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Superb fast action gameplay featuring real teams from the Football Leagues.
% Each team defined with the correct strips.
Create your own superleagues, cup competitions and build your strongest squad.
€ Each player in the team has his own characteristics- skill level, speed and
style of play. The skill level of your team can be improved through playing weil.
% Realistic ball control allowing you to chip over, curl round or dribble through
the opposition. The unique "Boot-O-Meter” enables you to vary the strength, height
and spin of any kick.
% Full control of comers, free kicks and goal kicks.
% Heading, tackling and fouling.
%o Full, realistic control of goalkeepers,
¢ Superb one or two player action.

J, v i _' % Play in a whole range of league, cup and practice matches or just practice . —
¥ penalties, free kicks and comers, . “..'D
t Wi The Country's most exciting computer game, endorsed by the country's most B 0w - 8
exciting player!
- “Don't forget, buy Gazza's Super Soccer. It's the No 1 Computer Game.”
=nd e ] H:l-t‘.\
—| O J

o Availahle for Amiga, Atari ST, Spectrum, Amstrad and C64 (s JFA_J







BATMAN is a shadow in the darkness,
as elusive as a dream. High
above the seamy streets of GOTHAM, he is a

criminal’s nightmare.The only hope for a desperate
city - BATMAN.
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THE HOTTEST COIN-OP
NOW FOR YOUR HOME MICRO

“This is definitely the best film tie-in
to date, and is an utterly superb game
in its own right - don't miss- it"

' PART MAN... PART MACHINE
- ALL COP... ROBOCOP

fommsy

 COMMODORE
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x: 669977 OCEANS G - Fax: 061 B34 0650
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GRAND GAMES
8 FERRARI FORMULA ONE

Electronic Arts convert their classic Amiga rac-

ing sim to the 64,

16 PIPEMANIA
Empire's plumbing game will give you the
bends.

70 MIDWINTER

qQooooo

FERRARI FEATURES

26 THE CHALLENGE RETURNS!
Robin Hogg gets caught up in Snare.

41 THE ZZAP! BIBLE
The second part of the 64 games index, plus
the complete Amiga index.

24 NEW YORK KNIGHTS

Robin visits accomplished programming
team, Teque, and meets some Shadow War-
rors.

What's cold but also red hot? It's Rainbird’s winter wonderland, an Amiga Gold Medal!

REVVING REGULARS

6 THE WORD

7 THE CHARTS

19 NORMAN NUTZ
33 RRAP

45 BUDGET

49 SCORELORD
51 ZZUPERSTORE
27 CLASSIFIEDS
58 RESULTS

59 PIG IN A POKE
80 PREVIEWS

CRASHING COMPS

30 WIN AN ATARI LYNX!
. . . From Empire in this mind-
bending comp!

30 REV UP WITH EA!

. .. And win a Formula One
Scalextric set!

76 WARHEAD

Save the earth in this Sizzling Sci-Fi shoot-'em-up from Activision.
AFTER THE WAR 78 1K+ (5M)
AFTER THE WAR (Amiga) /8 IKARI WARRIORS
BARBARIAN (Ami 45 KNIGHTS OF THE CRYSTALLION
CHAMPIONS OF KRYNN 19  (Amiga)
CRACKDOWN 10 KNIGHTS OF LEGEND
CRACKDOWN (Am 10 MARAUDER
DAY OF THE VIPER (Amiga) 19 MIDWINTER (Amiga) (GM)
DEMON'S TOMB (Amig 19 MOUNTAIN BIKE I?ACEH
E-MOTION 72 OVERLANDER (Amiga)
E-MOTION (Amiga) 72 P47
FERRARI FORMULA ONE (S) 8 P47 (Amiga)

45 PIPEMANIA (5) )

45 PIPEMANIA l'.Arl'uga ) (5,
PLATOON (5M)

74  SAMURAITRILOGY

19 WARHEAD (Amiga) ()

45 WEIRD DREAMS

70  WEIRD DREAMS (Amiga)

45 WINDWALKER

75 WINDWALKER (Amiga)

12  WORLD SOCCER

12

Watch out for Issue 61 - it hits the streets on April 12!



CHARTS

Im'u'llltdmhﬂuﬂdwhﬂli Turbo Out Run way ahead in
[H' Hﬂ- mhﬂh“m!ﬂmﬂhhmmmm
a m
Ocean have a vice-fike grip on the top of the 16-bit charts which will probably stay
r&wwmu&-mmmmmumm
mmmmm&mmﬂmmmhmmu
Chippenham in Wiltshire, Well done Adam!

wmmummmrmmmmm Shrop-.
shire, §

TOP 10 C64 GAMES

1. TurboOutRun ...............ccceveenne (US Gold)
2. Batman: The Huvia ............................................. Ocean)
3. Ghouls "N’ Ghosts . {DﬂpcnmeS EBH]
4 PowerDrll ..........ccccooiinniinirerennns (Activision)
5. SWMCarRacer ..............cccccrvnnnreusnisunsesnsnns {Mh::mﬁtyla:l
g. The Untouchables ........................cooeevvenrissins [S ['Dceag;
. Mrlh .................................................................. m
B OOt . . ['Ihyaslgamus}
9. ORROMN .. (Origin/Mindscap
10. Mi Prnaa BOCERY ... s {MmrqusE
TOP 10 AMIGA GAMES
1. Operation Thunderbolt ............ . (Ocean)
2. Batman:TheMovie ...............cooooooomovoooeeoe Ocean)
b F-20Retaliator ... sevessensnas (Ocean)
T e e e S e L TR {ﬂ.mg%
TR (Capcom/US Gol
6. Sim City . (Infogrames
Bs  THODBMROINY ........ioii0iimssniniossmmsioniiniinmmsinnoist (Psygnosis
8. North And South .. (Infogrames)
9. Xenon2 ... .. (Mirrorsoft)
10. Atron 5000 .. (Players)
C64 MUSIC
1. Turbo OutRun .......... .. (Maniacs Of Noise
2. Ghouls 'N'Ghosts .................ooceeennemrirrsenreens (Tim Follin
3. Batman: The Movie atthew Cannon
4. The Untouchables atthew Cannon
o e TR Y R SRR L L (Maniacs Of Noise)
AMIGA MUSIC
T R e e L i (David Whittaker)
2. Ghouls’N’Ghosts ................cccoovervrrrerriirsressns (Tim Follin),
3. Batman: The Iilr.win -« (JOnathan Dunn),
4. Double Dragon2 ........... (Tomas Barratt/Richard Aplin)
5. LEDEBTORM ..........coco... (Tim Follin/Mike Follin)
COIN-OPS
T s R e e i (Sega)
2. Teenage Mutnnt Hero Turtles ..............c.......... (Konami)
3. Chase HQ .. s S e e
4. STUN Fll.mnnr .......................................................... (Atari)
5. Hard Drivin’ . (Atari)

STOP PRESS
EXCLUSIVE!!

Talk about a at the lievable!! On the technical front
eleventh hour!! the April it's mind-blowing with a full col-
issue just a day away frombeing | our ‘patchwork’ effect of the
sentoff to the printers, outofthe | land below, moving map dis-
blue we were sent a demo disk | play, and a superb thrusting
of the C64 conversion of Virus,a | effect as you move around the
graphically awesome game landscape.
originally written for the David has yet to incorporate
Archimedes by David Elite Bra- | enemy vehicles into the game
ben. and the frame update needs to
Previously unknown prog- be increased a tad, but rest
rammer David Doll has been assured it's qultlnn superb so
working on the title for just over | far! Exclusive review next
ayear now and from what we've | month!!
seen of it so far it's simply unbe-




CONSOLING THE C64

PORTAL -
THE

PAPERBACK

Activision's Porfal, one of the few
‘games to go unrated in a ZZAP! review,
has come back in paperback form.
Written by Rob Swigart the novel is
being published by Grafton Books for
£3.99

The story begins with an astronaut
returning to Earth only to find humanity
has vanished. In search of clues to
what's happened the astronaut finds
Homer, an artificially intelligent com-
puter. In the computer game Homer
was simulated by the C64, with you
going through the various files as you
wanted, slowly piecing together the
story. The novel describes things from
the perspective of the astronaut, Peter
Devore, and sometimes the computer!

Eventually we learmn about the dis-
covery of a universe-spanning travel
system (the Portal of the titie), which
Devore must gain the psychic powers
to harness. Swigart is convincing in his
scene setting with a one-state world
and its Inevitable flaws.

Technology is cleverly used,
although the author sometimes goes to
extremes in describing it. Personally |
found Povtal a compelling read,
although it's weird how the author has
decided to convert a game which was
50 well-suited to being presented on a
computer. Not guite as atmospheric
perhaps, but definitely one for fans of

the game.
Robin Hogg

FIGHTER BOMBER GROUNDED

Activision's excellent land Sizzling)
Amiga Fighter Bomberhas suffered a
brief grounding due to a bug on one
otthe very last missions, namely Bro-
ken Arrow. Once you land a menu
comes up, but due to the bug the

I A E RN

mouse pointer can't click on any of
the options, effectively ending the
game. This bug was limited to the very
first few copies of the game, and most
of those out now should be fine. To
find out if you have the bug, use the

23123 FT

cheat mode in this month's playing
tips section and check out the mis-
sion, Activision's friendly and efficient
complaints department will be happy
to whizz you a replacement copy.
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fastest and stunningly
designed sports cars in the
world. The ltalian car manufac-
turer {owned by Fiat) also par-
ticipates in the glamorous sport
of Formula One motor racing.
But with glamour comes
danger: witness Gerhardt
Berger's horrific crash last year,
caused by a faulty steering sys-
tem. It only went to prove how
the life of a driver is firmly placed
in the hands of his mechanics
every time he races.

However, as Ferrari's newest
driver, you're not as trustful. You
insist on testing the car
thoroughly at the Ferrari test
track in Fiorano. Here, you can
analyse the car's aerodynamics
in the wind tunnel, adjusting the
frontand rear aerofoils to create
maximum downforce with
minimum drag. In the dyno room
you cantestyour engine, adjust-
ing the revs, turbocharger, and
engine age — and monitor the
effect on horsepower, torque,
and fuel efficiency. Fiorano's
testtrack allows you to measure
the car's performance (and your

Fﬂrmri makes some of the

Electronic Arts, C64 £9.99 cassette, £14.99 disk (DISK VERSION REVIEWED!)
®Drive like Robin Hogg and not get arrested!
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driving skills). There are 45
special sensors placed around
the track — you are given a split
time from each sensor to com-
pare with previous laps.

When you're completely
happy with your car it’s time for
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your first race, the Brazilian
Grand Prix in Rio. This (like the
other 15 Grand Prix) comprises
six track sessions: the first and
second day practice and qual-
ifying sessions (faster lap times
earn you a better grid position
for the race), and on the third day
the warmup followed by the race
itsalf.

Eachracetrack has apaddock
area (shown from overhead)
containing such things as the
garage, pits, race control, and
transport trucks - selected by
moving a the pointer over them.
At the start of each day it's
advisable to visit the garage to
install a new engine and, in the
pits, adjust various parts of the
car (engine, gearbox, suspen-
sion, and tyres) to m.;_lt the track
and type of session. To help you
decide, your faithful mechanic
Mauro makes suggestions for
the optimum settings of these
systems.

Once on the track, control of
steering and acceleration/brak-
ing is via the joystick (the origi-
nal Amiga version used a
mouse). Changing gear is
achieved by pressing fire with
up/down (this is automatic on
the easiest of three difficulty
levels). Amap of the track shows
the relative positions of all the
cars, while another display indi-
cates your current race position
and time. (C128 owners can turn
off these displays to make the

ZZAP! APRIL 1990

4 It's snowing and you've flying
off to the first track.

game run slightly faster.)
Taking a corner too fast (or
ramming another car) can cause
you to spin off the track — a seri-
ous crash can put you in hospital
for several days, possibly caus-
ing you to miss a race. If you're
not so good behind the wheel,
you can choose passenger
mode in which the computer
drives the car — you just make
tactical decisions such as
choosing when to come into the
pits.

This is one of my all-time favour-
te Amiga games, so | was
pleased if a mite doubtful about
a C64 conversion. Could such a
complex simulation be con-
verted without major omissions?
| needn’t have worried: all the
features of the classic original
are here. There are so many
things you can do to your car,
altering everything bar the
paintwork. The presentation is
superb with detailed static pic-
tures, easy-to-use icon driven
menus, very quick disk acces-
sing, plus a neat loading screen
and ‘revving' title tune (better
than the Amiga's). The only slight
disappointments are the slow-
ness of the 3-D track and the
"dying wasp’ engine noise. How-
ever, these minor flaws fail to
spoil the racing action, mainly
due to its ultra-realism. The
handling of the car is totally
authentic: overtaking and cor-
nering are arts to be mastered -
and more often than not | found
myself spinning off the track
|straight into a hospital bed).
This toughness - even on easy
level — makes winning a race a
rewarding achievement with the
longer term objective of becom-

1 ing World Champion offering an

Irresistible challenge. No mator
racing fan should be without Fer-
rar.
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The Amiga version was (and still
i8) superb and here we are with a
remarkably similar 64 version, in
fact it's the most faithful conver-
sion I've yet seen. When you
consider how much there was in
the ornginal, the conversion is

F o

something of a miracle. The
Iatter‘lliﬂr‘l to detail in Ferrar is

phenomenal. Speech at the
start, a useful demo mode, the
sheer quality of the graphics, a
friendly icon system - this is one
classy product that's for sure! Of

So they think these racing cars are fast? Pah! | can out-accelerate
them in neutral. But after several crates of Vim even | found it hard to
stay on the track. What's more, to get the best out of the car you have
to tell your stupid mechanics what to do with it. This makes trying to
win a race with this primitive technology as sensible as being a
kamikaze pilot. At first | simply enjoyed smashing the other cars ofi
the track but when Phil had the temerity to win a race | had to prove
my superiorty. That's when | really started getting into the game.
There's so much to it; organizing your campaign to win the World
Championship right from the early days at Fiorano, altering the
aerodynamics and engine performance, to specially tuning your
engine for qualification heats. Not one for the typically moronic
human, but those with above-average intelligence might just be able
to grasp it (Phil's winning was obviously a flukel).

course, as with all car simula-
tions the core of the game is the
racing effect ana Ferrari per-
forms admirably. The illusion of
movement is convincing, the
road perspective working well
with speed kept up to match. It's
not quite a Revs for realism but
like Phil and me you can have
some graat times trying to reach
1st position! A great game which
can be as complex, or as simple
as you want .

Great sampled speech and title tune.
Good mixture of effects, especially in
the pits. Engine noise is a bit weedy

HOOKABILITY 85%
Hhﬂi&:w to keep the car onthe
track, Menus are very user-
friendly.

LASTABILITY 96%
Animmensecha the
16-race season. with your
car is an absorbing pastime in itsalf.

OVERALL
95%

A superiatively presented, ultra-
realistic simulation of Fermula One
racing. \

ZFAP! APRIL 1990 o




US Gold, C64 £9.99
cassette, £14.99 disk;
Amiga £24.99

cereal, Dr K has decidedto | | e b
take over the world. Secure | Y
within his gothic castle he has | e
created an army of genetically |
engineered soldiers to :

accomplish his mad ambition. B4 "

Allthat stands in his wayarethe |
terrible twosome - Andy
Attacker and Ben Breaker. |
Sounding like a pair of cartoon 1
characters to promote ‘Special J 1
K', they must progress though 41
the 16 levels of K's castle, plac- ? = . .

ing at least three explosives on g . > .

each. . - -
To be effective the explosive : . ; .-
must placed in the correct posi-

¥ in the junk yard and Ben is about to be hit by a wrecking ball. (Amiga)
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A Two-player arcade action in Dr K's massive, maze-like castle. (C6d)

tions, but thankfully Dr K's
interior decorator has placed
large "X's to mark these. They
also show up on your radar
scanner, which can be vital for
finding your way through the
mazes, with just three minutes
per level. The main screen is
divided into two: one half for
each player, with an overhead,
perspective.

Of course, each level is
packed with K's goose-step-
ping soldiers who are weighed
down with weapons such as pis-
tols, machine guns, and even
flamethrowers. Thankfuily our
daring duo are not pacifists, and
begin the game with rocket
launchers. If these run out of
ammo they can switch to
machine-guns or - as a last
resort - fists and feet. They can
even use smart bombs. Refills
for the weapons can befoundin
boxes scattered around the cor-
ridors. You can also flatten your-
self against walls, to sneak
along without being hit. Later on
inthe game there are poisonous
rivers, lava puzzles, and some
nasty traps to beat.




US Gold have produced yet another first-class conversion with this
one. While the CB4's sprites are a bit blocky, the backgrounds are
very good indeed and move surprisingly fast — even in two-player
mode. The variety within the four levels per load is excellent, | particu-
larly like the junk yard's mangled cars as well as the conveyor belts
and deadly lava flows on the later levels. Of course, the Amiga version
has more detail: the swinging wrecking balls in the junk yard, a sign
you have to knock over, and the way your sprites shrinks as he falls
down a gap. In fact, the graphics are virtually arcade perfect - though
they still don’t really push the Amiga. | think the C64's are more
impressive for the host machine, although Robin would disagree.

What we do agree on is that the Amiga game is the hardest — you
have much less ammo for the weapons, and the machine gun is much
less effective than the cannon. This makes it a bit harder to get into,
but improves lastability.

Crackdown's gameplay is clearly second-generation Gauntiet,
with the need to plant bombs, collect ammo and the ‘sneak’ feature
making for a much more cohesive and involving game than simply
finding keys to exit all those dungeons. What's more the levels contain
a surprising amount of variety, and the different layouts force you to
use different tactics. What | think is particularly good is how, in two-
player mode, you can compete with each other over score — but the
joint bonus depends on you both getting out together. On the first
levels you can race to plant the few bombs needed, but later on
co-operation is essential.

LS 3

PRESENTATION 80%
Mice loading screen, Simullaneous
two-player oplion, three conlinueg
plays, four levels per 1Gad
GRAPHICS 83%
Main sprites are a litile biocky, but the
I'ma hl'g fan of two-player games backgrounds are graat, with plenty of
—and this month we've had more detail and variety
than our fair share with 10
F'Jpam&nm and E."ﬁﬂm both Some r?_-::l:liv‘irri?lﬁ;mfzhn M,
m‘ﬂdﬁ hﬂﬂm I n;'d ,ﬁ:jfm:td althaugh the title tune s a bit naff
Wi me Coid. mit-
tedly, US Gold have done a fine F_HDQKA{B.IL!TT‘BP*%
job with the conversions, but the Couldn't be easier 1o get into

coin-op wasn't that hot to start
with; just a souped-up Gauntlet,
really. | found it frustratingly hard §
to get into, especially as you can
never hit the smart bomb key in
time — surely holding down fire
would've been a better way to
trigger them? Still, both Robin
and the Scorelord really enjoyed
blasting all those androids, and
technically both wversions are
quite impressive. The Amiga
game is particularly good value
at just £20 for virtual arcade per-
fection. Worth considering if you
like this type of game.

LASTABILITY B7%
.. whilg 16 levels of a-maze-ing
achicn provide a ganerous amount of
anterfainmeant

OVERALL
88%

A great conversion and an
extremely playable game.

PRESENTATION 88%
Intro, two modes of scrolling - one
centrad on the player, the anti-
cipating mm:;wnm’t simultanecus

GRAPHICS 90%
Quite a bit of varety, some good
detail and scrolling.

A Level three and Ben is in the lead, getting close o a bomb cross.

SOUND 86%
(Arriga) Arcade ngm some good
I'm amazed just how close the Amiga transiation is with the looks, Hn-nﬂA!II.iT\" 85%

quality, and feel of the coin-op. Progression through the levels is
rewarded with significantly different graphics, some stunning effects
and gameplay changes making it one of the best two-player games
for the 16-bits that I've seen. Crack Down works extremely well on a
technical level, more so0 on the CB64 with smooth scrolling and fast

paced action to match — the collision detection is a little suspect but
it makes for a little more lenient game. The C64 game is let down a
little by the lack of extensive colours per level although this is com-
pensated for by some superb static backgrounds and a general vari-

ety in the graphic style throughout — look out for the System 24 chip
on level eight; well worth fighting through to see!

A bit hard to start with, lakes more
practice to get into than the Ced.

LASTABILITY 91%

Lots of levels with plenty of variety
mean this will take some completing.

OVERALL

90%
An arcade-perfect arsion
mhmmmm‘
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Amiga £24.99

he P47 Thunderbolt was

one of the top fighters of

WWII; a massive, heavily
armoured plane built like a big
old Cadillac. MicroProse/Fire-
bird provide a nice blurb on the
plane with their instructions/
poster but it's pretty much
irrelevant. Jaleco's coin-op I8
another horizontally scrolling
shoot-"em-up and realism has
nothing at all to with it.

There are eight long levels,
and the objective on each is to
fight through to the end and
obliterate the massive baddie at
the end. Along the way are scat-
tered a wide range of pick-ups.
‘B’ is for bombs which are useful
for blasting battleships, anti-air-
craft guns, tanks, and massive

AT
THUNDERBOLT

Firebird, C64 £9.99 cassette, £14.99 disk; -

trains.

‘E’ is for spray missiles which
break into bullets, all the batter
to smash up Nazi fighters, bom-
bers, monster planes, and huge
anti-aircraft rockets.
‘M’ is for multi-missiles, which
can be launched two at a time,
trashing helicopters, guns on
towers, and more besides.
‘S’ is for speed-up, revving your
engine up for much-needed
extra manoceuvrability.
‘T’ is for directable fire. Suspi-
ciously hi-tech, laser-like bolts
zoom off in the direction you're
moving.
‘1 Up’' isfor an extra life, for early
grave avoidance tactics.

None of the weapons can be
combined - you can only have

as good as anyth

much.

apparent.

¥ Avoiding the flak on level one. (54)

The Amiga's slick presentation compares with any con-
sole and the in-game g

better, than anything the
But if P47 proves the Amiga can do console-type games

ing out of Japan, gameplay is severely
lacking variety. At £15 it would've been irresistible, but £25 is way too

Of course, the C64 game is much cheaper, but the levels are too
| long and easy — making non-simultaneous two-player games very
tedious. The graphics are okay, although the ground attack missions
are coloured oddly, and the camouflage works too well, leading to
vehicles disappearing! Not a bad game, but hdﬂnaj;‘:a Amiga's
superslick presentation the unimaginative gameplay is all the

hics are as good as, if not
Megadrive's produced.

B 1 20 AP APRIL 1990

your standard machine gun and
one of the add-on weapons. This
is obviously where tactics come
in; bombs are crucial for level
one's end-of-level baddie, but
fairly useless for level two’s.
Most of the weapons can be
upgraded, from 2-8 projectiles
as you pick-up more of the same
letter. Should you complete the

aight levels then it's back to the
start, Amiga owners with the
added benefit of a congratulat-
ory screen and increased tough-
ness (there are four levels of
difficulty).

LS

PRESENTATION 64%
MO simullanaous Iwo-p rmiicls
multiload, but there

RO '|I'.|'| MPCE IMYEErE

GRAPHICS 67%

Farallax a bit jerky, indistinct sprites
DUT SOME mice ot

SOUND 64%

Confinuous tune with nice spot FX

HOOKABILITY 72%

Instant |':|.' ol :I:.-.'f::ll_-_ fair |':| EASY 10 D3I

T

LASTABILITY 56%

.-"'-.:_J.:1-r| |_"'I|':.- aant nct-1oo .’-_'_-|_||__'|!| D

OVERALL
61 %

Mot as slick a conversion as the
Armiga game — simultanaous two-
player option s particulary
missed,

PRESENTATION 88%
Simultansous two-player mode,
n::rwnplm loading screen, p“:ﬁl;uj
IN-Qarms massans scraans

: good demo moda.
GRAPHICS 86%
Nicely detailed spri attractive,
parallax scrolling backgrounds
improve upon the com-ap.

SOUND 76%

Jolly Japanese tune accompanies
axplozion FX.

HOOKABILITY 75%
Tough at first and not very onginal,
but attractive presentation and
shoat-'em-up gameplay draw you in,

LASTABILITY 70%
Eight levels aren't that much, but its
toughness and the ability to wrap
round provide a fair challenge.

OVERALL
72%

A mediocre shoot-"em-up gets a
superb but overpriced conversion.
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rose, C64 £9.99
cassette, £14.99 disk;
Amiga £24.99

teve is not a lucky

person. Of all the

unlucky love matches
made through the millennia,
Steve's love for fellow worker
Emily is most likely the worst.
Because, in truth, there aren't
that many daemons that have
been banished to Earth. And
Zelloripus, the one possessing
Emily, is the most evil daemon
there has ever been. Of course
Emily might look attractive, but
after centuries of tedium in
Plymouth her outlook on life is
not sunny...

To begin with, Emily gives

Steve some 'headache pills’ to

heighten his senses — so0 as to
make the coming agony even
worse. Then she unleashes the
eponymous weird dreams
which have such an intense,
vicious edge they soon put him
in hospital for a life-threatening
operation...

For Steve to wake up from
his terrifying dreams, and
survive the operation, he must
collect various objects from the
multiple, interconnected
dreams which haunt him. His
quest begins in a candy floss
machine, a great metal tub with
sticky pink floss whirling
around to be gathered up by a
stick. Steve must jump up at
just the right moment to grab
hold of the stick without being
flattened by it. (C64 owners
cannot be killed here, but it's

harder to grab the stick.)

Once lifted out of the tub
Steve is deposited outside a
fairground, just in time to face a
giant wasp carrying a very
useful object. Unfortunately the
wasp has a lethal sting... Amiga
owners can run left into the hall
of mirrors where there are five
mirrors (two of which are
temporarily barred), giving
access to the other dream
levels. C64 owners however,
must play the game in a set
order to make multiloading
easier. (This is an intelligent
use of machine, but frequent
death forces so much
rewinding and reloading that
the cassette version seems
almost pointless.)

There are about nine sub-
games in all, including a beat-
'em-up one where you fight
rock creatures with a fish,
some swordplay with roses and
a lethal game of ball with a
young girl.

¥ You've caughtafish - now use it to batter the ‘thing’ on legs. (Amiga)
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PRESENTATION 65%
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miErks are 168 sk Vafseonl

GRAPHICS 87%

S0 DOH, . Dodourtul, 3o

maginatree. The wasp 15 paricularly

SOUND 80%

Spomea nca Bading musie and in-gamsa

LIRS
HOOKABILITY 42%

The firsi game 18 ane al the handes
AN 1Bas] enjoyake

I:_u,|||r| 1SS s makes 1or 8 jormgame
challande, Bul waak gameepdEy makes

sistence unlikedy

OVERALL
52%

A bold conversion, which fails
mainly due to weaknesses in
the original’s gameplay
(Deduct 20% for cassette

' version.)

PRESENTATION 78%

Cuite a readable novella, but elaborate

dealh sequence soon becomes imital
ing
GRAPHICS 84%

Definitely weird, and nicely drawn, but
variaty is lacking.

SOUND 72%

Some good lunas and FX

HOOKABILITY 57%

Initially confusing and high difficulty
makes compulsive addiction unlikely

LASTABILITY 63%

Limited gameplay 15 hardly
compensated for by imtating tough-
NEss

OVERALL
60%°%

An ambitious idea which
lacks sufficient thought over
gameplay.
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This is the best puzzle game
since the classic Tetris. The con-

i\

- cept is simple, but fiendishly
== difficult to master as you con-
i struct a huge spaghetti junction
P F‘E_ of pipes, frantically trying to out-

r_ run the dreaded gunge! The

- L ‘ih‘gn.- graphics aren’t that impressive

-3 but they're clear and serve their

- ! \ purpose well; as does the gradu-
ally accelerating ‘one note jam’
sound on the Amiga, while C64
sound is limited to tunelets and
sparse but informative FX. Unlike
many other puzzle games,
Pipemania isn't limited to the
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same style of screen: for getting
onto higher levels you are
rewarded with not just different
graphics but lots of extra fea-
tures. The excellent expert and
two-player modes are the icing
on the cake. Brilliant.
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I've had so much fun playing Pipemania. The perplexing, pipe-placing
action is so incredibly addictive, and even when you lose it's not that
frustrating — the action is so panic-inducing you usually end up laugh-
ing at all the stupid mistakes you've made under pressure. Two-
player games are even more fun, and although competitive you really
need some degree of cooperation to stand a chance — Phil and The
Scorelord kept bombing each other’s pieces and ended up with woe-
fully low scores! The excellent bonus levels add extra variety, while
the password system allows you to get further through the levels with
each attempt. With its fast arcade action Pipemania is more than just

another puzzle game and will appeal to all gamesplayers.
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Pipemariais one of those games
you really have to play to believe

how addictive it is. A mere one
life to complete four levels of the
game before getting that all-
important password is just so
sadistic — we really must have a
challenge on this game soon.
The number of times |'ve nearly
blown a circuit when |'ve died on
the fourth in a series of levels is
beyond counting. If | knew where
programmers, Assembly Line,
were based I'd reduce them to
hamburger in seconds! But you
just keep coming back, because
it's so enjoyable to play. Unlike
most puzzle games the
emphasis is on arcade reflexes
as much as thinking, as each
new piece comes up the rush to
place it somewhere is frantic.
And when you've got two people
playing . .. well, Phil (the thiev-
ing, selfish protoplasmic slime) is
still talking in a whisper after |
very nearly throttled him for ruin-
ing one of my lines. 'Co-opera-
tion' he kept on saying, before
replacing my pieces so he could
get the most points!

As for differences between the
two versions, the Amiga has a
much greater variety of graphics,
not that they're particularly stun-
ning or useful considering the
price. The C64 makes do with
some tastefully restrained
graphics which do without any
multiload irritations. In short, this
is an utterly fiendish game that
no Commaodore owner should be
without. Forget shoot-'em-ups
and beat-'em-ups: this game is
going into the arcades, and once
you play it you'll know why. Buy
it now!

PRESENTATION 93%

Lots of options including useful pass
ward systam and bnlliant simultans
aus two-player mode

GRAPHICS 78%

Well designed for maximum clarity, A
bit lacking in variaty, though

SOUND 69%

Mice assordment of spot FX and
tunakats.

HOOKABILITY 97%

Let me have another go!

LASTABILITY 91%

Excellent two-player mode will keep
mtarest high (as well as causing loads
of argumeants!)

OVERALL

94 %

An amazingly addictive puzzie
game.

amiga

PRESENTATION 90%

Same as Cod

GRAPHICS 78%

Functionally clear with more variaty
than CB4

SOUND 60%

Panic-inducing ‘one note jam’ sound

adeguaie FX
HOOKABILITY 97%
Er it's a bit addictiva!

LASTABILITY 91%

The emphasis is on fun rather than
frustration, so the appaal is long last-
g

OVERALL

94 %

H plumbing's this much fun, wa
can't wait for the next burst pipa!




he armour-clad Dr Doom
is an East European dic-
tator with a fist of iron, lit-
erally. The metal monarch of
Latveria has swiped a US nuc-
lear missile, and is threatening
to blow up New York unless the
USA surrenders and becomes a
colony of Latverial Naturally the
President and his men object to
this proposal, and call on those
two patriotic superheroes,
Spider-Man and Captain
America, to help.

The two heroes must enter
Doom's castle complex and
stop the missile launch. Not that
difficult a task it seems, but in
addition to numerous robots,

751y
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Empire, C64 £9.99 cassette, £14.99 disk; Amiga £24.99

Doom has enlisted the help of a
large array of supervillains
including Batroc, Boomerang,
Oddball, Electro, and the thick-
skinned Rhino, each having dif-
ferent superpowers/weapons.
Of course, apart from punch-
ing and kicking, the amazing
Spidey can cast webs (although
he has a limited supply) while
Cap can throw his indestructible
shield. Having split up, the
characters take itinturn to beat
up an opponent and, some-
times, dodge a trap such as fire-
balls or a hole in the floor! Spidey
and Cap each have an energy
bar which must last the entire
game — when either hero’s

¥ A close shave for Spidey with supervillain Machete (Amiga)
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Whatever has happened to my favourite comic heroes?
Both Spidey and Cap have developed severe limps and,
on the Amiga, move incredibly slowly — perhaps they've
lost all their superpowers. In fact, | must wonder if this
was programmed by a devious supervillain, as it's
enough to make any Marvel devotee cringe with embarrassment.
| Both C64 and Amiga versions feature jerky animation and appalling
horizontal scrolling plus some very heavy disk accessing (or a super-
slow tape multiload too awful for words). And as in many other poor
beat-'em-ups you can succeed by repeating the same moves over
and over again as the supervillains aren’t exactly super-intelligent!
The only consolation is the free comic, but that hardly makes up for
the coma-inducing game.

energy reaches zero, the other
is also strangely defeated, and
New York is nuked!

Purchasers of the game geta
free collector's comic (the first
partnfmn‘nrbuﬂm'sﬁuvangn'
story), although C64 cassette
owners must send away for
theirs (it's too big to fitin the
smaller box).

but with the excep-
tion of Batman most have been |
dire, and Captain America has
now starred in two of the worst.
His latest is basically a beat-'em-
up with a few subgames and
comic strip screens dividing up
the sections. These add-on bits
Imay seem interesting, but turmn
out to be not worth the loading
time, not even on the Amiga.
That leaves the beat-'em-up
sections which have good
ential due to all the different
supervillains, but are crippled by
unbelievably slow response to

ERT4 S

PRESENTATION 60%
Excallent manual with superhenc/vil
lain biographies, free COmIC ofiar, Bt

horrendous tape mulbhoac

GRAPHICS 68%
Detalled backgrounds, attractive
soriles, but poar anmation

SOUND 40%

Sparsa FX

the joystick. The C64 me
s the best use of magﬁmt HOOKABILITY 42%
puter, but loading timas are The beat-"em-up action 15 Over-sim
bad. -n-m tm vmi'ﬂ“ isa ni'ght' ple with oo .‘Ir'.'l'l'«:'-rlr:_j:l e avaslable o
mare with loads for each section, ihe heroes.

LASTABILITY 52%

A fair-sized challenge, although the
villains are 100 easy 10 beat

OVERALL
48%

A big disappointment for Marvel
fans.

us the :;nmic: sCreens in bam-

PRESENTATION 52%

Lots of slow disk accessing, but the
frea comic and good manual are
some consotabon.

GRAPHICS 40%
Mediocra characters and back-
grounds, jerky scrolling, and poor
ammation

SOUND 30%
Sparse spot FX.

HOOKABILITY 24%
Homrendously sluggish response
ruing unoriginal gameplay.

LASTABILITY 32%

Tougher than the 64, but less enjoy-
able.

OVERALL
26%

Superheroes turned into geriatrics!
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Now I don't wish to get you all too excited but I
actually got a letter. It's from Miss Y M Cooperand
she mentions something about doing a Best Adventure
Games of the Eighties, like what the arcade guys did.
Ok all right... as if I hadn't got enough to do.

