX Simulator, Pro Skateboard
Simulator, Super Robin Hood,
Grand Prix Simulator, Vampire,
Poltergeist, Red Max, Fruit
Machine Simulator, Ninja Mas-
sacre, Magnum Force, Rugby
Simulator, Super Stuntman, Lazer
Force, BMX Freestyle, Super G-
Man, Dizzy, Ghost Hunters,
Advanced Pinball Simulator, Pro
Snooker Simulator, Thunderboit,
Cosmonaut, Arcade Flight, Moto X
Simulator, 5AS Combat Simulator,
ATV Simulator, Pro Ski Simulator,
Super Hero, Treasure Island Dizzy,
BMX 2 (Dirt Racing), BMX 2
(Quarry Racing), Street Soccer,
Indoor Soccer, and 11-A-Side Soc-
cer.




WIN A SONY CD PLAYER!

From CodeMasters in this easy-to-enter comp!!

Ifs amazing what you can get on a compact disc these days: Kylie Minogue, Alice Cooper (Phil's
fave), Yngwie Malsteen (Robin's), even The Jesus And Mary Chain (Stu's). But the cleverbolfins af
CodeMasters have gone one better — they've stuck thirty of their best Cé4 games en one CD.
What's the use of that?, you ask. | mean who wants o listen to a load of squeaky machine code?
Well, using the special CodeMasters CD Interlace you can connect any household CD player
up to your 64 and load any of the games in about 20 seconds fiatl Even more amazing, CodeMas-
ters are selling the thirtly-game CD with interface for under twenty quid!

Of course there is one problem: what if the nearest thing you've got o a CD player is Uncle
Arthur's old gramaphone? Easy, thanks o CodeMasters you could win a brilliant sony D20 porta-
ble CD player (recently voted 'The Best Portable CD Under £300' by What Hi-fi) plus, of course, the
fab CD gumes pack. Second prize comprises all thirty of the CD gomes on fape, while ten other
lucky people will collect groovy CodeMasters T-shirts.

Allyou've gotto do is answerthese three dead easy questions (if you're stuck. try looking at this
month's special CD ROM feature) ...

1. Approximately how many megabyles of data can a CD hold?

2. Where does the CodeMasters CD interface plug into your 64.

3. Which ofthese games is NOT on the CodeMasters CD: Treasure Island Dizzy, Pro Ski Simulator,
or Kylie Minogue's Terrible Singing?

slick your answers on the back of a postcard or sealed envelope and send it to COMPACT COMP
ZZAP! Towers, PO Box 10, Ludlow, Shropshire SY8 1DB.

Usual competition rules apply and entries must be received oy February 22.




LOGIC

COMPUTER STORES

LONDON PETERBOROUGH CHESHUNT

018824942 073349696 099225323
FULL RANGE OF AMIGA, ST, SEGA, 64, SPEC, AMSTRAD, PC, PCW, 2600, XL/XE, BBC

64 CASSETTES £2.99 EACH

URIDIUM/PARADROID, DAN DARE Il, MOTEZUMAS REVENGE, MYSTERY ON THE NILE, SCARY MONSTERS, SKY RUNNER, STARRION, TEMPLE OF ASHPAIL ATF, ACE
2088, ACTION FORCE, BOMBUZAL, CAPTAIN AMERICA, CHOLO, CHUCKIE EGG, CHUCKIE EGG Il, COLOUR OF MAGIC, CYBERNOID, EXOLON, FERNANDEZ MUST
DIE. JUMPIN JIMMY, FOXX FIGHTS BACK, FRIGHTMARE, GAME OVER Il, GOTHIC, GRAND PRIX 500cc, HYSTERIA, KRYPTON FACTOR, MARAUDER, MASTERS OF
UNIVERSE. NORTH STAR, PANDORA, RAID 2000, RAMPARTS, REPTON 3, ROADWARS. SENTINAL, SIDE ARMS, TETRIS, THE FURY, ESPIONAGE, AFTERBURNER, R

TYPE

AMIGA 64 UTILITIES
64 COMPILATIONS DESIGNERS PENCIL
e CARRIER COMMAND 8.95 ART PACKAGE £1.99
l_:!-éb :JN:’IES_ EDN_J'*:E? R | £2.99 | BEYOND DARK CASTLE 785 | FASSEM ASSEMBLER — £2.99
e s T raree o, Teeceoe MILLENIUM 2.2 795 | MUSIC STUDIO CASS ——— £2.99
LR e —r 75 £3.99 | PREDATOR 595 | MUSICSTUDIODISC —— £2.99
l *3;[;% Dt:{::k:*} fwo Jima, Okinawal ah il ElﬁEFI RABBIT 7.95 | PERSONAL MONEY MANAGER DISC
MICRO \ - — ; 7.85 £3.99
(European Games, lan Botham's Test Cricket, Bombo, World Cup 1) STARGLIDER 2 7.85 DISK NOTCHERS £4.95
THE SPORTS PACK = £3.99 | PHOBIA 5.99 GEOS INC GEO WRITE £9.585
(Baskethall, American Foothall. Baseball) RETURN TO GENESIS 7.95 i r i 3
INTRODUCTION TO BASIC PT 1 £7.95
GRAL) PN, SELECTION : ——£3,09 | NETHERWORLD 595 | \\TRODUCTION TO BASIC PT 2 £7.96
(Super Hang On, Championship Sprint, Super Sprint) Eggﬁl"ﬁ MAN 6.99 '::.II"-.-'IDI"'-.I S BASIC Eﬂ-ﬂﬁ
UNBELIEVABLE ULTIMATE — £2.99 599 | CionS BASIC EXTENSION — ©4.85
(Entombed, Stalf of Karnarth, Blackwyche, Immhotep,) II:EEAHEE':*IEHS‘;BUETEHE gg: LIE:IDG- s o EBIEE-
FOUR SMASH HITS ——m8 —— £3.99 . A Bl AT ;
[£ynaps, Exolon, Ranarama, Undium Pius,) ESPIONAGE 5.99 F:J ¥ L.:IL WEL [ S
GO CRAZY WICKED £.99 ASSEMBLER DEVELOPER — E9.95
GOCRAZY - - : - £3.99 | hoMINATOR 6.99 | PROGRAMMERS REF GUIDE BOOK
(Desolator, Sidearms, Thunderceptor, Shackled, Mission Elevator, Fast n Furious) :
GOLD COLLECTION THUNDEREIRDS 6.99 £7.95
GOLDC ; | £3.99 | sORCERERS LORD 8.99 MICROSCRIPT 128 £19.95
| FRLIrH ¥} A IET, FINE FOSICA, Tme FLnners, o l."ﬂt‘." AKX S:,.-‘ LT, rH,-_".lr_‘:-.f.‘:-i.l-u.:J_lj - W 2 F
(ung Fu Master, Pole Position, Time Tunnel, Super Zaxxon, Asylum, Dragonskufl) | FIREZONE 899 | MICROCLERK 128 £19.95
S R R - ——— £3.99 | FERNANDEZ MUST DIE 599 | 525DISC CLEANING KIT £3.95
gh,:lrfif |'7|'.-_'|;h:lr.r. Super Cycle, Leviathan, Ace of Aces, Masters of the Universa, SILICON DREAMS 8.95
uper Huey) JEWELS OF DARKMNESS 8.95
T e = £3.99 | PETER BEARDSLEYS 795 | GENERAL
[EHOCK BUSTers, Every Secong L-ounts, kryplon Factor) PACLAMD .05 e :
SUPREME CHALLENGE —————— : £5.09 | GB AIR BALLY 4.95 B24 WARGAME £2.99
|L_'|'I'r-'* .,ﬂ":"-l:'l ;} Ir'E""lll'l"'. Sf'Jrgll";jflr Hennnﬂl._l PHEEIDEHT !E MIEEIHG 9_55 rull,_,i‘DEH r'q.-.l"'lhl T_|E E”"-.DEHMJ”'I_IF EE.B‘B
SOUTHERM BELL THAIMN SIMM - £2.94
THUMNDERBIRDS £4.99
COMM 64 Dlscs PETER BEARDSLEYS £3.95
MURDER BY THE DOZEN ©1.89 BASKETBALL £2.99 CODENAME MAT I £2.99 DANDARE I £2.99 DEADLINE £2.99
SOKOBAN £3.99 THREE STOOGES £4.99 MUSIC STUDIO 4,99 PREDATOR f28a STARCROSS 02 o
SUPERSPRINT C2.99 SUSPENDED £2.09 TOPFUELCHALLENGE £299 ELITE & PACK VOL1 £3.090 ELITE 6 PACK vOL 2 £3.99
DARREL Bl 4 WL 2 488 GEOS £9.495 MICROSCRIPT 128 £19495 MCROCLEAK £12.95 YOG BEAR £2.94
BORED OF THE ANGS £2.99 ALIENS 209
COMMODORE SOUND EXPANDER
LOGIC SPECIALS FM SOUND - UP TO EIGHT NOTES AT ONE TIME
* REALISTIC SOUNDS
* SELECTION OF PRESET SOUNDS
COMMODORE SOUND EAMPLEH inc microphone " 12 PRESET RYTHMS

RECORD ANY SOUND
* REPLAY FOBWARDS, BACKWARDS, HIGHER/LOWER PITCH
* PLOT WAVEFORMS
* ECHO WITH VARIABLE DELAY
* PITCH CONVERTER
* QUATTRO SAMPLING
' INCLUDES DRUM SAMPLES

9.9 oisc ony

P&P 75p

* SOUND OUTPUT THROUGH TV, MONITOR, OR HIFI

" RIFF MACHINE
9-95 CASS OR DISC

MUSIC EXPANSION SYSTEM P&P T5p

5 OCTAVE KEYBOARD

FULL SIZE PIANO KEYS

" PROGRAMABLE SYNTH SOFTWARE

" BUILD UP RECORDINGS ONE TRACK AT A TIME
AND PLAY BACK AS COMPLETE COMPOSITION

COMPUTER DESK - GREY
22 95 49-95 CASS OR DISK
[ | IHB PEF PEP £5
WHERE T0 BUY
EITHERAT 19THE BROADWAY UNIT6 5LYNTON PARADE ORMAIL ORDER
THE BOURNE MIDGATE CHESHUNT LOGIC SALES
SOUTHGATE PETERBOROUGH HERTS POBOX 589
LONDON CAMBS ENBBLF SOUTHGATE. LONDON
M146PH PET1TN TEL: 018826833

Postage & Packing = 1-3 ltems 75p. 4 or mora £1.00




tlnn by choosing one o
)jumping supergames!
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AMIGA

£ 7.99/11.99 BATILE SQUADRON Innemprise  £19.99
£ 7.99/11.99 BLUE ANGEL 69 Gremiin £15.99
£ 7.99/11.99 CHASE H@ Ocean £19.99
£ 7.99/11.99 DYNAMITE DUX Activision £19.99
£ 7.99/11.99 GHOULS'N'GHOSTS US Gold £15.99
£ 7.99/11.99 HARD DRIVIN' Domark £15.99
& 7.99/11.99 IT CAME FROM THE DESERT Mimorsort £23.99
£ 7.99/11.99 LANCASIER Actual Scr.  £15.99
£ 7.99/10.44 MINDBENDER Gremiin £15.99
£ /15.99 NEVERMIND Psyclapse  £15.99
£ 7.99/10.44 ONSLAUGHT Hewson £19.99
£ /15.99 PURSUIT TO EARTH Actual Ser. £15.99
£ 7.99/11.99

£ 71.99/11.99

'SUPER SPECIAL O
HAWKEYE

AﬁtlHNTE

FFER

The ultimate 12-level
arcade combat
experience,
combining perfect g
parallax scrolling g
with amazing
| animated graphics ;
| and aurally exciting -
sound. Featuring
| Mix-E-load lland a
complete animated
story line.
Can you control the
power of HAWKEYE?

EXCLUSIVE
OFFER:

£5.99 cass
£8.99 disk

of frantic shoot'em

Featuring ighi levels

up action, requirin
nerves of steel a
sharp eye for the
invading alien forces.
Wll*h stunning and
inal graphics,
un murlun and fracks
of superiative music
and sound FX,
This is the biggest
blast since the big
onel

EXCLUSIVE
OFFER:

£5.99 cass
£8.99 disk




- CRUCIAL
WARE

ZZAP! T-SHIRT

The favourite T-Shirt In Medium
and XX Large sizes. 50% cofton
and 50% polyester.

XX AND MEDIUM OFFER
£4.95

ZZAP! BINDER

elationship
ur favourite computing magl
aroon with Gold logos.
‘OFFER £4.50

ZZAP! KEYBOARD COVER
Protect your old falthful from dust,
coffee and the universe with

these super covers
o Sah o L o Bt
to sult your oard,

CB FIT OFFER £5.00

CBM64C FIT OFFER £5.50
CBM128 FIT OFFER £5.50

KONIX NAVIGATOR
Brand new ergonomi
handheld joystick with

beneath the trigger finger.
OFFER £14.99

KONIX MEGABLASTER

Preclsion moulded control knob
with steel shaft for complete
rellability. Dual fire buttons for left
and right hand use. Heavy duty
leaf switches and rubber suction

cups.
OFFER £6.99

EUROMAX COBRA

Brand new with 8
microswitches. 3 Autofire buttons
and single normail fire button

provide readiness.
OFFER £11.

EUROMAX PROFESSIONAL
ﬁihﬂ ?ﬂltn

abliity, rapid response
m%‘ ultra sensitive movement.
OFFER £15.95

EUROMAX PROFESSIONAL
AUTOFIRE

Same as Professional Standard,
but with Autofire.

OFFER £18.95

EUROMAX RACEMAKER

Brand new arcade

confroller - sulted fﬂwﬂh -

simulations. Tough design e

button on each steering grip and
Autofire.

Dial-a-Speed
OFFER £26.95

EUROMAX ULTIMATE
Arcade quality console joystick
with 4 fire buttons and

Diala-Speed Autofire.
OFFER £18.95

DYNAMICS COMPETITION PRO
5000 (NORMAL)

Features arcade quality
microswitches, dual fire buttons,
robust steel shaft and rubber
retum for smooth conirol.

OFFER £13.50

DYNAMICS COMPETITION PRO
5000 (CLEAR)

same as PRO 5000 NORMAL, but
with see-thru body.

OFFER £14.00

DYNAMICS COMPETITION PRO
Features Rapid Fire, unique slow
mofion and see-thru body.
OFFER £15.00

COMPETITION PRO GLO GREEN
OR RED
Fully microswitched k with
it ’Eﬂ ot

red or green.
OFFER £17

POWERPLAY CRUISER STREAMLINE
ALL BLACK

With dual lead for Spectrum
ABK/128K/Plus/Plus2 /Plus3.

OFFER 9.99

POWERPLAY CRUISER CLEAR
AUTOFIRE

simply by holding down elther of
the fire buttons engages Autofire.
OFFER £12.99

POWERPLAY CRYSTAL STANDARD
Clear Joystick with red fire buttons

and ol handle.
ﬂFFEﬁH.%b

POWERPLAY CRYSTAL TURBO
Same as CRYSTAL STANDARD, but

includes fast Autofire action.
OFFER £16.99

AMIGA A501 512K RAM
EK&AI:_’HSIGH UPGRADE + CLOCK
mmd Ram upgrade to 1024K
OFFER £129.99

GMEAMMQHE#“TEE
se your Amiga a domestic
TV set or composite video

monltor,
OFFER £24.99




Get 3 Zzap!
issues free!

Yes! Subscribe now: Pay for nine issues

- and we’ll throw in three issues for free.
Thul’su!ﬁ%rﬂducﬂonnnmmgulurﬂngh
purchase price. What you get is:

12 brillant issues of ZZAPI delivered
stralght to your doorll

All the Info you'll ever need about
the Cé4 and Amiga games scenel

Send in your coupon todayil!




AND DON'T YOU MISS

THESE TWELVE
BRAND NEW RELEASES




" And win an amang Vldeocamcorder from

Mlndscape” T

Cruiserb9E ] =

EANH S7en
TAC cruise
ARN 39
1SYS cFaebn




‘A barren planet (the back garden). An ape-like creature (kid

brother) throws a bone into the air. Scene switches to a revolvin g

space station (a frisbee) and Bonzo the wonder dog jumps up and

catches the bone while five-legged aliens from the planet Sprog

hack the next-door neighbours to death with a mouldy

cucumber . . . ' (excerptfrom ‘Carry On Killing The Neighbours'
ZIAP! ".r‘iﬁeu Masties Inc).

Ever fancied directing a sci-fi film? Well unlike Stanley Kubrick
you don’t need a multimillion dollar budget: all you need is a few
willing actors (friends, relatives, people off the street), some
props (how about a few dangerous-looking daffodils as house-
eating aliens?), and a video camera.

The latter is usually the biggest problem for the aspiring direc-
tor with a budget of about 93p! However, don't despair — you

could still make your sci-fi epic (or wedding video) with the bril-

liant first-prize in this fab competition.

To celebrate the success of their latest epic game, Space Rogue
(the Gold Medal-winning Elite-beater reviewed this issue), those
generous folks at Mindscape are offering ZZAP! readers the
chance to win a brilliant Amstrad video camcorder. The camera
is incredibly compact and comes complete with a specia adaptor
to allow its small VHS-C cassettes to be played on any normal VHS
video recorder.

For two runners-up there's the only slightly less awesome

AULINDS L

prizes of a Commodore disk drive and a copy of Space Rogue. A
further ten lucky people will get a copy of the brilliant game on it
W

To stand a chance of winning these Oscar-winning script-inspir-
Ing prizes, just answer the following three questions!

. In ‘-pc*r-.. Rogue which 'royal’ ship were you a merchant
marine with?

2. Whatis the name of the scout ship which you go to investigate?

3. How many types of ¢uemy tactics are there?

Got 'em? (Hint: try reading the review!) Good, just scribble the
answers on the back of a postcard (or sealed envelope) and send
it via Interstellar Post to , ZZAP! Towers, PO Box 10, Ludlow,
Shropshire SY8 1DB

Entries must reach us by 22nd February at the very latest. Usual
competition rules apply. In addition, triple-brained aardvarks
from the planet Spaz may not enter




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 £7.95

AVAILABLE BY MAIL ORDER ONLY
SEND CHEQUE'P.D. TD:

TANGLEWOOD SOFTWARE CEPZZ
157 WARWICK ROAD
RAYLEIGH
ESSEX SS6 BSG

Propnetor: J MOSS

TURBOSOFT

(Dept ZZAP) % Untsuckables 699

41 South Street T -y
Leighton Buzzard Tl 5 7.2
Beds LU7 8NT S o tandttey 089
MAIL ORDER ONLY oy 608
Tel. 0525 377974 12 Chase K. 6.99

15. Retrograde 6.59
30 HEE:!lﬂlD"I HITS TOLKIEN TRILOGY | 16 Ghostbusters il 6.99
e, .4 Do Fork P, gl © Onmlby £7.99 Disc £11.99 L - N
Trsat, T, Harery Momtborge L. s, W 18, Alerod Baast 6.94
o P Mastr Twiw Fonoufe Fp Marrae Thi Habbi, 19, iick O# 5 0
(e ki, Ol B Pl by, Tsin Lord of the Rings M. Snare 6.0
"an-’r-nwm Lam Taer Chadaw ol Mordar I
Myt e e Lo | Meg Mpocadypss Frar
kv hupervier Dl Friv Tt Gty Eu'““ﬂDME
s {2
100% DYNAMITE SUPREME CHALLENGE | = 69
Only £10.99 Disc £12.99 Only £4.99 Disc £10.99 SN —— i
Last Minja B, Eme, Ace, Tughar 69
Doudle Dragon Seringl, Super Wondehay 699
WEL Le Mans Starglider, Doutee Dragor 3
ARarbumes Tetris Cperation Thunderbos £.99
Knight Face E.04
Airteorred Rafages :l: 2
ZzapSizzlersColl Vol 1 | | THALAMUS THEHITS | G, 038
Only £6.99 Disc £11.98 Onily £8.99 Disc £13.99 TR b
Bionic Commandas, Hurier's Moon, Que-dex, Coiasus Chess 4 A.98
Oropzone, Calilcenia Games, Hawieye Colneus: Bridge 2%
Sodoman’s Key, Armalyte, mﬂ“m’”m éi
impossible Mission | Delta, Sanxion. e .
Aunning Man 455
S (1]
aﬂﬂ;m;ﬂa 699
‘ COMMODORE SPECIALS APS -
l-:m-::.._r. 299 Farmandaz Must Dis 459  Pools of Aadiancs disrc 1499
Crazy Cars 2599 BnanClough Foothal Forunes 490  Hemes of fhe lance dsc 10,09
lm'l g 199 Tema B h 658  Hillghr disc 1499
Lrazy Cars &89 Anngls of 4.8  Curse ol Alwe Bonds disc 1904
Trodl L Trivial Pursull Mow Begnning 498 Me Hek .08
Himnrer 290  Dark Casthe 398  ConSnentsl Circuws 6.99
Cianilgion | 1.90  Trivial Pursuft Gerius 499  Weind Dredins 10.99
FoeDaE Masnager i 4,80 Probia 499  Beach Voley f.99
Runnirg Man 490 Garne Crwer il 308  HAsinbow ixands f.89
Bob's Full House 499 President o bssing 499  Siesl Thunde .49
Al 499  Hum for Aed Ociobses 5899  Propaci Sasith Figiver 1092
Cigurdlet 209 Parmania 4.9 sl Siorm Risieg 105
Sarg Poker 1= 389 Pacand 4090  Swat Car Racer [
JECK the Mippes 289 Green Borot 288  Tank Altack 48

PLEASE NOTE: Some titles may not be released at time of going out to press, thess will be sent on day of release.

