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STOP PRESS!
NO GO SHOW

The consumer side of the
forthcoming European
Computer Entertainment

Show has been cancelled

and it is now to be trade

only. The official reason

given by organisers EMAP
International Exhibitions is that
they felt 'the industry could not put
on the kind of event that justified
the entrance fee to be charged'.
Obwviously this means that the
money-off voucher we printed in
last month's ZZAP! is sadly
unusable. We apologize on
EMAP’s behalf for any
inconvenience caused.

NEWS AND PREVIEWS AND LO]}

TURBO
CHARGED

Undoubtedly one of 1991's
best games, System 3's
Turbo Charge has finally
hit the shops, two months
after its Gold Medal-

"|t--ﬂﬁ.£;;'; ']:':" ![ |

winning review in Issue 76.
As you can see, the high-
res screens are as
stunning as we said, but
the good news is that they
will now be appearing on

ELVIRA BURNS RUBBER WITH
BONANZA BROS

The Bonanza Bros are the latest Sega coin-op to get the US Gold
treatment. Reformed and oddly deformed villains Mobo and Robo
are hired to test out a company s security force, and that means
sneaking around buildings collecting loot and dodging the guards
in split-screen, two-player thieving action. Bonanza Bros cash in
for US Gold in November for the usual price.

A rather more pleasantly shaped personage stars in Flair's
latest game; Elvira: The Arcade Game. Originally developed for
the Amiga, the C64 game is an ambitious conversion which
should replicate all the features of the 16-bit game. There will be
three levels — Hell, lce World and Elvira's Caslle — all about 260
screens in size. You can choose to start in either of the first two
levels, as the game isn't a conventional ‘complete one level, go to
the next’ affair — instead there’ll teleports which will enable you to
move between the levels al various points. The game should be
out November time and hopefully we'll have a review next month.

Also in that issue should be Hol Rubber, no less. This gift to
double enlendre
fanatics like Phil,
comes from Palace
who, after Swap, are
getting back into the
CE4 in a big way.
Following
International 30
Tennis Palace had
planned to go 16-bit
only, but the health of
the C64 has made
them change their
mind. Hot Rubber has
a behind-the-bike
perspective. The
programmers of the
Amiga game
apparently do

the cassette version as
well. According to System
3 a rapid multiload ensures
their appearance between
the ten multiloaded levels

won't slow the game down too ZZAP! much
for C2Ners. Several screens also appear as
an intro, with several more promised for a
typically stylish System 3 ‘game complete’

simulations for companies such as Thomson and Renaull.
Although If isn't graphically astonishing, gameplay is supposed to
be bniliant and bodes well for the C64 conversion. The price point
15 the standard £10.99 cassette and £15.99 disk.
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sequence, this makes 15 in
all. Prices are the standard
£10.99 cassette, £15.99
disk, but a four megabit
cartridge version will be just
£19.99 for Xmas time.

RUGBY
MAUL

The rugby World Cup is
almost upon us, and
Domark's official licence is
already preparing to tackle
Audiogenic's World Class
Rugby in the scrum for the
J top rugger game, Rugby —
A''F» The World Cup includes all
the top 16 international sides, all of which
can be player- or computer-controlled. The
overhead-view pitch features
multidirectional scrolling and a radar
scanner to show exactly where you are. As
in World Class Rugby, scrums involve
frantic joystick-waggling to push your pack
forward. Rugby — The World Cup should
be kicking off in good time for the real
event, priced £10.99 cassette, £14.99 disk,

€C64GS SENT TO
SLAUGHTERHOUSE!

Yep, it's true. The CB4GS has finally
been officially pronounced dead by
Commodore. Launched only last
September, the C64GS was basically a
keyboardless C64 aimed at taking on the
Nintendo and Sega 8-bit consoles.
Commodore projected sales of 100,000
in the first year, but managed only in the
region of 15,000-17,000. UK boss Steve
Franklin claimed the failure was all but
inevitable because Commodore 'hasn't
got a dictatorial attitude about software’
which forced it to 'live or die on the sale
of hardware.' So while the Japanese
giants could sell consoles at cost price
and make their profits off software,
Commodore couldn't.

To clear stock, Dixons are now
planning to drop the price to £19.95,
which is less than some cart games. In
fact at this price the C64GS pack is good
value, including a joystick with two
independent fire buttons, a C64
powerpack and a four-game cart (Klax,
International Soccer, Fiendish Freddy’s
Big Top O'Fun and Flimbo's Quest). The
GS is, of course, only useful for cart
games but the rest of the stuff makes it
worth considering!
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The most important endorsement, however, mﬁmﬂmwmﬂﬂw
software houses who have made available nine games for the £99 launch pack:
Khan Squash, MUFC, Worid Championship Boxing, Ninja Rabbits, Summer

Olympiad, Winter Olympiad, Wizball, Gutz and Firefly. Alinough most of the gamas are

golden oldies, there are plans to make available vouchers so if you've got Mutant
Wallabies on tape, you can send it away to a software house to get it converted onto
disk. Some companies are more wary though. One Birmingham-based developer
pointed out that currently 5.25-inch drives such a small portion of the market
that retailers hardly stock them and would probably be reluctant to stock another C64
disk format at all — this would be the biggest stumbling block. Also software houses
currently deal with so many formats, from Spectrum to Super Famicom, that adding
another format is accepted only reluctantly. Nevertheless those software houses that
do support it could make for a real breakthrough, Companies such as Ocean, who
currently develop carts, could use the new hyperfast disk drive for rapid access in a
similar fashion to cart software. The advantage would be that 3.5 disks are a lot
cheaper to buy, plus 700K far exceeds the 512K which is the biggest memory size —
and most expensive — of carts so far released. Moreover wha's to stop a game
stretching over three or four disks? — the cost barrier is far less than with carts, and if
the game's a flop you can reuse the disks, unlike carts.

Of course Commodore have previously offered their own 3.5 disk drive, but that
worked through the CB84's nonstandard disk port, meaning it wasn't that much better
than the standard (and awful) 5.25" disk drives, plus software support was minimal, A
quick phone call to Commodore's Press & Public Relations Manager Andrew Ball
confirmed the company’s positive reaction to the device: ‘A jolly good idea,
encouraging better software and more of it, which is always a good idea. It will
encourage the use of the C64 as a proper computer.’

But what about the CES? If TIB's drive is a success, will that remove a large part of
the CE5's appeal? Will Commodore see TIB as sufficiently bolstering the C64 that no
new machine is required. Or, alternatively, will the establishment of a large range of
C64 software on 3.5 disk drive be the perfect groundbreaking operation for the CE5.
After all, if 3.5” disks become standard and a big market success, it will save
Commodore having to prod software houses to convert existing C64 titles to 3.5" disk.
So what about the impact on the C657 ‘| honestly don't know, but when there's a real
need for it, we will respond. When there's the right software support to take advantage
of its interesting advantages.' Hmm. Although Andrew is still eager to remind people
no firm decision has been made on the C65, and it certainly won't be launched before
early 1992, he sounds a bit more positive. What's more, although obviously he's
reluctant to hype a machine that may never be put on the market, he has agreed to try
and answer some CB65 questions next month. Fingers crossed for that, but don't write
off the C64 yet...

'Later in the year we're going to be doing something rather exciting with the C&4,
we're going to be giving it an enormous shot in the arm. We're so excited we might
even give it its own TV commerciall’' Has there ever been so many tantalising rumours
about the C647 Well, tune in next month for a full TIB drive review, a
competition to win three drives, and that Andrew Ball
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DOOMDARK'’S
REVENGE

(Mike Singleton)

oomdark's Revenge is the second

Epic game in the Midnight trilogy. As
in the previous game (on Megatape 21),
you can seek victory either by quest or by
battle, or both. ¥ou view the world through
the eyes of the characters Luxor controls
via the magic of the Moonring. The sequel
has no less than six thousand map
locations and forty-eight thousand
panoramic views. The game is also more
complex, four levels of viclory lo be won
and new forces acting independently of
either side. Nevertheless although the
following instructions are important, you
can explore the Frozen Empire of lcemark
very easily by simply using the key guide.
This magnificent adventure is a gaming
landmark and we hope you enjoy il as
much as everyone on ZZAP! did when it
first came out!

THE STORY

Dpommdark's Revenge was accompansd by a brfliamnt novalla
written by Mike Singleton siuch, althowegh we havean 't spaca o
reproduce hera navorhaless hopa o gree e Ravour in nha
Tollovsni] Sy nopsis

Irk the allermath of Dooemdark s dealh, regoicing has E.|:|I'E'-HI:|
throughout the lands of BMednight. The gresl ammy which Luxor
assambled has begun (o unmveal, Weany sUnVors mahing
thair oren way homd. IEwas a feard sicliony, with rmasmy head
ared an egual number broken by the redeniless oo Fear. On
the loawg rek hosme Lusior e Moonprnce and his Hi.‘.IIJE.EgIJr:I.I"I:I
army stop & the Forest of Dreams and itz lamous Lrladel (o
cilebirate with the Fey, Morkin, Luxor's half-ley son, amhas-al
the foresl thal samd neghl, uhasare That Doomdark (5 dead
s bravery exbausted by the kong quest 1o desteoy thee lca
Lrown

Tawithal this Fu-!.l [l [ ||:-|'||.'I!.l lh::-g,r and resiones s
courane with nesws of Luxor's wviciony. A graat burden 5 takan
trom Klarkin's shoulders and ogeiher I|":|?:|r maka thair owmn
calebrpdions,  “As they kissed, thoy semmad o Dacoms ana
firiz. one Name buming in ihe cold, clear night

Irv sncdthasr land, the fas=distant Frozen |'r||Fr|1r: s
Doomdark's delast armves mona slowly, via the s pathaebc
survivors of f ek begun by st hundred men. Such a joumey
wis mode many posrs ago by Doomdark hermisall, and his
mieeting with the cold Quesan of the North spaswned a
claavigptiber Shareth the Heansiealer. Her CHNEND b powwer nas
seen The developmant of & rule sven moe lowl Hhan
Deamdark’s, and his death throws. hed into a hideoss rage
Mol griaf, for shir had ooy planned 1o ks Doamdark and aks
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Bickrightl Reersall, bol racge Sameong
elze has darad do it first.
Possegsing magical powers
rruare farmidable than her
Witchking father, Shareth calls
up a greal storm o batier her
engmies in the south. Than
brigfly calmed she refurns io
her chambers o admng har
own alabasler baauty. In tha
moim she plans to jpumay 1o
Tadorihane and have thi
Gilant for 8 while
lcedmark, the Frozen Empire, 15 not
anly far bigger tham Midnight, it is also considarally
more complex As in Midnight there ane Fay who nesist the
rule of evil, bul there gre also Giants and Deaarves whose
allegance shilts according to ciroumstance. Shareth neads b
masintain alliances wilh them in her own unsgque way. When
the Fey ses Sharath's avil storm coming ey sehd a lalcon
south fo Mednight, carmying waming of Shareth’s rage

in Midnight Morkin announces his wish 1o mafry Tarithel,
wwho turms oult to be daughter of Codeth, Lord of Dregms
Thus thie twia grest housas of the Moon and Draams, and the
two races of the Fres and the Fey, are brought logether. Their
wadding 5 onty bnefly overshadowed by the news from
lcamark — after all, W way between the fwo Kinguoms 15 =0
dangerous

Hiwiyver Workin soon discoeers there is more to lcamark
thizn mighty armies. His dreams bocomss roubled by visions
of & woman who Raunts har sheer and porfoct beauty bedos
ki, [0 each s dream ihe waman becomes mare ravishing
and voleptuows than bofore, Thiess rystcal Rallecnations fil
kim wilh @an unstoppable desire o ride norh. .

Tarithel disappears o low days [aler, plenging Lusor and
Corleth into despair. Eventually thair oid fnend Rorthron
arfivess 1o ravosl s awlul glscoveny; Morkin has bean
captured by Doomdark's evil daughter, Shadath (e
Hearsteaker, a ruthless despot wha plans an invasion of
Midmight. Wihile Corath marshals Midnight's defences, Luxor
rickers: morth with & thausand mar frarm his Houseguand, and
Rorhron. The latter uses his magic to clear the Frozen Gales
betwisian Toomark and Midnight. As the riders enter lcamark,
Lumor is surpnsed fo find no dafences but Rorhren olfers an
cEminOUS explarskan. Shareth hates Lusor above all eise and
'has simply Il the door of the coop apen 1o antce & fox
Luxor cannot rebreal though and they rida on inio whateyver
trap has been sel. Meanwhile Tarihel journeys to imarthorn,
searching for her hushand, determined 1o save him from the
Tagpeilch S bwealed areams .

kn thiz hossling wind the Free and the lay hear the chdl
echo of Shareth's beast to Rorthron, ‘Morkin &5 mad with love
for e, pinimg pitecusty for my embraces. When | am eady,
| shatt set hirn at the head of my afmies and send lum back 1o
hednhght tey shatter the peace. .. Seven months from mow |
Sharath, Emprass of eemark, will fde forth,,, Midnight | shall
lay waste and through the portals of Xajorkiih | will pags,
irurnphand. All shall adore me and d&ip.alr"

GUIDE TO PLAY
STARTING OFF

When loading is complete, the title screen
will vanish and instead you will find yourself
looking through the eyes of Luxor the
Moonprince upon the chill land of lcemark.
From now on, single key presses will
control your actions, semething you will find
useful as you gather diverse Lords of the
lcemark to your banner and come to make
decisions for them all.

ENTERING YOUR
COMMANDS

All commands are entered with single key
presses. Below are all the keys which you
can use.

Look: = —

Directions, eg N, NE: 1-8

Dawn: 9

SPY VS SPY
T2 DEMO

DOOMDARK'’S
REVENGE
GAME MASTER

A Night: O

Check Place: +
Check Battle: -
Check Army: £
Check Person: Home

Select: Del

B Choose: Restore
More: Returmn
Move: Space
Yes (also More):
No (also No More): N
Save to Tape: 5
Load from Tape: L
Save to Disk: Shift 5
Load from Disk: Shift L
Luxor: F1
Morkin: F3
Tarithel: F5
Rorthron: F7
Restart Game: Stop/Restore

SAVING A GAME IN
PROGRESS

The data for Doomdark’s Revenge can be
saved and verified at any stage of the
game. To save a game in progress, press
the 'S’ key. This should only be pressed at
a time when the computer is waiting for you
to press an aption key, otherwise your key-
stroke will be ignored.

When you press ‘S’ you must follow the
on-screen instructions. If a 'l.fEl'iﬁn' oplion
appears then your computer is ready to
check the data just written to tape. If this is
the case, rewind the tape and press PLAY
and press any key to begin the verification
if your computer requires it

Disk users can only have one saved
game per disk. To save to disk, insert a
blank formatted disk ready to receive the
game data. Tape users should use
separale cassette tapes per saved game .

LOADING A SAVED GAME
First, of course, you must load the
Doomdark’s Revenge program. Then, at
any stage during the game, you can load
the data for an old game by pressing the
Load key. Don't try this unless you already
have some saved dala o Load!

If loading is successful, you will be
returned immediately to the game in the
situation as previously saved. If loading is
unsuccessful, you must choose between
trying to load again or continuing with the
current game.

YOU AND THE COMPUTER
You, the player, take the role of Luxor, the
Moonprince of Midnight. By virtue of the
Moaonring, which lends you the Power of
Vision and the Power of Command, you
can control those characters in the land of
lcemark who are friendly to your cause,
looking through their eyes at the -
surrounding landscape and guiding them in
their many tasks. Some will be just
individuals, some will be commanders al
the head of whole armies; when you move
a commander, his army moves with him.
The computer plays the part of Shareth
the Heartstealer, Empress of the Frozen
Empire, and controls the characters and
armies under her sway. It also guides the
fortunes of the many iIndependent
characters you will find in the land of
Icemark, making impartial decisions on
their behalf. Independent characters may




be persuaded to join your cause, but
equally may be persuaded by Shareth to
fall in with her.

VICTORY FOR THE
HEARTSTEALER

Shareth the Heartstealer has one single
goal; the destruction of Luxor the
Moonprince whose liberation of the lands of
Midnight culminated in the killing of her
father, Doomdark, Witchking of Midnight.
Shareth’s cold, magical powers are greater
than Doomdark’s ever were and if she can
bring about the death of the Moonprince,
Midnight will inevitably fall under her sway.
Shareth, therefore, wins the game outright
if Luxor is slain.

VICTORY FOR THE
MOONPRINCE

Many choices face Luxor the Moonprince.
Should he simply rescue Morkin and retreat
to the Gate of Varenorn and thence to
Midnight? Or should he also seek to limit
Shareth's power before returning through
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the Frozen Gates? If he's very ambitious,
he might attempt ultimate victory and —
risking all — attemp! to eliminate Shareth
herself.

Accordingly, Doomdark's Revenge
allows four different kinds of victory, some
lesser, some greater, but before any of
these victories can be claimed, Luxor must
return safely to the Gate of Varenorn.

The most basic victory thal can be
achieved is the rescue of Morkin, Luxor's
son. He must be brought, alive and well, to
the Gate of Varenom. In this task Tanthel,
Fey daughter of the Lord of Dreams, will be
the main protagonist but she will not
succeed alone,

Greater victories can be won by bringing
other characters safe to the Gate of
Varenorn. Tarithel's safe return is important
and so is Rorthron's. The spoils of war play
their part too. Bring 1o Varenorn any of the
Crowns of lcemark and your victory will be
enhanced. It will be greater still if you
discover and return with an',r of the arcane
objects upon which Shsa 8}

e

depends. Knowledge of these musl be
found during your struggles.

If by any chance Morkin should be slain,
only one victory remains to Luxor —
Shareth's complete destruction. How this
can be achieved you must discover yourself
during your travels through lcemark, but be
warned il is no easy task. If Morkin dies,
Luxor will be racked with grief and diminish
in power.

The greatest victory of all is the
destruction of Shareth and the safe return
of Luxor, Morkin, Tarithel and Rorthron to
Varenorn. Upon this even, glowing letters
will flame on the surface of the Moonring,
revealing to Luxor the ancient Watchwords
of Midnight that when spoken will awaken
all the land to whatever peril gathers, With
these works at his command, the
Moanprince will be sure to protect Midnight
for as long as he lives.

Victory is acknowledged when you press
IGHT key, You will then be lold of the

55 of jour triumph. Defeat,

© MEGATAPE

however, will matah_.r follow upon

Lu:-mr's dez wictory or defeal, only

the LOAD kay continue to function.

SELECTING A CHARACTER
At the beginning of the game you have
three characters under your eontrol which
can be selected with the appropriate key,
These are LUXOR the Mo ince (F1),
RORTHRON the Wise (F7)and TARITHEL &
the Fey (F5). these by pressing
marked with their name. MO
his own selection key — F3
not work until you have rels
Shareth's spell of encha __".
selected, the display will 8
to that character's point of
To select other characters
must rally to your banr

hich you
ngthamurs&

of the game) you must press the ‘Del’ key.
When you do this, alis e .all the characters
you control will appear, together with a list
of the keys that will select them. Press one

of these selection keys and the display will
switch immediately to that character's point
of view.
If you control more characters than can
be listed on the screen, the message o ol
'More..." will appear at the bottom ofthe .
display. Press ‘Y" to view the rest of the list.

CONTROLLING A CHARACT
Doomdark's Revenge is not an ordina
adventure game and controllin
characters does not require ye
the right phrase of command
have four basic of DINE 1
the press of a single key"

'l W L __.

Dn SCre :...- B pear a FEME[:EFE

3ing to the view that the

‘Eees in the direction he is looking
€. During the LOOK option, you

P iurn the character to look in another
rection by pressing on of the compass

to guess at
nstead, you
available at

COMesDon

o ac

“keys,

2) MOVE (Space)

When this key is pressed, the character will
move forward in the direction he was last
looking. When he reaches his new location,
he will continue looking in that direction and
a new panorama will appear. Characters
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cannot move during the night nor can they
move into the lcy Wastes that surround the
lcemark. Other factors may also restrict
movement — exhaustion, cowardice and
S0 on.

3) CHOOSE (Restore)

The CHOOSE screen presents you with a
list of special options and they keys you
must press to obtain each. What special
options are open will depend on the
situation the character finds himself or
herself in, but they also reflect the particular
personality of the character. So, the
choices open to a greedy character will
seldom include acts of generosity, nor the
choices open to a cowardly character
include brave deeds

4) CHECK

There are four CHECK keys. They enable
you to access detailed information
concerning the character you control and
the situation he or she is in

a) CHECK PLACE (+): Gives you general
information about the time of day, the place
and what your character may or may not
have found there.

b) CHECK BATTLE (-): Gives you details
of any battle or skirmish your character has
been involved in,

c) CHECK ARMY (£): Gives you details of
your own army, any other army in the same
location and any army in the location
immediately ahead of your character.

d) CHECK PERSON (Home): Gives a run-
down on the personality of the character
you are controlling. Beware — some
personalilies may change as the game
progresses.

You can press the LOOK, MOVE,

CHOOSE and CHECK keys al any stage
during any of the four basic options and the
new screen will appear al once.

Sometimes there may be no room on a
screen to print all the relevant information.
Whenever this happens, the message
“More..." will appear at the bottom of the
display. Pressing 'Y’ will access the
remaining text.

NIGHT AND DAWN
The game begins on the day that the
Moonprince rides forth from the Gate of
Varenorn into the lcemark and proceeds by
day and by night. During the day you can
move any or all of the characters you
control, together with any armies that
accompany them. The distance a character
can move in one day depends on the
difficulty of the terrain and whether he is
riding or walking as well as his general
vigour. You must learn by experience how
far you can travel under given
circumstances. However, there is one
impoertant thing to remember: when you
travel directly north, south, east or west you
are moving just one league at a time;
maoving in any other direction, you are
travelling along the diagonal of a square, a
distance of approximately 1.4 leagues. This
will therefore take you longer and leave
less hours of daylight for your journey.
Each character has his own, individual
‘clock’ and when he has exhausted his
hours of daylight, night will fall for him. He
will be unabie to make any further
movement until the following day. Other
characters under your control, however, will
still be able to move.
Once you have moved all the characters
you
e i wish to,
B . you
3 must
press
the
NIGHT

key (0). This lets night fall everywhere and
signals the beginning of movement for the
forces of the Hearlstealer. Independent
characters will also move at this time
There will be a pause as the computer
‘thinks’ and rumours of battle and other
events may appear on the screen. Soon,
however, the night will be over and the
message ‘Dawn Breaks' will appear on the
SCreen.

To begin the new day you must press the
DAWN key (9) and then you will be able to
control your characters afresh. IF YOU DO
NOT PRESS THE NIGHT KEY OR THE
DAWN KEY AT THE APPROPRIATE
TIME, NOTHING FURTHER WILL
HAPPEN AT ALL!

THE WARRING FACTIONS
BATTLE

Minor skirmishes involving individual
characters can lake place

al any stage during the day and will have
an immediate resull. Battles between
armies, however, are not decided until the
day is over.

You are NOT able to move an army into
the same location as an unfriendly army by
using the MOVE key. Such a decision is
always a special option that you must
select using the CHOOSE option. Some of
the commanders you control may be so
afraid that the possibility does not occur in
their list of options,

Two options can move an army onto
unfriendly ground, ATTACK and
APPROACH. ATTACK should be used if
you want to fight a battle regardless of the
other commander's intentions. APPROACH
is like going forward under a flag of truce;
you may be able to parley with the other
commander and perhaps persuade him to
join your cause. On the other hand, he may
well ignore your flag of truce and fall upon
you. The APPROACH option should be
used with some caution, for if battle does
follow, you will be at a disadvantage
compared to ATTACK.

This superb playable demo is Level 1 from the
game, with you in control of the T-800 Terminator
— Arnie himself — and you've just met your state-
of-the-art replacement, the awesome shapeshifting
T-1000. To complete the level you must tempaorarily

defeat the T-1000, allowing John Connor to

escape. The faces of the characters in play are

TERMINATOR 2:

{Ocean)

THE PLAYABLE DEMO

rermmal'ﬂr I Juggment Day is probably the most expensive
movie ever made and Ocean have gone all out to do it justice,
producing a massive nine-level game with superiative

crowch

hi-kick
head buit

vppearcout

punch
lo-kick

presentation, including no less than 23 static screens. The game

1s reviewed on page 14, but we've also got an exclusive slice of

the gameplay for you to try yourself,

knee

crovch, / punch

shown in the status display with their energy bars
beaside them.

JOYSTICK CONTROLS

STATUS AND
SCORING

Points are awarded as
follows:

High Kick 500

Low Kick 500
Uppercut 1000
Headbutt 750
Punch 100
Crouching Punch 200
Knee 750
5000 points are awarded for

block

completing a level in the finished game.

© Ocean Software Limited 1991, All rights reserved.




Once baltle has been joined, the
character will nol be able to move until the
following day. You can, however, move
other characters into the same battle if you
wish. Al the morrow's dawn, the outcome of
the battle will be known to your
commanders. If the enemy has lost, his
armies will have been destroyed or have
fled, leaving the battlefield in your
possession. If the enemy has won a
decisive victory, you will find your
characters (if they still live) scattered and
bereft of troops. if, however, the battle
continues, you can move your commanders
away that dawn or leave them there to fight
an through the next night.

Many things influence the outcome of a
battle but you must learn by hard-won
experience which are crucial.

THE KINGDOMS OF ICEMARK
The land of lcemark is ruled by five major
races. To the Norh-east, the Men of the
Frozen Empire are governed by Shareth
the Heartstealer. To the North-west lies the
Kingdom of the Giants, to the East the
Kingdom of the Dwarves whilst to the South
are the Outlands of the Barbarians and the
Realm of the Fey. All of these are
intermittently at war with each other,
involved in petty feuds and border raids but
of them all, the Frozen Empire is the
strongest and the most feared, To defeat
Shareth, Luxor must find allies in these
foreign domains. The Lords of the Fey
should be counted the most friendly, the
Lords of the Iceguard least so, but a
cunning Moonprince will exploit their
differences to his own purpose. There is
only cne in the whole of the lcemark who
will never rally to his banner — Shareth the
Heartstealer, his mortal enemy.

©'MB Singleton 1986

SPY VS SPY

(Software Business)
THE MISSION
YOU ARE THE WHITE SPY...

his is your mission, should you decide

to accept it... Collect the four secret
items together with a briefcase, locate the
only exit and board your plane, all within
the time limit. To complicate matters, your
opposite number on the black side has
been senl with the same mission. You have
only your wits and the latest Trapulator
model FS584. The ultimate white victory is
in your hands,

KEYS

Use joyslick for movement and FIRE. While
Player uses Port 1, while Port 2 is for
Player Two. Run/Stop: Pause. F5! Relurn
1o Option Screen.

GAME OPTIONS
When the game has finished leading, you
are presented with the option screen.

You may modify the following options:
Number of Players, Difficulty Level,
Computer Opponent 1Q, Exit Hidden or
Revealed.

Using your joystick, you may move the
cursor to any of the options. Moving left or
nght alters the option. Once you are happy,
pressing FIRE starts the game.

zzap! 64 ocroeer 1991 ¢ NUMBER 78
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CONTROLS
The rooms you are searching are three-
dimensional 50 moving up Moves you
loward the back of the reom; moving
down, towards the front. Below your
display is the Movement Status Indicator
giving you directions to the last nine rooms
you visited. As you trace your movement
back, the Movement Indicator will scroll
left to right, deleting each arrow, until you
return to where you started.

To manipulate objects, move within

range of any object, then press FIRE. Any

object within a room can be opened or
lifted and may reveal one of the objects
you are looking for. If you are unlucky
and you haven't got a countermeasure, it
will activate a booby trap, BOOOOMM!

To open doors again, simply maove into
range of it, then press FIRE.

SCREEN DISPLAY :
The screen is split info twa sections. The
top half shows what the White Spy is
doing, the bottom, what the Black Spy is
doing. At the right of the sereen is the
Trapulator and its icons.

When both spies are in the same room,
only the display of the spy that was
already in the roem is shown and cembal
mode is entered.

(oIl
S
CEOANE

N
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COMBAT MODE

When in combal. mode, spies cannot
search objeels or use the Trapulator, but
they may open doors (and set off any traps
attached lo them).

If they are not in range of an object,
pressing FIRE will let them fight each other
with clubs. The two spies automatically face
each other. To swing the club dewn, hold
FIRE whilst moving the joystick from UP to
DOWN. To jab with the club, held FIRE
then move the joystick LEFT te RIGHT, or
RIGHT to LEFT. About 7 solid blows are
needed to 'Kill' a spy, but with time both
spies will recover strength. To move whilst
in combat, simply release FIRE.

If a spy is carrying something when
entering a room with the other spy in it, the
object is either lost or hidden in the room —
depending on what the object is. Traps and
remedies are lost, whilst inventory items
and the briefcase are hidden in that room.
The winner of combal is then able to search
out and gain/regain possession of the
object.

TIME

Both players start with the same amount of
time to complete the mission. However,
there are several time penalties: you lose
time when setting a trap, falling victim to a

RAELSEEATADE
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trap and being killed by your opponent.

BOOBY TRAPS

As the spies move through the embassy,
they may select any of the five traps. These
are: Bombs, Springs, Buckets of Water,
Guns with Strings Tied to the Triggers and
Time Bombs

The Time Bomb is activaled immediately
and is the only trap which can't be carried or
deactivated. It goes off in 15 seconds and
any spy in the room when it detonates is
zapped and loses [ seconds of actual ime,
plus 20 seconds off his time limit. Unlike
other traps, the time bomb is not set off by
searching, so listen carefully for them,

The Gun-With-5String and Bucket-of-
Water can be attached to a closed door
The Springs or Bombs can be placed
behind or in anything. Spies can carry traps
in and out of rooms placing them where
they wish. Traps are depicted in black,
whilst their remedy 1s shown in colour

To Place A Trap:

1. Press FIRE twice to access Trapulator

2. Move the arrow to the trap you want and
press fire o selecl il

3. Position the spy in front of the selected
hiding place. Watch for the brief flash when
you are in the comrect position

4. Press FIRE. The trap will disappear and
you will shorl beeps to indicate the trap is
set.

NOTE: In the case of the Gun-With-String,
only the gun will disappear. As you move your
spy around the room, the string will strefch
and follow the spy. Position him in front

of a closed door, walch for the flash then
press FIRE to set the trap.

Once the trap Is set, EITHER spy can
set it off! Both spies get points for each

GAME MASTER

GAMEPLAY
imply deflect the balls from going
through your energy field.

Front

deflected —» @
ball »

A

If the ball goes through the energy field,
you have a second chance to catch the
ball with the back of the bat — but you
must be quick!

3. &« Energy field
% Ball caught
from behind

This will cause a rift in the bat and ball, as
they try to merge with each other (an
alarm will sound!).

If the ball was caught in time, merging

will be successful and the ball will pass
through. If not, the ball will be rejected
and you will explode,

! ;u..i... Merge
—

@

—~

..j

Unsuccessful

You play against the computer bat, who
has the same abilities as you. Destroying
the computer bat earns you 10,000 points
towards becoming the Game Master.

POWER PILL

- If your green ball hits

this, you get whatever
power it is offering. If
the computer's biue ball
hits it, the computer
POWERS
1. Large bat
2. Small bat
3. Fast balls

gets the power-up.
4. Slow balis

5. Fast bat

6. Slow bat

7. Bomb (Beware)

8. Crazy Balls (10,000 bonus points on
completing this level).

© R Hezseltine 1991
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trap set off by the cpposition.

As with raps, remedies may be
carried from room o room, bul except for
iterns in the briefcase, spies may only
carry one object. Below is a table of
traps and remedies.

=iy

E2
TRAP REMEDY LOCATION
OF REMEDY
Bomb Water Bucket Red fire box
on L wall.
Spring Wire Cutters White tool box
on R wall. -.._5
Waler
Bucket Umbrella Coat Rack
Gun &
String  Scissors Firsl aid box =
an back waill,
Time
Bomb None M/A,
TRAPULATOR

The Trapulator serves four basic
functions; Select Booby Traps, Pinpoint
Your Location, Show lime Remaining and
Show Inventory.

Across the top.of the Trapulator is the
clock showing time remaining to when
your escapg’plane lakes off. Below the
clock aresix buttons; the first five are
selectable booby traps and the sixth
brings up a map of the embassy

On the Map your spy is in the room
which is blinking. Rooms filled with a
colour indicate that your spy has been in
that room al least once. Any required
inventory items are shown by a dot, what

F ' : GAME

the objects are and however many there
are in a room i1s nol revealed. Neither
does the map display the position of the
other spy nor any other floors of the
embassy — if there are any.

Finally, the Trapulator displays ilems
that you have collected on your mission
From left lo_right these are; passport,
money, key and the secrel plans. Use the
briefcase to haold all these items. Protect
these at all costs as there are only ONE
of each in any game

If an item is found and you don't
possess the briefcase, the item will be
stored in the white salchel your spy is
carrying and it will flash on the
Trapulator

Some of the embassy buildings are two

MASTEE® § L

sloreys high and you may move between
them via ladders. Holes in the floor are
often hidden by carpets. To uncover, use
FIRE and use the joystick to move up or
down.

If you enter a room with a ladder, you
may activate it by moving within range «nd

pressing FIRE — this lowers the ladder (o
ground level so your spy may elimb up
Fressing FIRE again will raise (he (adder
back up

If vou enter a roam with a rug, standing
in range of it and pressing FIRE will ift the
rug. Your spy may then cimb down the
ladder

NOTE If you attempt to gxit without
holding allthe cbjects in the briefcase a
trap will be sprung!




*IT'S MASSIVE! *IT'S INCREDIBLE!
*IT MOVES! °IT'S AWESOME!
*IT'S YOUR OWN FLIGHT SIMULATOR!

THIS RAPID . F
RADIO S Y ¥
CONTROLLEL

'

" IT'S INCREDIBLE o

= Calls cost 34p (cheap rate) 45p (at all other times) per mintUte inc. :
For winners list send s.a.e to Megafone Ltd, Sandylands House, Morecambe, LA3 1DG.
Average duration 5.5 minutes. Ask your parents permission before you call.
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Ocean, £10.99
cassette, £15.99
disk, £19.99 cart

iIt's 1994 and there’s
just three years before

Judgment Day, the nuclear

apocalypse. The future’s
vitimate, shapeshifting

T-1000
Terminator has heen sent back
in time to ensure victory for the

>

machines, but Mankind has one last hope.
Arnie’s back and this tfime the T-800 Terminator
is a good guy, a kinder, gentler Terminator for

the '90s. Stvart

Wynne dons black shades and
Ink- flush for the clash nl the I(iller machines.

——— e == '
o — ﬁ. et .

he original Terminator sprang
from a future even bleaker

= than Speedball 2's; a future
where lotal nuclear war has all but
destroyed humanity, Apocalypse was
started not by accident or military madness,
but by America’s own automated defences.
The state-of-the-art Skynet computer was
developed to protect America, but by 1997
it had become intelligent enough to rebel.
So it provoked nuclear war with Russia,
and in the aftermath uses Terminator
robots o eliminate the few human

m is the slickest cart yet with a
great intro and excellent
bitmaps keeping the game together far
better than any Ocean game yet,
C2Ners don't have the pleasure of the
pre- and post-level bitmaps but at least
the intro and end bitmaps are in there,
As for the actual game | found it slightly
disappointing for what is a major Ocean |
product: there just isn’t that much
innovation. However, the levels are very
well crafted with pace and quality
graphics, the subject is a sure-fire
‘winner and the variety of
gameplay should appeal
to all, | particularly liked
the SWAT wvan and
Cyberdyne levels, so

it's definilely worth

getting!

-

i Faca-puundlnrg baat- Em-l..lp a:tmn is the core uf
both game and movie — see this level on Megatape 22.

survivors. One man,
John Connaor,
organizes some
resistence so Skynet
builds a time
machine lo send a T-
800 back to 1984
where it can kill
Connor's mother —
Sarah, ensuring he
is never born. A
human commando is
sent back too, and a
. spectacular battle

Y results.

. The commando is
ultimately killed, but
not before falling in
love with Sarah and
making her pregnant
with a son — John Connor! After stopping
the Terminator herself, Sarah heads south,
determined to prepare her son for his
future. ..

Terminator 2 is set ten years later, John
i5 a streetwise kid and this time Skynet has
sent the ultimate T-1000 shapeshifter to kill
him. A T-800 Terminator also amrives, but
it's been reprogrammed to

Harley hog.

i i

protect John. The ensuing battle is
recreated in this huge, nine-level game
beautifully presented with 23 bitmap
screens. Each of the levels opens with an
introductory pic, plus text explaining the
plot, and closes with more of the same. The
mosl impressive element is the superlative
intro (see the Megatape demo!)