ADVENTURE TOP. (Melbourne House)
FIVE Wi ) ~ 3) Heroes Of Karn
Amiga " (Melbourne House)
1) fDraﬁEﬁﬁzn (Infogrames) 4)Dracula (CRL)
2) Journey (Infocom) -5) Tower Of Despair
3) Indiana Jones & The  (Games Workshop)
Last Crusade
(Lucasfiln/US Gold) Commodore 64 (Disk
4) Future Wars (Delphine only)

| Software/Palace) 1) Zork III (Infocom)
'5)Space Quest IT (Sierra-  2) Starcross (Infocom)
On-Line/Activision) 3) Guild Of Thigves

(Rainbird)

Commodore 64 (cassette)  4)Dragon Wars

1) The Hobbit (Ingerplay)
(Melbourne House) 5)The Hobbit
2) Mordon s Quest (Melbourne House)

THE HOUND
OF SHADOW™

Electronic Arts, Amiga £24.99

-might
think, about Hank Marvin’s mutt
but revolves around the oecult
and demonic doings of 1920 Eng-
land.
[t transpires that a devil doggy
15 about to leap into our
dimension and hound humans to
death. It's up to you to daggedly
mar the mutt’s malevolent
mischief and send i1t back to the
hairy hell from wheéneé it came
{Barkshire?). - z
Before you undertak
(probably not a good word to use
in the gircumstantes) this
terrifying task vou may either
create acharacter of yourownto
play with, or usé one of three
supplied with the game.
Character creating is a complex
job but basically wou chd®se your
sex, name;agh title, hationality
( American Org@ritish),
profession (sith as giﬁc rat,
scholar, or privite eye), and
skills (physical, social, academic,
creative, logical, spiritual, and
investigative ). Once §@u’ve
rovided your character with the
asics, they (hopefully) hone
their particular skills as play
Progresses,
€ game begins with you in
vour flat awaiting a visit by your
st friend - this character is the
same sex as you and, if interacted
with correctly,can be a great help
to you. When he/she arrives you
both hﬂ? into a cab to attend a
seance. It is at this seance that
vou receive an inklifig 6f the

- | dragged into doing something

‘even catch a

prmmne of the hound and get

=R

discover more
Appenings at the
L ynﬁ given
pound London 15
pean take the tube or
bus to places all -
around The Big Smoke. Walking
the streets is limited however, as
you're required to name (and go
to) your destination after only a
few moves. This is for your
benefit ag THOS is played in real
time an not got forever
actthe system

used tc S iscalled
Timeh games of this
type are for release.

Youinteract with THOS using
typed input and, although the
parser leaves a lot to be desired,
most commands are catered for,
Lext is used very well to create a
believable atmosphere and is
enhanced by nicely-drawn
graphics.

t the start of THOS you're
guided a bit too much by the
game and have no real freedom
to do as you like, but as the plot
thickens so your freedom to
explore grows, Having the ability
to ereate and plav Wil%‘l as many
characters as you like (only one
at a time though) means that
even once you ve completed the
game you can play again using
another character and'thear
different adventuring skillsg™

ATMOSPHERE __. . 81%
PUZZLE FACTOR Sl 841

INTERACTION " 2sN 2
LASTABILITY
OVERALL

A
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CHAMPIONS
IOF KRYNN

'SSI/US Gold, C64 (disk only) £29.99 A

rynn has had a
rough time of late,
what with the
Queen of Dark-
ness trying'to over-
throw the land,
and Raisthn
Majere~ a one-
time friendly mage - almost
destroying tﬁe kingdom when
attempting to hecome a super
god. Fortunately, the last few
years have been relatively quiet:
armies have been disbanded a

it is D,I].lj’ knights who, frﬂm their
strategic outposts, remain per-

manently vigilant against evil
doings.

However, runm:rsut Draco-
nian l:if: m.spm »
(again) ies are
no m ‘s-upj odigary folk
to patrel Krynira report theite

findings. U nff:rtun.m:ly as the =
plot thickess the eyil grows and”

cvenruall} only%gu and your
lhangndm the way
af f.:ﬂ tyranny.

party of characters is forned
at the start of the game (or should
}'uuht; n_hm. you can use the

w ) ared earlier). Attni-

ssinclude Class, Gender, Hit
ints ﬁl‘mour Class, andso on.

A gmphm depiction of each .
member of your party may be
subtly chafged {mimg ]Tf
armour, weapons, and hair,
-:xample} somou-may dmﬂngm
between characters whendn ani-
mated combat mode.

Controlled is with keys and
joystick, via options displayed at
the bottam of the screen. ga:h
scenariois depicted in a different
fashion, but all feature very nice
pictures (except for your being
shown as a square dot when
travelling over ]and] The

T A T i T

number of options available to
you are many and diversg{espe-
mall in cum%dl although you

t your computer Lake over
fur ou here), =

¢ first'thing I noticed abBut
l'_"hampmn-i Of Krynn was the
aWwful title music, thankfully the
stab of a key-géts rid of it.
Gameplay is very similar to
Curse Of The Azure Bonds
(another Dragonlance RPG) but

this is no bad thing, although play °

can get a bit annoying from time
to ime: ONE (I emphasise one
as [ could only see a sumgle enemy
in the graphic window) guy
wouldn’t let me into the town of
Throtl, so 1 decided to attack and

~teach hlm a lesson, Hnwe'l.-'f:t: i

when the combat screen
ed I found there were act-
:f about 20 hobgoblins facing
m}f party of foug— it was trouser-
changing time. Luckily, one can
run away when faced with such
an igrpossible situation. :
Apart from the fact that only
one saved-g MIIIDD i8
allowed per chira
Cha%ﬁs Of H i}'
lent featuri i
zles, defath, an intricate comba
system, depth and a very large
plag area. It seems better than ﬂﬂ
révious Draﬁnnlaﬂm releases,
ut then maybe I'm just getting

“used to them. Whatever the

reasop, 1 think Champions Of.
Krynn is a must for your mlle-b
tion.

ATMOSPHERE 81 %
PUZZLE FACTOR 86%
INTERACTION 88%
LASTABILITY 87%
OVERALL 87%

HNONAME

DEMON’S
TOMB: THE:;
AWAKENIN

Virgin/Melbourne House, Amiga £19.99

horror stirs. The very fabric of
time pace is attisk as forces
of good and evil repare to bat-
I:Jt And guesswho's in the thick
of it (but thankfully you've got
your frusty dog Sam with

you . . . just in case things get

{ v
“While working in an archaic
tﬂmb :ﬂ:-u.r father, an expert -
st (what's he doing
% von then?), dies a
sudden and horrible death, His
disappearance naturally cnies
concern and you set out to'dis-
cover what's me of him.
However, plunging you
stralg) Hn at the deep end,
on’s Tombbegins with you

e o, = R e e B S e A = b e i

R

)

ing fire, especially,if future
explorers are to leafn from his

findings- There is no way to save
your father though, ht'sdu-mued
to die,

If he doesn’t manage to save
eyerjﬂhmg from the Eﬁmu !
before the y engulf him, mmp}e-
tion of Demon &‘Ibmb K

—mhh: Fortung you T
1h¢ m .l"_._ :
agam . ". = . ; "1-.

ture i“'
Inmﬁim

=23 1;; " -
ﬁg}fﬂuly ngical ai

omb lets
q,muml without 2

4r

L | |

hat do you call | actually playing vour father ashe 4 *

a moor that explores the tomb. Accidentallyiijs

isn't? No, not - or 50 he thinks! - his lamp tips

a less but an over and ignites the dry leaves

exmoor. And that lie on the floor of the

it's here, in tomb . ... just 8 the door slams

deepest, dar- . | shut. Hes miy has very little

kes{ Devon time in w ré his records
(and Sgmerset) that an ancient'. | inaplace from the now-rag-

I




OFT
OPTIONS

SAI.E

SALE

C64 CLEARANCE I'.I.'EEE'ITEE
ACTION BIKER .............. 1.TS
CYBERNOID 2 ... 208
CHUCKEE EGG ............ 289
COMBAT 5CHOOL ........ 2.99
EYEOFHORAS .......... 2.89
FOOTBALL MMRECTOR ... 2.99
THE GAMES CREATOR ... 2.99
FRANKINSTEN ............ 2.99
GOTHK ..o 250
GAMEODVER 2 ........ 289
HOPPING MAD ............. 299
[KARI WARRIORS .......... 399
INDY JONEST OF DOM . 2.99
IMPLOSION ................. 1.99
STARGLIDER ........... 299
JACK THE NIPPER 2 ... 288
JOEBLADEZ ... 259
KNIGHT GAMES 2 ......... 2.99
KRYPTON FACTOR ... 2.98
HUNCHBACK 2 ... 289
NOODES OF YESOD ........ 2.99
| PHANTOM OF ASTEROIDS 1.50

PRESIDENT IS5 MISSING . 4.99

SPEEDKING ............. 1.75

C54 CLEARANCE CASSETTES
KNIGHTMARE ............. 1.99
LITTLE COMPUTER PEOPLE 2.99
MAX TOROUE ............... 200
MIM GOLF .............. 2.89
MIAMIVICE ... 2898
MIND SHADOW ... 299
MOTOR MASSACRE ... 2.99
NIGHT RAIDER ............. 3.99
REBULLS ........... 299
NETHERWORLD ........... 2.99
PINK PANTHER ........... 3.99
PASSING SHOT ... 399
OMINAWA. ... 299
ACTION SERVICE ... 299
DOMINATOR _........... 399
HOLEIN OME ............ 2.99
OUELSA ... 198
GREEN BERET .......... 299

SOFT OPTIONS

6 HOPE STREET
HANLEY

STOKE ON TRENT
TEL: 0782 204269

SALE

C&4 CLEARANCE CASSETTES
QUEDEX . - 299
ﬂ-LIﬁH:TEI' . 299
RETURN OF 'I'HE -JEIJI . 599
RICK DANGEROUS ... 6.99
LAZER SQUAD .............. 699
SUPER SPORT ............. 299
SABOTEUR 2 ................ 2.99
SHADOWS OF MORDOR . 2.99
SWATE CRAZY ........2.99
STREET HASSEL ........ 299
SORCEROR LOAD ......... 399
STRIP POKER 2+ ......... 398
SIDE WALK ...........208
STARRAIDERS 2 ... 288
SKOOL DAZE ................ 2.99
SUPER WONDER BOY ... 6.99
TIME SCANMER ............ 399
TOP FUEL CHALLENGE .. 2.99
THUNDER CATS .......... 299
VEWTDAMILL ... 199
THEATRE EUROPE ... 299

(64 CLEARANCE CASSETTES
BETTER DEAD THAN ALIEN 2.9
BEYOMD THE ICE PALACE .. 2.98
LIVING DAYLIGHTS ........ 2.99
ENDURD RACER ......... 2.99
CAPTAIN BLOOD ......... 3.99
CYBERNOID .........298
ELIMINATOR ........... 25998
ARMY MOVES ... 2.99
ACTION FORCE ............ 2.99
ANDY CAPP ... 258
ANMALS OF ROME ... 499
BOBS FULL HOUSE ... 3.99
CHAMP BASEBALL ... 299
BASKET MASTER ... 299
BOMBUZAL ...........398
BLOCKBUSTERS ... 299
BATTLE FOR MIDWAY ... 2.99
BLASTEROIDS ............ 3.98
GUNSHIP ..o, 5.8
APE i BB
FAST BREAK ............ 299
MOONWALKER ............. 6.99

CHASE HO ...

SALE

C84 SPECIALS

STUNT CAR RACER ......
(0P THUNDERBOLT .......
TURBO OUTRLN ........
GHOULS & GHOSTS ...
THE GREAT ESCAPE ...
SPTARE 4D ...............
SPOOKED ..........
MICROPROSE SOCCER ..

SALE

CB4 SPECIALS
PREDATOR ..o 2.98
TOP GUN .........ccooverer. 298
. 6.90 SHORT CIRCUIT .......... 298
. 5.90 HYPER SPOATS ... 299
I e R
6.90 SUPER SPRINT . . 280
6.90 HHEFEHH'E...........EEE
699 TOOBRUK .......... 288
. 599 THUNDERBLADE ........3.98
699 TRACMER ..o 209
. 699 UNTOUCHABLES ... 699
- 299 BATMAN THE HOME ..... 6.99
289 TOM & JERRY 2 . - 6.99
289 BLOCDWYCH . - 6.99
orenns 299 | JONES LASTEHJEADE 6.99

. .38 ALTERED BEAST ... 689
7.99 POWERDAIFT ......... 699
. 6.99 NEW ZEALAND STORY .. 6.99
6.99 NINJA WARRIORS ... 6.99
699 THUNDERBIRDS ......... 6.99
899 REAL GHOSTBUISTERS .. 6.99
T TRE i £

.. 5.90
6.90
eare 650
- 6.90

75p, OVER £5 P&P IS FREE

IN STOCK ITEMS DESPATCHED BY RETURN

R-TYPE, BATMAN,
DOUBLE DRAGON,
OPERATION WOULF
OUR PRICE £9.95

| THE BIZ

BEST OF ELITE VOL 2
PAPERBOY, GHOSTS N
GOBLINS, BATTLESHIPS,
BOME JACK I
ALL 4 DNLY £3.95

FOOTBALL MANAGER 2

+
I EXPANSION KIT
ONLY B6.75

MANIC MINER
+
JET SET WILLY
BOTH FOR £3.95

100% DYNAMITE
I DOUBLE DRAGON,
LAST NINJA 2,
AFTER BURNER,
WEC LE MANS
ONLY £9.95

TV SPECIALS
BLOCKBUSTERS
EVERY SECOND COUNTS
KRYPTON FACTOR

THEY SOLD A MILLION
DECATHLON, BEACH-HEAD
JET SET WALLY
STAFF OF KARNATH
ONMLY E3.95

SOLID GOLD
GALINTLET, ACE OF ACES,
LEADERBOARD, WINTER
GAMES, INFILTRATOR
ALL 5 GAMES £3.99

SUPREME CHALLENGE
FOOTBALL MANAGER,
HANDBALL MARADONA,
WORLD CHAMPIONS,
PETER BEARDSLEYS
SOCCER SUPREMO
ALL 5 GAMES £6.99

STATESIDE SMASH
RAID ON BUNGLING BAY
SPELUNKER
STEALTH
CHOPUFTER
ALL 4 GAMES £3.99

WICKED GIANT GAMES PACK
CONTAINS 50 GREAT
ARCADE ACTION GAMES.
TOO MANY TO LEST.
EXCELLENT VALLE
£8.50

SALE SALE

SALE TIME AT SOFT OPTIONS - CAN YOU AFFORD TO MISS THESE.
ALL ORDERS SENT 1st CLASS POST, P&P UNDER £5

Sale T

Title

'Please send me the following titles:

(zzc2)

Amount

P & P (if applicable)

Total amount
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NAIM ROAD

Tow
H.L- h;n-.n't spen to be going amywhere.

Tie

113]
miri can’t see which direction that is.

naia read.

Richard i on the top mogr road which runs

south of the poad 15 2 small,
sitaated by the entrance.
Be can See lam,

(Press FL ta see picture)

frem west to east, To the

ergty car park. A sign and 2 litter bin e

= N3

to do anything to begin with.
However, as you stroll, the clock
ticks on. And as there's a time
limit to this adventure, it’s best to

t down to business quickly,

A good atmosphere is created
using adequate text descriptions
and attractive graphics. Humour
nestles nicely in the prose; unhike
many adventures it doesn’t thrust
itself at you but gently touches
your arm, leans forward? and
whispers jokes in your ear#se
of which nearly made mé& ¥
Try typing in JiAnen
hang on to your insides. 4

Liget

Do you play computer adventures?
Have you ever been faced with a
seemingly impossible situation”

WE CAN HELP

Our adventure rescue
team work 7 days and 7
evenings a week and will

be pleased to answer

your queries. Open
noon till midnight.

We offer help with any
games Or any computer

- 50 if you are tearing
your hair out ring this

number now!

0898 338 933

T REE M 1ok Plubme Hal B, o oo LIREIA

Examine routine falthuugh you

have to be caﬁyinﬁitems before A

ou can examine them),
mon’s Tomb also includes a
Think About feature which
allows you to er . . . well, think
aboutitems and people you've
seen or met in the game. This nice
little feature providgs more clues
about your surroundings and
exXperiencesyss..
: ;masiproblems and
sensible,
llogical but
ot being able to
ple across boggy
drags you
tloe can | found
[ whilst amid
ag an object

i
wld, particularly
icat theing

ity to customise the
[/60/R0 eplumn, twoeol-
f text, and Text orMehu
is great and Demon’s
Wieatnres many more really
ans: user definable
ipnS{such as defining X
- undo last move,
previous line recall and edit, and
ramsave/load, The Text or Menu
option is most wseful; playing in
menu mode (pick n’click, basic-
ally) provides clues to playing
‘cause all examingble and Think
About objects are listed, plus all
verbs and adjectives available.
The pq;kagi% elaims that
Demon's Tom ures ‘Some
of the toughest, problgis you'll
ever tac% - 7y this wasn't
true, as sure i-won't be for
any seasoned adventurer (if 1
were any mogé seasoned I'd be a
Madras). Ngnetheless, the game
is good. I félind it a little easy to
make progress but thoroughly
enjoyed my romp through

L Tre— i
sCreen
1S O

Devon . . . well who wouldn’t?
ATMOSPHERE 78%
PUZZLE FACTOR 64 %
INTERACTION .~ 80%
LASTABILITY 59%
OVERALL 75%

155 -..I - ;
= W,

VIPER

. Accolade, Amiga £19.95

ZOF THE &

he amount of times
the human race
hatilds a meFa j
machine only foritto
o berserk and
acome a threégd to
its credtors you'd
think we would have

learned our lesson by now. Bul,

ah no, here we go again . . .
“ GAR was built to carry out all
those tedious deep-space tasks
that Man couldn’t be bothered
with: mining, piloting cargo
ships, and so on, A cross between
human and machine, GAR's bnl-
liant bio-technoid mind eventu-
ally blew a fuse (probablys.
through boredom) and it’s cur-
rently busy creating mega-
weapons so if'can destroy all
biological life (it even surrounds
itself with a protective force: a
GAR-field). GAR is planning his
extinction of human life from the
relative safety of cold, lifeless
planets at the edie of our galaxy.
While cruising through deep
space in your attack frigatea dis-
tress signal interrupts your pon-

WINDWALKER|

= e —

derings. Earth’s defente base has
been attacked and GAR is sus-
pett number one. An all-out
strikéls consideraghfutile

dn’'t ya knows#7) and it’s

decided that omg ship — yours -

may just be able to enter GAR’s

defences undetected. It's imes
like this you wish you'd left your
cdmmunications switched ntyl.

You're told'that back-up disks
of Earth's defence system are

“stored.at the besieged base an

Evum‘ ship comesequipped wit
a Viper Droid}a remote-control-

led attack unif), you're volun-

teerey) o go gnd sortdhe situation
out, JHede gur Viper ta
bea h and, cop-,

_trolled by yob from the safety us_l-
%our ship, find the disks and

1003 (¥
mnr:t..ili‘f“ﬁ‘cul.ﬁt}.r
The screen veryneatlydisplays |
your view of the base ?ns seen:
through.Vipet's unfee in%?}’ﬁ}
plus its yarious systems. 1nese
i ' i R

Origin, €64 (disk only) £19.99; Amiga £29.99

ay back in
ZZAP 3@
rather -
enigmatic
character
called Nik
Wild
(Superman
fan and Bloe Peter Gold badge
winner), reviewed Moebius, the
prequel to Windwalker. It
received a cool mn?ﬂn and was
awarded a mere 48%. Two years
on, have Origin improved this
sequel enough for it to smash
through the barrier

The Emperor of Khantun,
Chao Ti, has been imprisoned by
the evil Warlord, Zhurong and
his Alchemist sidekick. Shen
Jang. These two tyrants are rul-
ing the once-prosperous Khan-
tun in true, er.. tyrannical style.
You know the sort of thing, send-
ing menfolk to work in the jade
mines, making sex-slaves of
women, killing all who dare defy

1 «bringing forth evil

g.the land, and

; 1-_.._ h g‘all_

.Werf '-, ecided that

hen EH?H; must be stnp-

Ecd and the rightful Emperor put
ack on the throne. ‘Only right
and proper’, | hear you say. But
does Meby tackle the situation
himself? Does he use his incredi-
ble powers to put right wrongs?’
No! He gets some untrained,
inexperienced disciple to do his
dirty work for him . . . which s
where you come in.

Before you set out on the long
and arduous road toward freeing
the Emperor and gaining a bit of
enlightenment along the way it’s
a good idea toindulge in a spot of
combal training. Becoming
proficient in both armed and
unarmed combat against a vari-
etyof foes not only prepares you
for future fights but also rewards
you with greater attributes
(karma, honour, hﬂd}', and
spirit) for when your journey
begins.

* Once in the adventure proper
you control a head icon of your-
self asit jerks through interesting
landscapes and dull indoor loca-
tions. All characters are depicted
in a similarly heady way, except
when at sea where a boat icon
takes over.

While wandering, you talk to

=
| .

%
gty
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| ings, laser, s

ineluded scanner, direction indi-
cator, computerised jotter for
making notes on your surround-
. Mﬂﬁd inven-
tory. All of which arc gocegsed

“Toulin 3 3
Yo five butlda¥s con-
sisting OPfiVe floot featusing up

r
to fifty rooms each to search for ’F

the five disks. Ny r five is

{ definitely alive in this game!

~Notonly do e to find
the disks but also keep your'droid
in good repair and maintain

difficult by the base’s defence sys-
tems and GAR'’s secun
mechanoids). All functions -
such as scanning, using shields,
and firing w NS — USES ENergy
byt, fortunately, energy-giving
crystals are to be found in the cor-
wlérs. Also to be found ‘lying
around” ire colopt-coded pass
keys for access (0'equivalently

o

colour-coded rooms, and various | EE

b e

?.i““" parts for maintaining # I
et i L

Fa . S
Allin all, Day Of The Vipdr |

seems quite state-

health elixirs, and scrolls to help
youon your way. The id:'.’:i} s ;Itgt,-
YOu remain a %{ﬂ ; cand &
not indulge in iﬂbﬁgme i
deeds such as stealing or runfting
away from fair fights,
Controlling your head as it
jerks around the play areais par-
ticularly boring — especially when
indoors - and communicating
with other characters takes an
age. Combat is more interesting
but animation remains jerky and

Y/ NDWALKED

Training

. ¥ETrance.

- energy levels (made all the more | However, early in 1988 ga
rcharacters, fight a variety . | limited fiht-moves soon induce
srsanies, pray for helpand | yawns. facaend -
find objects mcﬁ as money, = THe'research into oriental . |

medicine, alchemy, amhmluﬁ_f

mythology, and so on Iqas_ﬂhh—';-..

ously been extensivg, butit’s | |
rendered uninteresting due to |

simplified gameplay. i
indwalker suffers the same
[ate as its predecessor, Moebius
in that it features some poten-
tially good ideas but remains
flawed. It’s just too slow and
unrewarding to warrant perse-

Diff;r: nces between Amiga

called Slaygon was released for
another 16-bit machine begin-
ning with an A. Reviewed in our
sister mag, The Games Machine,
it was reported to have been
created with a utility called GFA
Basic. The authors of Slaygon,
John Conely and Jdmes ({xley, 1
are credited for Day Of The
Viperand, if memory sérves (and
looking at the screen shots of
Slaygon). this is an incredibl
similar game, Charging £19

for a gamethat's two years old

' ATMOSPHERE

- LASTABILITY

(and doesn’t seem to have been

updated) is a bit
MNonetheless,
is yery enjoygble
dod, workswel
the urge to M
corner anid B
mechanaid , "

PUZZLE FACTOR .,
INTERACTION

OVERALL
e mr—

HI‘IIJI!:I
i
I

2
-‘é'{ .

MOMGOOS]

and C64 versions are minimal,
restricted to the quality of sound
and-grapfics (generally disap-"
pointing for the Amiga) u?” the
ability to use a mouse with the 16-
bit rendition.

ATMOSPHERE — 48%
PUZZLE FA . 42%

[ ]

SCIENTIFIC
SUGGESTIONS

Hobble gobble. Geek here, justto
say | haven't gone for good - it's
ust that Norm nicked all my space
or extra reviews. I'll see you all
next month with lots of tips and
Clever Contacts. Beforelgo, War- |
ren Lee Melia asked me to amend |
his list of solved adventures . . .

shadows of Mordor, Guild of Thieves,
Jinxter, Enchanter, Sorceror,

Warren Les Melia, 1 Thornhill Avenue,
Rishton, Blackburn, Lancs, BB1 4EZ.
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sl Origin/Mindsg

_-.:i-...* . Gﬁﬂdisk only) £1 9.99

" | thoughs o

@ he kingdom of
Ashtalarea is one
-4 shrouded in a history
. of dwarves, orcs,
elves, magic and
mfystﬂﬂr. A Icinggnm
of adventurers, by
adventurers, for
adventurers. If you're not the
m to settle down and earn a
nt living, trading or farming,
then ﬂih[ﬁﬁl‘ta is for you:
Inhabitants offer rewards for
quests successfully undertaken,
1ests offer their healing powers
or wounded heroes, and weapon
masters offer training in the art
of surviving. If not for all the
enemies wandering around,
Ashtalarea would be a great (and
safe) place in which to make a
fortune as an adventure
As with most RPGs
task is to create charae
which to explore Ashta
You g3

is extensive ﬁﬂ*:ﬂ*ﬂ Ly

but interestidg: Tt features
gender, class, and all other

game - you can even edit graphic

depictions of your heroes.*
ﬁF]i‘l}’ begins at a tavern in the

town of Bretile Lbs at

hostelries su t you
mait" sAVE you ]
{achieved by night).

Most Inns char
u need gold to sa¥e a game.
owever, should you be skint,

you may risk your inventory (and

worse ) by staying in a free but
sleazy hostelry.

In towns you discover all
manner of retail outlets (Weapon
smith, armourer, and shops)
frofh where the wealthy,

-

1 o
LTI §
c

options usual with this style of | ir

adventurer may purchase most
items required for a successful
quest. As you wander around
town you and your party are
depicted as a spinning helmet.

E)ﬂﬂt.-" you've seen enough of
town life (and armed yourself as
best you can — weapons can be
vEry expensive) it's time to
venture into the wilderness n
search of a quest or two.

There appears to be no real  /
Fﬂal in Knights Of Legend, apart

rom becoming a successful
adventurer and earning lots of
gold (enough of a goal for
anybody, I suppose).

The game is played using keys
only, or keys and poystick, to
choose actions from an icon

Bottom of the screen
[Bnit your

Bmplaints . . .
tes and seven
the game. It
urs tocreate
alk around
Mt of armour, and
N to save my
vas no challenge
ime: only the,
D Visit E?’Eﬁ bulding
it containéd
~something of import (which it
usually didn't). 3
~Communication with NPCs
i Player Characters) can get

A

using, at one point I asked a,

“guard a certain person he'd
mention om which he took
me to at person and
proceedédto give me a task 10
complete. i

I came across a.crumbly old
castle on the road and it todk four
chsk swaps to get in.

.. Text was hardtbread, evenon
a 1084 monitar.

There are good bits as well
-

Graphics the S '!'-EH'IIS

depicting your success al combat
or displaying buildings or
characters they're very good.
Scrolling is very fast and smooth,
and the game has a huge play

 arca.

In fact, although when I set out
on my initial trek through
Ashtalarea | thought I'd die of
boredom, the more 1 progressed
the better the game became.
Extensive combat commands
(such as panic, headbutt, Emn:h,
slash, and berserk) make far
interesting - even exciting —
conflicts. And the teachers of
magic, weapon skills, and the
odd arena where you can prove
your worth and up your grade as
an adventurer all add to the
depth.

e player’s handbook is quite
hefty and requires reading

thoroughly but the reference
card speeds up initial plays. If
you have the patience of Job then
Knights Of Legend's incredibly
slow gameplay system won't
bother you too much and you'll
be able to enjoy the game for
what it is; if you're not patient,
farget it! Did 1 mention that the

: Emrmiﬂ are really good? (Yes -
“d)

Really-useful information dept:
Knights Of Legead modules are
plaaned, throughWhieh vou'll be
able to explore four more
Kingdoms.

ATMOSPHERE 68%
PUZZLE FACTOR 71%
INTERACTION 76%
LASTABILITY 61%
OVERALL % 71%
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CBM &4 SELLERS

CAss  DeEc
A s 400 G99
Afta e WOl s AR Qo9
AlereciBoost ... A9 099
Betrrvca S MGG 490 Q00
BoaChess ... L T L]
Bhack MOgIC .o 4599 Q00
Block Tigel e 459 o
L TR —— A00 Qo
0 R e 13w
Bricn Cloughs
Football Fodunes ... AR oo
(3, o | R A0 Qo9
Comier Commnd ... ARG 999
Chomplonship Golf ... 499 MN/A
Tha Chaifip e 499 M
Chosa MGl e ~ A 999
Corfinenhd Circus ARG G99
Cricket Mosher ... G99 MW
Cursa Anure Bonds .. M 1699
Cyberboll 499 Q09
Dby Dot Horse
RO e s 699 Qo
Drogon Minjd. i L0 o0
The Dl {Test Drive 2) APT 09
W% g gp - T0 T R — A g
Ermiyn Hughes Socoer .. AT B99
Fiancish Frackdly .. ARD GO0
27 L - R — A9% A9
Foottal Diecior ... A09 WA
Faotoal Manager 2
RO - 499 o0
Workds ... A5G Qo9
Fun School 2 (&-8) ... 6ee 959
Ghosfusherns 2 . Ay 999
Fhoul ond Ghosly . a0 o
Haow Matal .......... A9 990

Narihos ........ A% G
Kenny Dolgsh ... A9 NA
Kk Ol o . G9F WA
Loper Saod oo A5 S
Mcropiosa Soooer ... 799 139
hew feclond Siory ... 49% 959
Paul Gasgoigne
Super Socoer ... APQ Q59
Fpamonsa ... A&00 Qo
Powerdifl .o 409 Qe
Surebock .. 459 DO
Foinbow Blond .. 559 Q59
Rad Stom REing ... 999 1399
Rick Danganus ... 699 990
RINgEIR e M 99F
REBGCOD serninens A0 R
Rocked Ronger ... MAA 1399
Run e Zourdel ... Ay a5e
........... 1 )
Scromblad Soils . 499 949
7y y e o L A S ULN, 450 999
Sharwars THOQY ..o A99 138
Shegkh Fighter ... 999 1399
e e A M 409 Qg
BTN e ainim s BES 14a%y
Suparwonoetoy . A 9ee
Tirres of Lo oo Ay a9y
TOmN e G5 G099
Trachsult Manoger ... 499 M
Traibls Champions ....... 499 WA
Tubo Outnn e ees 499
BT 1 Y . 1 - B 'L
The Unbouchables ... 499 999
WNEEON eimimrmsns A9 299
Wakd Draams .. 90 1199

CALL US ON:

24-HOUR CREDIT

CARD HOTLINE
0902 25304

EN Accsss
VISA

COMMODORE CASSETTE

Jabl 1B

SOFTWARE CITY
UNIT 4, BDC 21 TEMPLE STREET,
WOLVERHAMPTON WV2 4AN

Treasura sond Dy e 299

B WENTKE e cmmsmiisssnsasmimsns BT Torbo Bl e 1549
e T —— L 1 e | 2%
R i b e il 299 LS. Bosketool ... e 2055
Jon B 1 O 2 i 1.9% TR T — L
259

e 207

159

s 1. 59

I i s 25

COMPILATIONS

FTWARE CITY

e e R e 259
L r ] | [ S— 209
Wiordd Cleess Lendadtooed ... 299
WD GBS e 209
‘Wiorid Sades Bossball ... 24
Wowld Socolr e 20
{=Tamminaior .. 109
Ve kg fy o 29
Yogi Bear ... 1.
Fin gy o P R 205

THE ME: R-type, Oparafion Woll, SUPREME. Pater Bearsey's In'
Douts Deogon, Bafman, The Coped  Foofbal, Socoer Supherma, Foctbal
Cnsoder. Coss $7.99, Disc 51399 Manager, Word Champions and
MEGA MIDC Dipenofion Wolf, Barbanan Petier Shitor's Hondball Morodona.
2, Dragon Ninja & Real Ghosfbusten Cass §4.99, Disc £11.5%
Cass §9.99 Disc £1399 FISTS AND THROTTLES. Buggy Boy,
WINNERS: Inchana Ternphe Droagon's Lioir, hoord Womion,
mmﬂ:‘m " Thundercats and Endurmn Bocer.
Thundiarbiode, Imp Mesion 2. Coss £8.99, Disc £9.99
Cass £9.99, Disc £13.99 GAMESETAND MATCH 2 Match Day 2.
100 DYMAMITE: Afteurme, Lost Superbowd, Winter Olhyplod, Nck
Ninjo 2 Wec Le Mars, Double Dragon Falda, Championship Spent, Trock
Coass 5999, Disc £1199 v P, Shers Do Snooionr & SUpe
Hang On. Coss $8.99, Diac £1199

TAITO COIN-OPS: Raston, Fiying Shor,
Akonoid | and 2. Sapfight, Bubble SOCCER SQUAD. Foofoaler of T
Bobbie, Renegode and Lagend of Ve, (Gory Lineier's Supersiar Soccer,
b ey
EOHAMI ARCADE. Job - ;
Bered, Yie Ay Kung Fu 1 & 2. Ping Pong, THE STORY S0 FAR Vol 2. Onaianace,
Milke, Jockol Hypersports, Nemasis Hopping Mo, Spoce Homer, Beyond
and Shoo-Ling Rond. the koe Polace & Uve and Let Dia
Coss §4599, Diac £11.9% Cass $4.59, Disc 59.99
SPECIAL ACTION. Dirfler, Caapsholn THE STORY 50 FAR. Vol d. Ghostouster,
Blood, The Vindicoton, Doy Aleng, WoncerdDoy, Boolon, Bock io
Thormgson's Ohympic Chollenge and fhee Fuure & Guoriet.
50). Coss $8.99, Disc £11.99 Coss £8.99, Disc §9.99
WE ARE THE CHAMPIONS. Supeanpin COIN-OP HITS. Cuirun. Rood Blashers,
Renegods, Rampogs, 1K + & Sy Hurier, Thunciartioce & Bionic
Borborion Coss §4.99, Disc £11.99 Corrmando. Cass £9.99, Disc §13.99
INCROWD. Komav, Gryzor, Babarion,  @IANTS. Roling Thundier, Gounfief 2
Crazy Con, Precoior. Combat School, 720, Oulrun, Caiformia Gormes.
Picioon and Target Cos 8999 Dsc £1399
Coss §999, Disc §1199

ORDER FORM AND INFORMATION
Al orders sent ARST CLASS subject 1o avaliobily. Just il in he coupon and send t
fer- SOFTWIARE CITY, Uinif 4. BOC 21 Temple 5t Wolverhampon W2 44

ORDER FORM [Rlock Copiials)

7)) -
Address ...
. : el LA e L

Mool gome compuier|  voue

posiage
TOTAL
POSTAGE RATES — Please odd S0p for post B pockoging on oll oiden under £5
Owenad aod £1.50 pad Bam
Paying by chague - Chaques payabie fo 5oftwons City
Codliype .. Bepiry dcte
Sgrature FURCVEAN CROES
WARSTER AHD
Dol . BURCCARD ACTETH)
LAPAPRIL
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Fl:lr too long my plotting against the vile ZZAP! crew has been
confined to the Scores page. Satisfying as it is to erase their
names from the score tables, | crave a more humiliating way
of exposing their feebleness. Yes, another ZZAP! challenge is
needed. Pressure from my allies writing into the Rrap has
finally forced the cowardly team to accept a contest.

|l am determined to be victorious and have picked a brilliant
challenger from Liverpool. Andrew Roberts is one of the top
tipsters contributing to Pig In A Poke, and a master of games
such as Armalyte, Citadel and Snare. He's also contributed
articles to ZZAP!, such as technical pieces on C64 reset
cartridges and pokes.

Inevitably, ZZAP!'s most foolishly big-headed gamesplayer
- Robin ‘Fly Me' Hogg - has volunteered to take on my
formidable challenger. After long and protracted negotiations,
during which Robin keeps mentioning Dropzone and Insects
In Space, it is finally decided the challenge game shall be
Thalamus's mindbending Snare.