39 Edmunds Road, Cranwell Village, Sleaford,

IP Lincs. NG34 8EL Phone 0400 62046
SPECIAL OFFER FOR A LIMITED PERIOD ONLY -

BUY 4 GAMES AND GET 1 MYSTERY GAME FREE

AMIGA Lt
CASE dise
100 DYMAMITE 115 14,55
AB. 13,99 7.49 9.99
ACTION FIGHTER 19.99 7590 11.94
ALTEREDBEAST 19,04 7.949 11.99
BATHMAN THE MOVIE 19.9% 7.49 11.99
BEACH VOLLEY 19,95 7.49 11.99
BEVERLEY HILLSCOP 19.99 7.0 11.94
BLOCODMONEY 19,949 L 11.9%
BLOODWYCH 19,99 755 1199
BOMBER 23,99 11,99 15.99
CABAL 19,95 755 11,99
CARRIER COMMANMND 19,94 11 .95 14.40
CHASEHQ 7.590 11.99
CUNTINENTAL CIRCLS 15.99 7.99 11.99
DRAGOMNSPIRIT 15.99 749 11.99
GEMIMNI WIMNG 15.94 7.49 11.99
GHOSTBLUSTERES I 19,99 H.B0 1199
HARD DRIVIMN 19949 PR 11.9%
HEROES OF LAMNCE 15, G5 749 11.99
HILLSFAR 1999 15,540
INCHAMA JOMNES & LAST CRUSADE 19,949 749 11.59
MEGA MIX 1.99 14,40
MU WALKER 19949 7,049 11.99
MEHELI 15949 749 Q.9
47 19949 7599 10k 40
PGASCONGNESUP SO 19.99 7.9 11.99
PICTION ARY 19,595 11.99 15.99
ROCE M ROLL 15.99 ;.99 11.59
SCAFEGHOST 15.99 11.99 11.99
TCGATESOF]AMBALA 19.99 799 11.99
SHIMNCE] 15.94 11.599
SILEWORM 15,99 749 11.99
STARWARSTRIO 19,99 1,49 15.949
STRIDER 19.99 ik 11.99
THECHAMP 700 11,99
THEUNTOLUMCHABLES 1%, 95 754 11.99
TOLKEIN TRILOGY 1, 4% 1d.99
TOM & JERRY 11 19,99 7.99 11.9%
TOOBIN 19.59 750 11.4949
WEIRD DREAMS 19 95 7.49 11.99
XKEMNOPHOBE 19,949 7. 49 11.99

Many other titles also available. Send for list or ring for further details (7 days
a week). If you can’t see what ;;'nu want - give us a ring

Mew releases sent on day of release,

Postage & packing included for Great Britain. E.E.C. please add £1.00 peritem.
For overseas please add £2.00 per item. Please make cheques payable to
SUNCOMP. MAIL ORDER ONLY

Please make cheques and postal orders

payable to TURBOSOFT. Orders over

£5 P&P free, under £5 please add 50p per
itemn. Europe add £1 P&P.
Overseas add £1.50 P&P.

MN.B. Please state make of computer and
cassette or disc.

PRECIOUS METAL
Gazra's Soccer 14.99 £16.99
Operstion Thunderbolt  16.99 Only £16. Only £12.99
Tarbo Dutrun 16.99 Captain Blood, Explon,
Ghouls n Ghests 16.88 Yenon, 2ynaps,
Crary Cars, Nethinwarld,
AMIGA Arkanaid § Mebukss
Batie Chess 1659
Dragon Sprd 1399
oew 165 COMPUTER HITS Il LIGHT FORCE
::a.'n' H—:ﬂf Hr; 16 99 Omly £8.99 Only £16.99
f H Top Fun 1699 T : =T
Krighl Force 15 54 ﬂhlﬂimslﬂl:hr' I"ﬂ'!":;
g e Gaiden Pam, al |
Tirsinss 1684 Bn 3 man Called Emr.
Super Wonderbay 15,90 Joe Blade IK +
Dynamite T 16.89
Tirttn o the Mnon 16,89
Varmiza 5.00
m"’: " 15,09 MAGNUM 4 HITS DISC |
for tha Time B 18.59
oo g Only £16.99 Only £9.99
Barbaran § Frygnoss 15.99 Afierbumer, Double Oragan, Goldrunner, Slaygan,
Lintichahies i Operation Woll, Jupiter Probe,
Mpmonmancel 1689
e ik e Babman Caped Crusader Karate Kid
'r'nﬂa?nm 16,99
on 1h.E
e i AMIGA SPECIALS
Mdates [
Chacs Sarkes Enﬂm |; ﬁ Liutrun 6.99 Pacland 7.80
Tissl Drive ti  Leaderboard 6,99 Football Manager .94
Poguizus 1688 Marble Madness 7.50 Hunt for Red Oclober  9.99
E}fg?fm Fomased  Lands 799 Sirip Pokar + 599 HKristal 09,99
Double Dragen § o Bards Tale 7.50 Trivial Pursuits New
qga Allernate Reality B.99 Baginning 7.88
Siryx 13m Casino Roulette 398 Thunderbirds 6499
Nevarmind 1312 Brian Clough's Football Running kan 7.88
RS S 159 Fortunes 6.99 Sha ate .99
Diarmoecies jgas Flinistones 499 Lordsof RigingSun 13,99
Wayne Gretriy 152 Ehminator 5049 Aocket Ranger 11.88
A Storm Rising 1699 TV Spors Football 1288 Speedball 10.89
Barbariani (Palace £.99 Bemark 7.899
Pacmania 7.89 Frightmigi 5.8

a8




OTE FOR THE
INNERS AND
WIN YOURSELF!

BEST GAME OF THE YEAR

BEST COIN-OP CONVERSION

BEST LICENCE (not coin-op)

BEST ORIGINAL GAME

BEST ADVENTURE

BEST STRATEGY/RPG GAME

BEST GRAPHICS

BEST SOUND

BEST SOFTWARE HOUSE

BEST BUDGET GAME

WORST GAME

B i ot sl s

e gave you our idea of the best games of the decade last
month. Now it's your chance to select the best games
of the 1989 along with your ‘game of the decade'in our
annual Reader's Awards. Of course, there are separate awards
for 64 and Amiga games: vote in either section or both!

To give those natural abstainers among you an extra incentive,
we'll pick three forms out of the ZZAP! wastepaper bin and give
the lucky senders £20 worth of software each, together with
goodie bags packed with free ZZAP subscriptions, T-shirts, bin-
ders and Le Clic cameras! Ten runners-up will get the goodie
bags alone. Send your formsto READERS ' AWARDS 1988, ZZAP/,
PO Box 10, Ludlow, Shropshire SY8 1DB.,

Get your voting forms in by February 29 and we'll announce the
winners in afew months time. Let your voice be heard and stand
a chance of collect some great goodies — why don't they offer
prizes in a General Election?! o g == ==

BEST COIN-OP CONVERSION

BEST LICENCE (not coin-op)

BEST ORIGINAL GAME

BEST ADVENTURE

BEST STRATEGY/RPG GAME

BEST GRAPHICS

BEST SOUND

BEST SOFTWARE HOUSE

BEST BUDGET GAME

WORST GAME

vhociamn sl RGN i ors o L S i

---------------------------------------------------------




PREMIER MAIL ORDER

TITLE CEM B4 TITLE CEM B4
CASS DISK CASS DISK
A& PE. 699 999 MICROSOCCER 3991399
ACE OF ACES 2499 BAIMI OFFICE 2 10991399
AFTERBURMER 6991099 MONTY ONTHE RLN 24949
ALTERED BEAST .88 MOONWALKER T7.50 999
AMCIVWAR VD1 2003 1499 MDTORMASSACRE 6.99 9.9%
APOLLO 18 69910939 MRHEL 699 9.5%
ARKANDID I REVENGE 599 999 * MYTH 7.99
ARMALYTE 6.99 HETHERWORLDY 7.45 10,95
ARTIC FOK 2.99 HEUROMANCER 12.99
BAREARIAN{PAL) £.99 NEW FEALANDSTORY 5,949
BARDS TALE 299 59% MIGHTRAIDER 599 10,99
BARDS TALE 20OR 3 12595  NINIAWARRIOR 6949 999
BATMAMNCAPED CRUSDR 625 9959 OBLITERATOR 6.99 9.949
BATMAN THE BADVIE 639 9.9 ONEONONEZ 10,55
BATTLE CHESS 1059 100% DYMNAMITE 9599
BATTLE 1IN NORMANDY 14.5% OPERATHON HORMUZ 699 9.99
BEATTLEFRONT 14.9%  OPERATION NEPTUNE 7.50 1099
BEACH WOLLEY 6.9 998 * QPERATIONTHUNDERBOLT 6.99 993
THE B2 9.59 OPERATION WOLF 5499 999
BOMBUZAL 645 953 OUTAUN 7.50 10,99
BUSHIDO 6.59% 993 PACMANIA 6.25 5959
CABAL 693 9593 PASSINGSHOT 6.99
CAPTAINBLOOD 692 9,93 PATTON ROMMEL 10.99
CARRIER COMMAND 99919399 PETERBEARDSLEY 599 9499
CARRIERS AT WAR 14599 PHM PEGASUS 299 &199
CHARPIDNSHIF GOLF 658 PHOB LA 599 899
CHASE H 699 5993 PING PONG 299
CHUCK YEAGER 7.5010.9% PHRATES 5.99 1194
COBRA 2.99 PITSTOR 2 1.99
COIN QP HITS 10.99 POOL OF RADIANCE 19.99
COMTINEMTAL CIRCUS 699 999 POWERATSEA 10.99
CRATY CARS 299 POWERDRIFT 7.99 10.99
CRICKET MUSTER 650 PRESIDENT MISSENG B.99 10.99
CRY3TAL CASTLES 2599 PURPLE SATURMN Duy 6.50 9949
CURSE OF AZURE BONDS 16.99 QUEDEX 399
CYBERBALL 693 9.9% R-TYPE 6.99 10.50
CYBERNOID 199 RACKEM 299 699
DARE FUSION 5.99 9.99 * RAINBOWISLAND 599 999
DEATHLORD 1099 RAFFLES 6,0
DOMINATOR 71.5010.9% RAMBO 2.9
DOUBLE DRAGOMN 699 95935 RAMEO3 6.50 9.99
DOUBLE DRAGDMN 2 699 999 REACHFORTHESTARS 14.99
DRAGON MNIMLA 693 993 REALGHOSTBUSTERS 6.99
DRAGONSLAYER 3.28 REDHEAT 6.50
DRAGON SFIRIT BS99 8999 REDOCTORER 9.99131.9%
DY MAMITE DUX FE9 1099 REDSTORM RAISING go0 1200
EARTHORBITSTATION 599 RENEGADE 2509
EMLY N HUGHES FOOT 659 B899 REMEGADE3 650 999
EMPIRE STRIKES BALCK 693 5939 RESCUEONFRACTALUS 299
ENDURORACER 2595 RETROGRADE 6,99 993
ESPIONAGE B.99 5.99 RETURNOFIEDI 659 593
EURDPE ABLAZE 1499 RICK DANGERDLUS 600 9499
F15 5TRIKE EAGLE 699 99% ROADRLMNMER 4.99
FalR MEANS OR FOUL 699 8599 ROBOCOP B.50 ©.99
FAST BREAK 499 699 RAOCKETRAMGER 12.99
FIGHTING SOCCER 7931099 ROMMEL 14.99
FIsH 11.99 RUMTHE GAUNTLET 6.50 5.99
FOOTMANZEXP KT 550 789 RUSSIA 13.99
FOOTEALL DIRECTOR 645 SAMURAIWARRIOR 599 5.9%
FOOTEALL MANAGER 1 289 BS99 SANMIOMN 2.99
FOOTBALL MANAGER 2 £.99 999 SAVAGE 699 899
FORGOTTEN WORLD 699 5999 SCOO8YDOO 2.949
FOX FIGHTS BACK 699 999 5.0 (ACTIVISION] 399
FUMN SCHOROH. 2 {6 to 8) 7.99 993 SENTIMEL 299 4.99
FUNSCHOOL 2 {over B 7.899 993 SEAVE &VOLLEY 299 699
FUN SCHOOL {under b ra9 959 TAr 299
G LINEEER HOTSHOT 7451099  SHIMNCHEI 600 gog
G LAY FORCE .59 SHOOT EMUPCOMNKIT 1099 14 99
GAMESET & MATCH 2 B.599 SILENT SERWVICE 6099 589
GARFIELD WINTER 650 599 SILKWORM 6.99 599
GALINTLET .94 S5KATEORDIE 7.5010.99
GALINTLET 2 .99 SOCCERG .95
GHOSTRUSTERS £.94 SPACE ALCE 10.5012.99
GHOSTBLUSTERS 2 7991099 SPEEDBALL 599 B99
GHOULS N GHOSTS F50 9%4% SPOATS WORLD ER G.og 10,99
GRAND PRIX CERCLUIT 7451099 SPYHUNTER 299
GREAT ESCAPE .99 STARFLEET 10.99
GREEM BERET 2940 STARWARS 6.99 §9.99
GUERILLAWARS 650 999 STARWARS TRILOGY £.99 10.99
GUNSHIF 9991399 STEALTHFIGHTER 8.5313.590
HALLS OF MONTEZUM A, 1499 STEELTHUMNDER 10,99
H&aRDEALL L9599 STORMLORD B6.50 9.99
HARD DHRIVIN 6.5% 9859 STRIDER 7.50 999
HAWKEYE 6.99 999 STRIKEFLEET 1099
HELLFHRE ATTALCK 7451099 STRIPPOKER2 699 9.99
HERCHES OF LANCE TA510.99  STUNTCARRACER 6.99 9.9
HILLSFAR 1299 SUMMER GAMES 2.9%
HOSTAGES 650 9.99 SUPERCYCLE 2.9%
HYPERSPORTS .89 SUPER DRAGON SLAYER 5.99
L WOMES CRUSADE 7.50 1099  SUPREME CHALLEMWGE B99 1100
I CROWD 95991094 TKO 259 b99
INC SHRINEING SFHERE 1485 699 TAITOCOINOPS B U
INFILTRATOR F TARGET RENEGADE 569 994
INFODROID 1.58 TECHND COF 7.50 10,99
INGEIDS EALCK 999 999 TERRAPODS 65.99
INT EARATE 299 B9 THUNDERBIRDS 895 445
INTOEAGLES NEST 2.99 THUNDERBLADE T1.50 10,99
JACK THE HIFFER 2.599 TIGER ROAD 1.5010.99
JEWS 6.99 TITAN B6.50
JET BIEE SIMULATOR 5.59 TOORIN 6,99 5999
KARATE ALCE 10.4512.9% TOPGUMN 2949
KICK OFF 699 9.99 THACKSUIT MAMAGER 6.99 999
KONAMI COLLECTION 6931299 TREBELE CHAMPIHONS 6.99
KOEEAN WAR 1399 TURBOOUT AUMN 150 999
KRAKOUT 299 TUSKER 7.99
LANCELOT .59 11.59 * ULTMMATE GOLF 7.50 10,99
LASERSQUAD 699 9.59 UNTOUCHABLES 650 9.949
LAST WM& 699 9.99 \AGILANTE 6.99 1099
LAST MIMN1A 2 8.5 9.99 VINDICATORS(DOMARK) 6.50 9.99
L'BEOARDPAR 4 1099 1295 W5 BASERALL 2.99
LEGACY DF ANCIENTS .99 WARINMIDDLEEARTH 6.99 9.99
LAMCEMCE TO KILL b.9% 999 WASTELAND 12.99
MARS SAGA 10.9% WEARE THE CHARPS 6.99 12.99
Me ARTHURS WAR 13.99 WIZBALL 299
MARBLE MADMNESS 589 XENOPHOBE 6.99 999
MATCH POINT 294 HYBOTS 699 9.99
MEGA MIX 989 10,99 YIEARKUNGFU 2549
METROCROSS 299 ZAK MCKRAKEN 10.99

SEGA SOFTWARE
NOW IN STOCK
SEGA SOFTWARE PRICE
ACTION FIGHTER 18.99
AFTERBURNER 24.95
ALEX KIDD HI TECH 24.95
ALEX KID IN MIRACLE WORLD 22.95
ALEX KID LOST STARS 24.95
ALIEM S¥YNDROME 24.95
ALTERED BEAST 2495
ASTRO WARRIOR 2295
AZTEC ADVENTURE 2295
BAMNE PAMNIC 14.95
BLACK BELT 22.95
BLADE EAGLE 3D 24.95
BOMBER RAID 24.95
CALIFORMIA GAMES 27.95
CAPTAIN SILVER 24.95%
CHOPLIFTER 2295
CYBORG HUNTER 24.95
DOUBLE DRAGOMN 2495
ENDURO RACER 22.95
F16 14.95
FANTASY ZONE 2295
FANTASY ZONE 2 24,95
FANTASY ZONE 3 24.95
GALAXY FORCE 27.95
GANGSTER TOWN 19.95
GHOSTEUSTERS 2195
GHOST HOUSE 14.95
GLOBAL DEFENCE 2295
GOLVELIOUS 24.95
GREAT BASEBALL £2.95
GREAT BASKETBALL 22.95
GREAT FOOTBALL 22.95
GREAT GOLF 22.95
GREAT VOLLEYBALL 22.95
' KENSEIDEN 24.95
KUNG FU KID 22.95
LORD OF THE SWORD 24.95
MAZE HUNTER 3D 24.95
MIRACLE WARRIOR 32.95
MISSILE DEFENCE 3D 24,95
MONOPOLY 29.95
MY HERO 14.95
MIMIA 2295
OUTRUN 24.95
OUTRUN 3D 24.95
PENGUIN LAND 29.95
PHANTASY STAR 39.95
POSEIDON WARS 3D 24.95
POWER STRIKE 2295
PRO FOOTBALL 24.95
PRO WRESTLING 19.95
QUARTET 19.95
R TYPE 29.95
RAMBO 3 24.95
RAMPAGE 24.95
RASTAN 24.95
RESCUE MISSION 22.95
ROCKY 2495
SECRET COMMAND 22.95
SHANGHAI 22.95
SHINOEBI 24.95
SHOOTING GALLERY 22.95
SHOOTING GAMES 2295
sPACE HARRIER 24,95
SPACE HARRIER 3D 2495
5PY WV 5PY 14.95
SUPER TENNIS 14,95
TEDDY BOY 1495
THUNDERBLADE 2495
TIME SOLDIERS 2495
TRAMNSBOT 14,95
VIGILANTE 24.95
WONDERBOY 2295
WONDERBODY 3 2795
WONDERBOY MOMNSTER LAND 2495
WORLD GRAND PRIX £2.95
WORLD SOCCER 2295
¥'5 32.95
ZAXXON 3D 24.95
ZILLION 19.95
ZILLION 2 22.95
5EGA HARDWARE PRICE
3D GLASSES 39.95
CONTROL STICK 14.95
LIGHT PHASER 29.95

LIGHT PHASER + S'"WARE 44.95
MASTER 5YSTEM (+5W) 79.95
MASTER SYSTEM +GUN &

GLASSES 129.95
MASTER SYSTEM +PHASER 99.95
RAPID FIRE UNIT 5.99

TTLE
A|RBOLURMNE RANGER

A-MAX
A-MAX WITH ROM
ALTERED BEAST
AMIGA GOLD HITS
AMOS "
APR.
ARCHIPELAGOS
ARCHON COLLECTION
SRKANDID 3 REVENGE
* ARMALYTE
BATIC FOiX
AUSTERLITZ
BAML
BAL OF POVWER 15950
BARDS TALE 1
BARDS TALE 2
BATMAN CAPED CRUSADER
BATMAN THE MOWIE
BATTLE CHESS
BATTLEHAWKS 1942
BEACH WVOLLEY
BROMIC COMBAANDC
BLOOD MONEY
BOMBER
BOMBLUZAL
" CARAL
CAPOME
CAPTAIN BLOGD
CARRIER COMMAND
CHASE HO
CHROMNOQUEST
CHUKIE EGG 1 OR 2
COLOSSUS CHESS X
COMMANDD
CONTIMENTAL CIRCLS
COSMIC PIRATE
CRAZY CARS 2
CYBERKMOID 2
DAKAR B9
DAMOCLES
* DARILS B
DARK CASTLE
DATA STORM
D. 0. HORSE RACING
DELUXE MUSIC COMN KIT
DELUXE PAINT 3
CELUXKE PHOTOLAE
DELUKE PRINT 2
DELUKE PRODLCTION
DELUXE VIDED
DEMARIS
OMIBLE DRAGON
CCHUBLE DRAGDN 2
DRAGON MINLA
[RAGONS LAIR
DRAGON SPIRIT
DUNGECH BAASTER 1MEG
DY NAMITE DUX
ELITE
EMPIRE STRIEKES BACK
F16 COBMBAT MLOT
FALCOM F16
FALCOMN MISSION DISC
FED OF FREE TRADE
FERRAR| FORMULA 1
* FIMAL COMMAND
ASH
FLIGHT SiM 2
FLT DHSC 7 OR 11
FLT [H5C EUROPEAN
FLT DM5C JAPAMN
FOOTBALL DIRECTOR 2
FOOTBALL MANAGER 2
FOOT MaN 2 EXP KIT
FORGOTTEN WORLD
FUN SCHOOL 2 (under &)
FilN SCHOOL 2 (6 1o 8]
FUN SCHOOL 2 (over B)
FUSIOM
GALAXY FORCE
GALDREGONS DOMAIN
GARFELD
GARFELD WINTER
GHOLUILS N GHOSTS
GHOSTBUSTERS 2
GOLDEN SHOE
GRAMD PRIX $IM 2
GRETZY HOCKEY
GUERILLA WAR
GLIMNSHIP
HAWKEYE
HELTER SKELTER
HERDES OF LANCE
HOSTAGES
HUNT FOR RED OCTOBER
HYBRIS
INC SHRINKE SPHERE
INDY POMES ACTION
INDY JONES ADVENTURE
INT EARATE +
INTERCEPTOR
INTERPHASE
* T CAME FROM THE DESERT
LS
JET
IGaMN OF ARC
KEMNEDY APPROACH
KICK QOFF
KICK OFF EXTRA TIME
KIND WORDS 2
KNIGHT FORCE
KRISTAL
ELLT
LASER SQUAD
L'BDARD BIRDIE

B BUCKWINS SQUARE, BURNT MILLS, BASILDOMN, ESSEX 5513 1BJ.
Please state make and model of computer when ordering.