Level One is on this month's Megatape
and shows the first meeting between the
two Terminators. In the movie they throw
each other through walls, blast away with
guns and so on. Here they simply go hand-
to-hand. The background is unremarkable
and the combat moves limited, but the size
of the sprites is impressive and gameplay is
well jJudged, initially tough bul soon opening
up. Contrary to the preview, the game now
ignores the fact the T-B00 doesn't win this
battle — unless you knock the T-1000 out
for the count it's game over time. You also
better win well — your energy level is
carried throughout the game and there are
no extra lives or continue-plays!

In Level Two the revived T-1000 comes
after John in a juggernaut, a scene shown
from overhead with a vertical scroll. The T-
BOO has rescued John and he's on the back
of its Harley Davidson, this gives you two
energy bars to worry over. If you go too
slowly the juggernaut bumps into the bike
and John loses energy, so it's best to keep
the joystick pushed forward to keep
accelerating. However going fast means
you have less time to dodge road
obstacles, and each hit drains T-800
energy. It's a lough level, the basic course
wraps around five times before you

@ Arnie and John Connor flee from a speeding juggernaut on a
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complete it. Once again gameplay is
unoriginal; success relies on memorizing
the patlern of obstacles as much as good
reactions. The scrolling background, with
jumps, is reasonable while the big bike
sprite is great,

If you gel past this level your energy is
likely to be low, so thank goodness for
Level Three. It starts with a picture of the
T-800's hand-control wires in the correct
order, then they're scrambled and a sixty-
second timer starts. Use the joystick to
move a cursor around, then press fire 1o
select a piece of puzzle which can then be |
pushed up/down, left/right to swap with
the neighbouring pieces. It's easy to
do, not really a puzzie at all, the only
difficulty is in getting it done quickly!
Fun gameplay is enhanced by a tune

which accelerates as time runs out,
while the hand graphic periodically
twitches as if a nerve has been
touched. Depandlng on ynur

N
el

® Put the control wires in order to restore your
energy —a scene from the original movie not T2,
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I The T800/T1 Dﬂﬂ cunfrnntatinn resumes in t‘h& asylum.
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success here, you
get some crucial
energy back.

With the T-1000
temporarily lost, John
orders the T-B00 to
help him rescue his
mother, who has
been committed to an
insane asylum after
trying to blow up a
computer factory.
Sarah isn't simply
waiting to be rescued
though, she's been
" training hard and
Level Four sees her
escape attempt.
Armed with a sawn-
off broomstick she
takes on the orderlies

T --.:s-"-:..—-r_;—r_fi%:i—':&- TR

jp—— T -k,

®A muaciad-up Sarah Connor makns har al.'tempt
escape.

9% and doctors in a multistorey asylum.
 The level is basically a maze, you must
run Iel"l.l'rlght looking for lifts to take you
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looking for
lifts to take you
up/down, Sarah can duck
down, but you need to be standing to bop
the orderlies on the head — which needs
careful timing to avoid getling bopped
yourself!

The T-800 arrives to help complete
Sarah's escape, only to meet the T-1000
for another fight (Level Five). This time the
T-1000 is wearing a different uniform, and
the background has changed, but
gameplay is much the same as Level One.
it's a satisfying fist fight with the aim being
to floor your opponent with the minimum of
energy loss yourself.

Level Six sees T-B0O with half his face
gone — and the metal pieces scrambled!
It's another puzzle level: once again the
aim is to moves the tiles so they resemble
the start picture. The pattern's a lot more
complex though, and unlike the wires each
piece has its own
individual slot, plus
the control system
seems tougher.
Getting all your
energy back here is
a real challenge, and
an increasingly
frantic soundtrack
increasas the
pressure.

In the movie
Sarah, John and the
T-800 go off to the
desert to prepare for
crossing the border
into Mexico.
However, Sarah is
plagued by nightmare
visions of the
coming nuclear war and resclves
to do something about it. She
decides to visit Eyb&rdyna Labs

15

g

@ Unscramble Arnie's face to regain vital energy.
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[ ] Twu SCreens hutwann am:h level
sustain a superb cinematic atmosphere.

Cyberdyne Labs and destroy their
prototype Skynet chips — technology
developed from the remains of the first
Terminalor! The T-800 helps out and Level
Seven sees (L running through the labs
maze in much the same way as Sarah'’s
asylum jaunt. The difference is guns; both
the T-BOO and SWAT police sent to stop it
are armed to the leeth. Ammao 15 unlimited
but the cops wear body armour and take
several hits to go down. The T-800 can
duck bullets but must stand to fire. The
pinky/pale blue Ritz hotel backgrounds are
rather peculiar, but this is a fun level with a
high action quotient.

Level Eight has the team escaping from
the labs in a SWAT van. This is much like
Level Two, with a vertical scroll and
numerous road obstacles. Again there are
two energy levels, the T-800's decreasing
with collisions and Sarah's with fire from the
pursuing police copter. This time though,
Sarah can fire back and a targeting cursor
floats behind the van. The most sensible

@ Inside Cyberdyne labs, the T-800 batties SWAT cops with
plenty of rapid-fire gunplay.

tactic is to just “Sgs
keep the cursor ™
central while dodg-
ing the obstacles and
hoping the helicopter
keepsin range. ;
The chase ends
with the chopper |
exploding, not that it |
worries the pilot — our
friendly T-1000 who
takes on the T-800 for =
one last time in Level ©
Nine. Stripped to the |
metal both characters |
are impressive, while
the steelworks back- °

(IR L L1 L]

ground is nice. The T- l Tha ::Ilmm:tn: ﬂtualwurks cunfrnntahnn mth bnth

1000 has improved
in toughness and beating him will need
good energy reserves. Succeed and you
get a few more pics to reveal the movie's
ending.

Most people will find completing T2
difficult, but is it worthwhile? Well, there
certainly isn't much in the way of
originality, most of the levels show
gaming rust spots — nor are they
sensationally implemented, apart from the
puzzle levels with the twitching
fingers/face. It's also disappointing that
the T-1000 never gets to show off its
unique capabilities: if during one of the
fight scenes one of its arms had
transformed into a flashing blade that
would've been great. But the
programming team didn't see the film until
relatively late, so maybe that's

understandable.
However, the levels
___are all well

. programmed, the
graphics are good
and gameplay
enjoyable. Apart
from the superb intro
music and puzzle
soundtrack, in-game

® At the ::unl:mls of a p-ntll:m copter, thn T—1ﬂﬂll.'l
chases Sarah and the T-800 in the SWAT van.

. sound is confined to
© alow, ominous
semi-musical drone
— much as in the

~  film — with the

. reasonable sound

. effects on top.

T2 is cerlainly a
big game, so much
so the tape version
will probably be a bit
of a nightmare.
Thankfully for non-
disk users Ocean
have belatedly
decided to put the
game on cart, which
is great news and
makes the game a
great deal more fun.
| played that version
and the rapid
access/brill
presentation kept
me coming back
when lengthy tape
access might have
put me off for good.
It's a shame that, as
with SCI, a cart

Terminators stripped to the metal.

version wasn't planned from the start which
perhaps could've included

some shapeshifting graphics
— but nevertheless this is

one of the best carls we've p
seen, At £20 for 4 megabits |
this is an Arnie-size game
which should be a big hit.

" SOUND 86%

* Great infro trock, plus edrenalin-inducing puzze

masic, ctherwise alow insisentcrons (as in moviel

‘with decent FX.
HWI(MI].I’!’Y 84%

l.nﬂABII.l'l'\’ 38%
N i ikl S i
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banging tin, pus

OVERALL
89%

A huge and professionally executed movie fie-in,
mdyhluihdwmﬂm'
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® Final level and our Mummy
impersonating hero leaps over flames,
his girl at the top of the skyscraper.

B, cor old Darkman, he's been in the
"= wars hasn't he? There he was jusl
minding his own business and
inventing artificial skin in his lab, when
suddenly along come two nasty pieces of
work like Strack and Durant. They burn his
face off with acid, blow him up, cause him
so much pain that his nervous syslem is

® Darky experiences problems with the economy class air

travel on Level 5..
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£10.99 cassette, £15.99 disk

destroyed, and then kidnap his wife. As you
can imagine, Darkman is a little teed off,
and immediately plans his revenge, Being a
bit strapped for cash, our hero decides 1o
steal some of Strack's money to finance the
evil gangster's downfall. So, in horizontally
scrolling Level 1, you must punch and kick
your way through numerous drug barons,
ninjas and their dogs to
steal illicit drug money.

A subgame
preceding Levels 2, 4
and 6, involves aiming
a cursor to take photos
of a villain. This allows
you to create a
Iookalike, artificial skin
mask to give you a
brief disquise in the
following section.

The second level

picture in the photo section isn’t that good.
The sound is nothing special either, with a
little tune at the starl, and it sounds like
you've got boxing gloves on when you hil
someane. Even the intro screen is distinctly
average, wilh no flashy still graphics or
colourful scrolly messages.

The gameplay really lets Darkman down
though, being so
repetitive and
boring on the first
level, All you do is
walk along and
attack people using
a maximum of two
maoves and always
losing some
energy. Level 2 is
just as bad, with
more of the same
interspersed with
frustrating platform
leaping — miss a
platform and you invariably end
up not far off from where
you first started. Later
levels are more
imaginalive and
entertaining. bul Darkman is
still a very average game
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@® Darkman has set the charges to blow
sees you rapped ina  his warehouse sky high. Time to blow
factory with Durant and  this joint and head helicopter-wards.
his cronies. You must fight your way onto
the roof, avoiding haywire machines and
vicious gangsters.

At last you make it
to the rooftops, and
leap from building to
building in Level 3, in
order to get to your lab
and destroy it. But,
wouldn't you know it?,
Durant turns up in a
helicopter with a
grenade launcher just
to make things difficult.

Level 4, and you
have to prime a set of
gas cylinders in your
lab, then get out again
before they detonate!
Just as your lab
explodes you manage
to grab hold of a rope
ladder mysteriously dangling in front of you,

Only when you're airborne do you realise
that it was attached to Durant's copter. The
blaggard swings you into the rush-hour
traffic, which you must skilfully avoid on
Level 5. Following this, there is an
automalic sequence in which you tie the
rope ladder onto an oil tanker, signing
Durant's death warrant. Revenge is sweel.

Level 6, finally, and you turn your
attention to the evil mastermind Strack.
Fight your way through hordes of
henchmen in an unfinished skyscraper and
you get the satisfaction of throwing the man
responsible for your disfigurement off the
top.

So goes the storyline, and thus goes the
game. The graphics are very colourful, but
nol too well drawn or detailed. They are
also quite blocky, and even the digitized
picture in the photo section isn't thal good.

Program: Finlay Munro
Graphics: Noel Hines
Music: Jonathan Dunn
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@® Crossing the bridge to the end of level one in this dated G'n'G-inspired effort.

-

3
i

apparently just stumbled across Ghosts

‘N’ Goblins with less than honourable
intentions. The result is Dragon’s Kingdom,
a game 'inspired by G'N'G's bad features
as much as its good ones.

Needless to say the scenario claims
never to have heard of Sir Arthur and
Princess Huss — no, their hero is the brave
knight Darius and unusually for an Italian
his quest doesn't involve running away or
chasing women. Nope, Darius is actually a
brave fellow who has no plans to switch
sides midway through this battle.

His beloved land — Thalax — has been
plunged into darkness by the unleashing of
evil demons from the swamp of Soggoth.
The King of the Demons, long confined in
the swamp by a magical spell, is in a fine
old rage and transforms himself into a

I talian software house Genias have

@ As with G'n’'G the start is frustratingly tough until you get the

hang of the awkward leaping action.

rx

L

010200
h

Nt Genias/Linel, £10.99 ...
cassefte, £15.99 disk

O 10000

Griffin to
) ' devastate
ol | Thalax so
I thoroughly
- 2 p 1. that there

isn't a single
friendly face to
be seen; every
square inch is

-l sk b crammed with

Anyone
sensible would
take the hint and go visit the relations, but
Darius is given a mission by King Duncan
to defeat the evil king — and what is
Duncan doing himself, hmm?

So that's your plotiine and very
uninteresting it is too. The actual game is a
fairly simple mix of platform-leaping action
and plenty of rapid-firing. In standard GWN'G
fashion you're armed with one of those
miraculous rapid-fiing swords, you've got
an unlimited supply to hurl about and they're
fairly effective. As in G'N'G there are other
weapons though: an axe flies in an arc
which can be useful or disastrous,
depending on the circumstances. Like
(G'n'Gyou can only have one weapon at a
time, but this game seems to force you to
accept new weapons — it's impossible to
avoid the axe, for example. This is a shame
as one of the best features of G'N'G, was its
tactical element.

One of the
worst elements
was the awkward
jumping system:
you need a lithe
space to make a
diagonal leap, you
can't leap up and
then change
direction. This can
be frustrating,
especially if your
joystick isn't top-
notch, but
Dragon’s copies it
for some perverse
reason, More
welcome s the
‘amour system’ —
if you get hit once

,j’ inlrigued as to how Linel

m justify this game as full-price
with @ mere three short levels — only
made difficult by random enemy
appearances and the minclusion of
pointless Ghosts 'N' Goblins-style
features’ like the useless throwing axe
and awkward main character jump

There's a measure of addictivity in the
game simply because
there' s some satisfaction in

completing a game In
T

days — as long as you

havent bought the thing

at £11
you lose your armour, get hit again and you
go back to the restart point. Dragon’s doesn't
actually bother with any armour graphics, but
the system is the same, with you needing two
hits to die completely. This is vital, since the
reset points are well spaced out and getting
through without losing a single life would be
difficult.

There are three levels in all to the game,
shown by an overall map which appears
everytime you die. The levels are far from
massive — they're crammed into a single
load and after a single day's play we've
already got to the last level, after which the
game wraps around with more baddies.
Graphics are rather dated, G'N'G was better
of course, here the main sprite is particularly
poor and although volcanic action under a
bridge is both familiar and nice, there's nothing

new or particularty exciting.
AL
=)

Dragon’s would make an
acceptable budget game, or
compilation filler, but as a full-
price release it's exceptionally
dated. Even in ‘86 Dragons
would've been mediocre; today
it's something of a curiosity.

PRESENTATION 34%
Poor loading screen, but a single load, high-

score table and o progress map shows how far
you've got when you die,

GRAPHICS 41%

Primitive main sprite, some okay enemy sprites

and background graphics, but generally dated.

SOUND 49%

Reasonable tunes, one for each level, with dull

spot FX.

HOOKABILITY 39%

Irritating to begin with.

LASTABILITY 35%

Only three short levels, subsequently repeated
with different enemies.

OVERALL
B Vo

A somewhat playable, but simplistic and small

game.
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*HUGE STOCK CLEARANCEX

AS BEFORE WE ARE SELLING ALL OUR COMMODORE STOCK.YOU THOUGHT THE
LAST PACKS WERE VALUE FOR MONEY,
BUT WAIT UNTIL YOU SEE THESE.
AS BEFORE WE ARE SELLING THESE GAMES TAPES AS BLANKS, WITHOUT
INSTRUCTIONS OR CASES TO SAVE WEIGHT.
THESE ARE SOLD IN PACKS OF 20 TAPES FOR £9.99 + £1 P+P.
IF YOU HAVE NOT BOUGHT ANYTHING ELSE FOR

Post to:

YOUR COMMODORE

ALL YEAR THEN BUY THIS PACK!

CASTLE SOFTWARE

Castle House,

2 William Clowes Street, Burslem,

Stoke-on-Trent
ST6 3AP.
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TOKYO JOE

2 William Clowes Street,

9.30 to 6.00pm ORDERS & ENQUIRES (0782) 575043
6.30 to 8.30pm ORDERS ONLY (0782) 836317

SEGA MEGADRIVE + JOYPAD
COMPLETE WITH ENGLISH
INSTRUCTIONS WILL PLAY
ALL ENGLISH, AMERICAN
GAMES ( NO CONVERTOR
NEEDED) FULL 12 MONTHS
PARTS & LABOUR
GUARANTEED AND ALL
MACHINES TESTED
BEFORE DESPATCH,
ENGLISH DTEXT IS
DISPLAYED ON 95% OF
JAPANESE GAMES.
REDUCED TO ONLY
£114.99
+ £6.00 P+P

SEGA MEGADRIVE +
JOYPAD + GAME AS
ABOVE PHONE FOR
CHOICE OF GAME
NOW ONLY
£139.99
+£6.00 P+P

OFFICIAL ENGLISH

MEGADRIVE

+ P3sU

+ FREE GAME

+ UK TO JAPANESE

CONVERTOR

+ JOYPAD

SPECIAL PRICE £145.99

+£6.00 P+P

MEGADRIVE
E A ICE HOCKEY UK...37.99
PGA TOUR GOLF......... 36.99
SONIC HEDGEHOG.....25.90
REVENGE OF SHINOBI29.99
STAR CONTROL .......... 3299
WRESTLE WARS ......... 32.99

HARDBALL ........cccconninn .33.99
TURRICAN...........coeaveus 33.99
DINOLAND..........cooniens 34 99
OUTRUN.....ecieiionrnis 36.99
ONSLAUGHT ................32.98
MIGHT N MAGIC .......... 44.99
WARDNER...........cccoms 32.99
ZERDO WING.........ccconn .33.99
BONANZA........c..cocvvivve 33.99
FAERY TALE

ADVENTURE ................ 34.99
AERO BLASTERS ........ 32.98
GYNOUG. ........... A 32.89
JOHN MADDENS.......... 32.99
POPULOUS ................. 34,99
GOLDEN AXE .............. .29.99
MIDNIGHT RESIS......... 34.00
SUPER MONACO.........34.90
ELEMENTAL MASTER.19.99
WONDERBOY Il .......... 23.99
ALIEN STORM.............. 32,99
STORM LORD .....cccnisres 3499
STRIDER.........cctusseees 27.99
MICKEY MOUSE .......... 24.89
UK CONVERTOR ........... 9.99

PLEASE NOTE: WE WILL
SEND WHICH EVER
VERSION WE HOLD

MEGADRIVE
AFTERBURNER 2 ........
STREET SMART...........
BARE KNUCKLE...........
KAGEKL........ccoonnmnas
PIT FIGHTER.............
SPIDERMAN.................
SAINT SWORD..........

segReRe
EEEREES

WE URGENTLY
REQUIRE MORE
GAMES + CONSOLES
DUE TO MANY
SATISFIED
CUSTOMERS
RECOMMENDING US
TO FRIENDS! COME ON
PHONE ME. | BUY,
SELL OR PART
EXCHANGE. WE DO
DEALS LIKE YOU
WOULDN'T BELIEVE.

NEW RENTAL CLUB NOW
IN OPERATION AT QUR
HANLEY STORES 6 HOPE
STREET HANLEY STOKE
ON TRENT. PHONE CRAIG
ON 0782 267852 FOR
DETAIILS WE RENT:
NINTENDO, SEGA 8 BIT,
MEGADRIVE, LYNX,
GAMEBOY, FAMICOM,
GAMEGEAR, PC ENGINE,
CALLERS MOST WELCOME

SECOND HAND HARDWARE
ALL MACHINES CARRY A 6
MONTHS WARRANTY.

GAMEBGY + TETRIS
+ LEADS ... - E49.89
SEGA MAETEH SYSTEM
+ GAME ... - E34.949
SEGA MASTER
SYSTEM PLUS................. £49.99
(2 GAMES + LIGHT PHASER)
NINTENDO NES
FGAME............iosits E5490
NINTENDO NES
ACTION PACK .................£60.99
(2 GAMES + LIGHT PHASER)
NINTENDO NES
DELLIXE PACK................... E33.898
(2 GAMES + LIGHT GUN +
ROBOT)
SEGA MEGADRIVE
$GAME ... £109.98
PC ENGINE + GAME ....... £89.90
ATARILYNX......cooerrscinns £54.99
SOFTWARE I!'.IEECG ND
HAN
NINTENDO GAMES
FROM... PR ks B
mlreauv GAMES
e E 1208
MEGADHI'I-'E GAMES
FROM..., .£13.90
LYNX GAMES FROM........... £13.98
PC ENGINE GAMES
FROM.. . £14.99
SEGA MASTER SYSTEM
GAMES FROM.... .E6.99

Burslem,

Stoke-on-Trent,

Staffs ST6 3AP

EN
NINTENDO FAMICOM

FAMICOM SCART + 2
GAMES OF YOUR
CHOICE. FULL 12

MONTHS WARRANTY
SPECIAL PRICE

£299.99
+£10 CARRIAGE |

" PAL (UK TV VERSION) + |
ANY GAME OF YOUR
CHOICE. FULL 12
MONTHS WARRANTY
SPECIAL PRICE
£329.99
+ £10 CARRIAGE

PLEASE NOTE: OUR PAL
FAMICOMS ARE CONVERTED
BY EXPERTS IN JAPAN. THEY

ARE OF SUPERB QUALITY AND
RELIABILITY AND ARE MADE
FOR THE UK MARKET. FLEASE
DO NOT CONFUSE OUR
PRODUCT WITH CHEAPER
NSTC AMERICAN MACHINES
THAT ARE CONVERTED IN THE
LK. AND ARE IF UNFERIOR
QUALITY. LOADS OF GAMES:
FIMAL FIGHT, MARIO LAND,
DARIUS TWIN, ULTRA MAN, SiM
CITY, AUGUSTA, POPULOUS,
KICK OFF II, ACTIVATOR, GREAT
BATTLES, F ZERO, GRADIUS i1,
HOLE IN ONE, BIG RUM,
BASEBALL, GHOSTS AND
GOBLINS. PHONE FOR PRICES
FREE POSTER WILL ALL
ORDERS
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We can repair or upgrade your computer
within just 3 days.
We will beat any advertised price in this
magazine.
All work carried out will have a 1 year

guarantee we can pick up your OMMODORE SUPPLIE

computer free of charge if you live

i you are under 18 yeors of ape plecse oblain parmbition of whoever pays tha phone bill
INFODIAL POBox 36 LS1 ATN Caol charpes 36p Par Min Cheap 48p Par Min Al Other Times

Commodore 64 power pack E2599 64 Resal carindge ET 99
1 i iloe ~ 64 parallel convertor £19 .99 Wafas 64k x 2 £9 99
wlthln 10 mll'E'..:I 'D'f our cnmpaHY' B01/803 ribbon x 2 £9.99 Mini Office 2 Disk £2099
Mini office 2 cassette £17.99 C 128 instruction manual £1999
B4 instruction manual £S9.85 Can o CB4 adaptor E4 99
— = 64 Slimling case £9.00 C16/+4 games designer EZ2 99
Vic-20 modulaior E14.59
TEL.NO: 071 723 5840 CAPITA C64/128 Commmodore Sound C64 REPAIR - ONLY E24.95
COMPUTERS Expander module and Sound Studio- including parts/labourfinsurance
aar Midi compatible. Disk or cass £9 99 etc. Send machine only and fault
r C2ZN/C3N datacorder £25.99 description.

BN EDGEWEAR
To order send cheque/PO 1o
V/ISA Rroabp,

Omnidale Supplies, 23 Curzon Street,

EDGEWEAR, Derby, DE1 2ES.

s
LONDON, Tel: 0332 291219 VISA
FAX.NO: 081 855 0410 W2 1BT Open Mon-Sat 10-5.30 B
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® Your chance to spout forth on the €64 world...

In Issue 76's Stuff we asked for letters about
Commodore’s proposed C65 computer and we got

them by the sackload. So many, in fact, that this
month’s Rrap has a special section!

WHAT USE
ARE
CARTRIDGES?

Dear Lloyd

I've just finished the game
Creatures after about three
months of ‘on and off' enjoyable
play. Never have | spent a more
worthwhile ten pounds. The end
sequence is really good. To
anyone who hasn’t bought it,
shame on you!

Oh yes, CARTRIDGES!! The
point | think you at ZZAP! have
been missing is that people buy
C64s because games are good
and cheap. | was going to buy
an Amiga but £20-£35, a bit
steep! | am trying to save up for
a cart, but | am unsure which or
whether to buy one. I've not
been encouraged by recent
letters about how much cart
software is available on disk.

Even cart releases like Ninja
Il are available on tape and
disk, and from the software
house, And why wasn't a
colossal game like Turrican /I
put on cart? If | buy a cart. |
want it to be value for money
(like Creatures!).

Enough said about carts.
Where's Pang? And when's
Armalyte 2 coming out?
Stephen McGrath,
Urmston, Manchester.
PS. Long letter wasn't it, bet
you don't print it, but at least
consider my point about
cartridges (we don't all answer
letters for a £50,000 salary!)
PPS. Please can you repeat the
second series of the Terminal
Man?? It was brill but I've only
got the first few episodes.

® £50,000 a year? I'm lucky if
| get 50p! Sadly, the Terminal
Man 2 was never finished due

to Oli being extremely busy at
the time.

Pang is available now (on
cart only), while most likely
for tape/disk Armalyte 2 will
eventually be coming out —
when Cyberdyne have
enough time to do it.

You're right about relatively
cheap software being one of
the C64's main attractions
over console and 16-bit,
especially with all those
budget rereleases of old
classics. Nevertheless, caris
offer a dream for frustrated
C2Ners: virtually instant
loading without the need for
an expensive disk drive. The
snag, of course, is the higher

price. As for missing the
point about C64 sofiware,
surely the hope is that the
C64 develops a mix of
software, ranging from
budget to full-price tape/disk
and cartridge. £20 is a lot for
a game, however some
games do deserve it — we're
especially looking forward to
Turbo Charge, superiative
presentation and instant
access should make this
great super-fast game even
better! Everyone surely
remembers the multiload
hassle with the otherwise
superb Turbo Out Run!
Hopefully, Commaodore’s new
marketing of the C64 as a
console will give carts a
much-needed boost, but in
the meantime even the
potentially bestselling Kick
Off 2 cart (which promised to
fully use the cartridge’s

BANANA 4.1 hetape had un ou? Ho
- is missing the end part and it's
(SLIP UP not fair because | wanted to
: finish the game.

Dear Lloyd 6. Please make this letter the
You slipped up last issue letter of the month.
Inﬁmﬂmlmhudyrnanﬂmad Joe Mason, Jacksdale,
bananas last issue. Well this Notis

issue | will. Did you know

bananas are my favourite ® The banana was recently
fruit? | think ZZAP! is totally voted the ZZAP! readers’

| wicked. Itis so cool. The new  favourite fruit!

look is mint. | have some 1. That'll be the day!
questions for you to answer. 2. Yes, its speed is

1. Have you got Robin off his ~ phenomenal, especially with
fat butt yet! the steep hills giving a

2. Turbo Charge looks good stomach-churning

but is it faster than Turbo Out  rollercoaster effect!

Run. 3. RoboCop probably won't
3. When does RoboCop come  ever come out on budget.
out on budget, and when does  Sly Spy was only ever

Sly Spy come out. | am losing released in a C64 bundle.
my temper because of them! 4. Well, anything seems fast
4. Why did you rate F1 GP to Metro-driving Phill
Circuits 54%, it is too easy. | 5. | should tell him to send it
can give them a 3 second back.

headstart and still come first. 6. What, just for mentioning
| 5. How come | played my bananas and asking a few
mate's game of Turrican and 7 Not a chance.
when | got to the end of Level LM
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potential) has been put on
hold by Anco.
LM

GETTING THE
DIFFICULTY
RIGHT

Yo Lloyd

Just thought I'd drop you a line
Well not actually drop it. More
sort of send it. Through the
post. And, erm it's actually a
letter, Not a line. Actually it's
about...erm (counts lines on
pages )...32,..33...yeah. 33
lines. Unless I've counted
wrong. Erm, anyway this letter
isn't about the ‘oh, most new
games are about as original as
Space Invaders, why don't they
make ‘em like they used to’
debate, it's about... duhhh. Oh
yeah, that's it!!! | want to talk
about difficulty levels of games.

Now I'm sure most of you
have bought a game which is
gither too hard like Silkworm, or
too easy like Turrican (once you
know where the lives are) or
Turbo Out Run (the most
overrated game of all ime). The
damn hard ones immediately
put you off and, once
completed, the easy ones are
shoved in with your collection
never to be loaded again. ‘But
how do we get the difficulty
level just right, Uncle Cormac?’
| hear you cry. And | reply ‘I'm
not yer uncle, mate, but how's
about a bit of PLAYTESTING?Y
Citadel had a very good level of
progression because of it and
Creatures (best game of all
time) benefited enormously
because of playtesting. S50
come on, programmers, get
people to play your game
before release, listen to their
points and act on them! Now
some general points.

1. Love the 'C64 only’ decision.
2. Love the Megatape covers,
they really add colour to your
software collection (how poetic)
but have you noticed that some
of the games on the tapes get
very bad reviews? Take Dicky's
Diamonds and Wizard Warz, or
Orion. | think it should be your
policy nol to give away games
which get less than 60%. (By
the way, why do none of the
reader's games have music?)
3. Love the tips but don't print
the cheats in the same issue as
the review! (PS. Thanks for
discontinuing Robin’s ugly
mug!)

Well that's it, | would end on
the ‘funny’ end-note of ‘back to
the padded cell’ but I'm not like
all those other wazzocks. Long
live originality!

Well back to the soft-
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cushloned, locked room In an
institute for the mentally
unstable and really rather
dangerous,

Cormac Leonard, Co
Dublin, ireland

PS. Bet your reply changes
typeface halfway through!

® A game's difficulty level Is
always difficult (1) to get right,
mainly because different
players have widely varying
levels of skill.

1. Thanks.
2. Our arty person Markle Is
happy somebody likes his
Megatape covers! 3. This
rarely happens and it's
something we try to avoid —
like looking at Robin's ugly
mug!
P'S. Bet you it doesn't. Whoops!
LM

€65 FORUM

® Well, we asked for your
views on the C65 and we
certainly got them. A veritable
avalanche of letters have
buried the Mill, with many of
the letters specifically
addressed to this one issue,
but even letters about other

WAZ
RETURNS

Dear Lioyd

Thanks for publishing my
letter. | would like to say a few
more things — s0 here goes

A) Your reply!

| agree with you that licences
are okay as long as theyre
well implemented, but of
course more licences mean
less original games don't they!
| personally haven't seen any

game on cartridge that couldn't

be done on tape/disk. And
besides, | do hope carts slay,

but availability of them is awful!

By the way, RoboCop hasn'l
appeared on budgel yet
because it 15 full of bugs!
(especially load 2)

B) Cartridges (again)

Most of the carts | have played

are, in fact, very good, and
applause fo all involved. Many
of you may remember that

Commaodore brought oul lots of

carls in '83/'84 including Jack
Altack, Infternational Soccer

and even Logo! (And then they
were £20 as well') So contrary

to what people think, 64 carts
aren't new. And of course,
carts offer more memaory too
(which helps) and hopefully
software houses will take

subjects usually Included a
comment or two about the
proposed new machine.
Below Is the first selection of
C65 letters, but many more
are still arriving and we'll
print another selection next
month. We'll try and forward
every letter we recelve on the
subject to Commodore, but in
the meantime we kick off with
not a letter, but a brief
excerpt from a conversation
with Audiogenic boss, Peter
Carver. While most
companies remain rather
tight-lipped about the C6S,
Peter has long been
interested in developing the
C64,

‘| said about three and a half
years ago the best thing
Commodore could do for the :
C64 would be to have a built-in 18

3.5" disk drive. That would haval-lff

the advantage of consoles in
the speed of loading, and the
advantages of computers in
versatility and the low cost of
the medium.

‘Commodore were promoting
the Cb5 quite some time ago,
even planning to launch it last
August, although in the end the
&GS console was launched

advantage of it. But of course
not everyone can afford £20 a
time for a cartridge so | should
hope that software houses
involved do a disk version (or a
tape one if possible as well) so
that you pay your money and
take your choice.

C) Bugs/Playtesting
Most games on the C64 come
out bug-free. However, it
seems that quite a few games
reraleased are slightly bugged,
detracting from enjoyment of
the game. Obviously these
games aren | playtested
thoroughly. | for one would be
happy to wait a few weeks for
a game in the knowledge of il
being playtested properly
Bugs I've found recently
include one in Spike In
Transylvania, where once
you've freed a cerlain number
of prisoners the next time it
frees two prisoners instead of
" one, which means you can
finish the game without solving
the puzzles. Another is on
Level 4 of Last Ninja 3, on the
screen where you have to
jump the lava by the stones. If
you jump from a certain place,
you can walk in and out around
the whole screen (whoops!)
These annoy me because i
makes the whole program look
unfinished. (Or, as in the case
of RoboCop, rushed 1o meet

Instead. Of course It would
depend on the quality of the
spec how well the CE5
sell, I've heard tal
quality graphics

know about
offer simi
Ama ="

do th

on't
ey could
to the
ange that should
20x200 resolution
wit colours and 160x200
W colours, basically
; g the screen memory,
1 really move the CB4 on.
the best thing they could do
buld be a dual playfield like
e Megadrive. That would be
ven better, even if you had the
gsame old resolution because
ou have two different colour

“schemes on the playfields.’

i

.'.r ; ® Another excerpt, this time
o

m a reader’s letter, has a

ore wary perspective.
.|
Now onto the mythical C65, is
is a good idea, do we really
tit? Well yes and no. Yes it
vould be great, a machine
'apable of biowing the likes of

the Christmas market!)

D) GS vs Other Consoles
The main reason other
consoles sell well Is that they
are markeled properly, and are
hyped up no end. Most
consoles have really fiddly
joypads which are a nightmare
to control and the games are
dressed up in fancy graphics
and sound. On the Sega
Megadrive, the games are a
little easy ( a friend and | have
finished Sonic The Hedgehog
and Golden Axe!) and some
are most unplayable to say the
least. At least on the GS the
games are cheap (well they
are compared to others —
would you pay £1/70 for a Neo-
Geo game?) and the sticks are
good too, plus because it's
based on our beloved 64, the
games are (mostly) playable
too — but of course no hype!
shame, with the right
marketing I'm sure it would
have done a lot better than it
did

E) Disks/related
Q: Why do people not buy disk
drives?
A: Plenty of disk games in
software shops (tongue In
cheek remark there! — ie there
arent any!)

Yes, il's true. I've wailed two
years before getting a disk

guld, after all Miles GOrg
tried it with the Sam Coupé
that was more bother than
was worth. All these statistic
look Impressive, and at 200
quid the CB5 holds a lot of
promise, and If it's well hyped
unlike most Commodore stufl
should hit off. Me? Weill I'll give
it time. I'm not saving yet but
only time will tell as to the
silliness ofd pands on

Nicelsen,
ow.

The SAM Coupé is indegd
impressive bit of kit, with
e similarities to the G
wever there's also quit
differences as well, .,:
! '? ' colours rath san
] 5 1; 78 __ PR
Firstly, the Coupé wasn't
built by Am:mdﬁfﬂ:fﬂr and
hence its compatibility with
Spectrum was initially rather
variable — the first ROM chip
meant only about 10% of
unmodified Speccy games
worked with early Coupés. By
comparison the C128's C64

drive for my 64 because of it.
In fact on a recent visit into
Manchester, only one of seven
relailers stocked C64 disk, and
even then there isn't many!
And if no-one sees any disk
games, no-one buys a drive
(apart from pirates who don't
care — see below!). C'est la
vie, I'm afraid. So listen up
software shops — WE WANT
C64 DISKS NOW!

F) Software Shops (part ll)
Why is it that no-one in a
software shop gives the C64
the space it deserves? In a
recent Gallup poll, the 64 i1s
only behind the Amiga in terms
of sales. So this means of
course that more space I1s
given o the Nintendo! And in a
software shop, disk availability
i5 hard (see above) and no-
one likes cartridges either!
This means that disk-based
games like Bard's Tale 3 don'l
sell well, Shame that. So listen
up again software shops — lhe
b4 is the bestselling home
compuler ever, 50 why give il
minimal coverage in your
shop? This means no sales
(and profit!). So, as PWEI
would say, 'WISE UP
SUCKERS!

G) Piracy
Dear Stormiord of WOW, what
fun do you get by ‘cracking




compatibility Is virtu
perfect.
Secondly, MG
company b
Commg g indeed the
exg bankrupted it
¢ fdore currently
nates B and 16-bit
omputing in the UK with
masses of software support.
Whereas the Coupé was

sma
8rison with

launched with only about four

SAM games, all from Enigma
Variations, any C65 would
inevitably be accompanied
with plenty of software
support from Ocean, US Gold
efc.