The Welshman hasn't a prayer, and I'm planning some dirty
tricks . .

26 Z7AP! APRIL 1990

SNARE: The
Game

Snare just missed outon a
Sizzler back in Issue 57,
eaming a worthy 88%. The
puzzle/arcade action
involves finding your way
through a maze to an
interlevel teleport. This
apparently simple task is
made infinitely more
difficult by a combination
of lethal walls, holes, and
aliens, plus the various
coloured floor tiles which
affect your ship’s speed
and its ability to jump or
turn. On some of the
game's twenty levels,
switches must also be
activated in order to
access other parts of the
maze, and on certain levels
your ship is unable to stop!
Snap 90° turns are
disorientating and can
easily make you dizzy.

onfident and begrizzied,
the challenger arrives
promptly at 9:30am after a
marathon train-trip from Liverpool.
Bravery indeed, as the country is
betng battered by heavy storms
and a town near Ludiow has all but
disappeared under water. Of
course, the Hogg man is late, sadly
not due to his being swept away by
a floodtide, but rather his usual
inability to wake up in the
mornings.

Once he does crawl into the
office he greets the challenger with
a grunt, if only to swipe the
cartnidge pokes Andrew has
brought with him. The standard
ZZAP! wimp junk food is duly
bought from the shop below, and
while the two are munching away |
subtly introduce the subject of
what a "difficult’ game Snareis.
The still half-asleep and very brain
dead Welshman naturally boasts
thatit's 'easy’ and loads the game
to show us his brilliance. My plan
is working and Andrew pays close
attention to all Hoggy's tactics.
This is going to be too easy . . .

But once Robin has rapidly lost
all his lives, Andrew takes hold of

¥ Cameron tries out his new platform shoas.

L
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A A concermned challenger watches the Hogg in action.

the joystick and shows off his own
tactics! It takes a strong frothy
drink of Vim to stop me from
blowing a circuit. The vanity of
these joystick-wagglers is truly
amazing, such vast egos are
incredible to behold. Several
hours pass while the two play the
game, always putting back the
challenge until they've had enough
practice. Since the Welshman has
all intelligence of a microwaved
pea, | feel certain he is getting the
most of this sharing of game
tactics. '

lt‘ﬁ after lunch that the challenge
finally begins. Heavy play on one
of the CE4s by the quick tempered
Hogg has temporarily reduced the
ZZAP! officeto asingle C128. This
means there can be no
simultaneous play—a factor | plan
to make use of later.

With the bold, if completely
untrue boast that he doesn't need
a warm-up game Robin goes
straight into his first challenge
game. He is typically tortoise-slow
taking the extremely easy first level
- the one where green arrows
show the way to the teleports. A
concemed-looking editor urges
the Welshman to go faster, and at
last he seems to wake up,
increasing speed on lavel two. His
success soon goes to his head
though, and he begins boasting to
Andrew that it's too easy. Andrew
takes advantage of Robin's
chattiness to engage him in
conversation about the relative
speed of multiloading on the disk
and turbo-cassette versions. The
Welshman soon begins arguing
the toss about whether disk is

three times, or merely twice as fast
as the speedy cassette . .. and
completely misses a jump.
‘smashing,” comments Andrew,
‘just keep it up!” And Hoggy
promptly loses yet another life. His
game is falling apart before my
very eyes!

Onthe next level he pathetically
cries, 'I've forgotten something’
and has to retrace his steps. On
level five he forgets the most basic
thing of all - the order in which
three coloured switches are
thrown to build a bridge to a
teleport. Simple enough you may
think. Round and round he goes,
trying new combinations while
Andrew smugly offers to tell him
the 'right” combination. Sadly, the
Welshman lucks onto the comrect
order and teleports through. Now
he is onto lots of little platforms,
making jumps all the time while
emitting a strange ‘mmming’
sound, almost like a squealing pig.
Very strange.

As Robin begins to pull himself
back together Andrew gives hima
very light, congratulatory pat on
the back. To which Robin
responds with typical charm; 'Oh,
what's that black eye you've got?’
Andrew laughs at this, and they
both agree that Rod Stevens
should be 'shot” for the murderous
level six. Lives soon begin to be
lost at a rapid rate, but in the end
it's the ten minute time limit which
brings Hoggy's go to an end with
128,520,

Confident challenger Andrew
gets off 1o a flying start, jumping
over the first gaps at top speed
and blasting the alien with real
purpose. ‘Into level two in 30
saconds,’ my proud challenger
boasts, drawing a strange grunt

from Robin which can be
translated (politely) as ‘shut up’.
Levels two and three take little
longer. Even the Ed grudgingly
remarks how fast he's going.
Andrew responds by taunting
Hobin with the fact that he only got
to level six, and then loses a life.

"You've sabotaged the
jaystick!" Andrew accuses the
Welshman, only to lose yet
another life. | urge him to get back
into the game, but then the ZZAP!
team’s dirty tricks begin. Ex-
ZZAP! art person Mel Fisher walks
in to make some disruptive
comments before wandering
away. Another ship nosedives into
the void, drawing a cackle from the
hideous Hogg. Andrew throws a
mock punch and looks back at his
screen in time to see a collision
with an alien ship. 'I'm ecstatic!’
cries Robin, drawing lethal looks
from Andrew and myself. Seconds
later a wallis clippedand! beginto
reconsider my tactics.

No sooner than Andrew finally
gets agripon his game, CRASH's
Nick Roberts comes in to look for
some Amiga games. Andrew skirts
death by milimetres to complete
level six with 71,000 points and
two minutes left onthe clock. Time
i5 tight. Level seven begins with
some slick switch activating, but
Andrew forgets the brakes and
drops down to lose another life. A
minute and a half left, and the TGM
crowd come in. Warren ‘Wazza'
Lapworth wants to know 'what
fool designed the status panel’ as
he squints at the confusing
numerals. Ashort debate is started
once the game is over as to what,
exactly, Andrew's score is. 90,925
15 the final decision = a hideously
unfair loss for my brave challenger.

Robin: 128,520
Andrew: 90,925

decide it's time to get serious,

and advise Andrew to play the
next game 5o he's still “in the
groove' from his last match. The
Welshman foolishly welcomes this
and struts over to his desk to read
a Heavy Metal magazine, as if the
match were already over. Andrew
8 still grumbling over his loss,
blaming the joystick as he
affortlessly runs through the first
levels. Robin looks up from his
magazine to condescendingly
congratulate Andrew on a ‘good
shot’. Andrew scowls and says
he'd have won the first game if it
wasn't for Robin's sneaky tactics
- 'bribing people to come into the
office and distract him',
Undoubtedly true, but arguing
leads Andrew into a sickening
error; he misses an alien and it
beginsto circle ever closer until his
ship is reduced to debris.

Andrew pulls himself together
though, and not even the
reappearance of Wazza wielding a
ZZAP! binder as a weapon can
distract him. Robin feebly calls out
'‘come on, Andrew" to make him
miss a jump but it's too late.
Andrew scores 132,890 and
shakes a fist at the whingeing
Welshman to celebrate his
magnificent performance.

Robin finally puts down his
magazine and sits down before
tha C128. He's finally realised it's
far from all over and s looking a bit
green about the gills. Fire is
pressed and he nervously
exclaims, ‘'Come on, come on, |
can’t play a blank screen,' as the
first level is prepared. He's a lot

¥ Wazza, Dom, and Hoggy give Andrew some helpful advise on

where he should be going.
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slower than Andrew, looking for
bonuses; ‘| can hear them, but i
can't get them,' he moans

“Yeah!" he feebly boasts at
getting through to level two and
begins making strange fish noises,
gumming his lips together as he
plays. Not even | had realised how
fragile his mind was until now . . .

Amazingly Robin remembers
level five's three switch sequence.,
'Copying off me,' Andrew points
out. But level six costs the Hogg-
creature two hives, and Andrew
keeps up the pressure — ‘That's
my tactic!' he says. Robin locks
around, then back to the screen
and complains that he's 'lost
direction’, What a pity . . .

By now his sloppy play has lost
S0 much time it's virtually all over.
He swears at a robot for not
moving into his line of fire, then
jumps into the void twice in quick
succession. A major
miscalcutation,' he mumbles as
his score istakendown—111,015.
Roundtwo to the challenger! | look
into the Welshman's piggy eyes
and see the spectre of total
humiliation lurking. By day's end |
expect to see him finally carted
away to the padded cell he so
obviously requires . . .

Andrew:
Robin:

132,890
111,015

I mminent defeat brings a distinct
shiver to the Welshman, which
he blames an the 'cold office’ and
turns up the heater to make it even
maore stiflingly hot. The Ed looks

little less worried and insists Robin
play his next game now, copying
Andrew's tactic of playing one
game after another. Robin breezes
through the first levels, but on four
he misses a switch, compensates
by picking up a bonus, and then
cleverly loses it by dying before the
end of the level. He finally scrapes
through to level five only to take a
millennium to kill an alien, and then
skillfully collides with a wall. On
level six a ship goes sliding over
the edge, but his score is sadly
ticking ever upwards,

By some foul mischance
*Hoagy ' gets onto level seven, the
rapid snap-tuming of the screenis
beginning to make me dizzy and
somehow a formidable 131,750
points are amassed,

Andraw takes a few momentsto
adjust to the game, aimost
seeming lost as he wastes time
killing an alien. But then he gets
into it and goes flat out, leaving no
room at all for errors. On level two
his sprite seems to overlap with an
alien, and there's a similarly close
encounter on level three. “It's only
a bit of fun," he claims through
clenched teeth.

Whizzing over the ‘whoop-de-
doos' (Robin's brain-damaged
name for lots of jumps) Andrew is
looking impressive. After three
minutes he's onto level four. He
slows down for this level's maze,
only to miss a switch when
jumping and has to repeat the
manoeuvre. Buthe's soon blasting
the final alien and drawing yet
another unrepeatable comment
from Robin. The next four levels

¥ The Welshman finally flips, but Andrew is determined to keep
playing,

are swiftly loaded in and Andrew
prepares to cook the Welshman's
bacon once and for all. A
depressed editor picks up the
phone to call official photographer
Cameron Pound.

Four minutes thirty seconds to
go, andit’s level six. Andrew starts
badly, dropping down a gap. But
twenty seconds later he's
completed it and arrives at level
seven with 100,000. At this point
Robin shouts out *cheat’, claiming
Andrew's only using the right
joystick button. Obviously he
knew the left one was faulty.
Andrew strives to ignore the
heckling, but is stuck on a platform
trying to shoot an alien on the other
side. Finally he decides to leap the
gap and take a chance - the
infernal alien gives chase and
while pursued Andrew runs into a
wall. It's all over — Cam walks in
just as the final score is noted
down, 114,485.

Robin:
=] Andrew:

131,750
114,485

As Cam swiftly sets about
imitating a typically abusive
paparazzoina 1911 'FTL' T-ghirt,
celebrations over the final score
are obscured. When Robin asks if
he's really won | break the news to
hirm that he hasn’t. A mad gleam
comes into his eye and he starts to
wrestle with an inflatable
crocodile, Clearly worried the Ed
re-axamines the scores and tries
to ‘correct’ things. At this point |
suggest a interphasal, Einsteinian-
Scorelord time warp mixed up
Andrew's second and third
scores. The idiotic Welshman
instantly agrees with my perfectly
logical expianation and prepares
to jump out a window . . . at last,
full success! But no, heavily
chopped liver knows more physics
than the Ed and having come so
close, | am defeated!

The final score is two rounds to
one and | leave the room to
console myseif by dissecting live
spiger-monkeys from Alpha
Centauri - the resemblance to
Robin Hogg is quite startling.

éﬁ-.

da A

Reckon you could do better? Well, Phil ‘Footy’ King is limber-
ing up in the changing rooms, preparing for a Kick Off
(Amiga) match against an ‘on the ball’ ZZAP! reader. if you're
chosen as the challenger you c?Evt to come up to Ludlow (Phil
insists on playing atho me?an .winorlose, you'll sure to get
some great prizes. And don't forget, football is played by
both sexes —so come on female readers, get your footy boots
on and prove to Phil that football isn’t 'a man’s game"!

I've scored more goals than Footy Phil's had hot dinners (not
that many then - Phil). And I'm sure that with my superior
dribbling and shooting skills | can easily tackle Pﬁil and boot
him into touch.

el

Name ...

N S

T&I- G L L L L R L L L L L L T Ty

My best victory (against International computer opponent) s

My best league performances are (eg England — 1st, 31 pts) .
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“A sure winner with the official conversion te the
home computer.” COMPUTER CAMESWEEK “A very
enjoyable and addictive game . . 'I-'he be;t:-ﬂ-nvrruun
| have seenm on the Amstrad.”

“There is more than enmough action in this
one to keep you coming back for more.”

COMMODORE
AMSTRAD SPECTRUM

Voted "Game of the year.”" The world's No. 1

excellent graphics..
first class shoot "em up."” 4 CRASH 5
“Definitely the coin-op of the year
Buy Operation Wolf, it's a brilliant

conversion." C + V0 GAME OF THE MONTH

F-hy :..'I':_'l-\.ll SME AVY AL

humaorous touches . . . great animation . . . the sound
hﬂl.lli |:|l enthrallmg le,r

eHects. too, are top qu.qlil:glr

an incredible-looking game. The Eraphics are absolutely

superb, with amazing sprite animation and visual effects.”

arcade game, “Super-smooth scrolling and g
C e WG HIT “Palace have really put everything into this one
.Without dnubt this isa

Lit's all done with such enthusiasm, skill and style that |
5 b fnunl:l miyself itching to pl.lg,r:u'r again and Again " AMSTRAD

: Gl o 'I"F-'

'ﬁ‘;’%.':*

L

r1.1."|_r,'~\. |:'i|'i|lr|| il 1t ._Ir'|| .‘_":ﬁ"'r'ur_-*:.j: ]l

“Barbarian Il is packed with

fEDAL AVWAR

THE REAL
GH4STBUSTERS

the Heal Ghostbusters offers great two player action.”

i “Great music, and | appreciate the opportunity to
l‘hE-E'tFl'lrﬁ-hn'IErlnperinn Er|I|th-:mrl.unr.lndd-rl;rntmp-ut
effects.” AMSTRAD ACTIOM “the creatures are wery well
detined and animated _ . . as near I;u-r..:rl!nnn Erﬂphl{i a%
ruu can ge'r on the Eputrum

‘ COMMODORE
AMSTRAD SPECTRUM

==

] T A A Y B e = e
ox BRSS9 77 O EANS | Fax: O&1 B3id 0650




e again t
Wwelcom hat you fe
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3 dust i ﬂr anyt h

mDnE'Ef the main
programme a

and, unsurprisin
its praise...

DRIVEL?

Dear Lloyd
For a long time, | have felt that
TV has neglected coverage of
the computer industry,
especially the software aspect.
I have written to both networks
about this and, In response, we
get the most negative piece of
old tosh | have ever seen, in the
form of QED (9.30 Wed. 17th
Janj).

Basically, it was implying that
everyone who regularly plays
computer games, even adults,
are shy reclusives who found
other people's company
uncomfortable and are heavily
influenced by the violent
tendencies of most games —
more so than' nasties. It
also was concemed with how
much exposure young kids
have with co :

Mow | see why there are no
computer rammes on TV. it
seems that the writers feel
threatened by compute
well as having a an
ignorance of our views of
games. :

Why can't they realise
computers do not have to be
used just for education and
business, but as a form of
enfertainment, just like reading
or listening to music. There's
nothing | find more relaxing
than winding down with a half
hour session on Kick Off or
Stunt Car Racer, but | still enjoy
a healthy sogial life. Computers
are obviously going to be a
major influence in everyone's
lives within the years to come.

To get children inte d and

- ! m
dangerous ‘making them
stick their heads in the sand
and feeling afrald of them, as
the makers of the program
obviously are.

Ivan Harding, Maidstone ME18
SHF '

Dear Lioyd

bout com puter

' s totally :
thg‘ij}?r;:m:rew:aﬁn‘t a single letter In

| have a short attention span

hance to say

ap: your ¢
f ;ll-“;bF;rutﬁhg mag, the computer

really!
'[gnpics this

month was the QED

e addiction —
o over-the-top

QED: QUITE EXTRAORDINARY

As you may have seen, QED
has opened up something quite
serious. Before | continue |
must confess to having not
seen the aforementioned
programme, but | have heard
about it in some detail and have
the article ‘Terminal lliness’ (on
page 8 of the Radio Times)
before me.

Computer gamers have long
been regarded as ‘stupid and
silly’, and have generally been
frowned upon by those who
regard computer games as
‘mindless’. Now, it seems
according to non-computer-
influenced parties, we have a
very serious diseasel We prefer
computers in preference to
people, and have lost the art of
conversation.

As Canadian Therapist Noel
Janis Norton says, ‘These are
children with few friends, afraid
of the give and take of

conversation. Children who get

their own way too much, They |
everything except the screen.’

She also adds that if the
games they play are violent,
they become desensitised to
violence faster than they would
through merely watching
violent videos: they are doing it
themselves,

Strong stuff indeed, and of
course being avid
gamesplayers, our (or mine
anywayl) response is to
automatically defend ourselves
and our right to play ‘mindless
games’ (quote from Radio
Times) whether we are right or
indeed whether we are wrong,

This however is only part of
the reason for my letter and the
point | wish to make is (] feel)
far more sinister than computer
addicts. The article in the Radio
Times makes interesting and
thought-provoking reading (for
those interested) and makes
the point that if we become
dependent on computers rather

for

than people we are not doing
ourselves any good. Indeed the
programme (so | am led to
understand) brought out that
‘depending’ on computers
rather than humans changes
our whole emotional make-up.
Yet — the article continues —
"..the real problem is not
computers,’ (as so many
people are quick to say they
are). ‘it is parents who have
forgotten how to be parents, or
don't have the ce. |
wish they'd start noticing and
worrying about what is
happening a bit sooner, and not

addiction to develop.’ After all
that | have tried to understand
about this subject | would like
to end my letter by asking
parents one questio Eﬂd

If you feel that your
prefers to spend more time with
his/her computer than with
both of you (as my parents
sometimes think), what do you
spend your time doing instead
of spending it with your child?
Is it work (as Is often the case)
oris it viewing the TV (as is
more often the case)?
Graham Harris, Leeds LS26 ONQ

Dear Lloyd
| have just finished watching

‘the QED programme on BBC1

about young people becoming
addicted to computer games.
The situation was blown out of
all proportion and it was
implied that every computer
user is a computer freak.

Young people have worse
problems to contend with, eg
drugs, fruit machine addiction
etc, and a progri » about
these would have served a
nmrnmunhj: ] I realise
that there is a small problem
that has to be dealt with, but
misrepresented.
games provide a lot of pleasure
to a lot of people.

On the bright side, it is nice
to see ZZAP! pick up again in
recent months. ZZAP! now has
a clear editorial direction and is
benefitting from it. It is now
being written by people who
are more concerned with
computer games than
themselves. Give yourselves a
good hearty pat on the back.
Jonathan Refson, Liverpool L18
ZEN.
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Thanks for your letters, Ivan,
Graham, and Jonathan. Excuse
me Iif I'm a little ignorant of the
infamous TV me in
question, but | had to watch it
on Granny's old 1938 Bakelite.
As a result, all | could see was
a lot of snow, so | thought it
was ‘Ski Sunday’ — untll,
through the perpetual
squealing and white noise
(they don't make ‘em like they
used tol) | managed to hear
some of the drivel being said
about computer games.

So what do | have to say
about the s Well, I'm not
telling you — | only talk to my
computer! But seriously, it's an
obvious tendency of the news
to sensationalize. A report
starting with a long section
praising the worthiness of
computers (and consoles)
would probably be rather dull.
When the programme in
question is a mere 30 minutes
there’s sadly little time for
balance. What's particularly
galling though, is the obvious
manipulation of images. The
shot of Mario seeming to bang
his head on a brick for ever, the
sideshot of kids feverishly
playing games without
showing why they're so
interested in what's happening
on the screens before them.

People were shy long before
computer games, and might be
anti-social reading books,
painting, collecting stamps etc.
Similarly addiction is hardly
confined to computer games:
people can get addicted to fruit
machines (which the media
invariably seem to group with
arcade machines), to watching
soaps, to eating, to not eating,
to alcohol and so on. If no-one
was addicted to computers it
would probably be stranger
than the fact that some are. But
probably the most irritating
accusation is that computer
games are mindless. Games
Such a E-Motion, Dungeon
Master, Universal Military
Simulator, and Damocles
require a lot more thought than
working in a supermarket or
factory, let alone watching TV
or going down the pub and
getting drunk! Even arcade
games nowadays require
tactics, success Is impossible
in Ghouls ‘N' Ghosts without
learning attack patterns.

I hope that restores some of
the balance, but at the same
time we should not forget
computer games are addictive
and do let some people
become more anti-social, just
like a lot of other hobbles. For
the future | hope a lot more

>



people will form computer
clubs. Games are so much
more enfoyable when you're
competing against friends, and
the reviewers here are agreed
their work would be a lot duller
alone. Getting together one
night every week or fortnight
for challenges on various
games would be a good way of
building up a social element to
the hobby. Moreover the best
opponent is almost always a
human, and undoubtably that's
why Kick Off won the best 16-
bit arcade game of the year
award at the recent industry
dinner.

Thankfully the future of two-
player games, having seemed
to be neglected by the industry
for a while, seems to be
returning to vogue with options
to link up two computers for
head-to-head combat, as in
alcon and F-16. Up to eight
Lynx handhelds can be linked
for simultaneous play. With the
growing sophistication of
computers, and the maturing of
the market, hopefully we'll be
seeing a growth in computer
clubs to promote the hobby. A
national network of clubs like
those for other hobbies would
be able to organize a betfer
response to programmes like
QED. And maybe software
houses will become brave
anough to support them with
cut-rate software, despite their

ANSWERS,
PLEASE

Dear Lioyd
| have written to ask you three
questions:

1. Are mail order companies
reliable’?

2. | am about to receive a
computer. Which computer gives
the most value for money (as long
as it's under £200)7?

3. How about printing the
answers to the competitions on
the results page, so we know
where we went wrong (if we did).

Apart from one or two minor
things ZZAP! is great.

Ross Bowell, Blackpool FY4
1EQ

1. Mail order companies are
generally reliable as long as you
remempber some simple rules:

a) always make sure the game

3-D STUFF

Dear Lloyd

| own a C64 and | am very
interested in 3-D stuff. I've
looked everywhere for 3-D
glasses and light phasers for

the 64. Would you please tell light phaser in a pack for
'-'-?"'“"r’ reputation as dens of me where to get stuff like that? afamfd £40. If t.l':f:lr: isn't a
m"‘f My friend said that you could feature about it in this issue,
get 3-D glasses from his Man's there will be in the next!
catalogue but you would have LM

=S

you want is in stock — many
companies advertise games
months before they're released.

b) never pay with cash — if
possible, pay with a credit card: if
you're ripped off you may be able
to claim the money back from the .
credit card company.

¢) keep records of when you
ordered (and any letters of
complaint you send).

And of course, remember you
can gel cut-price software from
LZUPERSTORE, safe in the
knowledge that you'll receive your
games within 28 days (and
usually within a fortnight). If there
is a problemn with a delayed
release, good ol Aunt Aggie will
keep you informed and give you
the option of waiting or having
your money back.

2. The C64 is undoubtedly the
best buy for you. With a user
base of millions there’s a plentiful
supply of software, plus many
user clubs.

3. A good idea. If Ken can work
out the answers, he'll print them!
LM

to get the whole 64 pack (that is
about £199)7 So will you please
give me a telephone number of
a company who sells stuff like
that?

Gareth Caple, Cardiff CF4 5AG.
You can get the glasses and

You call 5

;8
o ﬁ m Issue 51 came out H.hfdnwﬂlmmu'
?-4pheed ; en Issue 52 came Prfl:nd“!
g haumpngas. whyﬂml'ligh mt_l:wan %
o was ‘gotting o) g hear you ask
nnmd payf?rn bigger house I s¢ 2. %,
i s ;“ now back to normal. So aj| mmmmnpllmﬂnm-ﬁn"
WH happen jt Gordo wag stjiﬂs#ur T Yo e .
al Donegan, Manchester M2g DWEII! o
Glad to know ZZzapy going . have | been
is stilf
o el ﬂrung#h‘?ﬂﬂ?, but !

before
In 2001, Mrs Thﬂtghmhtﬁm' hear me out.

ﬂ'ﬂﬂeﬂtﬂhwl
were Robin, Ssue 51. Instead of
Hulmftu' and Phil. Soon the siordo, Kat,
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DON’T BE
ST-UPID!

Dear Lioyd | would be very
grateful if you can tell James
Wenham not to buy an ST. I've
tried talking to him, but he won i
listen: he's even using the excuse
that ZZAP! is crap! and that it -.a'.ﬁll_1=
get even worse as it goes on, SO |
he got an ST he'd have lots of

wd mags to read.

I'd also like to say that
Blasteroids is crap!, not unlike the
sST!

Oh and |'ve wrnte;le: l;;;::-ern, &
which | might as weil 1ell you, |
I've gone to the trouble of writing

it:
7zap, Zzap, isn't crap
Eul|1: do think it did lack
Over 200 pages (Xmas ish)
cover to back _
fm:-% also like to know if you don

mind?

. problem but if a budget game

BUDGET
BUYING

Dear Lloyd

First let me start by saying |
think ZZAPI is without a doubt
the best magazine around for
C64 owners, but that's enough
crawling.

Now to a small problem that
I've found most disheartening
whilst amassing my software
collection. What problem's
that?, you ask. Well it's like
this. Whenever a big name
game like Chase HQ takes your
fancy its availability isn't a

such as Shark (dear mel) takes
your fancy there's no sure way
of obtaining it. Many shops are
reluctant to order them so if it's
not on the shelf what can | do?
| was wondering if there was in
fact an address to which you
can place orders for budget
games alone (or should that be
only). if so then please
enlighten me, well you must
expect at least one stupid letter
a month, and this is it.

Bye for now,

Pug Cross Pit Bull, Cumbria.

Yes, er,...Pug, there is such an
address. It is: ZZUPERSTORE,
ZZAP! Towers, PO Box- 10,
Ludlow, Shropshire SY8 1DB/
You can also order full-price
games (including obscure and
old ones) for which you get a
discount, while you can order
four budget games for the price
of three. Now that's'what | call
magicl
LM

o

What happened to Zzap Back?

If you'd be so kind?

wWhat happened to computer
cock ups?

Yes what did happen 10 that

What happened to forthcoming

attractions? _
Didn't it sell, like Hell Fire

Attack? =

But now | will stop complaining,
| will say no more :

As | .:m becoming a bit of a
bore. _
I'd just like to say that Zzap 1s
brill i

Zzap is Zzap .

And it's better than (one C64
review) CU, Crap!
Jonathan Maynard, Eye, Suffolk
Mr James Wenham, don't buy an

ST, o S e M
The reason, my friend, is @asy

fo see, :
They've got Specirumimy

sound and they're not in rEEAP.‘
Basically, James, theyre I EIY

t | crap!

LM




MlSSING H"S turned off your 64. A waste of

money.
Dear Lioyd Jonathan O'Brien, Templeogue,
How Ninja Il was left out of all 3 Dublin 12
charts | can't understand. And
what about Sanxion, Delta and PS. Bring back Zzap! Back as it
Quedex? Stavros Fasoulas is a would be useful as a Cor Blimey!
genius! extension. Most cheapies these
Now that's finished it's just days are re-releases, ie Hit
about time for me to go. Oh yes! Squad, Kixx, Ricochet...
Just a while ago | played Chase FPS. More arcades please.
HQ on my friend’'s C64. Here's my PPPS. (groan!) Well done to
thoughts on it: Thalamus for the superb
Presentation 60% Refrograde.
Ok title screen and good
‘Nancy’ reports but otherwise no
great shakes, | take it you're referring to the
Graphics 58% reviewers' favourite games of the
Amstrad-like main sprite, decade (Issue 57). | too was
average backgrounds and a very surprised by the omission of
jerky road (Inevitable some games, Delta particularly
Programming Faults Inc) (although Robin says that if not
Sound 47% for Armalyte it would have gone
Dire engine drone, no title tune in). | suppose it's all down to
but a good siren effect different tastes — | mean who
Hookability 59% eise but Footy' Phil would put
Very hard first criminal.... Microprose Soccer at number
Lastability 39% one?!
...J goes later you'll have LM

| Keep up the good comps —
hope | win. Yours pagingly,
Ynun Richard Showell, Hornchurch
H“MBEHS RM11 3NP.
’T up Putting page numbers on
AHEN pagesﬁ‘s the responsibility of

our Art Department. And as
(with a bit of help) they can
only count up to four (the
number of peaple in Depeche
Mode) they find page-
numt:’ering a little difficult!

LM

Dear Lloyd
| am writing a short letter to

complain about the lack of
page numbers on Zzap in the
recent issue (58) there were 83
pages but only 30 of them were

marked.

JOIN THE CLUB | DUNGEON OF
Pr?:x:el_iﬂ?:gen in to inform you and THE DEcAnE

other ZZAP! readers about the Dear Lioyd

excellent service | enjoyed very much the feature
Activision/Electric Dreams gave on ‘The Best Games Of the

me. | purchased the brill game Decade’ in Issue 57. | would be
Millennium 2.2 but, alas, the Craft | interested to know however,
Roster icon did not work. | then how the ZZAP! team left a game
wrote a letter to the company and | like Dungeon Master out of

in time they sent a reply telling me | their top ten. Also. please have
the problem | had. Not only did something for Amiga owners in
they send the reply but a the ZZAP! ZZUPERSTORE

replacement disk completely free subscriptions offer section.
(gosh, yes!) This disk worked and | Keep up the great work.

| got along fine with it. So if you're | Darren Delforce, Barcaldine,
reading this letter Activision, keep | Australia,

up the good work.
Also | would like to know if

there are any Amiga clubs (not It's a mystery to me also why
the biscuits, dummy!) because | Dungeon Master wasn't
haven't heard of any. If you know mentioned, but it's all a matter
please print them in you're fab, of different tastes. Hopefully Dr
brill, superb... etc mag. Nutz will be telling us what his
Robert Whatmore, Frindsbury fop games of the decade are
ME2 4RT this month.

As for subscription offers,

the mysterious Dr Frey has

To be honest, | haven't heard of decided to cut the price instead
any Amiga clubs either. Thay of offering freebies, so no

must be keeping a low profile, so matter which computer you
if anyone does run a club, please | own (even an Oricl) you'll
write in/ benefit.

LM LM

NOT THAT
POWERFUL

Dear Lloyd
| would like to congratulate you
and the ZZAP! team on making
ZZAP! the good magazine that it
is today. -

| have a couple of questions to
ask you, but first | would like to

state what | think about the Power

Cartridge. It is easy to use, but in
my opinion, it is quite a

cumbersome utility cartridge, This
s unfortunate because, apart
from the brilliant toolkit and some
good and useful options, it is not
that good.

On with the questions:

1. When are you putting a new

tape on the cover? | haven't seen
one for ages.

2. When you phone the fax line
for KCS, Datel, or Technical
Developments you hear a funny
sound quite like playing a C64
tape in an ordinary tape recorder,
What does this mean?

J. Are you going to print a pokes
bookiet?

That's all folks!

Andy A, London NW9 5TB

PS. Can | say hello to Keith and
David Simpson?

1. Mot this ish, nol last ish, but
soonish!

2 It means it's a FAX LINEN
3. Currently, there aren't any
plans for one.

LM

PS. Nao!

Weveyet alithe nSuerz!

Here, as promised, are the

answers to last month’s mega-

quiz

Round 1

1. Gauntlet

2. Day Of The Pharaoh
3. Hard Drivin'

4. Powerplay

2. The Untouchables
6. Armalyte

7. Battleships

8. Xenon 2

9. Laser Squad

10. Robocop

11. Afterburner

12. Spitfire 40

13. Red Lightning

14. California Games
15. Mega Apocalypse
16. Guadalcanal

17. Road Runner

18. Star Games 2

19. Athena

20, The Lost Patrol

Round 2

1. Dip Stick

2. Naibmoloc

3. Helicopter

4 .12

5. 48th Panzer Korps

B. Lizzie, George and Ralph
7. Captain Ace Gunn and Major
Rock Hardy

8. Kuhn-Lin

9.4

10. Grako

11. Simulations

12, Generators

13. Lee Wong

14. Daley Thompson

15. Lieutenant Commander
Richard H Best

16. Flopsy

17. Domark

18. Tal the barbarian

19. Armalyte

20. Elvin Atombender

Round 3

Agent 4125, Impossible Mission
Kommandantur, The Great
Escape

Lord Toff, Rock N' Wrestle
Myamoto Usagi, Samurai

Warrior

Ingrid, Gnome Ranger
Princess Mariana, Barbarian
Conroy, Speadball

Captain Rover Pawstrong, Star
Paws

Sterner Regnix, Laser Squad
Atlas, Powerplay

Ugh, Fire Quest

Captain Falstaff, Joan of Arc
Thyra, Gauntlet

Cyruss T Gross, NOMAD
lzwall, Captain Blood

Boom Boom Barnett, Barry
McGuigan's Boxing

Jason Youngblood, Samurai
Warrior

Hasrinaxx, Druid

Round 4

BATMAN
CHERNOBYL

LAST NINJA

BLOOD MONEY
STARRAY
PASTFINDER
POPULOUS
TRAILBLAZER
ROLLING THUNDER
DUNGEON MASTER
TRACKSUIT MANAGER
SILENT SERVICE

Round 5

Firepower, Microillusions, 36%
Turbo Outrun, US Gold, 97%
Tiger Road, Capcom, 76%
Spitfire, Encore, 55%

...Traz, Cascade, 87%
Sentinel, Telecomsoft, No
ratings

Time Bandit, Microdeal, 92%
Battle Hawks 1942, Lucasfilm,
90%

Dungeon Master, FTL, 98%
Salamander, Imagine, 94%
Wargames Construction Set,
SSI, 79%

Cobra, Ocean, 7%
lr;t%mﬂunu! Karate, System 3,
g

Storm Bringer, MAD, 70%
Kamnov, Electric Dreams, 13%
Hellbent, Novagen, 20%
Purple Saturn Day, Exxos, 88%
Afterburner, Activision, 17%
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Dear LM,

Okay, it's multiple question time again so | will go straight into it;
1. Me and my brother have been with the C84 for a very long time
now, and though we now also own an Amiga, we do not think

loads more humour.

Thanks for listening and | hope you can answer/take note of
what | have said. g

Simon Barnabas (ZAX/ZTS Crew), Croydon CRO6LQ.

Hey, you disbelievers, check out Turbo Out Run, Myth,

rade etc. They show that
Now tell me that the C64 is

bility is still peaking on the C64.