These offers are available mail order only.

Tel. orders: 0268 590766

AMIGA TITLE
15.898
13495
249 95
16,949
16.99
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LED STORM

LEISURE SUIT LARRY 2
LICENCE TO KILL
LIGHTFORCE
LOMBARD RAC RALLY
LORDS OF RISING SUN
LOST PATROL

FMAIOR MOTION
MANHATTAN DEALER
MAMNLALC MISSION
MARBLE MADMESS
MICROPROSE SOCCER
MILLENIUM 2.2

MR HELI

HEWY ZEALAND STORY
NORTH AND S0OUTH
ONSLAUGHT
OPFERATION NEFTUNE
DPERATION THUNDERBOLT
OPERATICN WOILF
OUTRUN

PaT

P.OW

PACLAND

PACMARNIA

PASSING SHOT

PETER BEARDSLEY
PHOB1A

PLAYER MAMNAGER
POLICE QUEST

POOL OF RaDlANCE
POPULOLS
POPULOUS PROMISED LAND
POWERDROME
POWERDRIFT
PRECIOLIS METAL
PREMIER COLLECTION
PFURPLE SATURN DAY
RAIDER

RAINBOW ISLANDS
REACH FOR STARS
REAL GHOSTBUSTERS
RED HEAT

RENEGADE 1 OR 3
RETURN OF IECH

RICE DANGEROLUS
ROADBLASTERS
ROBOCOP

ROCEET RANGER
ROLLING THUNDER
ALMNING BLAN

HUMN THE GALINTLET
SHADOWGATE
SHADOW OF THE BEAST
SHINGEI

SILENT SERVICE
SILEWICHRM

SKATE OR DIE
SKYFOX 2

SPACE HARRIER 2
SPEEDBALL
STARGLIDER 2

STAR WARS

STAR WARS TRILDG'Y

STEVE DAWIS WORLD SMNOOKER

STOCK MARKET
STORMLORD

STORM TROOPER
STRIDER

STRIP POKER 2+
STUNT CAR RACER
SUPER HAMNGION
SUPERBASE PERSOMAL
SUPER WOMNDERBOY
SWORD OF SODAN
TALESPEN
TANGLEWOCHD
TARGHAN

TECH

TECHNOCOR
TEEMAGE QUEEN
TEST DRATVE 2 THE DUEL
THEATRE EUROPE
THREE 5TOOGES
THUMNDERBLADE

TIME AND MAGIK
TIMES OF LORE
TOORIN

TRACKSUIT MANAGER
TRIY PLRSLIT NEW BEGIN
TURBD QOUT RLUIN

TV SPORTS FBALL

49 RETALIATOR
ULTIMATE GOLF

LIS SCENARICH 1

LUIMS SCEMARIO 2

LIS 3

UNI MILITARY SEM
UNTOUCHABLES
YWERAMINATOR

VICTORY ROAD
VIGILANTE
VINDICATORS (Domark)
VIRUS

WIRLS KILLEA
WOYAGER

WaNDERER

WWiAR FN MIDDLE EARTH
WATERLDO

WEIRD DREANS
WORLD GLASS LEADERBOARD
WORLD TOUR GOLF
KENON I} MEGABLAST
NEMNDOMORPH

AYBOTS

TAK MOKRACKEN

P & Pinc. UK on orders over £5.00. Less than £5.00 & Europe add £1.00 per item. Elsewhere please add £2.00 per item for airmail.

AMIGA
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Tiltles marked * are not yet available and will be sent on day of release. Please send cheque/PO/Access/Visa No. and expiry date to: DEPT ZP02, TRYBRIDGELTD,




CLassiFieDs

WANTED

Racing Destruction Set wanted, Will QK
price, Tape version only. Contact Steven Grica
E)' writing to 11 Rosemount Ave, Elland, W

orks Hxs BEM. Write quick, wanted for Xmas.
Write even after Xmas. For CB4.

Wanted: Racing Destruction Set by
Ariolasoft on disk for C-B4. Will pay E10.
Phaone 0543 252440 after Tpm or write to Ro
Abramowicz, One Drake Croft, Lichfield,
Staffs. WS13 6G5E

Marauder |l disk copier needed 1o copy
games in case of damage to my disks, or other
suitable copier. Please reply promptly; Tel
Hagley B85219. Thanks.

Wanted: Coders, Artists, Musicians to join a
new demo group on the CBd. Also wanted ane
sk contacts. To join or swap contact Chris,
166 Balfour Road, Brighton, Sussex, England,
Phone 0273 507347, 100% reply!

Doomdark's Revenge on cassotte for CB4,
Price negollable or will swap for other
gamesis). Ring Eddie on 0564 772032 batw-
gen 7 and 9 pm or write 1o 23 Avenue Road,
Dosridge, Solihull, Wiast Midlands BG83 8LD

FOR SALE

Cide, perfect condition, 1541 disk drive,

MP5-801 printer, data recorder, AR IV, mouse

& cheess, software and over £1000 of onginal
rmes, E450 ono, Phone 0376 516724 after
m. Ask for Mark.

For sale, CB4, loadsa games, 2 C2N's, leads
joystick, hardware, games nclude Emiyn's
Soccer, Robocop, Red Storm Rising, Cham-
peon Golf, Leader Board etc. All for only £110
ovno. Phone Julkan (01) 531 2438

Commodore B84dc, 154100 disk driva, 1530
tape deck, joysticks, Action Replay cartri !
armas on tape and disk. 11 months old, T3
el: (438 360378,

CBM B4, 1541 sk drive, MPS BO1 printer
with 1000  sheels paper, C2N datasatte. All
with dust covers, excallent condition. T300+
worth onginal software, é-::u-,-shcks, books
manuals, all iIssues [nput. E400  Phone John
01 733 4058.

(84 for sale. Data recorder, £250 of games
inchuding Run the Gawuntlet, Fargotten Warlds,
The In Cgmwd. Last Ninja Il, Barbarian Il. Ondy
£200. Write to L. Williams, 28 Heddle Grove,
Bell Grean, Coventry CVE TLM.

Commodore 64 software for sale, Mary titles
available, prices start from 50p. For list send
large SAE to Michasl Vainols, 5 Woaodsida
Cotts., Nathans Lane, Highwood, Chelmsiord,
Essex CM1 38D,

CBMBE4, the new model in its original box, plus
30 of the best games worth £300 and
datasette with easy head adjuster. Al for only
E100. Ring (0494} Y85560 for more detalls.

C128, datasette, 150+ games on disk. Will
sall for £250 ono. Write 1o David Cross, 33
Sykes Siresl, Newhey, Rochdale, Lancs.
OL16 4P or phone an 0706 841 581 evenings.

Commodore 84 with tape deck, disk drive,
colour portable TV, jovstick, over 150 1{am-us.
various magazines and computer j
£280. Tel: Lincoln (0522) 69472

Céde, datasette, joystick, Action Replay car-
tridge, mouse and cheese, manuals, €300
waorth of games including Operation Woll, Last
Minja, After Bumer. Will sl for £225. As new,
stillin box, Ted: 5t Helans (07 44) 28486,

CBME4, 8 months old, datacasseta, joystick,
new power pack, magazines and books plus
£200 of onginal software. Examples: Haw-
weye, Delta, Barb, Il atc. Bargain at £7 Phone
Abdul on 01 272 2149. No time waslers
plaasa,

CBME4, disk drive Mkll, C2N, over 90 games
itapa and disk} ing, The Hits, Armahyte, Haw-
keye, Dalta, blank disks, two joysticks, disk
boxes, manuals. Ring Patrick on 073081 4779
after Bpm. £180 tha kot

Atari 520 STFM, mouse & mal, 2 joysticks
joystick extension leads, over 35 games,
datalink cable. Still boxed, Worth over ©1000
sall for £350, Barmmard P. Wolle, B South
Barrwood Road, Kisyih, Glasgow, Scolland
565 0EZ, Phone Kilsyth B21356,

WOW! C84, C2N, 1570 disk drive, modem,
Action Replay MV, 1520 printer plotter.
speach, joysticks, Worth £500, softwars worth
£1500. Bargain £600 the lol. Will sefl sepa-
rafedy. Call Ban on 01 670 BO72 after Tpm,

CB4e, datasette, |jovstick. 200 of original
games mostly Gold Medals and Sizzlars %Ef-
tact condition, still boxed. Sefl for £250, won't
sell Tor less. Got to go quick. The perfect gift
for ¥mas, Phane Daniet 01 550 7409,

CE4, two datasettes linked with backup
dewnce, Iwo |ovElicks and over E400 worth of
software including Last Minja | and Il, Barba-
rian, Platoon and many more. Bargain at £200
ovno. Call Adran on [0734) TRZ209 5-Bom
Wik days,

CB4, 1541 disk drive, jovsticks, over 200
ames, tapa and sk and a data cassafle
Iy E250. Phone 07082 3479 or write 1o 72
Gisbelands, Pulborowgh, W Sussex RH20
2, Dwick

35 WORDS FOR ONLY £2.50!

Thousands ol Commodore computer owners across the word read ZZAP ewary marin The
Reader Classifieds are your iow-cost opportunty 10 reach them with 2 srmall ad_ whather 0 wan!
10 buy, sell. swap or advise. And it's simpile - a one-off cost for up 1o 35 words for £2 50 Just il
if1 T liormm balonw!

CLASSIFIED HEADINGS

ZIAP! Reader Classdied Section is not open 1o trade or commarcal adverisers. but Farzies

may usé . The headings are seff-sxplanatory WANTED, FOR SALE, SWAPLIMNE, USER

ﬂm. EH FM\ F I"EE !I‘Id E\"EHT ‘DL‘H‘. H'nr :luﬂ."um g":'u'p MEws sl .|-||;5 or
planned evenis) Howeaver, be careful about Z7 A publishing dates with the ast

HOW TO PLACE YOUR SMALL AD

Lut out and send off the form, together with your paymant of £2 50 per entry form |cheques of
postal ofders preferably, made payable 1o NEWSFIELD LTD). Protocooies of the form are ace ep-
table

Tha mawmum & 35 words

The service is not open 10 rada'commercial Bdvetisars

Small ads will be prnted o the first available s

The adtor resenves the nght to refuse ads which do not comply with normal decen prachoe
of which could be nterpreted as BNCOUrEQing software paracy

ZZAP! READER CLASSIFIEDS |

r
r

| send o ZEAP! READER CLASSIFIEDS, PO Box 10, Ludiow, Shropahire 5Y8 108
Marme

| Address

|

I

I

F

|

|

Fosioode

Tick Classified haading:

[Wamed [ For Sale [ Pen Pais
[_Everts Diary [ Miscellansous
Method of payment

[TWiger  Groups F anpnas

|_KChegue ™ [Postal Order

Writé wour adverisement here, one word pe Box. and inciuda name address angd phaons
| b i you want thesn prnted




CBM 84, 1541 digk drive, CBM 1701 cofour
manitor, C2M tapedeack, joystick, Neos mouss
and cheasa + 50 odd gamas B0% néw Hilles
Woarth £750, will sl for £345 ono. Phone
Steve on 0252 313652 after 4pm on weeak-
days.

Rare sale, six yaar collection CB4c, disk drive,
2mC2M, joysticks, MHCAISE, IMANLEELS,
magazings, disk box, reset switch, 1304
digks, 120 tapes, 740+ games. Valua DE400,
sell for only £460,. Phone D482 879818 afler
Bpm

Commodors 84 for sale. In excellent condi-
tion with tape deck, joystick, maneals and 40
games mnclheding Robocop, Thundear-Blada,
Dragon Minga atc, All for £120, Pawl Bygraves,
41 Lovelsce Drive, Pyriord, Woking GU22
BOY.

HNeos chease mouse and software £15 ono.
Experi cariridge and disk for disk wser £20, All
as new. Phona Stu on (UE28) 711218

Commaodora 1541 disk drive, MPS BO1 print-

gr, disks, Easy File, Easy Spell, Easy Script

£200. Telephona Falmouwth 0326 T4550. Tre-

g_.;‘:lti'l:ill"l. Lamanva, Pannm, Comwall TR0
|

CB4, 15471 desk drive, T2ZM lape deck, over
600 worth of software, ower 50 disks in
boxes, joyatick, Action Raplay M5 Pro car-
tridge, manuals and leads, Waorth 2900+, Sell
ondy £295 ona, Phone David (0506) 417858,

COR BLIMEY! A Ciod Excelarator+ dish
drive, two quaality joyaticks, tape recorder and
L1045 worth of heghiy rated games for salel
Worth £E1400, £600 ono. Phone (0935) 22079
between Gpm and 10pm

CBdac, C2M datasatte, two joysticks, Commo-
dore MPS 1230 peinter, all boxed, all undar 5
maniths old, over 40 games. Wil sall for £270
or nearast offer, Contact Wailiang Lok after
&pm on 01 450 2862

CB4M128, 1541 disk drive, MPS 801 printer
plus data cassetle, 100+ Qames and some
books. | want £250 or vno only. All calls atter
opm, Tel: D202 B34 BIT.

PEN PALS
S84 contacts wanted, Disk only. Send lists or
disks 100 Richard, Van Emstweg 57,

Appeischa, Holland. 100% repdy.

| wish all C84 and Amiga freaks & Happy
Mew Yaar. Send latest o NME, Bosrodae 24,
2317 BN Lelden, Holland

C84 CONTACTS WANTED! Send to: Reece,
13 Brudensall Drive, Jerrabomberra, Ouean-
beyan, N.5.W. 2618, Australia, Phone (D&2)
858034, All latters answarad. Disk and tapes
gel priceity, Wrile now

We want to swap the latest stuff for CEd, On
disk onby. Al letters and disks will be
answered. Write to Gax - Corso Cavour 3249,
12100 LA Spazia, Haly.

Amiga contacts wanted for swap, hints, atc.
Send disks and’or ksis. 100% raply! Writenow
to: Fredrik Bildstroem, lagr 16, 93151 Skel-
laftaa, Sweden. Please write fast!

Amiga contacts wanted. Guaranteed 100%
rephy. Sand Ests to: Duncan White, 3815 Chewy
Chasa, Port Arthur, Texas 77642, USA,

Do you want a fast and reliable swapping
comact? Search no more and write to: Tam
Reiertsan, Steinnesgat 39, 5200 O5, Norway,

MISCELLANEOUS

cLassiFieds

Making money has never bean easer and i1's
100% fegal. Eamn C100°s sach month. For
further Info sénd SAE to: Scott Brutnell, 77
Green Lana, Wickersley, Rotherham, South
Yorkshing, S66 OHLU, You'll never regret it.

Win the Pools with my Commodore 64 Pools
Pradiction program | haval Mathamatical
probabilities, not form, Send £12.95 for cas-
sette. Disk soon. K. Pitman, 20 Chester Way,
Faligate, Jarrow, Tyne and Wear ME32 4T,

Eam up to £1000 8 week wusing a simpde finan-
cial method working in your spare time, Fora
frae information pack send arge SAE to Mr M

lay, 15 Longfallow Ave, Bofton, Lancs. BL3
3FTH,

CBM 64 Public Domain software svallable.
We have tha best demos, utilities and games
gl cheap prices, No membership fees. For a
list send SAE to 5W.5S., 185 Callowbrook
Lane, Rubary, Birmingham B45 8TG

Eam LEEEEs simply and legally, For free info
send SAE 1o Semon Sheldon, 30 Tannery
Close, Woodhouse, Sheffeld 513 LR Don't
miss the chance of a life timea.

OK ZZAP] readers, you o0 can play Meagap-
ri, Britaing top PBM motor racing game. 65
drivers, 30 teams, 16 tracks. Star-up £2, hurns
S50p. More detads - send SAE 1o Malc Sims, T8
Mount Road. Cantarbury, Kent CT1 1YF

Yo Buddy! Hundreds of pokes and passwonds
far wour G642 (inchudes instructions) all typed in
alphabatical order. Please sand £1 and SAE
ta: A Crompion, 86 hinszon Road, Darwen,
Lancs. BB3 AP

e,

e

prepare you for 1992,

Eccles cake et repete. ..

dawsons et des o'connors!

not deaf either!).

Deutsch ist nicht so gut.
KEN: Eh?!

Apparently some of you dialled
the wrang number for my fishy
phoneline — the correct one is
0898 555085! — and got the
competition hotline instead.
As consolation for those poor
soles who made this near-fatal
mistake, ten of them (that

=
b e
- :.'i :_.f':_
Fy

iy

ith Ken the Fish

For those philistines who didn’t catch my first foreign
language lesson on the fishy phoneline (0898 55086 — it's
great!), tough! Here is the second invaluable lesson to

KEN: Je voudrais du Tetrafin, Mme Halibut.
HALIBUT: Mais oui Monsieur Ken, nous avons aussi les

KEN: Non merci, je n'est pasun gros gourmand (and I'm

Und jetzt etwas in Deutsch . ..
KEN: Vee hef vayz off making you svim!
HERR PIECE: Bitte konnen Sie English sprechen? Mein

LOAD-IT/HOTLINE COMP

(Mills Associates, Issue 53)

many?!) will get a LOAD-IT
tape deck — they may still dial
wrong numbers but they won't
ever have any more loading
problems . . .

B Howell, BURNHAM-ON-SEA
TAB 2DB; Saiful Abedin,

LL SHOW YOU WHATTO DO
WITH YER 7!$$77! FREE

M ODE MS CO M P(Cumpunet. Issue 54)

As all fish fanciers know, plus a three month Compunet
modems have in fact nothing Gold Account (whatever that

to do with computers and ist) ...

phones at all - they're actually

vicious deep sea sharks which Andrew Capper, SPALDING
eat Rottweilers for breakfast. PE11 3AF; Ryan Forrest,

LIVERPOOL L23 ORL; Bjorn
Tillaert, BELGIUM; Mikael
Cederqgvist, FINLAND; James
Burton, BLACKPOOL.

And as there's ng ‘Dangerous
Fish’ Act you can set them on
niggling neighbours without
fear of prosecution!