Thirdly, advertising —

was. Hustpmpla agm thl
SAM is technically rather

smart, and C65 could be even

better which, with
Commodore muscle, could

' succeed where MGT's lack of
| R _ resources proved fatal.

games? Is it that you want to
have the attitude of 'hE!':,f look
at me, |'ve got a bid @™
(which is what you are!) oris it
just that you are too tight-fisted
to buy games (£2.99 for a
rerelease like Wizball is worth
itl) and that you'd rather
damage the 64 industry by
pirating a game (meaning less
profit for software houses
meaning they go under —
especially in this recession)?
And if you are good at C64
programming, why not write a
demo and send it to the
software houses, and they'll get
you to do something
constructive and wrnte a good
game, making cash for yourself
as well? Pirates have crealive
talent, don't waste it on
piracy!

H) Quickies
1. | was going to ask about an
arcades feature, but you ve got
one. Well done Mark Caswell!
2. Kashif Shuya (Rrap ish 7b)
shut up! Why do ZZAP!
have two or more people giving
opinions on games — S0 you
can get a fair opinion. All down
lo personal taste, you know
3. Hello to Peter De Bie (the
Turrican 2 music listing is
great, keep up the hard work)
4. Any chance of putting the
classic Zolyx on a tape soon. (|
know you like it lots!)

Dear Lioyd

orinting my letter in

: slagging
you off).

games is looking up A
Lords Of Midnight and
Doomdark’'s Revenge to come.
Anyway, as the owner g
Amiga and a C64 (g

mention an Atg

thought |

the L&

Although Y0
minimum of 128

256K would be morés

128K is the memory |eVBil
past B-bit generation likefine
Spectrum +2 and +3, the
130XE, the Amstrad 6128 and
(of course) the Commodore |
128. One low-res screen in

| Amiga HAM mode takes up '_-;‘.,*”._
48000 bytes (61440 bytes with'

a full 256 line screen) laa\nnﬁ
not much change from a 128K
system when other damands
RAM are considered.
Commodore should not
attempt to design an Amiga=
style Workbench system fa th
new machine as this would
memory. The system hé

tried on 8-bit bafnra *:f;? ber

| Finally

If any 64er would like a
particular hack/listing etc for a
game, then feel free to write to
me (SAE obviously) and say if
you have disk drive, lape, carl
version etc, and I'll do all | can.

Why not have a tips helpline
where readers send enguiries
in, and then the quenes are
passed onlo us to answer? I'd
do it myself!

Well that's it. Sorry it's a little
long, but | had a ot to say!
Warren ‘Waz'
Pilkingten, 62 Old Hall
Lane, Longsight,
Manchester, M13 OUD

® Thanks Waz, for yel
another interesting letter.

A & B) No-one has yet used
the cart to its full potential
by pulling graphics and
animation sequences
straight off the cart when
they're needed. However
some carts out now would
be awkward, indeed
probably unplayable on tape
— je Shadow Of The Beast.
C) As you say, bugs are
often left in games that are
rush-released. However,
even with the most stringent
playtesting it’'s amazing how
many times little bugs still
manage to get through.

D) it wasn't just bad
marketing that sunk the GS.

not fit everyday

based sy5is gt o

Mg #'1s that
$Ccan operate it from

ch-on without having to load

an operating system or
language. For all its exciting
hardware the Amiga is still a
lazy memory-guzzler, needing
at least 2Mb to function weil.

C64 to Amiga is like Mini Metro

to Rolls Royce, less impressl
on paper but much rpenes
efficient for cost and
maintenance. i35
Other than price, th&"main
problem with the Commodore
128 is all the exira purchases
required to exploit its best
features. The new graphics
need a monitor, CPM mode

needs a disk drive, faster diah 1

loading I"IHEH.‘]S a -
ﬂxpanswa '
awlk .-'

ccess. Things

ﬂ 35 onve

--. ;h.-. ._-.' .

. As well as supporting C64

: _.-_.f dware, Commodore might

ain from adding a

nﬁ'nnludparallﬁl port. Anyone

Compared to rival consoles
it was too expensive and
had poor software support.
As Sega and Nintendo
demonstrate, promoting a
console is a lot different
from a computer.

E & F) If the demand for
disk software was there, I'm
sure the shops would stock
it. The main problem is that
for most of its UK lifespan
the C64 has been dogged by
high prices, the rrp even in
1985 was £230 (forcing
some multiples such as
Boots to discount it by £80
fo compete with the Speccy,
at almost 50% less). It's no
wonder the C64 sold more
last Xmas than ever before
— only now has its price
dropped low enough for it to
sell in the numbers its
capabilities deserve. As for
disk drives, who could
afford £230 for a computer
plus another £200 on top for
a disk drive?

Of late the disk drive has
dropped in price to £99, but
it's rather late in the day
now, with no UK tradition of
disk sales — UK software
houses rarely write games
to make full use of it, and of
course retailers rarely
bother to stock the games, a
chicken-and-egg situation
possibly, but it's unlikely to

' drﬁarant this time, asg iy
ok #ﬁ'h'f C64 to raise some cash.

'Ewdnna
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With an Amiga & C64
(probably quite & people by
now) could conné Bir Amiga
printer to the CE5 put
buying an extra les old-
style Commodore 8 port, for
hooking up older dri d
printers, would also b
welcome. Better gt

a port foLg

bout

- Basic would be ideal =
commands could be providedis:
support the extra hardware
(unlike recent Amstrad efforts) 3
and an assembler or monitor
built into ROM. Useful free
software would include a Dos-
to-Dos type program for
swapplng files to and from the

iga, plus games and utilities

~': ‘ﬂ}ﬂf = ﬁnad to show off the new

Al 00 | would certainly buy
this machine after first selling

The problem here is that
thousands will have the same
idea and the second-hand
market will be swamped. Nsm

most people will want to hg*-* g
their old disk drives u S

possible to copy pro

change unless C64 disk
drives either get cheaper
yet or improve dramatically
in capability, ie change
format to 3.5,

In other, more affluent
countries such as America,
Scandinavia and Germany,
C64 disk was the dominant
format from the start; so in
short blame high prices
and UK economic
mismanagement. | think a
letter on the post-war
economic weakness of the
UK might make a nice
change, anyone want (o
send one in? Special
mention of the current
recession which has
reduced software sales
(and new releases) to their
worst in years would also
be welcome, together with
some sarcy comments on
Norman ‘Badger’ Lamont's
chronic hairstyle!

H) 4. If we can get hold of it
we probably will.

i) A very generous offer,
Waz. I've printed your full
address if anyone wanls
any tips. Alternatively they
can send queries to Corky
who is doing a 'help’
section in his tips section.
Corky, in turn, will no doubt
be asking for your help as
welll

LM
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from one format to the other.
What price a used cassette-only
CE4 if the all-new model sells
for only £2007

If the CB5 takes off then the
C64 could soon be relegated to
Vic 20 levels of support.
Cassette is obsolete, 5.25" disk
will be soon, cartridges should
run as standard on the new
machines. If old games can be
converted to the new format
then this will not matter.
Otherwise, users will need two
compatible 8-bit machines: a
C65 for new stuff and a C64 for
cassette-based golden oldies.

This letter is a bit long so you
probably won't publish it. |
would be grateful, howel
you pass my though
Commodore. 4
Graham Aw ']

[hanks for that

live rundown on C65
lities. | agree with

of your points.

fowever, the C65 should
ertainly be able to C64
games without modification.
What's the point in calling it a
C65 otherwise?

Is this a late April fool or what?
No, seriously, I'm a bit
sceptical here. | mean, why
should the average 64 owner
pay £200 for a new machine
that's just an ‘Amiga Clone?
Anyway, if it did come out,
Commodore will botch up the
machine. Early versions of the
64 had a lock up on screen
editing, and an INPUT bug,
while some newer ones had a
faulty SID chip which meant
games like Skate or Die had a
quiet soundtrack. The C16 on
launch had a faulty memory
allocation in hi-resolution mode,
and early Plus/4's printed the
TT character hundreds of times
and crashed it. And of course
we all know the Amiga's DOS is
a little bugged! Besides, any
machine with an in-built disk

" drive is more likely to be faulty. |

mean if the disk drive goes,
1en you either pay a costly
aair or buy another drive. So
'NO! to the internal disk
ga, My words to Commodore

1. Re the 1581 disk
drive? 3 3.5 disk drive
for the 64, mareeting
meant no-one boughtitiSo 64
owners have hac
a 3.5" disk drive once B
2. Your marketing is hopeless
Any person would sell the 64 on
the fact that it's the best 8-bit |
computer (well | think so) and
show off some great games like
Creatures.

3. Why not drop the 1541 drive
to £99 (or less?), as £130's

steep for a disk drive (| got mine
second hand), as people will be
tempted to buy a drive
(especially for games like
Ultima 61) if the price was lower.
Or even better, package the 64
with a 1541, a game cartridge,
games disks, etc for £200!
People would buy it I'm sure.

4. Initially, | thought that in 1985
the Plus/4 (I had onel) was the
replacement for the 64. Well it
wasn't, so what's going to be
the difference between the C65
and the Plus/47 (| know the 65
will be battar but y:rur marketing
WI“ I:H:: 3

/ anyway? Ask anyone in
Manchester who owns a 64 that
and they'll answer — ‘typical
Commaodore, trying to kill us
B4ers off cause it's a 10-year-
old machine.’ | know it's a bit
hypocritical, but the fact
remains that the 64 has lots of
life in it, and anyway, Andrew
Ball, tape users keep the 64
alive due to the inavailability of
disks and cartridges. Plus tape
games are cheaper, meaning
more people can afford to buy-
them. So forget that ‘dataseties
are suitable onl
programmig
realist

the

it over the top | think.

the new SIDs really

, OF was it more a case
grammers exploiting

dard features? Of

miﬁasmg ne wants to
destroy the C64 market,
rather they want to ensure it
keeps going. In my opinion
there is room for an ultra-
cheap computer with

reasonable memory and a
good, fast disk drive which
would be perfect for absolute
beginners to do word
processing, music and all the
other varied computer tasks.
The C64 fills this role well
now, but higher resolution
and faster memory access
would make it competitive for
a lot longer. A computer’s
versatility should make the
C65 (and maybe still the C64)
attractive even in the days of
64-bit consoles (ie Atari

Jaguar;l and CD-I. After all

in’t do ultra-slick word
1 homework on a
icom, can you?

Dear' i
| have

Senl reading ZZAP!
since 1881

27 and have owned

my C64singe 1985, so naturally
| was & to read about the
CE5 last issue

After gheeking my calendar
and discoyaning that it actually
wasn't Aprl 18t | was even
more thril think | co

b-charged B4,
e to

soon own @
Here are &

1. PresentiymostE ners
have C2Ns §0 ere to
rade to al would be

.- ..'. ﬂ | ..:

tape port was
he CB5's
ly I'd hate to
tware for the new
2 @s it co Id halt
nagine tape games
1). It should make
built-in 3.5” drive.
disk games mean
n price? Would we
sh out 25 quid for
ike Amiga owners?
as unsophisticated
s making 5.25" disk
: 8 slow and Centronics
nters virtually incompatible. If
standmﬂST.fAmigaﬁarialpm‘ta
were used on the new machine
they would leave old C64 disk
drives and printers
m“paﬁhla Pmﬂaq:sham
types of ports could b
implemented into the machine.
Also, how would we u!
dhkanﬂm*nﬁmtm
which has an integral 2
drive?
4, The C64 suffers frc
mmﬂ'lcﬁﬂmln [
nmma

J‘I

|

s, we could have more
colours adjacent to each other
in Hi-res and blocky graphics in
multi-colour mode would be a
thing of the past.

5. Not only would present C64
owners have to splash out £200
for a C65 but we'd really need

'Hﬂmhqﬂtﬂﬂmph:

to spend a further £200 for a
monitor to make full use of
graphics and stereo-sound. It'd
still be cheaper than a Amiga
plus monitor (about £600) but
would it be worth it?

TS Atwal, Leamington
Spa, Warks

® 1 & 3. Providing both
standard and nonstandard
ports would be too
expensive, rather it's likely
the C65 would have standard
ports rather than the oddball
C64 variety, this means
incompatibility with existing
C64 equipment such as
printers, but interfaces coulg
be made to get around tk
Also a C2N port
probably be desig
transferring @
disk to e - are
COMmpa her than
he § a standard

2 3.5

-’ 'lm certainly
expensive than tapes,

t certainly don't justify

£25 for Amiga games — that

high price also relates to

added development costs.

5. I'd be very surprised if the

C65 wouldn't work with TVs

and C64 monitors, as for

stereo sound maybe
Commodore should include a
stereo headphones socket .
like the Megadrive.

Dear Lioyd
| am writing to comment on

Commodore's idea for a C&
don't know what you thig
reckon it's a rubbish id
think about it, think ak
those people (includi
who have owned a C
years and have spe
cash on games and Ic
Ce4, andﬂinfaau:lﬁd
comes a C65, with 4
and built-in E.E'Huppy :
drive, sells in the thousands and
out the window goes the C64!|
So why don't Commodore
just put their heads together
and think — the C64 has been
mdﬂummm

home computers, so how can

we make it even better? Well,

2 have dropped the
Mulmmufncﬁ
“ich e gﬂrhﬂ

: din your article on
the € /76, you said
a 3.5 floppye
faster than a 5.
course, more reliable tha
C2N, so why don't Commodore
introduce a 3.5 disk drive into
their new C64 packages,
maybe increasing the price to
£180-£190, and introduce a 3.5
drive onto the market so they
can be bought separately. Then




slowly start to phase out the
5.25 drives.

And so not to to lose money
with games on a 3.5" disk,
firstly, only use the disk with
games which are sure to be
successful, ie Creatures, and
start, at the same time, to phase
out the 5.25" disk.

This method would save
Commodore money if the C65
was a failure like the C64GS,
and make C64 owners a lot
happier, well I'm glad | got that
off my chest!

Nicky Bubb, Clwyd, N

| E“ ;'_--ﬁ’b .. 65

pm‘nt first,
very unlikely to puhﬂs
games such as Creatures.
Unlike console
manufacturers, computer
companies such as
Commodore tend to hold
back from publishing
software. The idea is ti
computers are {
and they’re open o
write anything they

fer A el

-

in a market it has
experience of, hence t
up with companies such 3
Ocean to bundle games with
new C64s and Amigas.

Console companies, by
contrast, generally ensure
only they and no-one else
can make cartridges for their
consoles. If Ocean wanis to
write a Nintendo game, they
need Nintendo's permission
and may well be restricted on
the number of cartridges that
can be made. This gives
console companies the
power to maintain quality and
prevent a glut of software —
in theory, at least.

On your other point, | think
that's a good idea if they
don’t do a C65 but | still think
a new computer is better.
Firstly, bundling a disk drive
with the C64 pushes the base
price a lot closer to the ST;

i without some enhancemenis

it might be able to fully

| compete at that level. It loses

its ultra-low cost appeal
Wfﬂlﬂlﬂ wnm A _.!_-j__ ’
other than a g ast

> JIGLY ), &Y Fﬂf
.'I: s gl i fare W'

nd for all cmmodnre's
weight, software houses and
retailers are exceptionally
cautious people. The new
C64 cartridges work with
both GS and C64, but neither

retailers nor software houses
have been that enthusiastic.

advantage.
A ¥ g s

L;'ﬁ. [

e ot

Most waited to see if the GS
would succeed — if it had
that market exclusively for
cartridges might have
supported a lot of cartridges.
As it is, although carts work
with C64s no-one knows how
many C64 owners will
support them, so software
houses aren't bothering to
develop games which, in any
case, few retailers will stock.
Thirdly, Commodore has
already offered a 3.5 C64
disk drive and no-one took
much notice. People are
generally reluctant to switch
formats in large numbers
unless there's a massive

.-|||-
-

out in
yourlast issue, was totally
stunned What a prospect —
Amiga-type graphics, instant
loading on its 3.5" drive,

féased memory and able to
artridges as well!
yow that it's very much in
anning process but if such
@chine did become
ibie then a new era could
_--'- Commodore. The old
juld be under threat but |
gople will see the two as
Ementary rather than in
ampetition.
ot only will a new
names appear but it
e compatible with
d word processors,
iden its appeal to
s and
sn, rather than just
& machine. With
range of software
o wouldn't want to
sround $200, | can
Id have no

das a g

buy it?

ushing out anc
buylng a beauty.
The sucgess of the A

) ZZAP! 652
to see!

rh, we'll have

Dear Lloyd
| was very intefgsta
short article on/iREP
C65 in the Issu@ ¥&
writing in response
request for com K
In 1978 | purchased a'F
There was no recreational
software so | had to become a
‘serious’ user. In 1983 the C64
appeared and | went for it.
Since then it has been a very

in the

mlﬁ that is a high
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good workhorse providing for
most of my office needs. This
letter has been produced by
the original C64, please
comment on its quality for the
benefit of readers. The same
C64 has provided, over the
years, mental stimulation when
— self taught — | have
wrestled with programming
problems. All in all it has been
very useful, but that is not all. |
am ashamed to admit that |
thoroughly enjoy games
software.

Over the yeas
E[:[:l..l Tk

vorth of hardware and
L Marly will gasp at this
fent but over an eight

: year period it is easy to do.

The majority of the software
consists of games but | also
have vast amount of business
and utility software.

In the last few years the
Amiga has come on the scene
and all of a sudden the C64
has become something that
one should be ashamed of
owning. We are told that the
Amiga is a must for wogs
processing. We
this with
Vizawrite,
1050 prini
way the £

are is No

an beat the
quality. re told that the
Amiga is the bee's knees as far
as DTP is concerned because
it has the large amount of
memory required to handie the
large files. Well, | run
geoPUBLISH quite well. | have
a 512K memory expansion unit
which | could expand to 2Mb ff
| needed it. | rage

the f

resolution mode and a bg
colour system, othg

answer is; a vast outlay in
expensive and still very useful
software which can not be
used on the Amiga,

| often look at the nice clean,

Lots of people have been asking why my picture

crisp graphics on the Amiga
and | do get twinges of
temptation but | know that it
would only be a plaything since
| could not afford to start
building up a software
collection again from scratch.
Now you come along and tell
me that there is the possibility
of an update of the C&4 that will
use all the old software and
provide bettergm@phics and be
an ¢ le price. My answer

march forward
lies with 16-bit. B
the old to make wi
new? My ideal would
bit unit with a switch
option. Commodore
something similar in
with the Z80 chip. The
problem was they never
anyone how to use it s@ IWas

a flop. With the ‘C-AmB4%S

there would not be that =
problem. C64 use
HJUEBthE o4 _u
learn, he o use !

Araguaily tre

and the 16-bit prrndu 215 Wi
have an expanding markat,
There would still be plenty of
nice cheap CG4s around so
people could see if they were
‘into’ computers without
horrendous ‘up-front’ expense.
That is the ideal but it is
unlikely to materialise. If the
C65 is produced it is quite
certain | will update but | will
never be the owner of an
Amiga, unless | win one or
ather Christmas shoves one
own the chimney. Progress
s to continue so | think I'll
5t wait for the 32-bit to come
t in five or six years.

'3 Malinowski, Market

Rasen, Lincolnshire.

® Thank you JJ, a nicely

thought out and well

presented letter. Which is

where we leave it for this A8
month, but please keep Y

sending in your opinions for
next month's C65 forum. w '|"-'-

1

q-.

never appears in the mag. Well in a magazine as
hip and trendy as ZZAP! you don’'t want pictures
of dudderlng old fogies do you, apart from Corky,
that is. And besides, who knows what our Markie
would do me to my fine features on his Mac?! No,
the anonymous life of a recluse for me. | can dn
wnihbut world fame, although | wouldn’t mind the

money!

In the meantime I’ll settle for some more leters
as interesting as this month’s. Keeping sending
them to Newsfield, Lloyd Mangram, ZZAP! Rrap,
Ludlow, Shropshire 5Y8 1JW. See you next

month.




C'EM 64 FULL PRICE
CASS  DISC
X0 CONSTRUCTION KIT .. - AT.5.17.50 E-FI;M'IDFHHHJEH:- ........................ g‘fﬂaﬁ mﬂ&
ATOMING... .HE‘H J50.. WA GRAMDSTAND _NEWN 088 1188
BACK TO THE FUTURE 3 — 101058 GREMLINGZ.. 750,860
BATTLECHERS . NA D HEROOQUEST . 7501068
BETRERE - N 1156  |PLAY 3D SOCCER... .. 15008
BRIAN CLOUGH FOOTBALL FORTUNES699.890  JACK NICKLAUS GOLF ... 750 1268
BLCK ROGERS . cermmsrnires ML TTS0 JACK NICKLAUS COURSES VOLY . NIA._ 800
CHAMPIONS OF HFETHH o WRATSD  JACK NICKLALS CHAMP COURSES . MiA. 880
CHIPS CHALLENGE ... ... TE0.1099  JACK NICKLALIS INT COURSES...... W858
CLUBDOMASTER DETECTIVE . TS WA MCKOFFZ_ . ot 1098
COLOBSUS BRIDGE 4 B99.1089  THELASTRATTLE... .. . NEW 750 1058
COLOSSUS CHESS S .. ... .. T80 1098 LASTMMAY... ... ... — W
?ﬁmﬂmmm.: ..... ;ﬁ.mﬁ tg_lgum _NEW.750.10.99
............... S ESPRIT TURBD CHALLE
CURSE OF AZURE BONDS_ . MNEATSD  MAGIC mmfm___?:l __________ :HEEﬂ ﬁﬁ
DALY DOUBLE HORSE RACING .......TH0_ 1098  MANUTD ... L T50_ 10,58
DARKMAN ..o NEW THD 009  MANUTOEUROPE . B8 1
DEATH KMBGHTS OF KRYNN.._........ ML MR E98_ 110
Y 7509088  MIGHTY BOMBIACK BRI, (L |
ELVIRA.... ' NATTS0  MULTIPLAYER SOCCER MANAGER. 750 JHiy
EMLYN HUGHES SOCCER . THLLA  NARC e R Sl (I
EEEIEIL. T. bl SR THEm.hEML .............................. 750N,
: NAVY SEALS (CARTRIDGE OMLY)....15.59.18.59
IFLIN SCHOOL 3 (115)... HibJA F:Em:rj .......................... J ...... T50_ 108

FUNSCHOOL 3T} ... 000,12
FUNSCHOOL3(TH) .. ... §80.13.
GOLDENAXE.._ ...

£ PLAYER SOCCER SQUAD...............
£ PLAYER SUPER

LEAGUE SOCCER ... oo
4 MOST SPORT

(SOCCER BOSS ETG:I <58
AFTERBURNER . i o
AP ..o NEW o 150
MO i e e 199
AMERICAN 30 POOL.......cooi s 008
ARKANOID10R2 . .5.99
ARMALYTE .. weeh 0
AUSTRALIAN RULES FOOTBALL . 299
BALLISTIX... e MEW.... 300
BATMAN THE CAPED
CRUSADER .. TP DR |
BEACHHEAD 1424
RAID MOSCOW... WORBLIE §
BLOOD MONEY.... .NEW_..3.98
BOMBUACK 1 0R 2..cccococ s 288
THE BOXER.... 088

BOMING MANAGER ... 358
BUBBLE BOBBLE ... NEW.... 350
BUGGY BOY.... . L -
.S ELEPHANT ANTICS.............. .99
CABAL... o NEW.. 3,08
CALIFORNIA EM#EEHEE
CHAMPIONSHIP GOLF ... ........ 388
CHUCKIEEGG10R 2. 3.8
CLASSICPUNTER..... .o 2. 08
CLASSICTRAINER ... .98
COUNTY CRICKET .o 2 09

39
398

CRICKET MASTER ... 1
CUP FOOTBALL.... a8
DALEY THOMPSON'S OLYMPIC

DALEY THOMPSONS DECATHLON 399
AN e T 399
THE DOUBLE ... MBI |
DOUBLE DRAGON....................... 2,89
DRAGON NINJA ... Ml ece |
EURO BOSS ... P
FANTASY WORLD DIZZY ... .-
FERRARI FORMULA OME .. ot B0
FIEHTER PROT .. 259

FIRST PAST THE POST ...

kR
R

NORTH AND SOUTH ... ... .NEW 500 1199
PANG (CARTRIDGE).... ... NEW18.88 1095

FOUTBALL DIRECTOR... w099
FOOTBALLER OF THE YEAR 2........3.98
FOOTBALLER OF THE

YEAR 2 (DB .. om0
FOOTBALL MAMAGER .................2.99
FOOTBALL MANAGER 2 ............... 2988
FOOTBALL MANAGER 2

FORGOTTEN WORLDS ... ... 388
FRUIT MACHINESIMZ..................... 388
GALDRAGONS DOMAM...................2.98
GAMES SUMMER EDITION... ... KR
GHOSTBUSTERS L................. 198
GHOSTS AND GOBLINS................ 29
GRAHAM GOOCH ...t 18
GRID IRONZ ....... L
10.... a— - ]
IMPOSSAMOLE................ NEW....3.89
IMPOSSAMOLE (DISK).......... NEW....5.09
INSPECTOR HECTI IN

THE INTERCHANGE....................... 299
INTERNATIONAL MANAGER ......_.....299
INTERNATIONAL SOCCER................3 99
IIKARE WARRIORS ... -t 88
JOCKY WILSONS COMPEDIUM

DARTS ... 389

KENNY DALGLISHSOCCER
MANAGER .

KENTUCKY RACING....._.. 288
o A e U L g L 388
O N 29

TR o e

MATCHDAY 2. il 200
MOONWALKER ..................... NEW.....399
MOTORCYCLE 500 A8
NEW ZEALAND STORY ......... NEW...13
ON THE BENCH 409
OUTRUN ... .4.09
FASEINGSHCIT A

PITSTOPZ.... PR

259
PROFESSIONAL
FOOTBALLER ... -1
PUB GAMES.... S o -
QUATTRO ADVENTURE...._.... 390
QUATTRO ARCADE........oiiimanes 199
QUATTRO CARTOON
(LITTLE PUFFETC)... e 380
QUATTRO COIN OPS

CASSORSE
POOL OF RADMANCE ... ... ...... WA 1750
i b . NEW_ TS0 1288
R-J'I:KIJAHEEFI'EI;EE.. S—
ROBOCOPI..... -:E.I.FITFHEH}EHHL\"-ELQH e

SCRABBLE, MONOPOLY & CLUEDO 12,89 A
SECURITY MERT.... .. £.09..10.9
o A

SKULL & CROSSBONES . NEW_7.50.1050
SPORTING TRIANGLES , o T.50..1058
BRI AL e T MK 1359
STEALTH FIGHTER 0881250
SUMMERCAMP..._ . Y
SUPER CARS 1516100
SUPER MONACO GRAND PRIX .. 750.1258
BUPREMAGY . .. ... ... ...1085. 1300
- e U R iy £ T
TANEATTACK. . . LB98,.10.99

TWIN WORLD .. ' N
LULTIMAS.., e LA
ULTIMATE GOLF ..., 10.89 1388
............... 1501088
WORLD CHAMPIONSHIP BOXING _.....7.50._10.88
WORLD CHAMPIONSHIP SOCCER.... 750 B89

ML 1380
J50.160.88

(FAST FOOD ETC).oeo

QUATTRO POWER ... 358
QUATTRO BPORTS.............. 3.8
QUATTRO SUPERHITS ., 3
R-TYFE... -
REAL GHOSTBUSTERS .. .3.98
RED HEAT ... LET R S ¢
RENEGADE 10R 3. 3.8
RETURN OF THE JEDI .. 359
ROADBLASTERS ... e
ROCK STAR ATE MY HAMSTER 399
RLGBY COACH (D&H... 359
RUGBY MANAGER

(MASTERTROMNIC] ... 280
RUNNINGMAN...........imee, 189
SABOTEUR 1OR 2. 199
SALAMANDER........ocsiomomarrmsis 389
SAMFOX......... 280
SCOOEY DOO AND

SCRAPPY DOO... ~3.98
SHINOE... ~3.98
SNOOKER MANAGEMENT.._......... 189
SOCCER DIRECTOR...—... o e 288
LRI L il it al e 388
- 2 g S W 18
SOCCER STAR .. WM 5
SPIKE IN TRANSYLVANA............... 388
SPEHNIER . i e 289
STEVE DAVIS SNOOKER.. kR

STRIPPOKERZ. .. .

SUMMER GAMES ...._..........oorr 208
TARGET RENEGADE .. .3.58
TETRIS... -l
THOMAS THE TANK ENGINE ._..._...299
T

TRACKSUIT MANAGER .

TRAPDOOR 1 8 2. s
TREASURE ISLAND DIZZY . 59
TREBLE CHAMPIONS .. 4.95
THE UNTOUGHABLES .. ... 399
VINDICATORS.... ISSERRIRG ©
WACKY DARTS ... ... 289
WEMEBLEY GREYHOUNDS................ 199
WONDERBOY ................_........ 35
WORLD CLASS LEADERBOARD,
LEADERBOARD & TOURNAMENT ... 4.9
YES PRIME MINISTER................. 298
YIEAR KUNGFU.....commms -
¥0G! AND THE

GREED MONSTER... .l
YOG! BEARS GREAT ESCAPE ... 280

AMERICAN
EXPRESS

COMPILATIONS

mmlgnmmumm
BEAST,
X-OUT, TURRICAN & CHASE H.Q.
CASS 11.99 DISC 1399

A.“u KLAX, VINDICATORS
CYBERBALL & ESCAPE-PLANET ROBOT
MONSTERS

CASS 10.99  DISC 1299

TS TV SHOWTIME

KRYPTON BULLSEYE, BOB'S
FULL HOUSE & SECOND

COUNTS
CASS 7.50

ANDGHOSTS

CASS 10.99 DISC 13.9%
FISTS OF FURY
DOUBLE

DRAGON 2, SHINOBI,
DYMAMITE DUX & NINJA WARRIORS
CASS 10.99 DISC 17.50
SYSTEM 3 PACK

MYTH, VENDETTA, TUSKER & LK. +
CASS 1099 DISC 13.99

CASS 10.99 DISC 1399
STRIDER, BLACK
GHOSTS,

LE DISTORM

CASS 1199 DISC 1399

SHOCKWAY RIDER, INT TE
RUGHTFORCE.

BOULOERDWSH 1 1] ' 1%
CAETLE WASTER ... MEW.. 158
CHAMELECH (850 OkLY) T 1%
CONTEMENTAL CIRCLIS e MEN___ 198
CORRUPFTION ADVENTURE [DISK ORLY) . 180
DEACTIVATORS L]
CYMASTY WARS A%
ESCAPE-PLANET Hi:lﬁﬂTH:rmEﬁ;E- 19
GALAXY FORCE s i AN
GARY LINEXERS HOTSHOTS ||:ﬂ:u-uu-:. 1%
GHOSTRLSTERS 1._... NEWN_.__ 18
HATE [CVSC ONLY]..... : SRR -]
HEANY METAL+ FREE BEACH HE.I.III I |
HUNTERS MOCS ™
KEMNY DALGLISH 5|:I{:1:ER WATOH 1%
WUNCHER ... . - NEN___ 19
KINGA WARRIORS i AW

BUGGY BOY, SPACE HARRIER, LIVE
AND LET DIE,

DHAGEH-I_?E - Tﬁ.-T
GURIANGS AND MAD.

WHEELS OF FIRE

a
:
:

éa
:
2;

:
E
:
s

he
Ei
?5

3
:
-
:

10.99 DISK 12.99

T

524
£
g

DISK 13.99

2§38
g &2

;
e
3

i
8

RIOHTH STAR

_ (OSCONLY).....

el ]

PACMAMNA {ST OHLY] i
PIPEMANI. . A48
CUIEDEX Lo
QUESTION OF SPORT i
RAINBON WARRIDA.... .2l
RUY OF THE FMSEIE"W"'I 1
SHOOT £l P CONST. KITADISE ORLY) L
SROOLOATE -1
SPY WO L l.'.l'-'El.'.Ill.: A8
STAR \WARS TRILDGY (D I:]'hl,"l"n LA
TASH 3 [THGC DALY).... il
TEENAGE WUTANT HEROTURTLES . 4
THACLIEH THE TRAPDOOR [MISC OMLY).... 200
TURRICAN....... KEW.. 18
URBRCEMLISH . -]
\EHJETWHEEHJEH'EIELC!LH i
QT HEW..._. 198
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kO POOL _NEW PRIGE L8 EICE OFF § WINKING TRCTECE . : -~ T
AU BLEAMARINE S8 il L ATS0 KD GLOVES ... HEW PRICE . _T7.58
| G : NEWSFSCE 780 :ummﬂﬂ:mmumcxﬁﬂtﬂl.. | LM
AEDERD, i MW |, 3490 KNGS POLNTY ]
W08 THE CREATDR. T 3 THE LAST BATTLE .. HNEW . 175
A0 B COMPILER. T80 LEAGLUE OF CHALLEWNGE E . NEW . 30
APR T4 LEATHER GODDESSES ... .. .. L]
mumaemmm T LR ISURE SLET LARAY 3. 5 NS N
ALNAMNCELD an'rmu::l-rui (1] LEWMINGS e, PR, (P
AFRECA, KRR 29 58 LIFE AND DEATH. .. .. 5 17.50
ALTERED DEETINY .. - 250 ITTLE PUFF... . : SN LAY |
mnﬁmﬁ.m-;nqmnul:iﬂumm e LOMBIARD FLA . RALLY o Bt Tl
AL GEDDHH T &0 LORDS OF CHADS . v 1780
ARPHEM ... 1159 LTS EEPRIT TURBD E-I-I-l'l-l.lj.'l'«l::i i AT
ATCMAC ROBORIR 1750 WALFPTTY IBLAND BN - iE
ATORENT 17.50 WA, UNITED - pebali iy reee T
BAK TO THE FUTWRE 3 1760 i, LMD EURORE + MEMARSSETN - ]
BAREARLAR I T WEGA TRAVELLER Y .. bl = .80
AAREDS TALE 4. L .8 WRCS, .. A LT S .
BATRELY THE MIE . BPECIAL OFFER . A 08 MWD WINTER 2. .. i —._NEW .50
BATTLE CHESS e L1 ) BEGHTY BOMBMACE st T 50
BATTLE CHESSS... MEW 1750 [Fle De se R AT el ="r R 1.1 ]
BATTLE OF BRITAIN |T|-q.ltl|nii'rm:|un L] MOCHAALRER el AR 70
BEACH VOLLEY . . WEW PRICH T8 MILLTI PLAYIR s-:u::&num.ﬂm g 1740
[0S MTEDH.EH::ELLEFH .In-.-fh'h.ﬂE iT50 MANY SERLE . i
BLLIARDS 2 M 1750 HEW TEALAND STORY _HEW PRUCE .76
SLADE WA 1750 SIGHTRRELD .. .BPECWL OFFER G
B0 MOKEY MEW PRICE T3 W TH A BICHITH . KEW PRICE .7 88
BOAULDERDAERM a5 CEITLE. .. FELARL DL R
BRIAN CLOLEEHS FOOTRALL FORTLINESR 354 DPERATION HARRIER .. . EPECIAL OFFER 600
FEnE PLAYER 29500 U OPFERATION BTEALTH.. = 7.5
BLIDOHAM . F i OFERATION WOLF o e Ll e T8
BURGER &AM LY ORIENTAL Gl % e BPECIAL OFFER 699
CARDAL Al NEW PRIGE _.7.88 O : AL, T
CADSVER - THE PAY DFF -1 P.A TOUR GOLF .. AT A0
CALIFORNLA, GAMES ¥ 00 PANZA KICK I0NNG 1 MED) R 17.50
CAR-VLP Ak TORVAK THE WARSION, . 750 PLATER MAMAGER .. ORI 1 1 -
CARRIER COMLAND aee POOL OF RADIANCE (1 WEG OMLY) _21.50
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CRCKET CAPTAIN.. 17.50 ABig : L]
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DAL Y DOUBLE HORSE RACING T RED HEAT _NEW PRICE T30
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DELLUAE STRIP PORER (1] ROBOCOP B L Sl 1780
DELUAE SCRASALE 13949 ROCK BTAR ATE M HAMSTER . . -]
OEVPAS . . a5 CEHET RANGER e EBE
DHSKET ANIMATION STUGID 58 ROAKEE DRIFT L L el T
DOUDLE DRAGON + T RN THE (RALINTLET .. AL WEW FRICE T 508
DlLikeGECH MASTER. AT ET T Tl T T WEW FRICE._T 88
THE EXECUTIONER : i HEW _17.58 EEIZHETGFHBHEE'!' IE-I-H'-I'Dr'lhEm ire 1780
E-MOTION SPECIAL OFFER . 309 SECRET OF ::.-:Eﬁmqu:m s i -]
ELITE T e i | 4 :-.hEH:H.i.HH-l : = ~T58
ERAL'YM mﬂqea.lm sml:f:u_ N0 IO ol it b i R NEW PRIGE . .78
EMCHANTER [INFOCOM] ... .....B 50 WnLlM{‘-'-FE MEW FRICE _ 7B
ESCAPE PLANET ROBOT WONETERS E ] B TR : T E
EYE OF THE BEHOLDER .50 Bl CITYPOPULDUS ..o . 1.5
EUROPEAN SUPERLEAGUE ... 17680 Bl CITY ARCHITECTURE 1 . A11.08
P18 STRIKE EAGLE # ) MEG] - ik SITY ARCHTECTURE 2 PR A,
FAE COMBAT PILOT 17.60 BRIDE .. i HEW PRICE T 90
Fig STEALTH FUEHTER .60 S5 Y CHASE NEW PRICE . D8
F-29 RETALMATOR .. 17,80 SRR TRIHE SpECIAL OFFER .. 0.58
FANTAEY WORLD OETY £ SPEEDEALL o L
EAST FOO0 A SPEBDRALL 2. 17.50
FERRAR F-:n.l.lum L] SPMDEETY WORLDS : HIR i T 1D
FIMAL WHISTLE B SPCHTING TRIANGLES TR ; 150
FLIGHT OF THE INTRUDER ... .- NEW 458 SPOT o DA : reerrre T
FLOOD o ETEVE OIS EhalileiiiR P | (1
FODTRALL MAsRGER A el ETORR BALL .. 1 1780
FOOTRALL DRECTOR T ... R ] ST MAMADER. REW _ATED
FOOTEALLER OF THE YE&R 2. . TR SUPER CARS . NEW FRICE _THU
FOOTRALL MAMAGER ¥ = EXPAMEIDHN MIT . oag SUFPER CARS 1 b o4y 1750
EEET Lo ATE mmnm PR LATER
FLLL CONTACT .. R SUPER OFF AOAD RACER : MRS 1700
FUTURE BASKITTRALL . ... _BPECIAL DFFER, 8.99 SATTCHBLADE 3 SRR REALLE, AN 7.6
GAMIS SUMMER EDITHI NIW PRICE .. 755 BT phaiie L UTOR, 1750
GALNTLET 2. o AT ] TEAK YANKEE .. 21.80
GESHA 1780 TEENAGE WAITANT 180 TURTLES .. .. o0n
GO0 . vl el 1750 THLINCHIRBL ATIE 1.88
GOLDEN AXE. ... . 1780 THMEE ETOOONER neg
ISR bl THOBGRG AN 1E 1384 THUINDER HAWK 2 MEW .80
GRANDET AN T d MEW . 1 5] Towl 1T.50
GREMLINS 3 ... 17.80 TOORIN .. ! 758
OLINBOAT . : 11,50 TOWER FRA iy ; 17.80
HARD DIV D SPECIAL OFFER .. 559 TOWOTA CELICA OT RBLLY. .. 17.50
HARPCON {1 MED) 1.5 TREBLE CHAMFUINE .. et 4]
HERD JUEST 17.50 TRIVIAL PURSAHT a1 ]
MILL STHENT BLLES 17,52 T er!Tmam&mw [H )
HITCH HIEERS GLIDE n;umtuun' AR TURRICANE ... e AT.BD
HOELYHOOD BORIR i i TW SPURTE FOOTHEALL T NEWPRIGE ,.8.58
HOBETAGES + i o TEE Trin0N OF BTEEL (1 BB .. RS- 1]
HUBMTER HEW 3150 TWPHOON THOMPSON ... HEW PRICE ...T 38
HFTRRA, g 17 30 WHLE 2 {1 MEG) ey B Ju80
1 PLAY 30 BOICER e TTA0 LTI 5 1 i e 205
PEEOEAMITLE HEVY PRICE __758 WACHY D&ATE . . ——
IRCAASAPTILES 5{0 . 1750 FARHEAD L L TR
INTERCEFTOR LSBPECIAL nIFFEFI i3 WARTONE. .. . .. h ¥ LT ]
INTERMATIONAL RARATE 4 T WLTERLDOD ... ... REW PRICE _bBR
T CHAMPIONSIRDR ATLETICS .. T WINGES OF Fusy R " - e
&mwﬂuulmmua -;m.EEu 2.5 WINAEMNG TACTICS s ma -]
JACE MICHLAUS UNLIMWTED CLIRART .. 10 Ba WONDERLAND ... - F ]
JAKES POND i _BPECIAL CFFER 000 WAL OB AT WAR SEW TS0
| PR Y T sl"Ef.“l.id. OFFER . 1T.50 WL D CHAMPIDHIHP BD-l:,l.‘.El'l ﬁtmm 858
SOCHY WILEONS DAATS o 058 mmmmmﬂﬁn FETTIPAIIG
mmmmcenmm i 158 KEMON T
0w OFF + ENTRA TIME.... T8 MG e L L1
MRCKOFF B . 13808 XYBOTE ... - TR
.pum:,m:-:ﬂ-ntuﬁ.ﬂ:. 17.50 IORK10OME OR Y R ]

DRAGONS OF FLAME
ELVIFA

HILLSFAR .. M TR
INDHAMA JONES THE ADVENTURE.
KINGS QUEST1OR ZORIODR40RE ...
LEISURESILIT LARRY 1 OR 20”3 ...