1. %m ﬁ you can mm’a 4th Dimension fo
your list of games. a doubt for

Al b playability per
2. Last| heard he was over in America doing some music for PCs.
3. Hmm, there’s already quite a few boxes on the review pages
mmmlth. comments should make it clear how good a
con

3. Please would you bring back the conversion factor 4. 'Freebies’ on the cover invariably push up the cover price.
just to add that little bit extra to reviews of Operation -mmmmm?mmmwﬁmmmm

and Ghouls "N’ Ghosts!! us know!
4. Have you got a new tape for a cover coming out soon, oreven | 5, Unbelievable ratings? What about C64 Turbo Out Run and
an Amiga disk? Untouchables? As for Amiga Strider I think that more than most
5. A load of people we know agree with me on this point; you that game was a matter of taste. Technically it wasn't at all

C64 had absolutely
though it was playable!

because | know that you can't control how many games you get

longer reviews, long features, full

per month, but | suggest doing
pages for the charts, and last but certainly not least please have

, well hardly any resemblance to the arcade,

atmosphere and superb music made it great fun to play. Possibly
overrated by a percentage point or but not more. Amiga
Turbo Out Run was never in the same as the C64 game,
but it's still a very good conversion, Again all the reviewers stand
by the marks given. - |

8. Yes, we do occasionally get release dates and we

6. Do you ever get given release dates? Because these would | put these on the competition hotline. But they're never that reli-
probably be very useful to most people, if they were correct. able. Just recently System 3 decided it would better suit their
mdnmpouﬁulhmﬂﬂﬂ“ Itis a known fact that even the | schedules if Vendetta came out a month later than initially
a thought. i
B. Why do you think it is that games are beginning to become 7. At £300 with lots of free software the ST is pretty value
severely long multiloaders? Check out Turbo Qut Run, - for-money.-But yep, sound is bad. In a recent Tﬁgum
Worlds, Myth (this is worth the waitl!), Tusker, The Ocean’s Jonathan Dunn pointed out that the ST was worse than
etc. Why do people not use the one the Escape From Singe's | a 128 since the latter had the same sound chip but
- Castle had; where the game loads, while you play it!! also a buzzer which could be useful for bass lines. Needless
:. Huwmﬂnﬂnm;nmhrm;tnmn. mm'ﬁidm m?yﬂuma:mmmmﬂm
cost a game of Batman, Ghostbusters »com- | 8 To load in another level while you're playing another level
mmmmw.marﬂmwmm must mean either or both levels aren’t occupying that much
Drift, Cabal, Ghouls "N’ Ghosts?? : memory. Most of the games you mention are pushing the C84 to
10. Please find some way of increasing the size of the magazine. | its limits.
No, | am not going to be a dickhead and say do more reviews, | 9. Obviously it depends on the licence. A few months back a

licensed game came out on budget — namely Postman Pat.
mmMmmmﬁnm

LOST IN SPACE

Dear Sir
Please could you send me the
information | need to colonise a
planet in Millennium 2.27 | have
done the following:

1. Researched and found the
planet ¥

2. Have two grazers orbiting
the planet, eg Leda.

3. | can land probes but not the
grazers.

| have not the raw materials to
build the rest of the transport
vehicles (apart from fighters). |
have a Solargen 10 x.

Please could you tell me what
to do. Keep up the good work.
Could we have an Amiga disk on

NAUGHTY
NEIGHBOURS!

Dear Lloyd
(G'day from Australia, I'd like to
raise a few points —

the cover of ZZAP! like
Commodore User?
Richard Gore, Bourne End SL8
5SN
Overall Millennium 2.2 is fairfy
easy, but this first problem does
cause a lot of trouble. All you
need to do is send a grazer or
two to the asteroid belt and leave
it thare until it comes across an
asteroid packed full of rare
minerals. It'll take a lot of supply
runs, but eventually you'll have
enough to build what | think is
called a SIOS ship, which can be
sent to the planets to establish
colonias. These can then starf
mining for other minerals.
LM

1. Neighbours is made in
Melbourne not New Zealand.

2. ZZAP"'s a cool magazine.

3. Will you launch another of
those ace ‘A day at the arcades’
books’Y

4. Some future ‘Neighbours’
events:

Bl 326 77AP! APRIL 1990

e | &

Madge and Harold are having
wild sex romps

Sharon collapses at a beach

Todd gets braces

Bronwyn is pregnant

Katie is on a fence trying to get
a crow's nest, she falls and is put
into a coma

Jane two-times Des

Todd three-times Melissa

Nick becomes a Casanova

Hillary scores a root with Muir

Jim starts karate

Des starts abseiling and

Faul ‘know it all' De Angelis,
Melbourne, Australia

PS. Rumour says that Ken D Fish
is an amphibian.

1. You're actually admitting it's
made in your city?!

2. Colder than a can of X0,

d. Sorry, no plans for one at the
moment.

4. With storylines Iike that, I'm
rooting for Mrs Mange/ to tumn into
a mad axe murderer!

squash LM
Des is in Iu‘_.-'a with Melanie PS. Ken D Fish claims he's
Todd has his first hangover always legless.

Well, that’s it for another month, and | think you'll
agree you won't find more provocative reading,
even in 'Woman’s Weekly'. And you don’t get those
soppy love stories or knitting patterns either. If you

have any views on computers, ZZAP!, or anything
(except soppy love stories and knitting patterns)
send them to Lloyd Mangram, ZZAP! Rrap, PO Box
10, Ludiow, Shropshire SY8 1DB.

L3




BARTCEMIERYOUIBEEED]!

CBM 64/128,

AMSTRAD
CASSETTE
& DISK.

IBM P.C.

Seresnshots from various formats

'

PR P s # By Bruce Carver, Roger Carver
and Breat Erickson.

SPECTRUN
48/128K
CASSETTE
ATARI ST

oftware incorporated

C) ACCESS SOFTWARE INC. 1990,

uﬂwﬂkh |
ﬁ]PM )l -

FODERN LAnD mrmm Wi |

U.S. Gold Ltd, Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 625 1388,



SLID ONYOUR

MAGIC
SHOKES,
PRACTISE

.lllu‘au!hi-.

iilss. THROWING A
HﬂlNﬂﬂW ﬂ.NI) llmll ron

'-\.

ATTACHK DOH AS HE
e HIMSELY SPRAYS YOU WITH
J & AN ONSLAUGHT OF BULLETS.
YOU'D BETTER BE QUICK... THE

THERE MAY ONL)

_ BE ONE WAY T0
KA SDEFEATTHE VICIOUS
CREATURES ON

) E'Vﬂ {1 INL -*ﬁ Z*-E;'
IIHI} "I[ (IJD ]|
[I[S"!IICHON ... TOU'LL
HAVE T0 BE PRETTY
SLICK WITH YouR
RAINBOWS SO AS T0
OVERCOMETHE BEES,
LADYBIRDS, SPIDERS,
CATERPILLARS AND
“H[S”...l“lll'nnnr

NOW | WISH I'D STAYLD
WITHTHE BEES! THEY'RI
IS BUZZING DBARIS
COMPARED TO TIESE TANKS
PLANES AND COPTERS DY

YIS ITS TIME T0 BEA
THESE GUYS AT THEIR
OWN GAME AND TAKI

10 THE AIR ..

NOW WHERE'S MY

BOX OF WINGS?

2 %

ol NEXT STOD -

= WELLYOU CAN JUSTFIND
OUT TOR YoURSEINS
WIEN GROSTS, TR0

FAMPIRES INVITL Yog
POSUlFmEm, . TSt
1o HIT IWr Yrelow
BRICKh BOADR!

2
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THE WORLD R

CHAMPIONSHIP!

With Electronic Arts in
this turbo-charged

comp!

If your driving’s as good Robin ‘Push-Start’ Hogg's, Electronic
Arts’ Ferrari Formula One gives you the chance to practise those
all-important 720° spins in the comfort of your armchair. The
classic Amiga Grand Prix sim has just been faithfully converted to
the C64 in Sizzling style. It's just like the real thing as you customise
your Ferrari and drive it round 16 Grand Prix circuits, competing
against seven of the world’s top drivers,

You'll need lots of skill and daring just to win a race, never mind
becoming Formula One World Champion. Luckily for road-Hoggs,
all you need to stand a chance of winning this whizzo compis a lit-
tle knowledge of Grand Prix racing,

The first driver past the chequered flag will get the brilliant
Scalextric ‘World Championship Set’. This comes complete with
four F1 cars and hand controllers, plus pairs of Rev Start, Skid
Chicane and Lap Counter tracks. Tracks can run from 224ft to
over 40ft (for a twin lane set-up). But even if you're driving a bro-
'een-down Skoda with no wheels, you could still win some top gear:

athere are 25 fab Ferrari sweatshirts, 25 T-shirts, and 50 Electronic

Arts goodie bags to be won by the next hundred past the line.
All you have to do is answer the three multiple choice questions.
Now, hold on, wait for the green light

1. Who is the current Formula One World Champion?
a) Robin Hogg, b) Alain Prost, or c) James Hunt

2. What type of racing car does Nigel Mansell drive?
a) Fiat Panda, b) Lotus, or ¢) Ferrari

3. Who owns Ferrari?
a) Robin Hogg, b) Skoda, or ¢) Fiat

Got "em all? Good, just stick “em on the back of a postcard,
address itto VROOMAT THE TOP COMP, ZZAP! Towers, PO Box
10, Ludlow, Shropshire §Y8 1DB, and hand it to your super-speedy
(1?) postal service to arrive not later than April 30th (1990!).
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By Apex Software

The Retrograde: a vicious and lethal bounty-hunter out to loot a
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!

A A WIS CBM 64/128 Cass:£9.99 Disk:£12.99

Thalames, 1 Saturn House, Calleva Park, Aldermaston, Berks RG7 40 Tel: [0734) 8172
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Ikari Warriors Elite H&b 43 (70) 4
1K+ Systemn 3 86%: 48 (28] o
Impossible Mission | Epyx 929 44 (196)

Incredible Shrinking Sphere Activision B0% 48 (T2)
Indy: The Action Game US Gold 42 % 53 (68)
International Soccer Microdeal 45% 46 (68}
Interphase Imageworks 53% 56 [78)

Iron Lord Uibi Soft 715%: 58 (70)

it Came From The Desert Cinemaware/Mirrorsoft B0%
58 (78)

Hard Drivin' DormarkT

e

Jomn of Arc Gol/Rainnbow Arts 33 % 45 (106)
Jourmney Ta The Centre Of The Earth Rainbow Arta/US
Giodd 36% 48 (T4)

Kick Off Anco 06% 50 (80)
Kristal Addictive Games 91% 50 (40)
Kult Exxos 30% 53 (72)

Last Duel US Gald 77% 47 (30)

LED Storm GoY/Capcom 92% 47 (14)

Licencs To Kill Domark T7% 53 (69)

Live and Let Die Domark 70% 48 [18) -
Lords Of The Rising Sun Cinemaware/MBirrorscil B0%
51 (58)

Major Motion Microdeal 54% 44 (201}
Menace Payclapse 79% 44 {185)

Mickey Mouse Gremilin B5% 47 (30)
MicroProse Soccer MicroProse 62% 82 (T2)
Millannium 2.2 Elactnc Draams 0% 53 {71)
Mindbender Gramilin 77 % 58 (74) :
Mini Golf Gramlin 52% 48 (25}
Moonwalker L5 Gold 61% 8T (10)

Motor Massacre Gremiin 35% 48 (T4)
Motorbike Madnass MAD 28%: 44 (188)
Mr Hedll Firabird 60% 54 (69}

Munsters Again Again 46% 48 (23)

‘Nebulus Hewson 37% 44 (170)

- Netharworld Hewson B83% 45 (104)

N:?I.Iiltmd Story, The Ocean BO% 82 (71)
Warriors Sales Curve/Virgin 67 [67)

Mo Excuses Arcana 19% 47 [B4)

Morth And South Infogrameas 90% 56 [68)

Warrior Titus 31% 46 (66§
Hewson 85% 58(71)
Operation Thunderbolt Ocean 7% 57 (14)
.. Dperation Wol Ocean 86% 47 (76)
umnunuﬂiaaum%-lﬂ[??rg %

Pacland' mﬂn} i

d 67 % 43 (BO) :
International Bm&mndmm -l:'?ﬁ_

jeworks 73% 53 (78)

armirk 75% 57 (71)

i | A arn 60 46
: HTEH%HE‘H*
3% 45 (101)

e
-

. 4BIIT)

3t 52% 42 (80) : e

—

. ._.. r
; ah:&mﬁues Curve 92% 48 (70)
g B6% 57 Ei
Sleaping | Eﬂzm

Gods Lie Emplre T5% 54 B0
Mﬂ&mm‘?ﬂ 4T (B8}
Sorcery Plus Virgin 14% 46 (72)
Space Racer Loriciels 51% 46 (58)

Rainbow Arta/US Gold 13% 4T (78]

Space Harrer Elite 85% 48 (22)
Bpeadball Imagaworks 97 % 45 [(93)
Spitting Domark 59% 47 [77)
Btarglider |1 SRS 42 (52
Star Goose Logotron 37% 44 (188) !
Star Ray Lo O0% 43 (B6) %
Steve Davis Bnooker COS 75% 50 (37} + ;
stnmuﬂrd Hmmun BB%: 56 HTL

Mirro

21%: 43 [93)
8% 43 (98)
Enwﬁﬂ%ﬂhﬂﬂl
H

w

Technocop Gremiid’34% 47
Thunderbirds Grandsiam BG6%

ﬂmﬂmﬂﬂapcﬂm T6% 47T {8
Tima Scanner Activision 65% &2 (I

Tmmmﬁrarnlmzm. 53 i

Toohin' Domark/ Tenges 885

Total Eclipse M 1-,'

Tracers Microilision

Trivial Pursuit - A N

Turbo Out Run LIS G

Turbo Trax Microds

TV Sports Football §

Twinworid Libi Soft 78

. Wicked Electric Dreamy
Wﬂnwhﬂmm::apgrﬁ
World Darts Mastertro



i
ricket Tynesoft 32% 5(104)
& 72% 2 (110)
. . 1 ool 1P US Gold/Epyx 85%
Ghosts ‘N’ Gobling Enoore 94% 44 90) ' impossible Mission US Gold 96% 38 (20)
Ghosts 'N 5 ¢ . Incracdibie ﬁmﬁf Mmmﬂ?&“ﬁin
N’ Tempie Of Doom 410
Gilbert - . g
s o i
85 (16)

Edge 85% SA(TD)
 Inspector Gadget Melbourne House 9% 33 (153)
wﬁiﬁﬁ% 82% 2 (77)
International Karate Systam 3 01% 14 (20)
International Rugby Simulator Code Masters 39% 48

190)
international Soccer CAL 86% 30 (76)

o

Son sl S
<

14) :
mmnm Tennis Commodore 86% 4 (g8F
Into The Eagle’s Nest Pandora 50% 25 (26

' - 10 Firebird 80% 35 (80) =
; 1Q Nu-Wave 841% 27 (80 .
ord Ubi Soft 75% S84

QPEE98%, 13 B1)
FoWer House 13% 41 (108)

Jack Attack Commodare 589% 1 (58)
Jack Chartton's Match Fishing Alligata 70% 4 (42)
Jagkle & Wilde Bulldog 29% 30 (111)
Jack Nicklaus' Greatest 18 Holes Of Major Champion-
ship Golf Accolade 55% 51 (14)
Jack The Nipper Gremlin Graphics 75% 18{33)
Jack The Nipper Kixx 85% 54 (65)

Jail Broak Konam: 30% 24 (31 :
Jesp Command Bug Byte 82% 19 (25) f
ﬂ_m Code Masters 20% 47 (72)

| m%%xﬂﬂj
re Projects 24% 4 (100

By - The Final Frontier Ricoche! 63% 46 (32)
ﬁﬁ!ﬁm' {.;.I#pﬂ'rn Omega 4% 17 (114)
4B 34 (74)
ison’s Darts Challenge Zeppelin 73% 47 (64)
 Flayers 02% 31 (133)
HP 8% 44 (42
. mw‘lman 82% 19 (43)

' Squash New Generation 70% 3(72}
+ sJordan wﬂh“: Elactronic M_“::' 32% 47 (20)
. Journey To The Centre Of The Earth Rainbow Arts/US
- Gold 20% 48 (74)
i MMWWEHM 13% 22 (92)
. Jumpin’ Jimmy Midas Marketing 27% 26 (27)
. mmwm 4(92)

:-_'3

. KaneMasterfronic §3% 11 (25)
g 5 Kane Il Mastertronic 33% 41(112)
i :

= =

Katakis w Arts 83% 42 (12)
Kat Trap Streetwise 55% 28 (32) 5700
- Kayak Creativa Sparks' 81%
Kendo Warrior Byte Back 82% 55 (51)
 Mennedy Approach US Goid 83% 5 (108)

intar Team Sports Epﬁmmnmmma ._ o

Lands Of Havoc Microdeal 36% 4 (44)

Laser Squad Blade Software 83%, 53 (40)
Last Duel Capcom/US Gaold 72% 48 (63)

Last Mission US Gold 49% 30 (99)

Last Ninja System 3 04% 28 (104)

Last VB, The
Las Vegas

Sysatemn 3 949% 41 (16)
MAD 37% 8 (21)
Casino Zeppelin 34% 60 (56)

Laurel & Hardy Advance 17% 30 /92
Law Of The West US Gold 78% 12 (22)
Lazer Force Code Masters 32% 30 (111)
Lazer Tag Go! 22% 38 {17)
Lazer Wheel Masterronic 31% 25 (85)
Leader Board Kixx 90% 44 (51)
Leader Board US Gold/Access 97% 18 (10)

Leader Board

24 (38)
LED Storm Gol/Capcom 949 47 (14)

Lee Enfield infogrames 6% 38 (25)
Legacy Of The Anclents Elsctronic Arts §1% 31 (163)

Legend Of Kage Imagine 63% 22(110;
Legend Of Sinbad, The Suparior Software 50%, 19(115)

Legend Of The Amazon W
Leviathan English Softwa

Licence To Kill Domark 80% 53 (59)
Liteforce CRL 53% 34 (26)

Light Force Faster Than Light 87%

Light Force Rack-It 78% 44 (52)
Little Computer People Ricochet 825 48 (a6
s gy Kit Activision 879 7

Little Computer People

g Byte 529% 35 (102)
Al 5l Tﬂ% “ {EE}
Domark 57% 29 (99

{8)
Little Green har

Living Daylgnts

Lode Runner Anclasoft 889% 2 (73)
Lords Of Conquest Electronic Arts B6% 32 (50)
Lords Of Midnight, The Beyond 919 1 {B2)
Lo# Angeles SWAT Mastertronic 74% 22 (87

MAGH Starvision 489 38 (30)

Madballs Ocean 40% 33 (29

z2 IIEEHJ

Mad Doctor Creative Sparks 40% & (1 14}
Mad Flunky Alternative 69% 46 (93
Mad Nurse Firebird 32% 20 (132)

Magic Madness
Mag Max Imagine 39% 28 /95

Magnetron Firebird 57% 36 (85)
Mama Llama Llamasoft 59% 1{116)

Maniac Mansion
. Mandrold CAL 25% 36 (81
© Manic Miner

Mario!

Anco 58% 24 (113)

Activision 83% 32 (13)

- Mastartronic 95% 50 (57)
~Jack The Nipper Il Gremiin Graphics T2% 3FEW T WAeraUdeT Hewsor BB 40 27
! ' Madness Ariolascll 40% 20 (170)
Bros Ocean 55% 27 (25
Mask Gremiin Graphics 63% 33 (20)

=

Mask Il Gremiin Graphics 36% 34 (74)
Masterblaster Zeppaiin 379 47 (B2

Master Chess Mastertron: N/A 23 53]
Master Of The Lamps Activision 58% 1 (124

Mastars Of The Universe (Movie) Gremiin Graphit:s

57% 38 (18)

Masters Of The Universs (Mowvie) Kixx 61% 54 (B)
Masters Of The Universa (Toy) US Gold 44 % 26 (20
ean 90% 34 (12)

Matchday Il Oc
Max Headroom Quicksilva 0% 15 (27)

Max Torque Bubbie Bus 70% 28 (18)
Mazemania Hewson 40% 58 (10)
Maan Clty Cuicksilva 51% 31 (20
Mean Streak Miromsolt 71%, 23 (185

Mega Apocalypse Martech 90% 30 (26)

Maeganovs Allemative 32%, 58 (50)
de% a7 (200
: ; MNovagan 98% 11 (16)
Mertin Creative Sparks® Sparklers

 Mermaid Madnes

55% 5§ (108)
8 Elactric Dreams TA% 15 (38)

Metabolis Grambin Graphics 50% 8 (21
Kicx 0% 43 (128)

Metrocrons LS Gold 53% 28 (85)
Metropolis Power House 42% 40 (87)
Miami Dice Bug Byte 72% 19 (136)
Miami Vies Ocean 30% 18 {103)

Mickesy Mouse Gremlin 72% 41 {122)
Microball Attermative 73% 32 (138)

Microleague Wrastling
- Microprose Soccer Microprose 90% 46 (25)
- Microrhythm Firebird N/A 20 (124)
MiG
Milk

Misslon Ad Odfin 80% 17 (118)

Alley Ace US Gold 54% 5 (38)

& Masterironic 34% 28 (35
Mind Pursult 1S Goid/Datasolt 0% 10 {146]
Mini Golf Gramlin 57 % 48 {25)
Mini-Putt Accolade THY, A5 (15)

Microprose 59% 38 |82

Mission Elevator Micropool 844% 17 {24)
Mission Genocide Silvarbird 66% 43 (127)
Molecule Man Mastertrons 899, 22 (100,
Monster Trivia US Gold 53% § (84)
'tmnatatmaﬂa%a}usﬁ
Hnntjmmﬂunmnmllnﬁﬁmﬁmﬂﬂ%l{ls}
Moebius Microprose/Origin 48% 31 (101)

Moon Cresta incentive 83% 2 (72)
Moon Shuttle Americana 13% 15 (108)
US Gold 60% §7.{10)
More Advenfures Of Big Mac
Man Mag & 79% 2 (54)
inbrird 80% 31 (18

icle The'

- +

o

=

&

o

=

[Executive Edition) LIS Gold/Ancass 72 9%

omen US Gold 49% 16 @4}
ree 41% 24 (40)

ﬂmﬂmmhﬁmmg‘
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Transforming Car Power House 58% 30
Gremiin 25% ;i'{irqﬂ d
: e b o
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Zeppelin, £2.99

Duyaumaruﬁamuf easily over tough terrain.

déja vu? Do you ever get a However, in this 'sim’ the slightest
sense of déja vu? Well, following | little thing can cause the rider to
last month's Pro Mountain Bike fall off — perhaps he’s just got a
Sim from Alternative comes poor sense of balance! Anyway,

lin's Mountain Bike Racer hitting the ground every five

—oh, what an original idea; why | seconds is frustrating, but if you
don't they do something exciting manage to stumble to the end of

like 'Pro Mountain Challenge the first level, you can spend your
Turbo Bike Racing Ninja... Sim'?! prize money on some useful

Oh well, this is much like the extras like fat tyres, ice chains,
Alternative effort with your bike and a puncture repair kit.
travelling through a horizontally Simplistic and irritatingly tough
scrolling obstacle course. You the game lacks Pro Mountain

must jump over things like tyres, Bike Sim's neat two-player mode
and go fast enough to get up hills, | and playability, and apart from
but'siow down so you dont slip off | some fairly attractive graphics Is
muddy downslopes. Now | may | totally inferior in every way. Steer
be wrong, but | thought the whole | well clear.

point of mouritain bikes was to go OVERALL 24%

PLAYER~-1 PLAYER-2
onooooo aooooo
Encore, £2.99
(Rerelease)
_ ‘neat conversion of the steal. These can be used to
e SNK coin-op narrowly squash enemy soldiers, and also
missed a Sizzler when it was protect you against bullets —
reviewed in Issue 35, unfortunately they Have anly
In this vertically scrolling shoot- | limited fuel: when i’t:_l'_!ﬁgpul. they
COERI E ‘'em-up, one or two commandgeseel blow.up! b
i -~ bravely venture into enemy™ | lkan ors ig @ fun §
g - territory, using thiii h th
i _limited supply yer
> 1l*hordes of soldj ‘more difficu

Unlike say, T 0%
o, the action is mi
an res

nes w
“playing, and despili
“blocky appearance

“addictive blast from
OVERALL 83%

ZZAP: APRIL 1990 Bl 4 5 I8

land mi

i =00 | there 0 enemy tanks 0
e 1 lying around for you



K+
Hit Squad, £2.99
(Rerelease)

T he major innovation in this
follow-up to International

Karafe was the addition of a third
opponent, controlled either by the
computer or a second player.

Access to the various martial
arts moves (including flying kick,
head butt, and a sensational split
kick) is via the usual combination
of direction with or without fire
pressed. One or two points are
scored for knocking down either
of your opponents, depending on
how good the move was.

The round ends when one
fighter scores six points, or when
the time runs out, in which case
the fighter with the highest
number of points wins the round.
Whichever fighter has the lowest
number of points is knocked out
of the game, so even if you finish
second, you're still in. However, if
the two losing fighters have equal
points, they both stay in.

After every two rounds, thera's
a bonus section where each
fighter, in turn, uses a shield to

Zeppelin, £2.99
uess what, Brian, it's At the end of the game you get
another of them football the totally unpredictabie final

manager doobries, and a bugged
one at that. You get to manage
any of the teams in the ‘world
soccer league’ — including such
famous names as "Hamiton' and
‘Suttgart’! — and inevitably inherit
a side of total no-hopers.

The first thing to do is to pick
your first eleven plus a couple of
subs for the match. Irritatingly, the
list of players (with position, age,
fitness, speed, and ability
attributes) is divided up into three
separate screens for defence,
midfield, and attack — s0 you
have to keep flicking through
them repeatedly to select the
team.

Select the whistle on the
attractive icon-driven menu
screen and you can play your first
match. For some reason, as
manager, you aren't actually at
the match and can only watch half
and full time highlights on'Zep TV,
A commentary scrolls up, :
gonsisting of about @ dozen
predictable phrases — to describe
a goal or near miss — along with
‘he time of accurrence, To add to
the excitement you even get the
option to put on your subs — but
only at half time!

result. | say ‘unpredictable’
because the programmeris
obviously innumerate as the final
score often bears no resemblance

- to what happened during the

match — once, | was losing 1-0 at
half time, and ended up winning
3-0! In addition, penalties seem to
count AGAINST the team that
scored them!

After losing 6-0 you may want
to sell a few dud players and buy
some better ones. Your scout,

deflect balls which bounce on
from both sides of the screen. The
round ends when he's hit or if he
successfully manages to deflect
all the balls — a very difficult task
indeed.

K+ must stand as the best
beat-'em-up ever made. It's
almost too good to be true with
beautifully animated fighters,
great oriental music and FX, and
a superb two-player mode. The
action is fast and furious with an
extra dimension added by the
third opponent. The computer
fighters are fairly tough to beat
and if it's too easy (or hard) you

who looks suspiciously like Bobby
Robson, looks out for the best
players on the market, and
invariably comes up with some
old codger with the speed and
skill of a paraplegic tortoise — it is
Bobby Robson!

Also on the menu screen are
the bank manager (although there
are never any decent players to
spend a loan on) and the medic
(for some reason the players are
particularly susceptible to groin
strains).

So there you have it: a
simplistic but fairly playable footy
management game almost totally
ruined by some incredible bugs. It
just isn't football, Brian.

OVERALL 34%
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can alter the speed of play. Even
the bonus round is immensely
playable and over quick enough
not to interrupt the great beat-'em-
up action too much {unlike the
painfully slow Spectrum version!).
The desire not just to get a high
score, but to improve your karate
belt colour will keep you playing
this timeless classic for ages — it
hasn't dated at all in the two-and-
a-half years since its original
release. If you overlooked it first
time around, at a mere £2.99 you
simply can't afford to miss it now.

OVERALL 97%

PLATOON
The Hit Squad, £2.99
(Rerelease)

A cover game back in early
‘88 the Sizzler game of the

Oliver Stone film enters the
budget jungle to ‘pacify’ the
opposition. Split into six stages
the game follows the progress of
a US platoon through the Vietnam
jungle, searching for explosives
and a village, investigating a VC
tunnel network, fighting off
swarms of VC at night, racing




BARBARIAN
Klassix, £9.99
(Rerelease)

This is the game which finally
established Psygnosis as
masters of gameplay, as well as
presentation. Hegor the Barbarian
has sworm vengeance 0 the evil
wizard Necron, the killer of his
father His quest begins outside
Necron's lair, a flickscreen
complate with a dragan,
heavily muscled soldiers,
dogmen, m e sav
and plenty of traps.

To cope with this challenge,
Hegor has been given an
unusually large array of actions:
walking, running, leaping, attack,
retreat and so. m.smm these
is best done by using the mouse
toclick on icons at the bottom of
the screen. It sounds and |
unusually. Typically you'll have
Hegor walk onto a screen, swiftly

through the jungle before it gets
napalmed, and facing a final
conflict with the mad Sergeant
Bames.

One of the trickier films to
corwert, Platoon stands out from
the normal Rambo-esque games
dua rts attempt at bnngmg r.‘:ut the

ity of 1

ity

.',!lhh---l-_"-.--..:n-‘-.
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move your cursor to an action (ie
jump) and wait until he's in the
right position, then press fire and
move the cursor to the next
option. Timing is just as important
as in most arcade adventures, but
with a complex set of traps and
many different monsters you need
to do a lot of thinking too. Since
there's no save option, and little
waming of a lethal trap, this can
be very frustrating. But once you
work out how to get past a
particularly vicious room the
feeling of satisfaction is great, and
makes it all worthwhile.

Of course, the most
commented upon aspect of the
game is its graphical excellence.
Upon its release Barbarian set a
new standard in graphics, which
Bven today few games can
malch. Wm jon is a:! little
jerky, the il and varie
graphies is superb. SEl'nptLd_
sonics further add to the
atmosphere, making this a
compulsory buy.

OVERALL 88%

combat compilation of strong
mini-games. Each mini-game is a
very strong, playable challenge
with separate, well crafted
soundtracks for each load and
excellent use made of downbeat,
jungle colours. All this creates a
superb mood to the game and
ranks as one of the most polished
and slickly produced movie tie-ins
yet. Platoor was a great value for
money package at full price, at £3
now it really is an essential
purchase.

speed, stan“,nra 1gth). B
| fohting ve 2ngtl

SAMURAI TRILOGY
Kixx, £2.99
(Rerelease)

his old Gremilin martial arts

effort earned a massive 29%
back in Issue 27, so | wasn't
expecting much — but | was
surprised; surprised it got such a
high rating!

The game sounds great on
paper: you can fight using three
different (well, that's what it says
in the inlay!) combat techniques,
chose training routines, and make
tactical decisions between
round of the fight ta!lnt:atmm
points to offénsive/defensi

m your skilg erbld to
‘a Samurai, andgﬂ: E'-*'E.:I.‘
mwmrﬂcter to tape

can

'{Hemlaa se)

A utomatic defences have got
themselves a bad name in
computer games from Citadel to
fau Cetfi, causing more trouble
than their long-dead owners ever
did. In Marauder they guard the
planet Mergatron, and its
incredible treasure — the Jewels
of Cyzmandius. You aim to return
this stolen property to its rightful
owners with the aid of your
battlecar.

The first level is sat in the
countryside, completg, al
trees, rivers and Iofs of defence
hardware A variety of

I NANNRNN ] — L

-h -

So what's the problem? Well
basically, it's the pathetic ‘beat-
‘em-up’ gameplay. No matter
which discipline you're fighting in,
you only get to choose from half a
dozen possible moves.

And unless you switch off the
grating oriental music in favour of
‘clicking’ FX, you can't even tell if
you're hitting your opponent —
the only time anyone gets
knocked down (ie, tumns into a
crumpled blob on the ground) is
when he's completely defeated.
Otherwise, the two fighters just
shuffle around, flinging assorted
arms and legs in the air,
apparently performing some
stfange oriental dance instead of

mﬂ .beat each other up!

atZZAP! are great fans of
“oriental fare (witness the brilliant
[K+) but this'is one Chinese dish
even thé dustmen refused to take

| away
~ OVERALL 18%

and take a lifal

~ Level two “ m with the
play area suspended over a
parallax-séroliing floar below,
while level three seems almost
like a'runway overrun with .
defence equipment. Afterthis the
scenery wraps around on the
levels.

This is, of course, the very first
product from the Turbo Out Run
teamn of Mark Kelly and Steve
Crow. But back in August ‘88
Maraudﬂr met with

[




CBM 64/128

Cass:£9.99

Disk:£12.99
Thalames, 1 Satum House, Calleva Park, Aldermaston, Besks RG7 4QW Tol: 5734 817261
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4TH DIMEMNSION [Hewsaon)
Cyberdyne Warrior

17 B35 Phil K g L8 AB Towers
15,125 Stuart Wynne, ZZAF Towers
14 925 Rob H. ZZAP! Towers

Head The Ball .

13,660 Rob H, ZZAF! Towers
28,24 Phil King, ZZAP! Towers

A8 530 Stuart Wynne, ZZAP" Towers

Mission Impossibubble

82 500 Stuart Wynne, Z2AP° Tower:
a0 000 Rob H, ZZAP! Towers

5 00D Pl Kimg., ZFAP! Towers

Insects In Space

108,070 Robh H, ZZAP! Towers

4 T30 Stuart Wynne, ZZAP Towers
1R 690 Piil King. Z28P Towers

ARMALYTE (Thalamus)

B0 947 900 Rab Ellis, Transmissian Safware

59 672 200 Col & Grinny., Rochdale, Lanics
15 477,600 Andrew Rawley, Billericay, Essex

BARBARIAMN Il (Palace)

27 2,000 Les Tanner, Basiddon, Essex

150 560 Mirko Lorenzet. Gorla .‘-.'!n.;,-'.j-u:-'r-
ill_] .r

P37 450 Greg Macdonald, Glasgow

BATMAM: THE MOVIE [Ocean)

1. 4TB.AT0 Miall Hatch, Kilmey, Co Dublen
850, 300 Jonathan |Bat) Kemplon, Bordon
Harnis

028 TED Crizgpin Batsborns Elmesthnepe
LBICS.

uf-n'..ga:

534 128 (Completed) Jamie Aldror

M anmselion 5-.&;1':--:-.1‘

i3 49 [Completed™dark Cottle. Mann i
Heath, W Sussex

4590, 740 (Completed) Martin Lear. Shalley W
Yorks

BUBBLE BOBBLE (Firebird)

5384 A5l lan Moglan, Somewhere
B 693 110 Phil Hulchinson 'l-Ir-.'q.:_'.u
Diarbyanire

B 692 430 Richard Pembnidge, Wirral
_F._'.lu_-.;._-\..l_-._ % [a}

BUGGY BOY (Elite)

152, 360 lan Moglan, Somewherns

148, 830 Shane McElroy, Mewry, M Irgland
149 640 Raberd Pascos, Trur, Cornwaill

Amuga
151,830 Laurenco Castro, Martholt, Midds
2 O Jofn Farrow Barrowfisld Lanes

bt
| "

an apéritifl

U ey
||!i ! I I‘ll\\“l\m'!'ll“h..II'“I'?.

F -..'i.l'
S0, Max Holmes of Cambs and Gareth ‘Road Runner’' Knight of Essex e
both think I'm a weed? Surely not when | drink 20 litres of Paraquat as

And this month we're not without a cheeky cheat. Damon Hicks
reckons he got a massive 2,267,830 on C64 Batman. To 'prove’ it he
even sent In a Polaroid of the screen. | showed it to Rob H who
immed Lat&tg:tartﬂd laughing hysterically at the ridiculously high
number of Batlives on-screen — who's been using a cheat mode

then?!

However, | must apologize to Russell Whiff of Australia as |
mistakenly misnamed him Whipp (how embarrassing!) when he got a

Wizball high score. He also says his sister Alison helped him to attain
it and beat him up when he claimed it was all his own work!