Five winners get a modem

STRIDE ON!/HOTLINE COMP

(US Gold, Issue 54)

Cor, if | was as lucky as the
winner of this classic comp I'd
be abletowatchallthose great
fishy films inthe comfort of my
own bow! - love the 'Jaws’
films (apart from the sad
endings!). The first prize was a
brilliant Sony Video Walkman that fab US Gold romp,
which goes to the extremely Strider . ..

David Nicholson, SHIPHAY TQ2 7HA; Leon Tong, LONDON N8 9TA;
Thomas Brettell, DUDLEY DY 1 2ER; Garry Wiseman, OSWESTRY 5Y10
7LX; Cecil Dyer, LONDON E7 9HS; Stephen Booth, SUTTON COLDFIELD
B76 BXF; David Aley, HORNCHURCH RM12 5BH; Marc Loughlin,
FARNBOROUGH GU14 BBY; Rajan Verma, WOLVERHAM Wwva
SAP; M F Aslett, CAMBERLEY GU16 65D; Colin Neal, READING RGA
2UW; Kevin Tulloch, CROYDON CR0 7YB; Sinh Huynh, LONDON SE15
6EG: Satnam Samra, SOUTHALL UB1 1PD; Jason Fowler, NORWICH
NR103QU; John Webb, READING RGEB 8DH; James Bell, SHEFFIELD 510
SNP; Steven Tang, LONDON SE156EG; G Rawling, MANCHESTER M27
3RP; Adam Wright, NORTHAMPTON NN3 1YD.

fortunate fellow:

Andrew Gore, SKELMERSDALE
WNB6DBE.

20 runne'rs-téf et copies of
0

LONDON E7 BLE; Stephen Carl Gurgan, DROMORE BT25
Maker, WIRRALL63 0LJ; James 1LX; P W Shaw, OLDHAM OL4
Solomon, W.HAGLEY DY9 4PR; Eden Patrick, HAVERHILL
OHY: D S Broderick, LINCOLN CBY9 ONG; Andrew Clarke,
LNG 3NY; Ravi Verma, ROCHDALE OL16 3UB.
WOLVERHAMPTON WV4 5AP;

B <28 MM 2ZAF FEBRUARY 1990




A special KCS switching technique allows a program to be stored completely outside the memory of YOur
Commaodore 64/128. Using this system KCS developed the POWER CARTRIDGE. The 16K Cartridge, 100%

machine code, gives the user an ideal extension to his normal computer.

A postiiul BASIC Toolkit isddatonal
helpdul commands) that consmderably
simplities programming and debugging

ALITD HARDCAT REMUMBER
ALIDID HARDCOPY REPEAT
COLOR HEXE SAFE

DEEK INFO TRALE
DELETE KEY LiNMNEW
CeOKE PALISE QT
DFLP PLIST MM ITOR
FIND LA D BLOW D
REMNLIMBER - Alser mundifies all the

COT0 s GOSUB 'S eic
Allows part of 4 program
ro e renumbsensd or
s ol e
PSET 5ef up of printer fype
HARDCAT Prinvts out Dhreciory

The talkt commands can be wsed in
vOUur programs

Using POWER CARTRIDGE vou can load
up o b himes faster from disk

The Disk commands can be used in your
W PRDERAMS

LoAD OVERIFY MR

D5aVE MERGE DEVICE

5K

MERCE Two BASIC programs can
e ."I'h-'r!.:ﬁil' o one.

DI5K Wirhr fNSK ywou can wend
cammands directly o vour
sk

Usarg PCAWER CARTRIDCE you can work
up bk 10 times faster with your data
recorder. The Tape commands can be
used iIn YoOUF Dwn programs,

LOWACy SAVE VERIFY
MERGE ALIDID

A panwertul machine language monitoe

that is readily available and leaves all of
viour Commodore memory availabbe 1o

PIOErarmiming

Aloo works in BASIC-BROM, KERMNAL and
LY aress

& KSSEWUBLE | INTERPRET 5 SAVE

C COMAPARE | |UMP T TRAMSFER

0 D% L DD vV VERIFY
AS5ERUELE W MEMDREY W LK

F Fill F PRINT 1 EXN

[P E RECISTER § DIEECTORY

H HU4T D05 Commiands

The POMER CARTRIDGE contains a wery
eftective Printerimteriace, that sel|
detects il a printer s connecied o the
“eraal Bus or Lser-Por

I will print all Commodore charasc e on
Epson and compatible printers

The printer-interface hasy 3 vanety ol set-
up possibiities. I can produce
HARDCOPY of screens not only on Serial

printers (MPSBIN, 802, B0 etc) but als.
on Lenfronsc printers (EPSOMN, STAR
CITIZESN, PAMASDINIC, aich

The HARDCOPY function autcematic ally
distingishes between HIRES and LORES
Multi-cobour graphics are converted into
shathes of grey. The PSET fumctions allow
youl to decide on LargeSmall and
Mormalll verae printing

The printer PSET functions are

PSET O - Saif detection Seraeld PR %
PSET 1 - FPSOMN mode only

PSET 2 - SAITH-CORONA mode ol
PSET 1 - Turns ithe printing % degrees!
PSET 4 - HARDCOPY sething for

MPESEET5ME,

PSET B - Bir-image modle

PSET C - Setting LowerUpper case and
sending Control Codes,

FSET T - All characters are printed in an
wamodified stale

PSET U - Runs a Seral printer and leaves
the Userpont available

PSET Su - Sefs the Secondary address for
HARDCOPY with Serial Bus

PSET L1 - Addls a himedeed, CHES (10,
after every ling
PSET LD - Swebrhey PSET [T ot

Bicam Davices Lid does nol authariss or
Purpe 1o authorisa e making by any medns o
far arry purposs whatsoswed ol copies or
adaptions af copyright works of oiher protecied
maleriad, and wsars of fhe Powes Cannidge mus
oblan (he necessary pror congent lor 1he
making af such copes or adaptions dram all
and alher nght owners concemed
5ee LK Copyright, Designs & Palenls Ao 1968

Seancarainr Mad Drded i Teade srogires 10 B Elearoes, o 218, Morriale 8 133

TEL: 021 480 £875 aral 091 404 168 Fax 091 450 1918
88 BE“I:K Hnm m-wm—mwmmmnm
1S 80 inal. WAT.
“TESH“D L, i il 120 poabpsik oiel — CUB 19 ncl. WA T
E l"nw H Eurtpe orden 800 £F 50, Owtranan sdd 1250
SWEDEM Tad ol 178 18425 Faa 170 18400
NEE 1 RS TRADE AND EXPOSAT EMCLARES WELCOME

Bltcon Devices Ltd

ENGLAND

Cin the back of the POWER CARTRIDC
thiere is @ Beset Button. Pressing this
bultan makes 2 SPECIAL MESNL appear
on the s reen

This Tuncthion will work swith ans

e ammee

EDNTPNLrl Al s LR [ FERLEr Mo
VIR DR E R

BASIC Returrn i BASKH

RESET sormal RESET

TOTAL Saves the contents of e

BACKLIF memoany onfto & Chisk. The

sk program can e reloaded
fater with BLOAD falloawed
by CONTINLT

HESET ALL RESET of any program

TOTAL Ag BACKLP DISK byt fo

BACKLP TAPE,

TAPE

HARDCOPY - Af any moment, prinfs oul
& Hardropy of the scieen
Lising COMNTINLY
dfterwards vou can refurn
o phe [ErrTREram

- Takes you into the AMarlune
language Monitos

MOMITOR




HARWOODS p o

YOUR FIRST CHOICE FOR AMIGA

H!‘l‘ AMIGA POWERPLAY PACKS

hav
ummﬂm‘:&:m
'I'hmlfl'h‘-'r"* oy
lﬂﬂhﬂfﬁlﬂﬂﬂﬂl‘rﬂnﬂnﬂ
ui.sﬁuhﬁﬂlhﬂﬂlhw!ﬁlmlm
TO BE THE BEST DEALIN' DIEGO,

COME UP WITH!
AIN AMIGA'S WITH

ALL OUR PRICES INCLUDE VAT
AND 5TANDARD DELIVERY SERVICE

 PACK 4
PACK 4

GORDON HARWOOD
YOUR FIRST CHOICE
FOR ANYTHING AMIGA!




:

PRI NTERS STORAGE

=SS == 5= T nters in our range are Dot-Matrix
riv= IS = ¥ mumm features...
ST T3 DEVICES
t connection to Amigo, PC's, ST etc. and come with... ~ HARD DRIVES
z . 0- | e O COMMODORE AS90 20Mb HARD DISK DRIVE
cITzeN 1200 FULL2 YEAR WARRANTY FOR AMIGA AS00
lﬂltw-mﬁm Commodore's own hord drive for the A500
aﬁ&hmm’uu Type for (1 Autobood with Kickstort 1.3
g:ﬁ;u Sas £149.95 e
- ””L't’.‘l‘;" price £169.85 = s detald bekow “Hord Dik Upgroce’)
MON'TO s now Micll version of fhe ever SUPER LOW PRICE ONLY...£399.00
R- populor LC10 printe. A590 HARD DISK 512K UPGRADE
PHILIPS CM 8833 STEREO S e ot apsas o o ol e e s 2l
H“'“'"l“ﬂh Calour _| mmﬂﬂh GREAT OFFER AT ONLY...£59.95
Hm'*“ﬁmnmﬂ%; sheet sifianery . EIBASS 30 & 50Mb AMDRIVE HARD DISK FOR THE AS00
c,ﬁ“'" COloUR 0 41 fos octss e
version of the LC10... Jﬁﬂﬁﬂthme
0 llh:.' warronty induded

1 2 Your warmonty available
30Mb Version af only...£399.00
50Mb Version at only...£475.00
) VORTEX HARD DRIVE FOR BOTH

. i._%_..m,..w
EHHT ﬂ].lii AT ONLY...£499.00
~ FLOPPY DRIVES -
EXTERNAL FLOPPY DISK DRIVES
isted below have the following frotures...
e
2 e o i 000 200
CUMAMA CAX 354 3.5" SECOND DRIVE
CCESSORIES A REAL BARGAIN AT
ﬁ R A REAL BARGAIN AT HHLT...EH 95
COMMODORE : CUMANA CAX 10005 5.25" SECOND DR
R301 RAM PACK £119.95 DS:E E&:ﬁﬁﬂ EVER...£129.95
WM”“&&W““ HARWOODS SUPERSLIM 3.5" SECOND DRIVE
GRﬁ P H Ics A500 POWER SUPPLY £49.95 3. AN e 6 ot i
GENUINE CBM power supply, okso fits 'SUPERLIM PRICE DHE.T... £69.95
H ﬁRDWﬁ RE A520 TV MODULATOR £19.95
Supglied with ofl the nacassary cables
I GO ~ QUALITY ACCESSORIES
F{ﬁ“ﬁ ,.,"':EE - REPLACEMENT MOUSE Great Feel Only..£29.95
-ﬂ-m.mus %‘t‘m’r Wﬁumwmm _
bR L L GENUINE COMMODORE DISKS Amige so FTWﬁRE
i ; Frice......£499 Ten 3.5".._._. Commesdore Cueaity of Only, £14.95 R} ki e bt b e S 15
QUALITY CERTIFIED 3.5 BULK DISKS {supplied with lubels) RS
%"ﬂﬂ' Ton, with ibrary cose PHONE FOR | S50 il
E:L C113.85 m uﬂfﬁh Efﬂ: umuumm:unuqnumﬂ;ﬁu
s E':M 35 nﬂ.llﬂ_m [ﬂ;ﬁlﬁ Hundred, with LOCKABLE sioroge case L [FLOT 1R £74.95 ﬁ:—ﬂ S PR AL L
“a NEWLOW PRICE & (ARSI MICROBLASTER -Micoswitched, ovcde quolly ~ £12.95 TGANON L i £30.95
PR Y E49.95 ZIPSTICK SUPERPRO Professional, perfect foel  £15.95 L B T —— iy

",

R ORDER HOTLINE - 0773 836781 <&/ GORDON

HARWOOD
HARWOOD

g
% VISIT OUR SHOWROOM

l 30D HORE s o s, Come -imp-ﬂi--ﬁ.' Knige

and o whole host of peripherals, software
REMEMBER, WE ARE I'II'.IT JUST ANCTHER

HARW%@)

| GORDON HARWOOD COMPUTERS

listed whet YOU PAY, ond there ore NO HIDDEN EXTRAS! STREET

- ﬁ:dm““wdﬂmunl l'_d‘“ mh.mq_hjlup :.E'l‘gﬂh"r mﬁmim
E EE. i Yo, ih

7 ot vt o APPSR DY R, Wl ""‘““““““ s it TEL:0773 836781 FAX:0773 831040




Tl;e greatest journey

is about to begin...

AT LAST!

COMMODORE I/C SPARES

AT DISCOUNT PRICES
For Cé4, C16, +4, C128 and Amiga

ClA 6526 £9.99 ROM 201227-03% £8.99
MPLU 6510 £9.99 ROM 01225-01 £7.99
PLA 906114-01 £9.99 SOUND  658] £14.99
Rk Q01 226-0]1 £12.99 BAM 41 64 £2 99

Co4 USER PORT RE-SET SWITCHES £5.49
MICRO MATE REPAIRABLE C64 POWER SUPPLY UNITS. SUPERB QUALITY
WERE £29.99 NOW £24.99
Cod, CI6, +4, SERVICE MANUALS £19.90
All prices include post & packing, handling and ¥V AT—send vour laulty compuier
and P.5.U. for estimate and repair from £9.99 + paris + carriage + VAT,

SEND CHEQUE/P.O. ACCESS/VISA CARDS WELCOME

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL, FYS INE
Tel. (0253) B22708

ADVENTURE Qur adventure rescue

team work 7 days and 7

l’IELPLlNE evenings a week and will

= be pleased to answer
oM R e
: your queries. Now open

| till midnight.
We offer help with any

‘cfﬂﬁﬁv Eames Or any computer

Do you play computer adventures! - 50 1f You arc tca fl"g

Have you ever been Faved with o your hair out TEH_F._{ this
seemingly impossible situation’?

s < number now!
e e 0898338933

TECHADE

A RANGE OF DIAGNOSTIC/FAULT FINDING
GUIDES IN A MANUAL FORMAT

*NO TECHNICAL KNOWLEDGE REQUIRED TOUSE
THE MANUAL

*NO COMPLICATED CIRCUIT DIAGRAMS USED
OR REQUIRED

P DEglESHED TO BE USED WITH INEXPENSIVE
TO

*ELEMENT OF TEACHING COMPUTER
SYSTEM/OPERATION

* IMMEDIATE DESPATCH BY FIRST CLASS POST

* FREE EXPLANATORY LEAFLET (S.A.E. PLEASE)

MANUALS AVAILABLE NOW FOR C64 AND C84C
(PLEASE STATE WHICH COMPUTER)
AT £9.95 + 50p p&p
AMIGA VERSION AVAILABLE LATE DEC '89
AT £19.95 + 50p p&p

REPAIRS

*FULLY INCLUSIVE PRICES*12 MONTHS WARRANTY*

C64 £25.00 C64C £28.00
Cci2s £30.00 C+4 £25.00
C16 £20.00 1541(Logic Fits) £25.00

AMIGA £50 (Excludes D/Drive Replacement)
Monitors and Printers - Quotation Trade Enquiries welcome
MIDLAND COMPUTER

REPAIR SERVICES

Unit 1, The Old Dairy, North St., Melton Mowbray, Leics. LE13 1NL
Tel: (0663) 410148




Army Moves

Poke 14888,173
SYS 8415

Crusader

Part 1

Poke 11641,173
SYS 2075
Part2

Poke 12077,173
SYS 64584

A Poke 4866,173
|Svs 1624

| Bombo

Poke 11417,173
SYS 387

Poke 5490,173
SYS 12452

Ii E Bubble Bobble

i Poke 1240 189
B svssesis

.

Poke 2454, 174

Poke 52038,181
Poke 3273,181
Poke 25537,181
Foke 33953,181
' e - T s - Poke 35687,165
J ; , e e | ""‘:j"'.:‘--'::=='-=.. ol SYS 136895

Frantic Freddie
WHAT D’YOU MEAN, S
XMAS IS OVER?! X

Poke 13476,188

It's very tricky trying to write a post-Xmas Poke 29187189

introduction when it's the middie of
December and the big time hasn’t quite Helix
arrived yet (and I've still no ideas for pre- Poke 850044
sents). | hope you’ve had a whale of a time Poke 13135,44
celebrating Xmas, Boxing Day, New Year'’s Floke 16ac.44

Sy
Day, the Day after New Year’s day etc — you e

know, all those occasions which merit celeb- Hextik (Never heard of this
ration! one but give it a go anyway!)

Anyway, | hope you’ve spent some of those

. Poke 23392, 76
days off playing the latest games (while you

Poke 23393,101

weren’t stuffing yourselves with Christmas gf,'éafzﬁ%"“m

pud or being sick!). So, what are you waiting

for? Send those tips in. Ms. Pac-Man
Foke B090,173
Poke 38498173
SYS 37262

—1 Batman - The Caped

Commando 2 (Duet)

Forgotten Worlds

RIP-ROARING RESETS

New Zealand Story

Poke 3215,173
SYS 2306

Ninja Commando

Poke 10457,173
SYS 14848

Peter Packrat

Poke 53214,173 (Infinite Lives)
Poke 48546,173 (Infinite Timea)
SYS 32768

Phobia

Poke 5390,189
Poke 48039,189
SYS 4266

Platoon

Level 1

Poke 46811.,173
SYS 14063
Level 3

Poke 5613,173
Poke 40255,173
Poka 7505,173
SYS 7402

Power Pyramids

Poke 59725,202
SYS 2966

Red Heat

Poke 3108,165
S¥YS 11883

Renegade

Poke 42187,165
SYS 37263

Rocket Ranger (Nazi Aircraft-
blasting scene)

Poke 7368,165 (Unlimited Roc-
ket Rangers)
SYS 6867

Salamander

Poke 23575,165
SYS 24019

Skate Crazy
Virus

Poke 5198,173
Poke 51866,173
SYS 4807

Xenon

Poke 26356,173
SYS 20048

Thanks for the resets go to Deb
Stevens (who says hello to Ady)
with extra thanks to Woody from
the delightfully named Cabal
Court in Mulgrave, Victoria,
Australia. G'day to ya Woody,
keep those tips speshes coming
and have a Fosters on us,
y'hear??!l!

I e ——
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THE SOUND OF MUSIC —
THE RETURN

An Ocean of music hacks fioat
Ludlow way this month with
pokes for a good few of the
games from Manny way cour-
tesy of Jon Barry of Walsall and
Dimitri Ars of Lewedorp across
the Channel in Holland. You
need a RESET SWITCH for these
hacks to work, if you haven't got
one, why not?

To use the music hacks just
perform the following. . . .

1) Loadup therelevantgame.

2) Reset it with a reset switch
(got one now?).

3) Type in the relevant music
hack listing and save it out
to tape/disk.

4) RUN the program and use
the game-specific instruc-
tions accompanying each
hack.

OPERATION WOLF
(Ocean)

10 REM OPERATION WOLF
MUSIC -~ HACKED BY
DIMITRI ARS

20 1=49152

30 FOR X=0TO 116: READ A:
POKE LA: I=1+1: C=C+A:
NEXT X

40 IF C=13062 THEN PRINT
CHR$(147)“ OK!! USE KEYS
1-5 FOR TUNES": SYS
49152

50 PRINT “ERROR IN DATA
N :END

100 DATA 120,169,192,141,21,
3,169,86,141,20,3,169,
1,141,28,208,169,127,
141,13

110 DATA 220,169,53,133,1,
162,0,32,182,235,168,
55,133,1,88,32,228,
255,201,49

120 DATA 240,19,201,50,
240,20,201,51

130 DATA 240,201,52,240,
22,201,53,240,23,
76,35,192,162,0,
76,103,192,162,1,76

140 DATA 103,192,162,2,76,
103,192,162,3,76,
103,192,162,4,76,

103,192

150 DATA 169,53,133,1,32,
33,236,169,55,133,
1,76,49,234,160,
53,133,1,32,182,

235
160 DATA 169,55,133,1,76,

e —

35,192

Press keys 1 to 5 to listen to the
tunes.

STEVE DAVIS’
SNOOKER

(CDS)

Load up this * ' game,
reset it and type SYS 4096 for
Pot Black-ish music (shouldn’t

it be Stephen Hendry's Snooker
now??7?).

SILKWORM
(Virgin)

10 FOR X=32768 TO 32781
20 READY:POKEX,Y: NEXTX
30 SYS 32768

40 DATA 120,169,53,133,1,32,
50

0
DATA 252,32,90,252,76,8,
128

‘G'Day cobbers! Derek Cadman
here of Brisbane, Down Under
with a couple of music pokes.’
Ta, Del, take it away! . ..

R-TYPE

(Electric Dreams)

Load up the game, reset it, and
type SYS 2480 for the music
when confronting the end of
level 1 alien.