DEATH KHIGHTS OF HR‘mri ..................

: ;Liwkfuh;;id;
EEREEERESEE238E8

o O B

MANHUNTER 1N SAN FRANCICO ... B

MIGHT AND MAGIC 2. ... RN 0
POLICE QUEST 2 ..., i F .99
POOL OF RADIANCE ... ... e it
AMWEST FRO GLORY 2. s :
BAVAGE EMPIRE .............ooioreeeio— i ek

SECRET OF THE SIVER ELADES
SPACE WOLEST 1 OR 2 0OR 3.

STARFLIGHT 1 QR 2....
ULTIAA B OR 4
T g T T R S S
QUEST FOR CLUES HINT BOOK 3. oo Vil S

HINTS AMD TIPS FOR 40 TITLES LINGLUDE -
COOENAME ICERMAN, FUTURE WARS., HOUND OF
BHADCW, INDIANA JONES, LESSURE SLIT LARRY 1
LOOM, MAMHUNTER IN SAN FRAMCISCO, POLICE QUEST
7, SPACE QUEST 3, RATTLE TECH, CHAMPIONS OF
KRYMN ETC, ETC. ETC
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AMIGA COMPILATIONS

POWER UP £21.50
RAINBOW ISLANDS, TURRICAN, CHASE
HQ, X-O0UT & ALTERED BEAST.

lﬂllﬂ.w £Y.99
IN'I.l'AI:I-EFtE TERDIDS ION &

CENTREPEDE

FIST OF FURY £21.50
DOUBLE DRAGON 2, SHINOBI, NINJA
WARRIORS & DYNAMITE DUX

SPORTING WINNERS £17.50
DAILY DOUBLE HORSE RACING, STEVE
DAVIS SMOOKER & BRIAN CLOUGH'S
FOOTBALL FORTUNES

SPORTING GOLD £31.50
CALIFORNIA GAMES, THE GAMES
WINTER & SUMMER EDITIONS

CHALLENGERS £21.50

EJEFHTEH BOMBER, SUPERSKI, KICK
PRO TENNIS TOUR & STUNT
CARRACER

SOCCER MAMIA £17.50

FOOTBALL MANAGER 2, MICROPROSE
SOCCER, FOOTBALL MANAGER WORLD
CUPEDITION & GAZZA'S SUPER
SOCCER

POWIR PACK £17.50
XENMON 2, T.V SPORTS FOOTBALL,
BLOODWYCH & LOMBARD R.A.C RALLY

HOLLYWOOD COLLECTION £21.50
ROBOCOP, BATMAN THE MOVIE,
GHOSTBUSTERS 2 & INDIANA JONES
THELAST CRUSADE

PRO SPORT CHALLENGE £21.50

J. NICKLAUS GOLF AND CHAMPIONSHIP
COURSES, CYCLES & POWERBOAT
LLS.A.

FINALE £17.50
PAPERBOY, SPACE HARRIER,
OVERLANDER & GHOSTS AND GOBLINS.

VIRTUAL REALITY VOL 1 £24.99
MIDWINTER, CARRIER COMMAND,
STUNT CAR RACER, STARGLIDER 2 &
INTERMATIONAL SOCCER CHALLENGE

MAGHUM £17.50
RVF HONDA, ORIENTAL GAMES, STAN,
PRO TENNIS TOUR & AFTER THE WAR

TEST DRIVE 2 COLLECTION

DISC ONLY £17.50

TEST DRIVE 2 (THE DUEL),
MUSCLECARS. EUROPEAN CHALLENGE,
SUPER CARS & CALIFORNIA
CHALLENGE.

WHEELS OF FIRE £17.50
TURBO OUTRUN, CHASE H.Q., HARD
DRIVIN & POWERDRIFT

T.M.T. £E17.50
TOOBIN, HARD DRIVIN', A.P.B., XYBOTS
& DRAGON SPIRIT

DPOUBLE DOUBLE BILL £24.99

TV SPORTS FOOTBALL. WINGS, LORDS
OF THE RISING SUN, TV SPORTS
BASKETBALL

ADDICTED TO FUN £13.99
BUBBLE BOEBLE, RAINBOW ISLANDS &
MEW ZEALAND STORY

VIRTUAL WORLDS £21.50
DRILLER, TOTLA ECLIPSE, THE CRYPT &
CASTLE MASTER..

MIDI CONNECTOR

+ 2 MIDI CABLES

MOUSE MATS ......cc0000:.2.99
ST & AG EXTENSION

AMIGA 1/2 MEG
EXPANSION WITH OR WITHOUT
CLOCK
29.99

:n"rv

ADWVANCED MILITARY SYSTEM ... R
BATTLESTORM.. - TN, o
CO-REMIE (IGON DRVEN cmm ................. 0.59
F.ﬁ.LI:J:]H ............................. P'E'l'l' ........ U
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® Level Three and Robo gets his jetpack out for some toy
company-friendly merchandising promotion,

Although the GS is
officially dead, and few
other software houses
are bothering with
carts, Ocean are
pressing ahead with
some stunning new
cartridge projects.
Battle Command is
vndoubtedly the most
ambitious cartridge
game yet, but RoboCop
I will be no less

eagerly awaited.
STUART WYNNE visited
the Mancunian
software giants to
glimpse two of the
year’s most eagerly
awaited games.

espite the appalling RoboCop Il
movie, Orion pictures have pressed
ahead with a third film, this fime
squarely aimed at the mass-market with
lots of gizmos for toys and other money-
spinning merchandising. After Il's
‘RoboCeplooking very silly on a bike'
scena, we now have a somewhat maore
realistic RoboCop-with-jetpack action figure
accessory. The script Is once again by
comics genius Frank Miller (of Dark Knight
Returns fame), whose Jf script was
apparently mutilated in the finished film. His
new storyline features OCP suffering
savere financial prablems, with a mad plan

LEVEL 3
NREVOLVERT?

-

to eliminate the poor, called rehabs, with
mercenanes. At the same time a Japanese
company has launched a takeover bid for
OCP and brought in its own mercenaries,
mysterious black-garbed figures who turn
out to be robotic ninjas! Meanwhile
RoboCop has decided he likes neither side
and takes to the streets to defend the
people against the corporate giants and
their murdercus servants.

Whatever the merits of the film, the game
I8 looking very impressive indeed. It's being
handled by Probe who have brought in their
brilliant Out Run Europa programmer —
Neil Coxhead — and ex-Maniac, musician
Jeroen Tel, Graphics are by Hugh Riley (of
Last Ninja and Hammerfist fame) and look
very smart indeed. Project Manager Neil
‘Agent Orange’ Young is a big fan of the
movies and was determined to get back to
the feel of the movies and original arcade
game. In his opinion — and ours — C64
RobeCop | was ‘awful’ and Il was 'sliding
and bouncy’, /Il will be the best. The project
is being developed in conjunction with a

® The landscape is fairly sparse in Battle Command, as in the
Amiga version, but there's still some nice places to visit for

the tourist-minded gamesplayer.

® Level 5 with robotic ninjas and superb ED209s. In Il the
ED209s' animation rivals the original coin-op.

Nintendo game, but the C64 game will have
less jumping action.

The game is being developed from a
copy of the script and various slides. Unlike
other C64 Ocean carts, /Il was always
going to be cart-only and the ROM chips
are constantly being accessed to pull data
in, such as the stunning ED-209 graphic.
ED is made up of nine sprites going
through eight frames of animation overall.
Considering some of the sprites remain
static, there are about 50 frames of
animation in all. Cartridge power is also
being used to develop a brilliantly cinematic
opening sequence which could well beat
T2

The finished game will have five levels,
beginning with a sideways scrolling Op
Wolftype section. As villains come looming
out of the dark alleys in the moonlit city, you
must blow them away with a red targeting
cursor. This ‘splatterpunk’ level leads onto
a factory level — we haven't seen the
graphics for this yvet, but it's a walkin'-'n'-
shootin’ level in the classic RoboCop style.
To gain inspiration
Neil went down to the
arcades to play the
old game, walching
how the various
villains are triggered
into action. The next
two levels take place
in Cadillac Heights,
the first time around
RoboCop is jetpack-
propelled, then it's
back on foot — walch
out for an attack
helicopter, and ED-
209 al the end of the
level. The final level
is & confrontation in
OCP tower: as you
complete a floor of
the tower you enter a
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® An enemy chopper comes roaring in at the start of Level

Four.

lift, and the screen scrolls up to the next
lavel. Enemies include more ED-209s and
robotic ninjas.

For once there are no puzzlie subgames;
this time around Robo's energy is restored
by collecting powercells during the levels.
Then at the end of the level you go into a
repair screen where you can recharge
Robo's batteries to 100% — hopefully — if
you only recharge up to say 75%, then that
is the maximum power rating you can
recharge up to for the rest of the game!

After a bug-ridden Rabo [, and amusing
Robo Il 11l looks as if it will finally give C64
owners a superb game in the genuine
RoboCop style. This £19.99 two-meg car
will be out winter time, and should extend
Probe's CB4 winning streak even further,

COMMANDING
HEIGHTS

It's been over eight months since the
Sizzling 16-bit original, but C64 Battie
Command is finally nearing completion
after over a year's development and only

® The weapons selection screen with lots and lots of techie
wizardry to choose from. Here you see the gun turret which

rotates in full 3-D.

STORES
v, HEGAED 280
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LEVEL <
AUTOMATIC

playtesting tweaks are needed now. On
slamming the cart in you're greeted with a
title pic just as good as the Amiga's, while
the music seems even better, truly superb!

® A nicely shaped tank which moves at Battle

Zone-type speeds — ie very fast!

praddERsddan |

Pressing fire takes you into similarly
impressive briefing and arming-up screens.
Each of the weapons you can choose from
is shown in full 3-D, rotating before you,

and there's lots and
lots of tham. A
Pulveriser main gun,
infra-red and radar-
guided missiles,
Time Bombs, decoys
and lots more give
you plenty to think
about with just four
weapons slots.

You must arm your
tank for specific
missions, which
range from simplistic
blast-'em-ups to
rescuing hostages o
destroying fuel
depots. After
achieving your
objectives you have

IS AL

® RoboCop lll is an original design by Probe which goes back
to the style of the original coin-op.
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to reach a pick-up point, But what
of combat itself? Well, it's
certainly not Driller—
programmer Steve Caslin has
worked miracles and the speed is
comparable to the Amiga. Tanks
initially look disappointing, simple
blocks with holes as they
approach head-on. But then they
turn and you see a proper tank
silhouette in full 3-D whizzing past... it's
stunning, even more impressive than
Space Rogue in some ways. There's also
some nice buildings in there, look-out pasts
and suchlike, but as with the16-bit original
a lot of the time you're under
attack from vehicles hiding
behind you or so far away they
only appear as dots. This can be
irritating, especially if you
haven't got a SLAM defensive
laser fitted, but you have to
learn to adapt.

The game is designed for the
GS joystick, the normal fire
button fires the currently
selected weapan while left/right
change direction and
forwardiback
accelerates/decelerates the
tank — with reverse as an
oplipn. Pressing the second fire
button (or spacebar) brings.up
an arrow which can then be whizzed
about the high-guality control papel 9
select a monochromatic night sight,
change selected weapon and
increase/decrease mainscreen
magnification! You can also call up mend
screens to display tank damage, a
mission map and sa on — these are all
miniloads and would be impossible on
tape, even the planned disk version could
be tricky, but for cart i's great. As for
savelloading, there's a special code
system.

|nevitably some things from the 16-bit
game are missing: There's nodrop-off
helicopter or attack aircraft, but from a
brief playing session il appears the core of
the game remains intact while the 3-D
system is as fast as you could want. Battle
Command combings Battie.Zohe arcade
action with complex missions and
sophisticated weaponry. If Ccean get'the
playability rightthis could be the
breakthrough game on cartridge.

—
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He wouldn’t let it lie!
Phil King just had to put
a pn‘rorgbag over his
head (what a relief) and
play with that big stick...
or rather several of the
newest, weirdest

Im:l:'k.l from ‘novelty

g aF BT -

iy s

| 1. Armalyte — a classic shoot-'em-up to

| really test out those fire buttons.

| 2. Boulderdash IV — requires good
responsiveness for quick, accurate

| changes in direction.
3. Creatures — precise movement
required plus diagonal directions for
jumps.
4. Daley Thompson's Olympic

Challenge — Daley snapped his pole in |

the Olympics and this all-out waggler
could easily snap your joystick. The
ulimate test of a stick's strength and
durability.
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® Ripe for picking! From the top, clockwise we have the Beeshu Hot Stuff, the Megaboard,
Sting-Ray, Manta-Ray, the Feedom Connection and a lovely Advanced Gravis, All juicy and
tasty!

BEESHU HOT STUFF

(Euromax, £9.95)

The Hot Stuff certainly lives up to its name
visually. It's a nightmare for colour-
coordinators, a vile mix of grey and
‘radioactive’ green — hardly a stick to blend
in with the room (unless you have very
strange taste in decor!). The sort of stick
only snow-blind skiiers and the Apex Bros
couid love we suspect, with shocking pink,
yukky yellow and slightly more tasteful blue
all available.

This weird colour scheme disguises an
otherwise standard flightgrip joystick, very
similar to the old Quickshot || and its
countiess clones. There are a total of four
fire buttons: two on the base, two on the
grip (trigger and thumb buttens). In addition
there's a small autofire switch at the front-
left of the base — well out of the way for
right-handed players but a bit awkward for
left-handers, digging into your wrist. Fire
buttons and directions use metal pressure
switches rather than the more responsive,
reliable microswitches and thus don't give a
reassuring click.

1. The bottom fire buttons are a bit stiff but
are preferable to the trigger button which
has a tendency to activate the
megaweapon accidentally. | find thumb

—

buttons a bit awkward to use and
this one is no exception, soon
giving me hand cramp.

<. Flightgrip sticks aren't ideal for
fiddly games, but the Hot Stuff
performs okay. The stick feels a bit
loose with its medium-length travel,
but only small movements are

. actually necaessary for fairly quick

' changes in direction.

3. The loose feel of the grip means
control isn't as precise as I'd like
but diagonals are fairly easy lo
obtain.

4. The stick was on the loose side
to begin with, and after some
energetic waggling it's feeling
even wobblier. The nylon shaft is
a bit suspect — very similar in
design to the original Quickshot's
which had a tendency to crack
and snap al ils thin switch-

actuator ring. :
Quite why this m

mediocre stick is
endorsed by the US
naticnal videogame
team is a mystery,
but it's not too bad
for the price.

STING-RAY

(Spectravideo, £13.99)
Appropriately enough, this looks just
like one of those ray guns on Gerry
Anderson's 'Stingray’ puppet show.
Apart from the short microswitched
controller on top of it, that is. You
use your other hand lo hold the 'gun’
handle and press the microswitched
trigger fire button. A rapid-fire switch is lo-
calted well out of the way, in front of the
anp.
On the back of the blue-moulded body
are also two tiny red fire buttons which we
thought were just for visual effect. We wers
amazed o discover that they actually do work,
but they're impossibly awkward to reach with
either hand!
1. Rapid finng with the small trigger button
s00N gives me cramp, so the rapid-fire switch
comes in handy. I'm not brave {or stupid)
enough to try using the twin red fire buttons!
2. The stumpy grip means only small
movements were needed, making rapid
direction changes possible. | also find the
Sting-ray comfortable and stable to hold in
the hand.
3. Anything can happen in the next half hour
— except an easy diagonall Obtaining
diagonals is a nightmare: | have to push the
stick really hard. | have a hell of a job trying to
get Clyde to make precise platform jumps
and arm stuck in one place for ages.
CRASH's Nick Roberts reckons this problem
is caused by the microswitches being too far
apart.
4. Rapid waggling is possible with the short
gnp and there's no chance of snapping its
steel shafl. The whole stick
seems solidly built and able to
withstand rough treatment.
A nice handheld stick, with a
similar style and feel to the
Konix Navigator. The only
problem, and a serious one, is
the difficulty in obtaining
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MEGABOARD

(Spectravideo, £29.99)
The size of a small tombstone, this stick is the
latest in the bigger-is-best trend but neediess
to say there's the usual silly extras; not one
useless timer, but two — insert an AA battery
for a countdown timer and a countup timer.
Erh, couldn't they just have a switch to
change between the two different modes?
And why stop at a timer, how about a portable
TV to watch the adverts while your C2N
multiloads in the next section of Europa? For
businessmen there could be a fax machine,
and everyone could do with a phone for those
awkward games with unreliable pauses!

| suppose someone, somewhere, has
some usa for a timer — pracising for ZZAP|
challenges maybe — but the prize for the
most useless feature goes lo the switch for
Amstrad CPC compatibility. Slow Motion
gives it a good run for the money though,
gven if this stick’s effort is at least accurately
described on the box — ‘Players slow motion
to increase challenge'. Since on Creatures it
reduced poor Clyde to a flickery biur maving
about quarter speed, while all the baddies
whizzed about at their normal rate of knots,
the description is quite accurate. But this

much challenge | think | can do without.

More help Is the autofire, which can be

swilched between Off, Slow and Fast. And

for games which defeal the autofire logic,
thera's massive grey fire-pads which
supposedly have an anti-it mechanism
(what? there's a pinball machine inside, |

. knew | missed something!).

' But what about the most important part of
the stick? Durh... what's that, oh yes, the
stick — almost forgot about that. It's 2

“stylish ‘swan's neck’ shape with

microswitched thumb and trigger fire
buttons.

1, All the fire buttons are microswitched,
giving a reassuring click with each
depression, The moulded grip is comfortable
to hold with the thumb and trigger buttons well
positioned. Hammering away on the huge
grey fire ‘pads’ is especially satisfying, making
it easy to build up a high rate of fire. Their size
means you have 1o be careful not to
accidentally hit thermn with your arm, but once
you get used to them, they're fine.

2. Normally these sticks with big grips end
up being loose and indistinct, requiring too
much movement to get any kind of
response. The Megaboard is different
though: the unusual shape and firmness of
the microswitches mean you only need
small movements, allowing a
responsiveness and accuracy unusual in a
pistol-grip stick.

3. Again, the Megaboard performs well with
ultra-precise control and diagonals a cinch to
cbtain

4. The whole stick has an aura of quality
about its construction, with the grip still feeling
salid and tight after frenetic waggling.
Whether anyone is going to splash out £30
quid on a nicish stick, which nevertheless still
doesn't beat say a Competition Pro for
pa_rbrrnaiﬂhmmﬂmm&
Nevertheless this is a good
stick, more of a way of life
than simply a piece of
machinery, which, if you aver
need to leave home, should
provide a comfortable abode
for you and your favourite

ZZAP!
VERDICT
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FREEDOM
CONNECTION

Acemore/Spectravideo, £19.95

For too long joysticks have been
imprisoned by yards and yards of wire',
people ‘cannot walk around the room, or
jump up and down'. Now Freadom
Connection TM has arrived to liberate you
— for a mere £201

We've had a fair number of remote
control sticks in over the years but for one
reason or another none of them have really
succeeded. This new accessory is initially
rather unpromising, consisting of a blocky
receiver (which plugs into both joystick
ports) and the somewhat more
imaginatively styled transmitter (into which
you plug your joystick),

Both receiver and transmitter are light
enough to make their various cables twist
them around so positioning them can be a
tiny bit difficult. However, once it's all set up
the FC works surprisingly well. Forget
about carefully placing the transmitter on a
table, just hang it off your belt or use the
supplied cord to put it around your neck.
The thing works so well you soon forget
about it, there really doesn't seem to be any
delay at all. Moreover the transmission
system is so robust that even if you drop it
on the floor, it still keeps working — so long
as the transmitting lens is facing upwards.

The receiver automatically draws power
from the C64, but the transmitter needs
batteries — four AAAs, costing around £3
per pack. This isn't that bad but it's all too
easy to forget to turn the thing off. On a
more positive note you get an autofire
on/off switch if your joystick is lacking in this
regard, plus the option to switch between
player one and player two. This is really
good for tough games where you play in
two-player mode, controlling each player in
turn: the FC means you only need one
stick. Also if you have two FCs then you
can use them both with each switched to a
different control signal.

In short the FC works as well as anyone
could want. Whether anyone actually needs
remote control is another matter. | suppose
if you've got such a big TV that you don't
need to be scrunched up close by with your
C64 and joystick then the FC could be just
what you've always wanted.

MANTA-RAY

Logic 3/Spectravideo, £13.99

This similar coloured cousin to the Sting-ray
is & distinctly odd stick, on the box it looks
quite stylish, very neat and compact.
However that's a prototype, | prasume,
because the finished stick isn't half as nice,
stretched out horizontally to look more like
a misshapen potato or even cow dung.

It feels worse than it looks though, I've
got quite big hands, but even for me the
four broad finger grooves were
uncomfortably spaced. It's too big to be a
snug fit and the main two fire buttons — set
in the first two finger grooves aren't
terrifically comfortable either. The thumb is
supposed to go along a large, raised lump
on the left of the stick with ancther fire
button, which is worse to use and is the
only one not microswitched. At the rear of
the stick a black switch activates autofire,

which is then activated by holding down
fire. The actual control stick is a raised
black knob very similar to the the Sting-ray,
the difference is that this microswilched
stick is very slick and easy to use.

1. Control is quick and precise with this
stick, good solid clicks reassure you each
move has been noted and diagonals are
easily accessed. Unfortunately the slick is
uncomfortable to hold and the fire buttons a
pain.

2. Loud clicks and a short travel distance
make the stick perfect for this game, if only
it wasn't so uncomfortable...

1. Creatures isn't so intense a game as
Armalyte, but every move has to be quite
precise and accurate. One or two missed
diagonals get me worried, but after a while |
get used to it and lack of tension (early on)
means my grip isn't so tight and thus not as
uncomfortable. Not bad.

4. A steel shaft, robust microswitches and
short travel make for an impressive
performance.

If you've got huge hands like Corky, this
stick should prove ideal — although as with
all dedicated handhelds it can be tiring with
nowhere to rest them on during long
games. For people with normal sized hands
the stick is probably too
uncomfortable, its grotesque
exterior spoiling some
axcellent internals.

NOTE: The Manta-ray is
moulded for right-handers and
ieft-handers will find it even
more comfortable than others!

ADVANCED GRAVIS

Advanced Gravis Computer
Technology/Spectravideo, £39.89
This Canadian import carries a hefty
price tag, but to be fair it exudes a
quality feel, nicely built with many novel
features. The pistol-grip handle is
actually foam-padded, which is
comfortable and looks good but Is
unfortunately a bit small, for me at least.
Also the fire button on top requires you
to hook your thumb over it, which can be
tiring over the long run, and sadly
there's no trigger fire button. The base
fire buttons are excellent though, they
have a great feel, give a nice click and
can either be hammered, or gently
tapped for a single shot. The stick’s
stability is also impressive, there are no
tacky suction cups, but the rubber feet
combined with the size and weight of the
base, plus a responsive stick, make for
comfortable one-handed play — if only
there was a comfortable fire button on
the stick!

But what about those special
functions. Well at front and rear a big
red disc protrudes, by rotating this you
can adjust the tension and range of
movement of the stick. This means you
can turn a fairly tight stick into
something so loose you only have to
breathe on it for the thing to flop over.
Gravis claim this allows ‘smoother
movements with programs such as flight
simulators’. Yes, maybe, but what's the
point? Atari-type sticks are digital and
unlike analogue ones pushing left only
makes a simple contact — the faster you

ZZAP!
VERDICT
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can do it, the better. Only analogue
sticks allow a sophisticated graduation
of movement to be registerad by the
computer and there's no Commodore
software support for them. Personally |
suspect this feature is a carry-over from
an analogue stick.

The other novel feature is the way you
can adjust the function of the three fire
buttons. Three selectors set into the left
of the stick can be turned between four
different positions, each changing the
function of that individual fire button. So
by pressing a fire button you can get
normal fire, autofire, forward movement
or backward movement! It's up to you.
Off-hand | can't think of much use for
forward/backward fire button movement,
maybe accelerate/decelerate in a race
game — but left/right would obviously be
more useful for joystick-waggling games.
It's not completely useless though, you

can select one button as autofire and the
other as standard, giving a useful
flexibility without fiddling with an on/off
switch during combat.

The Gravis is available in both black
and clear finishes, but by placing all the
base fire buttons on the left is much
more convenient for right-handers than
left-handed people. Also the stick is held
together with 'bastard’ screws which
mean you need a special tool to open it
up, making home repairs rather difficult,
and with a large price tag attached to it
you don't really want to go around ripping
the thing apart anyway in case it gets
ruined!

1. Even on the tightest setting the Gravis
still feels a tiny bit loose, and movement
Is silent — there's no reassuring clicks
which can be disorientating. The fire
buttons are good though and overall it's
not bad.

2. Again the Gravis is reasonable, the
silent looseness is a bit worrying, but it's
not too bad.

3. Creatures is quite playable with
diagonals easily accessible and good
responsiveneass.

4. The travel is too long for rapid
waggling but there's no chance of
snapping the steel shaft, however the
direction controls don't give a
microswitch-style click and with the
bastard screws there's no way of telling
exactly how it works or how durable it's
likely to be.

The Gravis is a beautifully
made stick burdened with
some useless features and a
too high a price tag to really
make this a bargain stick, but
if you're a rich kid with
loadsacash then you could
splash out just for the posel

ZZAP!
VERDICT

The hest of the rest!

CRUISER

(Powerplay, £9.99 Black,
£12.99 Clear Autofire)

VERDICT-4 and a half
A superb all-round stick with
two microswitched fire buttons
insat into a comfortable
rounded base, The
microswitched ball-type grip
has three 'stiffness’ settings.
Ultra-responsive and very
durable, the Cruiser's sole flaw
15 that only the Clear version
has autofire. This is activated
by holding down the fire button

BEESHU
ULTIMATE

SUPERSTICK

(Euromax, £31.95)

fast-firing shoot-'em-ups,
Thankfully there's an autofire
version to eliminate this painful

VERDICT-4 — Possibly the
best of the mega-sticks, this
uses the familiar ball-type
handle but the base is massive
with four fire buttons and LEDs
which light up when fire is
pressed! More usefully the
rapid-fire rate can be varied or
just turned off. Directions and

fire buttons use rubber contact
switches which seem very

-..l.‘r

o] LTI
e ‘f‘mu.

and unfortunately can't be
turned off, so isn't very useful
for games such as Creafures
where you need to hold down
fire o gel flame breaﬂ'r

(Euromax, £15.95 Standard,
£34.95 Deluxe)
VERDICT-4 — Looks almnst
identical to the Competition
Pro. The directions are
microswitched but the fire
buttons use leaf-switches.
The Deluxe version has a

restyled grip with a lop fire
button, while one of the base
buttons includes a rapid-fire
which is varied by twisting the
button about and also turned
onloff.

SUZO ARCADE

(Euromax, £18.95 Standard,
£24.95 Turbo)
VERDICY-4 and a half —
Much like the Professional
9000 but this time the base is
triangular and great for holding
in the hand. Directions are
microswitched, but the fire
button is leaf-switch.

The Turbo version has

“autofire and a restyled grip with

top fire button.

responsive although they don't
emit a click. Accidental
pressing of the fire buttons with
the arm is avoided by a
left/right-hand switch turning off
either left or right fire buttons.

Pap=—- . -
b e "'l-"'

(Konix, £11,23 Standard,
£12.26 Autofire)

VERDICT-4 — Probably the
best handheld stick around, the
fully microswitched Speed King
fits comfortably into the palm of
the hand. The fire bulton is
positioned on the right-hand
side of the rounded base and
can cause wrist cramp with

ZIPSTICK
SUPER
PROFESSIONAL

(Sonmax, £13.95 Standard,
£14.95 Autofire)
VERDICT-4 — This has two
square fire buttons on the base
and a ball-type grip. Fully
microswitched and in stylish
black and yellow this is highly
recommended from us all
Zzap!

® All joysticks have a one-
year guarantee. Groovy, eh?
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i. Cranston of Leicestershire reckons he VAN 'lREN HAN'ﬁ‘rTEW&RT'E SUPER
deserves a mention for defeating all the OFF-ROAD RACER (Virgin)

opponents in Svpremacy. Pah! I've

£3 530,000 Shane McEiroy, Newry, Co
Down

conquered whole galaxies in my time 33 240,000 Darren Robertson, Torry,
and I’ve never even had a mention in Aberdean

Interstellar Dictator’s Monthly!

As for the reader who supposedly scored

£2 500 010 Damon Naile, Exmouth, Devon

KLAX (Tengen/Domark}

several million points on Crealures, did - .5 846 (Wave 87) Simon Sharp,
you attend the same numeracy classes c.ecnam Worss

as John Major?

ATOMIND (Psygnosis)

(Mode A)

18,718 (Lavel 17) Matthew ‘Mole Allen, Wesl Ewell,
Surrey

18.754 (Level 18) James Tully, Bnighlon, Sussex
iMode B)

a3 726 Chris (WAK) Everett, Worcester

BLOOD MONEY (Psygnosis)

276 350 (Completed) Darren 'Jon' Sloper
Invargordon, Ross-shire

9585 550 (Completed) Euan Walters, Whinmoor, W
Yorks

242 750 (Completed) Martin Bastable. Stafford

BOMBUZAL (Imageworks/Megatape 16]

3 845 670 (Completed) Joy Cooper, Lisnagry, Co
Limerick, Iretand

3 455 B30 (Completed) lain McLaren, Anonyville

1. 268 130 (Level 57) Graham Keeling, Bourmemauth,

Dorsel

CHASE HQ Il: SPECIAL CRIMINAL
INVESTIGATION (Ocean)

1,167,500 (Completed) Darren Freeland, Hamiiton
Lanarkshine

881 600 (Completed) Steven King, Kendal,
Cumbria

852,000 Rory (ror) McClinchey, Edmonton
London

CJ'S ELEPHANT ANTICS (CodeMasters)

119 432 (Completed) Graham Keeing
Bournemouth, Dorsel

117 608 (Completed) Geraint Rees, Lianell, Wales
104 171 (Completed) Scott "‘Kwik Snax’ Leach,
Sutton Park, Hull

CREATURES (Thalamus)
14 BY4 Graham Keeling, Bournemouth, Dorset

13 084 Stephan Howe, Ballisodare, Lo Sligo, Rep

ireland
11.375 (Completed) Mrs Rhona J Adams, Old
Town, Swindon

DRACONUS (ZeppeliniMegatape 13)
23.430 (Completed) Steve Arnolt, Huntingdon,
Cambs

FLIMBO'S QUEST (System 3)

239,040 (Completed) Steven King, Cumbna

290 475 (Completed) Adrian Micklin, Rawmarsh,
Rotherham

157 255 (Completed) Scotl Leach, Sulon Park,
Hul

FOXX FIGHTS BACK (Imageworks/Megatape 10)
28 400 Peter Pimley, Femdown, Dorsel

INTERNATIONAL 3D TENNIS (Palace)

£ (131 534 David (Wavy) James, Smethwick, W
Mids

§TRE 891 Mark McGarry, Larna, N Ireland

$478 501 Richard Bentiey, Haworth, W Yorks

§.431 721 (Wave 86) Mark McGarry, Lame,
B Irekand
4,903,330 (Wave 73) Chris {(WARK) Everell,
Worcesler

KWIK SNAX (CodeMasters)

4,325,100 (Completed) Punty, Norwich

4. 234 300 (Completed) Alasdair Maciver Knock
Paint, Isle OF Lews

4 224 050 (Completed) Scoft Leach, Sutton Park,
Hull

MIDNIGHT RESISTANCE (Ocean)

| 000, B45 (Completed) Matthew Dainty, Shrewsbury
BO0,028 Robert Swindelis, Parkstows, Dorsa

184 965 (Completed) Colm, Clyde, Turrican
McDermaott

NARC (Ocean)

1 210,950 (Completed) CJ Berry, Woollon, Liverpool
584,600 {Completed) C Maddocks, Killamarsh,
Sheffiald

560 160 (Compieted) Dominic Wilkams, Liannon, 5
Wales

NAVY S.E.AL.S (Ocean}

199,340 (Completed) lan Brdges, Hartlepoo,
Clevetand

184 £05 (Completed) Michael Chambers, Kirkby
Liverpool

|84 380 (Completed) Neil ‘the Navy SEAL
Higgs, Coventry

NIGHT SHIFT :LucaaﬂlmrUE Gold)

$81,200 David Humphreys, Muroe, Co Limerick,
Eire

$80.000 Stephen Howe, Ballisodare, Co Sligo, Rep
Iredand

$77 480 C Maddocks, Killamarsh, Sheffield

PREDATOR 2 (Imageworks)

{ 758,375 {Completad) Bant (Slade) Heandrix, Horst,
Metherlands

PUZZNIC (Ocean)

5,455,100 (Level B-8) CC Barclay, Edinburgh
3,801,100 (Level 8-6) lain McLaren, Anonyville

3 516,100 (Level 8-5) Stephane Depauw, Bruxslies,
Bekgium

REVENGE OF THE MUTANT CAMELS
{Llamasoft/Megatape 19)

131,035 Rory ‘Revs’ Stamp, Cartmet, Cumbna
118 654 Matt ‘Mutant’ Rhodes, Cartmel. Cumbna

ROBOCOP Il {Ocean)

7 868,000 (Completed) Matthew Dainty Shrewsbury
6,273,000 CJ Berry, Woollon, Liverpoot

5 713 000 (Completed) Darren Freeland, Hamilton
Lanarkshire

RUBICON (21st Century Entertainment)
12 480 Rob H, ZZAP! Reactor

SLAYER (Megatape 17)
15 710 (4 times round) Scott "Kwik Snax’ Leach,
Sulton Park, Hull

; HEROQ‘

And Charis too!