CABAL (Dcean)

208 615 (Camplatact) Chres Campbel
Matlngham

166, 720 Kad Man Mark' Azhion

KManchester

CHASE HO [Ocean)

10,104 EY {Campleted b Cran Lo
acpiland

5101 T&8 Paul Taylow Mottingham

5 036 249 Paul Baker, Holmes Chapel

hmehire

miga)

3. 9040 Q040 [ Compleiadi Maris The Bitin
Lalladine. Reading

7,240, 560 LCompletec) Caseyv Gallschod
Reading

2,233,850 Daniel Besser, Bletchley, Bucks

ElT.-!-._IJEL {Electric Dreams)
1,445,479 (Complated 12 imeas!) Biten
Halan, Halsunki | filand

1. 237 750 Mark Clampanils K ttiaring
Marihants

745,020 Andrew Roberts, S Helens
Liverposol

CYBERNOID (Hewson)

<0 B A0 Dean 5JT James Waest Bromwich
W higls

238430 Donowvan James. Weas Bromwich
Wasi Midlands

208,025 Mirko Lorenzeti . Gorla Magagiore

IRaly

DARK SIDE {Incantival

0, 550 440 |'..tl."""!'li-."|l:-llf Martin Lear Shallay
Wi Yk

B, 130 F Kol dly Bix, York W ¥ooks
880,626 Colin Fulton, &yr, Scotlamd

E-MOTION [(US Gald) {Amaga)

Level 20 (76950 Roh And Phd 77 AP!
Troers

Lewal ¥ (46 2000 Warza TGM Towers

FHaHTER BOMBER [Activision) (Amiga
[Missions comaleladRown

1326 Superspnic Siu. ZZAP! Towears (F-15)
1327 Mad Bamber Hoogg, £2AP! Towers

VigeEn|

GHOULS "N’ GHOSTS (US Gald)

3,034 4500 Mark VWilliams and Bren Lanwior
Lhddiezoy, Somersel

4 020 100 Damial Julieny, Landon

* 0S50 Declan Guirsan, Tallaghy, Dublim

HARD DRIVIN' (Tengen/Domark) {Amiga)
70,576 [ Time 1:37.89) Andrew Rowley
Bilencay, Essax

41,445 (1 49.58) Sy Lindsall, Brantwonoo
EaSEs

30 280 (208 Rob H, Z7AP Towers

KICK OFF (Anco) {Amga)
Argentina: 26pis. 15t — Phl King, ZZAP!
[owears

grazil: Aopls, 151 — Pauwl Tavior, Billercay
England; 42pis. 13l MMatthew Thomas
Wellingborowgh; Trevor Haynes, Cramlington
France: 36pts, 151 Trevor Haynes
Cramlinglon

Holland: 42pis. 151 — Matthew Thomas
Yellingborowgh. Arpen vd Welaring, Holland
Naly. 40ps, 18t — Matthew Thomas

Wil l||_;|'|r'-':||,;-'_:|h

Fussia; 42pis, 151 — Stephen Kennett
Matthew Thomas, Weallingborough; Jar
Koskinan, Finland
Spain; Jpis, 151
Lramiingtan

W Garmamy: 36pls. 15

Crambinglon

Trewar Haynes

Trewvor Haynes:

HEW JEALAND STORY (Ocean)
Lompleted (513 100) H-.:l-_:, Paulin
Tosringlon, Devon

Completed {3T8.600) Dean 'SJT James
Yeesi Bromwich, W hMids

Lompleted (302 T00) Dave “Joe Bloggs
Fitzpatrick Doudgias. [ske OF Man

I.l"d"'.:\:|.| ]
Lewel 5-3 {422 516) Ged Keaveney, Shialley
W orks

Lawel 5-3 (389 436 R Fambridge Upton
Merseyside -

Levvesl 5-2 (466 912 Marcus Tayiar, Poole
[hoirsed

NINJA WARRIORS (Virgin]

161, 17D (Completed ) Steve Ballamy
Sasingaboke, Hands

LAmiaa)

1 20,800 Marcos ‘The Muke' Ssmipson

Mot wesod. Middx

107 a50 Robomnga Hogg, ZZAP! Towears
16,400 Dansel Besser, Bletchley, Bucks

OPERATION THUNDERBOLT (Amiga)
< gdab, il (Compleled) Casey Gallachear
Reading

1. 852 700 (Complated) Jamie Wilkams
Manchesior
4B DD Philip Songhurst, Lewes, E Susscey

P-4T7 FREEDOM FIGHTER (Firebird)
{8 ga)

242 7od Phil King, Z74P! Towers

152 700 Rob H, ZZ4P Towers

POWER DRIFT {Activision)

BE4 9&0 Phil Halinwell Shotton l___._.ll-:_"-r-‘. Ca
Dirbam:

a8 900 Johnny "Well “Ard” Srmdn, Bath
B

B9 980 King Pooch, Chappenham, Wilts

RETROGRADE (Thalamus)

1,240 320 { Completed) Martin Covle
MNoftingham

1. 4ag dnh | Completed) Willlam Callaghan
T pton W Mice

BE1, 290 (Completed) Petor 4
Kl

5. Gravesend

RICK DANGEROUS (Firebird)

25T 300 (Compleied) Casey Gallachar
H--.|-‘_‘.|||.:;

11,130 Simaor :‘r.:..r g sl

LEmicER )
Tdd 550 [ Complated) Casay |
Reading

8760 Damiel Besser, Bleichley, Bucks

rallachear

SAMURAI WARRIOR (Firebird)

4,850 Bret 'Coal Crosskey, Rolhywell, Leads
2447 Kichard °| lowve Basildon' Archibald
Basildor

2 526 Karl Gresn, Acklam. Claveland

STRIDER [(Capcom) |.l'-'-|1'u:'!._a|

100 500 Hate: Ball. Actoa. Lomdon

307 000 (Completed) Daniel Purbrck
Bodmin, Corneall

A2 800 [Completed five times) Julio Riesco
Pénshby, Mersayside

SWITCHBLADE (Gremilin] [ Amga)

1233080 Jimmy Guslafsson Sweadean

TEST DRIVE 2 jcoolade)
235 300 (Completed) ke Vine, Dagenham

Essizx

;,l'-'q,ll..|| =1

192 432 (Completed) Mal Heaton
Berkhamsted, Haeris

Ae7 800 {Completed} Mark van Geijienbesk
Hearsum, Hoflana

263104 (Complated) Carl Movle Slithvans
Cormerall

TURBOD OUT RUN (US Gold)

16, 360,000 ‘Mad Man Mark’ Ashion
Manchesies

16,310,000 { Completed) Rob "Road’ Hogg
AP Toweers

15 530 000 Jahan ‘The Joker” Jonkers
Venlo-Blerick, Hodiang

| a)

48 609 257 Sleven Bates, Askeit. Bucks

22 343 833 Kieron Roland, Telscombe Ciifs
E Sussex

16,823,468 Sleve Packer, Chelmsford
Essipx

THE UNTOUCHABLES (Ocean)
91,160 Jason Lo, Radcliffe, Manchestie
BE 210 & Monvmous Anonywille

Hy M5 Meal Todd Warminstier Wik




\
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KONIX MEGABLASTER

Precilsion mouwlded control knob with
stewl shoft for compilete reliobiitty. Dual
fire buttons for left and right hand use.
Heavy duty leaf switches ond rubbey
suchon cups

OFFER £6.99 I

EUROMAX COBRA

Brand new da with 8
microetwitches 3 Autofire buttons ang
single normal fire button provide

fr r recdines,

o REI.PS

EUROMAX ELITE STANDARD

Short rovel microswitich ocllon in
ergonomic and highly durable design
OFFER £9.95

EUROMAX ELITE GRIP

Same as Eife Standard, but with new
ﬂrFq:ln-:L.r'nfc arip

o

FER £10.%

EUROMAX PROFESSIONAL STANDARD
High durabiity. rapid responie ana
ulfra sensitive movement

OFFER £15.95

KONIX NAVIGATOR

Brand new ergonomically designed
handgheld joystick with Fire Buffon
potftioned directly beneath the trigger

finger.
{}F?gﬂ £14.99

EUROMAX PROFESSIONAL GRIP
Same as Professional Standard, but
with @ omic grip.

OFFER 513,95

EUROMAX PROFESSIONAL AUTOFIRE
Same as Professional Standard, bt
with Autofire
CDFFER E18. 5

DYNAMICS COMPETITION PRO 500D
(CLEAR)

Same c PRO 5000 NORMAL . but with
faa-Thiu body

OFFER £14.00

DYNAMICS COMPETITION PRO EXTRA
Features Rapid Fire, unique siow
mafion and see-thiu body

OFFER £15.00

POWERPLAY CRUISER STREAMLINE ALL
BLACK

With duagl lead for Spectum

4 8K/ 1 20K Plus Plus2 /Piuss

OFFER 12.99

POWERPLAY CRUISER CLEAR AUTOFIRE
Simply by holding down elther of the
fire buttons engoges Autofire.

OFFER £12.9%

:'Iu ELJLH&HH

assive S-page Strot Speciall

Phobla, Project Hraﬂmifﬂ Crive N,
Archipsioges, Blood Money, Millenium
2,2, Wicked, FOFTI Powerdrome postedi

‘Na 52 Aug 178%

Batmoanial Fres Bat posteri Psygnosls
Specioll Reviewed: Cltadel, Rick
Dangerous, 3D Pool, Amerlcan Club
Sports, Navy Moves, Baal. Deja Vu i,
Journey, Zork Zero, Waterioo, Tank
Atack, Astaroth, Vindlcators. Time
dcanne. The Newzeolond Story,
Wayne Grefzky's Hockey, Microprase
Soccer, Gunship. Haowkeye Xybots

No 53 Sep 19789
Frash from the Ccean - Ocean In high
gear for Xmas release perlod]

Reviewed: The New Zeoland Story,
Ralnbow lslands, Geminl Wings, Innes
space, Hosth  @rand Prix Clroult,
The Chamg, Pemsonal Nightmare,
Demon’s Winter, Curse of the Azure
Bonds, Breach, Fire Brigade, Laser
Squad. Indiana Jones, Licence to KN,
The Rurin Man, Red Heat, Kulf, Tom
& Jarry, A aMisld Winter's Tall,
-lendish Freddy's Big Top of Fun,
savoge, Phabla, Domingtor

| nterview with Power D

nterview w owar Drift programms!
iZhrls Butierl Randy s Tips ”
IExtrovaganzal Test Fllght - Falcon vs
F-14 Combat Pliot! Reviewed: First
sifriks, Thunderbirds. Tusker, Skate Bal,
Team Sports, Shinobl, APB, Xybots,
Aaarghl. Paperboy, Jack The Nipper
tzhosts ‘'n’ Gobiins, Master: of the

L




ORDER
Apart from our highly
ecommended games
3l, you can any
jame released by the
major software houses
fo date on disk or
cassette.
Kot all listed products
lave been released at
the time of going to
press. Goods will be
tispatched as soon as
possible. Customers
¥ill be informed of any
long delays. Ring 0584
875851 for release
dates
-

orDuN
BUDGET

BUY 3 &

GET ONE
FREE!!

Yes! It's as simple as that!
You buy any three £2,99
games thraugh
{ IUPERSTORE! and we'll
pve an exira £2.99 title of
your chaice completely

]

PURPLE SATURN DAY B

STIR CRAZY

FEATURING BOBO
C64 SAVE up to £5.00!

£6.99 cass/£9.99 disk
Amiga £12.99

C64 disk SAVE £7.00!
NOW ONLY £12.99
Amiga £18.99

TINTIN

C64 SAVE up to £5.00! }
£6.99 cass/£9.99 disk  |ijm
Amiga £12.99

=1 |
Wl ik

T.FHI r
]
‘

i
"

w

C64 SAVE up to £5.00!

L
o
|
iy
r

1 |
: - |
b i = Lo 1=5-
L R S oy, .
oo o R R,

_________________________

£6.99 cass/£9.99 disk
Amiga £12.99

C——

T l'mrwﬂm'd-mtﬁ
Sleeping Gods Lle
No 55 Nov 1989

N

- Casties,

| Worrior, Soidier OF Light, World Seres
I, Baseball, Power Drift, WF Honda,
Fool. Pro Tennis Tour, Beach Volley,

Lntcuchabias

Universe, Rescue on Fractalus, Mr. Hall
Manon 2, Buffalo BINs Wild W

vst Rodeo
, Siricher,

Fedail fo the metall — an inferview with
ramimers Probe
ok raund-upl Free

Kando
ap

ZZAP! MAIL ORDER

NAME

Description
ADDRESS

Price

POSTCODE

PHONE No

Method of payment (please tick)

Access |_] Visa [_] Chequel_] Postal Order ] Total

Credit Card No

Expiry date

Make cheques and postal orders payable to ZZAP! Ltd. Send this form to
ZZUPERSTORE, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB.




,SUBSCpppr

WHAT’S ZZAP! GOT?
IT'S GOT THE LoT!

ISSUES FREE!
WOT IT COSTS

UK MAINLAND L15
OUTSIDE UK £22
OUTSIDE EUROPE £35

OUTSIDE EUROPE POSTED AIR MAIL. ALL OTHERS ARE SURFACE MAIL

Yes! Become a subscriber to ZZAP! for 12 months
for just £15 (UK Mainland only)! By subbing,
compared to the shop price for 12 issues at £18,
you save £3! That’s the price of TWO issues!! And
you’ll be saving even more than that because any
special issues cost £1.95 each (and there’s plenty
of those coming your way!) — but you don’t pay
extra when you’re a subber!

IT’S A SAVING OF,
BLIMEY!, £3!

THERE’S ALWAYS A
COMMOTION GoINg ON
IN 2ZZAPr’S UNDERPANTS!




TITLE Emuﬂ TITLE ussﬂlﬂﬂ A TITLE AMIGA
APE 699 999 MATCHPOINT 200 y ’ A0V SICH SIM 4.99  JOE BLADE 2 LT
ACED “ 9.99 10.99 Specla Bffer AIRBOURNE RANGER 1599  KENNEDY APPROACH 14.99

CE OF ACES 2.99 MEGA MIX 99 10. v 550 KENmeo) 1499
AFTERBURNER 699 10.99 METROCROSS 209 A e Rae Bckom e 195
ALTERED BEAST 1.99 MICRD SOCCER 9.99 13.99 MAY WITH - XTRA .
AMCIVWARYal 1,2 o0 13,99 ALTERED BEAST 16.99 EiNDWORDS 2 34.99

2ord 1499  MINIOFFICE 2 10.99 1 L
APOLLO18 6.9910.9%9 MONTYOMNTHE RUN 2.99 AMOS 99 KINGS QUEST TRIPLE 26.99
ARKANOID 2ZREVENGE 599 999  MOONWALKER 7.50 9.99 : AFP.B. 1299  KINGS QUEST 1,7 OR 3 HINT BOOKS 5.99

RMALYTE 699  MOTORMASSACRE 699 9.99 Amiaa ARCHIPELAGOS 1599  KNIGHT FORCE 16.99

im: FOX 299 MR HELI 699 9.99 g AH'EHEII_P;_FEDLLEE!'IDH d.g i.'ms;l’AL 17.99

i : * ARMA ) KUL 16.99
BARBARIAN (PAL) 2.99 * MYTH 7.99 - 1 it 15
BARDS TALE 299 599 NETHERWORLD 745 10.99 Am eg upgr ade ARV i 299 lasersguan 12.99
umﬂﬂﬁﬂui 3 e :Ewl'.!.rzmmﬂmm 699 BAL 1499  LESURE SUIT LARRY 2 19.99

HINT BOOKS 599 599  MINIAWARRIOR 5.99 g_ﬁ on |y BAL ﬂ;_rfgik 1990 1::3 i|__||:|:’|_Itr~|||:|s TO KILL Ea
BATMAN %ﬁnﬂﬁ‘““ :'ﬁ gﬂ Mm“ﬂﬁ i 13’99 BARDS TALE 2 1799  LOMBARD RAC RALLY 14.99
BATTLE C 5 TT1099  100% DYNAMITE 999 BARD'STALE 10R2ZHINTBOOKS 599  LORDS OF RISING SUN 19,95
R : : f 59 99 BATMAN CAPED CRUSADER 1599  LOST PATROL 16.99
BATTLE IN NORMANDY 14.99  OPERATION HORMUZ 699 999 : g : 1539 LOsTPATRO ls.
BEACHVOLLEY 6.99 13% ﬁ'ﬂmﬁ“ﬂ“ E'ﬁ Eﬁ BATTLE CHESS 1799 MAJOR MOTION 7.99
mm:mw 5991399 OUTRUN 750 10.99 BATTLEHAWES 1942 16.99 MANHATTAN DEALER 14.99
THE BIZ 9.99 PACMANLA 6.25 9.99 m?ﬂum”m 15% H:n"!i:f{ m&ﬂn& 15.;!?
BUGGY BOY 2.99 PATTON V ROMMEL 10.99 COM - .

699 999 PETERBEARDSLEY 599 9,99 BLOOD MONEY 1699 MICROPROSE SOCCER 14.99
H.IEHIP'D 599 300  PHMPECASS 299 699 While s last nmﬂnm-:m“ H AND DATA % ?'ﬁ EL'.";.EEHJUH 22 16.99
CAPT ; X PHOE ; ; stm BO : 15599
mnmﬁf et e o E'ﬁ 1;';3 PING 11'3"5 ;ﬁ o BOMBLIZAL 9.99 NEW TEALAND STORY 16.99
RS AT YRR ; ; 899 13.99 BOULDERDASH CON, KIT 7.99  NITRO BOOST 499
CARRIERS AT WAR 14.99 PIRATES 9. 13.
CHAMPIONSHIP GOLF 6.99 PITSTOP 2 2.99 , BUGGY BOY 1;.33 umrg;un SOUTH ; ?g
CHASE HO 65,959 559 POOLOF RADIANCE 15,949 CARAL ; e 2T {
CHUCK YEAGER 75010595 POWERATSEA 10.99 " CAPTAIN BLOOD ?'ﬁ OMSLALIGHT 16.99
RA 2.9 POWERDRIFT 7.99 10,99 Amiaa CARRIER COMMAND 1499  OPERATION NEPTUNE 14,99
0w 1099 PREDATOR 289 g CHASE HQ 16.99 OPERATION THUNDERBOLT 1699
COMBAT $CF 2.99 PRESIDENT MISSING £.00 10,99 * CHICAGO 90 16.99 OPERATION WOLF 14.99
ol ;s 284 COLOSSLIS CHESS X 1699 OUTRUN 7.89
CONTIMENTALCIRCUS 699 999 QUEDEX a8 B at't e b e L 29
CRIKET MUSTER &50 NACK BN 299 684 CONFLICT EUROPE 16.99  PASSING SHOT 759
“‘m'“il"c'u”ﬂfﬁ 2.99 * RAINBOW ISLAND 699 9.99 d CONTINENTAL CIRCUS 13.99  PHOBIA 7.99
CURSE OF AZURE BONDS " 1699  RAFFLES 600 Squa rﬂn CRAZY CARS 2 14.99 PLAYER MANAGER 12.99

. 99 998 RAMBO 2.99 CYBERNOID 2 11.99  POLICE QUEST 16.99
HEE:IEII'E %99 ' RAMBO 3 650 9.99 THE CYCLES 16.99  POLICE QUEST HINT BOOK 5 &9

" (838 monomens  un | ONly £12.99 . sucas 18 RRGROMNE ag
EE‘I.EHF:.E‘H%H -y 131% :EE HmEAT BER 9,99 13.99 DARK CASTLE 1499 POPULOUS PROMISED LAND  7.99
DOMINATOR 7.50 10,99  REDSTORM RISING 9.99 12 99 E*JAHSUTHU;EMM-EHG :g ﬁ MM:EEJWE :Eﬁ
DOUBLE DRAGOMN 699 999 REMEGADE .99 = . .

RAGOMN 2 699 999 REMEGADE3 650 9.95 DAY OF VIPER 16.99 PRECIOLS METAL 15.99
i ; ; : DELUXE MUSIC COM KIT 5999 RAINBOW ISLANDS 15.99
DRAGOMN NINJA 699 9.99 RESCUEONFRACTALUS 299 = -
DRAGOMN SPIRIT 699 999 RETROGRADE 699 9.99 = i ﬂffe DELUXE PAINT 3 5999 REACH FOR STARS 15.99
DYNAMITE DUX 7991099 RETURNOF JEDI ces o | LIM fEﬂ r DELUXE PHOTOLAB 59.99 RED HEAT 15.99
EARTH ORBIT STATION 599 RICK DANGEROUS 699 900 DELLUXE PRINT 2 59.99 RETURN OF JEDI 5,99
EMLYNHUGHESFOOT 699 895 ROADRUNMER 299 DELUXE PRODCTION B9.99 RICK DANGEROUS ;5.59
e U R o T DUREINON. BB Mo i

y ; BS99  ROLLING THUNDER 7.99
ESPIONAGE 699 999 ROMMEL 14.99 . DR DOOM 1
* ESCAPE FROM ROBOT RUN THE GAUNTLET 650 9.99 Amiaa DRAGON NiNA 1499 RUNMING MAN 1499
DRAGONS LAIR 2999 RUN THE GAUNTLET 15.99
MONSTERS 6.99 999 RUSSIA 13.99 ERCLA e s 1599
EUROPE ABLAZE 1499  SAMMION :gg 8 Dumﬂ Y s v i mm L 149
::lsgr';nm s 'Eg E'g EEEEEWQ 2898 B 00 Wyc DUNGEON MASTER EDITOR 7.99 SHINOBI 12.99
FIGHTING SOCCER 7991099 501 (ACTIVISION) 3.99 i i gmmgg Em&msm }Eﬁ SILENT Dsmwce H:ﬁ
FOOTMAN I BXPKIT S50 793  ERVE SUOLLEY 295 645 + Data D‘ISE EAGLES NEST 499 SKATE ORDIE 1799
mmﬁ'[manmﬂﬁ 1 gﬁﬁ 6.99 Eﬁmm Efﬁ 5,99 EMPIRE STRIKES BACK 1199  SNOOPY 16.99
FOOTBALLMANAGERZ 6599 999 SHOOTEMUPCONKIT  10.99 14.99 E 1 g’ g g ESCAPE FROM ROBOT MQHE'I'EM,:I] - Eﬁﬂﬁ ACE T ﬁ[ﬁ
FORGOTTEN WORLD 699 999 SILENTSERVICE 6.99 999 ; HARR
6099 999 F16 COMBAT PILOT 1699 SPEEDBALL 11.99
FUNSCHOOL 2 :ﬂﬁﬁ 799 959  SILKWORM 99 9 P38 COMMAT P, 1635 SPEEDBALL 199
FUN SCHOOL 2 {over 799 999 SKATEORDIE 7.50 10,99 . ;
785 FALCON F16 19.93 STARGLIDER 2 14.99
A IHUﬂLqurd!ri ;gg 13% HWEE:E;J] 1n'5.|:| 12.99 FALCOMN MISSION DISC 1 13599 STARWARS 0.99
gt At f-;u SPACE HARRIER 298 FED OF FREE TRADE 19.99  STAR WARS TRILOGY 16.99
m&'ﬁ“ MATCH 2 8.99 SPEEDBALL 599 B39 - ’ Oﬁe FERFLARI FORMULA 1 m.g STEVE DAVIS WORLD SNOOKER 1159
GARFIELD WINTER 630 599 SPORTSWORLD®S 9.95 1099 Specra r | PINALBATTLE 1699 STORMLORD 1399
:;i.umsr ; ; ISH 1499  STRIP POKER 2+ 9.59
Fi 299 STARFLEET 10.99 F i
GHOSTBUSTERS 25 STARWARS S48 49 FLT DISC 7 OR 11 1550 ke 1599
GHOSTBUSTERS 2 7991099 STARWARS TRILOGY £.59 10,99 ek R L AU i granaeon 16.99
GHOULS N GHOSTS 7.50 999 STEALTHFIGHTER 9,89 13,99 . I
PRIX CIRCL 7451099 STEEL THUNDER 10.99 A 1aa FLT DISC JAPAN 1399  SUPER WONDERBOY 16.99
EHHEE‘F ESCAPE e 299 STORMLORD 650 009 m g FOOTBALL DIRECTOR 2 ; 1% mﬂ!mn Er SODAN ';g_g-g
' y : FOOTHALL MAMAGER 2 1. TALE 17.99
GUER BE!‘IEL.M E% 9.99 Eﬁﬁﬁm iy ﬂﬁ I : Sh k FOOTBALLER OF THE YEAR 2 1399 TANGLEWOOD 7.99
b 991399 STUNTCARRACER 6.09 998 F ying ar FOOT MAN 2 EXP KIT 899 TEST DRIVE 2 THE DUEL 2199
GHAu_sumHE; MONTEZUMA e ;rn'n mumecﬂﬁ.w;s 299 FORGOTTEN wnmic_:r 12.99 LHHH;IEE STOOGES 1; ﬁ
HARDE 299 SUPER CYCLE 2.99 FULL METAL PLAN 16.99 NDERBLADE .
HARD DAIN 599 999 SUPERDRAGONSLAYER 509 on |y FUN SCHOOL 2 (under &) 1599 TIME 19,99
HAWKE YE 699 999 SUPERSPRINT 2.99 FUN SCHOOL 2 (6 to 8) 1599  TIME AND MAGIK 11.99
HELLFIRE ATTACK 7451099 SUPERWONDER BOY 7.99 10.99 £g gg :Hrﬂléﬁﬂnm 2 (over 8) 133& IGD-EI‘I{T;U < = Hg
HEROES OF LANCE 7451099 SUPREME CHALLENGE “‘ﬂ 1 ;;w £ BN = 19 HMEAEUHE IMAH GER 1%
ko N I“Armu COIN OPS - GALAXY FORCE H..g- TRIV EJEF{‘JL"II'IE ﬂﬁw BEGIN ! é ﬁ
HYPERSPORTS : i TRV
1 JONES CRUSADE ;% 10.99 #:m RENEGADE Eﬁ 9,99 GALD Eﬂﬁimcmmﬂ 159 TuREoOUT N 1639
N 991099 THUNDERBIRDS B.99 9.99 GARFIELD 9.99 * TV SPORTS BASKETBALL 19.99
e CROWD > ; : ; GHOULS M GHOSTS 1699  ULTIMATE GOLF 16.99
""“%’1&"‘“ e 3-% st Hﬁ%ﬁ%ﬁmt ;E lgﬁ GHOSTBUSTERS 2 16.99  LIMS SCENARIO 1 B.99
INFIL : 5010, .
KARA GOLDEN SHOE 16.99  UMS SCENARIO 2 B.99
:mu EMES NEST g'ﬁ E'IH ﬁm 599 999 ; GRETZY HOCKEY 1599  UMS 2 15.99
* IROMNLORD 699 999 TOPGUN 2.99 A * GRIMBLOOD 16.99  UNIV MILITARY S8 14.99
IACK THE NIPPER 259 TRACKSUITMANAGER 699 999 m lga GUNSHIP 1499 UNTOUCHABLES 16.99
IEWS £.99 TREBLE CHAMPIONS 6.99 HAWKEYE 12.99  VERMINATOR 14.99
JET BIKE SIMULATOR 5.99 TURBO OUT RUN ];:.sn 9,99 M . d W t : H““,.f.?ﬁ EE-F Lmnﬁmw :Eﬁ Eglmw Er.mn :Eﬁ
o 12% Eﬁ . Lﬁﬁ:ﬁ GOLF ?'ﬁ 10,99 Q- inter HUNT FOR RED OCTOBER 1499  VINDICATORS (Domark) 9.99

EORARS: CTION 9912, HABLES 650 9.99 INC SHRINK SPHERE 9.99 VIRUS KILLER B.9%

:unmmmnut g+ umnmu: 7 ﬁ 19'39 INDY JONES ACTION 13.99 VOYAGER 1595

KRAKOUT 299 VIGILANTE 699 1093 on Iy INDY JONES ADVENTURE 16.99  WAR IN MIDDLE EARTH 14.99

LANCELOT 9.9911.99 VINDICATORS (DOMARKE) 6.50 9.99 INT KARATE + 16.99 WATERLOO 16.59

LAE BASER INTERCERTOR 1599 WEIRD DREAMS 14.99

1 e i g oy Ly INTERPHASE 16.99 WORLD GLASS LEADERBOARD B.99

LASTRINSA 699 999 WARINMIDDLEEARTH 698 9.99 £ 1 g gg INTERPHAS 16.99  WORLD LEAT 895

LAST MINJA 2 899 999 \WASTELAND 1299 . . : TOUR [

o 1298 IT CAME FROM THE DESERT  19.99  XENON 2 MEGABLAST 15,

t&nﬁ%ﬁmm b us"g ﬁuﬁﬂ”ﬂmuﬁ 13’% e * IT CAME FROM DESERT DATA  9.99  XENOMORPH 16.99

' ! BOTS 12.99

LICENCE TOKILL 699 999 WITBALL 299 JAWS 1298 XY

MARS SAGA e : 1099 MENOPHOBE Eﬁ Eﬁ JOE BLADE 499 ZAK MCKRACKEN 6.

Mc ARTHURS 13.99 XYBOTS .

MARBLE MA ' 599  YIEARKUNGFU 209

5 e LAK MoKRAKEMN 10,599
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 ZP04, TRYBRIDGE LTD,
8 BUCKWINS SOUARE, BURNT MILLS, BASILDOMNM, ESSEX 55_13 181,
Please state make and model of computer when ordering. : g
P & P inc. 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.
These offers are available mail order only.
Tel. orders; 0268 590766
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In the arcades of 1989 you’d have beéen

hard pushed to find a mére graphically
impressive, immensely detailed game
than Techmo’s Shadow Warriors. Ninjas
battling their way through modern dély
New York sounds a great idea, but what
makes it really special is the incredible
attention to graphic detail and all-round
playability. Coin-op fan ROBIN HOGG
paid a visit to Rotherham-based Teque to
see how the home versions of Shadow
Warriors were coming along.

e eque’s Shadow
Warriors team con-
sists of three prog-
rammers: lvan
Dimbleby (Ch4),
Simon Paisley (16-
bit), and Mike Tal-
bot (Z80). It's Mike
who's been working on the artificial
intelligence routines for all versions,
developing them on the Z80 to be
finally transferred across to the other

P

- machines. ‘Along with us, up to

three graphic artists at a time are
working on the game, “Mike
revealed.

With Shadow Warriors it seems
graphicsareall: ' There's something
like two megabytes of graphics in
the game, a ridiculous level of
graphicsand sonics—it's going to be
two disks on the Amiga.’ At that
very instant Teque's personal
Shadow Warriors coin-op began to
run the fantastic attract mode.

‘We're going to have that in the
Amiga game!’ promised Mike. This
is difficult to believe if you've seen
this stunning sequence but Simon is
going all-out to try.

‘We hope to convert everything
else from the coin-op including the
spelling mistakes (incert instead of
insert, hotell, ice crem etc), even the
“"Winners Don't Use Drugs’’ logo
which comes up before the game

TEQUE - THE DEVELOPERS

Teque may not have been around as long as some of the
| veteran development teams, but they're certainly one of
| the most prolific. Formed in 1987 by the familiar names of
i| Tony Kavanagh, Peter Harrap, and Shaun Hollingworth,
Teque have since worked on Prison, Pac-Mania, Blas-
| teroids, Toobin', Xybots, Thunderbirds, Passing Shot,
| Continental Circus, Chase HQ, Laser Squad, and Cyber-
ball to name just a few (I).

Currently the team are hard at work on Manchester
United Football Club, Scramble Spirits, Space Harrier |l
and a new version of The Hunt for Red October (to tie in
with the forthcoming film) for Grandslam. Klaxfor Domark
Is also in the pipeline, as is a new Rogue Trooper game.

[ BS54 00 ZZzAP! APRIL 1990

starts. There's also the coin-op
cheat modes and ROM graphic tests
which are planned to go in.’

It sounds a major task and as Mike
pointed out, ‘It's all dependent on
time, we've been given 15 weeksto
get it done and Ocean wanted it to
be flash; the time limit is very tight.’

Teque were given the game to
convert in Early December; a
storyboard was produced by
December 5th which, even in its

simplest form, takes up 14 pages!
It's a *shoot-'em-up with shoes!’
accordingto Mike. ‘Actually, we sat

down and worked out what was
supposed to happen and disco-
vered that it isn't as complex as it
first seems. The game isn't about
constant g Ninja moves [as
you'd expect], it's more about using
maoves at the right time.

Strangely, the final guardian on the
last level {a huge, sword-wielding
Samurai] is the easiest of all to beat
~ leap behind him and you're
guaranteed a hit on him every time.
Wechanged thatte make for a har-
der game of course!’

Apparently the coin-op’s prog-
rammers were using weird code
structuring: ‘The coin-op stores the
levels in a strange way. It begins
with the street scene as usual, but
then it has to bypass three other
levels in memory befare jumping
back again to access the others.
Obviously, the home computer ver-
sions will be a lot better organised in
terms of coding!

‘At the moment we're using a
Beta test version of Devpactowrite
itand we're the first people to come

¥ Left to right, we have Matt Furniss (musician), Mark Potente
{graphics), Mark Edwards (graphics), Simon Paisley [Amiga
programmer), Mike Talbot (Z80 programmer), and Ivan Dimbleby

{C64 programmer).
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4 Bachkdrop for the night city level drawn with OCP Art Studio [54).

up with a list of bugs [for the utility]!

‘We should have the Al routines
done first, although they were the
hardest part to develop, taking 14
weeks. They're fairly simple to actu-
ally encode once they're con-
structed.”

With the Amiga version planned
to include most of the features of the
coin-op, the 64 version is up against
some high hurdles, The actual
arcade machine’s routines werne
written in 68000 which made it easy
to convert onto the Amiga, making
things a bit difficult for the C64 prog-
rammer.

Ivan commented, ‘The sprite
machine is always a problem on the
b4, it took a heck of a long time to
write sprite routines — we use eight
sprites if we can. If you use overlay
[for more detail] you have all of four
sprites, hence we're using bitmap-
ped sprites, the sprites being moved
on the X and Y co-ordinates.’ lvan
loaded up some sprites, including
the end level guys and backdrops.
‘First time |'ve seen these!’ he con-
tessed, ‘| don’t know about the
sprite size yet, they can be two
sprites wide and up to a full screen
in height (1). Ifyou're chased by two
BIC guys that's it though; any more
would be too many — be grateful
you've gol those!'

Given that the backdrops areffour
colours they're looking good so far
— the graphic artists have done well
to capture it all. The Night City
scene and the face of an old manon
a wall are particularly atmosphenc
backdrops, created by Mark
Potente (who did the graphics for
Toobin’). The OCP Art Studio is
beingused for the graphics, ‘It's the
only thing to use, ' lvan claimed.
‘Each sprite is 189 bytes with five
per K — that doesn’t leave much
memory. The 64 is definitely the
hardest version to program with up
to eight sprites on screen, Previously
the sprites were too big — they
tended to catch the overhang easily
—50 they were shrunk to fit.

'I'm going to have two add-on

sprites for the arm/leg in motion,
effectively extensions of the bodies
for punches, kicks etc.’

On the audio front, musician
Matt Furniss has allocated around
5K forthe Ch4's 3 tune aural accom-
paniment and sonic effects. The
Amiga version has roughly 80K allo-

A& Popping into the pool bar for a quick pint [Amigal.

characters in there, we've even
included the graphic bugs.’

Whereas the C64 version will
adopt fairly traditional graphic
techniques with a four-colour back-
drop, the Amiga version will be con-
stantly loading the backdrops (4 la
Virgin's The Ninja Warriors).