Or reset and type SYS 2476 for
the game music.

WIZBALL
(Ocean)

1 REM WIZBALL SONIX 'N*
FX

2 REM (C) 1889 JON BARRY

a

REM :

FOR T=49152 TO 49360:
READ AS
L=ASC(LEFT$(AS,1))-55:
L=L-{L<5)*7
R=ASC({RIGHTS{AS(1))-55:
R=R-(R<5)*7
A=L"16+R:C=C+A: POKE
T,A: NEXT

IF C=26172 THEN SYS
49152

PRINT “DATA
ERRORIIMNE: END

DATA 78,A9,7F,8D,0D,DC,
A9,4C,8D,0B

DATA 7E,8D,D7,7D,A9,60,
8D,0E,7E,A9

DATA 35,85,01,EE,20,D0,
A2,00,86,FE

DATA 20,0A,B9,A6,FE,EA,

CA,10,F5,AD

DATA 01,7E,E8,8E,20,D0,
20,77,C0,A9

DATA FF,CD,12,00,D0,FB,
Fo0,DD,A9,02

DATA BD,EF,B8,8D,F0,B8,
A9,00,E0,03

DATA B0,02,A9,03,8D, 1B,
C0,BC,56,C0

DATA 20,D0,47 4C,F1,45,
1A,2F,3D,13

DATA 21,0C,28,05,36,C0,
1

8,00,05,A9
DATA 20,8D,27,C0,C0,15,
D0,03,4C,C3
DATA 7D,A9,00,8D,EF,B8,

4C,53,45,A5

DATA FF,30,03,4C,AD,CO,
20,AD,C0,A5

DATA FF,30,4B,C9,3A,B0,
09,38,E9,31

DATA 30,11,AA.4C,3A,CO,
C9,58,80,09

DATA 38,E9,41,30,04,A8,
4C,5F,C0,20

DATA D0,47,A9,AD,8D,27,
C0,A9,00,8D

DATA 1 n,m.uuﬁ ,A2,00,B5,

00,9D,00,

DATA E8,DO,FB,A8,37,85,
m -'mq* |FF

DATA A4,C5,B89,81,EB,8D,

FF,C2,A2,00
DATA BD,00,C2,95,00,E8,
DO,F8,60

Press 1 to 9 to hear the different
tunes or press A to Z to hear the
different FX. Pressing any other
key (eg SPACE) will stop the cur-
rent sonic outburst.

.
M == O

EESEHEEtiﬁaﬁﬂfﬂﬂﬂﬁﬂﬁﬂﬁﬁiﬁ

DRAGON NINJA
(OCEAN)

10 REM DRAGON NINJA
MUSIC - HACKED BY
DIMITRI ARS
1=49152

20
30 FOR X=0TO 107: READ A:

POKE ILA: 1=1+1: C=C+A:

NEXT X

40 IF C=11855 THEN PRINT
CHRS(147)" OK!l USE KEYS
1-4 FOR TUNES": SYS
49152

50 PRINT “ERROR IN DATA
I END

100 DATA 120,169,192,141,
21,3,160,77,141,
20,3,169,1,141,
26,208,169,127,
141,13

110 DATA 220,169,53,133,1,
162,0,32,118,224,
169,55,133,1,88,
32,228,255,201,49

120 DATA 240,15,201,50,240,
16,201,51

130 DATA 240,17,201,52,240,
18,76,35,192,162,
0,76,94,192,162,
6,76

140 DATA 94,192,162,18,76,
94,192,162,12,76,
94,192,238,25,208

150 DATA 169,53,133,1,32,
72,225,169,55,133,
1,76,49,234,169,
53,133,1,32,118
224

160 DATA 169,55,133,1,
76,35,192

Press keys 1to 4 for the different
game tunes.

THE VINDICATOR
(imagine)

30 FOR X=0TO 4: READ A:
POKE LA: 1=1+1: C=C+A:
NEXT X

40 IFC<=>8163 THENG0D

50 PRINT CHR$(147): FOR
X=0TO 15: PRINT: NEXT X:
PRINT“USEKEYS1-3FOR
TUNES": END

60 PRINT “ERROR IN DATA
T END

100 DATA 120,169,192,141,
21,3,169,60,141,
20,3,169,1,141,
26,208,169,127,

141,13

110 DATA 220,162,3,32,210,
41,88,32,228,255,
201,49,240,11,201,
50,240,12,201,51

120 DATA 240,13,76,27,192,
162,3,76,69,192,

162,1,76

130 DATA 69,192,162,2,76,
69,192,238,25,208

140 DATA 32,69,42,76,49,
234,32,210,41,

76,27,192

Only three tunes to listen to this
time but press 1 to 3 to listen to
them anyway!
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Level 2 (Outer Complex) — The worse things here are the little grey walking
DENARIS -— TH E TI PS things. Make sure you destroy them just as they enter the screen. Kill the
{“5 ﬁﬂldl guardian as before but watch out for the potshots at you; just move up

to avoid them or down to let the satellite get them. If you have permanent
shields then you don't have to worry about the aliens at all

A great blast from the past and not without controversy: remember
all that Katakis/R-Type business that mucked up the ZZAP! | Level3 (Inner Complex) — Keep the satellite on the front and watch out for
megatape a while back? homicidal hang-gliders and other things attacking from behind. To kill the

Waffle bit over with, here are some much needed tips for this | big fish-thing, line up with its mouth and keep firing.

golden oldie, from Daniel Pike and Yuouf Quraichi (think | got that
right) from New Malden, Surrey as well as Andrew Beamish of Pen- Level 4 (Computer Core) — Don't move until you come out of the red tunnel
withick, St. Austell, together with a poke for the disk version. You | Blast everything in sight and watch out for chips and LEDs flying towards

need a Reset Switch to get the poke to work, though. you. The overgrown ZX-81 at the end is quick: to dodge it just move to
the extreme top of the sereen. Shoot at the red chip. If you really want to

1) Load the game in a normal manner be clever, put the satellite on the back and shoot it from the back!

2) Press F1 to load the first level

3) After the game starts, reset the machine and enter Level 5 (Grey Wastes) — The most lethal aliens here are the small red things,

POKE 11471,173: SYS 2201 followed by a Return basically because there are so many of them—however, they're easy to

4) After some disk access, a corrupted first level will appear, so kill | wipe out with the ““Power-moai” {red icon). Shoot the guardian in the

yourself and get back to the title page. mouth and watch out for potshots like in level 2.

5) Start the game as normal, and now when you collect the biue
spheres your shields last forever! This doesn’t protect you from the Level 6 (Deep Space) — Keep to the centre of the screen at the start to avaid
ground, mother aliens, and some missiles, so keep the satellite on the large blocks. Avoid the twin spaceships which fire at you by flying |
the ship. under them. When you arrive at the large spaceship, fly underit and then
go into the area where the aliens are floating. To kill the guardian, shoot
Level 1 (Asteroid Field) — At the start try and shoot ali the Mercedes signs itin the mouth. If you have no shields then very slowly move up (or down)
(!} to give you more of a chance of grabbing the all-important biue sphere. towards the mouth, letting the satellite protect you from the shots

Level 7 (Power Core) — This level is easy with a shield. Without, You must
avoid the red spaceships that attack and shoot you from behind. If you
can get the satellite behind the ship, you'll be safe. To avoid them other -

{AALTER E}D BEAST ::gﬁr:?:?: ?;rtgit:il?gtrsamaﬂﬁ ﬂwg guardian shoot it in the eyes but
ctivision

Level B (Brain Centre) — Avoid the spaceships at the start by flying over

: . g them. Shoot as many bubbles as possible to gain the extras. One wave
A big “Sorry’ must go to >tephen Jakab of Sutton Coldfield, West of aliens attack from behind but they are slow and don't fire so are easy
Midlands. Why? Well, he contributed a lot of the Cartridge Corner to avoid, The brain is destroyed by shooting its centre,

tips for last issue and didn't get a mention!! Well, it was like this, the

address and pokes parted company! Honest! Anyway, to make Level 8 (Techno-City) — Watch cut for the minelayers, destroy the mines

‘ amends I'm printing these Altered Beast tips that Stephen has sent with the satellite. The guardian istricky and needs to be destroyed bit by
in and this time he gets a mention. oit. Destray the front haif by shooting it in the mouth. The other half then
turns around to attack. Usually it flies so quickly it ploughs straight into
Level1 your ship. So when you destroy the first half, move down (or up) the '
The first spirit ball is found in the creature just after the 4 stone pillars, but screen just in case. When it moves back a bit, shoot it in the mauth.
watch out for the zombies just before it.

It you are in two-player mode, let one of you collect all the spirit balls Level 10 (Lava Lakes) — Due to the afgresive aiens this level is practically
until you T_U”" Into the beast as that player can now protect the other impossible without a shield. The honeycomb structures can be cleared
F:'l.:l'.'-:‘r' until he can turn into the beast. Then there's no Stﬂpp|ng you, With the satellite. Avoid the |a_|"ge rgc{angu|a; -rlh'DS. as you near the end

A oid the blue demons by jumping over them or anto a higher level. If ofthe level, by moving to the top of the screen, Watch out for satellite dis-
Melf himself appears to rise up, and YOu are in one-player mode, rush into hes as these will fire at you. To kill the guardian, shoot him in the mauth
mmto get the end-of-level baddy. Just hold the fire button down and face
m for best results. Level 11 (Crystal Caves) - The satellite and shield are taken away at the start |

of this level. As long as you collect a satellite and keep it on the front of
Level 2 the ship, you'll be safe. Don't fly into the flashing squares as these are
The main problem here are the jumping head-eaters. Kick or low-punch mines. The end-of-level guardian is easy to destroy — just shoot it in the
them when they're on the ground. The rattles of the rattle snakes shoul centre.
0e kicked to destroy the ke. The end-of-level baddy is no problem.
50 underneath the dish spewing out eyeballs and put on the autofire. Level 12 {Home World) - This is the final level of the machine world where
the beast lives. Without a shield it is the most deadly level with around 20
Level 3 sprites, all armed to the teeth. Basically you don't stand much achance, |
The main pru::ul_':!err".- on this level is the mass of running chickens (they look The best way to survive is by collecting a speed-up and the Qyro-mines
more like upright ants to me — Rob H). Stay in the middle of the screen {the green icon) and then kill the alien hordes as quickly as possible. The
near to “1*? top on a ledge if possible. When you become the beast, keep beast at the end is destroyed by shooting it in the mouth. If you have no
pressing fire to keep somersaulting as long as there aren't any holes. shields left you must, of course, avoid the massive amounts of flak to sur-

Only use your ‘bad breath’ on the end-of-leve| baddy, keep pressing vive — it ain't easy!
nght and fire to breath on it. After it has moved in a bit, follow it and repeat |
the above procedure to kill it THE END '

After destroying the beast the credits load in and the whale machine
Level 4 world explodes. Cangratulations!!
A more difficult level m egthinks, Not much to say for this one but when you
become the beast, use duck punches instead of the special weapon. Here's a run-down of the special weapons
When you come to the Nelf- Created creature go to the far right-hand side |
ofthe screen and hold down fire. You won't lose any energy over this one! - Cannon i

) Grade 1 — Simple laser cannon, gradually dividing to give , .
Level 5 Grade 2 — Twin harpoon lasers
Help!! A toughie, this one! Stay high up all the time on a slate in the middle Grade 3 — Twin beam lasers, finally giving a small pulsar cannon
of the screen as on level 3, otherwise the fish will turn into wheels and run
over you about three times, Missiles
'."'."I-u.r__erl you get to the end-of-game monster just jump over him, hit him Grade 1 — One missile !
ance, jJump over him again, hit him again, and repeat this until he's dead. Grade 2 — Two missiles
At this stage you need at least one full life if in one-player mode; anything
'#5s and you've no chance. However, in two-player mode it isn't much of Shield
a problem! Basically three levels: light blue, blue, and red, which give
you shielding of gradually increasing duration.
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AG IN a foke

THE UNTOUCHABLES
(Ocean)

?mmmu,mmm.{&.Mthln-Ed}. Get on with the
tips from David Whitehouse » Northants (the tips index
winner, no less), ﬂﬂmmvhﬂnmmburzandgivethum
rﬂdwsmumstfdmﬂwsbnymmnﬂrﬁm

Level 1 — The Warehouse

A real corker this (as my friend Ben would say). It took me ages to
master this level. The following information is very useful (repeat

as important as energy.

B Learn the layout of the platforms, it is not that harg and it is essential
o be any good at this level since the white 9uys appear at certain places
again and again (| would haye drawn a map but I'm useless at drawing
maps!).

1 You can outwit the bad guys by jumping from ledge to ledge as
they cannot do this very accurately,

B When a white guy is walking on two crates, wait on the crate a level

below him, crouched as close as you can without knocking the white guy

full of bullets until the arrow turns white.
C1ltis often worth jumping, putting life and limb at risk, in order to
get to the piece of evidence before another bad guy does.

Y ;

B The key hereis not to use thamnsightbmtnnknusingtmhtankm
showing where a bullet is hitting on the screen once it has been shot,
hand side of the screen as youdo not need
to and you are putting yourself at risk.

W Whenone of yourmen's energy is getting low, roll off the left hand side
and change the man: losing over three Quarters of your energy maybea
gngd sl H?l;:at the shor
L1 Every time you aman, abar underneath score gets -
ter, once it has disappeared you have completed the level,

Level 3 — The Alleys

Similar to Operation Wuﬁmhhmkmﬂwaﬂnyhmml
m“:m::mhwﬂrmmmmam

B A quick way to get from the left side of the screen to the right side is
10 use up all your bullets.

Whmruurﬂuad.ALwn?s;n to the wall hymnﬁngllmﬂmtnrnt
off the right side of the screen. Tl'ﬂ:ltnmrnun-tﬂngmntlnd
ﬂlnwsmtuchmﬂmumunhihhﬂﬂlﬂnmuﬂwlﬂt You
can also reposition the aim target on this screen, Do not spend too

much
B ifind it easier to play with sound effects ON Since you can hear whether
the gun reloaded or not.

Level 4 — The Railway Station

better than it did le

This level also happenstobeas difficult as level 1,butdon't panic!
It can be done! After all, if you can do the first level, you can do this
level.

B If a bad guy gets in the way of the pram shoot him,
L] Very, very rarely, inan emergency you can shootthe pramto move
it left or right. The Pram moves in the direction of the bullet and the

baby loses some energy (You cruel fiend, you! - Outraged Mothers
Inc)

B When you finish the level, be prepared for level 5 which follows
immediately,

Level 5 — Rescue The Accountant

You have five seconds to shoot Capone’s henchman which means
accurate shooting first or second time.

B The henchman peers around the edge of the accountant from time to
time which is when you shoot him. He peers from the left-hand side so
aim the gun ready. Shoot and turn his face into amass of (the rest of the
this sentence is censored in the interests of decency (Decency, what's
that?!? - Rob Hj)

Level 6 — Nitty Gets His
Surprisingly easy as long asyouhavea good aim (which you proba-
bly have after finishing level 3), Here's how to do it.

L1 Note that the edge of the building is not always available on both
sides of the screen,

® On the last screen before the ledge (there is only one building on the
roofandthe ledgeis very near) ensure that you useonly one or twa bullets
since you need them for ledge.

L1 When the Imgnammﬂmﬂwmﬂnmmﬂm
death.

himnndwatnhthnhrllnmmufhh
hﬁutharu-ar-ﬂmﬂumn
Iwulphmiﬂghmﬂ!qm mode which a Mr Reece phoned
reveal. At the eleventh hour John
phoned mhmnnuTmmmmmmsn
there we go, I'll hold off nmnnm-ndwhuhlmmmhm
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w've played the game

NOW GET THE VIDEO FR!!

INCREDIBLY, WE ARE GIVING AWAY A FREE VIDEO WORTH
AT LEAST £10 THIS CHRISTMAS/NEW YEAR THROUGH THIS
ADVERTISEMENT ONLY, WITH EVERY

LOAD-IT!

74 DATA-RECORDER  gTiLL FOR ONLY
* FOR C64/128 £39.99 i«
4 COMPUTERS b d
X FIRST TIME LOADING

— EVERY TIME

4K ADJUSTABLE HEAD
ALIGNMENT

YK LED LIGHTS
TO INDICATE
MAXIMUM
SIGNAL POSITION

2§ ONE FULL YEAR
GUARANTEE

THIS OFFER CLOSES ON JAN. 30th

SEND OFF Now

FOR YOUR ‘LOAD IT" AND FREE VIDEO

CUT-OUT OR PHOTOCOPY THIS COUPON AND SEND IT TO:

o - - - - O - O S e e O e S . . . . S e e S e e

...................... 5 AR LB T ST SR 8 e A

| ENCLOSE CHEQUE FOR £39.99 OR PLEASE DEBIT MY ACCESS/VISA ACCOUNT
CREDIT CARD PHONELINE

- R N R e IR DR i

MY CHOICE OF FREE VIDEO IS TOP GUN (Please number your
1st and 2nd choice)

LIVING DAYLIGHTS

(Please allow 28 days for delivery) TEMPLE OF DOOM ZZ




THIS DISK WILL THIS DISK
GIVE YOU COULD GIVE
HOURS OF YOU 6 MONTHS
FUN IN PRISON

If you Pirate Software you are
a thief. Thieves will
be prosecuted.

THIS CAMPAIGHN IS ORGANISED BY . ; ;

T Any information on piracy

= LS PQ should be passed to PIRACY
=i

: ¢ . Ihe Federation Against Software Theft. s
“rveusnensassoounon Telephone 01-240 6756 IS THEFT




RETROGRADE
(Thalamus)

Here we are with the first of many tips and maps of last month's
superb Sizzler shoot-"em-up Retrograde, one of the toughest games
I've played this year, and the great thing is it starts off with some
superb graphics and gets better and better with every level. Here we
go with Transrmaﬂinnhﬁnﬁwarampu Computer Productions them-
selves to give us the low-down on the th—qacnd action of levels 1
and2... i

It's been four days now and you haven't slept a wink — you must
complete the second nerve-centre and then you PROMISE to go to
bed . .. ' Have YOU had this problem? Do YOU suffer from inscmnia?
Well, if you do then worry no more! it's here — the DEF quide 1o
Retrograde. In this first instalment we tell you how to build a disc
drive out of a piece of string and a cardboard box AND give you handy
playing tips on how to complete levels 1 and 21

Level 1

When you start the game you have a puny front shot which kills
absolutely nothing, so start by upﬂnding itto full. Ok, now it'sslightly
easier to kill the alien slime from Hell, we suggest that you bait a shot
out your rear (ooh-er!), upgrade that to full, and kick alien ass. .

Pick up hods of Ara an in to bolt on Radians. Start by diw ng
on some above and below your front shot and upgrade them three
or four times. Now place more radians around yourself ( referably

mmetrical to make it look prettier) and upgrade the whole lot to
ﬁ". NOW we're talking! The next point in our strategy is rather
complicated so listen up ... get loads of Ara as quickly as possible
;:a | r]nmtmhunthi more you get now the less you have to getin later

evels),

When you have bored with killing absolutely EVERYTHING in
the sky start to think about looking for a planet buster, They are easy
tofind on the first level - any green ground aliens leave them behind.

Complete the first duct, get a tad more Ara and proceed to the
second. Once done you will confront the first horribly ugly NERVE
CENTRE (drum roll, scream, etc),

Referring to the piccy showing the first well ‘ard nerve centre,
destroy the guns marked 1and 2in either order and then proceed to
point 3. Avoid the bullets (rather obvious that) and kill it. Once done,
the eye will be revealed and you can blast Iﬂ%l‘t the heart of
muvva. Use your radians instead of your shot. ey should have
higher hitcounts and you'll be out of the firing line of alien bullets.
That's it basically — level 1 complete (fanfare!),

Level 2

The first thing you will notice about this level is that it's a hell of a |0t
harder, You can get different weapons, ie supershot or quads — it's
totally up to you. You will, however, need to have a radian that f; res
out the top in order to defeat the nerve centre. Also, upgrade your
first to the second power before attempting any of the ducts — it
makes them rather easier.

There are three aliens on the ground which will leave behind 3
planet buster when killed. There is a moving "hand'-type creature, a
small ‘chicken’ about a screen to the left of the shop, and finally the
only destructible egg.

Complete the ducts and make your way to the Second Nerve
Centre . . . IF YOU DARE!! (sombre ‘Death kind of music' in the back-
ground).

If you are a masochist and WANT to die then don't read the next bit.
Otherwise everyone else had best shoot points 1 followed by 2.
Finally sit at point 3 and shoot point 4 — if you do it right you won't
et hit by the teeth monsters firing out of its bottom (but enough of
is kinky talk).