SPIKE IN TRANSYLVANIA (CodeMasters)
2 B00 Graham Keeling, Bourmnemouth, Dorset

SUBTERRAMNEA (Hewson/Megatape 13)
38 270 (Completad) Steve Armolt, Huntingdaon,
Cambs

THRUSTABALL (Megatape 19)
26, 650 Steve Amott, Huntingdon, Cambs

VENDETTA (System 3)

{Time Left)

41:50 Punty, Norwich

41:21 John de Vugl, Roosendaal, Holland
38-26 Chris (WAK) Everett, Worcaster

WELLTRIS {Infogrames)

6,142 (64 lines) Victor van Viaardingen, Rotterdam,
Haoltand

5.956 (61 lines) Daniel Johansson, Sjuntorp,
Sweden

5 023 (67 lines) Parky, The Dark Room, ZZAP!

ZYBEX (Zeppelin/Megatape 15)
29 720 Steve Amott, Huntingdon, Cambs

e ——————————— == =

&

® THE READERS’ CHART

1. (2) Turrican Il [Rainbow Arts)
2. (1) Crealures [(Thalamus)

3. (3) Mavy SEALs (Ocean)

4. |-) Shadow Dancer {US Geld)

6. (=) Supremacy (Vigin) |
7. [=) Rainbow Islands  (Ocean)

8. {-) RoboCop Il {Ocean)

9. (10) North & Sovth  (Infogrames)

10. |-} MicroProse Soccor [MicroProse)

® TOP FIVE FiZZIES!
I 1. Coea Cola

2. lm Bru

3. Lilt

I 4. Pepsi Cola

5. Britvic 55

Remember to vote for your favourite
games. You could o £30 seftware
voucher, just like lucky old Joel Winsten
of Edgeware in Middlesex.

MY TOP THREE GAMES ARE:

‘. ."---.-li.-."-.-.1-..........------l-ll-ll-l-II----'i-ll'-l
.=.| .'---itli-ll-lrlnlll-i-llll--lI-I-II---lll'llilll'-!l-ll-----l-l-rl'

-:.. e P P PR TTETNET DR DAL LE LD LR bt LLE LD R LA

MY FAVOURITE SOAP OPERA IS........

ESSFSEgAEREREESRRE FEEsEpEEEEnE R EREEERERRREEEEEE

"mlii-il-l[.'l--ijl YTTET AT R R R L R LR L b Ll L

..nnl!“ll LEL R R LR

.|l‘-q....q-..-'.-....i].[..-.----.ji.pq.q-n--rillI'Ilf

aEsaEl R EREEEEEERERERERSFEE

SEEsEeEEEsRETEEEEssRARidEESaGERRRERERERERE

TEETR T L] EHETMII sEsEaEaEEEEsEee R R EEEEREE

SCORELOR
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He may long have
refired from

professional foothall,
but Emiyn Hughes is
still a star player in the

compvuter soccer arenda.
Phil King takes another
look at the footy
phenomenon of Emlyn
Hughes International
Soccer.

he shelf life of software is notoriously

short with many titles being

rereleased on budget after only a few
months. So when a product is still in the
Top Ten CB4 software sales nearly three
years after its debut, it must be something
really special. Audiogenic’'s Emiyn Hughes
International Soccer is the sort of consistent
seller most software houses can only
dream about. | asked Audiogenic's Peter
Calver how important the 'Emlyn’ name
was to sales.'|lt was important to have a
distinctive name. There are so many soccer
games around that people could get
confused and buy the wrong one by
mistake. Of course, if the game had been
called just Inferational Soccer that would
caused have been even more confusion
with the Commodore game of the same
name. We chose to licence Emlyn, firstly as
a very famous footballing name, but in
particular because he had retired. If we had
licensed a current player, people who
weren't fans of his club could have been
put off buying the game.’ How involved was
Emlyn in the development of the game? 'He
didn't do any serious playtesting, but he
played the game a lot. In fact, his son
became really addicted and kept ringing me
up for tips on the game. Emlyn had already
bought him a C64 before the game came
about. He's obviously got good taste!’
Finally, will there be any more "Emlyn’
games? "We've still got the Emlyn licence

rﬂﬂiﬂ this form and send it to:

Newsfield, Emlyn’s Special Offer, ZZAP! Mail Order, PO
| Box 10, Ludlow, Shropshire SY8 1JW. Please make

| cheques/postal orders playable to ZZAP! Ltd.

| ® | would like a copy of Emlyn Hughes International
| Soccer on C64 cassette/disk® for which | enclose

| payment.
i (* delete format not required)
Ly PPl S R

R A D LA

T

soil's a
possibility.
Graham Blighe
(programmer of
EHIS) is current-
ly warking on
another football
game on the
Amiga. This
won't be an
'Emlyn’ game,
but there could
be a C64
conversion,
depending on
how
Superleague
Manager does.’

The latter is a management game which
links up with EHIS, but is currently only
planned for 16-bit. However, Peter says
there could possibly be a C64 conversion
of this — in fact, some initial development
has already been done. So it's good news

all round!

ZZAP! SPECIAL

BUY EMLYN FOR AS
LITTLE AS A FIVER!

-------—_--—_——_-———-ﬂ

L——————————————‘______J

HOW DOES IT
SCORE?

Written by Southampton-based
footy fanatic Graham Blighe, the
game Incorporates a host of
options. Pull-down menus allow

you to select from ten skill levels,

adit teams and individual
players skills, and change sirip

and pitch colours. Up to four
players can compete in cup,
league, or full season
competitions. Two players can
aven play logether againsl a
computer team. Malch action is

After secret
negotiations with -
Audiogenic, we can 1
now offer you Emiyn
Hughes International
Soccer for the cut-price
transfer fee of just

£5.00 casselte
or £6.50 disk!

Mot only that but you'll
also stand a chance of
winning a very special
prize. To order just fill

shown side-on,
scrolling honzontally
between the goal
areas. You control
the nearest player

to the ball, and
when in possession
can dribble with the
ball stuck to your
foot. There's a huge
variety of Kicks
available, though
With full five-
direclion kicks
selected from the
oplions menu, you
can kick the ball
forwards, 207 either
sida, or 70" either
side, along the
ground/medium
height/full height.
You can even do
backheels, slide-
tackle opponents or
if the ball's in the
air, head it—if it's al
the right height you
can even atlempl
an impressive
diving header! This
sophistication makes play very
realistic with complex passing
practice. It certainly makes a
welcomea change from the
plethora of footy games that
seem to just involve dribbling or
booting the ball miles upfield. In
this respect it beats MicroFrose
soccer, although that game's
fast and furious action isn't
matched, Out of the two, | think |
prefer Emiyn for its sheer realism
which keeps me coming back
time and again.

in the cut-out form on this page, or if you
don't want to cut up your copy of ZZAP! you
can send a photocopy.




SEGA PLAYERS! NINTENDO PLAYERS!
YOUR DREAMS HAVE COME TRUE!

KICKIN

G UP

FORCE

THIS AUTUMN:?

The contents displayed on these covers
does not reflect the actual contents of Issue

1 of either title, and some names mentioned
are fictitious LEISURE MAGAZINES



The Cork is back by
popular demand
to play to his
heart’s content
on a gaggle of
new coin-ops set
to free-play!
Wrestling with
Hulk Hogan,
rescuing real-life
damsels, doing
the Bart man,
jumping from
wing-tip to
wing-tip - the Cork
does it all!

THE
SIMPSONS

(Konami)

GQIERAT LU A

o connection lo the

forthcoming Ocean game
(based on a mega-selling
Nintendo game), but rather a
wholly separate coin-op takes
on the Simpsons phenomena. It

By

=

=

v e §
. Ps

TIME
| TRAVELER

| (Sega)

fter the comparative

: success of the laser disk

| games Dragon’s Lair, Fire Fox

| and Space Ace in the mid
1980s, the laser system sank
without a trace. This is mainly
because they were notonously
delicate and very difficult to
repair, but anyone who played
them couldn't fail to be

| impressed by the cartoon

| quality graphics,

Now Sega are on the verge
of releasing what they claim to
be a 3-D holographic laser disk
game, ‘Dragon’s Lair with live
actors’ is how |'d describe it.
The ‘play screen’ is a hidden
20-inch TV that projects the
image onto a black spherical
mirror, It looks like one of the
holograms out of Star Wars,

but as you move around the
image you don't get a different
view as you would with a real
3-D object or true hologram.
Meverthless, since the sprites

are genuine actors the flat
images have a 3-D texture
unique to arcade games. Such
high quality images would cost
a bomb to be stored on
memory chips, 50 In comes a
rugged 12-inch industrial laser
disk player to store and access
the action. As with other laser
disk games the player can only
control certain movements of
the on-screen character.
Helpfully there's a '‘Learn’
option which allows you to put
your character through his
paces, getting acquainted with
the limited control you have.
This is worthwhile, especially
as it's free — returning you to
the game proper without taking
any credits.

The storyline is a fairly
straightforward one: in the far
future an evil scientist called
Vulcor has tampered with the
time lines and kidnapped the
beautiful Princess Kyi-La in the
process. Who is the brave soul
who must risk all to save the
universe, and the Princess of
course? He is Marshal Gram, a
rootin’ tootin®' Wild West

s.ars all the regular Sunpsons
characters -— Homer, Maige
Lisa and, of course, the

infamous Barl (man). But where
is Maggie?, you might say (a bit

lawman.

The action starts in 1873
with the good Marshal up
against Indians and bands of
Hillbillies (yee haa). You have
a joystick to control movement
and an attack button to make
the Marshal punch, fire his six
shooter etc. Also there is a
green button that controls the
‘Time Reversal Cubes' that one
can purchase; if you possess
at least one of these handy
things the Marshal can escape
fatal situations by reversing
time.

Each time zone has several
scenes that must be survived
(if you don't have a cube you
lose a life); when one
is completed a map
of the different
locations pops up
and the Marshal is off
through time again.

There is no doubt
that technically Time
Traveler is one of the
most stunning games
| have ever seen, it's
just like participating
ina TV show. The

at'theéback there
- thank you). Well
the family were oullbr a

ziroll when they encountlered a

louder

please

bunch ol robbers. Homet

bumped into one of the villains
ind a large jewel flew_ out of his

hand and into Maggie's mouth,

Marshal is such a blatant John
Wayne stereotype it's untrue,
even down to the drawling
voice, In fact the sonics
throughout are as impressive
as the ‘graphics’ with clear
speech and hilarious sound
effects. In short it's a game
maost people will definitely want
to give a go, if only to ogle the
princess, but after a while the
repetition and lack of gameplay
freedom proves irmtating.

CONVERTABILITY
A computer version is possible
with pixellized graphics, but
that would defeat the whole
point of having the live action.




HF?E-.

m 2.'. five million points each, so this is potentially a together. Homer can lift either
very high-scoring game. | can remember a ime Bart or Lisa onto his shoulders
J“DGME“" D AY when a score of one million points on a pinball orHomer and Marge join
willi table was high... together to form a human
J el And Williams can't keep completely away cariwheel. At the end of each
J udgment Day... On August 29th 1997, 3 from the pixellized graphics, because a 32 x 128 level there's a huge guardian
billion people will die in a nuclear holocaust dot matrix set-up has been included for stunning who has 1o be beaten in order
that will give Skynet, the computer-run defence graphic displays. There are even a few words to carry on, but be warned,
system total mastery over our planet. from the big guy himself, so all in all this is one they are all very tough so it's
The blockbusting movie has made this mean game that is certainly worth all the cash probably best to rope a few
probably the year's hottest licence and you will undoubtedly shove into it. Hasla La mates into playing.
Williams have both T2 coin-op and pinball Vista... Baby. I'm not overly fond of The
machines lined up for a September release. Simpsons TV show, and as for
Sadly the coin-op is still under wraps, but the CONVERTABILITY the (so-called) song ‘Do The
pinball table is very impressive itself, The computer version of Terminator 2: Bart Man', pass the sick bag
especially the large grinning Terminator Judgment Day is on the way from Ocean (see please Vicar. So | started
axoskeletal head. Of course the whole table the review this very issue) so a pinball playing The Simpsons with a
oozes the sort of quality that we have come 1o conversion is unlikely, feeling of dread, but happily

expect from Williams, The steel
ball is fired by squeezing the
trigger on the pistol-grip handie,
and if you manage to hit the
specially designed cannon you
can shoot down the nasty old
Hunter Killer plane for a 3-ball
game and a potential x3 jackpol.
Apart from attacking the Hunter

needn’t have worried ‘cause < ¥
it's brill. Graphically and

sonically the Simpsons

characters are greal, the

sprites are all big and colourful

and even a non-Simpson fan

like mysell recognised them

all. Worth a few plays even if

you hate Bart and his

Killers you must pass through all annoying jargon.

ten security levels of the Cyberdyne

Defenses as well as infiltrating the CONVERTABILITY
Skynet Command Center to initiate Ocean’'s computer game

version makes a conversion of
the coin-op unlikely, but not
entirely impossible if cul down

‘Payback Time'. When this is
activated all major features score

so with no time to take the jewel to two players.

out of Maggie, the robbers .

kidnapped her! whilst Bart puls his skaleboard —
Up to four players can to good use. - ‘

participate in the race to The game starts in

rescue Maggie, each downtown Springfield with the

character with their own Simpson clan being attacked

weapon o biff the bad guys. on all sides, but fear not

Marge has her vacuum because they can take care of

cleaner, Homer uses his fists, themselves. Especially when

Lisa has a skipping rope, two family members join

THE CLIFFHANGER EDWARD
AND RANDY

(Data East)

M-f favourite game of the month comes up next. The
Cliffhanger Edward And Randy stars two brothers
(unsurprisingly) called Edward and Randy who, with bullwhips in down. And you need plenty of energy to face the end-of-level
hand, face many dangers. Of course this is a one- or two-player guardians that appear. My favourite jevel takes you to the
game, so choose a character and head off into the 1930s Indiana  waterways of what looks like Venice for a speedboat chase that is
Jones-style action. straight out of Indiana Jones And The Last Crusade.
The game starts with our two heroes several thousand feet up Both graphically and sonically The Cliffhanger Edward And
in the air on the wing of a biplane. This is bad enough, but add lo Randy is superb, the sprites are large and wonderfully detailed.
that the enemy troops who charge at you with machine guns The spent cartridges that eject from the enemy machine guns, the
blazing and you'll wish you hadn’t staggered out of bed this look of surprise on our heroes' ugly mugs as they face a long
morning. But as the enemy drop from hang-gliders, airships etc, plummet to the ground, and the ability to swing around on the
you unhitch the bullwhip from your whips are all good examples of the
beit and get cracking. Apart from the N . amazing attention to detail. Sound is
ability to whip opponents you can also : g 3 almost as impressive with stirring
punch their lights out (you are a nasty — TR S - heroic-style music and clear speech as
violent man). " o : Edward and Randy race to complete
As well as being able to thwack : : their mission. | have no idea of the plot
attackers the bullwhip serves one . ! to this game, but it certainly takes a
other vital function; you will very often e i 3l back seat to the fast and frantic action.
find that the plane you are standing on
develops very serious engine CONVERTABILITY
problems. Luckily other planes come | This horizontally scrolling beat-'em-up
along that you can snag with the style gameplay is very popular with
whips and swing onto, but beware software houses, and The Cliffhanger

because every bullet that hits your : N has already been snapped up by Elite
frail body knocks your energy level "l for a Spring '92 release,




WWF
}:’I’!ESTLING
WRESTLEFEST

(Tecmo)

ven though the Saturday

lunchtime wrestling has
disappeared from the TV, the
more violent American version
15 now very popular in this
country. Hulk Hogan i1s
probably the best-known
exponent of this not-so-gentle
sport, and so he is here with a
few like-minded friends to grab
you in a headlock and make
sure thal you enjoy hospital
treatment for the next few
months (what a way 1o get off
work!).

Bul fear not, brave (and
very, very foolish) reader
because you are standing
safely outside the cabinet, you
would be dead in len seconds
if inside the ring with this hard
lot! If you thought that Hulk
Hogan had a tough and
strange name try some of his
males: Legion Of Doom
Anmimal, Mr Perfect, Jake 'The
Snake’ Roberts and Legion Of
Room Hawk (these people
maoslt are definitely hatstand.,
but tell them that, or you'll be
micemeat!),

But on with the battle, this is
a tag team contest that allows
up to four people to participate
(two on each team). Each
player takes it in turn to smash
the other guys face into the
ground. To this purpose there
are a wide number of moves
available, maost of which would
bring the perpetrator up on an
assault charge oul of the ring.
Each player is denoled by a
numbered icon (so that you
know exactly which of your

fond al thns game voe

il _Ek ng

! nenits eal canvas$ iﬁ-
qQue e 1 he spElas
themseVes Arg cert@inly Riig,
someof theYar®®st | valeler
seef, \njacl (whey-fay
missus). Also, the siatic

mugshots of the wrestiers are
VETY " oo ':';'I:S'E'Td. A I'E-EJ i"nuEt
for' all tag learm wrestling fans

r\,.-|l-_!1:|-| |':. o

CONVERTABILITY

The possibility of conversion is
there, Tag Team Wrestling,
Championship Wrestling and
Fock ‘N Wrestle are the
previous games that spring to
mind. Pity most of them are so
rubbish. In the meantime
Ocean's own WWF licence is
nearing completion and has
sOme vary impressive
graphics indeed so look out for
it soon

friends you are persecuting), many heads N as you can ® My many thanks go to
and the siandard rules gf you without the refaree noticing! Keith Smith and all the guys
can call them tnat) ciwrestling Loadsacuts and bruises! down at Deith Leisure for
apply. Pin an cpponent o the The last wrestling game | allowing me to rampage

canvas fora count of thraa'to
win, or failing that jus! ¢

L

nlayad v.as The Main Event,
and whilst | m not particularly

around their warehouse and
play the games to death,

KARATE BLAZER
(Nihon Systems)

his is the brand-new kick ass game from

Nihon Systems. It's a two-player oriental-
style romp in which Mark, Glen, Akira and Gil
must fight their way from one end of the level to
the other (Japanese wasn't taught in my school so
the plot goes straight out of the window).

Each player chooses one hero and enters Level
One with a neat little dance step learned from
John Travolta (play the game, you'll see what |
mean). Attackers come in all shapes and sizes

| from guys who would disappear if they turned
| sideways to Amie Schwarzawotsit lookalikes and

a bunch of fatties that make Phil King look slim.

| But whatever their size their blows will knock your
| personal energy level down, so hit back with the

| awesome might at your disposal (in other words,

| deck them).

There are several moves at your disposal,

| kicks, punches and a neat little party piece of

Ninja magic that comes in handy when a lot of
unfriendly people decide to give you a
Glasgow handshake. There

are also crates,

vending machines etc, that you can kick or punch
to receive a surprise (not always a nice one).
Food replenishes energy, but more often than not
a villain will emerge. Needless to say that an end-
of-level guardian is lurking somewhere, 50 again
the more players the better your chances of
survival.

Not that | think I'd particularly bother to play
the game through to the end. It's graphically up
to Nihon Systems usual standards, it's just that
I'm really bored with this ‘martial artist beats up
the baddies’ style of game. This genre really has
been done to death, maybe I'm just being a
jaded old hack but | could barely pull my interest
together long enough to play Karale Blazer.

CONVERTABILITY

This game type has been converted to the C64
since its birth, I'm sure someone will pick up the
licence to Karate Blazer before

long.
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COMPUTER REPAIRS

AMSTRAD * SINCLAIR * COMMODORE » ATARI
MOST MAKES REPAIRED AND SERVICED

FREE ESTIMATES

NO STANDARD CHARGES!

JUST BRING YOUR COMPUTER TO US FOR A FREE ESTIMATE
ALTERNATIVELY SEND YOUR COMPUTER TO US WITH A CHEQUE
FOR £5.00 TO COVER RETURN POSTAGE AND WE WILL SEND YOU

A WRITTEN QUOTATION WITH NO OBLIGATION!

TELPHONE US NOW FOR FURTHER INFORMATION

HAWKWELL ELECTRONICS

2 WYMANS COTTAGES, MOUNT BOVERS LANE, HAWKWELL,
HOCKLEY, ESSEX SS5 4JB

TEL. SOUTHEND 0702-207593 ANYTIME.
OPEN MONDAY - SATURDAY 9AM - 6PM




ADVANCED ART STUDNO

MOUSE/GRAPHICS

PACKAGE FOR YOUR
COMMODORE 64/128 AT A
TRULY UNBEATABLE PRICE!!

# 1351 Mouse is a high rescolution two button mouse featuring
optical counting, teflon guides, microswitches, rubber coated ball and
high quality interface.

# When combined with OCP Advanced Art Studio this graphics package is
guite simply the best system available. The features are unmatched...

@ Create an image - shrink it, expand it, move it, rotate L, copy it, colour it, etc., ete. ONLY

® Spray patterns or shades, make elastic lines - stretch and manipulate shapes.

® Zoom in to add detail in fine mode. 34 99

# Pulldown /lcon driven menus for ease of use. L

# Mouse operation, plus joystick and keyboard control. TOTAL PACKAGE

@ 16 pens, 8 sprays, 16 brushes - so flexdble anyone can create superb graphics easily. 'ﬁml?r’":m:ﬁ

@ Full cut and paste facilitles plus excellent printer support. P paplepoeer
ART STUDIO

PLEASE STATE IF YOU REQUIRE TAPE OR DISK

FREE!
MOUSE MAT AND -

MOUSE HOLDER

(WORTH £12.99)
WITH EACH PACKAGE

OU PRINTER PACKAGE

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!
® The Star LC200 Colour Printer not only prints in Near Letter Quality for your regular jobs but also
prints outl your pictures from Art Studio, Action Replay, etc., In generous colour!
# LC200 is a full Centronics printer so it works with other computers (Amiga, 5T, etc.).
® Made possible by Datel’'s unique colour printer driver - now you can have a hardcopy in up to 16
colours!! @ No more to buy - just plug in and print!!

PACKAGE INCLUDES STAR LC200 COLOUR PRINTER RAP £345.00

SPRINT 128 PRINTER INTERFACE RRP £29.99

DATEL COLOUR PRINTER DRIVER SOFTWARE RRP £19.99
NORMALLY £3984.98

COMPLETE PACKAGE NOW ONLY £259.00

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY £19.99
® If you already have an LC10 or LC 200 Colour Printer we can supply the Driver separately.
® Works with Serial Verston of LC10, Parallel Port, Sprint 128, etc.

AOW TO GET YOUR OhRPER FASTY

TELEPHONE [24Hrs] Lyt r®Liri'if CREDIT CARD ORDERS

ORDERS NORMALLY DISPATCHED WITHIN 48 Hrs. ALL CHEQUESPOSTAL ORDERS MADE PAYABLE TO....

O J4UTEL ELECTRONICS LTV, <

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND.

FAX 0782 744282 TECHNICAL/CUSTOMER SERVICE 0782 744324
COM MSE 3
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THE ACTION REPLAY MK VI
WwWIiLL LOAD A 200 ﬂ:.acx

PROGRAM IN UNDER 6 SEC / o O

THE MOST POWERFUL, FRIENDLY AND FEATURE
PACKED UTILITY CARTHIDGE EVER CONCEIVED! § A

e

FOR CBH 64/1
® TURBO LOADER - Load 202 block program | der 6 @ DISK COPY - Easy to sise disk/file copler. Much faster t*an
seconds - world's fastest disk serial loader. -board RAM and gonventional methods. /Adeal for backing up data disks. |
ROM achieves high loading speeds. W with '@ TAPE TURBO - Thié feature will add Turbo Reload to lhﬂ
1541/1571/0Oceanic/1581. " programs that you sagVe to tape - no user knowledge requi
@ INFINITE LIVES GENERATOR~" Automatic infinite lives!! ; @ FAST FﬂHMh‘VFnrmat an entire disk In about 10 seconds
Very easy to use, works ny programs. No user - no more messing about
knowledge required. @ PRINTER DUMP - Print out your frozen screen 1o printer -
@ PROF MACHIN DE MONITOR - Full 64K Freezer Monitor - MPS 801, 803, Epson, Star, etc. - very versatile. 1
examine ALL ory, including stack, |/O area and registers in ® CENTRONICS INTERFACE - For parallel printers, Star,
Ideal for de-bugging or just for fun! Epson, etc./ Print out listings with graphie characters etc. ‘
CONTROL - Freeze the action and view the sprites - (Cable reqaired for parallel port £12.98). |I
the animation - customise your games - kill g:r’l'l ® SCRBEN EDITOR - Now you can edit the entire frozen \
screenAvith this text editor - change names on high scores, ei*.
® FREEZER FACILITY - Now you can make rnur old slow Greatfun!!
Inlr.lh'hg programs load faster. Simply freeze the action and save @ FXTENDED TOOLKIT - Many single stroke commands for |
to tape or disk to reload at superfast speed - no more waiting for . Save, Dir, etc. Plus range of extra commands, i.e. Auto 3
programs to load. mhar Old, Delete, Merge, A.ppuﬂ.#.inesaua. etc.

'u

THE REVIEWERS SAID...

“I'm stunned, amazed and totally impressed. This is easily the best
value for money cartridge. THE CARTRIDGE KINGI

COMMODORE DISK USER

GRAPHICS SUPPORT UTILITIES DISK

SLIDE SHOW - View your favourite screens in a slide show type
display
BLOW UP - Unique utility allows you to take any part of a picture &
"blow it up” to full screen size

SPRITE EDITOR - A complete sprite editor helps you to create or
edit sprites
MESSAGE MAKER - Any screen captured with Action Replay or
created with a graphics package can be turned into a scrolling

screen message with music

ONLY £9.99

WARNING 1988 COPYRIGHT ACT WARNING

Datsl Elsctranica Lid., naither condanes or aithorises The use ol if's producis for e repraduction ol
copynght malehis
The bacop tadiiies of this product are disigred 15 feprodune anly softaars guch as Public Deman
aberial, his useans own programs or softwars whers pETmIBSIon 0 Mihka backups has bean dearty given.
It is dlegnl o maka copies, even fof your ewn usa, af sopyright matenal, withoid the ciaar
permission of the copyright ownar, or (e cences Mol

HOW TO GET YOUR ORDER FAST!
TELEPHONE [24Hrs] CREDIT CARD ORDERS

ORDERS NORMALLY DISPATCHED WITHIN 48 Hrs, ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO....

G JUTEL ELECTRONICS LTD.

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND.
FAX 0782 744282 TECHNICAL/CUSTOMER SERVICE 0782 744324
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A) SPORTING CHANCE

Work out the sporting game names from
the initials and clues.

1. TF (One to bowl you over)

2. PSHM (The ‘hand of God')

3. MUE (The ‘Devils’ win a cup)

4. H (Chilli dogs, double-headers and
screwballs)

5. FFO (Prancing horsepower)

6. GGTC ('Zap' hits ‘em for sixI)

7. BMWCB (Little Irishman's a big hit)

8. EHIS (Ex-Liverpool and Wolves player)
9. ER (Coin-op conversion featuring leaping
bikes)

10. DTOC (Pole/joystick-snapping
marathon)

B) FIND THE WORD
Find the missing word shared by the
four games in each of the following lists.

1. Elevator, Force, Fighter, Biker

2. Aqua, Turbo Kart, Mountain Bike, Rad
Ramp

3. Evening, Ray, North, Glider

4. Beam, Knight, Glider, Shockway

9. Sky, Desert, Star, Arctic

C) APPETISING ANAGRAMS
Fatty Phil has sliced up ten game titles
for his dinner! Can you rearrange them
before he scoffs ‘em?

1. ANT CURRI (1 word)

2. EAT BREKI (3,5)

3. RAM IN MINCE (5,5)

4. COVER PHILS BELLY (7,5,3)
3. LOOSE DRY CHIPS (8,7)

D) CONNECTIONS
Work out the connection between the
items in each list.

1. CJ's Elephant Antics, Kick Off 2,

ions and a cryp
vestion b out:

’
. nih’s 2. Blade Runner, The Untouchables, Star
this mo Wars, Predator 2
- 3. Flashpoint, Sly Spy: Secret Agent, Tyger
e st Tyger, Street Hawk
hEIESE l’l‘IE"'e ar r ll 4. Pitfall, River Raid, Little Computer
fic crosswo People, Ghostbusters

ill be 5. Brian Jacks, lan Rush, Jack Charlton,
Answers W Geoff Capes

F) FUZZY FACTS

Those Rowlands lads are a wacky pair. |
Armalyte, Rod-Land think they're completely bonkers, but

2. Scorpion, Sanxion, Slayer, Oh No! theycertainly write good games. How

3. Back To The Future, Bubble Bobble, much do you know about them?
Shinobi, Predator

4. Elite, Pac-land, Thunder Blade, Murder 1. They went on two holidays this year.

5. Martin Walker, Jeff Minter, Andy Where to?

Braybrook, the Apex lads 2. What's the name of Steve's rather tasty
girifriend?

E) ODD ONE OoUT 3. What's their favourite fast food

Can you spot the odd one out in each establishment?

list, and for the right reason? 4. Who is the big cheese at Thalamus that
they keep taking the mickey out of?

1. Great Giana Sisters, Katakis, X-Out, 5. What does CREATURES stand for?

Rainbow Islands

who's after anything ina

and Stu doesn't
O
creatures in skirts are
called! (Oy! Usually it's you
in the skirt, Phill - Ed).




E) SPOT THE SPRITE

Do you know which game each of these
sprites appeared in?
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[ 6) kNOW YouR zZAPER!

Tmrﬂ the people on tluglﬁutl Yep, it's your team of know-it-all-about-
you know-it-all about us?

1Wmﬂdhvhuwmhm“ﬂﬂuﬂmmnuplthmﬂimlnghmﬂ

mﬁm evidence of vandals wrecking his beloved Metro. If you

Bgﬁttjrl 3‘&1 hahllnfaﬁmuf

mﬂmuldym ‘So who bust his aerial?
one for donning pointy ears, standing in small lavatories and shouting ‘Beam

Can you solve the clues to identify the
well-known game names (or bits of them
— because Phil had a bit of trouble
getting everything to fitl)?

To help you, we've already solved the
first clue:

Soldier of fortune is happy about 100 points
top score (9 letters)

The answer, of course (?!1), is
‘Mercenary’ — which is MERRY around
C (roman numeral for 1001), EN
(compass pointsl) and A (grade A — top
scorel). Oh well, good luck!

ACROSS

6. Vroom vroom! (4)

9. Winter industrial dispute for high-flyers?
(10)

11. Hard, and a girl's best friend! (7)

14. (See 7 down)

15. Celebrity reverses into rodents (4)

16. Pray to him for rain (9)

"R lc|E

3
M | E

14

vh mhutmmrv Sci-Fi prog?

A [R|Y

. .

18. Alan dreams of being a newt (10)

19 and 22. He's always hitting the road! (6, 7)
21. Garry mixes it up (5)

22. (See 19)

DOWN

1. German cars in Africa (5)

2. Cursed (2)

3. Top gun (3)

4. Without a cause? (5)

5. He's what? (5)

7 and 14 across. Expensive guitar? (6, 3)
8. Tiny part of nothing? What a puzzle! (7)
10. Jogged back a century to catch drug
pushers (4)

12. Boring Gold Medal? (7)

13 and 20. Five-year voyage from 1969 to
19797 (4.4)

16. This game just won't let you go (3)

17. Risk for desperate character, but he's a
hero (3,4)

20. (See 13)
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BRAND NEW CONSOLE £
OUT NOW:
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POSTERS £3.99

Colossal Al size posters, teaturing the best of Oliver Frey's
artwork! Red Moon, Zombies of the Might, Kepler of Mars,
Metro Force |

The following consoles are available at £5 off
recommended retail price. This is an amazing bargain
you just can't miss out on!

REP DEAL
ATARI LYNX
inel. console, California Games & Videolink 179.99  174.99

NINTENDO GAMEBODY
incl. console, earphones, videolink, Teiris gome pock, batteries 49.99  64.99

NINTENDO CONTROL DECK
incl. control deck, 2 conirollers, Super Mario Bros game pock 7999  74.99

incl. control deck, 2 controllers, Tesnoge Mutant Hero Turtles
cﬁlISI'I 'S I:GHHI'I'II GMES GUI DE nnm: pock, poster 7999 7499

MII'I'I COMPUTIR SAMES BUIDE | H'l-lrmm

o, hack iy o b8 g i incl. consale, 2 joypods & Super Hang On 7995 7495
Fﬂpuﬂnppm_ﬂi shows how to skip levels, gives pokes for infinate SEGA MASTER SYSTEM PLUS
ives and many other options! Cheats for C&4, Amsirad CPC, incl. 2 joypods, light phaser, Super Hang On & 5a 99.99 9499
Atari ST, Amiga, PC and oll popular | includes over 175
solutions for the top adventurers ond arcade adventure! ﬂ"l '“',:',. “'5':- ®
Special price offer saly £16.99, a saving of £3.00! S“P:"“"M"d'h;;’“d". ¢ » 30 glassss, 129.99  124.99
= OCECNIT P cCecintia " ST i oce SEGA MEGA DRIVE (16 bh)
e e - ncl. coiiorle: Tovatid ; Arad e 18999 18499

The fol m game cards are available
(all ot £14

c1011 MONEY MAZE C1007 GALAXY INVADERS
C1004 MIGHTY TANK C1021 MYTH OF ASAMIA
C1006 MINI-GOLF C1014 TIME WARRIOR
C1003 TENNIS C1009 TORNADO

C1005 BRICK BLASTER c1012 BASEBALL




CES INCLUD

microswitches d:?:]uli‘ilx buttons,
robust steel shalt and rubber return
for smoath contral,

OFFER £13.50

DYMNAMICS COMPETITION
PRO 5000 (CLEAR)

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

OFFER £13.99

DYNAMICS COMPETITION
PRO EXTRA

Features rapid fire, unique slow
motion and see-thru

OFFER £14.99

POWERPLAY CRYSTAL

STANDARD
Clanr joystick with red fire butions
:ful rip handle.

RET4.99

POWERPLAY CRYSTAL TURBO
Same as CRYSTAL STANDARD, but
includes fast Autofire action.
OFFER £16.99

POWERPLAY CRUISER BLACK
With dual lead for spectrum
Plus2/Plus3.

OFFER £9.99

FWEEHA‘I" CRUISER CLEAR
H.:nﬁm b-,r holding down either of

buttons engages Autofire.
OFFER £12.99

(Palace)
£8.99/£12.99
SAVE £2.00/£3.001

VOLFIED

)
£8.99/£12.99
SAVE £2.00/£3.00!

ill-ﬂullnf Domark)
£19.99
SAVE £5.00!

Il.ﬂﬂfl 12.99

SAVE £2.00/£3,00!