‘The Amiga game isn't loaded in

SHADOWY TECHNICAL DATA

acrolling area: 304 x 152 pixels

Sprites on Screen: Six measuring 24 x 152 pixels and two measuring 24 x 21 pixels

(the add-on body sprites)

Backdrops: 30K
Audio: 5K

Sprites: 25K (Main player has hi-res overlay)
End of Level Guardians: 48 x 110 pixels (final Guadian even bigger!)
All sprites are depth-keyed and multi-coloured,

- 3
. R

All graphic, sonic and program data is heavily compressed to fit onto 2 disks

Backdrops: 1,376,256 bytes
Sprites: 300,000+ bytes

Static Screens: 100,000 bytes
Code: 140,000 bytes

Audio: 80,000 bytes

Screen Size: (256 x 224) 32 colours
Sprites on screen: (16 x 16) 128
Background objects: (16 x 16) 20

cated to the tunes with three tunes,
start/end-of-level jingles, and FX.

Hardware sprites are to be used
with a vertical split to provide the
illusion of very tall sprites. Unfortu-
nately the two-player simultaneous
mode will not be implemented; the
restriction of eight sprites available
horizantally means lvan has had to
opt for alternate play.

‘Most of the coin-op program is
graphics with a mass of memory
used — 200k for the leading man
alone. We've had to reduce the
number of frames here and there.
There's loads of men and other

blocks —it’s one constantly loading
picture which took the pragram-
mers of The Ninga Warriors three
months to perfect, but took us just
seven days!| We pulled the graphics
straight out of ROM, grabbing and
selecting relevant graphics and
recolouring them. The main charac-
ter was originally too grey and
we've now boosted the colour to
blue, effectively “'reverse engineer-
ing"" the coin-op. It's amazing how
tew frames there are in each action.’
Regarding other people’s prog-
rams, lvan confesses to playing Mir-
rorsoft's Chaos Strikes Back (' utterly
brilliant’ is the guote he wants in the
magazine), Infogrames’ Drakkhen,
and Domark’s Typhoon
Thompson. Mike also confessed,
“We've played THAT Ninja game
and didn’t like #t*, But lvan was less
subtle about the whole thing: * Ninja
Warriors is crap!” Yes, well

Shadow Warriorsis planned for an
Easter release from1 Ocean on the
CB4 (£9.99 cassatte, £14.99 disk)
and Amiga (£24.99).

4 The main character's animation frames, ported across from the

coin-op into the Amiga game.
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SPRITE CENTRONICS
HTROL INTERFACE

1
EXTENDED
TOOLKIT

i o - - . ' ARAPHICS SUPPORT

value for money | oy : K. ' . 1T B

~ cartridge. The Cartridge - - UTILI
King!~

&

LIDE SHOW. View yourr Favourite
- screens in @ slide show type display.
BLOW UP. Unique utility allows vou to §5
Eake any part of of o picture & "hlow it 23
I up' to Mull screen ] |
. PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS SEITE EDITOR. A complete sprite

AND SUBJECT TO CHANGE WITHOUT NOTICE QRN belps you 1o it

P MESSAGE MAKER Any sereen
DATEL ELECTRONICS LTD., enptured with Action Replay orcreated
FENTON INDUSTRIAL with a graphics package canbe lurned

ESTATE it & scrolling screen message with |0

GOVAN ROAD, FENTON,
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WANTED

Wanted Artec Challengs or | And Tha
ThﬂTmﬁDmnWLmﬂfﬂr or £S5
. Cortact kK Wayne on
696555. Thanks and hurry please! -

Pay up to £25. Write to Rob , 14 Malidan

IGrova, , Chashire WAE DEQ inl,
H%ﬂﬂh' promptly, mﬂm

Wanted! C84 programmers, musicians and
NeC artists to join up with an . hard
nking games designer, and Start &
software team, For more information ring 0532
%‘H?. 18 Easterty Sq., Gipton, LsA

Wanted &4 back issues. Numbers 1-25,
31,33, 34, 36, 50, 54, 55, 56 & 57. Tal: Lincoln
{D522) T9a448.

Action Raplay enhancement disk T84 one
that covers over 90 tithes. prica of disk i
works and in condition. Tel: 0472 TIRA1
or 38 wood Avenue, Bradley Park
Estate, Grimsby DN33 1AD.

Chuckle Egg for CB4 on cassatte or disk.
Plaase halp, phone now on 0726 860 586 and
ask for Suz NOW!

New Cldc, still boxed, data cassette, 1540
disk drive, over B0 original games inc, Strider,
Power Drift, Untouchables and mofa,
Vary cendition. Phone 0T34 B72810,
Want £220 ono. Nesd guick sale. Cheers|

For sals, C84 games, include Citadel, A P.B,,
Untouchables, Thﬂ” The Hits, L.8.5., all at
chaap prices or swap for other (good)
mtﬂﬂhﬂtmuﬂnnmhﬂ. 61 Balla Vs
8, Shrewsbury, Shropshire SY3 TJH.

Commaodors B4C Light Fantsstic Pack, only
three months oid, boxed, perfect condition.
Includes CB4C, datasatta, kght gun, leads, ten

CB4, 1541 disk drive, 1525 printer, 1701 col-
our monitor, 2x G2N dalasettes, 100's of
. approx. 150 disks, Easy Script, Easy
, inads of other exctras, £550. Phone Trevor

on 0702 352745,

Commodore B4C, new model, with CRM
1541 disk drive and £350 of including
Double Dragon 2, Power . Zak Moracksn
and APB + many more. All this for £200 ono
Phone Daz an Aldershot 0252 3136852,

ml_rnmfurlﬂlhc.ﬂrml-mjmmm
Op Hits and Power Drift, Very cheap. Ring (01)
570 D006 for datalls. Prices £4.99,

Great bargsin CBM 84, datasatte, joystick

, over £250 software inc. Robocop,
H - Wizhall and loads ol mil
manuals, For quick sale £210. [DHEFT'E

3188 now. Ask for Murtara,

AS20 Amiga modulator + cables. Wil sall for
ng.ﬁwﬂl‘:‘{lﬂmﬂ Ha‘tgorml#ﬂ l:‘.‘.mrrrywl'.'lﬂnn
o ¥ ¥ '
Morthem Ireland BT18 2SF. Phone after
5.30pm on weekdays.

Commodore 84C: 9 months old: boxed: disk
drive OC-118: icks: Expart cart: tape rec-
order C2M: : 50 taped : Zzap
mags issues 47-58, Ganuine sale: Bast offer
owver £300. Phone: 0G341-280516 after Gpm.

CBM B4, new datasstte and power supply,
loadsa games, al al, clues and tips on

adventures, joystick plus old on 16
and Commodore 64, £220 ono. :Hﬁeﬁ
(0742} 472353, ask for Soon.

C8dc, disk drive, Trojan lght pen, 60 disks,
Expert " 'EM‘W' 150
tapa games, disk games, Do, every
Zzapl sinca Mo, 1. Excellent condition, Phone
Ging on 01 304 BBA1, £225 ono.

Commodors , complete pack,
Kempston Pro joyst 16 games, six months

%;rmaa.all boxed, as new £300 ono. Tek: 01
7876 [Surmay),

C84, C2N, joystick, leads, iots of games inc.
Wizball, Barbarian and many more. Micro

pack, Power . Al for
E220 ono. Phone Andy 01 205 6149, Boxead.
Also G.A.C. disk £15 with box, manuals.

CBM 1541 diskdrive, many excellent disk
inc. Supreme Challenge, Gold, Sikver,
. Gaurtlet N0, Forgotien Worlds, 20
blank disks, Action Raplay MK IV can , all
ACCREROMes and cables. £90. Phona 01 9560

Co4 for sale, bargain, 700 worth of
like Doble EFI:IIIH, Ghouls'n'Ghosts, al:l worth

3
9
o
R
]

Disk drive 1541, ordar, MES5,
Enhancement Disk plus 70 disks in b
Quiet stop fitted only £1056 ono. Phone Stuart,
Bath 334454,

CLassiFieDs

Amiga 500 for sale, mint machine, great
.garrm. atill ungjlllr warranty, four e ald,
Wi icks, all in good order, a bargain at
Mm.]m on 081 775 1004, Humy
affter Gpm,

CBM 64, 1541 disk drive, MPS 803 printer,
data recorder, AR4 Pro, 100 disks, disk

two joysticks, dust cover, manuals, con-
dition, £275. Tel. Blpool 0253 3. Wil
saparats.

LOOK]! Cod, disk drive, £200 g'.‘mlmu
accounting package, RS232C, R Diary,
Last Ninja Il, Time And Magic triclogy etc..

books amnd 8, E250 ono. Phona
?m.m%mmm_

:

C84, new model, VGC, lcadsa
recoroer, joystick, mags, many
cards, resel cartridge, mouse and
Warth E530, sall ono. Phone 01 BO2 2158
evanings.

CBM B4, 2 C2Ms, 4 joysticks, over £500 worth
of games i ing Untouchables, 8.Camacer,
Batman (Movie), E. Hughes, Myth, Micro Soc-
oer, Barbarian 2 and much mors. £250 ono.
Phone 0320 B34218, ask for Mark or Lee.
Hurry for a great deall!!

w?nk,m condition, m: m{nﬁxﬂulu
mﬂ“,l’m, last ong-

software titles from Bard's Tase to Batman
Movie. Only £100, short term offer only, Tel.
Richard on 01 603 8729.

4
ik

|

Disk games for CB4! Arcade, adventure etc.

N pricas - all originats! Send SAE for list]
] Morpiesus, LED, Giana Sisters,
Wirball, Compilations, Captain Blood, Zork
etctly Chria, 3 Wast Lana, Baildon, Wast York-
shira BD1T SHD.

C84C, 1451¢ disk drive, £700 worth of soft-
ware, C2N tape deck and 10 blank disks.
Worth over £1000, will sell for £295. Tel
Michasl on ((1379) 852618, Action Replay MkB
also mnchsded.

m-lﬂmm 108458 monitor and A501
Work Bench and software. Perfect
condition £800 cash, Ring Les on 095 82 2083,

C128 with tape deck, over 130 games includ-
ing new tites like: Turbo Outrun, Batman, R-
Type, Siloworm, Salamander, Last Ninia 182,
L?El Speadball, Dparation Wolf, 1
Thunderbirds, Dominator etc. Phone Migel on
S22 BATA0T . £350 ono.,

CBM 84C (boxed), CZN, over 40 original
qama;a#.l iotallant w BOpIox umln

" Liefafr], complate I:hﬂ'w
H;-amn 23) 324108, Also, Amiga con-
tacts wanted. Hi to Hybrid, Smorphosd and

CB4C, 1541 Ii disk drive, C2N plus and
disk software inc. Pools, Curse and Hillsfar
ADAD. ANl this and more for just £250 ono.
Phona Mark on 01 656 T30 evenings.

C84 and accessories, mare than TBO0 worth
of games from old classics to new hits, Action
Raplay, two icks and lots mora, Wil sall
for E250. Ring 01 BA3 744 for details, ask for

C84 for sale, axcallant condition, power pack,
tape deck, . Music Maker, loads of
games inc. Tima of Lore,

aic. and camy case. £120. Plus Action Replay
Mk IV cartridge £25, Phone (D895) 55645,
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PEN PALS

Amiga contacts! Fast and reliable only. Send
disks, lists (Clayton), PO Box 138, Albdon Park,
N.S.W., Australia 2527 or (Jaff), 75 Cawdell
Dwiva, Albion Park, N.5.W., Australia 2527.
100% reply. Don't forget that, humy up!

Amiga contacts wanted. All letters and list
answared. Send letters disk 1o Jim, 2 Ingelow
Ave, Parson Cross, Sheffield or phone 401876

o4 contacts wanted! T only to swap
latest stuff, hints, dmmaaLwdm

Betfast BT14, Northem Ireland. All letters get
100% reply. Write now! Mo lamers.,

You want a fast rellable comtact.
Look no further, write to the HER, 4b
Allen Ave, Bilgola Beach, 2107 N3W,
Australia. 100% reply to diskadatters. No los-
&rsl G'day to all my contacts.

Amiga contacts wanted. Mo beginners
please. 3.5" and 5.25" send to D. Ditchbum,
26 Lister Ave, Dunston, Tyne and Wear NE11
SER. England. Now!!!

Cha-disk contacts wanted for Swapping
demas, routings etc. Write to Skate Or Dial
Power Slaves, Frode Langeland, Box 148,
5420 Rubbestadneset, Norway.

Amiga contacts wanted. Send disks 1o
James Bﬁm. 8 B)’rum Close, Guis-
Borcugh, TS14 FAT o phone (0287)
36770 after 4pm (raply guarantesd).

contacts wanied to swap hints eic.
disk and lists. 100% mﬁmlanﬂ

Marwood, 18  Haatharway, 4
Durham DHS THW.

Amiga coniscts wanied . in Europe.
Write to Lars Michasl, , Tulpan-
laan 3, 1990 Hoeilaart, Belgium. 100% reply.

Wanted! CBd + contects. Al latest

stuff, sorry disk ondy. diskAatter 1o Las,
60 Mapla Ave, Sandiacre, Notts. NG10 5EF,
England. 100% reply.

Co4/Amiga contacts wanted worldwide.
Purpose: disks , new stuff. Send
sk, lists info fo: an Gulkaksen,
Mipedalen 145, 5031 Laksevaag, MNorway.
Dan't wait, write mow!k|

Hln;rm wanls all I-ul.n:l'lhl
workd o swap . Sand dishk/
letier to Martin .mzdﬂh.rmau

traat 47, 4388 NS -&:t.ﬂ:urgﬂiahhﬂw
lands. (All rephed)

C64 disk contacts wanted. Send your lists
and disks to: The Beaver, 6 Woodland Grove,
Wath-on-Dearne, Rotherham, South Yorks,
563 TTG. 100% rﬁlgrmanntaad Deaks geat
prionty. Write nowll!

Amiga contacts needad] Sand lsis
and dizsks to: Leon, Road, Kings-
narton, Bi B38 8PN, England. Write
naw! 101% replyl

contacts wanted, to hints, t
memwwmmﬁ
BY Q. 100% reply. Outside UK welcome.

C64 contacts wanted. Disk only. 100% rephy.

Ahaup-iﬁnuuhuuh. reasonable price.

Will sand to you when conmtact me.

Send 1o Anthony Millard, zmm
. Pontypridd,

Mid Glamorgan CF37
SHD.
C64 freaks wanted, latest . Write to
Tom Horafiedd, 11 Studley St ,ACT,,

2902 Australia or send to David Maimbers, 15
Gallagher 5t, Kambah, A.C.T., 2002 Australia,
Guarantesd replies word wida!

- RE S ULTS with Kenmthe Fish

ANOTHER THALAMUS

HITCOMP

(Thalamus, Issue 57)

Kenno Brookes here with
another "Top Of The Cods'. The
top three look like this: 1.
seven; 2, Choom; 3. ARA,

But to kick off tonight's show,
here's a one-man band, playing
Matchbox Hit-stix, a Hit-guitar,
and Hit-keys. It's sure to be a
sure-fire hit, so give a warm

welcomea to. ..

Richard Cutts, SHEFFIELD
518 6FH.

Wow, that was Now, hit
me with . Thalamus

T-shirt, and signed print of the
artwork won by the top twenty:

Wayne Sharpe, BIRMINGHAM B8 3QW; Karl Graham, PORTSMOUTH PO8

8HJ; Greg

Morris, SOLIHULL B93 OPT; Matti Kennedy, ST ANNS CHAPEL

PL18 9HW; Lisa Hadcock, MANCHESTER M31 4JU; R E Levien, R

UISLIP HA4 BHF; Jon Gabriel, SHREWSBURY SY1 3RT; Jon Kavanagh,
MORDEN SM4 5RQ; Mark Emmott, TROWBRIDGE BA14 OLT: Chris
Sentance, OSSETT WF5 OEF; Matthew Round, BEWDLEY DY12 1BU: N
Lawrence, ETWALL DEG 6JN; Gavin Dixon, HALTWHISTLE NE49 9DD; R M
Dodds, ALNWICK NEGE 1BS; T Harrison, DONCASTOR DNS 8NQ; Thomas
Brettell, DUDLEY DY1 2ER; David Barnett, READING RG3 5YL; Andrew
Irvin, DARLINGTON DL1 3DL; Martin Grover, HAILSHAM BN27 4BS; William
Maughan, MARKET HARBOROUGH LE16 8AX.

C-84 contacts wanted, worldwide lo swap
stuff, ing high? Yes C.K. write to mal :
Mark, ¥.v. Goghlaan 34, 4907 PG, Oostarhout,
Holland. No axclusions, even Garmans. Sand
disks, 100% reply, lists are also wanted!!|

CBM 84 disk contacts wanted to swap all
the latest software including demao's,
graphics, music etc. For a 100% sand
disks or write o 'Computer Word', 153 Far-
mmﬁmmmm.

Kiwi Amiga freak wants (o swap latest wares
and own . Band disks, letters 1o
mm 11 Englés Road, Shannon, New Zea-

MISCELLANEOUS

simply and legally. For free info
send SAE to Jason L, 20 Lower Manor Lana,
Bumiey, Lancs. BB12 0EB. Don't miss the
chance of a life tirma.

Pokes Galoral Nead any pokes badly for your
860 fipe and pokes. Enk
ﬂhmd. ahton E Suseax BN 1 EGE
! RS :
Dudiey = Efthm

Eam up to £1000 a week using a simpie finan-
Gial mathod

ton, Sussex BN1 THQ, It's the chance of

a e

Fres Amiga PDI No catches! Join our new PD

T s B o et
i Wi, : T

TF10 TRH NOW!I! Greetz 1o C2, NJ and all my

other contacts.

Poka sheats (C84). Hints, and Pokes. Avalla-
ble NOW only a limited amount this manth.
Send SAE + 80p loc- P. Hoplay, 24 ey

m%ﬂ?bm't wm ﬁ'mﬂ?

B
i
i g
e
g z

THE GREAT GHOULISH
AND GHOSTLY
COMPETITION

(US Gold, Issue 57)

Brave Ken opened the creaky
door and looked down the
wonky steps which led to dingy
cellar. A shiver went down his
dorsal fin as he spotted two

staring out of the
e St
remembered it was time to
mhnr?ﬁ%lm ?anﬂia
slammi ﬂ'lﬂdﬂl:!'.h.ﬂ u'mpad
M'Inﬁlﬂhmvl 4'=1r1+:ll
Mﬂﬂﬂummm

n com 10N were:
1. LED Storm_ Bione”

Commando, Bubble Bobble, or
Peler Pack-Rat; 2, Ghosts ‘N'
Goblins; 3. five; 4. dagger,
fireball, or axe; 5. Arthur. The
ghostly winner of the video/TV
combination plus three horror
videos is:

B D Everingham, ESSEX
RM10 9JP.

And 25 ghoulish runners-up
receive a copy of Ghouls ‘N’
Ghosts...

James Archibald, SLOUGH SL2 4DF; Michael Clarke, CHORLEY PRE OHU:
G Davis, ELLON AB4 0QJ; PG Jackson, SHREWSBURY 5Y1 4PY; Alan

MOTHERWELL ML1 45T Darren Carter, TRING HP23 5HO;
Hafesjee, LONDON ES5 OLN; D J Ashenhurst, FLEET GU43 8DZ; Daniel
Hallett, LEICESTER LE4 3GG; Dean Minshull, CREWE CW2 TNY: Mark
White, CARNFORTH LAS 8DT. C A McLean, COLCHESTER CO2 7ST: L
Khan, NORTHUMBERLAND NE&3 9ND; Tom Saxon, SWINDON SN3 S5AH;
B Parker, NORMANTON WFE 1ET; Lee Breisford, MANCHESTER M32 aTT;
Scoft Khadun, WARLEY B6 50BX; Gary Leishman, TAMWORTH BT7 2HG:
W Cooper-Britten, CRANFIELD MK43 OHY: lan Dunkerly, WIMBORNE BH21
2Al; Eric Pratt, BRANDON IP27 9AG; Richard Weedon, ASHTON-U-LYNE
OL5 9DB; Colin Rowlands, PONTYPOOL NP4 OLY: T Lane, HAYWARDS
HEATH RH16 25D; Matthew Broadbery, PORTSLADE, Sussex.
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For 64 owners of this fine game
who aren't showing Capone the
long arm of the law here's the
M cheat mode thanks to program-
. mer Johnny Meegan himsaeif.
I When the game has loaded up
and is busy showing you who
wrote it, designed it, composed
i the music, did epileptic dances
'| during the production and so on,
justtype in TECHNIQUE (as in New
i +  |Order's latest (and brilliant - Ed)
%+ |LP). Now you can hit F5 for extra
™ - |time and F7 for renewed energy. If

| THE UNTOUCHABLES
(0cean)

M R
r--ﬁl-llp the game ac
AT Up 8= n y

[ |_:.-;.r.'r:,_:|| and

r-:;;-'.!_.'r'l r—|.| s E rigg 'n'lll.l:'iul'_] ey
ki £ (V.1 s
When you

4 ¥ Duilg-

o Until November i«
il I' t - : r”]rj rf-l':-.:lrl Ie T|‘|J:' T--. e 1‘
TENTUp to the fy)) 201 . e
wary Degins. lowsr 1

d Slr-

hitable future s

you pause the game (F1) and hit
the left arrow you advance to the
next level. Great stuffl!

For Amiga owners, why not try
typing in SOUTHAMPTON
GAZETTE onthe title screen? Start
the game as normal but get your-
self killed. When you get back to
the title screen press F10 to
advance to the next level and on to
the end-screen (pity it's not bril-
liant). Thanks go to Special FX for
that one.

| ately trying to leap our way onto
‘ level 10. I'll give you the solu-

tions to the first four levels and
| the next four next month. At this
point I'm stuck for tips about the
later levels, so if anyone wants
| to send in the complete solution
| I'll be eternally grateful. This one
is driving me (and Phil) up the
wall!

Area 1

If you can't do this level then I'm
A ; afraid there's not a lot of hope
i [ for you. All it involves is one
jump across a gap, a sluggish
B D alien to aveid or kill (one shot
- arc DE = needed), and just following the
. () e arrows to a teleporter and then
= to level's end. Now, what's

difficult about that?

. 3 . . 5 =1ale Area 2

R - € =Te G0 straight up, turn right, and
Drre . go to the screen edge. Turn up,
3 F e = jump across the first gap and

B - o " . z then the second, and turn left.
Fre dSE = - Pass the green speed-up tiles
and turn north across the path-
3 DIre . = way. Turn right at the path junc-
DN data : = . s . tion and follow it up onto the
- mainiand. Kill the alien if he's
B N s e near and go left, up, and right to
# Nea - L) reach the tricky chicane. Dodge
(] - e through it at slow speed and

» s Sl jump the gap to finish the level

- . 3 : Area 3

Avoid the green speed-ups at
the start and head the way of the
arrows. Follow the north path

—

SNARE
(Thalamus)

and take care to avoid the robot
(two hits to kill) when you
emerge in the large area. Move
to the northwest (left and up)
and activate the switch. Take
any of the the three paths at
speed and leap the gap. Go up
the middle of the area, leaping
the three gaps with a power 2
setting (no more, no less!). Now
head right and down through
the tight passage leading to the
lewvel eat.

Area 4

Things get a mite tricky now as
you can't stop the craft. Travel-
ling without any brakes isn't
easy so take it slow (well, as
slow as you can). At the start, a
fast robot homes in on your ship
s0 make a slight right turn to
avoid the hole and turn north.
Accelerate like the clappers and
leap the gap to escape the robot
(don't go too fast or you'll fall
down the next holal).

Now head west and leap onto
the switch on the west island.
(Don't hit the switch on the east
1sland or elsel) Now head north
and squeeze between the green
blocks, take the middle path,
and jump the gaps (power 2,
each one). Now you've got the
choice of heading to the east or
waeast s0 choose and leap the
relevant gap. Go North and
avold the green speed up.

To kill the pesky round alien
you can either leg it past quickly
or shoot it from afar, the latter is
safer but time consuming.
There's no time limit of course
but I risked it when I was in the
challenge and it seemed to work h’
UK, so give it a go!




LOGIC

COMPUTER STORES

LONDON PETERBOROUGH CHESHUNT
018824942 073349696 099225323
FULL RANGE OF AMIGA, ST, SEGA, 64, SPEC, AMSTRAD, PC, PCW, 2600, XL/XE, BBC
AMIGA
MENACE — Pysgnosis £8.95 CAPTAIN FIZZ - Psygnosis £7.85
BAAL - Psygnosis £8.95 CONFLICT EUROPE - PSS £8.95
ARCHIPELEGOS - Logotron £8.85 THUNDERBIRDS — Grandslam £6.95
GALAXY FORCE — Activision £8.95 PASSING SHOT TENNIS - Image Works ET.95
FIREZOME — PSS £7.09 HKM = U S Gald £6.99
BOME JACK — Elite £5.95 STAR BLAZE = Logotron £5.95
STAR RAY - Logotron £7.95 AEGIS SONIX — Requiras Two Drives £20.95
TERRORPODS - Psygnosis £8.95 TERRYS BIG ADVENTURE - Grandslam £7.96
SOLITAIRE ROYALE - Spectrum Holobyte £7.95 THEXDER - Sierra £6.95
WICKED - Electric Dreams £9.94 TAKE EM OUT — Artronic £9.99
DEF COMN 5 — Cosmi £6.95 ARTURA = Gramilin £5.09
DEFLEKTOR — Greamlin £4.99 CYBERNOID = Hewson £5.09
FERMANDEZ MUST DIE - Image WCH‘H_S £8.99
64 COMPILATIONS GAME OVER 2 £3.99 cass
4 GAMES (Stellaar 7, Forbidden Forest, Talladega, Fight Night) £290 SIMONS BASIC + EXTN DISC £14.95
3 SPORTS GAMES (Baskstball, American Football, Basebal) g e il it b e
4 GAMES (European Games, lan Bothams, Bombo, World Cup ) —— £2.89  MICRO CLERK £9.095
5 GAMES (Elite, Tetris, Ace 2, Starglider, Senfinel) £4.99
6 FLIGHT GAMES (Spitfire 40, Strike Force Harrier, Advanced Tactical Fighter, 64 tz'gg E'Ac"
Ace, Air Traffic Control, Tomahawk) £6.99 TOP FUEL CHALLENGE £2.99
7 SPACE GAMES (Cybernoid, Zynaps, Exolon, Xevoius, Venom Strikes Back, SABOTEUR Il, THAMATOS, DEEP STRIKE, SIGMA 7 £3.99
North Star, Trantor) £6.99 SUPER SPRINT £2.99
BASKETBALL £2.899
THHREE STOOGES £3.59
64 £2.99 each ALIEN £2.99
SUPERSPORTS, MASTERS OF UNIVERSE, SOUTHERN BELL, NETHERWORLD, sty o KARATE g
CAPTAIN AMERICA, TRANTOR, SUPER SPRINT, HOPPING MAD, FOOTBALL GARY LINEKERS EE"E'E
DIRECTOR, MINI GOLF, DARK FUSION, MURDER ON ZINDERNALF, CHAIN ARTURA ﬁ._'ﬂ
REACTION, ESPIONAGE, BOMBUZAL, SIDE ARMS, TETRIS, PANDORA, SUPER SKRAMBALL SIM £2
TRACKER, ZYNAPS, EXOLON, SKY RUNNER, MARAUDER, ACE 2088, JAIL ROY OF ROVERS ﬂ:
SPEEDBALL £3.99
354 HAHIQUS CERTIFICATE MAKER £8.99
THUNDERBIRDS £4.99
TRA £3.99 cass EXPLODING FIST, BRUCE LEE, KUNG FU MASTER, AVENGER, SAMURAI
TERRYS BIG ADVENTURE £3.99 cass TRILOGY, UCHI MATA, WAY OF TIGER ALL 7 FOR £68.99
EYE OF HOURS £3.99 cass MICKEY MOLISE £2.90
SPEEDBALL £3.99 cass FOX FIGHTS BACK £2.99
CHOLO £398 cass STARCROSS £2.99
SUSPENDED £2.99
DEADLIME £2.99

LOGIC SPECIALS

COMMODORE SOUND SAMPLER

Record any sound. Replay forwards, backwards, higher/lower pitch. Plot waveforms. Echo with variable delay. Pitch converter. Quattro sampling. Includes drum samplas.

£9.95 pIsc ONLY pap 75p

COMMODORE SOUND EXPANDER

FM sound - up to 8 notes at one tima. Realistic sounds. Selection of preset sounds., 12 preset rhythms. Sound output through TV, monitor or HiFi. Riff machine,

£9.95 cAsSs ORDISC pip 75p

MUSIC EXPANSION SYSTEM 5 OCTAVE KEYBOARD

Full-size piano keys. Programmabile synth software. Build up recording one track at a time and play back as complete compaosition.

£49.95 cass ORDISC pap £5

WHERE T0 BUY

EITHERAT 19THEBROADWAY UNIT& 5LYNTON PARADE ORMAIL ORDER
THE BOURNE MIDGATE CHESHUNT 5LYNTON PARADE
SOUTHGATE PETERBOROUGH HERTS CHESHUNT
LONDON CAMBS ENBBLF HERTS, ENBBLF
M14 6PH PE11TN TEL: 0992 640050

Postage & Packing — 1-3 tems 75p, 4 or more £1.00
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Brilliant! superb! Buy this beauty of a game NOW! You
won'tregret it! As you cantell, Ghouls 'N' Ghosts is my favourite 64
game currently doing the rounds in the ZZAP! office. It's hard but it's
immense fun!

Thanks must go to Jon Barry of Walsall, Ross Forrest of Crosby,
Liverpool, Waz from Manchester way, Pontefract resident Michael
Barritt, Darren McNaney of N. Ireland, and those great guys at Soft-
ware Creations themselves.

Many, many thanks must also go to Paul Disley of West Hallam for
his wonderfully detailed maps. Nicely done, These maps are for the
64 game but the Amiga version shouldn't be all that different (mind
you, the latter is just as tough!).

C64 Cheat

I never knew there was such a thing as a Rugby League Football Club but Software
Creations seem to know something [ don't judging by the cheat mode for Co4
Ghouls. To get the cheat just get a high score (an easy enough matter) and enter
WIGAN RLFC (which stands for Rughy League Football Club of course!) instead
of your name (unless of course you just happen to be called Wigan RLFC —if that's
the case then boy, have you got a stupid name!), Now when you start the game you
can press /A to get your armour back or S to jump to the next level. It's handy to use
the former to see the graphics of each level, and most pretty they are too.

Amiga Cheat

At any time during the game, type in KAREN BROADHURST to get the words
CHEAT ON to flash up, and in the process Arthur becomes invulnerable to hits (he
can still fall to his doom though!),

What? You want more!?!? Well if it's infinite lives, no collision detec-
tion, no timer loss, and that sort of thing you want then try this C64
listing from Jon Barry himself. To get it to work, do the following.
Mote: This is a tape-version-only listing, if anyone has a disk version
please send it in.

A) Type in the listing

B) Save it for future use (and debugging if it's incorrect!)

C) Delete any unwanted cheat lines. f you're using the cheats in lines
120 and 140 then replace the x and y in the relevant line with the
number you require (ie change x and y to anything between 0 and 255
- why not experiment with different values?).

D). RUN the program and press Play on your datasette (Don't forget
to insert Ghouls ‘N’ 3

E). Et Voila! It should work!

1 REM GHOULS 'N’ GHOSTS
2 REM (C) 1990 JON BARRY e G0c0)

10 FOR T=52224 TO 52312: READ
20 IFA<OTHEN SYS 52233 D&
‘33 POKE T,A: NEXT

L

L]

20 DATA 116,33,244,210,1

S0/ ENALA 1 H.%.iﬁmm

80 g:::'-A 15?'“!“12@1512‘?.?5.1ﬂ,5

90 DATA 2oo'103,201,128,240,7,165,2

1m : !21152-3-159
DATM.zm.wr.zas.z.mz.m.m

110 :
120 DATA 169,x,141 95,45 : REM x=Number of lives

140 DATA 169,165,141,46,42: REM Infinite ive.
- !
140 DATA 169,y,141,33,54: REM

~ THE DEF GUIDE TO
),GHOULS 'N’ GHOSTS |
Ao B B . i,

L -
Ghoulish Tips
v If you lose your armour and there’s a magic chest nearby, open it and get changed
nto a duck by the evil magician. Avoid any ghouls and when you change back, lo
and behold you've got your armour back! Chest contents invariably change from a
Weaparn to a magician if you lose your armour so don't panic teo much if youre in
your undies.
s Magic is best used in moderation, it takes vital seconds to power up and even then
's effects aren't always total. The Magic to create an Arthur clone {when armed with
a dagger} is best for double firepower on nasties requiring mass hits but the 3 way
fire electrical beams used with the lance is best of all.
wr Take it carefully when jumping or falling onto platforms, the game's collision
detection is a bit ropey but tuckily it's in vour favour so all is not lost.

A Guide To Each Level

Level 1

A nice, easy () introduction to the game, this level Watch out for skeletal reapers
coming up from below and those approaching from just under your line of fire, Try
to avoid staying on top of hills if you can and avoid talling reapers. The second chest
contains Magic armour. Climb onto the reof of the nuins to shoot at the vultures but
try to avoid leaping when near the guillotines

In the second half, duck to aveid the whirlwind creatures, jump if thev're low-
flying. Climb the hill, jump up and run up to the left, jump up again and run up to
the right (be quick during all this or the skull-spitting fires will appear). Kill the
wimpy pig creatures {How could you! = Rob H) and fall down the ‘cliffs’

Take it slow as you walk up to the head-lobbing final guardian. Jump up and fire
like mad until he's upon you and then turn around and run with him and quickly fire
up at his head. Fingers crossed you'll kill him without taking a hit. (When you've no
armour you're VERY vulnerable so take extreme care or give up!). If you can, get the
fast-fire dagger and couple it with an autofire joystick

Level 2

An easier level than the first if vou know what to do. honest! Run up as fast as you
can, time your movement under the leaps of the low-bouncing turtle heads, and
collect the Magic Armour from the second chest. Kill any low flying, winged
monsters and jump up onto the collapsible platforms.

The platforms fall away very rapidly so take care as the creature below is MEAN!
Run alang the first half of the platform and leap over the second half to land on the
edge, jump anto the next platform and keep leaping! Jump onto the third and then
off onto the floor between the two sand traps. lump up onto the next platform and
immediately do a running jump to leap the gap, keep jumping again and again
leaping ento the final platform and then off! Simple! If you fall and find the worm ¥
thing chasing you, do a series of running jumps up the sand trap to escape.

T get a chest, drop through a hole in the last bridge of all (a risky tactic!). Kill
the winged demon by standing in the centre and firing up, dodging his evil ‘spit!
Watch for the collapsing holes in the ground (look for the ever-so-different ground
graphics) and leap over the erupting ground. Watch out for the pesky fire sprites
shoot one if it gets too close, Kill the Venus Fly TIHE'- with 2 shots and i:'|-;_|-!:- over the
fire chasms (not too early though!). Kill the other Fly Trap and when you reach the
Fire Wolf, fire'like mad at him before he leaps. Turn round and fire again, keeping
low to avoid low attacks just in case he collides (he never has yet). He needs 15 shots
1o kill, but shoot the falling fire bornbs for bonus points.