And this brings us to the close of the first tips and "How to kill every-
thing without getting hurt" section for Retrograde. In part 2 we'll see
I

Major Dan Damage kill even MORE vicious, repulsive and generally
angry aliens (though they do have some nice qualities).

>
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AG IN a foke
THE 'ERE WE GO

SECTION

‘Come on you Spurs! The Boys
from White Hart Lane!!! Put the
boot in! You *?!1%S&E blind or
what, Ref?' - ah yes, phrases
familiar to us all as Pig in a Poke
puts on the footballer's boots,
gets out the toilet rolls and legs
it out onto the pitch for some
footie tips!!

SOCCER SUP-
REMO (Amiga

Low onmoney? Then sell a couple
of players and take on appren-
tices. Sell the apprentices to Divi-
sion 4 for around £400 - the price
jumps according to the Division.
For instance, it is possible to sell
players in Division 1 for £40,000:
Keep selecting sell until you.are
offered a decent price. Don't sall
too many players or thegame will
crash

If you want to win every match

mpw mmpmlunltﬂu

FOOTBALL
DIRECTOR

Ole B Madsen is also in the foot-
I:ull mood with tips for what
_*tluhntwwnul-
-n-rmn-m 80,
then why's there a
Harn’lhnwt.inuanmud
amount of money in one easy

MOVE.

Just beforayou're to play
the last league'match of the sea-
son you can sell an Unlimited
amount of shares without being
fired by your fellow directors. All
the money gained by this selling of
shares is yours at the beginning of
the next season!

FOOTBALL
DIFIECTOR 2
!An'u ga)

hort of money again? When in the
main menu, press CTRL and C
together to stop the program and
enter
AL =AL + 500000 (withaRETURN
after that).

CONT with a RETURN takes
you back into the game with mas-
ses of spondulicks (don't have too
much cash or the directors may
well grab some of it).

Rememberthat when a playeris
26 or under you only need to pay
him £1 per week (!'). Should you
wish to leave a club, sall 100,000
shares and the board will sack you.
Go to offers/negotiations and
choose yourself a new club.

SOCCERBOSS
64)

ow to get lots of money by
doing very little (No. 345) from
Simons Tom, Belgium, who'd like
to say hello to Dave Heuten, so
thera we are.

Check with your bank manager,
then when he asks you the amount
of loan required type a row of 9s
(make sure there are 39 or more of
them) and press Return after that.
ot e Yoo O F T
maun%“ ump you out of t

8908 CA~9999, .. (make sure

-m“ﬂhmm Makea sura

do this before you played
ﬁuﬂuﬂmm“ﬁmﬂtaﬂ
over again,

EMLYN
HUGHES

INTERNAT-

IONAL SOC-

M‘lhﬂ‘bﬂﬁlﬂﬂhw_

skill level (Level 10)

mmﬁmmlmﬁ
allthe time. Thanks to Sam Sadat
of far away Bahrain for this one!

tant lands?

First of all, go to the options and
change the skill level from 1 to 10
and then move one step under it
and changethe equal skills froma
cross to a ticks

After that, play a friendly match
against the computer. During the
match, when you have'the ball, just
keep on going towards tha goal
(without pushing the fire button).
When a defender comes towards
you (when he is just an inch away
before getting the ball from you)
push the fire button very, very
quickly!!! You will (hopefully) pass
right through him: do the same
with the next defender and you
should go all the way to the goal
and scorel

With this solution you can Score
almost two goals every minute
(well | dof). Couldn't be easier, eh?

PETER
BEARDSLEY’S
SOCCER

To prevant any other players from
tackling the ball away from you
keep tapping the ball as you run
(just tap that fire button).

GG 2 AP FEBRUARY 1990

KICK OFF (64)

Press SPACE and it will quit the
game (but the scores will remain).
Instead of pressing fire to kick off,
keap chipping the ball until it goes
into the opponent's net and then
press fire to score! (Tip from The
C-annock Mafia)

Save a league game when you
are atthe top and then when you
next play you only have more
match to play = win this and you

win the league! Easy.

MICROPROSE
SOCCER

If you are beating a good team and
you don't want to lose you must
win a corner. Then, when you kick
the ball, mntuwurdsﬂﬂmwur
other player and the goalie will
come out. Take it out of the area
and no one will come towards you!
(Tip from Trevor Lock of Swan-

CROSS
m‘ﬁaﬂm‘l

ms to sav

taw g: POK
OKE §263,18%
F.lnﬁnl'lﬂ fuel, water Md

g face,
cock-up

age, Dorset).

Play the game as normal and
when you lose, just watch the
game up to the final — see who is
playing and exit. reselect teams
and enter your name as one of the
teams in the final. Continue the old
tournament and Hey Presto!
You're in the final.

FIGHTING
SOCCER

Scott Brown of Hoddesdon is

be if he decided to play Fighting
Socceronthe 64 formorethana
minute (he says he's played itfor
hours - is this the same Fighting
mw:-m:lmutm
All you have to do is run up the
hlhuwilhﬂu spot

AB.B: POKE 58688 -

POKE 58 ints

Start with BBE]B g;myurf]ﬂﬁ“ch

POKE 51 164 [

5 i
%:E :.'5'??’[}‘: 189 = Mo loss O
B E BE 1 colour

HE'1-'1- W, - 'I:EI'I'
F;gﬁi aasg.Y = Car 2 ?.l?t::ucrar
POKE AR64 .z - Comp
colour

General tips for Hard Drivers (or is it Hard Driver*?!) on the Amiga . . .

P Use the Speed Track to qualify for the Phantom Photon race. If you
don't qualify on the first lap keep going round, you may well do it a

second time around!

[> When you skid round a comer, turn back into the skid to keep
going (tap the brakes a few times if the bend is relatively sharp).
Driving onto the grass is your best option if you want to slow down

fast {[combined with brakes).

P The computer-controlled Phantom is so slow it's unbelievable!! Even
if you take it slow around the Bank he may well not have got out of the
dip before you go over the Bridge above him! Any future 'Phantoms’
aren't so easy (after all, you're racing yourself or a friend from then on!).
[» Experiment over the hills and down the dips! The first descending
hill on the Stunt Track can be taken at really high speeds and so can
the other dips and hills on both courses (regardless of what the

signs say).

Practice them a lot as along with the Loop they're the

best places to getinto the lead when you're up against the Phantom.

The

Along with the Bank this is equally tough and small errors are about all
you can get away with. 60 mph is the recommended jump speed and
you'd best stick to it, 70 mph jumps are possible ([maybe even 75 mph if
you're very lucky) but make sure you slam the brakes on ready for a




Fnl!nwing up the very
'dlike us to say hello
s it would make theijr

idea to Practise,
xact way around

Divisions angd y .
odd crash, Progress

€gameisn’t tog
Ou can even ge
50 use that practice

t away with the

to Division 3 and beyond and it's not gp lenient

featura,
The Guurses

The Stepping Stongs —

Fairly standarg high-rise
them at aroy nd 140

acing up to the stones. Hit
and use boost jf necessary on the |ast few.

P speed with fy) boost at the start to give
the pillar in the Middle. You can bounce your
way over the pillar jf You're speed jsn't Quite top-whack (causing minor
damage), However there's a fair chan

ce that vou'| slide afterwards - jf
50, bye bye carl

The High Jump — Accelerate to 1o
YOU enough Speed to jump

The Roller Coastey — Don't go too fast as
you'll miss the first cormer - around the
0bvious but the actual Coaster ig THE
boost). i

¥OU pass the start jina otherwise
150 mark shoy

Iddoit. It's pretty
place for picking up Speed (with

The Little Ramp - The easiest course of all

_ and you May as well go for it;
hit the jump at about 150,
The Draw Bridge - DON'T hit the bridge while it i up -

wWn before attempting it (
ottom with the engine idling)

The Ski Jump - Doy 90 too fast on the first left turn or you'll go flying over
the next cormer After that ¥YOoumay as well go for it. This ig one of the fow
Courses where it Pays to go like mad (barring the fiy st turns, of Course). [If
You reach top Speed as you reach the Jump the
louch down neatly an

1 You should (in theory)
1slope following it Nicely done!

JUSt wait until it's an
a liftle earlier jf you're waiting at the

It

then you should
him out of YOUr w

Big Ed — The mos
In front of YOou when yoy
Ump; speed Up, and ju

Dare Devi| —
Know the tr

The Big Ramp — 2 g0od speed js needed at the start for the first two ‘smay-
ramps; about 17g Is best. You will need to be travelling at about 210 for
the big jump itsalf

The Hump Back

fast. If you find
and smack int
necessity (at 1

— It may look eag ¥ but it sure as an ythin
Yourself Q0ing over it gt top speed you

0 the comer after the hump, Only use
he start/finish mainly).

General Tips

91sn’tif you go tog
may well float over
boost where jt IS a

It is best to use the Ty
the track

| . that people dan 't think
YOU ve just taken a IUmp take yvour finger off the fire button,
valuabla boost units when the adrenalin's Pumping.

about is wh;é-n
It just wastes

Anyone ever segn the Computer Oppo-

The best drivers and how to beat them
Whizz Kid — At first g

stay behind and follow him,
if you get 4 chance, bogst
Vision (some knﬂwredge
d he's outta Your

tenstics and,
blocks Your
then right an

waltch out
directly
of the track
way. Save this

for his Charac-
behind him until he
will help) then pull left

tll the eng
Hot Rod -

- The same rules
the eng

=apply as the Whizz Kid. Don't Overtake till negy ly
of the raca, :

The Dodger — |, my opinion he's the hardest | YOU get to the 1g Division
'ave a lot of sk All you do IS battle, vou'l| have to ram
ay if you can Make it to the top.

1 annoaying thing aboyt him is the way he wheelies just
get near, eSpecially at tha 5

slan. Take him on the
mp over the big guy.

The hardest of the o
ack you can
takes cogl Nérves gn

Wer order drivers
boost it on the beng

d a joystick of steel,

but if you're

good and
Sand take him onth

eoulside,
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i nt strip
bumpy landing. (it doesn't matter if you land on the transparent grey
or not

k}; the Bridge at any more than BO and you're really pushing your
IuJEﬂ.umhmw if you can do itl}

. t over once you

ST nansmEs ey gy o
kmmw h‘i'.:é nﬂrmi:ph:sﬁr the sign is for indicating when you

start a ‘controlled su-m:r'1 r:é% a s!l&mwmﬂﬂﬂ:um P Bw} ‘;mﬂﬂg
mmTake e e i back into the skid (left turn) and ju

| f ;ﬂamﬂ?‘}wﬂﬁzﬂnﬂ-ﬂmpﬂnuﬂ and you should be lined
use o 2 ;

up for the loop.

top. The
T'h' Ihdmma:{tln :::.t.taza}luﬂt right hand drive before guh;?mnuai: t;:nﬁﬁr o
:ta:nh:: :'ctrr 'thig is that the loop mnt.w?gl E% trhr:;;!ig;':t :i['fwygrub&bly s
nead to keep with it. Take it & ekt
ey L
iy pre to the far right to keep on the (now
e ynumdrif! i Imﬁﬂmhm over but you should rm:-tﬂ;y *-It_m ';igz’:
upmmui Dwn::d:mga-rtlai left turn followed by a final smail right tu
with a ‘
hrough and out the other side! Xt b s
i T, stay owver the right side a S
Mnﬁﬁﬁ !:E :g: be even more careful if there's a car g
:ﬁ dh?ﬂ:th:n (wait for It to go over before looping).

;h. don't #:n.r:?!g]nphng you can always take it siow and force your way
you

hand loop begins and the
ht side where the o -
thmhﬂ?{yﬂﬁ m wr:'nuut | mean when you see ;EE rm e Il?n%ﬂhl:
pia anm the grass with little time to rﬁnllilvnr H:E- sgoidicgcet Sl it
mmup on two wheels and go flying — however,
computer is a nice mood!!

rr:alﬂ;ulr'lhnfagun if you get it wrong but not too hard if you ijaka it fu:t
Wuach on the right hlrl'::ri r:ldu at w“mn??h:_.r n&%ﬂﬁgﬂ%
ﬁnﬁ%ﬂtﬂbﬁ ?dmuﬁ: E;E :{g the left and slide the car in using

LOTI! Now you can either. . . .

Keep then lessen off
i you in control and

Illl!l dagrgr nﬁﬂt;:lnuﬁri:ﬂ m&r:t::rﬂntmrtnuﬁ:an be just left of the centre to

the

get you through).

Qr

sharpish!

matho is to go round the
h a VERY low success rate
it '*‘“Fhamﬂm the road at the start nf}rha nggn; ’[%rahmblﬂ mlr;
- Emaﬂ; the back edge of the bank wall and Ed?:ﬂtl!
B » the road in time! (Good luck if you can B
i ol on the left side of the bank, n-n-nasfu thaminuislbta
mwmh;hkm the 'Off Road' counter (watch out for
0
%am though!).




POWER DRIFT
(Activision)

| expected some tips on this
great Sizzler racer but | didn't
quite expect to see maps! Here
we are with Colin Harding of
Swinton, Manchester providing
the maps for each circuit of the
five courses. Many thanks,
Colin! The tipettes come cour-
tesy of myself.

Although they're primarily for
the 64 game there's no reason
why these maps and tips can't
be applied to the Amiga game -
it's difficult enough with all that
mess of graphics; you need all
the help you can get!

Now, has anyone found a
cheat mode for Power Drift on
the 647

Course A
Circuit 1 — As you race unde
bridges there's only a few F

AG IN a foke

can't do this one
or FMJ

problems what-
lurns to worry

tuff with a
] Lﬂ.

for other cars though!

Circuit 2 — The second hill in this
circuit is tricky and so is the
chicane at the end — other than
that, dead easy!

Circuit 3 — Watch the sudden tum
after the hill and the following dou-
bie chicane near the finishing line.
Circuit 4 — Watch the left, right, ang
left again turns at the
other cars a
road

ramps - take that second tum a
little slower than normal so you
don't plough into the tricky third
turn too fast

General Tips
@® When the race starts swerve
down the mide

fin

ey IR

i

A Aad 4T e
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Fiia TN
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DRUID 2
(Firebird)

When you reach a new or
unexplored plane take out the
disk and kill the druid. Instead of
returning to the village of
Ishmah you will be retumed to
the plane that you died on; insert
the disk again.

This can be repeated as many
times as you want although you
lose all spells that you had
before and start the game with
the normal complement of
spells, golem, food, keys etc. As
a result you may not last long on

the later levels.

STREET CRED BOXING

(Players)

These pokes from The Banana
are for the disk version of this
pretty dire game. Again, you
need areset switch for this one.

Load the game, reset it, and
type them in on the title screen
(the one where you have to clout
the punchbag).

POKE 4451 ,(0-255) for the
amount of men you have to qual-
ity

a5 2064 to get things going
again

POKE 20204, 255 for infinite lives
POKE 25345,(0-255) for the
number of fighters you have to
beat before you can go ontothe
next level

POKE 4715,(0-255): POKE
4720,(0-255) to change screen
colours

POKE 7354,(0-255): POKE
f418.(0-255) to change screen
colours (again but different ones!)
POKE 5740,(0-255):POKE
2024.(0-255) to select spnte sizes
5YS 2064 to go out there and
kick Bananas (Er, yeah!).

Qualify your players and load
and reset the next part

SEUCK-CREATED
GAMES

Although thera's a test mode
within this dashed clever con-
struction kit how's about some
cheats for the games created by

it? Well, come on down Jon
Barry!

Although ! don't own the construc-
tion kit itself I've received many
games created by this utility from
PD libraries. | was bored and this
was the only thing left unhacked in
the house. So if you want invul-
nerability on any SEUCK game just
reset the game (with a reset switch
of course) and type

POKE 19214,0 (Return)

SYS 16892 (Hetum)

If you use the Expert Cartridge
to enter the poke (advisable as
resefting corrupts a small part
of graphics memory) you will
nead to enter the cartridge on
the title screen and switch the
cartridge off, after entering the
poke and returning, before
starting the game.

B a6 zzzAP!

RAIDER

This pale imitation of Thrust on
the Amiga won't have you play-
ing much longer once you've
tried these codes ouk,

SHOT, DYKE, HIGH, LINK, PEAR,
KILN, BAND

TURBO OUT RUN
(US Gold)

Great game. Hare we go with
some handy tips for the first half
of the game, from New York to
Atlanta, let's go burning!!!

New York — Nothing to worry about,
just use two turbos down 5th
Avenue but watch the narrow
roads around the halfway mark
particularly with cars milling
around.

Washington DC - There are two sets
of barriers to turbo through and a
few jumps. The police are out in
force along with quite a few twists
to the road so DON'T turbo until
you're through the danger areas.

Pittsburgh — Don't turbo after the
second turn, it's a very sharp bend
to the left so slow down a little (a
LOT if you are going round with the
turbo blazing). You can just get
away with nicking the edge of the
road at this point without crashing.

indianapelis - This is ashort course
but there are some real vicious
turns along the way, particularly at
the start. The first bend is to the
left and isn’t too bad, but for the
second bend (another left) it's a
wise move to slow down! As ever,
time is tight when you approach
the checkpoints so be safe and
slow rather than take unnecessary
risks (ie don't crashl).

Checkpoint - It's a good idea to
get Hi-grip tires for the bends
ahead in the next 4 stages. The
engine is a secondary choice
but don’t even think about the
higher power turbo; best leave it
for roads where there aren't too
many bands.

Chicage - The second cityturnis a
sharp one to the right so be pre-
parad and keep over to the right.
There are a few hills to race over
but once again the mass of cars is
the problem here.

St Louls — On this section we meet
the first fork in the road; the barrels
dictate the directions of the road
and slow you down slightly if you
run through them (good fun to ram
through them thoughl). The road
narrows significantly after the bar-
rels so forget about turboing
through most of the second half of
this section. The final run can be
turboad through to take you onto
the next saction.

Memphis — There are a LOT of turns
in this section so take care and
slow down if need be. You can get
away with a turbo at the start but
don't try it on the tight bends until
you can see the tumbleweed.
Fromthere on, the road is relatively
straight with a wide final section as
you go across the line.

Atlanta - No problem. There's a
narrow turn at the end but for most
of this stretch of road using the
turbo is no problem. Thare's very
littie in the way of roadside objects
as well which helps a lot when the
time limit s tight.

ARCHIPELAGOS
(Logotron)

Keep your eyes on the Necro-
mancer at all times as he destroys
your brain (what a rotten sod). If he
is threatening a bridge, build a
‘dummy’ bar of land and lead it
away into the sea. This relieves the
prassure for a while but a stranded
Necromancer will teleport to
another island eventually to carry
on his dirty work,

Do not connect to an island with
blood eggs on. When they burst it
spreads its polson to the whole ot
of the connected islands, even
through the sand as well as the
land connections.

ther
Well there we 2t S0 e pocket (who says

: he times?). Mega tips and
t;;lgla:ne from the Desert vfuu}d
ated, as would some tips
HQ (that level 3 enemy
evably fast!), Operation

and more farthings
Ludlow is be
solutions on :
be most apprecl
cheats for Chase
Porsche is unbeli

Thunderbolt, and Snare(l’

ither). Well, | hope you
i : dhere’s to 1990

time at Xmas an
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MAKING
A FAST BUCK
CAN BE HELL...
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RADE

The Retrograde: a vicious and lethal bounty-hunter out to loot 2
hostile system's treasure of diamond crystals even if he has to blow
the place apart!

Level upon level of horizontal and vertical scrolling mayhem, over
and under ground,

Be Retrograde, the stalking, flying death dealer!

CBM 64/128 Cass:£9.99 Disk:£12.99

Thalamus, 1 Satuen House, Calewa Park, Aldermaston, Bers RG7 SO0 Tel: 073418177
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an Dare has come a long

way since his axploits in

The Eagle comic and the
two earlier computer games. It
seems all that fighting the
Mekon and his many armies of
green Treens has taken its toll
on the 40-year-old hero. Dan the
man has, amazingly enough,
been captured by old Green
Bonce and held on board a sci-
entific satellite orbiting Venus.

Getting out his old jet pack, he

bobs around the ship in search

Dan Dare's had a
good run of games
on the CB4., The
first one was excel-
lent and the sequel
wasn't bad either, offering a
good mix of shoot-"em-up action
and strategy. Sadly Dan Dare Il
doesn't live up to these high
standards. The gameplay is too
simple to sustain interest for very
long: there's a distinct lack of
interaction and variety. it's a real
shame that the action is so simi-
lar on each level and this is more
like a remake of Dan Dare ll only
not as sophisticated.