SOFTWARE
MEGADEAL

If you wish to order any cassette
or disk that is currently available
please use the following Spec ial

| OHer discount table to culculu!a

your Offer price using the
reccommended retail price as
quoted on the software houses
adverts

RRP OFFERS SAVE
499 399 1.00
7.99 6.44 1.55
8.99 7.24 175
9.99 7.99 2.00
1099 899 2.00
1199 999 2.00
1295 10.40 2.55
12.99 10.44 2.55
1495 1195 3.00
1499 1199 3.00
1599 1299 3.00
19.95 1595 4.00
1999 1599 4.00
2495  19.95 5.00
2499 1999 5.00
2999 2399 6.00
499 2799 7.00

CARTRIDGE SAVINGS

RRP OFFERS SAVE
1999  17.99 2.00
2495  21.95 3.00

FREE GAMES!

Furthermore, order any three
£2.99 games and we will give
{ou one £2.99 game absolu

DISCOUNT HOTLINE
Please phone 0584 875851 now
between 9 and 5pm and ask I'-ur
Discount hotline and we will

u availability and rE|E|:|s-E :Iha!-
your software o

g wgald
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ZZAP! MAIL ORDER ISSUE 78

E POSTAGE, PACKING AND VAT. NO HIDDEN EXTRAS

Please note — all offers on this page are while stocks last, order now as our policy is first come first servel

Name Descripfion Format/Size | Price
Address
Post code
Tel no.
Method of payment (please circle]  Access | Visa | Cheque | PO TOTAL ORDER
Credit Card No SEND THIS FORM TO:
ZZAP! Mail Order, PO Box 10,
Expiry Date —‘ Please make cheques and postal orders payable to ZZAP! Id. Ludlow, Shropshire, SY8 1JW
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SPECIAL OFFER!!!

WBSWRIBEINOW!

@ Even better than before!

Canada. Just phone your
order through to Barry
Hatcher of Brifish
zine Distributors
,tel: 519 456 5353
[or fax him on 519 456
5355) — Visa accepted.
Alternatively send
your enquiries fo
British Magazine
Distributors Lid, 40
< 5 Wilkins Drive,
A Sweaburg, R.R.#1,
A Woodstack,
Ontario N4S 7V6,
'-‘" Canada.
L Yearly sub-
scriphions rates
Iunmly 28th):

e rrep—

.=;.
s

US $65, Canada F
CANS75. E
Back Issves: US  + Free gift offer i
$5.45, applies for UK . |
Canada subscriptions ovtside
CANS$6.45 UK are posted air mail!
[inclusive of

postage).

Yes, subscribe to
ZZAP! now, for just £22, and get a

free microswitched Flashfire problemo’ — Arnie

joystick worth £13.95, Schwarzeneggnog
absolutely FREE! It's a tough stick ® ‘Beam aboard ZZAP! for a
with a one-year guarantee and will ® Here’s what ‘"ﬂ a galaxy full of games’ —

survive even the Creatures joystick-
waggling cheat test! It's incredible!
How do we do it? Quite honestly |
don't know, but this is one offer you
simply can't afford to miss!

NORTH AMERICANS!
ZZAP! has got its own subscription
and back issves sales office in Ontario,

few of ZZAP!'s many Captain ‘Baldy’ Pickhard
celebrity readers have @ ‘It's worth robbing the rich
fo say about this for’ — Kevin ‘no tights, no
amazing deal... accent, no talent’ Costalot

@ ‘It's sure to cause ariot' — @ ‘Yo! It's even more hip ‘n’
Axle-grease Rose trendy than us’ — Arch Bish
‘With ZZAP! it's no o’ Canterbury

N.B. THE JOYSTICK PRESENTED AS A FREE GIFT WITH THIS OFFER COMES IN A BLACK

CASING AND NOT CLEAR, AS THE PHOTOGRAPH DEPICTS.




Tuesday 9th July

John: No, no, no, no, no — | simply cannot
handle this any more! Once again (for
about the BOOth time) my sprite-2-sprite
collision code is playing up. The core of this
routine is two years old (it was written for
Retrograde) and has still got a bug in it.
How can this be? Half the production time
on our games seems o be spent fixing this
stupid routine. So | spent most of today
searching through print-outs of the code,
and making small modifications to it, with
the hope that it might miraculously fix itself.
Eventually, after a lot of swearing and
computer bashing, it decided to work —
and if it goes wrong again there isn't going
to be a Crealures Il, okay?

Steve: I'm in the mood for music, which
makes a change. | started this nice mellow
sort of tune with some cool cords and
brilliant bass (of course). Does anyone
remember the music that played in the
background of the cartoon series called
‘Peanuts'? You know, with Snoopy, Charlie
Brown and friends, well it sounds similar to
that.

Believe it or not, I'm still designing the
third torture screen, the one with the snow.
I've just added clouds across the top of the
screen, which is where the parallax snow
falls from. Also to make this chamber a tad
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harder | came up with the idea of sticking a
‘snowball creature’ on one side of the
screen. This creature throws snowballs
(Obviously!) across to the other side, but if
they hit you, you don't die, you just get
knocked along habit.

Friday 12th July

John: I'll be honest and let you know that
not a hell of a lot of work has been done to
the game yesterday and today. The reason
is that we're preparing for the HOLIDAY
(oops, | typed that in capitals). We're
leaving for Majorca on Sunday so we've
been doing our last minute shopping. As
with last year's diary we'll attempt to keep a
mental note of what's going on, but as we'll
be consuming excessive amounts of
booze, we may not remember much.

Steve: This lunchtime was baking hot, so
naturally | just had to spend it outside
catching rays in the garden, just so that
when we go on HOLIDAY in a few days |
don't get too burnt. But having said this, |
did do some work this momning. | actually
had to go back to the second torture screen
to alter the character set and the screen
layout, for the LAST TIME!!

Well this afternoon I'm starting the new
Torture Screen D from all the new ideas we
have, beginning with a rough on-screen

® What's happening? Is this CRITT: The Teletext Game? Nope, it's just a glimpse at
the very early stages of a new Torture Screen.

PODSITION CHAR

The Apex lads go on yet another holiday to ‘get
inspiration for more Creafures Il ideas’,

. consume countless brown cows and end up

4 seeing plnk elephants. Now there’s an ld“.

o The complete lowdown on
the holiday is here (well,
what they can remember of
it) along with the latest
iy Creatures Il developments
J — yes, they actually
J managed to do some work

on it!

layout of the background. This is normally
done just by using one or two different-
coloured reversed characters.

Sunday 14th to
*~suﬂ[m§¢u 28th Live
from Mﬂlnnn

Tuesday
16th July

We're not drunk! Nope. No siree. We're as
sober as a... as a... a big sober thing. Okay
we'll come clean, we're inebriated (which is
a hard word to spell...). Last night we were
at the famous BCM Music Empire wishing
that we were back home working on
Creaturas /I, we don't think! (Hold on — we
don't think anyway!) We spent most of the
day on the beach which wasn't too bad
except for the sand and the salt water (7).
However, the topless entertainment which
frequented the beach made up for it!

Friday
19th July

We've now finished a couple of rolls of film
and already the camera has started to play
up. And on the subject of cameras, Steve
has eamed himself the nickname of 'KID
LUCKY" for reasons we can't divulge. We
spent today by the pool, drinking alcohol (1
don't believe it!), getting a tan and soaking
anything that moved with our massive
water guns. Andy Smith (who helps us with
ideas and problems — technical problems)
is nicely sunburnt, hee hee. What a great
shade of red he is too.

Monday
22nd July

We were at a beach party this morning and
a water park in the aftemoon (despite
saying we wouldn't go to a water park this
year as we would all get colds after). The
park

closed to the public at 6.00 but because
we were with "“Thomson Young Fun' we
could stay until 7.30. That meant no queues
on any of the slides. Yippee! After this there
was a massive barbecue for us all with
competitions and entertainment laid on by
the Reps. (John won a bottle of champagne
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@ Brilliant animation requires painstaking work on lots of frames of animation, including some showing
the leaping, crumbling skeleton of a dissolving Fuzzy!

— well that's what il was meant to be.) So
by the end of the night we were all stuffed
with chicken and completely drunk. We
went on a pub-crawl with one of the Reps
after, and we just had to drink him under
the table. However, thanks must go out to
Jon (the Rep) for introducing us to a '‘Brown
Cow’ — and before any of you say
anything, it's a drink.

25th Ju

We've lost track of what day it is as every
day is a Saturday out here, We were on a

Thursdur
) 4
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cruise on Tuesday, sailing around the
island, eating more chicken and playing
drinking games all day — as ya do. Andy
had a grain of sand in his eye from the
beach party the day before, s0 we cleared
his eye out by throwing him off the boat
(while he was still wearing one of his pairs
of £80 boots). Most of today, however, was
spent asleep recovering from the mammoth
drinking session we had last night (and the
night before that, and the night before
THAT etc...). If you think about it, we can't
actually remember that much about the
holiday. This is because by late afternoon
we would be downing botties of peach

s e
NTURES OF i‘iﬂ.%w

Schnapps and Southern
Comfort, preparing
ourselves for the night to
come, where we would
all be completely
paralytic. Then every
morning we're all asleep
recovering from the
previous night, leaving
just the early afternoons
when we are aclually
conscious AND sober.
Can't wait for the photos
to be developed as we
can't remember taking
half the pictures.

Svu ndu.'y
28th July
Boo, hoo, sob, whimper,
etc. This is our last day
and — guess what — we
don't want to come
home. Okay, so
everyone has got a
severe sore throal (we
knew we shouldn't have
gone to the water park)
and everyone has got the
squits, but we still want
to stay. But hold on, if we stay, we won't be
able to work on Creatures Il. We
DEFINITELY want to stay!

When the time did come for us to depart
(6pm to be precise), we had half the hotel
seeing us off (yeah — the front half, we
mean half the people in the hotal). For them
it was ‘pay-back time', as we were soaking
all of them for two weeks. For us it was
mega-soakings all round, and just before
we got on the coach too. We thought that
we'd throw Sue (the cutest of the Reps
{well Jon wasn't too bad)) into the pool for
the lasl time though, a sort of going away

I HELP/

TAKE
THIS

| VeaH , Tt MAKES Yo el \SE |

THAMES CLYDE,
You NE:EE: Just
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presant if you will. Anyway, we've had an
utterly brilliant two weeks (this being by far
the best holiday we've ever had) and so
here's a quick list of people who helped
make it happen. Yol and massive drinks
(e :

The Reps:

Caroline — ‘| don't like to get out of
my,depth’;

Andy — 'Bing bong, bing bong’;

Sue — °...erm..." (that's a dizzy blonde
for you! (Just kidding Sue);

and last but least (only joking) it's Jon, the
‘brown cow king' — ‘I'm havin' it off on
Tuesday'.

The Boyz:

Andy, Declan, Kevin, Neil (the nodding
dog), Dean, Ralph (Richard), Andy, Dave
(divine) and Gary.

The Girlz:

Lisa, Niki, Cathy, Helen, BJ, Stacey
(Tracey), the two Welsh lassies next door,
and the countless females we met but
simply cannot ramember the names of.

Monday
29th July

John: Slept all day.

Steve: Slept all aay.

Tuesday
30th July

John: We're back and awake! Yep, what a
holiday that was. All that sunshine for two
weeks and we come back to this —
thunderstorms, Greal.

Anyhow, | suppose |'d better get back to
work, but not on CRITT. I've got a little task
to complete for Relro-
grade. It's going on The
Hits 2 (THE compilation
of the decade), and needs
io have the protection
taken off for the
duplicators. The only prob-
lem is that it's now two
years old and | didn't put
the protection on in the
first place. I'll give it my
best shot though.

Steve: After having just
started the design for
Torture Screen D before
the absolutely excellent
holiday | am going to
have to leave it. The
reason Is that we now
need to design the first
Torture Screen that will
be in the final game.
When | mention the first
t TS or the second TS this
isn't the first and second
in the game, it's in the
order of design. So we
. need an easy but good
first TS and I've got

o
-
-
-
-
-
-
-
]
a
w

some good ideas for it, ® Character blocks are used

but it needs a bit of work, broomstick!
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s0 |'ll try and add some humour, It is
important that the first few stages of the
game have the right playability so that we
keep the player coming back for more.

Thursday
1st August

John: August already! Where does the
time go? Technically speaking (or is that
technically writing?), we have only got two
months production time on the game. Is
CRITT going to be finished? Hmmmm.
Today though, | was working on TSB,
creating the death sequence for the bad
guy you've got to kill in order to complete
the screen. (You see how little | gave
away then, hee hee). | also adjusted the
animations for the ‘prodder’ — the
creature whose job it is to prod one of the
helpless Fuzzies out of the cage and into
the stream of acid! | also added a creature
to one the platforms which looks like one
from Retrograde (to those of you who got
that far anyway), making it slightly harder
for you to save any Fuzzies that might
need saving (you can bet your life they
will).

Steve: Clyde Radcliffe In Torture Trouble
is the name of the game In
unabbreviated form, but when
abbreviated it becomes CRITT, We've
been given the idea that if we add 'ERS'
to the end of the abbreviation we end up
with CRITTERS. This does sound better
than CRITT so now all we need to do is
to try to come up with three words to fit
'ERS'. Tough task but it will have to wait
until later when we can devole more time
to it and have a glance at our thesaurus
(swear words aren't allowed!). Reebok’'s
‘Energy Return System' pops straight to
mind, but that doesn’t go too well with
the rest of the title!

Saturday
3rd August

John: I've been coding the final bit of
intelligence for the little ‘rafi-paddling
creature’ at the bottom of the screen, |
thought I'd finished it but when | was
showing it to Andy last night (the Torture
Screen, obviously) | spotted a bug in it. This
means |'ll working on it again on Monday:.
Rob Ellis popped over this afterncon and
when we had eventually finished telling him
some of our ‘holiday stories’ we decided
that a load of us should go to the Southend
arcades next weekend. He mentioned
some of the features of Space Gun (his
favourite game at the moment), which got
me thinking. In it you must save a quota of
good guys, whilst blasting the aliens. Well
near the end of the game (which we have
reached) you start getting some of these
good guys running lowards you and then
'mutating’ into hideous aliens. Well how about
doing this with our cute 'n’ cuddly Fuzzies?
Great idea, huh?

Steve: Well the last time | worked on this part
of the game | said it would be the last time |
would work on it (7). Yeah, it's Torlure Screen
B. It seems like this is a neverending TS that
| can't get rid of. This time | have to add
some extra animations so that when the
poor Fuzzy gets prodded out of the cage
and lands he gets up nice and smoothly.

It's time to do the graphics for the level
loading screen as John will hopefully be
coding that soon. After a long discussion on
how we could graphically show three
Torture Screens on an island, we eventually
came up with a suitable answer. There would
be three doors to the three chambers on-
screen. When the one you are about to enter
loads in the door would open. So by the time
you were on the last Torture Screen you
would have three open doors on the
screen, see.

to build up this atmospheric forest scene, all we need now is a witch on a
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If you have played the classic computer game Chuckie Egg you
hardly need an introduction to this “cracking” sequel, which
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Well, after about two weeks of bright sunny weather someone
decided that we should have a typical British summer (ie pelting
down with rain). Personally | suspect it’'s the Scorelord’s doing, not
long after he purchased an extra long hnseptpe from the local DIY
shop it started raining cats and dogs. All we’'ve got to look forward
to for the rest of the year is kamikaze leaves in the avtumn and the
Newsfield car park turning into the local skating rink in winter.

Did you spot the deliberate mistake last month? | said that | would
be printing Shadow Dancer and Strider Il maps. They didn’t appear
because | ran out of room for Strider ll, and Shadow Dancer maps
weren’t available, perhaps you beloved readers could help by
sending one in?. What | do have this month are loads of hacks,
cheats, passwords and a map of Ocean’s Darkman. So make a cup
of tea, settle down and enjoy the tips | have prepared for your
enjoyment. And to answer the penplu whe moan abovut the
abundance of reset hacks ete, if you sent in more non-reset stuff |
would very happily print it, no probleme.

1 REM OCEAN HACK V1.7 BY WAZ 1991
2 REM GET THE PIXIES TROMPE LE
MONDE LP

3 FOR WA=384 TO 4111: READZ: C=C+Z:
POKE WA, Z: NEXT: IF C< >2740 THEN

PRINT “AARGH!": END
4 READ Z: IF Z=-1 THEN POKE 157,128:
SYS 384

5 POKE WA, Z: WA=WA+1: GOTO 4

11 DATA 169,147,141,085,003,169,001,141
12 DATA
086,003,096,072,032,156,001,104

10 DATA 032,086,245,169,032,141,084,003

13 DATA
206,032,208,096

And here are the DATA lines

PUZZNIC (infinite time & retries)
20 DATA
169,173,141,246,035,165,189,141
21 DATA 171,036,096,-1

MIDNIGHT RESISTANCE (infinite lives,
keys and weapons)

20 DATA
169,000,141,215,019,141,253,019

21 DATA
169,173,141,060,040,169,254,141

22 DATA 228,181,086,-1

DRAGON NINJA (infinite lives and time)
20 DATA
169,173,141,122,128,169,000,141

21 DATA 076,130,086 -1

VINDICATOR (infinite lives level 1)
20 DATA 169,173,141,081,140,096,-1

UNTOUCHABLES (autocomplete level
1)
20 DATA 169,160,141.070,144,096,-1

BATMAN THE MOVIE (infinite lives)
20 DATA 169,173,141,023,019,096,-1

‘music listing, to nn]lﬁthllmtﬂlt
instructions.

1. mmmmwmhhm

'&mmmmmmmm

-1mup#ummm1rm
mﬂ#a A seconds. ot

MULTIHACK 1.7 mwwwm
Not content with bringing us one Ocean | 5 REM *** SPIKEY M '_ g :

hack, Waz P returns with this offering. 10 FOR F‘MT,G - RE
To use, just type in the following listing 15 LET&.MEE (LEFT}

(and save it), add the data line for the

game you want, rewind the game tape to
the start and RUN the program.

mmmmmmmmw

wmm}ﬁ.m 0E,DC,A9,F1,8D,1A,D0,
.vﬁ.aaab 12.m.pa.ﬂ1 20,00,10
?ﬁﬁm
AD,00,DC,CS9, mm c9 ?E Fn,ﬂa.mz
Eﬁﬂ.ﬂﬂ'ﬁm.ﬂ
OF 85,04,86,03,8402,EE. 19,00 EE.20,00
. Jﬂ,ﬁ.iu

IF R<5 THEN R=R+7
ﬂmiimmww NEXT

EEEFG#?E'IWWFH]NT

mmﬂ
ED DATA

'8,A9,35,85,01,A9 46,8D FE FF ,A9,0F 8D
: JmEﬂ.FEF%?AEﬂ#

£,20,00,AD,00,0C
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CHASE HQ (infy turbos)
20 DATA 168,173,141,094,143,0986 -1

WEC LE MANS (infy time)
20 DATA 169,173,141,146,152,096 -1

RAINBOW ISLANDS (infy lives)
20 DATA 169,189,141,132,111,096,-1

TARGET RENEGADE (infy lives/time)
20 DATA
169,173,141,121,141,169,000,141

21 DATA 133,135,086,-1

NEW ZEALAND STORY (infy lives)
20 DATA 169,173,141,143,012,096 -1

TYPHOON (infy lives)
20 DATA 169,173,141,125,016,096,-1

RED HEAT (infy lives)

20 DATA
169,165,141,036,012,141,230,013
21 DATA 096,-1

ROBOCOP (infy energy)
20 DATA 169,000,141,128,173,096 -1

BATMAN: THE CAPED CRUSADER
PART 1 (infy energy)
20 DATA 169,181,141,159,125,096,-1

BATMAN: THE CAPED CRUSADER
PART 2
20 DATA 169,181,141,210,126,096 -1

Being an eagle eyed chap Waz has
spotted an error in the recent Turrican Il
music listing, line 10 should read:

10 FOR 1=4096 TO 4236: READ A%

DEFENDER OF
THE CROWN

(Mirrorsoft)

Al? oldie but a goodie, Waz p
this handl.lr listing for the tape version

Just type in the listing, then plonk the

Cassette in the tape deck and RUN the

gmgram‘. The game will now load with
50 soldiers, 250 gold pieces, 80

sent in

knights and 80 catapults,

2 FOR WA=384 TO 419: READZ
L ||~F+: POKE WA.Z: NEXT
END 2024 THEN PRINT *ERRORY"
4 POKE 157,128: SYS 384
10 DATA -

11 DATA

12 DATA

227,003,096, 169
13 DATA

141,255 109,169.080 1412

14 DATA 141,254,109,096

KNIGHT TYME
& STORMBRINGER

(MAD)

Thanks to Waz P, Magic Knight receives
a very helpful hand in these two infinite

141,225,003
226,003,169.00 1,141
240,141,252 109

23,109
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MIDNIGHT
(Megatape 21)

Thanks go to Steven
Shaw from West
Yorkshire for these
handy Lords Of Midnight
tips on where to find the
major characters.

LUXOR THE
MOONPRINCE

This is the easiest
character to find, mainly
because you start the
game in his shoes! He can
recrult most people but
don't let either Luxor or
Morkin die. If you do it's
end of game.

MORKIN

He is Luxor's son and the
only person whao can find
the ice crown. As | said
before don't let him die, the
fate of the Citadel of
Xajorlaith rests in his and
his father's hands.

CORLETH THE FEY
Corleth can recruit most
people, he is best al
recruiting Lords Of The
Fey. He is also a very good
fighter.

RORTHRON THE WISE
The best person to use
when recruiting, he can
pull in the most unlikely
recruits. Like Corleth he is

| also a very good fighter,

LORD OF SHADOWS

A Fey Lord, to recruit him
simply select Luxor,
Corleth, Morkin or
Rorthron. Face north,
move north twice and kill
the wolves (this doesn't
always happen, keep trying
till it does). Press 8 to face
northwest and you should
see a figure without a
horse — this is your target.
Move once and press
choose and select, the
Lord Of Shadows is now
recruited.

LORD BLOOD

A Lord Of The Free,
Corleth is probably the
best person to recruit him
so send him east from his
start position until it gets
dark. When dawn breaks
head northeast toward the
nearest keep, which should
be the Keep Of Blood. It's
now simple to recruit the
Lord Of Blood.

LORD GARD

He can be found at the
Citadel Of Gard, to find this
just look for the Mountains
Of Torkren on the map
supplied with ZZAP! Issue
76. Now look for the Plains
Of Silence. Found it?
Good, now find the only
nearby Citadel, this is
where Lord Gard resides.

LORD MARAKITH
Ancther Free Lord who can
be found at the Citadel Of
Marakith. Look on the map
again and find the Forest
Of Shadows, when you
reach them go east until
you reach another forest.
From here go north until
you reach the Mountains
Of Ithril. Go east from
there, passing the Plains
Of Marakith until you
reach the Citadel Of
Marakith (simple eh?).

LORD XAJORKITH

Lord Xajorkith resides in
one of the most important
Citadels of the whole
game; Xajorkith. He can |
be found by going to the
bottom of the map and
then heading east.

LORD GLOOM

Go to the top of the map
and head east to the
Mountains Of Gloom, near
here you will find the
Citadel Of Gloom.

LORD SHIMARIL

From the starting point on
the map head east

sixteen times and south
two. Here is the Citadel Of
Shimaril.

All the following Lords
are at Citadels or Keeps.

LORD KUMAR
Can be found on the
Plains Of Ithril.

LORD OF DAWN
Can be found near the

Mountains Of Dawn, close
to the Forest of Dregrim.

LORD OF DREAMS
Can be found in the
Forest Of Dreams.

LORD DREGRIM
Can be found in the
Forest Of Dregrim.

THIMRATH THE FEY
Can be found in a keep
near to the Mountains Of
Coreby.

LORD OF WHISPERS

Can be found in the Forest
Of Whispers.

LORD LOTHLORIL
Can be found in the Forest
Of Lothloril.

KORINEL THE FEY
Can be found at the

Village Of Kor, in the
Forest Of Kor.

LORD THRALL

Can be found at the
Village Of Thrall, in the
Forest Of Thrall.

LORD BRITH

‘Can be found at the Keep

Of Brith, near to the
Downs Of Brith.

LORD RORATH

Can be found at the Keep
Of Rorath, near to the
Mountains Of Odrark.

LORD TRORN
Can be found at the Keep

Of Trorn, near the Forest

Of Dregrim.

LORD OF MORNING
Can be found at the Keep
Of Morning, near the
Mountains Of Morning.

LORD ATHORIL
Can be found at the Keep

Of Athoril, near the Downs

Of Athoril.

LORD MITHARG

Can be found at the Keep
Of Mitharg, near the
Downs Of Mitharg and the
Citadel Of Shimeril.

LORD HERATH
Can be found at the Keep

‘Of Herath, near the

Mountains Of Ithril and
the Mountains of Kumar.

THE UTARG OF UTARG
Can be found at the Keep
Of Utarg, on the Plains Of
The Targ.

FAWKRIN THE
SKULKRIN

Can be found at
Moonhenge on the Plains
Of The Moon.

LOGRIM THE WISE
Same as Rorthron The
Wise, can be found at the
Tower Of Logrim, near the
Plains Of Fadrath.

FARFLAME THE
DRAGONLORD

Can be found at the Ruin
Of Coroth, in the
Mountains Of Dodrak.




energy listings. First up is Knight Tyme.
Just type in the listing, insert the game tape

into the cassette deck and RUN the proggy.

1 REM KNIGHT TYME HAX BY WAZ 1991
2 FOR WA=528 TO 568: READZ: C-C+Z:
POKE WA, Z: NEXT

3 IF C< >3804 THEN PRINT *ERROR":
END

4 POKE 157,128: SYS 528

o DATA 032,086,245,169,032,141,159,004
6 DATA 169,035,141,160,004,169,002,141
7 DATA 161,004,096,238,032,208,169,049
8 DATA 141,059,009,169,002,141,060,088
9 DATA 096,169,000,141,039,023,076,016
10 DATA 008

And now here is a Stormbringer listing,
again type in the listing, lob the cassette
into the deck and RUN the program.

1 REM STORMBRINGER HAX BY WAZ
1991

2 FOR WA=528 TO 568: READZ: C=C+Z:
POKE WA.Z: NEXT

< IF C< >3900 THEN PRINT "ERROR";
END

4 POKE 157,128: 5YS 528

5 DATA 032,086,245,169,032,141,159,004
6 DATA 168,035,141,160,004,169,002,141
7 DATA 161,004,096,238,032,208,169,049

8 DATA 141,059,009,169,002,141,060,009,

9 DATA 096,169,000,141,131,027,076,016
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MEGATAPE
MADNESS

DREAM RAIDER
Thanks again go to Waz
For infinite lives and time
type in this listing and
RUN it, then load up the
game

| REM DREAM RAIDER
HACKS BY W

2 FOR WA=600 TQO 628:
READZ: C=C+Z: POKE
WA Z: NEXT
JIFC<=>3460 T

PRINT "DATA ERROR"

EMD
4 POKE 157,128 5Y5
B00

5 DATA

032.086 245 169,104 141,

169,173,141,251,076, 169,

165,141
8 DATA
099 O77.076.013.008

A guy from Aussie land

calling himself Wonko The

Sane (obviously a Douglas

Adams fan) has sant in
these handy Megatape
POKES, it only remains
for me to say so long
and thanks for all the
fish

DRACONUS

Load the game, resel
and lype In

POKE 10953 173

POKE 9926.173 (infinite
lives)

POKE 5426.,173 (infinite

fire)

LZYBEX

Load the game, reset

POKE 2

FOKE 2

POKE 2
POKE 2866812
SYS 1634

PARALLAX

'he passwords are

Level 1 — STACK
Level 2 — JEWEL
Level 3 — PARCH
Level 4 — SALON
Level 5 — GLOBE

Here are the level codes,
thanks to me old malte (and
lellow Front 242 fan) Waz

FI

— FIRST
I||ll"'| .ll F | L |_ -"r"
MOUSE

FLUTE
TROUT
SLIME
PLANK

RABID

Level 1
Level 5
Level 9
Level 13
Level 17
Level 21
Level 25
Level 29 —

BOUNCES

Load the game and resel
the C64, then type in

SYS 4104 then POKE

: -10) (return). You
ow play the tunes

thanks to Waz P

'
=
O
<
3
e
5

10 DATA 008

8 DATA 206,001,169,034,141,207 001,096
9 DATA 023,001,026,169,056,141,115,192
10 DATA 169,002,141,116,192,076,000,192 | (PSmonweare) 3
11 DATA 169,165,141,093,016,141,016.028 After the ten passwords | pi last
12 DATA 141,040,022,076,000,006 month come the other 40 courtesy of |
lwan Owen from huge
flapping breeks ahoy 1
mﬁ}us‘l 1 NOPASSWORD 2 LEVEL2
P erchange. o e e 4 COWBOY & OOPSUP
Victor Virus, Here is a short music listing, just load the 8 O140H7 1ﬂm
hrilling climax. game and reset it. Now type in; 12 RACKET 14 GRAZZY
(S SR i 16 UNLINK 18 EUROPE
Level 6 i 8225 20 FREEZE 22 M7TMS49
Level 11— DITL 20ForA=1TO9 23 GALVAN 24 KLOWWN
Level 16— DUCK 30 NEXT A 25 INDIGO 26 JINGLE
Level 2L ™ TANK 40 GOTO 10 27 JOGGER 28 INSIDE
i a1 B EFmS
ti:& 31 — GOLD DOUBLE 31 HINBON :;ag m
Level 41 — BANG DRAGON 2 35 ELTRIC 36 187293
— MUFC A
Level 46 (Virgin) 37 QROVUY 38 DOUBLE
39 ROLLER 40 CLOSET
For infinite lives and time type in this 41 SLOWLY 42 BIZNEZ
Waz listing, then plonk the cassette 43 124816 44 TARGET
PREBA'QR into the deck and RUN the program. :Emm ﬂ’m\fﬁmm
7 531 '
(The Hit Squad) 49 YZX3WS g KLHZD?;ED
Here is Waz's listing for infinite lives, ; - —————aiil
time and grenades. Just type in the 2 FOR WA=400 TO 431: READZ;
listing, insert the game cassette and RUN C=C+Z: POKE WA Z: NEXT “ A nc
the prog. 3 IF C< >3439 THEN PRINT “ERROR™: (Ocean)

END
4 POKE 157,128: S¥S 400
2 DATA

1 REM PREDATOR HACKS BY WAZ 91

Here are a couple of reset cartridge
2 REM INFINITE TIME, GRENADES AND

pokes for the game that sounds like Mark

LIVES 032,086,245,169,076,141.096.003 but it isn't! Just load up the game and
3 FOR WA=528 TO 581: READZ: C=C+Z; 6 DATA reset it, then type in the following for
POKE WA Z: NEXT 169, 165,141.097.003 169 001.141 loads of infinite fun and frolicks around
4 |F C< >4942 THEN PRINT “ERROR": 7T DATA this Ocean corker!

END 098 003,076 .081.003 169 173.141

5 POKE 157,128: SYS 528
6 DATA 169,029,141,040,003,169,002,141
7 DATA 041,003,032,086,245,169,011,141

8 DATA POKE 26088,0
POKE 28112,173

POKE 28279,173 (infinite credits)

(infinite bullets)

e
U7, 000,068
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THE ULTIMATE
MUSIC HACK

Yes, Waz P has finally done it, the
biggest music listing of his short but
distinguished career. Here are the
Instructions for loading this musical
masterplece.

1. Type in the listing and save it to tape/disk

2. Load the game of your choice and reset
the C64

3. Reload the saved listing

4, Add the data line for your chosen game
5. RUN the program

6. Press 1-9 to hear the tunz

NB. on some games the screen will appear
corrupted, don't worry as this is quite
normal for a game that has been hacked to
death by Waz.

0 REM THE ULTIMATE MUSIC HACK BY
WAZ

1 REM TO BE USED ON LOADSA Cé&4
GAMES

2 FOR WA=4096 TO 4201: READZ:
C=C+Z; POKE WA, Z: NEXT

3 IF C<>12599 THEN PRINT "ERROR!"
END

4 FOR WA=4202 TO 4210: READZ: POKE
WA Z: NEXT

5 READ M,A,R K: POKE 4114 M: POKE
4115 A; POKE 4134 R: POKE 4135 K:
POKE 4169 M: POKE 4170 A

6 READ W X: POKE 4111,W: POKE
4166, W: POKE 4112, X

7 PRINT CHRS$(147); "PRESS 1-8 FOR
TUNZ": SYS 4096

10 DATA
120,169,016,141,021,003,169,003

11 DATA
141,020,003,169,053,133,001,162

12 DATA
000,032,083,016,169,055,133,001

13 DATA
169,075,141,181,220,088,076,030

14 DATA
016,169,053,133,001,032,083,016

15 DATA
169,055,133,001,160,000,185,088

16 DATA
016,141,000,220,173,001,220,217

17 DATA
097,016,208,019,185,106,016,141

18 DATA
071,016,169,053,133,001,162,008

19 DATA
032,083,016,169,055,133,001,200

20 DATA
192,009,208,218,076,126,234,096

21 DATA

127,127,253,253,251,251,247 247

22 DATA

239 254 247,254 247 254 247 254

23 DATA 247 254

DATA LINES PART 1

Due to limited space (and my knackered
typing fingers) the data lines for the
Ultimate Hack will be printed in two parts,
so0 here is part one.