Darren McNaney of Northemn Ireland sent in a cheat to get infinite
lives at this point in the game. We couldn’t get it to work but try it
yourself:

When you meet the Fire Wolf, shoot it as usual but let it leap to the left before

| killing. Run towards it before dealing the final blow and keep pushing the joystick

ZZAP!I APRIL 1990 & 1
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GHIIUI.S ‘N’ GHOSTS - THE MAPS! i

FI (Dodge under them when they re up)

Whirlwind Demans
[Some carry bags containing bomus points)

Pig Guards
(Easy to kil

St_nd-;l
{Nost lethal, just puenp on or over)

C (5w :lu-' eral bimes to open))

"U' Vultures
{Sneak under them and fire a few shots up at them)

'T" Head-lobbing Triffids
(Killing therm: & best)

i 15“

[ttt &
LEVEL 2 E“-'uu-

Mmmﬁmw.ﬂﬁuﬁﬂhuﬂl

-----------

M enuaments

(Mot dangerous just leap on or over them)

Sandworm

(Kep leaping up the sides of the sand trip to escape it)
l?(“'ilﬂ'mulh “Elthﬂﬂ in the foorboards F e

fﬁ
. *«.1

Deadly Knife-wielding Knights
K [Q-..rm&ﬂdum-h:ll:l

TV oot

“®
o

mbgnm g Blubber Fish Creatures

tavoid totally or you’ll run out space read quick)
[reman Heads ﬂmh:&gwph ?
(Avoid the heads, leap onte and run alang the ongues)

Armoured Demon carrying his Flaming Rottweil

Flame-5pitting Head
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Run up or under the bones, the choice is yours!
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Leap the gaps between platforms bo avoid the fire

FD.

Fame Demans f
(Shoot ar rvoid,
ar be soorched!)

o, 11 these baddies|

-

Dhack
mupmyhmhgmwkrdmhnpduqdma

Leap the chasms if you're going along the bottom bit

LEVEL 4

Spitting Stalagmtes |A few well-aimed shots should do the trick)

Flame-spitting Mutant Snake
{Hit 1t & tew Hirses o kill)

H “Smiley ' lobbing Hands
(Pump that fire button! Throwing Stars are best to beat these)

_ﬁ Spiked balls
{ A5 nasty and painbul as they sound!)
" [oague Flatforms
[Careful how you leap from nee 1o the other)

= J T Plants
i ;MMM;&M

© 990 @

3 END OF LEVEL 4 CUARDIAN
¥ Massive Maggot
ler] END OF LEVEL 3 CUARDIAN
| Hack!! One-Eyed Cloud Creature

Chests reveal either a

I il

Ly m: POWER-UP ARMOUR
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left as the key to level three comes down. An extra lifie tune should be heard and you
should now have unlimited Arthurs!

Level 3
| must confess that even with the cheat I could only do this level once! The first bit
isn't too hard, but the second half - aaargh!

Keep to the right to kill the first kniving knight (each regquires four hits), move to
the left for the second, and then the middle for the third, The green sprites are best
avoided, especially the stone-dropping ones!

The fourth knight is tricky because he's so near after the third and the fifth is near
impossible to kill. If you can, don't go for him: instead, go to the left of the spikes
and run over them to the right as fast as your little legs can go and ON NO
ACCOUNT STOP!

You may think it fun to blast the knight and the fat, floating fish-like creatures but
the screen is constantly scrolling up, taking you ever nearer the spikes and stalactites,
However, you can't afford to waste even one on the way up!! This is an
unbelievably vicious section!! Keep running and you may get away without loss of
armour: if you nevitably lose it to the first set of fishy things you've still got a chance,
mm&mmmghﬂm,wﬂmﬂﬁ:k&pmtu&mnp&ﬁmdmpﬂ
ﬁt::hweﬂm spikes (like before). You can just about scrape by without hitting the
. above.

From here on, it's all leaping-onto-'tongues’, horizontal action and it's bloody
difficult!!! Run along the first ‘tongue’ (urgh!) and wait under the second. Leap up
and run up the second as it rises (leaping over the fire} - timing is everything if you're
to land on the platform below (death if you don't). Keep running with the platform
and try to jump onto the next 'tongue’ {ignore the chest, it’s nat worth it),

Miss the third tongue’ and you may just land on & platform. If so then quickly
leap back to the next platform on your left and keep leaping to avoid following the
platforms into the void,

Make it onto the third ‘tongue’ and again you have to time it so that you fall onto
the next platform. Do this and you're almost there!! Jump onto the fourth slimy
‘tongue’ and down onto the last ‘tongue’, and then jump onto terra firma (well, sort
of) Leap the holes and finally keep firing at the rotating eloud-eye (1 prefer to fire
down as it often slows down at that point and can't really come towards you from
below). Phew!!

Level 4

[t you miade it this far, may 1 just say “Very Well Done!’ Use the same tactics as level
one to avoid the skeletal reapers. Kill the dragon head by firing like mad from a
distance. Kill'the spitting stone by jumping up and firing from the ledge below
(where the dragon head was). Take your pick as to the route to reach the slippery
slope — | prefer going along the top instead of down the ladder and leaping across
the gaps, coward that | am!

For the slippery slopes, initially keep in the centre of the screen: this aveids falling
off the slope and dying before the next slope comes into view. The hands are a mite
tricky if you time it wrong; just wait until they fire and run up close and sock it to
em! Don't jump too late over the gaps as the spikes overhead can get you. Dan't
jump too late either as the spikes underneath will have you instead!

Once through, just take it carefully on the falling platforms. Follow the map
instructions to know the way to go but wait until you see the platform that you're to
land on. Do an extra large jump off the final platform and you'll land on the maggot
creature (ugh!). Kill the maggot nests in left-to-right order by running above them,
leaping up, and firing down on them. Any loose maggots obviously need to be shot
first. Not too difficult providing vou beware of the roarming maggots,

Level 5

Last level and things are getting spooky! The music on this level is age but the
enemies and the time limit sure as anything aren't! There are no platforms to leap
between but there's many a demon which need to be killed - if they arent they keep
following and firing at you!

Avaid or kill the winged creatures and climb the ladders. The two ledges after the
harmless stationary eye must be walked right up to before jumping up onto them;
the collision detection is a little dodgy here and a running jump made too early is
rewarded with death! Nasty!

After this, climb the ladders, vanquish the piggies, and collect any useful weapons
from the chests. The flame-spitting skulls aren’t too difficult to avoid: just move in
staggered steps between skull spits and you should get to the tap. Jump off the
platform and then back again to attract the Demon Lord's attentien, and just leap
up and fire at him after he's fired his salvo of fireballs at you (you don't need to duck)

The two flame-gobbing heads are easy providing you're quick. Kill the left one
before it fires (a random event, so be careful) and then keep your distance to destroy

64l 27AP! APRIL 1990

the second head. Next open the chest and pick up the Magic Armour to face the two
Demon Lords (a dose of Magic when using the standard Lance is best for these).
The two clouds can be similarly disposed of. Once they're dead, just be careful
running up the slopes, open the final treasure chest, climb the ladder, and drop down
into the final room {whoooooo!!!!),

To Lill the Fly King it's best to stay under it and fire up (while being VERY quick
to dodge his ‘bullets'). You can't stay on the ledge and fire at him as his head is the
vital bit, the swarm of flies are invulnerable so avoid!! This is a very tough opponent
if you lose your Magic Armour as he's fast moving, fast firing, and sccurate: Even
worse is the horribly tight time limit and the penalty for running out of time or dying
— you're taken back miles!!

Adter all that I weuld have liked an animated end-sequence or something. You
don't even get to see Princess Hus, what a swizz!

Even once the Level 5 Fly is defeated, Amiga owners cannot finally put their
armoured feet up and take a rest, Lucifer awaits in the final room and can only be
killed by the weapon Princess Hus kindly gives you. Like the robots in Bionic
Commando Lucifer's feet stomp up and down, so wait until they're on the way up
befare rushing underneath. Now keep leaping up, to avoid his lightning bolts, and
fire at the same time and you should do it!! Congratulations one and allll

if you STILL can’t get enough of Ghouls "N’ Ghosts why not try these
Ross Forrest pokes for those of you who own a C machine
of the Action Replay/Expert Cartridge sort. As usual, load up the
game, hit the cartridge button to break out of it, enter the following
pokes and return back to the program.

POKE 10798,165 (For infinite lives)
POKE 13860,165 (For infinite time)

What must be the best listing of them all comes courtesy of Jon Barry
again. Along with his infinite whatever listing above here's the
eagerly awaited music hack! Hallelujah!!: Try it out, it's brilliant
(press S or U for a laugh)!!! Before you do though, you MUST have a
reset switch or reset cartridge to get this one to work. Sorry!

A) Type in the listing, check through it for mistakes and then save it
for future use.

B) Load up Ghouls ‘N’ Ghosts

C) Play the game until you get to the level with the accompanying
music that you want to listen to (use the cheat if you want).

D) Use the Reset Switch/Cartridge to reset the game on the level you
want and now load in the music program.

E) RUN it and you can press A to U for the effects and the fo
numbers for the aural ambience (where have | heard that before?)

1 - Title screen tune (rain and alll)

2 - High score tune

3 - Game over tune

4 - Continue play tune

5 - Level complete tune (greatl)

6 - Game ion tune (one of the best tunes)
7 - Tune for level you reset the game on
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“the Devil himuuﬂnuuwrﬂunhm to the left and jump up onto

MYTH

(System 3)

e ————————————————————————————— e

What a beautiful game this is. Gorgeous graphics, superb sound-
track and effects, and all based around my favourite subject in
school: mythology and all that. It's a bit of a toughie this one, but
people have been skilful enough and sent in tips, solutions, cheats,
.Wh me to the bit you've all been waitin th

Now we come to the bit all waiting for. . . . the com-
mmlﬁlﬁﬂdmmmﬁmﬂﬁuu. Zax of the ZTS

Crew all chipped in with part solutions. But will Robert Booth of Bury,
Lancashire

ire please stand up and take a bow for sending in the whole

‘solution. (Sorry | didn't have the space to use your maps but spot on

K LEGENDS

Kill the harpies to get some fireballs and keep them for later. Alterna-
tively, use them to kill the skeletons and collect fireballs for later. ;
Danging K cleton us o e Sop ight A o Tt o
inging skeletonupon to '
mﬁqm s |

Kill askeleton near the edge so that it falls into the fires of Hell, and
the ledge above and wait for Old Nick - chances are he'll appear on
the ledge below and will rise into your line of fire when he’s fired off

ident. When he does, hit him with a fireball or two. ; ‘
1 he's dead, pick up the Trident and store it. Run back uppa
he hanging skeleton hung and leap over and onto the ledge
him. Go through the cave, tﬂlgl the skeletons and run through and
out into the open and the ruins of Ancient Greece,

The warriors aren’t too hard to kill but the Nymph s tricky. Watch

her beckoning hand and move forward until she signals you 1o stop —
mshu‘lll&ivc you extra energy. If she doesn't, fireball her
or hit her with a sword (she turns into a snake if you get too near). Once
%st 20 up to the Warrior Statue and use the sword on its rear heel,

e statue collapses and a shield is yours for the taking. Select the
shiuldandthﬁwdnlmknﬂzldnwn,.aﬂowingmtnjﬂ tothe
Medusa's lair, A

For this screen you need the shield ready and a fair dose of energy
for the Hydra afterwards. Leap the gaps and use the shield to deflect
Medusa's stony . Select the sword but DON'T ACTIVATE IT
YET. Wait for r.%: Medusa to stop, and jump

| the gap with the shield
ready. Swap to the sword in mid-jump and separate her foul head from

where
next to

her even fouler body. Pick up the head and leap across towards the

Eﬂdrm'rﬂkﬂﬂﬂﬂhlﬂﬂplm ydra heads using the Medusa head, and
-m.ltﬁuwnmmﬂm +dgy mﬁtmthlmhad.- tand on the far left of
' e and keep firing. The Hydra goes up in smoke and you've con-

Level 2

'NORSE LEGENDS

| The flash of Iig‘hl:ninﬂs your only visual aid here as Darkness descends
| on the Norse Ship. Kill the Vikings as quickly as

ible as Thor
launches a lightning bolt at any slowcoaches. Kill all the Vikings and

| the bird on the bow of the ship flies along. Kill it when it flies down and

pick up the ring it drops to teleport to the next level.

Now you're in the forest and the main problem is the mass of
Golems stomping towards you. Kill them with the dagger — which can
be obtained by slaying the small spiked creature, The da gegers are great
for killing Golems but run out quickly enough. Run along past the hole
in the forest where a blacksmith lies in wait: he’ll pinch your sword and
rework it into a magic sword for later on.

While he’s doing this you'll need to keep out of the way of the
Golems, use your daggers to keep them away. Collect the sword when
it appears and now run along to the clearing where a lady is being burnt
at the stake. Pick up the firebrand and use it on the fire sprites (fire
against fire?) — keep away from the edges or they'll zoom in and pick
you up todrain your energy. When they've all gone the woman is safe
and replenishes your energy.

To win Thor over just moving to avoid his bolts and the dra-
gonson the floor. Leap up onto the left pedestal, leap to the right one
~and then to the third pedestal, and finally onto Thor’s throne, Hack a

few times at him and Thor is now on your side. Well done, the next

Level 3

- the sword to dispose of the snakes and run to the side of the pyramid,

Run along to the right killing the Golems until you arrive at the Dra-
gon. Wait until its head is raised and run up to it and hack away at its
neck until a chunk is taken out of it. Now run back and use a dagger
to wedge its neck (you did remember to keep some da EEETrs in reserve,
didn’t you?). Now you can run past and onto the next screen.

Now things get tricky as you leap from platform to platform, ever
nearer Valhalla. Jump from the very edge of small gaps to getonto the
next platform. If a Thor lookalike appears near you, jump up or down
onto a ledge to avoid his lightning; either that or kill him.

Kill the fire-breathing baby dragons before they spit, and collect the
daggers and energy they leave behind. When you get to the first of the
two castle entrances, jump up onto the ledge above it and hack away
n-fﬂ{,:rimes at the eye. Once done, jump downand kill the axe-throw-
ng Viking that emerges from the ¢astle. Now go up, jumping on the
pl&t_fﬂimﬁ to the left and then up to the right to the s:cm&mﬂe
entrance. Ell the Viking here and you go through to Thor's domain.

load awaits.

EGYPTIAN LEGENDS

This is a very tricky level with nomercy shown inside the Pyramid, Use

jumping up onto the near-invisible platforms (either work them out
yourself or look at the picture here).

f‘;ﬁmﬂ:

+— headress

B ) —

| ———

N &2
F

o3

Go into Door A and work your way through past the axe, spike, the
IWo pressurc-pad-activated traps, and the two spikes and pick up the
blue eye (no mean feat). Run past the spikes just before the y g0 into
the ground and you should get past; any sooner or later and you're

Go back out and up to door B. Work your way past the s pike, axe,

ike, axe, spike, axe, pressure-plate-activated spike, barrel, spike
TND axe, barrel, and snake to reach the trapdoor (phew!). Go
t tothe second corridor and go right (don’t go left or you'll get
the point!). Avoid the axe, the three spikes, the barrel, the downward-
pressure-plate-activated axe, the two spikes, another pressure-plate
spike, and the two final spikes and FINALLY you're through to the
inner sanctum. Now things get tough!!!
' There is a very hard way and easy way to do this level. The hard way
I8 to leave the blué eye back in Corridor A. Kill the two Egyptians and
pick up the cross, use the cross and go to the flashing cross on the wall.,
This will build up your energy. Go rightinto first upper room. Kill the
Egyptian holding the rod and pick up the head-dress. Smash the large
jar and pick up the first Canopic jar. Drop down into the bottom
chamber and go left through the mummies, killing them with the head-
dress. Go to the end of the corridor and smash the two large jars and
pick up the second and third Canopic jars. Go right throu gh the first

set of mummies and over the spikes, then through the second set of
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mummies, smash the large jar, and pick up the fourth Canopic jar. Go
back left through the mummies, over the spikes, and up and out the
way you came in. Go right until you see the cross on the wall and use
the cross. Put on the head-dress. Run upto thecross and fire at the
Sphinx. Pick up the grey object and jump onto the high ledge, up into
the second upper room, and out through the door,

Now the easy way (with the blue eye!): kill the two Egyptians and
pick up the cross and use it to build up your energy. Gornght to the sec-
ond cross symbol on the wall, killing all Egyptians on the way. Use the

cross, put the blue eye in the centre ready to use. Run up to the flashing

cross, use the blue eye, and press fire. Now a large beam kills the
Sphinx and your energy builds up. Pick up the grey object, jump up
into the second upper room, and go out of the door. (You have no
need to pick up the Canopic jars as you are given them).

Put the Canopic jars on the ledges in the right order. The order
being:
bottom left = red
top left = silver
top right = blue
bottom night = gold.

Now goright and, when the last door on the coffin has shut, you can
enter the right-hand side of the room, Run up to the face-mask and
wait a moment. It will fire a beam of light at the coffin. You will spin
in a ball of flame, then you can fly. Shoot the face-mask in th eye sev-
eral times to destroy it but take care to dodge the small and large fire-
balls.

Level 4

you dodge the fireballs. Fingers crossed you should bump him off but
even now it's not over as Dameron appears with all his godly might and
power to hand.

To kill Dameron use the special weapon given to you. Shoot the
skulls on his head then shoot his eyes several times to blow him away
forever. Atlong last! You've saved the Earth, its history, and its Myths
- now read the end of game message for vourself. Well done!!!!!!!

THE FINAL CONFLICT

MNow you meet for one last battle but on this level you've no “continue-
plays’ for this fight. Things are getting VERY nasty now. All you have
to do is to shoot anything that moves (obvious enough) and pick up
any jewels you see to get energy (another obvious hint). At the end
there are two large men: shoot the right-hand one at the same time as

SOUND OF MUSIC —-
CORRECTION

Whoops! This seems to be an
ongoing thing which I'm desper-
ately trying to rectify. In Issue 58,

Ars sent in some music
hacks for Operation Wolf and
vindicator. An ever 5o slight cor-
rection to Operation Wolf is the
addition of an extra data numbar
in ine 130. Add the value 21 to
line 130 after the first data
number 240.

For Vindicator things went a
bit squifty so retype the follow
ing lines:

20 1-49152

30 FORX-=0TO 74: READ A:
POKE LA: 1=1+1: C=C+A:
NEXT X

50 PRINT CHRS$(147): FOR
X=0TO 15: PRINT: PRINT
“USE KEYS 1-3 FOR
TUNES": SYS 49152

And fingers crossed (in fact,
averything crossad!), that
should work!! Sorry 'bout that!
Following up last month's
Sound of Music.
Hilkington phoned up to correct
the Ocean In-Game Music hack
and inform me that he actually
supports Man City and not Man
United (not much better | know,
but there we go).

[}
vidlrre
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BOMBER

(Activision)

| first thought Bomber a great disappointment after hearing such
good things about it. It's on a par with Interceptor for simplicity and
| like my flight sims a bit more complex; 200-page manuals and all
that! But after a good ‘few’ plays I'm hooked. Ed Stu and | were
racing each other to get through the missions, but I'm way ahead in
the fight to clinch the trophy (hah! I'm in the lead now - Ed). These
tips are relevant to the Amiga game but, providing you can put up
with the slow pace, they also apply to the 64 version. Hopefully, next
issue | can take you through each mission just in case you don't feel
like using the cheats below.

The Top Aircraft

1. General Dynamics F-111 F

A true beast of the air with a superlative payload capacity, good fuel
economy, and top notch all-round flight performance as well. It may not
be as glamorous as the Eagle and it doesn't quite hit the Mach 2.5 mark,
but it's got more payload and that means less trips back to base on the
later levels.

2. McDonnell Douglas F-15E Strike Eagle

A real powerhouse of a jet for those with the need for speed, plus a
superb ground attack capability. The F-15 was initially promoted as the
100% interceptor with ‘not a pound for air-to-ground’. Ironic that it has
become one of the premier ground attack aircraft. A superb aircraft with
a payload of up to 14 Mavericks, and a mass of weaponry. The one to
choose if you want the best of everything,

3. McDonnell Douglas F-4E Phantom

A flexible aircraft with the capacity for a varied payload even if it isn't in
the F-15 league for sheer brute force when it comes to acceleration,
vertical climbs, and fuel economy. Other than that, it can a medium
level of pretty standard weaponry with up to seven and four
bnmba}nn the outer hardpoints {no room for Sidewinders if you do
though).

4. Panavia Tornado IDS (RAF/Luftwaffe variants)

Not a lot of difference between these two excellent all-rounders. The
payload is pretty impressive with eight Mavericks plus Sidewinders. For
total devastation
MW1 by the Luftwaffe} is awesome. Launch the thing as you fly low-level

T-hhcﬂpmuMTmunnmﬂmnﬂnm
F-15.

¥ The F-5E Tiger Il is probably the weakest snemy jet. (C54)

-over the target and the weapon spreads itself across the area,

dinosaur. The Kerry is the Russian equivalent of the Maverick (at least in

though, a JP233 Airfield Denial Weapon (known as the

A A Soviet Su-27 makes the classic Bomber mistake of making a
Quick pass over your Tornado. In a second it will be perfectly sat-
upin your cannon sight. (Amiga)

mass destruction all around. It's not too good for pinpaint accuracy but

it does the overkill job extremely well. Very good variety of payload with
more than enough Mavericks to do the job you want, o

5. MiG-27 Flogger D

Strange how the Bomber crew thinks this is a premier Soviet ground
attack when the SU-24 Fencer (the Russian version of the F-111/Tormado
class bomber) seems to be the biggest threat at the moment. Slightly
better than the Viggen for carrying arms with capacity for up to five
freefall/cluster bombs and one (1) air-to-air missile but otherwise it's a

this game it is) but with an incredibly limited range of 6.8 miles it's a waste
ofa molnt. it's better than the Viggen but that's not saying much!
¥ An attractive shot of the formidable F-111 taking off on another

ZZAP! APRIL 19920 I 6 7 10
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Like a fool | chose this one for my attempt at winning the cup, thinking it
would be a pretty potent aircraft. After all, the Royal Swedish Air Force
swears by it — and probably swears at if.aswwell.considering its limited
payload. The maximum of four Maveficks and folir Sidewinders is a
pathetic ‘bomber’ payload so make sur@ you're 8 good shot with the
cannon. The rocket pods are good fun to Iaunch and watch fly through
the air but without a sighting ring they're very tricky to aim. The successor
to the Viggen, the Gripen, looks set to continue the trend for low payload
(providing they get the bugs out of its softwara first). Far now Ithink Saab
had better stick to building cars. \

Tips

» Use the Air Brakes for making extremely
in close quarters combat as you could go engiess
circles, trying to catch a circling enemy if you

remember your stall speed!).

<€ |deally you should have either the F-111 F.or tha F-15 Strike Eagle for
the missions with an F-5 Tiger |l as the digsimilar enemy. The F-5 is pretty
useless for long range attacks and justioves to show off by roaring over
your aircraft (in most cases through/your aircraft). To really screw his

airshow manoeuvres up, wait until he's within the 3 mile radar range and
then switch to cannon. As he draws near, his radar ima uld merge
with yours: as it does so, firethe cannon a few times. 9 out of 10 times
it'll hit him and makes you look like & hotshot ace at the same time.

¥ TheF-111'slarge payload makes it areasonable alternative to the

Tomado. (C64)

DESES F1

2 If you can, use the Mavericks as your primary weapon. They're easy
to use, require little in the way of parameters to launch (just make sure
you re the right way up), they hit 100% of the time with total destruction
of the target, and lock onto anything from tents to bridges. The higher
you are, the further away from the target you can launch them. Thirty
thousand feet is ideal for launching at the 20 mile mark, a very useful fact

8B z7AP! APRIL 1990

speed drops off like wildfire so keep an eye mmﬁ' m (and

to know if you're up against a time limit mission and need to fire from long
range. A true Fire-and-Forget weapon.

<€ You've got unlimited chaff and flares so use them at all times during
combat and often during flight. Although you're wamed of SAMs and
missiles it's best to be overly cautious than to be lax. Never let down your
guard, or you and your plane will surely follow. The SAM sites are
extremely rapid at firing and quickly get trigger-happy, firing missiles
constantly. Luckily they're pretty stupid missiles and conveniently get
confused when flares or chaff is launched, if anly chaff or flares were this
efficient in real life. Basically you only need to jettison a single chaff or
flare for each missile fired at you. Best be on the safe side and launch as
many as possible — after all 's no limit!

64 Cheat

This cheat makes available all the missions for you to try out (and some
of them are tough cookies indeed). To get the cheat, load up the
game as normal and press SPACE to name a New Pilot. Now, instead of
typing in Ace, Hot Shot, or Kommie Killer Karl, just enter |
tasteful KYLIE (with a space before it). The less said

equally '
about that one the better.

T

A Landing in the Soviet MiG-27. Runway 18R means the right
runway, as you approach on heading 180°. Runway 36L would be
exactly the same runway, as it would appear on the left as
approached on heading 380°. |Amiga)

Amiga Cheat

“A similar sort of cheat is available for the Amiga version. Load up the
game, play air-guitar to the music at the start, and then bring up the pilot
selection screen. Press SPACE to name a new pilot and enter BUCK-
AROQO (with a space after the word). The now gets so excited
when it realises that it's Buckaroo (Banzai?) playing that it makes all the
missions available,

:"tfh‘:f‘thﬂt veritable feast I'm whacked, I’'m off
+u w.uh::h Tf..*e;?r_m;;rﬂ Mutant Hero Turﬂe?;;-: on the
telly. On the tips front. Retrograde wends its
way ever nearer towards an. élmiqh ty_'—llii:n -
.?_—JIH'llf‘.IIII-IltII'Ig end. I'm hoping to have s;rn;n
greattips for the Fourth Dimension compila.
tion, more Bomber antics, and at long Isst
some F-29 Retaliator tips (it’'s almost here

nonest). Keep sending in the tips, pokes, and

Maps—a piece of lovely white '
ar paper with*
f;flw.:afre Voucher’ written on it could I::EESG
ursityoudo. The addressis of cour
se PJ
INA POKE, ZZAP! To wers, PO Box 10, Lug—

low, Shropshire SY8 :
o S 1DB. Until then, have a
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Rainbird, Amiga £29.99

onservation, ecology,
and 'green’ politics were
the hottest topics in the

| late 20th Century with the hole
in the ozone layer, the
‘greenhouse effect’ and pollu-
tion all major concerns. Global
warming was the ultimate
threat, soon to become ironic
when a meteor burned into
Earth's atmosphere and
impacted in South East Asia.
Millions of tons of dust were
thrown into the atmosphere,
throwing a dark veil over the
globe and heralding the march
of ice from the Poles.

Sixty years later, in 2099, the
only habitable land is the
Azores, turmed into a single
large island linked by ice and
appropriately renamed Mid-
winter. The island's inhabitants
hope to see the re-emergence of
the human race and have built
| up a complex transportation
system consisting of snow bug-
gies, a cable car network, hang-
gliders, and skis. Factories and
synthesis plants produce vital
stores while radio stations pro-
vide communication. But it's the
aighteen Heat Mines that are the
key to the island's life, providing
the energy for the people to stay
alive.

Law and order is the responsi-
bility of the FVPF (Free Villages
Peace Force). Led by Captain
John Stark it patrols the island,
settling minor disputes with lit-
tle trouble - until now, that is.
From the south-east, the ambiti-
ous General Masters has
gathered an army of soldiers,

Midwinter's is one of the best presented games I've ever seen. The
graphics are superb with a stunning 3-D effect and incredibly detailed
static screens, Even the sound has been exploited to the full, with
stereo sound providing advanced warning of an oncoming vehicle.
But it's the gameplay that's the best bit — it could easily keep you
playing for weeks. It may not appeal to the most mindless of arcade
fans, but for everyone else this will be irresistible. It may be argued
that the endless snowy wastes could get a little repetitive, but that’s
ignoring the strategic game which is made infinitely more interesting
with such recognizably human characters to control. A beautiful
game and no mistake.

After the disappointment of Whirligig, Mike Singleton has stormed
back onto form with Midwinter. As one of the most imaginative and
technically-gifted programmers around, the results are inevitably

awesome. Who would've thought a mere human could come up with
something so visually stunning, yet simultaneously so deep and
involving. It makes me wonder if Maelstrom Games aren’t some alien
brotherhood. Here, they offer you a ticket to a whole new world for a

price which is a zillionth of a galactic time-warp. All | can say is, don't
miss it!

L

A Inthe ski-buggy, Captain John
Stark comes under enemy missile
fire as he approaches a village.




house
police

heat mine
warehouse

A The overall map, in fractal graphic
form, shows the enormity of
your task,

snow buggy battalions, and pat-
rol aircraft to wrest control of
the isle from the more liberal

g

l"ﬂ

i L-q

& While Stark pauses for breath a mortar-dropping anamy glider

appears out of nowhare.

inhabitants. To achieve his aim
he must seize, or destroy, the
Heat Mines.

The game opens with Captain
John Stark on . Stark
learns of Masters's initial attack,

campaign by word-
of-mouth. A map of the island
can be brought up - in contour

synthesis plank

Via the map, Stark is able to
command his recruits to per-
form tasks around the island.
Watches can be synchronised
to maintain precise timing
(which is vital) and every two

hours situation reports are pro-
duced. To begin with, Stark can-
not contact anyone by radio and
needs to ski to nearby comrades
to recruit them. Once a person
is under Stark's command you
can take direct control of them,
looking through their eyes. You
can also have the person seek
and recruit other people (32 in
all), sabotage enemy installa-
tions, and search and destroy
targets. A wise commander will
bear in mind that all his charac-
ters have individual strengths
and weaknesses, plus hidden
talents such as the ability to ski,
hang-glide, etc.

Unfortunately for Stark, his
comrades aren’t the usual zom-
bies which inhabit computer
games. In fact, there are quite
complex relationships between
the characters. Love affairs,
hatred, jealousy, admiration,
and many other factors all play
their part in determining the
chances of one person recruit-

The idea of having a massive,
mysterious landscape to explore
in glorious 3-D, together with a
very strong strategic challenge,
is a wonderful idea that Mike
Singleton has executed per-
fectly. Travelling across the icy
wastes is an enchanting axperi-
ence in itself, without having to
tackle buggies and aircraft, or
worry about the main objective.
The polygons work perfecthy
with zero perspective or update
problems. The graphic effect of

. |skiing up the side of a high hill

and pausing to look out over the
landscape, viewing distant hills

and villages just has to be experi-
enced to be believed. The most
atmospheric, utterly magnificent
game |'ve played (and will play)
all year,

ing another. These problems
make recruiting no sure thing,
so it's a good idea to recapture
the radio stations and use them
to contact everyone,

While this is happening, Gen-
eral Masters is going all-out to
overwhelm Stark’s forces,
Although Masters has twelve
hours advance on Stark, his
weaknessis areluctance to use
the island’s higher ground, opt-
ing instead for moving supplies
and forces through the flat
lands.

With this fact in mind, Stark
can avoid snow buggy patrols
by skiing at high altitudes, using
the cable cars, and even hang-
gliding from a peak to a plateau.
But pushing the vehicles too far,
too high, or too fast can lead to
disaster. Wounds can lead to
loss of muscle power, alertness,
and morale. Push characters
too hard and their sight fades
into monochrome before black-
ing out.

Preventing Masters from tak-
ing all 18 heat mines is a huge
task, given the sheer number of
enemy vehicles coming from the
south-east. Guerilla tactics are
the best in this desperate situa-
tion. Ambushing supply bug-
gies, destroying patrol vehicles,
reclaiming captured villages, or
destroying them to prevent
them falling into enemy hands:
these are all good tactics in this
chillingly cold war.

B

Mo plans for a 64 game, sob!

update

PRESENTATION 97%
Massive 200-page manual, A2 island
map. handy pad for notes, training
mode, 1oggle switches for bombers
and mortars,

GRAPHICS 96%
Breathtaking 3-D effact, a wealth of

detaled polygon objects and a clever
horizon haze. Superb siatic screens.

SOUND 85%

Mo tunes but extremely good use s
made of the Amiga's steren sound
system with a multitude of atmos-

pherc effects.

HOOKAEBILITY 96%

Adauntingtask but it's an impossible
game 1o resist.

LASTABILITY 97%
The most compulsive and compel
of challenges since the Lords al'Mr.cE
might saga.

OVERALL
97 %
A superlative, immense program

that is every bit as good as you'd
expect from Mike Singleton.
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(Amigal

Amiga £19.99

pparently, E-Motion is US

Gold’s first ‘New Age’

game for the unstressful,
relaxed lifestyle of the 1990s.
However, this extremely devi-
ous puzzle game is more likely
to double your stress level!

In a microscopic world of
atoms, molecules, and parti-
cles, you control a sphere by
rotating left/right and thrusting.
In each of fifty levels the aim is
simple: knock like-coloured
spheres (which represent
atoms) together to make them
disappear. If you're not quick
enough they explode, reducing
your energy level. If two diffe-

A Two-player mode and things aren't going well! (64) "

e-motion

A Catastrophe! A perfect illustration of how not to play E-Motion.

US Gold, C64 £9.99 cassette, £14.99 disk;

rently coloured spheres collide,
a smaller pod ball is produced -
this can either be collected for
extraenergy or left to ‘grow’ into
a big sphere.

To make things infinitely more
difficult, some of the spheres
are connected by elastic (these
represent molecules) which can
easily get wrapped around the
obstacles which appear on most
levels,

When your energy level
reaches zero you lose one of
four lives. Invaluable extra lives
are earmed for every 25,000
points scored. Extra points can
be gained on the bonus screens
which appear after every few
levels - these involve collecting
pods in the right order within the
time limit. If you manage to get
halfway through the game's 50
levels and die, you can continue
play from level 25. There are also
options to save the game and
practise any level.

As well as playing solo, you
can play simultaneously with a
friend, with a communal score
and lives - so you must cooper-
ate instead of competing. On
some levels the two players are
connected by elastic, and some-
times even to some of the
spheres, making life very
difficult!

E-Motion is one of the weirdest games |'ve ever seen,
but that was no deterrent to instant addiction on my
part. The idea is utterly simple, but with just a few
strands of elastic and the odd obstacle it becomes com-
pletely aggravating — and incredibly addictive. Phil and

| were completely hooked by this one and played it for ages, getting
surprisingly far. Amiga game is obviously the best presented; the |
HAM s are attractive while the all the objects are well

drawn and move very smoothly. The C64 version is initially rather
disappointing, looking distinctly Spectrum-esque. However to have
any more colours would make things far too slow, so I'm thankful US
Gold have done it this way, preserving most of the excellent gamep-
lay. A tiny bit sluggish perhaps, but great fun all the same.

B 72 ZZAP! APRIL 1990

Simple ideas are
often the best, and
knocking balls
together has to be
one of the simplest
game concepts since billiards.
Graphically, it's also very simple
(if slow and Spectrum-esque on
the 64) but functional with balls
and elastic moving realistically
with inertia and momentum. Solo
games are fun, but it's in simul-
taneous two-player mode that
the game really comes into its
own. Without extensive cooper-
ation you invariably end up hys-
terically knocking the spheres all
over the place, the numerous
resulting pods making the play
area resemble a Smarties ad. It's
all great fun, but at times so frus-
trating you'll want to do some-
thing more violent than bash

balls together!

[ ST

PRESENTATION 90%
Same as the Amiga.

GRAPHICS 58%
Spectrum-asque but functional.

SOUND 78%
Reasonable rendition of Amiga’s
WEIrd SOix.
HOOKABILITY 74%

The siower-paced action lessans its
initial appeal somewhat,

LASTABILITY 81%
Thﬂ fun twu-playr:r mode will keep

. and fifty perplexing
!-mra{sn er a big challenge.

OVERALL
79%

amiga

PRESENTATION 90%
Informative attract mode, simultane-
ous two-player and practice modes,

contin after level 25, useful
save option.

GRAPHICS 87%
Simple but with realistic movemant,
SOUND 80%

A vanaty of good FX and a nice jazry
title tumne.