The graphics are all pretty
good though, with lots of colour
splashed around and the
shower-cum-teleporter s a
great graphic. Despite its
simplicity gameplay is fun for a
while, but £10 is too much for
such a limited game.

of an escape shuttie. One swift
search later, one such vehicleis
found but alas it's out of gas.
Danisin arealfix now as there's
no Four Star petrol pumps
around, so it's back into the

The station is made up of five
levels. Each room has its own
bunch of aliens pleading to be
shot, some of which guard the
teleporter leading to the next

level. Going through teleporters

(which look suspiciously like
futuristic shower units!) is a real

mind-bending trip as Dan soars
through space, trying to keep in

the confines of the onrushing
Warp Gate. Wander out of them

and energy is lost: lose too much

and bang goes a life, sending
you back where you started.

Locate the computer terminal
and there's weapons to be

bought: smart bombs, bouncing

bombs, extra ammo for Dan's
blaster, even the odd extra life.

A Dan Dare boldly takes on the Mekons (the alien not the group, silly).

satellite to collect the necessary
fuel cans (50 Ibs worth), blast
any aliens, and get out in time for
a swift pint with Digby back on
terra firma.

¥ Dan floats through the Mekons' weird teleporter.
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The aliens are quite friendly
once they're dead because they
give Dan cash with which to buy
ﬂrq‘:mwer. The many Mekon

Dan Dare Nl was
developed for the
Spectrum by the
people who wrote
Savage and Tran-
tor, and as you'd expect it's a
pretty spectacular game on that
machine. But lots and lots of col-
our with minimal attribute clash
is, thankfully, nothing special on
the C&4. That leaves gameplay
which, while initially quite fun,
lacks the variety to keep you
playing. The levels are just too
samey. Nevertheless, as you'd
expect, Nick Jones has pro-
duced an axcellent conversion.
Smooth, multi-directional scrol-
ling and some nice graphics
promise a better game than is
there.

e

clones sitting around on each
level are just as amicable, pro-
viding Dan can show them the
finer subtleties of a blaster first!
Oh, and don't run out of jetpack
fuel Dan, or you'll lose one of
four lives. Dan Dare lose a life?
That would upset your young
(and old) fans no end!!

Amiga Dan Dare should be with us
very soon indeed for £19.99

PRESENTATION 73%
Keyboard and redefine keys option,
attractive star effect behind the cre-

dits, but no high-score table.

GRAPHICS 80%

Excellant shading wherever you look;,
rapid scrolling, rewarding explosion
alfects and a fast moving teleparting
scene. Not all that vaned later on
though.

SOUND 77%

A bouncy, modearn title tune together
with a short but upbeat redefine-keys
tune. A number of well done in-game

F.

HOOKABILITY 67%

A hard game to get into but mapping
it out is rewarding.

LASTABILITY 54%

Repetitive gameplay with little variaty
later on proves a major problem,

OVERALL
60%

if you liked the Dan Dare character
{a heck of a lot!) you may "'dare’ to
spend a tenner on this ona!
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A Level one and Art's already down to his underwear!

US Gold, Amiga £19.99

ow many times must
H brave Arthur rescue his

fairytale princess? - after
saving her in the original Ghost
| "N’ Goblins and then last month
in C64 Ghouls 'N' Ghosts he's
gotto do it all againin the Amiga
version!

Yes, Princess Hus has yet
again been abducted by a nasty
demon. Once more Arthur dons
his suit of armour and sets offto
perform another mammoth
rescue operation,

The first of five levels is set in
a graveyard with scythe-wield-
ing zombies, vultures, and guil-
lotines to watch out for. Oncon-
tact the nasties destroy Art's
armour, leaving him in just his
underwear and vulnerable to
death if hit a second time. To
defend his honour Art can lob
lances, which can be swapped
for axes, daggers, and fire-
bombs (Robin's favourite!) - by
collecting pots left behind by
dead (?!) ghouls.

For more powerful magic
weapons Art can open the treas-
ure chests which appear. How-
ever, some of the chests contain
a nasty wizard who temporarily
turns Art into a duck!

All levels are loaded in from
disk and each has a checkpoint
halfway through to which Art is

returned if he dies in the second if Art manages to get past the
half. To help Artin his extremely fire-spitting demon at the end of
tough mission, three continue- level one, he is transported to

plays have been provided. earthquake city with its crumbi-

Although this is nowhere near as technically impressive
as the amazing 64 version, it is enormously playable.
The only flaw is that it's just that bit too tough — if even
Robin finds it difficult, most people will find it impossible!
' Still, the great platforms and ladders gameplay is very

enjoyable with the five fairly different levels providing plenty of variety,
The graphics are also widely varied and attractive although never
really amazing. What does impress — as on the 64 - is the
soundtrack. Tim Follin has provided three excellent, atmospheric
in-game tunes plus a brilliant 'folk rock’ title tune.

In short, Ghouls is a very good conversion, marred only slightly by
its toughness.

¥ Level two's Fire Dog makes a Rottweiler look cute and cuddly ba
comparison.

50000 | |

————— i W

ing bridges, rock turtles, and
bats. Level three differs from the
rest in that Art travels upwards
on arising platform and mustbe
guided carefully through the
ledges of a tower while avoiding
hordes of airborne creatures.

Level four is set amongst the
skeletons of long-dead
monsters with waving hands
and a sea monster to defeat. The
fifth and final level is even
tougher: Art must get to the top
of a large castle inhabited by all
manner of demons, including a
huge end-of-level insect, before
taking on Lucifer himself. If the
red devil is defeated, Art can at
last have some peace - at least
until Elite release the Amiga ver-
sion of the prequel; Ghosts ‘N’
Goblins!

.
Firstly, one must
congratulate Soft-
ware Creations for
really uprating the
ST game. There's
lots more background graphics
and the colour scheme is slightly
richer, Given the usual tight
schedule for these games it's
good to see Ghouls isn't a
straight port. Yet at the same
time it's obvious this isn't a game
written for the Amiga. If it had
been it could've been much
closer to the arcade game. On a
brighter note, the tunes are all
very good. Level one's is excel-
lent, with a superb ‘rushing’
effect which slowly builds up,
The basic gameplay is obvi-
ously much the same as the C64,
| but mare difficult which can be
imitating. Lacking the CB4's
amazing presentation, and sig-
nificant improvements in
gameplay, Amiga Ghouls just
misses out on an award. But for
just £20 it's heartily recom-
mended as a great test of arcade
reactions.
e ——

PRESENTATION B0%

Average loading screen, but nice intro
tune, continue-plays, and neat quit
aption

GRAPHICS B2%,
Attractive and varied

SOUND 96%

incredibly atmosphernic in-game
tunes,

HOOKABILITY 83%

Only the tough nature of the gamep-
lay detracts from the instant arcade
appeal.

LASTABILITY B6%
Certainly challenging with five targe,
tough evals,

OVERALL
85%

A tough hut immensely playable
Coin-op conversion.

EERUARY 1990 Il & 9 B




UbiSoft, C64 £9.99 cassette, £14.99 disk;

£24.99 Amiga.

eturning to France from

brave exploits in the Holy

Crusades, the Iron Lord
finds that things have not gone
well in his absence — his favour-
ite uncle has nabbed his throne!

He immediately decides to
retake the throne and bring
peace back to the land. The
question is how? His tyrant
uncle has many forces to hand
and the only people who can
help are those in the surround-
ing villages, and even they aren't
that friendly.

Within the locality are seven
locations to explore. Explora-
tion is conducted by moving the
character around a scrolling
overhead map of the location.

ng
about, but searching the build-
ings can reveal such characters
as a herbalist with items to sell
or a swindler ready to con you
out of your hard-earned gold
coins.

An archery contest is to be '\
found nearby where the reward
for a keen eye is lots of cash. In
the gambling hall more money
can be won in the arm-wrestling
and dice-throwing contests. All
this cash is used for hiring sol-
diers and weapons to fight the
uncle in amultiloaded wargame.

Throwing a spanner into the
works are a number of knights
prepared to kill iron Lord if they
sight him. The knight fight is
played out in 3-D - strike when

- -H 5“#1:--*-51 !P’ﬁr\_l.;i‘-\:-" 5--3";-_.'.

A One of the seven main locations
in Iron Lord (Amiga)
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the shield appears and deflect
any skull-splitting blows.

if the Lord manages to make
enough money to buy an army,
and also proves his worth in
combat, then it's off to the
Chateau to command the forces
of good. Victory leads to a final
chase through a massive under-
ground labyrinth.

L=

PRESENTATION 84%
GRAPHICS 84%

SOUND 78%

HOOKABILITY 79%

k r ¥
BRI

LASTABILITY 74%

Wi

OVERALL
75%

A vary well |:tr1.-~i|=_-r1|!r=-d Defander of
the Crown-style game which
seems rather disjointed.

amiga

PRESENTATION 70%

Poster, nice map screen and some
nedt inter-leval scenes

GRAPHICS 77%
Once again some of the people you
talk with ook rather odd, but other-

WISE very good
SOUND 78%

Atmosphernc medieval sound fracks
help gat you into the game

HOOKABILITY 71%

Gameplay is identical to the C64
game —where are the 16-bit improve-
ments?

LASTABILITY 72%
Again, one axpectad more of the
Amiga.

OVERALL
71%

A nice-looking arcade/adventure/
strategy/maze game!




Hewson, Amiga £24.99

argore is the approp-

riately named land where

the rivers regularly run
with blood from the battles of

After much oohing
and ahhing over the
graphics and tune,
Onslaught initially
seemed a little
shallow — run around bopping
baddies. But once you read the
extensive (yet still too small)
instructions, the great variety of
enemies and weapons becomes
apparent. The cavairy and flying
|I:Brpat3 are great; the skin-and-

bone plague armies even better.
Conquering a map is a formida-
ble task, especially with just one
life. But any sensible person will
|save before every battle. The
actual arcade element hasn't got
that much variety in how it plays,
but the ability to design your own
challenge more than compen-
sates.

¥ A psychedelic fisld battle.

warring kingdoms. The armies
fight under the banners of no
less than 16 cults, worshipping
gods and leaders such as
Rimog, who collects human
heads

But there is hope in this
divided land. Even the most
insanely brave army is afraid of
a ‘fanatic’; solitary warriors who
live to carve a place for them-
selves in history by skill in battie.
Thanks to magical powers a
fanatic can have the strength of
an army ... and you're one
such mighty hero.

Once you start the game a
16x16 map screen is shown.
Many of the locations are scen-

ery—mountains, rivers atc-and

What great music there is to this game! The Maniacs of
Noise have done yet another great
evenatunethat's straig

Onslaught the game is one of the toughest | know of
with some really long levels to hack through, supported
by some beautifully detailed sprites — the skeletal riders and warriors
inthepinguulandsnmnraat.Thmgh | was a little concerned about
a lack of gameplay variety there's certainly a lot in there with plagues
and crusades to counter, the problems of terrain, and the different
cults to fight against, each with its own methods of attack,

can only be crossed if you have
the correct talisman. To earn a
talisman you must visit a temple
and beat the guardian. This is a
Mind Duel, and the guardian is
represented by a head with four
long arms —as it spits bullets you
move your hand around the
edge of the screen firing back,
shortening the arms until it dies.

The majority of locations,
however, are occupied by
enemy troops. These include
normal armies, Crusade armies
(with improved enemy morale
and firepower) and Plague
armies (the undead). Once an
army catches plague, it rapidly
spreads to nearby locations.

There are fourteen different
types of army, each with their
own main attack weapon. Ballis-
tic types have cannons,

knightly-types have cavairy, and

soundtrack — there's
ht from some Indian restaurant!!

A That nasty guardian will soon be ‘armiess in this Mind Duel.

cauldron ones have men with
pots full of boiling oil to pour on
you.

Field Battles start with the
player on the left of the screen,
beside his glittering blue ban-
ner. Your objective is to fight
through the enemy army and
capture its banner. But if you let
too many troops past you they
might capture your banner,
forcing you into a defensive
Field Battle. To help you, various
objects can be collected:
weapons, spells, talismans, and
bonuses. Weapons include
crossbows, bombs, and various
smart bombs. Six spells include
‘restore energy' and ‘freeze
enemies’. The ten talismans can
help clear plague and crusades
- besides transporting you
across scenery.

If you win your battle you lay
siege to the enemy castle;
essentially a Field Battle but
with some towers to climb up.
Capture the banner here and a
Mind Duel begins. Win it and
you've captured the location.

ifitall seems too hard, there's
a comprehensive edit mode to
create your own worlds, plus a
save/load option.

No plans for a C64 gama.

PRESENTATION 90%

Lots of options, good save/oad facil-
ity, and excellent edit mode.

GRAPHICS 87%
Lots of detail and variety in the
enamias and weapons which pack
the screen.

SOUND 93%
Excellent Maniacs Of Noise sound-
track. And it you choose FX there's

some greéat samples.

HOOKABILITY 80%

You can get straight into the battie,
but understanding it all takes time,
and it's a tough game

LASTABILITY 86%
The ability to design your own map
grves plenty of scope for a big chal-

lenge

OVERALL
85%

A unique and extremaly weli pre-
sented arcade game.

ZZAP! FEBRUARY 1990 Il 7 1 10
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1. BMX SIMULATOR
SUPER STUNTMAN
FRUIT MACHINE

PRO SNOOKER

SUPER ROBIN HOOD

. 3D STAR FIGHTER

PINBALL SIM
INTER RUGBY SIM
DEATH STALKER i
BMX FREESTYLE
. SUPER G-MAN

_ ATV SIM

| GHOST HUNTERS

. STREET FOOTBALL
JETBKESM

. SAS COMBAT . -~
18. BIGFOOT =)

19. NINJA MASSACRE

20. FAST FOOD

21. ARCADE FLIGHT SIM

22. BMX SIMULATOR 2

23, THE HIT SQUAD

24. TRANSMUTER

25. PRO SKATEBOARD

26. PRO SKI SIM

21. VAMPIRE

28. 4 SOCCER SIM

29. TWIN TURBO V8

30. TREASURE ISLAND
DIZZY i
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NOW YOU CAN LOAD COMPUTER GAMES
FROM YOUR COMPACT DISC PLAYER

CodeMasters have developed their new CD Games Pack
utilizing the latest CD technology to give you 30 top award
winning games on one compact disc. Digitally recorded to
make load errors a thing of the past, even with the games

loading in as little as 20 seconds. All you need is a

Spectrum, Commodore 64 or Amstrad CPC and a normal

' music Compact Disc Player.

ADVANTAGES OF COMPACT DISC
s GAMES

 Instant Track/Game selection © Mega fast loading — as
little as 20 seconds © Maximum reliability, virtually no load
errors - Digitally Mastered, Digitally Mixed, Digitally
Recorded - DDD = Massive storage capacity allows for
many games on one compact disc & Easy to use.

THE CODEMASTERS CD GAMES PACK
| INCLUDES:

CD cable —to connect your CD player 10 your computer
software - to allow ultra high speed loading

Compact Disc = containing 30 excellent games.

Full instructions - how to load and play the games.

£19-95

SPECTRUM
COMMODORE 64
AMSTRAD CPC

THE-ACTION-STARTS -HERE-

CodeMasters, PO Box 6, Southam, Warwickshire CV33 0OSH



Gremlin, Amiga £19.99

fter 10,000 years of peace
Ann the cyber world of

Thraxx, the magic Fire-
blade has shattered and the evil
Havok has has come to power.
Only one brave Bladeknights,
Hiro, has survived. But before he
can take on Havok the sixteen

Gremlin, Amiga £19.99

regorius McDuffin is a
Ghir:l boffin who conducts

experiments in his cellar.
But instead of writing an adven-
ture section for ZZAP! he is
attempting to redirect magic
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energy beams.

In each of fifty experiments a
magician emits an energy beam
which McDuffin attempts to
guide into a receiver, using mir-
rors to deflect it. Various obsta-
cles block the way and the beam
must also be directed through
cauldrons and onto lightbulbs to

¥ More mind-bending action from Gremlin.
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w wtﬂtnn--mgfmtn get things
a very start-up scene of coin-op quality.
Dangerous influence has rubbed off and as a
result it's all highly playable stuff but with more of an
[ arcade adventure feel to it with different directions to go
in and quite a few new areas to ex
creatures to see, but why there has to be continual use of dull grey
backdrops | don't know — pity as otherwise this is a good futuristic

fragments of the Fireblade,
scattered throughout five levels
of the below-ground Undercity,
must be found.

Hostile creatures attack Hiro
and can be destroyed by hand-
to-hand combat (hold the fire

& Exploring the labyrinthine Undarcity.

plore. There are plenty of naw

button down longer for more
powerful moves) or various mis-
siles fired from Hiro's cyber-
arm. Some of the bricks in the
walls of each level may be
smashed to reveal bonuses.

A CB4 version's coming soon, priced
£9.99/£14.00, "

update

PRESENTATION 80%

Excallant intro sequence

GRAPHICS 65%

Cutaspnrtes, but backgrounds largely
urivaned

SOUND 70%
Good in-game tune or FX

HOOKABILITY 74%

Good fun for a while.

LASTABILITY 68%
Five large levels but action gets repat-
Iive,

OVERALL
70%

A playable arcade adventure, but
lacking variety.

are

switch them on.

There are two ways of failing:
running out of time or overload-
ing (when the beam is directed
back onto itself or the magician
heaat builds up).

Game options in this Deflektor
sequel include a two-player
mode and level designer.

soon get really tricky. For a puzzle game the graphics
great: when you consider their size they're very well
done with some nice animation. So go on, forget the flashy licences
and get this superb puzzle game.

screens are no sweat but they

64 owners shouldn’t to wait long to
do some mindbending.

update

PRESENTATION 82%

Humorously polished with good
options

GRAPHICS 65%

Good for tha genre

SOUND 60%

lolerable tune and some neat etacts

HOOKABILITY 77%
wWell judged difficulty level and prac
nhice aption

LASTABILITY 80%

Fifty levels and you can create vour

OVERALL
77%

Deflekitor fans will love it.
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European Electronic Zoo, Amiga £24.99 :f

ver get the feeling that
you've just made an
incredibly stupid mistake
and are completely doomed?
Like volunteering to sell a 1,000
raffle tickets down your street?
Or accepting promotion to
Squadron Commander, Battle
Group V?

Of course, it sounds like one
of those powerful jobs where
you sit aboard a flagship and
send other, lowly people into
battle. Now you've arrived at
Galax Lunar HQ and all they've
got for you is a pair of Delta Il
class cruisers. So what exactly
doas your 'promotion’ mean?
Well, there are lots of unbelieva-
bly dangerous missions that you
can now accept. Suicide mis-

J

-y

sions, in short, and one’s just
arrived for you!
Commander Barry Mayers
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and the extremely fanciable
Commander Lori Bergin have
just gone missing. They'd com-
pleted a spying misslon on
Urania, home planet of the Bar-
rax Empire, when something
interrupted their journey. Appa-
rently their ship was boarded
and towed to Terrainia, the most
heavily defended planet in the
known universe.

Battle Group Vis to fly overthe
planet, and into its three under-
ground bases - via entry points
on the wraparound, vertically
snruling surface—destroying all

e, a1 |

: Barzanav

A Spot the stealth fighters — answers on the back of a postcard to
This Is Only A Joke, Not a Real, Competition HAT 1HA.

Emﬂnﬂuﬁwmnhdum&ufunum?mt Amiga
shoot-"em-up, namely Sidewinder. Thamaﬂ'mallghi
horizontal scroll, the excellent wrecked baddie graph

andamﬂmrdaﬁwrrdawmmﬂm EutEan&ia

~ clearly a great advance, the
more varied and well drawn — undoubted

ics are that much
the best touch is the

iqmmmmwmmmm

on the surface to build up your
sections adds a nice element of tactical
has quite got the attention to game detail as

fire-

. but it’s certainly an extremely playable, arcade-style spec-

¥ Shooting massive killer-plants on a subterranean level.

L
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the Barraxians before liberating
the hostages. Unfortunately the
Barraxians have developed
many biclogical weapons, such
as huge, laser-gpitting mutant
plants and enormous flies. Then
there's the invisible fighters and
homing missiles!

Fortunately your ship doesn’t
have to stick with its fitted arma-
ment. When blasted, transport
ships release upgrade capsules
which float across the screen
slowly changing colour. If
you've got an Emerald Laser,

g T e

£6150 100

collecting the capsule when it's
green will upgrade it. Aterna-

tively you can collect another

colour, switching to Magnetic
Torps, an Anti-Particle Beam, or
a Magma Wave. Including
upgrades there are 25 different
types of weapon which vary
from being precise and hard-hit-
ting, to weaker but covering a
bigger area.

No less useful are Nova smart
bombs. Hold down fire and
rotate the joystick to activate
this fearsome, swirling mass of
energy. You start off armed with
three, but more can be col-
lected.

Sadly no plans for a C84 version.

PRESENTATION 92%

Simultaneous two-player option, plus
continue-play option if you don't cus-
tomise game (changing speed and
maximum number of alien bullets
etc).