GERRY THE GERM (Firebird)

00 DATA
0,1,2.:3,4,5,6,5.4,0,224,18,224,169,0
COMMANDO (Elite)

100 DATA

J;;u;j

| ]
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0,1,2,0,1,2,0,1,2,0,80,18,80,169,0
STAR PAWS (Software Projects)
100 DATA
0.1,2.0,1.2,0,1,2,193,188,9,176,169,0
DELTA (Thalamus)

100 DATA

2

DRAGON'S LAIR Il (Software Projects)
100 DATA
7,8,9,7,8,9,7,8,9,15,192,21,192,169,7
ACE Il (Cascade)

100 DATA
0,0,0,0,0,0,0,0,0,83,16,63,224,169,0
CRAZY COMETS (Mastertronic)
100 DATA
0,1,0,1,0,1,0,1,0,0,80,12,80,168,0
MONTY ON THE RUN (Gremlin)
100 DATA

0,1,2,0,1,2,0,1,2,84 149,18,128,169,0
F1 SIMULATOR (Mastertronic)

100 DATA
0,0,0,0,0,0,0,0,0,0,192,17,192,169,0
NEMESIS THE WARLOCK (Martech)
100 DATA
0,0,0,0,0,0,0,0,0,9,224,15,224,169.0
RASPUTIN (Firebird)

100 DATA
0,1,0,1,0,1,0,1,0,0,192,32,192,169,0
BUMP SET SPIKE (Mastertronic)
100 DATA 0,1,0,1,0,1,0,1,0,0,52,6,52,169,0
ARCADE CLASSICS (Firebird)

100 DATA
0,0,0,0,0,0,0,0,0,9.48,15,48,169,0
ONE MAN AND HIS DROID
(Mastertronic)

100 DATA
0,0,0,0,0,0,0,0,0,0,176,21,176,169,0
KENTILLA (Mastertronic)

100 DATA
0,0,0,0,0,0,0,0,0,0,171,6,171,168,0

GAPLUS (Loader) (Mastertronic)
100 DATA

WAR (Martech)

100 DATA
0,1,2,3,4,5,6,7,0,48,228,54,228,169,0

| BALL (Firebird)

100 DATA
0,0,0,0,0,0,0,0,0,31,229,9,224,169,0
IK+ (System 3)

100 DATA
0,0,0,0,0,0,0,0,0,8,224,15,224,169,0
INTERNATIONAL KARATE (System 3)
100 DATA
0,0,0,0,0,0,0,0,0,0,174,12,174,169,0
THING ON A SPRING (Gremlin)

100 DATA
0,0,0,0,0,0,0,0,0,0,192,18,192,169,0
AUF WIEDERSEHEN MONTY (Gremlin)
100 DATA
0,1,2,3,8,9,10,11,12,9,228,15,228,169,5
LIGHTFORCE (FTL)

100 DATA
0,0,0,0,0,0,0,0,0,185,240,191,240,169,0
THUNDERCATS (Elite)

100 DATA
0,0,0,0,0,0,0,0,0,12,237,18,237,169,0
SIGMA 7 (Durrell)

100 DATA

TARZAN (Martech)

100 DATA
0,1,2,3,7.8.9,10,11,3,224,12,224,169,6
SHOCKWAY RIDER (FTL)

100 DATA
0,0,0,0,0,0,0,0,0,60,242,9,237,169,0
RICOCHET (Firebird)

100 DATA
0,0,0,0,0,0,0,0,0,9,144,15,144,169,0
UN SQUADRON (US Gold)

100 DATA 1,2,3,1,2,3,1,2,3,192,32,
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0,1,2,3,0,1,2,3,0,1,0,176,117,180,162,0
SPORE (Bulidog)

100 DATA
0,1,0,1,0,1,0,1,2,0,232,60,233,168,0
DESTRUCTO (Bulldog)

100 DATA
0,1,2,0,1,2,0,1,2,048,76,49,169,0
WIZARD WARZ (US Gold)

100 DATA
ﬂ.1.2.{!,1.2.{].1,2,01192,3,191159.1]
PACLAND (Grandslam)

100 DATA
0,1,2,3.4,5,6,7,8,20,178,105,176,169,2

THE JOLLY JON
DUNN MUSIC

-

it
— ctas o —> o S ——r e = Pu“n
&~ o «— BN FPeter De Bie from Tulip Land is the
S sender of this well trendy music listing,
{ P the battle is still on between him and
s S Waz P for the title of Mr Music 1991. But
h\ on with the listing.
.
1 e Yy = INSTRUCTIONS FOR USE
v 1. Type in the listing and save it to tape/disk
' for further use.
| ) 2. Load up the game of your choice and
. = reset the C64 (sorry folks but it's another
, it reset cartridge listing).
S — “i e 3. Load the saved Jolly Jon Dunn listing
‘{'ﬁ% g WEAET SRR IR bty By P NIRRT TRl and add the DATA line for the game you
evel 4——" have loaded.
" ' - g . @ 4. RUN the listing and the tune will play,
Level 5— 0 1 5 REM *** THE JOLLY JON DUNN MUSIC
& PLAYER ***
6,26,169,1 [ 6 REM *** BY PETER DE BIE FOR ZZAP!
ELIMINATOR I (C § 3 64 ***
(Hewson) ' 10 FOR X=4096 TO 4192: READ Y
100 DATA € Z=Z+Y: POKE X,Y: NEXT X
0,8,16,24,0,8,16,24,24, v ‘_@ 11 IF Z2<>10300 THEN PRINT “OOPS!I":
75,160,173,160,162,0 END
ENDURO RACER 12 READ D1,02,D3,L1,11,12,P1,P2
(Activision) (= 13 POKE 4121,D1: POKE 4122,D2: POKE
100 DATA =7 4123,03
0,1,2,0,1,2,0,1,2,0,240, — il U 14 POKE 4124,L1: POKE 4127.11: POKE
58,241,169,0 4128,12
POLTERGEIST (Code e 15 POKE 4159,P1: POKE 4160,P2
Masters) 16 8YS 4096
100 DATA & ® 20 DATA
0,1,2,0,1,2,0,1,2,0,192, = v 120,169,53,133,1,169,0,141,14,220,169,12
57,193,169,0 7,141,26,208,169,37, 141,254 255
SUPER STUNTMAN L 21 DATA
(Code Masters) 169,16,141,255,255,44,0,0,162,0,32,0,0,88
100 DATA o e .76,78,16,141,0,15,142,1
0,0,0,0,0,0,0,0,0,0,224, A0
40,225,169,0 22 DATA
DIZZY (Code Masters) i G~ 140,2,15,206,25,208,169,51,141,18,208,16
100 DATA 9,27,141,17,208,238,32 208,32
0,1,2,01,2,0,1,2,1,242, 23 DATA
74,243,169,0 Y 0,0,206,32,208,173,0,15,174,1,15,172.2,15
NORTHSTAR ] ——a Moy .64,169,127,173,0, 220,173 1
(Gremlin) —— O ESL 24 DATA
100 DATA 0,2,46,3,1,58,14,0,224 3,224,169,0 220,201,127,208,244,169,55,133,1,76,226,
0,1,2,0,1,2,0,1,2,0,240,3,240,169,0 BEYOND THE ICE PALACE (Elite) 252
720° (US Gold) 100 DATA
100 DATA 0,1,0,1,0,1,0,1,0,14,177,78,178,169.,0 Here are the DATA lines
0,1,0,1,0,1,0,1,0,0,192,3,192,169,0 PANTHER (Mastertronic) ARKANOID 2: REVENGE OF DOH
RED MAX (Code Masters) 100 DATA 100 DATA 32,222.139,160,15,141,219,142
1,2,3,1,2,3,1,2;3,0,224 161,224 1691 0,0,0,0,0,0,0,0,0,0,144,81,145,169,0 (X =0,10,20,30,40,50)
DICK TRACY (Titus) WIZARDS PET (Mastertronic) BASKET MASTER
100 DATA 100 DATA 100 DATA 32,222 ,49,160,15,51,149,52 (X
0,1,2,3,456,7,8,3,224,0,224,169,0 0,1,0,1,0,1,0,1,0,56,163,105,164,169,0 =10,10)
JACK THE NIPPER 2 (Gremlin) ROLLERBOARD (Capital) DALEY THOMPSON'S OLYMPIC
100 DATA - 100 DATA CHALLENGE
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100 DATA 44,0,0,162,0,224,106,224 (X
=0TO 6)

DRAGON NINJA

100 DATA 44.0,0,162,118,224,72,225 (X
=0,6,12,18)

GUERILLA WAR

100 DATA 44,0,0,162,0,180,107,180 (X
=0 TO 3)

MATCH DAY 1

100 DATA 44,0,0,169,28,196,1,192 (X =
1TO 2)

NEW ZEALAND STORY

100 DATA

44,0,0,162,162,99,110,249, 110 (X =
0,6,12,18,24,30,36)

OPERATION WOLF

100 DATA 44,0,0,162,182,235,33,236 (X
=0TO 4)

PLATOON LEVEL 1

100 DATA

32,222,224 160,15,226,149 227 (X =
0,10,20)

PLATOON LEVELS 2 & 3

100 DATA

32,222,224 160,34,226,168,227 (X =
0,10,20)

RAMEBO Il LEVEL 1

100 DATA 44.0,0,162,0,224 224 224 (X
=0TO 3)

RAMBO Il LEVELS 2 & 3

100 DATA 44,0,0,162,0,224,224,224 (X
=0,6,12)

RED HEAT

100 DATA 44,0,0,162,210,238,104,239
(X =0,6,12,18)

RENEGADE il (ALL LEVELS HAVE
THE SAME DATA LINE)

100 DATA 44,0,0,162,210,149,91,150 (X
=0,6,12,18,24,30,36)

ROBOCOP

100 DATA 44 .0,0,162,128,36,79,37 (X =
0,6,12,18,24)

ROBOCOP Il

100 DATA 44,0,0,162,140,155,131,156
(A =0,06,12,18.24 30, 36,42 48)

RUN THE GAUNTLET

100 DATA

32,157,152,162,0,144 237,144 (X = 0,6)
RUN THE GAUNTLET: WATER
SECTION

100 DATA 44.0,0,162,60,105,208,105 (X
= 0,6

RUN THE GAUNTLET: HILL SECTION
100 DATA 44,0,0,162,178,140,70,141 (X
= (0,6)

RUN THE GAUNTLET: LAND SECTION
100 DATA 44,0,0,162,213,93,105,94 (X
= 0,6)

SUBTERRANEA

100 DATA 44.0,0,169,21,232,1,228 (X =
1TO 2)

TOTAL RECALL

100 DATA 44,0,0,162,160,224,126,225
(X =06,12,18,24,30,36,42,48)
TYPHOON

100 DATA 44 .0,0,162,0,224,113,224 (X
=0TO 4)

THE UNTOUCHABLES

100 DATA 44.0,0,162,11,44 159,44 (X =
0,6,12,18,24,30,36,42,48)
VINDICATOR LEVEL 1

100 DATA 44.0,0,162,210,41,69,42 (X =
0 TO 3)

VINDICATOR LEVEL 2

100 DATA
32,18,190,162,167,174 150,175 (X =0
TO 4)

VINDICATOR LEVEL 3

®* NUMBER 77

100 DATA
32,116,188,162,77,173,225173 (X =0
TO 4)

WEC LE MANS TITLE

100 DATA 44.0,0,162 562,225 3,226 (X =
0)

WEC LE MANS END

100 DATA 44,0,0,162,145,129,93,130 (X
= Q)

SPY VS SPY

(Megatape 22)

Definitely a game for sly, shady
characters (perhaps that's why arty-
farty Markie's so good at it!) the
classic MAD duel appears on this
month’'s Megatape. Here's all the dirty
tricks any sneaky spy should know.

1. THE START. In what has to be a
pretty savage game your first act should
be to slaughter your opponent —
vicious, eh? Well, against the computer
this is definitely the only way to win.
Once he has been killed, rig up traps
on the exit doors from the starting room.

Collect any items, then rig up the doors.
When your opponent reappears and
tries to get out, a trap will get him. Then
do it again.

If you can, do it on the first door then
on all the others that you pass through.
This way a complete line of doors from
the starting room will be inaccessible to
your opponent unless he fancies dying
several times! During this you must try
not to run into your own traps or else it'll
be you going back to the beginning!

The initial cold-blooded murder is
easier than you think. On a low 1Q
computer opponent, bash him with the
club. Otherwise try to catch him with a
trap as soon as you can.

2. THE TIME BOMB. A great way to
beat the computer on any level, You
may have found that sometimes the
computers spy will try to get through a
door that you are blocking from the other
side. As long as you do not move, it will
struggle without success to get through.
This is the ideal time to use the time
bomb. Get the time bomb ticking away.
Count to 10 or 15 then run for another

£ = Gl GRate
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door. Try to get the computer's spy to win. Find a room where there's an item collection, booby-trap the doors again,
chase you. (By the way, this doesn't to be collected. Now booby-trap every ready for when the other spy comes
work in rooms where the only exit is the door with buckets of water and/or guns looking again!
one you're blocking, unless you manage and strings.
to dodge the computer’s spy and get Try to use traps for which the 4. THE STING. In a game where foul
through it again.) remedies are not around. For example, if play wins the day — good catchphrase,
Block this door in the same way that using the gun on a string make sure that  that! — it should only be natural that the
you blocked the others. If all has gone the scissor cabinet isn't easily surest way to win is the most sneaky,
well the computer's spy will be struggling  discovered — not in the adjacent rooms. dirty trick yet.
to get through the door you are blocking. To be exceptionally sneaky You must have found the room with
And he will be in the ‘time-bombed’ concentrate on one particular door trap the airport door in it for this to work. To
room. It shouldn't be too long before he — best is the water bucket as it is easily win just booby-trap yourself in. Use the
turns into an angel and flutters away. It set up. Whenever you come to an tips as given earlier and you should win
helps to know how long the fuse on a umbrella stand where the only remedy every time. The computer spy will come
time bomb lasts. Play "suicides’ by using for the water bucket is to be found, into this room only when he has all the
it on yourself, and get to know the time booby-trap it. This way a wily computer items in the briefcase. When he gets
needed to escape. spy gets blown up whilst trying to find there your door traps will nail him and
The time-bomb can be used after your the remedy! All other remedy cabinets you just go into the room where he
opponent has been killed in the start can be booby-trapped too. ceased to be, collect the items he has
room. Again knowledge of the fuse helps The whole thing works when the left and depart through the airport door.
a great deal. Timed right the bomb will computer's spy comes looking for the
blow up just as your opponent item that you have in the booby-trapped 9. THE SUICIDE. Can be useful,
reappears! room. The moment he tries to enter — honestly! When you can see that the
dead! You can then go into the room computer spy has found the correct
3. THE BARRICADE. Another sure-fire where he was and collect the items he remedy to open the door to the room
way to win is really sneaky, but in this left behind. Transfer them into your room  which you are locked in you should drop
game you need to play really dirty to — and if you still don't have a complete the time bomb so that it goes off when

(Ocean) After you have beaten up the last two ninjas, you have
Hey! He's dark, man! yes? Well perhaps not then, but completed level 1!!

here's a veritable plethora of Darkman goodies for you

sent in by Martyn Von Dykes from Buitenes in Holland Level 2. See map.

to help you get poor old Peyton Westlake to the end of

his trying ordeals! Pity he looks like an overcooked Level 3. Just keepon running to the

pizza isn't it ‘cause Fatty Phil has started dribbling right, don't stand too still long, keep

with hunger at the sight of him. Poor boy! He's only jumping, but watch very carefully

just finished polishing off 4 large portions of faggots, where you jump! Not a very hard

chips and peas! He must be starving! level

Level 1. Not that easy level, you have to jump over dogs Level 4. Just check out the map!
and ninja-stars, duck for bullets and ninja-stars and beat

up some ninjas and strong build men Level 5. Also not a very hard level,
In this order; 2 men (beat them up), dog (jump), ninja- just try to avoid the cars, trucks and
stars (jJump and duck), 2 men, dog, 2 men (1 is shooting, explosives by going to the right or to
S0 duck), ninja-stars, 1 hinja and 1 man, dog, £ men (1 the left.

shooting), ninja-stars, 2 ninjas

Level 4
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he comes In — you'll both go up together
but at least he hasn't won,

6. THE SEQUENCE. This Is essential
when the computer's |Q |s 3 or above. At
this level it usually finds the remedy to
every trap, and in hand-to-hand combat It

Is very tough. It is possible to confuse even

a high 1Q computer spy though by using
the line of traps as mentioned earlier. This
time, though, using first the water bucket
then the gun on a string and so on. The
computer can naturally remedy most traps

but this will confuse it for sure — just using

the gun trap takes longer.

7. THE CACHE. This final tip is simply a
way of beating a human player, although
the computer will fall for it just as often.

First you must find a room in which there is

only one item of furniture. use this to store
your finds.
When you hide an item in it, booby-trap

the single piece of furniture. Whenever you

find another item just enter the room and
press fire — it will automatically go behind
the single piece of furniture.

Alternatively select a certain type of
furniture to use as a hiding place — say

televisions. Always use a trap on it that can
be remedied — if using a spring make sure

that the wirecutters are available. Not too
available though — you don't want your
opponent plundering your secret
hideaways.

When you have all the items safely

hidden, diSﬂﬂEEl of Your EIIFJIJDF‘IETII and then
collect all the items and make a runner for

it.

As l've said, the only way to beat Spy Vs

Spy is to play really really dirty! So don't
forget to wash afterwards so it's out with
the carbolic and a damn good scrub for
later!

So that's it for this month
folks, and a real struggle it has
been to pull stuff together. At
the time of writing it's about
three quarters of the way
through the school hoiidays,
loadsa work | thought. Last
minute panic more like, 1've
been running around the office
like a headless chicken (not a
pretty sight, especially when
everyone in the Zzap! office
starts slipping around on my
guts!).

| hope next month will be an
improvement, if any of you
have any maps, hints or cheats
to send in, especially on
Rodland, T2 or Hudsoen Hawk |
would be eternally grateful.
Again [(duve to the lack of
material) no one wins the
thirty quid prize, so it stays in
my pocket to burn an even
greater hole as Ludlow’s tuck
shop is crammed with tasty
goodies! Send all your work to
Newsfield, It's Corky, ZZAP!,
Ludlow, Shropshire S5Y8 1JW.
Until next month, remember
that there is no fate bar the

one we make for ourselves.
227777 - Ed!)

if you're still scratching
your head from last
month's Masterblaster
quiz, then | shovuld see
the nit nurse! Seriously
though, it was a bit
tricky — it was even
tougher before we
persuaded Robin to
make it slightly easier!
Here are those magic
answers.

A) THE NAME GAME
Award yourself 1 point for
each of your maximum five
titles, except where stated.
Chris Buller — Space Harrisy
Ghosis ‘N Gobiins, Turbo
Charge, Guardian, Commando,
Hyperrcull, MNimja Spint, £,
Thuhderblade, 720¢, Powear Drift
2. Jeft Minter — Batalyx,

Revange OF The Mufant Camels,

Affack CLF The Midan! Camels,
Revange 2, Ancipital, Indis
Alpha, Gadrunner, Sheap In
apace, Mama Liama, Hovver
Bovver, Psychedelia, Laserzong
Matnk, Hell Gale, Melagalachc
Liamas Battle Al The Edge Of
Time
3. John Meagan — Slapfight,
Navy sEALs, Robolop, The
Untowchables, Tolal Recall
Oparation Thunderboll (2 pls)
4. Sensible Software — Wizhai,
International 30 Tennis, Insects
In Space, O No!, Galax-i-birds
SEUCK, Twister — Mother of
Chariofte (2 pts), Paraliax,
MicroProse Socoer
5. Andrew Braybrook/Graftgold
Rainbow lslanags, Head The
Ball, Uridium, Allaykal
Morphaus, hvan Tron MWan

Slewart’s Super Off Road Racar,

Paradroid, Grbbly's Day Dut,
Grbhly's Spacial Day Out,
Heavy Metal Paradroid

B) WE ARE DETECTIVES
Award yoursell 2 points for
each correct answer,
Wizball
2. Duake Minus One
Bombuzal
Aflen Syndrome
5, Grbbly's Day Out
Thundercals
atnder
Grean Baral
Furbo Outl Run
10, Navy SEALs

€) CONNECT 4
Give yoursalf a pat on the

back and 5 points for each
corract answar.

1. They all had extra

DAnswrarsd

dalaiex pansion packs eleased
[FRT | BTARR

' They all spawned highly

g nness il =-|-l|.|-:-|-.

i Thexy were all written by Jahn
Twiddy

4. Thay were all Gold Medalks!
5. They're all based in
wanchastor

0. Segquels were plannad bul
they ve navear ap peEred

. They weare all April Fools!

8. Games we never reviewed for
SOMEe 0dd reason

0. They're still going but they're
nol wriling games anmyrmore

10. The faces of the actors from
each film ware copyrighted (o tha
fikm only and couldn't be used n
the games

D) oDD ONE OUT

1. Puzrznic — 0 points for
spotting that all the others ame
Capcom coin-ops but 5 points for
spotiing that the others had
music donae by the Follins

2. atunt Car Kacer — 5 poinis if
vou knew that all the others weare
released hirst on the BBUO

3. Hackar — All the othars have
To-bit only sequels — give
yourself 10 points for being &
leger dick!

4. Elte — 0 points Tor ‘spotiing it
begins with E! Bul 5 points go for
an All the others are multiloaal’
NS WEr

0. opoints 1o one of tha
FONCWITID) ansWers

Galaxy Force — All the others
are st on Earth

Sonic Boom — All the athers
used 3-D and had hydraulic
syslems in the coin-ops

E) THE GOOD, THE BAD
AND THE COMPUTER
GAME

The Good Guys/The Bad
GuysiThe Gama

3 points for each correct
matchup of all 2 names. 0
paints for 2 out of 3 name
matchups!
Hasnnaxs/Acamanion Drud
Roy Adams and Handy
Jones/Espanosal/Oparation
Thunderbold

Wiz and Nifta/Zark/Wizhail
Captain lvan Danko/Vikior
RostavilliRed Heal

Jaysan and KalraThe
Egrons/ Starglider

Captain of the Jolly RogarThe
ManchilSpace Rogue

Luxor the MoonprincelSharath
the Hearstealer Doomdank’s

e

lahnny deimbo Babwy
McGbtasd | he W

Leader irfifiraior

Thngf The Ewvil 1oy Gotsled Thrg
O A Spring

JP Siryker/ The Dragon/Beach

Head I

F] THE WORD
2 points for each right answaer,
1, Black
Z. Shadow
3. Super
Minja
5. Firg

G) JUMBLE SALE
2 points per answer!
1. lvan ‘lron Man' Slewart’s
Super Off Road Racer
Morpheus
Ciperation Wolf
A View To A Kill
=y Hurler
B. Shadowfire
7. The Greal Giana Sislars
8, Undemnwiinide
8. Impossible Mission
10. Spate Harner

H) TOP RATINGS

A healthy 5 points for each
oné right.

1. Warld Games

2. Paradroid

3. Frankie Goes To Hollywood
(98, 5%)

4. The Senlimel

5. Elite [35%)

$0 HOW DID YOU
SCORE?

0-10 points — No, this isn't Pig
Farmer's Weakly!

11—40 points — Well, you've gol
a Commodore, Commodore PET
that is!

41-99 poinis — ZZAF! Teaboy
100-159 points — One or two
slip-ups in your knowledge, gel
some Back Issues from the
ZZuperstore nowl

160199 points — Graat all-
rounder, your mum would be
proud of yvou. (I yOU Could evar
pull yoursell away from the mag
o tall harl)

L00-241 points — Born {o
Shmup!

242 points exactly — An
incredible achievement!!! Top
Marks!!!! Ever thought about
working for ZZAPY 7

243 points or mora — Typa in
this littte program and RUN i

10 PRINT *YOU CHEATY

20 GOTC 10
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POST &
PACKING
FREE -

| T992 CAILENDARS E£E4.99
|| caLenoar Details | oty | PRICE | CALENDAR DETAILS PRICE
: KEVIN COSTNER JASON DONOVAN
|| LTOM CRUISE THE DOORS
Il [ JAMES DEAN GUNS 'N' ROSES
I| [MICHEAL J FOX MC HAMMER
Il "'MEL GIBSON MICHAEL JACKSON
' "DAVID HASSELHOFF KYUE
MARILYN MONROE NNA
Il | MICKEY ROURKE METAL LADIES
I| | SHWARZNEGGER METALLICA
| | PATRICK SWAZYE GEORGE MICHAEL
| [BLUES BROTHERS NKOTE
i| | TERMINATOR 2 POISION
I| [GHOST SEX PISTOLS
I| FACIDC
Il FBEATLES
|| [EON oI
i| | DAVID BOWIE
il [THE CURE
I| [ DEF LEPPARD NAUGHTY GIRLS
: DIRE STRAIGHTS SOCCER STARS
| T - FrIr=rs FT66 .59
| [-sHmT DETAS [sizE PRICE | T-SHIRT DETALS | SZE PRICE
1| | JAMES DEAN GUNS ‘N’ ROSES
il [A-HA HULK HOGAN
Il | QUEEN INSPIRAL CARPERTS
Il Feon o JAMES
|| [Acic KLF
|| | WHITESNAKE MC HAMMER
I| | SISTERS OF MERCY STONE ROSES
I| [ PRINCE MADONNA
: INXS CHESNEY
o [WET, WET, WET NKOTE (JOEY)
il | SIMPLE MINDS NKOTB JORDAN)
| NKOTB (TOUR)
I R ———
| :
|
| FosTeR DEALS
I| | 8Ros NKOTB JIGSAW | 1.50
Il | GUNS ‘N ROSES NKOTB CAP 499
{ MADONNA JOKE PACK 5,50
il | NEOTB POP MAG PACK 1.99
| | ENCLOSE A CHEQUE/PO FOR £ DEPT
|| NAME b
lI ADDRESS
|
|
: POSTCODE
|| MAKE PAYABLE & SEND TO: MEGA MAIL ORDER,
i| | SANDYLANDS HOUSE, MORECAMBE, LANCASHIRE, LA3 1DG.
|

— e (P SN S S S——

STRATEGY

DEATH KMNIGHT OF KRYNN: Movr, the Lord of the Death Knights, Soth himsalf, is
prapaning to wreak harvoc in an erupbon of evil such as Krynn has never witnessed! As
members of the special Solamnic Order of the Champions of Knymin, you and your party
stand as the only force capable of answenng Soti's deadly challange, New monsters,

new spells and enchanced combat Fantasy role-playing beyond anything you've ever
expenenced. C64 disk £24 95,

WASTELAND: Ifs 2087 World War Il has come and gone, As a Desar Ranger,
you've vowed 10 help rebuid humanity...but first you have sunive. Surpnsing subplots
twist and tum to a final conflict agasnst mankind's greatest threal From the crealors of
The Bard's Take senes, T4 disk E16.95

MICROLEAGUE FOOTBALL: You get the players - 20 pro Football rosters featunng
your real - He grdiron hemes. You control the teams - both offense & defense - and al
the action, basad on the actual season stats and performances from the real players
and leams, You win or lose based on your coaching strategies. Thes is no boring arcade
- shyle game. MLF is thinking man's footbal

CiB4 disk £24 55

NAM: is the tactical wamgame that tests your abiity to command in six challenging, real-
ife scenarios. A vanety of units, including APC's machine guns, monars, artilery,
recoilles, rifles, tanks and helicopters. Thres levels of difficulty, Six different scanenos
invohing LS., South Korean, ARV, MLA and NVA forces. NAM is a tachcal strategy
wargame of LS. and allad forcas n VIETNAM

CBd desk E12.95

CLUE BOOKS: at £7.95 each: BARDS TALE |, Il OR lll, BUCK RODGERS
CHAMPIONS OF KRYNN, CHADS STRIKES BACK. CURSE OF AZURE BONDS.
DEATH KNIGHT OF KRYNN, DRAGON WARS, DUNGEON MASTER, ELITE,
ELVIRA, EYE OF THE BEHOLDER, MANMNIAC MANSION, MIGHT & MAGIC |,
MIGHT & MAGIC II, NEUROMANCER, POOL OF RADIANCE, STARFLIGHT,
WASTELAND OR ZAK McKRACKEN, INDIANA JONES ADV., SECRET OF SILVER
BLADES , SECRET OF MONKEY ISLAND

£8.95 aach: LILTIMA I, IV, Vor VI

Mail order only, Please allow 28 days for delivery. please make cheques payabe io
CINTRONICS LTD. Free post & packing within the UK. Europe add £2 per iem.

CINTRONICS LTD, 16 Connaught Street, London W2 2AG.

COMMODORE
< <

Software Hire Club
Send S.A.E for details to,
C. STATHAM
3, Briarbank Ave
Nottingham
NG3 6JU
Tel: O602 581635

We condemn soffware piracy.

AT LAST

COMMODORE 1 ( C SPARES

AT DISCOUNT PRICES
FOR Cé4, C16, +4,C128 AND AMIGA

CIA 6526 1349 ROM 201227-03 949
MPU 6510 1049 ROM 901225-01 848
PLA 906114-01 1048 SOUND 6581 17.99
ROM 901226-01 1349 RAM 4164 3.49

Cé4 USER PORT RE-SET SWITCHES £5.99
MICRO MATE REPAIRABLE C44 POWER SUPPLY UNITS, SUPERB QUALITY
WERE £29.99 NOW £24.99
Cad Cl1&, +4, SERVICE MANUALS £19.90
All prices inchede post & pn:Llng_ |‘1c|n|:"'|nE ond VAT - send your FIJLI|I'I|-' computer ond P 5 L for
estimate and repair from £9.99 + parts + cortridge + VAT
SEND CHEQUE/P.O. ACCESY/VISA CARDS WELCOME

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS. BLACKPOOL FY5 3NE
TEL: (0253) 822708
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P*Illlltﬂ £10.99
cassefte, £15.99
disk

Phil King swaps his

foothall for coloured
tiles and goes flipping
mad!

his must be one of the simplest
I games to leamn how to play, and yet
it's fiendishly puzzling. On each
single-screen level you're presented with a

W s i T

EXIT

® Hexagons are probably the easiest
SPECI'AI' by the addition of a credits tiles with single swaps can shape, Eut ﬂ'li-l:hn?Fartint':; still managed

FE A,ru R E s system. E*.rer_"g,.r swap cosis you tot up enough credils to separate two tiles at the top left.

you two credits. One credit  for special features. Each
Undo is earned for each tile supplementary tile costs 10 mosaic of multicoloured tiles. Moving the
This takes back up to five destroyed. So if you credits, while an avalanche on-screen pointer between two adjoining
moves and comes in destroy two tiles with one costs 100, tiles and pressing fire causes them to swga
useful for rectifying mis- swap, you only break even Timer places. If two or more like-coloured piadés
takes * — if you have no credits The level ends when this g e

Avalanche and your swap doesn'l reaches zero. Time limits

The avalanche causes desiroy any tiles, it will range from a generous ® Al those tiny squares .3'; ST

tiles to fall down if there's automatically be undone half-hour to just a couple take some smapplng._; e _- e iy -
a blank space below them. Only by destroying many  of minutes. got enough {-"-'E“ byl o

It's often available on early
levels, where (| can be
used to great effect. First
make a few swaps at the

=1
e e ek B

I

base of the play area lo 1 T q ’ q—; '
create some holes, then 111 _!-Iq 1 H »'q
ety e e |1 TEIN I TR 1T IR 1T
y the majority of the
tiles. L works 11-41 1 q-rq-l TWi1111
particularly well with a low q 1 q—I q-‘l 111711 11 i >« 1225
1711717 TITRTTH] 1 :

number of colours, and q z
saves a lot of swapping 111 —rq:lqu i 11171 1 1 Yy g
with small sguares. In fact, LN 111 300 117 11111 b

- §
with two-colour small q_l_' 111% T%_r-l 171 1 11 UMD O EXIT
squares you can use this i —l 11 —qu Tq—l 1 1 -
technique to clear the 11 i 11 T%_Tq TWIi11117111 - ‘
whole screen in a mere q-l“l 1 q']_l 1 q1 1_]_]1'%11 et Avwed
three moves! 1711171 11111 11 1’11 11
Supplementary Tiles T —I'_ITqTq_! qTq—|1—| 1117171 _1'11—'_11
These come in handy to i 17171 Tq 1171 ‘I"[q‘[‘r]'l [q 1717171
eliminate any odd tiles left ; TI1TTR 111 '{q TRAITT17I17117 T171
at the end of a level. Just i—q “Iq*] —rq 11 ‘I% 1171 11-51 T Tq —T—[q ~
move the cursor over the 117177 Tq 171 qjq -rq 1 . 11 T -
tile y;uu want and it's _Ilﬂed q:l‘lq—lq 17 111 111171 T—Iq-i q 1 .
sp for you o postten | 1ATAT T 1TMII TN IITH] JTMITE | 32
e LR ERE T ERERE ﬂlﬂq]ljrljl A b AR

On later levels, things are
made much more difficult

aTe Rl R e =

" -
A ™

‘. ] - l.r . L] L =¥ i - Nw ".._ B ¥ 3 . _.| .
£ SRR i)
= e SR O R AR AL
- ..'I' --l_._‘!'r 3 : - -I —r-‘ l'lfl:l.—'-_|-. _rl y | " . T : .
¥ ? "" L _:—:\.-- 2 Pl i :ﬁl.-u-l’_. .E: L E‘_. ¥ : . , i : ... I
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Their sheer size means there's less of

them to worry about and it's easier (o

ﬁi'ﬁii;' mistakes by not noticing an awkward
le.

Small Squares

Slightly more difficult due to their sheer

number. On early levels, laborious

swapping can be avoided by using the

progress onto the next level by destroying a
sel number of tiles,

® Triangles are dead difficult - even
brainy Phil has trouble with these. Robin
Hogg has trouble with everything!

MULTICOLOURED
SWAPSHOP

Noel Edmonds' Multicoloured Swapshop
was probably the first Saturday marning
TV show to mix all the other chronic
shows into one greal, interlinked mess.
Do you remember Noal's

condescending, patronising grin and

zzar! 64 ocroeer 1991 ¢ NUMBER 78

rh & . game went from news
IS announcement to preview
to review in a matter of weeks, with
programmer Charles Goodwin making
very quick progress. Yet this version is,
nevertheless, better than the Amiga
original with sharply defined, candy-
attractive main graphics and some easy-
to-understand icons. Playing the game is
initially a little tough, if you just jump in
and whizz around as if there's a time
limit (when there usually isn't) you
invariably end up with lots of leftover
tiles. If you take your time then you
gradually get used to the patterns and
how to manipulate the tiles to best effect.
The attractive graphics make progress
satisfying, it's a very slick game to play,
but it's also very much a puzzie game.
Instinct and guesswork isn't that useful,
you need to think about it and that —
unsurprisingly — put me off
a bit. However, fans of ,
Rubik's Cube will love
this: all the practice «
options and 999 levels
make for a great chall- 4

awful ‘'multicoloured ho-ho' jumpers? The Do very well and you could skip several
| idea was that loads of kid could phone in levels, depending on the game's
and swap their brand-new £50 Action assassment of your playing ability. This is
Man Playset for a burnt-out and affected by how many swaps you made
1 completely useless remote contrel car and aiso whether you used any of the
{one of those you controlled via a special features available (see box),

discreet 12in wire). Many happy
afterncons were spent with irate parents
clipping their kids round the ear and
rushing off to recover treasured Chrimbo

‘Before each new level, a set of icons
reveals what shape (see box) and of how
many different colours (from two to six) the
tiles will be, plus what special features will

Design: Microids
Program: Charles Goodwin

PRESENTATION 81%
Save/load function, savable high score toble.
Practice option allows you fo set up a custom

level via friendly opfion icons. Levels are worked

presents. Ah, those were the days...

be active, With the Practice option you can

alter these to create your own custom level.
As with most puzzle games, | thoroughly

enjoyed playing Swap. Its design Is

1 destroyed. The aim, of course, is to clear
the entire screen. However, even if you

can't manage to achieve this, you can still ingenious; so simple anld 3.uul'iI so fascinating. out mathematically so there's no multiload.
® It's best to dest he tile the edge rather than make t's all too easy to
holes in ﬂ'r:u mlﬁd:r;utﬁlt't l:l?": not to leave things ltld:in.m accider : mm 65%
outl separate individual Mot exactly complicated, but they work well
| Pl #7oveh i sl ocking s ondris i
ot el SOUND 56%
SRS SENLEL NN TN L oOKABILITY 79%
screen without o
| Il | TTATITIE using any special Easy to learn and fairly compulsive.
b Rk B el LASTABILITY 76%
levels — the provide o challenge,
an b Rk EEE Cndofincin i ol e
' EE Bt Eh e | OVERALL
S I
nge
-l _I _I progressing through “
‘ the levels is kept

intetasting by the Woarth swapping your cash for.
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Great, you can just sit there and blast them
to smithereens. One problem: you haven't got
any weapons! No, the only way to destroy
aliens is to cut them off from the big baddie.
This is achieved by moving off the shield line
and using your laser cutter to draw a line to lop
off a section of the play area, destroying any
small aliens inside it and collecting any
enciosed power-ups,

You must be very careful though. Colliding

with any alien results in instant loss of life. Also,
if an alien hits your cutting line, it sends a fast-
moving pulse along it — you must retumn to the
safety of the shield line before the pulse
reaches you!

Another problem with staying on the shield
line is that its energy eventually runs out,
leaving you unprotected. However, unless
you're very slow, this 'time limit' usually doesn't
come into play.

Leveis are completed by cutting off a set

become, especially with a big mouse creature roaming around throwing bullets out. this is a relatively easy 80%, but later levels

® Out on a limb and if you don't get the line connected up to the edge then you're require 90% or even 95% — requiring you to
mincemeat, or should that be mousemeat? (Below) get very close to the big alien with lithe room to

Empire,
£10.99
cassefte,
£15.99
disk

hat exactly
Volfied'
means |'ve

no idea — and there's
no scenano whatsoever
— but it's one of those
ever-so-simple games
that somehow keeps
you glued to the screen.

Each of the 16 levels
consists of a single screen filled with little aliens
and one big ‘'mother’ baddie. These can't hurt
your tiny Scanner ship as it safely zips around
the green shield line which forms the play area
perimeter.
® The fat red Phil lookalike is easy
enough to bump off when it stops moving
but watch out for his minions! Note the
background for the next level appears as
you get rid of more of the current level.

PLHYEHR |
DO0S79840

manoeuvre. This is espedally difficult if
there are still any small aliens left, so
it's a good idea to get rid of these
before going for the final kill. Even
on the easier levels you may want
to make a risky final cut to get a high
percentage to eam bonus points — up to
500,000 for 99.9%! A 1,000,000-point
bonus can be eamed by completing a level
with just one cut — a suitably difficult task.
Volfied may be based an on ancient
concept, but it still plays well enough. Good
strategy is needed to isolate the little aliens, so
you ve only got the big one when you get down
to a very small area. Otherwise, you'll have to
make very rnsky excursions from the outside,
cutting off as littke as 0.1% at a time!
The special icons certainly come in useful,

;ﬁmnd‘t ¢mmmmmmnmmm Fast-moving
Round 2: Diamond shape, moving around randomly, stopping to shoot four deadly
Ruunf.iE Fly jumps around, shooting lethal balls.

Round 4: A big hand which shoots lots of balls.

Round 5:: Big ladyhird, shooting the odd ball but never stopping.

Round &:: Insect-like thingie which shoots four balls.

Round 7: Another fly, shooting lots of balls.
Round 8: Spinning spiral, stopping to
shoot eight balls. '

Round 9: No big alien here, just lots of
rotating rods. One of these occasionally
spits out balls — this is the one you must
Round 10: Crab, shooting 6 balls.

Round 11: Slow-moving snail.

Round 12: A face that fires slowly but
moves fast.

‘Round 13: Butterfly-like mutant. In this and
the next round you must eliminate 90% of
the play area.