HOOKABILITY 90%
Easy to learn, hard to master, and
extramaly addictive.

LASTABILITY 88%
Fifty levels can cause frustration so
the save and continue-play options

« are invaluable.

OVERALL
89%

love and hate it
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away its flesh, leaving bones
massive enough to enclose a
city. In time a tribe of humans
found the bones and slowly
went about creating thut city.
The mostimportant part of the
skeletonis its skull, set aside for
the priests who call themselves
the Keepers of Tsimit. One of
their many secrets is the knowl-
edge that the brain had not rot-
ted but fossilised instead, form-
ing pulsing crystals. When com-
bined they can produce danger-
ous beams of light. Some of the
more powerful crystals can even
create life, such as Crystallions.
These crystal horses have

i i

. i . incredible beauty and intelli-
: gence. They are companions for
US Gold, Amiga £29.95 life, and only those who have
bonded with one can sit at the
any eons ago the most single gulp. But one day its city council.
massive creature that immense hunger led it up a river, To find your crystallion you
ever lived roamed the to become beached and slowly | must first find the well-hidden
oceans, swallowing whales ina | die. The elements soon rotted crystals. The quest begins with

¥ Exploring the Tsimit, you've just firebolted yet another dinosaur - no wonder they became extinct.
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the Orodrid City Screen, amenu
page with the icon-options
rotating over the city scene. You
must prove your worth at all the
various subgames:

TSIMIT: This is the most impor-
tant part of the game, since it's
here that the crystals are found.
The Tsimit has four 'veils’, or
sections, each of which is com-
pleted by finding the door to the
next. The Tsimit is a flickscreen
maze, packed with monsters,
and is shown at an angle from
above. Control is via the mouse;
move a cursor to the point
where you want to move to or
fire at, depending which mouse
button you press. Protection is
provided by a Crystallion Suit
with three charges (or lives) -
lose them all and it's game over.
BOSU: Once you've found the
Tsimit exit door, you're chal-
lenged to a game of Bosu, a
boardgame which you must win
to get onto the next section. You
have six stones to place on five
rings split by eight rays. While
difficult to describe in less than
a couple of pages, it's funto play
and has two-player, difficulty
and tutor options.

PRODA: Should you lose a lot of
charges/lives in the Tsimit you
can use your crystals to earn
more in this subgame. Three
cylindrical ‘prods’ rotate at the
cantre of a 3-D room. Using the
mouse you can place crystalsin
special formations to collect
bolts of energy. But watch out
for the alien birds which try to
steal the crystals.

DEXETA: Some cards are dealt;
face up at first with numbers
from 1 to-8, then quickly flipped
over. You must then click ontwo
cards of the same value, using
memory,'ESP', and observation
(as the numbers can occasion-
ally be seen). Winning can give
you special powers useful in the
Tsimit.

HARESH: This is the trading part
of the game; fall to eam enough
to support your family and it's
game over. Make lots of profits,
and donations to the Tsimit
priests might be useful. There
are seven trading families, each
involved in three trades ranging




A The Bosu boardgame - green has won by bracketing more of the

board's junctions with his pieces.

tive 16-bit producer.

from meat and dairy products to
books and songs. You must set
the prices for your three types of
goods, bearing in mind quality
and competitor prices. You can
also invest in opening markets
in the wider world and make
donations to families in trouble.

'l think | know why
this has such a
bizarre scenarno: it
was the only thing
which could possi-
bly link together such diverse
subgames. And, imaginative as
it is, it still fails to really make the
vastly different sections gel into
one complete game. Neverthe-
less, | was impressed by the very
classy presentation with ever-
changing, atmospheric music,
'Carling Black Label'-sounding
sampled speech, and plenty of
pretty pictures to ogle (although
these do suffer in definition due
to use of the HAM mode). All the
subgames are fairly playable — |
particularly enjoyed thrashing|
Robin at the Bosu boardgame,
even though | hadn't a clue what
| was doing! And cverall, Knights
has plenty of originality, varety,
and a big challenge, although it
iIsn't quite the mega-game it
could have been.

“

So what, exactly, is a ‘culture simulator'? It turns out to
be a collection of oddball subgames surrounded by a
better-than-average scenario. Presentation is indeed
very weird, and (especially on the trading subgame)
there's a good sense of an alien civilization, As for playa-
bility, all the subgames are quite enjoyable with some excellent
graphics and sonics which are obviously designed for the Amiga, not:
the ST. The most important game is Tsimit, an arcade maze game
which, on the higher levels, improves graphically while using lifts to
make virtually every screen a puzzle to be mapped. If you like the
sound of this, the other games provide some attractive variety. But if
you hate mazes and maps, Knights could be very frustrating. Still, a
very interesting game which solidly establishes US Gold as aninnova-

e
Mo plans for a C64 version.

PRESENTATION 950%
Graat intro, poatical protectibn sys-
tem, save option, and interlevel HAM
piciures
GRAPHICS 84%

Full use is made of the Amiga's
palette, with plenty of atmosphenc
HAM pictures, to produce a very
weird and infriguing graphic style.

SOUND 90%

Atmoaphernc music which vanes con-
stantly. Effective occasional use of
digitized spaeach

HOOKABILITY 76%
Difficult 1o get into and far from easy,
bt you can practise some of the sub-

games.

LASTABILITY BB8%
Tsimit provides a big challenge, while
keaping up with the other subgameas

provides varnaty

79%

An intriguing and Innovetive game
which cartographers will love.

Elite, Amiga £19.99

t's the end of the world as
we know it. What has
happened?: global
thermonuclear war, another ice
age, little green men coming
from the planet Zitt? No, it was
underarm deodorants! Yes, the
CFC gases from smelly
aerosols have finally destroyed
the ozone layer.

So what do you do? Sit in the
sun getting skin cancer? No,

poor collision detection. Compl

& lit's been an unbe-

i flievably long time in
mnvaruim. and the

much to the ST game. Basic
roadblasting gameplay seems
dated now and it's toughness
doesnt help either. But

it's still quite enjoyable, relatively
inexpensive and more le
than Turbo Out Run!

ﬁ. Emhalhavu ﬁnalww the dire C64 game. And
y the long wait? Well, apparently it's been completely
redesigned and reprogrammed — but you'd hardly
notice. The undulating road's quite good, but other than
that the graphics are bland and badly animated with I

roadblasting gameplay will drive you mad with boredom.

instead you drive a super-fast
car and are paid to transport
dodgy goods from city to city.
To liven up the journey the
other motorists try to ram you
off the road or just shoot you!
It's just as well there's a
shopping centre nearby where
you can buy essential stuff like
turbos, battering rams, flame
bombs, and rockets.

them parfectly, the simple

5 e o

PRESENTATION 72%
Attractive option and nterlevel

o LTSN g e

GRAPHICS 73%

Good road effect and sprites. althouah
the car doesn’t cormer . _.I'-.';l"_ll'u-;l-.- and
there's not much varety

~ SOUND 68%
LOMVINGIRG angine roar and
axplosions

HOOKABILITY 66%

Tough to begin with but still playable

LASTABILITY 62%
You can choosa easy or hard missions
gl each checkpant (the [atter giving

' YouU more maney for add-on weapons)

bt athenwviss vanety s |.:|.:_.|r-||51'

OVERALL
64°%6

A dated but nicely programmed
roadblaster.
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Activision, Amiga £24.99

hese past few decades
I have been the worstin our

history. We must never
forget how lucky we, the sur-
vivors, are. We must never
forget our duty to those that
died, to remember and ensure
the ‘roaches’ never again find us
s0 vulnerable.

@Rent-a-kill go on a galactic bug-hunt!

When the aliens attacked
Earth in 2045, they murdered
three billion people and virtually
destroyed the planet’s eco-
sphere. We suspect they
intended to reduce us to a state
of barbarism, easy preyfor afol-
low up attack. But those of us
who survived dissolved all
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Warhead's presentation is sup-
erbly atmospheric. Despite their
oddness, the graphics soon
begin to grow on you - particu-
larly nice is the way your missiles
fall, then ignite their engines
before zooming off. Then there's
the map and tactical screens,
one of which looks like some-
thing out of a Star Trek movie.
More unconventional are the
non-vector graphics sequences
— such as when you dock/
undock — providing some nice
variety.

The game itself is a bit of a
relief after all those incredibly
complex trading games —it's just
a glorified shoot-'em-up really,
However, what really makes it
special is the 'realism' with
which combat takes place. The
enemy ships are very intelligent,
swerving past, sending dozens
of deadly missiles your way. And
some of the insulting messages
they send you are hilariously
funny, adding to the tongue-in-
cheek sci-fi atmosphere. Great
fun.

< A salvo of Stinger missiles race
off towards the enemy fleet.

When | first heard about Warhead | was expecting a space game in
the Elite/Damocies mould. When it arrived | was a little put out by the
game’s heavy emphasis on space combat, as | felt a little restricted.
Now, having played it to death, | must confess I'm hooked! | like the
way you're gradually introduced to the various weapons systems and
enemies through the different missions. It makes for a great game
atmosphere and is very much in the manner of a story with you as the

central character,

Graphically and sonically Warhead is good but not a boundary
pusher, the fast-moving polygons look quite weird through the novel
‘fish-eye lens' view. Sound effects are atmospheric: and the data
missile, information acquiring effect is great! This is no Elite but it's a
damn good blast with hidden depth.




national divisions and set up the
Fist-Of-Earth Space Force. It
was the focus of all our energy
and hope; soon we'd estab-
lished a new space station-HGQ
Space Operations Command,

Twelve years after the attack
we have finally developed a
means by which to strike back:
the FOE-57 interstellar

spaceship. Now we need a pilot,
Warhead is the operation to
recruit that person - the spear-
point of our war effort.

We know little about the
aliens. Their motives remain
obscure. An ancient race, they
may share a common ancestor
with insects on Earth. Like them
, they are individually stupid, only
in groups of tens or hundreds do
they become intelligent. Com-
munication is via metal particles
\ | in their skins, radios which give
I the illusion of telepathy. A large
part of your mission will be dis-
T covering more about them . . .

. Your first missions, however,
will be to get yourself
familiarized with the ship. As
you'd expect it's crammed with
the latest electronic equipment.
Crude directional control is by
mouse, changing rotation, with
reverse/forward thrust deter-
mined by the buttons. Further
assistance is provided by the
multi-mode autopilot, pressing
‘0" will stop rotation, ‘2" will
point you at the target, ‘3" move
you toward it, and *9' will bring
you to afull stop. No less essen-
| tial are the Head-Up-Displays,
| general and weaponry. You can
- also choose a tactical screen
which eliminates any planets
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from cluttering up the view: and
two map screens — short and
long range - which may be
zoomed into/out of.

As you look out through your
viewscreen you'll see the stars
moving strangely. That's
because your view is warped,
justlike a fishbowl to cram a big-
ger view into the screen. All the
stars you see are real; mapped
from the massive, and realistic
galactic chart. There are also
tiny, computer-generated
squares to show your speed by
their colour and velocity.

Your ship can be equipped
with a wide variety of arma-
ments. Besides the mass-driver
cannon, there's homing Stinger
missiles, proximity mines, X-ray
lasers, and a few more yet to be
developed. The first missions
allow you practise using these
on drones. Possibly the most
important missile however, isn't
a weapon. It's a data-gathering
probe which is crucial for reve-
aling what distant objects are.
Once the missile has ‘hit’, you
can go into an info-screen
showing all the details, com-

plete with a spinning 3-D view of

A Docking with Solbase -
one of several non-vector graphics
screens in the game.

the object,

There are less than 50 mis-
sions, but as each is packed
with detail and variety this is
much more than it seems - so
thankfully there is a save func-
tion.

¥ An green-hued tactical view of
your space ship, the FOE-57.

Well, this is a distinctly odd prod-
uct. Firstly, the assumption that
you humans could take on the
most wimpy alien civilization is
completely preposterous. Then
there's the slightly garish stars
and the ‘speed dots' which ini-
tially seem to mave oddly. But
once you read the instructions
and start to play, things begin to
slot into place.

The game-style may initially
suggest Elite, but is in fact com-
pletely different; there's neither
the ability or need to go around
trading. Instead, you have to fol-
low the missions — disappoint-
ingly there aren't that many, but
their vaniety and imagination pro-
vide great compensation,

Playing the game is like prog-
ressing through a novel, with one
set-piece incident after another.
{One mission is just like Star Trek
V) The way the various aliens
communicate with you s
superb, and would be impossi-
ble to do in an Elite game.
Warhead is much like the utterly
compulsive Millennium 2.2, sub-
stituting arcade action for the lat-
ter's simplistic strategy. If you're
tired of monotonously plying the
trade routes in Elite or FOFT, this
could be what you're looking for.
There are definitely no quiet
moments in this onel

update

ml'l!illl‘l‘l‘l.‘lﬂll ﬁ%
with supert music and plotiine.
GRAPHICS 92%
Innovative display,

realistic HUD displays, set piece 2-D
mmwmm

SOUND 87%
An impressive array of spot FX, apart
from disappointing angine noise.

HOOKABILITY 91%
13t miseions e wel domOno o oo
are
you hooked. o

LASTABILITY 88%
Unlike Elite you can finksh it —and
one DA K S A Sy
&= ¥
varied and will you playing tate

to see how this epic story

OVERALL

90%

An intriguing, innovative and highly
rewarding game.
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Dinamic, C64 £9.99 cassette, £14.99 disk;
Amiga £24.99

uclear apocalypse has with a different background and

happened - the ultimate | the baddies have guns! The final

catastrophe — but the phase is the toughest of the lot,
streets of Manhattan are still set at the subway entrance
filled with muggers. Jonathan where you encounter ‘R.A.D.
‘Jungle’ Rogersis in the thick of Bulls'.

it; his aim is simply survival. Amiga owners get much
Located at the headquarters of | longer levels, plus a wider vari-
the murderous Prof McJerin ety of villains including men with

thereis a XV-238 launching plat- | guns and chains. To hurry you
form. Using this, JR can escape | along there's a radiation count:

to the outer colonies! when this time limit runs out you y
Rogers’s fight is essentially a | lose all your lives! /
horizontally scrolling beat-"em- The second load takes the

up. The first of the game’s two player inside the subway, with
loads is split into three phases. | yet more baddies, only now

PRESENTATION 68%

f:__é:

The first takes place in post- you're armed with a massive Two-part game with access code
apocalypse Manhattan. Besides | machine gun. Combat androids, m'niﬁmgﬁgﬁiﬂ' i
the muscle-bound muggers mutants, and huge rats are all

there are deadly mines and a out to get you. Compilete this GRAPHICS 60%

superbaddie at the end. Phase level and you get into a sleek
two is more of the same, only spacestation infested with yet
more villains, plus robot guns.

Big and bold graphics, with some
attractive backdrops, but the main
sprite and many of the baddie charac-
ters ara disappointing.
SOUND 71%

Good intro tunes and spot FX.

HOOKABILITY 52%

Sluggish control response, monoton-
" ous enamies, and vicious end-of - -

ievel baddies result in frustration -
rather than addiction.

LASTABILITY 41%
Shorter levels, plus unrewarding and
repetitive gameplay, diminish long
term appaal.

OVERALL
43%

Simplistic, repatitive, and dull.

- Post-apocalypse New York, humans reduced to mut-
wm&wmqﬂmm [
sort game! B lﬂym"ﬂmlﬂfﬂﬂ“ﬂ"
mmﬁmmm.mmm of the C64
‘game is particularly dull, and level two isn't much better

¥ Parttwo, and no time to stop for a Coke (or ogle the beach belle!), the rugged hero blasts an enemy soldier. (Amiga)
amiga

PRESENTATION 71%

Attractive keys option,
me&ﬁ two and
fairly unobtrusive disk access.

. EE B86%

Jnitially confusing, but the further you
tintothe the: :

o e aroon sy

SOUND 78%
Good machine gun FX, yells and
sCreams sound as waird as most
Japanese coin-ops. Good use of
stereq,
Hﬂﬂlb\ll LITY 65%
F o, although mas-
ﬁ"ﬂﬂ%mm
LASTABILITY 58%

This is one tough game. The second
mhhbmﬁhé;mhhﬂm

OVERALL
~ 61%
A visually impressive beat-'em-up.
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A special KCS switching technique allows a program to be stored completely outside the memaory of your
Commodore 64128, Using this system KCS developed the POWER CARTRIDGE, The 16K Cartridge, 100%

machine code, gives the user an ideal extension 1o his normal computer

A poswiriul BASIC Toolkin |Additional
helptul commands) thal considerabl,
sumpdilies programming and dehugging

ALITCY HARDLCAT RESLIMBER
ALIDO HARDCOPY REPEAT
CORLOHR HEXS SAFE

CFEEK INFOY TRACE
DELETE KEY LI SEW
[MIKE PALISE ot

LI P PLIST MONITOR
FisiD LA BLOWA T
REMNLIMBER = Also modibies all the

COTEN s GOSLE s el
Allows part of & program
i B reEnwmbiened or
dispiac e
PSET Sl up of prinfer fype
HAR D AT Prirts owl Dirae fory

The toolkit commands can be used in
e ;_'ll'l:l“'dl'lh

Lsinmg POAVYER CARTRIDGE vou can load
up to B Tomees Laster from disk

The Disk commands can be used noyour
oW programs

Lising POWER CARTRIDGE you can work
wp o I fimes faster wath vour data
recorder. The Tape commands can be
wsed in your own programs,

LOAD SAhE YERIFY
MERGE ALIDHY

A poswerful machine language monibor

thal s readily available and leaves all of
vour Lommodone memory availafsle for

Prograrniming

Als0 wnirks i BASPC-ROIM, KERSNAL and
1Y areas

A ASSEMBLE | INTERPRET & SO

L COMPAEE | jLP T TRAMSFEE

0 [HS% I LOsuLr ¥ WERIFY
MASEMBLE W MEMODRY W WALK

F F P PRINT KT

G GO B RECISTER § MRECTORY

H HUNI (W5 Commands

The POWER CARTRIDGE confains a swery

printers (MPSE0T. 802, 803 etc) bt als.
an Centron printers (EFS0ON, STAR
CITIZEN, PANASOMIC, @i

The HARDCOPY lunction suiomaisa ally
distingishes between HIRES and LORES
Multi-colour graphics are converted into
shades of grey. The PSET lunihions allow
you to decude on LargeSmall and
Mormal/imverse prinfing

The printer PSET tunctins are

PSET @ - S50 detectian SerialCendrons

PSET 1 EPSEN mode andy

PSET 2 - SAITHOORONA mode onls

PSET 3 - Turns the prnting %0 degrees!”

PSET 4 HARDMCOIPY '\-l;'”.ll"l'lq el
MPSE0/1526

PSET B - Birvmage mode

PSET C Setting LowerUpper case and
sendiag Confrol Codes

PSET T - Al characters are printed m an
wnmodified s tale.

PSET U - Runs a Serial printer and lsaves

the L"iﬁ;-pﬁlrr avanilabls
PSET 5u - Sefs the Secondary address for
HARDCOPY waith Serngl Bus

PSET L1 - Adds 2 line-teed. CHES (17
arter every ling
PSET LD - Swarches PSET LT arr

Bbcom Davices Lid doas ol sulhariss or
purpot &0 aubhonse e makong by any means or
far ary purpose whatsoaver ol cogies ar
adaptions of copynght wosks of olhar probécied
mrabesdl, and users of M8 Fower Canndge mus
ol & ihe necessany prior consent lod the
making of fuch copins or adaptions Trom &l
copynighl and ofhier night pwnars concamed.

See UK Copyrighl, Designs & Patents Act 1088

Scarvianavan bad Order and Trade snguines 1o) BRish Blekironi, Box 248 Marrale 18 129,

CrLCea [ IVERIFY ¥R
i eltective Prntec-lniertace. thaf seli
gm[ MERLE DEVICE dhstiects 9 a printer s ronnecied o the
=erial Bus or Ulser-Port
MERGE Teers HASIL progrdms can e will perend all Commodore chara ters o6
be menged inlo ane Epson and compatitsle primters
[H%K Witk DMK vow can send The prifieranieriace has a variety of set
commands directly Io wour wp peasibilities. 1 can produce
ik HARDCOPY of screens nol only on Serial
TEL 090 490 1675 and 099 450 1510 Fax 0§ 490 1018
Bn HEH Ic“ Hum Tiz prder Acossediea waHoo=a — Chaoses o PO p:-_"u.pm:l,
GATESHEAD fopbc
LA, oechery i 00 20 poat/pch sl — €18 rDinsl VAT
E “n wu" Errcps ordevs sid £2.50. Overnaas add £330
SWEDEN To ool 178 18425 Fas 1 P8 1 B4G1
NEB 1RS TRADE AND EXPORT ENCLIRES WELCOME

Bitcon Devices Ltd

ENGLAND

Cin the back of the FEAVER CARTRIDCE
there s a Keset Button. Pressng this

button makes
n I|'I-|- S s
This umction
[ T AT

COMTINUE

BASIC
ESET
TOITAL
BACKLIP
DIsK

RESET AlLL
TOTAL
BACKLUP
TAPE
HARDCOPY -

MONITOR

a SPECIAL MEMNL appear

willl wosrk wth am

+ ANEma yow M redirn b

IR [ERETAIT)
Kedurm 1o BASH

MSiprareal RESET

Saves [he conilenls of tHe
maimary oanfo 4 Dk, The
program can be reloaded
Later wath BLOWEDY foflonaaa
by CONWTINLA

RESET oo any program

As BACKLP [HSK buf io
TA R

Al amy monent, prirefs ool
4 Hardoogpy of the screen
I.'-.lng CONTINLIE
dfferwands wol Can nefurn
fo the program

- Takes e nio the Machme

language Monitor



ESCAPE FROM
THE PLANET OF THE
ROBOT MONSTERS

The title of this Teque-pro-
duced coin-op I:nanl.rlnrsiun is
enough to easily up cap-
tlnn:Em I'll have to ika the
description. It should be arriv-
ing very soon indeed, huge-
fully with the long delayed C64
Vindicators.

KLAX

Another Atari coin-op licence
by Domark/Tengen unde 5
the Teque treatment. And for
the purposes of previewin

this beauty you might as we

look at the coin-op version for
all the difference it would
make. | raved over the coin-op
last month, and next month (if
they play as good as they look)
I'll be raving over the computer
versions as well. Klax will be
tic-tac-ing onto your C64 (£9.99
cassette, £14.99 disk) and
Amiga (£24.99) mid April time.

MANCHESTER UNITED FOOTBALL CLUB
| (Krisalis)
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A Monty Mole's back in Gremilin's Impossamaole. (C64)

SMIIAIYdA =

DOMARK

| can't wait!! A Teque's Kiax conversion is looking arcade-perfect for Domark. (Amigs)

Teque's computerisation of
Manchester United is coming
along great guns. The Amiga
version is pictured here, and
has managed to combine man-
agement strategy and match
action incredibly well. MUFC
was originally destined for a
November release but has
been put back to squeeze even
more in, incduding digitized
pictures of the main players
and even a goal scoring sequ-
ence. Should go down well
with Phil when it arrives (hope-
fully) next issue — that is if he's
not still playing Kick Off. Just
ruwllnng can this obsession
ast?

IMPOSSAMOLE
(Gremlin)

Monty Mole returns! That
evergreen, cute, burrowing
friend of the gardener (but not
Arthur Scargill) is brave
enough to come back from the
Isle of Montos to seek fame
and fortune all over again.
Gremlin plan to exploit Monty
Mole to the full with a comic
strip, and are obviously aimi n#
for a Mario Bros-type lift-o
leading to a TV ceries, cereal,
wallpaper etc. But let's hnﬁE
they don’t foryet to make the
computer game good in the
meantime, Should be coming
out in mid-April.




NINJA SPIRIT
(Activision)

7
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A The end of level one in Chris Butler's slick CB4 Ninja Spirits
conversion.

rhis Irem slash-"em-up has caused a fair bit of controversy in the
offices with a demo from Chris 'Power Drift’ Butler splitting the
team over its merits. The sprites are generally quite small, but
beautifully detailed and animated wﬁite the backgrounds are
regarded by some as dull, by others as superbly atmospheric and
realistic. Currently extremely difficult, we hope to see a finished
version next month which should settle the debate. The Amiga
version is being converted by Images.

X-OUT
(Rainbow Arls)

We saw the Amiga demo version of this fab shoot-"em-up a few
issues back and have been looking forward to seeing the C64
version. Looks a tad like Denaris to me, but Rainbow Arts always
seem to exploit the Commodore machines to the full, so we're
looking forward to this one.

SIMILAR GAME IDEAS
OF OUR TIME NO. 344

It's amazing how many car games roared onto the market in time
for Xmas. Now it looks like 3-D football is going to be in vogue,
ready for the 1990 World Cup. Just take a look at this Amiga shot
of MicroProse’s sequel to MicroProse Soccer, titled World Soccer,
and compare it with Virgin's footie game World Cup Soccer "90
(C64 coin-op conversion by Andromeda Software).

¥ MicroProse's World Soccer 90 goes through its paces. {Amiga)

iim

+UOFL GOCCER 1540+

- S el | |
I._J
| |
|
| .

egy overtones. It’s titled Fire, '
m:hﬂ{:ﬂnhuh stunning from
Take a look . why don't you?
¥ MicroProse's Fire And Ghosts 'N' 3
game writen by Steve Bak. B
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YOUR FIRST CHOICE FOR AMIGA p

iru g s
?L AMIGA POWERPLAY PACKS

E,.mhl'l-wuiswuyalugﬂ- oved our Great Valve _ o T_"--g'-!!!—-—r_‘-e-"- —
oS Amiga Offers with the lounch of our . me = EEEE A Ea e = =
u-. LATEST & GREATEST EVER POWERPLAY PACKS with = ma R Ewm o B e
1..... A | EVEN MORE SOFTWARE, Lsé4-: our brond new PACK 5! - - ™ mE EssgE mEagyw

B Jusi look at the 11 NEW SIZZLING SOFTWARE TITLES |
v.};} we're giving oway ABSOLUTELY FREE in our new

games packs. Remember, though, #u can only mﬁ

e all this when you buy your lmlgﬂ om H

v; AL OURPAGKS CONTAIN AMIGAS WITH TiE FOLLOWING A ”uqa THE COMPLETE PACK FOR THE GAMES

RN TSR S | ENTHUSIAST AVAILABLE RIGHT NOW!

Q4096 Calowrs 0 Workbendh 1. hﬂllliﬂh: h"ﬂ Pack 1 now includes some great up to the

G 3 ot i:.? . :ﬁ:ﬂn 13 butn e extras, “:'* at ':::"hﬂ I’W; !""E 'L::'m
L yuihEss H | oanecling § Im im - ‘ ﬂil'"dﬂd

? ALL OUR PRICES INCLUDE VAT FACK ] - m"“" _ﬁ :m }ﬁﬁnmm
= AND STANDARD DELIVERY SERVICE - mm = Chessmoster 2000 = Archipelogos TV Modulafor - (43" Packs.
Rl PACK I et 7y 71 o

B DEALIN' DIEGO YOUR AMIGA AMIGO o A(K ] mm"

B8 ALWAYS SHOOTIN' OUT THE BEST DEALS! "‘"‘"""""’L""

‘o DIEGO'S EXTRA P ACK l

&1 SPECIAL DEAL! OR SPREAD THE COST WITH

S8 Genvine A501 OUR FINANCE FACILITIES

= Ram Paock...

L Strictly Limited

& Offer to First

200 Customers!

] Containing the Super Powerpla frmﬂwﬂﬂ*
A Pack 1 AND o Phili S

D a Philips Stereo
(M 8833 Monitor P
CK 2 Tailored Mnl:ll}ﬂ;:rl}usl:s[:vl;rﬁ.&. £6l 9

. e b
I.E'l_._ Vo e
.-'U" T

L RS s el g Ttas b M o s
| d e s H -.,.!-!'_.I i 41"

Fig g %‘%&s ol e

ORDERING MADE EASY - COMPARE OUR SERVICE

Hll'llllﬁh-mmhﬁl- h ﬂ mﬂ”hhﬂhT'::ﬂmﬁ“hm
\ooess, Vg lﬁi " {Mormody warking
ﬁi#mm

mm Remembor after you've purchased from Harwoads we'll still be here...
v 7 duys chearance rom dole 12 INOMTH WARRANTY: If gosch grove bo ba fuulty within 30 days of
| _ 5 mhihrﬂiinﬂm.hhmﬂrﬂﬁ
o Numdor oheng E? quarnrea pariod, il warranty repoirs wil be made FREE OF CHARGE?
'_-t COLLECTIOM FACRLITY: Any bouly compustus o mondier oun ba collectnd
m“ﬁ!?:“whhl )t o your e FREE OF UARGE ereg uerasie psid (UK Maskend ey

w doy FULL TESTING PROCEDURE: M heted priee 1o
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MONITORS

PHILIPS CM 8833 STEREO
Full 14" Stereo High Resolution Colour Monitor

& a?ﬂmfurﬁn::nnnmn;rihf s slunduﬂ

i - L & stereo oudio inpuls

= Can ako be mﬁ: nﬁl'wiihhmunrmm

1 Features fold down filt-siand 2 Twin Speakers

0 FIEEbudfmm;nduluﬂf choice

-1 ONLY FROM HA Wﬂi,,mm replocement
warranty for major foults

COMMODORE 1084 §
Full 14" Stereo High Resolution Colour Menitor

Video & Audio Inputs
—1 Con oko be used as o TV
with a tuner or VCR Qe Gres Toalored
Jﬁmmdmmm

1 Twin

=3 Supalied with cablos for £25
| (GA PC (16-64-128

GRAPHICS
HARDWEAR

DIGIVIEW GOLD 4.0 SUPER PIC
NEW VERSION 4.0

|
|
|
|

e Ik

ol i secmnd. Inchedes Genlook iy peprlay

gragiics e mvene vide

Swper Prico.......F539.95

T T
- iy
s

:| REMDALE GENLOCKS m_fm fa
| 807 SEALPROTELIONAL [']E9 9 Ming, ve warslol ool £ 49 g5

1 A NEWLOWPRIGE & HITACHI VIDEO CAMERA
B806 MOFSSIOMAL  £749.00 2 Mem EShwmbes  rogg 95

UR ORDER HOTLINE - 0773 836781 - =

| ;; VISIT OUR SHOWROOM

AND MORE, is on sole. Come ond see for yourself the amazing
ond o whole host of peripherals, software ond accessories.

:; REMEMBER, WE ARE NOT JUST ANOTHER
| MAIL ORDER COMPANY.

to press fime fo fime). E& OE.

Fhlnﬂiilunwhlﬂhllﬂiprlﬁdz

_'H“lsﬂptﬂ mwhnm:ﬁt-dmnmmm
are included prices are correct of
mﬂ:mmkﬂ o

Offers are subject to availobility and ore corrently advertised prices.

STORAGE
~ DEVICE

COMMODORE A590 20Mb HARD DISK DRIVE
FOR AMIGA A500, WITH FREE 0.5 Mb MEMORY

Looo
3
3

E-n
=
=
S E
EE

%
=

_1 SUPPLIED WITH FREE 0.5Mb MEMODRY EXPANSION
(As defailed below "Hord Disk Upgrode”)

SUPER LOW PRICE ONLY...£399.00

A590 HARD DISK WITH 2Mb MEMORY
1 Expansion fitted ond Reody To Gol

GREAT OFFER AT ONLY...£549.00

AS90 HARD DISK 512K UPGRADE
2 s i
GREAT OFFER AT ONLY...£59.95

40Mb VORTEX HARD DRIVE FOR BOTH

AMIGA A500 AND AMIGA A1000
—3 For beth AS00 and A1000 os supplied
1 Aulghoots on ANY Amigo

GREAT VALUE AT ONLY...£499.00
FLOPPY DRIVES

LR
1 Enoble, Disoble switch i

- Theoughport
= Sotais o 500,088 A2000
CUMANA CAX 354 3.5" SECOND DRIVE
1 25mm Super slimline 3.5” drive

A REAL BARGAIN AT ONLY...£89.95
CUMANA CAX 10005 5.25" SECOND DRIVE
3 Amiga DOS and M5 DOS compatible

SAVE MORE THAN EVER...E129.95
HARWOODS SUPERSLIM 3.5" SECOND DRIVE
1 Extro storege and greot value too!
'SUPERLIM PRICE' ONLY...£69.95

ACCESSORIES

COMMODORE ———

A501 RAM PACK <
GENUINE CBM rom pack with real fime battery dack, This
add-on DOES NOT invelidots Cammodore’s warrany,

A520 TV MODULATOR £19.95
—— QUALITY ACCESSORIES ——
QUALITY MICROSWITCHED MOUSE ~ £34.95

FLOPPY DISKETTES

QUALITY CERTIFIED 3.5 BULK DISKS {supplied
Ten, with libeary cmse

with lobeks

PHONE FOR
TI;'II";“"““ LARGER
, uncased QUANTITY
Hundrad, urcosed DISCOUNTS!

with LOCKABLE

8 | OPEN: Mon-Sat, Fem 1o 5 S0pm ke
| Wed, fem o Tpm. Sen, CLOSED | M1 Seuth W

PRINTERS

All printers in our range are Dot-Matrix
and indude %‘;ﬂ' g features...
Hligttw M:EI ; 7.--:---'.-'. :::':” j
Iﬂ‘ . - . 1 i 5
Fl&iﬂHEﬂmﬂLﬁl o Dlaivadion. Boveghd!

STAR LC1D - 120/25

Dur most popudar Hu{'pn Dﬁﬁ‘ﬂm printer
and of o super low price £169.95
STAR LC10 Mkil - 150,/30 cps

Brond new superfast Mkil version of the ever

popular LCT0 printer.
1 Multiple font options from front ponel
¥ I':mivm paper handling
J Simultoneous, continuous ond single
sheet stationery £184.95

STAR LC10 COLOUR - 120/25 cps
version of the LC10...

1 Allows full colour dumps from Amigo

3 Superb fext

1 Con wse black L0 ribbons

.Illurrrmipnpl.hﬂdmmﬂwi £709.95

STAR LC 24 10 - 180/60
24 Pin version of the Star LC Series with

0 Extaprion ater priot quebly £249.95

STAR X824 10 COLOUR - 280/80 cps
hrr fost LQ 24 Pin Colour
1 Includes FREE on-site moinfenance
for o FULL 17 MONTHS! £479.95

CITIZEN SWIFT 24 PIN COLOUR - 160,50 cps
The MOST compefitive 24 Pin
(alour Printer available Tﬂdﬂ'{l‘!H £349.95

CITIZEN 120D - 120/25 ps 2 YR WARRANTY
Very relioble low cost printer, interchan interfoces
ovoluble for Centronics RS 232 or Serial Type for

CBM 64 et £149.95

COMMODORE MPS 1550 - 120/25 cps
NEW...NEW...NEW, 9 Pin Colour Printer

1 Compatible with both Amigo ond
Commodore 64,128 Computers

£249.95

amize SOFTWARE

X-CAD DESIGNER
Perfac choica i Lo Aded Design || M rpired) i

RS £ £89.95
e cambaing
% Pagesamer V1 T with Antivn Chokee dip mt mnd Hendin Fonl Pack

AMAS £B9.95
e g o

AEGIS
s S . i D, i
sy o o

EARRS

GORDON
HARWOOD
HARWOOD

T et
1

HARW
CoM

GORDON HARWOOD COMPUTERS
DEPT, Z AP /B4, 59-71 HIGH STREET
ALFRETON, DERBYSHIRE, DES 7DP
TEL:0773 836781 FAX:0773 831040