GRAPHICS 94%
Seven different landscapes, all cram-
med full of detail with thair own bad-
dies. Predator-style invisibility etfect

i5 brilhiant!

SOUND 85%
Music is rather banal but can be
tumed off, FX are good.

HOOKABILITY 91%

Instantly playable with lots to see and
tactics to laarmn,

LASTABILITY 82%

Amassive challenge, but it's too easy
fo sea all the levels. The only incantive
over the long-tarm 15 higher scores
and using more wWeapons.

OVERALL
85%

A first class shoot-"em-up.

ZZAP! FEBRUARY 1990 I 75 1B
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Tengen, C64 £9.99 cassette,
Amiga £19.99

¥ Bif and Jet paddling down the river. [C54)

B 76 B Z2ZAP FEBRUARY 1990

£14.99 disk; "g -'
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o of the coolest tube- the river banks are Indians, irate
. dudes around, Bif and Jat | fishermen, penguins, bottle-tot-
have set outdown theriver | ing drunks, mad arabs, hillbil-
in two big tyres, searching fora | lies, Sphinx, skulls, and many
party! In between this and them | another totally uncool squares
are some of the wildest, craziest | whothrow various objects at the
and nastiest stretches of water | heroes. The water itself is full of
around, and they've not even tube-bursting things like tor-
been privatised. Appearing on pedoes, sewer slime, and twigs

and branches. Bif and Jet are
armed up with cans of beer to
throw at anything that comes at
them. But how can they throw
them with all that beer inside the
cans? Simple, drink it first!!!
Extra cans can be picked up
along with bonus points and let-
ters to make up the word
TOOBIN for a BIG bonus.

if Bif and Jet take too long to
go down river, a croc surfaces
and bursts the tube to convince
them to get a move on. Paddling
through gates temporarily
keaps old green skin away. As
the watery roads get trickier to
negotiate, Bif and Jet have to
fend off even weirder opponents
as they paddle down the Ama-
zon, smelly sewers, the Col-
orado river, Martian canals, and
dascend down the Styx. Mustbe
one hell of a party at the end!!!

One of the
strangest coin-ops
around has been
converted  fairly
well to both
machines. The 64 version is the
better of the two with some good
graphics - | love the way Bif and
Jet paddie like mad while trying |
to evade crocodiles etc.

The Amiga game is less impre-
ssive with bland use of colour
and slower rate of play. How-
ever, both versions suffer from
an eventual repetitiveness as all
the levels are much tha same to

play, varying only graphically.

. ‘ ! On the 64, Teque
el have done a good
humour ofthe coin-
op, with humorous
and fast graphics. The simplistic
gameplay is very well recreated.

The Amiga version isn't as fast
and as such is a little less enjoy-
able. Although the graphics have
a good deal of variety about
them, the typically superb detail
of the Tengen coin-op is sadly
lacking, the levels look similar in
layout, and it can get boring after
a while. It's also strange how the
game's colours all look washed
out. The music's quite good on
both versions but overall don't

expect anything outstanding.

64

PRESENTATION 74%

Four continue-plays, sin
bW o=-aya |-r-t-|'| o miulti-loacl!

GRAPHICS 77%

Humourous but maybe lacaing detal

SOUND 70%

Unsophisticated but cheerful Tunes

HOOKABILITY 77%
nevitatly wiorks better with bwio
players, out it s fast and graat Tun

LASTABILITY 75%
Thara's on B levals (mpeated

"-II' ad Ir||-l- 'I_III--.I the

change each time and

Bl rodite 1o he 1ok

OVERALL
75%

Adecent conversion of the off-beat
coin-op with the main ingredients
of fun and playability kept intact.

amiga

PRESENTATION 71%

Continue-plays and a good title .
screan (with humourous samplas)
ey rrvlti-losad

GRAPHICS 69%

Shightly washed out but variad
enough

SOUND 80%

A variety of catohy tunes plus good
X

HOOKABILITY 70%
Relatively sedale action nona-player
mo0a Dt ihe Co simple playa-

bility saves the day

LASTABILITY 66%

Tougher but slower paced than the

B4 version. Repetition of gameplay

and kevel layoul can lead 1o waning
interest

OVERALL
68 %

Toobular, playable fun but a little
on the repetitive Gide, especially n
one-player mode.




Domark, Amiga £19.99

ne of the most successful

arcades games ever

started life as a safety
device, a simulator intended to
save driving instructors from
terminal nervous tension. But
needless to say the allure of
loads of dosh in the arcades
soon distracted the ram-
mers from this noble task. In
short order the 1100cc mini-
micro car was replaced by an

SCORE
1697
LAP TINE
2:03: 7Yy

EEAT e:00:00
T0O CHALLEMGE

extremely flash, high perfor-
mance Italian car that can turn
your average young driver into a
stretcher case faster than you
can say 140 mph. And just to
help the process along, a peace-
ful urban route has been
replaced by a Speed Track and a
Stunt Track.

The latter has three main
stunts: the Bridge Jump, the
diabolically steep Bank, and the
vertigo-inducing Loop-the-

Loop. Keeping the car on the
track is tough enough, but there
are also plenty of other cars to
runinto and a time limit to make
each of the three checkpoints
per lap. The Speed Track has a
more conventional layout, to
better simulate normal driving,
but the tough time limits ensure
you break all speed limits. Make
afast enough lap on either Track
and you get challenged by
another law breaker, namely the
Phantom Photon, to a race
around the Stunt Track. A single
crash will disqualify you, so this

drawbridga!

A That's realism for you - going over a translucent, opan
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is one mean challenge. But ifyou 1

do beat the Photon, your amaz-
ing performance is saved so that
if you beat the new lap time you
get to race against yourself!
Obviously good control of
your car is critical, so Domark
have provided a variety of
options. Probably the best is
mouse, with the two buttons
controlling acceleration/decel-
eration. Press both and you get
the brakes. Joystick works as

" you'd expect - forward/back-

ward controlling speed with fire
activating brakes. Gears can be
automatic, or manual with either
keys or a second joystick
replacing the gearstick.

For the future, Domark are
planning data disks with addi-
tional cars, scenery tracks, and
ultimately even a track designer!

doesn’t really
despite the odd bug the 3-

to this enjoyable driving sim.

The real thrill of the coin-op was its realism; with the lack
of a steering wheel, gearstick, and pedals, the home
computer versions always sounded a bit dubious!
Although the mouse/fjoystick control
ive you the illusion of driving. Still,

graphics are good indeed and
driving against the Phantom Photon adds an :grmant of competition

is adequate it
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A The map shows both the speed and stunt coursas,

A

Jurgen  Friedrich
has worked mira-
cles cramming the
coin-op into the |
Amiga, this really is
a very close conversion which
can be heartily recommended to |
fans of the arcade game. The
lack of a steering wheel and ped-
als is compensated for by a nice
combination m

set-up and the graphics are
great. But this closeness does
cause some problems — just two
tracks really doesn't offer that
much depth Amiga game. The
roads are also surprisingly
empty, with just a few cars to
avoid. Still, the data disks could
solve these problems and
there's no doubting what a great
conversion this is.

e ———————————
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The C64 game will probably copy the
very fast Spectrum game, so let's
hope for another Stunt Car Racer
miracla!

PRESENTATION 90% °

Arcade perfect presentation, choice
of manual and automatic gears, con-
trol options

GRAPHICS 86%

Visually an extremely accurate and
fast version of the arcade game.

SOUND 74%
Good intro tune and samples, but the
in-gamea FX are a bit dull,

HOOKABILITY B0%

Cantrol system takes a bit of master-

ing, but simulator effect is
immadiately compelling.

LASTABILITY 78%
Ability to race against Photon and
yourself provides good challange.

Whille two tracks don't provide much
variely, promised data disks will
improve this rating.

OVERALL
81%

An excellent conversion of a good
coin-op.

B




¥ Your living room's on fire
and there's no Fire Dept -
batter axtinguish it
yoursself.

Cinemaware/Mirrorsoft, Amiga £29.99 - 1 Megabyte only!!

®Pest control was never so much fun!

izard Breath, California; a

small town in the backwa-

ter of cultural develop-
ment - and the current base of
geologist, Dr Greg Bradiey. He's
cut short his vacation to study
the remains of a large meteorite
which crashed in the nearby
mountains a week ago. Nothing
much ever happens in this one-
lizard town so the townfolk are
thrilled by it. But their excite-
ment is soon to turn to hor-

extremely
affected the local wildlife in a lit-
erally massive way - the sleepy
town of Lizard Breath is about to
be attacked by giant ants!

In this tribute to 1850s B-
movies you play the part of Greg,
attempting to destroy the ants
before they reach the town. Your
first problem is that unsurpris-
ingly no-one believes you - four

pieces of solid evidence must be
collected (a plastercastof acre-
ature’'s tracks, a recording of
creature sounds, creature
fluids, and a creature part) to
convince the mayor into calling
out the national guard.

But to know where to look for
evidence you'll first have to to
talk to people about some
recent strange occurrences.
You can phone people from your
home and most other buildings,
or alternatively, visit them at
their place of work (although
they may be out, usually at the
publ). Travelling is generally
done by car. A scrolling map
shows all the locations, and the
estimated time of arrival for
sach-you can't afford to waste
time as you have only 15 days to
save the town.

Once a location is selected
you are automatically trans-
ported there. Thatis, unless you
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game of ‘chicken’. In an arcade
sequence, your car speeds
towards the Heliraisers’, the
loser being the car which chick-
ens out and swerves off the
road.

On arrival at the chosen loca-
tion, you are greeted with a sta-
tic picture and a text window
showing your current thoughts.
if anyone's there they'll usually
talk to you, sometimes giving

It has bean hyped for so long
now that first impressions are
disappointing — there's quite a
bit of moving about and the con-
cept lacks the immediate drama
of Rocket Ranger. But the more
you play, the more interesting
the game becomes. The small
‘one-lizard’ town becomes
increasingly familiar, creating a
good atmosphere and a real B-
movie feel. The sound effects are
probably best at this — the radio
music sounds exactly like it's
been filtered through a cheap
radio and the spooky FX when
ants are near is excellent, as well
as being vitally important.

The structure of the game is
adventure/strategy biased, with
the finding of clues presenting a
formidable task. On the other
hand though, Cinemaware have
Iclaveﬂy put in plenty of exciting

arcade sequences. The hospital
one in particular is technically
unexciting, but great fun to play
and hard enough to beat even an
arcade wiz like Robin. All in all a
great game, although not quite
good enough to justify a RAM
upgrade uniess you also plan to
get Dungeon Master.

lenge you to a knife fight!
A visit to the airfield allows

with a limited amount of chemi-
cal spray to use on any ants
seen. Fuel is also limited and
must be carefully watched so
that you have enough to get
back to the airfield - if not, you
can try crash-landing in the
deseart or on a road. Flying is also
necessary to get the recording
of creature sounds.

For some of the required evi-
dence you'll need first-hand
contact with the ants - they usu-
allty hang out around the
mineshafts or volcano craters.
Amassive ant crawls across the
screen — you must aim your gun
at it and hopefully destroy it
before it attacks. However, if
you kill it the view switches to an
overhead one as you are chased
by more angry ants! This time
you can use grenades against

them - kill enough ants and the




rest will run away. he is finally convinced when one
i at any time you get injured of the ants eats his carl —and will This is the best combination of
(by an ant, knife fight, plane allow you to organise the adventure, strategy, and arcade
crash etc) you'll be sent to the defences: you can allocate genres since the classic Rocket
hospital. Any treatment here townfolk, construction workers, Ranger, also from Cinemaware.
wastes valuable time, so the soldiers, and police to any loca- | | Some of the arcade sequences
usual course of action is to try tion under siege. You can then are great games in themselves —
and escape! In an overhead- leave them to it, or go to help in | particularly liked the hospital
view sequence you must try to another overhead arcade sequ- | |scene where you run and hide |
get to the ground floor and out ence - here you can enter and from the chasing nurses and
of the front door. ifthey spotyou | control any of the army tanks., doctors: zipping around in the
the doctors and nurses will Jet strikes can also be ordered wheselchair is hilarious fun! The
chase youand, if they catchyou, | from the general alert map. adventure itself is superb with a
stick a large hypodermic needie if you successfully defend the classic B-movie storyline and
you know where. Luckily, you town, you can have another typically slick Cinemaware pres-
can hide under desks and in crack at the ants’ nest; other- entation to heighten the atmos- | enjoyed Rocket Ranger a lot:
spare beds, and you can even wise it's ‘THE END’ of Lizard's phere —the giant ants are so well there was lots to do with some
find a wheelchair for extra Breath! animated, they're scaryl With excellent sub-games to liven
speed! The game comes on three each new game the course of things up. This has been
Uttimately, to save the town disks so an extra drive isrecom- events is slightly different and | | |repeated in i, but while it is cer-
you must find the tothe | mended to cut down on the therefore never predictable. Of tainly an even more impressive
nest and the queen. if inevitable disk swapping. You course there's the inevitable disk game to look at, | feel it's lost
you haven't achieved this by alsoneed 1Mb of memorytorun | Jaccess and shuffling, but it's not some of the ease of play and fun
15, you will have to defend the the game: unfortunately Cine- too intrusive and all pretty rapid. that made Rocket Ranger such
town from an all-out attack. The maware are not planning a ver- an enjoyable game to play. The
mayor will call a general alert—~ | sion for the unexpanded A500. ‘whatdunnit’ aspect of /f makes
it a lot more thought provoking
but it lacks instant accessibility
as a result. Well, that's my per-
sonal moan about it anyway.
This aside, It is a lavishly put-
together package with quality
throughout - the incredible start
up sequence is testament to
that. Sonic effects and tunes are I
of the usual excellent Cinema-
ware standard; the samples are
jtop quality and even the sub- |
games are great games in thair
own right. A lot of thought has

obviously gone into the game
structure and as such no two
games follow the same path with
random events cropping up fre-
quently. You really do have to
work to find the evidence, fight
off the ants, AND convince the
Lizard Breath citizens that the
damn things exist! Great stuff
although it's not quite in the Roc-
ket Ranger league.

PRESENTATION 90%
Eaartu—raa:!dr::nuii, superb intro
sequance, uate save facility,
disk access and shuffling not too I:E-d

GRAPHICS 88%
Detailed static screens, good arcade
Sequences with nice animation —
especially of the largs ants,
SOUND 94%
Excellent sampled intro, very atmas-

pheric orchestral music, plus a
number of other good tunes in various
locations

HOOKABILITY 90%

Very user-friendly selection system
it easy to get info the game.
Arcade sequences provide light relief
from the main adventure.

LASTABILITY 91%

Stopping the ants is a fascinating
challenge, and the course of events
changes every game.

OVERALL
90%

Yel another sli¢ck Cinemaware
release - a pity it's only for 1Mb

—
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Bassey groupie
Dy

An industrious bunch, Domark are already lined up with games
aplenty from Broderbund and Tengen for the "90s including the

licence for the fantastic 5.T.U.N. Runner. You lucky punters!! ‘Do
(B they mean us?’ you cry. They surely do!!

GRIDIRON, 2001?

Hut! Hut! Hut! is what's it's all about as Tengen score a robotic
touchdown with Atari's Cyberball. it's the future of American
Football as violence on the pitch reaches maximum level and
& keeps right on climbing! Robots have taken over the sport in the
21st Century. They score touchdowns any way they can, typically
by much brute force and opposition wrecking — R2D2s these Steel
Superbowlers ain't!!

The Amiga version looks extremely close to the coin-op
whereas the 64 version will resort to a look-down view over the
vertically scrolling pitch to ensure almost all of the coin-op's
| features are kept. There's over 100 plays to choose from, robot

malfunctions to watch for, and a ball with a nasty habit of

exploding! Both versions are due out any day now (prices to be
announced).

¥ Heavy metal 21st century American footie fun in Cyberball (Amiga)
| 2EE 106142 : OSEHOO]
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ALIEN INVASION

Escape From The Planet Of The Robot Monsters is not only a very
long title indeed but the next on the production line from

| Domark. It's your everyday, normal life sort of story where we

| meet evil Reptilions who've captured many a human and put
them to work creating Earth-bashing robot armies. Time for Jake
and Duke to go in, rescue the hostages, and put paid to those
slimy aliens’ plans!

|  With action not too distant from the likes of Gauntlet, Esca
sees the deadly duo fighting off robots, cracking open lockers for
food and weapons, running up and down conveyor belts, and
navigating through canal mazes in the quest to destroy the
Reptilions! No C64 shots as yet but the Amiga screens here are
looking very faithful indeed (even if the robots do look like
Weetabix on legs!). Escape should be ready for March (C64 £9.99
cassette, £12.99 disk, Amiga £19.99).
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"The PREVIEWS

Brought to you by the mysterious Shirley

MORE HARD DRIVIN'

We should all know about Hard Drivin’by now so without further
ado here's a chance for you to gaze on the 64 version. Looks a tad
like the Speccy version to me and hopefully will run as fast.
There's plans to put more colour into the game which may work;
it rnmi :‘;ﬂ‘t. but after Space Rogue this month anything is
OssiDle

; While we're in the Hard Driver's seat Domark have extra tracks
lined up for early next year with many a new and fearsome track
structure to see and pranithe Ferrari attempting to conquer. The
Hard Drivin’ construction kit is a bit further off in the year though
and should drive everyone MAD as really way out courses start
appearing. '

¥ Hard Drivin’ to get into that challenge with the Phantom Photon.
(Cid)

¥ With a title like Escape From The Planet Of The Robot Monsters
who needs captions? (Amiga)




onNn A REMODTE DCEAN PLANGET
A SHIFLWRECHKED INFANT IS

ADOPTIED BY ZSERA SPRITES

LWHD WWWoOnN'T GIVE HIM BRACK
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The cutest and most beautifully animated sprites aver,

Broderbund’s Typhoon Thompson. {Amaga)

BRODERBUND BONANZA

Ah yes, now we have Typhoon Thompson (Search for the Sea
Child) next from Domark’s Broderbund link. It's the story of a little
baby (keep reading, it gets better) who's been captured by sea
sprites (it will get better, honest!) who won't righ.na-*t e sprog back.
Take on the role of Typhoon Thompson and whizz around the
islands on your jet sled. Dodge the sea sprites, blast them, and
ick-'em-up in exchange for clues leading to the captive babe,
atch out though, these sprites are crack shots; ace Flyer craft
pilots and have a nifty line in imitating Duncan Goodhew!!

This beauty has some of the most amazing animation you're
likely to see on the Amiga and it's all by the legendary Dan
Choplifter Gorlin himself!] Typhoon will be stirring up a storm
next month for the waterspouting price of £19.99.

F-16 Diq:!al Integration

| waited and waited for some pictures for of this one and come in
they did not, so I'll make it short and snappy. Digital Integration's
Falcon beater F-16 Combat Pilot is headed towards the
Commodore base and it's got the 64 firmly in its sights. Planned
for the very end of January the ever popular F-16 should hit home
for £14.99 on cassette and £19.95 on disk. Sounds a lot better
value for money than an AMRAAM missile, that's for sure.

\Fre Yl \Nrm
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Accolade are on the up and up at the moment with ma ny products
coming forth from their plush San Jose offices. Here we go with
a quick summary of their new releases for the Spring of the 1990,
take a deep breath NOW. . .. the F-18 airshow flight simulator
Blue Angels (Amiga and 64), a new European Challenge scenery
disk for Test Drive 2 on both machines, Hardball JI {Amiga), the

very un-winterish powerboat simulator Heat Wave, the silver |

dream machine follow-on to Grand Prix Circuit titled The Cycles,
and new courses for Jack Nicklaus's Golf. Phew!

As well as this hefty lot we also have Steel Thunder battlin
away on the 64 soon. In fact, it's going to be very soon as the tanE
simulation arrived in our office just too late for review—| grabbed
it for previews and here it is. Take command of a number of
different types including the Sherman and M-1A1 main battle
tanks and trundle around warzones like Syria and West Germany,
taking pot shots at those pesky Red varmints.

¥ The ultra-modern Abrams M1 Tank which has acceleration like a
sports car. Accolade's Steel Thunder. [C64)
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Take the wheel of your, turbo-charged
Porsche as you and your pArtRergo in pursuit of
agerous criminals all driving an evil array o

i SCTRL m‘
i fi
o OTETR o

g
¢ Need to catch up in a hurry?
Turbo Button will leave your eyes

wlcjmushl:ﬂ of dirt tracks and thr

f busy tunnels — if you can hold the line! ST,
EI'E low life can run, but they can't hide ..
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ARCADE GAME OF THE YEAR

AVAILABLE NOW FOR:

SPECTRUM - AMSTRAD
COMMODORE
ATARI ST - AMIGA

Ocean Software Limited - 6 Central Street - Manchester - M2 5NS
TeIePhunE: 0618326633 :Telex: 669977 OCEANS G - Fax: 061 834 0650