Round 14: Another snake, but a bit trickier.
Round 15: Another spinner which stops to
‘you must chop off 95% of the areal

Father Christmas with a stone beard —
well that's what it looks like! Very
difficult with many fast-moving eyes to




PoWER- ups .e : As C64 conversions go, this 15 first

class with top-nolch graphics

and all the levels crammed inlo a single

: load. The various power-ups add some
Laser:

variely to the gameplay, as do the

& : -~ imaginative monsters which include a
Spesd: increa £ - nice swirling mechanoid snake, a beelle
il and missile-firing robol. Completing
levels gives a salisfying score-totting-up
sequence and it's good fun trying to
b S r] carve massive sections out of the game

area. However, 16 levels arent that
many and, by simply nibbling away at
the borders, you can complete the game
SHIELD 55¢ s a¥a oW relatively easily. Volfied is a greal
ROUKD 1 L, W, conversion of a unqusa
o game-style and 15 good

Tal, A i -] L 1 J'h
@ Early days with 11.4% done on Level "'_'” e "_'“lll:"'_ I'ﬁ_“ll : i I?'.IH ‘-
1. If you can cut off that snake while it's 1""!”"' Tm'.l";r' "”.'I'J fogs “;.r
hanging around at the bottom then Level [ttt

2 here we come the limiled laslability

A strange name, but not so strange a
game — at least to fans of the old Qix

(Deeenriliiies
coin-op, of which this is Taito’s upgraded el fJJ’j ~
Nineties version. Phil King pulls out his laser | Slalisl Haut © “H_znl_t
cutter and draws a thin line between success and | greonics: Martin ‘God’ Godber

failure. Sound: Mark ‘MW20’ Wilson
Additional Help: Grant Allison

although the ‘Crash’ one (used to smash into real toughies later on. Nevertheless, with
small aliens) is a bit risky to use as you never practice | don't think it should

know when it's about to run outl The difficulty  take too long to complete — PRESENTATION 76%

level is set just about right with some fairly easy 16 single-screen levels isn't T g
introductory levels (apart from the ftricky first a lot. Compulsive fun while L E ';5::“& Tr:im:' s 5';5"9
level) gradually increasing in difficulty tosome it lasts, though. ) oy Ptk s

_ good high score toble.
@ Halfway there and cutting over to the left to collect 9 bonus objects

~ cut off the top and you get the spinning minion too. o o3 GRAFHIE 78“/&
Good backdrops and some varied creatures all
moving around quite swiftly.

SOUND 70%
Good intro tune with incomprehensible sampled
speech. Adequate in-game jingles and FX.

HOOKABILITY 78%

Relatively simple gameplay is instantly
addictive, even though the first level is one of
the toughest in the game.

LASTABILITY 69%

15 levels aren’t that much and by nibblin’ the
game can be finished fairly simple.

A first-class conversion of an enjoyable coin-op.
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@ A user-friendly icon system makes Rings relatively easy to get into, even for absolute

@

beginners like Mike, our dodgy photographer turned Mac pic grabber/Mac destroyer.

Starbyte, £TBA disk

Boris runs rings around
the opposition in
Starbyte’s fantasy-
based strategy game.

eposed from his throne, Cirion

seeks revenge on Medusa, the

demon queen, She has killed his
friends and forced him into exile. Cirion
must rebuild his kingdom to its former glory
— tough, as he has about as much power
as Neil Kinnock. On top of that, he must
find five magic rings to summon Medusa for
a final showdown.

I NEVER FORGET
A RACE

One good point towards the
game is the variety of unit types
and races that make up an army.
The different factors to consider give
a sense of depth to the process of
recruitment which isn't often found in |
strategy games. This is heightened by |
the fact that different races come in |
varying abundance in the towns. For
example, humans are very abundant |
but not particularly specialised in |
anything. On the other hand, halflings,
gnomes and zwarks make good artillery
and wizards, but are in short supply.
Thus il is necessary, under certain
conditions o use an inferior, bul more
numerous, race for a particular unit type.
The amount of thought that went into
this area of the game is lo be

Tl P

Rings Of Medusa is primarily a strategy
game with trading elements. Initially you
must develop trade routes to fill your coffers
with gold which can then be spent on
troops to begin conquest, or alternatively on
scouts to find mines for more money.
Trading involves the purchase and selling
of different goods from town to town, using
either ships or wagons as transportation.
Unfortunately, without protection, any
trading mission can turn to failure if the
wagon train is attacked by an enemy army.

Since many cities are controlled by
Medusa it is important for you to amass
a large store of wealth in
order to

- ¢ O
porrt RS O

create a working plan of conquest, as
armies can be expensive {o equip,
train and maintain. At the same time
you must be continuously searching
for the five rings, whose coordinates
can be found in varous clties and
ports.

Most of the game is spent either on
the strategic map or the town menu.
Upon the strategic map you can
explore the many screens of the
world of Medusa. As time quickly
passes you can move from town to
town, attack castles or towns, search
for mines or treasure, or use ships to
sail to ports or islands.

In town you can enter a variety of
shops and other buildings. Markets
allow the purchase of goods for
trade, banks offer loans and interest
rates, temples occasionally give
clues, and so on. Of special
importance within cities is the park
area, which allows the recruitment of
troops for upcoming conguest of
towns and castles.

Combat is very straightforward.
You simply command certain troops

1

to advance to battle at the right times and,
possibly withdrawing when too many
casualties have been taken. The game
includes a Negotiate option which
supposedly allows combat to be avoided
through bribery or threats. However, it
never really worked during the review time |
gave the game.

Rings has a pleasant appearance with
the attractive topographical map allowing
easy recognition of the various towns, hills
and other landmarks. The town menu is
similarly sharp, with various shops easily
identifiable.

@ Cities
contain many buildings for

you to visit, and exploit, in your quest for
vengeance on the demon queen Medusa.

commended,




The interface has been improved from
the original 16-bit version, which is good to
see. As has the passage of time which
used to be too fast: it used to be that
several days could pass before you had
reached for the keyboard. Since armies
must be paid every month, this was
rather annoying. The C64 version,
however, is far more accomplished in
that time is based on actual distance
travelled, rather than real-time.

The use of mines as a potential source
of income is another good idea. This
feature allows you, even If you have
amassed a considerable amount of
income, to further increase your profit, while
saving yourself the tedious task of trade.

Trading is difficult because you can be
aftacked virtually at any time without
warning, losing all of your goods. The
manual states that this can be avoided by
purchasing scouts to point out enemy
units at a distance, but this is impractical.
You initially lack the cash to purchase
scouts to explore an area wide enough to
provide adequate warning. Even if a scout
spots an enemy force you can not
necessarily avoid it

Probably the game’s greatest
weakness is its lack of
realism. It appears to have
received little

® At least two sequels are underway
to Rings, offering a massive long-

term challenge.
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® Finding buried treasure can give much needed

resources for buying troops and vehicles,
plus equipping them.

playtesting, as

glaring oversights in credibility
are strikingly apparent. For example,
every type of cargo takes up the same
amount of space in wagons and ships.
Thus a single piece of
parchment occupies as
much space as a huge
mining machine!

Also you will quickly
note that you are the only
force active in the entire
economy. As the years
pass, goods will continue
to be produced and
soldiers continually
multiplied. In a few dozen
years, the amount of
soldiers in the Park
awaiting recruitment can
double or triple the
population of the entire
town. At the same time,
towns which previously
boasted 50 or 60 horses

® An unrealistically large figure moving around a simplistic landscape is a standard
display style seemingly used in every RPG, from Ultima VI to Sega's Phantasy Star.
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will have a-
massed 300 or 400 or more.

Finally, combat is rather too simplistic
to be taken seriously, and there is no
time limit built into the game so you can
continue to play for hundreds of years
without penalty.

While Rings has a promising subject
matter — you don't get too many fantasy-
based strategy games — and decent
graphics, the general design of the game
is rather beset with problems of realism
and one or two design faults. If your taste
in strategy games can cope with this lack
of realism and can overlook
the design glitches then you
will find some enjoyment if
you manage to persevere
with the game. However, on
the whole, Rings would
benefit from a redesign, or
an upgraded version at the
very least.

PRESENTATION 80%

Good menu system and colourful town,
icon section,

GRAPHICS 76%

Strategic view is very Ullima-esque. Town
views and menus are colourful but
funchonal,

HOOKABILITY 70%

Takes a while to get into the rhythm due to
prolonged trading. Poor realism, but once
you have a wad of cash things pick up.

LASTABILITY 71%

Lots of variety regarding trading and
collating an army although design and
realism glitches spoil things somewhat.

Lots to do, good value for money but
frustroting and disappointing in several
ey areas.
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It's 2100
AD and
the world
has gone
to hell.
Civili-
zation has
collapsed to
the point
where the pinnacle of
sporting entertainment
is a ritvalized form of
gang warfare, a ‘free-
for-all ball-throwing
brawl’.
Disembowelments and
decapitations are
applavded — in a
society gone mad,
violence is the only
solution. Stuart Wynne
investigates the
vitimate blood sport!

T his ten-men-a-side futuresport, with

omEdE

the ball you might try to catch it: pressing
fire makes you leap up in the air for high
balis, or by pressing fire and a direction you
can make a sliding tackle. To successfully
floor your opponent you need good timing
and speed, while good stats help.

CASH ‘N* STATS

@ Each player has eight individual attributes, from
aggression to intelligence to attacking power. At the
start of each game you can spend any money you've
collected off the pitch on raising individual player

team gets ten points!

@® This is the gym screen is where
your team, each attribute is :huwn asa

goals at either end, may suggest real

sports like football or ice hockey, but it
uses the freedom of computer games to
pack in a greal many special features —
plus incredible violence,

Each match consists of two games — -
home and away presumably, although B
unlike Speedball 1 all the pilches are s .
identical. Games are played over two : e P
halves, each lasting ninety seconds, with ! , % B
teams swapping ends at half-time, You f ]
always control your team member closest ;1 TR
the ball. If you have the ball you can throw ! -
it in whichever of the eight directions you're ' ; = o |
facing, holding down fire to select the | 57173 o0 W i
height at which it's thrown. If you don't have :
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® Frantic goalmouth action with your team — Brutal Deluxe - taking on the grey-
helmeted Baroque team.

e ——

Imageworks, £10.99 cassette, £14.99::

attributes. If you've got lots of cash you improve the
team’s attributes as a whole, or in groups; attack,
defence, midfield. One important attribute is stamina:
this Is reduced by hits and if it falls to zero, the player
is stretchered off, a substitution is made and the other

you spend dosh upgrading
part of the body: 1 =
attack power is enhanced by uprating the shoulder pads. ¢ 3 ]

remains, but bumﬂ‘ﬂ :
thankfully. '

But unlike the original game it's not

simply a case of scoring goals — points -
can be earned in a wide variety of ways h
(see box). This makes for @ much more

sophisticated game than either footie or

Speedball 1. As you pass the ball around =

your players there's a wide

variety of special features to go

for, it's not just a relentless

attack on the goal. On the

whole this works very well, but

there are flaws. The

importance of the Score

Multiplier means whole

matches can be passed in

baring, repetitive brawls

mmw% with
fusing ~ﬂ¢

A

A somewhat less s
dimension to the game are tokens which

ma brilliant conversion
this is. Not only have
all the Amiga's features been included,
but incredibly they've been crammed
into a single load. Even better, one of
the main faults of the Amiga game has
been corrected. In that version, the
hotball was overpowerful — once you'd
got it you were virtually unstoppable,
especially if its power was doubled with
the Score Multiplier. In the C64 game it
can only be used to tackle one
opponent before running out, so it
ceases to be so important. Thus other
pitch features, such as stars and
bounce domes, get
increased attention, making
for more varied matches.
Another nice new touch is
the different colours for
the league teams.

N




appear
randomly on the
pitch, each has its own
design signifying what
effect it'll have. Collect

- the right one and you can
W‘I“A— briefly freeze opposing
players, reverse your opponent's

joystick control, teleport the ball to one
of your altacking players etc. These tokens

PR |

® A red Winger is about to fire up the
multiplier for 100% points
multiplication, note the two lights above
the multiplier, one already red and the
other black. There's also a red star
activated above the multiplier.

are initially a little
confusing, but you
soon learn to
recognize the one
that zaps all the
surrounding enemy
players, knocking
them off their feet!

All these various
elements need 1o be
mastered if you're to
really succeed with
this game, which
besides one or two-
player matches (best
of one, three or five
matches) has a
Knockout
tournament (where
you keeping playing
until you lose), a 14-
week League
(consisting of two
divisions, each with
eight teams) and a
four-round knockout
Cup. Thankfully the
game can be saved
after each match, but
there's no option for
a multi-player league
if friends want to join
In

The long-term
contests are
especially interesting

SPECIAL
FEATURES

® A standard goal
(¥) earns a neat 10
points, but there's
lots of other ways of
getting points and
multiplying their val-
ue too. Two points
can be earned by
hitting one of the two
Bounce Domes (O),
or Point Stars (Q) —
five per team, and if
you get them all
there's a ten point
bonus. The most im-
portant special fea-
ture is undoubtedly
the Score Multiplier
(*): fire a ball up one
of these two steel
loops to increase the
value of each point
you score by 50%.
Hit the Multiplier
again and scoring is
increased 100%,
hitting a Star now
gets you four points!
This can be turned
around by the other

player hitting the Multiplier, two hits returning it to normal
with a further two hits giving him (or her) 100% improved

point-scoring.

Other special features include four Warp Gates (4A),

teleport

the ball
Electrobounces (#). These electrify the ball so it knocks
over the next enemy player it hits, perfect for getting past
the goalie (or clocking up the Multiplier).

ik |

between

67
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® 52 has a comprehensive league option with each team
offering their own unique mix of characteristics.

especially interesting because they give the
chance to really develop a team. Money
collected during the matches can be spent
to tailor the team to your playing tactics,
plus there's a trade option where you can

in favour of new ones
NEGROES. || (if you can afford the
¥ transfer fees!). In fact
POENTS L 4 you can turn off
uale o participation in
matches, letting your
A1 team gel on with it
- while you concentrate
‘ I on management
Lk (although you still have
oo to watch the malches
, in full),
g A somewhat more
: serious flaw lies with
Sy ' the graphics. Their
relative lack of detail
and smallness makes
for an even faster
game than the Amiga, the pitch feels
massive and there's always lots of players
whizzing around. However, the tiny icon
which indicates who's got the ball can, in
heclic scrums, be a bit too hard to spol

LA 3 4

1
1
1
1

s
-

SPORTING
HISTORY

= Speedball's roots lie
fairly obviously with the
1975 movie Rollerball. This
humourless Norman
Jewison movie featured
armoured players
rollerskating around a
track, trying to score goals
with a heavy steel ball
(also used as a weapon),
The teams represent
various corporations who
keep the game running as
a way of distracting the
masses from their utter
powerlessness. This hi-
tech bread-and-circuses is
designed to crush
individuality in a welter of
blood, hence the concern
when Jonathan E (played
by James Caan) begins
winning maich after match.
To destroy any notion thal
a normal individual can
achieve power and
success, the corporations
change the game’s rules o
increase the violence and
- the chances of Jonathan
being killed. The film has

numerous, highly
impressive scenes of
violence bul the
accompanying storyline is
too dry and uninvolving.
The original short story by
William Harrison is much
better.

The actual rules of the
game arent that fully
explained, but feature
motorbikes for players o
grab hold of so as to gain
speed, Speedball lacks the
bikes, and the original
game was a somewhal
repetitive mixture of
combal and goalscoring
within a tightly confined
pitch where finding the
right angle for a goal
attempt is critical. The
sequel opens the game up
with a far bigger pitch and
lots of extra features. In
both the emphasis on
viclence, the spiked gloves
and brutal atmosphere all
suggesl! Rollerball,
However the Speedball
scenario takes a much less
serious tone, pushing the
violence to hilarious
extremes in the style of
2000 AD. Indeed that
comic ran its own
version of Rollerball
called ‘Mean Arena’ in
the mid-Eighties,
although the endless |
violence got a bit dull for
storytelling purposes.

It's appropriate then
thal Speedball's official
history sets its start point
in the year 2000 AD,
when a leenager
stumbles on a heavy
sleel ball bearing and
throws it at a 'frail old

with numerous bones
broken, bul later everyone
agrees they had a ‘good
time’, Over time the sport
develops, with the addilion
of body-armour and some
basic rules. Initially
governments try lo
suppress it, but when that
fails it's legalized and
becomes professional in
2018, In 2099 the pilch is
enlarged for Speedball 2
and the free souvenir
programme covers this and
other incidents in an
amusing 2000
AD/RoboCop style with
ads for a boardgame
where ‘random dice throws
can mean the difference
between a league title and
a prematurely-ended
career’ while finger-
removing buzz-saws come
in handy ‘kiddies versions'.
Speedball may not malch
the depth of Rollerball, but
it's certainly one of the best
(and funniest) computer
game scenarios around,

“ Rollerball Murder 1_

William Harrison
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@ Trading screens allow you to buy in new
talent. You can also move your players
around to whichever position you think
best suits them.

leading to irritating moments of confusion.
The speed also makes goalkeeping a bil
problematic, if you beat the defence then
the goalkeeper is likely to be too confused
to provide much challenge.

As one-time Amiga Speedball 2 addicts,
of course, we understand all the plus and
minus points of the game much more than
we would if it were completely new. From
that perspective it's amazing how gameplay
has not only been so well recreated, with all
the features crammed in, bul it's also been
improved and speeded up. Although we
now see the odd flaw in 2, this is an
astounding conversion, a great game in its
own right and one of the best -
sports sims around. Rapid- i M% wﬂ"
fira action and a good ‘h_—
management element - -
make this highly recomm- \g
ended.

Lredits

A Bnhnup Bros Game
Code: Carl Muller

Graphlcs: Alan Tomkins
Music /FX: Martin Walker

PRESENTATION 84%
Intra load sets scene with reasonable static
screens, nice revolving '2' and scralling text,

Pressing fire loads in the game proper which is
a single load. Nevertheless there's some nice

static screens for when you win or lose matches.

Good manual and humorous match programme.

GRAPHICS 76%
Simplistic but fast sprites, and the plain
backdrops scroll very smoothly.

SOUND 78%
Good intro tune, but basic in-game spot FX.
HOOKABILITY 91%
Ultra-violence and the bosic simplicity of just
mguéﬂnhumwﬂll make this instantly

I.Amm 90%
Comprehensive League, Cup and Knockout
options with save/load, team enhancement and
player trading odd up to a great long-term
challenge.

A stunning conversion, superior in some ways fo
the Amiga game, and overall one of the most
playable one- or two-player gomes about.
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Aﬂ{:H Acron GAMES PACK

NEW! CARTOON ¢I.ASSIGS PACK
.. 3298 I]ELIJIEFMHTIII

HARDWARE:
£79.99
FREE PLUS! FREE FROM SILICA

S12K AMIGA 500 ..
4520 TV MODULATOR
PHOTON PAINT E.ﬂ

4501 RAM EXPANSION .
mumﬂ

m:m
mmggg

PLUS! 16 NIGHTS FREE
HOLIDAY ACCOMMODATION

* 7 "'j-j':_ P
&l on

STAND-ALONE

500 COMPUTER

(@ 512K AMIGA .. £32099|
® TV MODULATOR . FREE
® MOUSE CONTROLLER .  FREE

PLUS! - FREE FROM SILICA
® ARCADE ACTION PACK ..

® PHOTON PAINT 2.0

TOTAL RRP:
YOU SAVE: £320.72

SILICA PRICE: £329
| PLUS! FREE HOLIDAY ACCOMMODATION |

$329

SILICA PRICE - INCLUDES VAT + FREE DELIVERY

£229.78
£89.95

£649.72

(TOTAL FREE PACKAGE)

ARCADE ACTION PACK - £229.78:

Asterix - By Coktel Vision .. .. £24.99
Chess Player 2150 - ErGFSa.‘rwam . £24.95
Drivin' Force - sy Digital Magic .............. £24.95
Live & Let Die - sy Eiite ...................... £19.99
Onslaught - sy Hewson £24.99
Pipe Mania - sy Empire Sottware .......... £24.99
Rick Dangerous - ey Firebirg ................. £24.99
Rock ‘n" Roll - By Rainbow Ants ... £19.99

Skweek - By US Gold ... £19.99

(FREE! S waes"prck o

Every Amiga 500 from Silica Systems comes with a FREE
Photon Paint 2.0 (RRP £89.95), one of the most advanced
ari packages available for the Amiga. With it, you will be
able o harness the extraordinary graphics powar of the
Amiga and produce inspirational
plctures in minutes. With 40896
colours, your pictures will reach life-
like appearance. These can be
animated in real-lime using a vast
range of graphical effects, including
blending colours and ditharing,

stencils, shadowing, wi'm
£89.95

from Silica
mnﬂhgm
hatel {

surface mapping.
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Trivial Pursuit - By Domark

ART PACKAGE - £89.95:
Photon Paint 2.0 - By Microfiiusions ... £89.95

TOTAL RRP: £319.73

WORTH

NEARLY: £3 2 0

PLUS! FREE HOLIDAY ACCOMMODATION

to up to 16 in one
w:#lﬂlii1mwlﬂ1

for

FREE!

SILICA SYSTEMS OFFER YOU

Rd, Sidcup, Kent, DAY4 40X Tel: DE1-309 111
Fisght Opsning Fx Mo 08208 D608

Mo Labe
52 Tottanham Courl Road, lunl:lun WP 0BA Tel: OT1-580 4000
Fax Mo O7t-323 4797

- 47T BWS,
0 Il'LrHIl':'PI'I"l Mor-Sal BU0Gem-8nm
I.ﬂllﬂﬂﬂ SHOP:

& TECHNICAL SUPPORT HELPLIME: Team of Amiga technical axperts at your senvice.
® ESTABLISHED 12 YEARS: Proven frack recond in professional computer sales.
® SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches.

® THE FULL STOCK RANGE: All of your Amiga requirements from ong supplier
® FREE CATALOGUES: Wil be malied 1o you with offers and software/paripheral detalls.

® FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shipped in the UK.
® PRICE MATCH: We normally match competitors on 2 *Same product - Same price’" basis
& BUSINESS + EDUCATION + GOVERNMENT: \olume discounts available for large orders

mg. Higars:

Moo Sal 8.30am-200pm Labs Mighi: hurl.':llp |.-|'|'||| Bom
15t Floor, 369 Oxford Streel, London, W1A 1AB Tel: OT1-629 1234

Mon-Sai §30am-A.00pm Latw Wegh "I'hulldl_zl wtil Bpm A for guteesion 3814

P 1—4 TI'JE Hm Ha‘l‘:‘lnalla'_iI Fh:l Eldi:ul} H’anl DAt4 4‘['.".'-': 'HI m-au BE1

LONDON (SELFRIDGES):

Opaning Howrs:

To; Silica Systems Lid, Dept IAFEH mm 60, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAY4 40X

|| PLEASE SEND FREE AMIGA COLOUR CATALOGUE ||

I MrMra/Ms.

® PAYMENT: By cash, cheque and all major credil cards.

Balora you decide whan 10 buy your néw Amiga compuier, wa sugpgest you think very canelully aboud
WHERE you buy It. Considar whai it will be like & few months atter buying your Amiga, whan you may
reguira additional peripharals or soltware, or help and advice with your new purchase. And, will the
company you buy Irom contact you with detalls of new products? Al Silice Sysiems, we angure thal
o will nawe pothing o worry about. We have bean established for over 12 years and, with owr unrivall-
ed exparence and expartise, we can now cialm 1o mest our cusiomers requiremants with an understan-
ding which is second 1o none. But don'l just take our word lor it. Complete and return the coupon now
for our latest Fres |llerature and begin o experience the “Sillca Systems Sarvica”,

= 081-309 1111

Initimks: . SUTnama:

Address:

SILICA
SYSTEMS
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SVI20JUNIOR STICK
Twin Fire Bultons

Hand Held SV 401-5G Fighter
£595 For Sega
b Microswitches
EUROPESTOP -
_ L.ED.Function
SELLING RANGE
l E 14 '95
"

SVI125-5UPERBOARD

10 Microswitches

Digital Stopwatch

Aulolire

£17.95
'l
SVI127-TOPSTAR
SV 126 JETFIGHTER 5{&9! Shalt
6 Microswilches Microswilches
New Pilot Grip Autofire
Autofire £23-95
£13-95

%
T
SV 128-MEGABOARD

L s SVI19JUNIOR
: . Countdown Timer Twin Fire Buttons
SV124TURBO | Autotire £4-95

& Microswitches

Autofire ' £24-95
£ 8-95

o
-

QUICKJOY JOYSTICKS. Leading in design, technology and chaic:
Check out the range and features. Buy with confidence.

*Now available from Selected Branches of ..

*WH SMITH - .BOOTS- 1/, 4 - Setfridiges H,,;_,,rj.,-* SO s

.. and allgood computer dealers

Unit 27 Northfield Industrial Estate,Beresford Avenue,Wembley, Middlesex HAO1NU England.
SNRCTRAV/OE e ORL200 0028 Face

Facimile: 081-903 6625




CHASE HQ
The Hit Squad, £3.99
({Rerelease)

Neaowh! Whoosh! | remember
playing this at the arcades and
really enjoying it — until the
10ps ran out. The flashing
lights, roaring sound and fun
gameplay made Chase one of
the year's bigger games and its
arrival on the C64 was much
anticipated. However, while US
Gold were polishing up Turbo
Out Run, Ocean inexplicably
decided to port their
monochromatic Speccy code
across with a few splashes of
colour on the cars.

The gameplay is
exceptionally
simplistic: race through
traffic to sight the
villain's car before time
runs out, then with a
new clock running
down, bash the car
until its damage reach-
es 100% and it pulls
over to be arrested.
There's three Nitro
boosts to be activated,
and innocent cars can
be destroyed by bash-
ing into them — there
Is no real penalty for
this, other than losing
speed.

Unlike C64 SC/ there
are road junctions.
However, this is a
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Zeppelin, £3.99 (Rerelease)

This blast-from-the-past comes swathed with
some impressive critical comments. In Issue 35 it
got no less than 98% for graphics with
incredible’ sprites and backdrops. All three
reviewers began their comments by raving about
the game's looks, but equally they all finished up
by picking out faults, most particularly the high
difficulty level. A great many of the various
obstacles are passable by one method only; it's
not a game which you can get by on luck for
long. Recrealing your successful, previous
moves over and over again to get back to the
new bils can be imitating, especially as each
death sends you back a few screens minus any
add-on weapons

There are some extraordinary end-level
monsters, Jaz claimed they ‘could be straighl
from an arcade maching!’ but although
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minor plus point set
beside awful graphics, sluggish
controls and grating sound.
Absolute Chase fanatics could
get some mileage out of it, but
really this is a very poor game.
Which is particularly unfortunate
since the coin-op's bash-"em-up
gameplay rermnains unigue.
Zooming up beside cars than
knocking seven bells out of them
s classic Hollywood cop chase
action — simply leaning out the
window and blasting away with a
pistol doesn't compare for sheer
aggressive fun.

In Issue 58 Chase HQ traded

exceptionally challenging, Jaz still found ‘it didn’t
lake long before my attention started to wander.’
There are no new elements lo distinguish it
from previous shool-'em-ups other than the
graphics.

The overall mark was 80% and over three
years later lo is still very, very tough with all
sorts of sprites spinning around at high speed.
Graphics are indeed guite nicely detailed, with
attack aircrafl spinning around as they zoom

* across the screen. Bul, al leas! initially, it's a bit

disappointing considering the hype. Not until the
end of level ane is there anything extraordinary
even for a budget game. Indeed to begin with,
the slow, oversized, underpowered ship makes a
tough game very frustrating, Once you get
powered up (with rapid fire and orbiting orbs),
then it becomes more fun and the clever layout
and attack waves make winning through very
salisfying

Whether you want another horizontally
scrolling shoot-"em-up with
extra weaponry, smart bombs
and end-level mothers really
depends on you're attitudes to
the genre. If you like it, and
fancy yourself as a bit of a
whizz, /o's four lough-lo-the-
point-of-hair-tearing levels will
be unmissable al this price.
Even today C64 veterans
mention the name /o with
respect, it's got thal sort of
reputation. Oh, and if yvou do
get through it all, don’t worry, it
apparently wraps around with
even faster and more vicious
= baddies! How thoughtful.

-
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on its coin-op name, perhaps, to Pl
squeeze a 53% mark, although
Robin thought it ‘is much too

easy to beat'. Phil agreed;

despite being fairly playable,
awful presentation and lack of
challenge made it ultimately
unsatisfying. Almost two years

on the game has become even
more unimpressive, in the light
of Turbo Charge particularly,
and at the newish price of £4 is
overly expensive for mere
curiosity.

OVERALL 37%

1000

— :

BUDGET
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BOUNCING
HEADS

Zeppelin Games £3.99

‘A surreal trip into a
programmer's subconscious’
according to the packaging —
funny it looks awfully like a
game to me, | must be missing
the point somewhere. Anyway,

crap jokes aside, what exactly is

Heads? Well, YOU are Phil
King's disembodied head, and
you must fulfil your destiny by
bouncing around a maze and
being chased by nasty
monsters (this game is full of
new conceptsl).

To escape from each level of
maze you must bounce on so
many pouting lips (which are
scattered around on most
squares) and then get to the
‘GO’ square to be teleported
out. To ease your stressful

lifestyle you can collect "Zzaps!l’

(original name, that) to shoot

monsters with and various other

goodies which just lie around
waiting for you.

There are numerous other
features designed to add
something to
this Pacman
cione, but un-
fortunately
most are pin-
ched from
existing |
games of this
sort (what isn't
nowadays,
mumble,
grumble). The
graphics
aren’t bad and
have a few
nice touches
nestling a-
mong the well-
presented rest
of the game,
although
sound is lim-
ited to a few
blips and a
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munching sound when you get
eaten by a monster. Talking of
presentation, the title screen is
quite good, with a crude
bouncing logo and options that
let you start on different levels.
The gameplay is fast and very
simple but still enjoyable for a
while.

One very frustrating thing in
Heads is that when on Level
Two, as soon as you lose a life
you get whisked back to the
start of Level One. So
presumably to complete the
game you have to do it without

KICK OFF

Hotshots, £3.99

The bestselling Amiga footy game finally arrived
on the C64 back in Issue 56, and was duly
panned by the reviewers. Why? Was it too
slow? Did it lack a few things from the original?
No, it was jusl a completely different game! |
mean, even the pitch scrolled lefi-right instead of

up-down!

Phil was horrified aboul whal had happened
to his fave footy game: "._.it's a completely
different game and an infenor one at thal. The
change to a horizontal pitch wouldn't have
mattered if the gameplay hadn't been spoilt by
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dying once. Yeah,
I'm sure that's

and nostalgic little
game, it lives
down memaory
lane (probably
next door to the
acid junkies who
wrote the
packaging blurb
about surreal
mind-trips and
other weird stuff).
Not bad, but | bet
they can't put a

_ I

mouth without
chewing it.
OVERALL
63%

OPERATION
THUNDERBOLT

The Hit Squad £3.99

In the sequel to everyone's
fave coin-op, Op Wolf. Roy
Adams returns weary and
battle-scarred, unfeasibly large
muscles aching and trigger-
finger darn near worn out. But
not a medal is offered him, not
even a little badge saying
‘hero’ (life's so unfairl). In fact,
they pack him straight off to a

-

possible! A simple

fruit pastille in thier

hostage mission without as
much as a ‘Thanks’.

Good old Roy, never
disheartened, employs his
crack team to vanquish the
terrorists who've hijacked a
DC-10 and landed it in hostile
African territory. Unlike
Operation Woif's horizontally
scrolling landscape,
Thunderboit has you running
up a road with villains running
down the road at you in
supposed 3-D, AS WELL as a
horizontal bit (cor blimey!
Wowser! And other such
statements).

And the graphics aren't half
bad either, very well-drawn
little men throw bombs at you
and blocky big men shoot you
at point-blank range with their
Uzis. Mind you the
backgrounds are boring, as are
the helicopters, and the trucks
flicker as they try to mow you
down.

The gameplay isn't much
better. For all the features
mentioned above, there's still a
lack of variety. The plain old
shooting gets boring after a
while, even more so because
Level 3 is incredibly tough,
while 1 and 2 are easy. Also
you tend to lose track of your
gun, as there are no sights on

the inability to pass properly. This omission
reduces play to blasting the ball up the field and

running after it.’

On the technical side, Robin found it equatlly
sound effects are weak while the
graphics suffer from ropey animation and the
glaring presence of a sprite flicker
 The game's saving grace is ils large array of
options, including all those from the Amiga

poor .

version. There are international league and cup

e S e o T

competitions in which any of the eight teams
can be player-controlled (and league position
saved), options lo praclice skills or penalties,
change match length, play a single match
against friend/computer, choose each team's
skill level (from five), and select form

four team formations at the start of
matches and at half-time

But what good is this when the
matches are so dull? Most of the
action consists of one player
dribbling all the way across the pitch
while slowish computer-controlled
defenders give futile chase. Only
when he gets to the penalty area do
you get control of a defender in front
of him. Then if you manage to tackie
him, the most successful tactic is to
dribble up the other end of the pitch
again! Passing isn't a good idea as
there s no radar scanner o see
where your teammates are.

This simple gameplay is passable
for a few matches but the lack of

more varied, skilful play soon has
you kicking it off the computer
OVERALL 40%
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it and it takes
several sec-
onds to find out
where it's point-
ing (how about
at the prog-
rammers?) —
during that time
you get pump-
ed full of lead.
That can be
remedied by
finding a laser-
sight, but these
are fairly few

and far be-
tween.
Thunderbolt

got a whopping
92% when first
reviewed in
Issue 57. But
the version re-
viewed was
one we saw on an Ocean visit
and unfortunately during the
process of taking it off their
development systems and
putting it on tape apparently
insoluble problems arose. The
programming team were
pulled off the project and a

* NUMBER 78

2760

LINE

new bunch of guys knocked
this effort out in record time (to
save their blushes we won't
say who,), but it bore little
resemblance to the original
program at all— as Lloyd
pointed out so well in the Rrap
at that time.

FLE

I'll set the record straight by
telling you that Operation
Thunderbolt is a boring and
forgettable game so be careful
and think before parting with
your well earned cash or
pocket money.

OVERALL 45%

CONMING SOON

It’'s November next
month, yep get out your
woolly hats and start
writing out that Xmas list
now! In the wild ‘n’
wacky world of magazine
schedules winter has
arrived and hopefully
with it stacks and stacks
of games...

G-LOC: WORK-IN-PROGRESS
The sequel to Afterburner was a graphic
masterpiece which is still state-of-the-art for
arcade games, US Gold are attempting the
impossible with a C64 conversion, but they ve

and we'll have the full inside story next month

ECES SHOW REPORT: They've locked
the public out, but not ZEAP! — we'll bring
you a full report on the year s most
important computer event. New
announcements, the latest previews and
behind-the-scenes gossip, it'll all be in the
next ZZAP!

Magnificent Sizzling Megatape
23! We just keep getting better with the return
of the two zany spies in the 92% Sizzler SPY
VS SPY li: THE ISLAND CAPER.
Quicksand, sharks, coconut bombs and an
escape submarine are just some of the hilarious
features in this brill game. Also on this stunning
Megatape we have Graftgold's HEAD THE
BALL, one of the gems off the Sizzling 4th
Dimension compilation

Britain's biggest C64 mag will be packed with
all the usual, completely essential requlars
usuals such as Rrap, It's Corky, Budget Blitz,
Stuff, Previews and the latest holiday antics
from the Rowlands Bros.

The Summer Draught Finally Ends — we
hope — with Hudson Hawk, Bafile
Command, Alien Storm, World Class
Rugby, Rughby The World Cup, Toki,
Final Blow, Last Battle and maybe even
Winter Camp! The most comprehensive
reviews on the C64, for full-price and budget, by
your favourite reviewers — and Robin too!

r

® Dear Newsagent, | would be gobsmacked with
I awe and amazement if you would reserve my copy
| of ZZAP! 64 every month, starting with the
| November issue, on sale October 10th.
| MY NAME..........oimssmmmmssrimsssssssmssssrsssasassans

For a fistful of the snow in the face, and other
exhilarating shocks and surprises, catch the
ultra-cool sub-zero ZZAP! Issue 79 on October
10th. For anyone buried under a snowdrift or in
bed with pneumonia, why not hand in this
extraordinanly useful little form on the left to
. reserve your copy now'’
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SNARE ~ RETROGRADE ~ HEATSEEKER ~ SUMMER CAMP  CREATURES
CBM 64/128 CASSETTE £16.99 DISK £19.99

Five more smash hits bringing you the very best from Thalamus
during 1990-91. “The original HITS is reputed to be one of the
best-selling compilations ever,” said New Computer Express,

“...How can Thalamus follow that? Easily... The HITS 2 is a
compilation not to be missed.”

& [HALAMUS

THALAMUS LIMITED, 1 Saturn House, Calleva Park, Aldermaston, Berkshire RG7 4QW
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