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HOT GAMES FOR DECEMBER

8 SCARABAEUS
Our intrepid explorers find themselves n#p.d in
Ariol 's latest suspense-filled game. Will they
survive for another issue . .. 7

10 FIGHT NIGHT

Lh:-’:mmnd\r in the heat of the boxing

;u.! BATALYX et 4o

. lug:ﬁu. all who ht
Rﬂm say sumn'ﬂ'llmunplunnt
Jeff's latest are confou — it's great!

26 ACE

A flight simulator with enough action and novel
tuggm to excite anyone.

ZZAP SECTIONS

7 EDITORIAL

47 NEWS FLASH

Tid bits from all our famous international

correspondents who live in Muswell Hill.

xy Mup i accepts help’ of
d Mangram unwi ly the !

the others to bring you "—E‘I'I'u Letters!

67 ZZAP TIPS

Gary Penn takes a peek at some kes and other
cheating bits and bobs, plus the E WULF
map.

105 CHRONICLES OF THE WHITE
WIZARD

The study of Modern Anthropo y leads the wise
one to examine the habits of sc British school

boys more closely throu h the eyes of a certain
Adrian Molo S

124 ZZAP READERS TOP 30
Plus competition results.
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DECEMBER FEATURES

55 PREVIEWS

We take a look at Martech's exciting new
strategy/action ZOIDS and GLIDE, a race
S.H“EE with a difference, as well as THE YOUNG

61 WHEN THE MUSIC STOPS, UNCLE
GARY WILL BEHERE TO SPEAKTO

R m;h'l to his happy childhood, Ga-ga a
P:En |WHEI1‘ some attractive games i"u?tlalﬂ =
Younger player.

88 FUNKY BopP
Whilst not to be outdone, Jaz Riggers makes a lot
ﬂ rl}:viu with the new ORPHEUS lghctrmmd

79 DAVID CRANE HOTLINE INTERVIEW
Exciting live interview hot over the phone from
the US of A with the man who brought you,
amongst other things, Ghostbusters and
gis::;emd the existence of Little Computer

98 ZZAPSTICK
More joystick reviews from the team

ZZAP PRIZE COMPETITIONS

91 CRAZY COMETS

Martech have 50 copies of this classic-style shoot
em up for the lucky winners of a simple little
competition

97 ROBCOMPETITION

Last month we raved over the Robcom utility

cartridges. Well sort out the answers to this comp
and 10 winners will each receive the top of the

range cartridge worth £39.95

100 TOPPER THE COPPER

50 winners each get a copy of English Software's
latest release.

T19 ZZAP QUIZ

Proved popular last month, so here’s another to
test your brains.

The next issue of ZZAP| goes on sale on December
12, and is our Christmas Special which will cost

slightly more at £1.25 (you'll see why). Don't miss
it!
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Beam aboard our giant space
freighter for galactic action
that'll leave you breathiessl
Your mission is to clear the ship of
crazed droids using a new gadget called N
an Influence Device. You are weak 50 you ’
must trap a droid and take control through mental fusion.
Blast other droids to clear the ship. Be warned, your droid
will soon become exhausted 5o you have to keep
transferring. What's more, droids are graded in strength.
You have to decide in a few milli-seconds whether you can

THE ULTIMATE BRAIN DRAIN!

tackle the next approaching droid: any
mistake could crush you utterly |

There's a consul for checking droid status, but you'll
have to chase them from the engine room to the bridge-

it's @ tough mission!

Spectacular graphics spread over 18 decks with constantly
updated status menus and exciting sound make Paradroid
compulsive playing. Find out how your brain power
compares with a droid today!

For the Commodore 64 £7.95

| Heathrow ATC

W For BBCIElectron & Co4 £7.95

54k Mikton Trading Estate, Milton, Abindgon, Oxon, OX14 4RX.

For mail order send chequel/postal order made payable to
Hewson Consultants, For credit card sales state your Access/

Simulation Barclaycard number and enclose a specimen signature.
Don't forget to enclose your own name and address.

Gribbdy s Day Ot
Amade Adventure
For Commodore &4 £E7.95

Az part of our continuing development of innovative soffware we are always happy to evaluate software sent o LS wilth & wvisw To pubdication




IS THE GOOSE
GETTING FAT?

Here we are once again, on the
eve of Christmas, traditionally a
season of good will, feasting,
contemplation and
extraordinary spending. . .

It's the big spend that most
commercial organisations have
their eyes on, the few weeks of
the year when the software and
hardware business makes or
breaks for the forthcoming fiscal
period. Last year, the
predictions were that it would be
a Commodore Christmas, and
most companies spent the
biggest slab of their budgets
advertising games for the 64.
The pundits were wrong — once
again itwas a Sinclair Christmas
and it left software houses
floundering with unshifted 64
stock and poor balance sheets
from lack of Sinclair games to
sell. This year, the pundits seem
to reckon on it being an Amstrad
Christmas because that
machine's in a good, strong

osition, Sinclair isn‘t, and

ommodore don't honestly
seem to know what they're
doing. Software house reaction
seems to back this up too, with
anly a conservative volume of
S I;:v-:a*:’trurn games planned,
plenty of Amstrad, and a
disappointing release schedule
for the B4,

No onewants to be caught out
again this Christmas with
surplus 64 stock — well no one
wants to be caught with ANY
surplus stock really. But it will be
a shame if there aren't a
reasonable selection of games

GAMES REVIEWED
IN THIS
ACE (5) 26
Batalyx (5) 12
Battle for Midway 116
Blackwyche 36
Code Name Mat Il 20
Colossus 4 Chess 132
Crazy Comets 35
Decision in the Desert 114
Doriath 18
Electrosound [GA1) 88
Frank Bruno's Boxing 18
The Magician's Ball 106

The Never Ending Story 106
Rupert & the ice Palace 32

Scarabaeus (S) 8
Schizofrenia 92
Secret Diary of Adrian Mole
108
Spy's Demise/Spy Strikes
B‘;ck 22
Terrormolinos 107
Topper the Copper 20
u 107
Who Dares Wins Il (S) 128
F 4 30
Zyto 16

.?1 “HMMHW| No9
.lﬁh\'_\ £ |, because :

available over the period
because the industry is afraid of

while away those deadly post
mm%
the tenth time. sa...

it's our Christmas

_ hwﬂlﬂtﬂlhﬂmm.ﬂhﬁﬂh

lh!muwll,llmﬂﬂohh
and all the
of Music for

iths nwnghad-:}w?nd listens to ® Pull out Calendar with features

the pundits proclaiming. £ size pages ﬁmhdm with
Mal;mting ﬁ;:lart, arllyi ood wm Fm‘«:i ) d -t
product will do well. It's too easy Competitions '
to sit back and say, ‘it wasn't a b.ll‘hl-'l galore like you've never seen

Commeodore Christmas,’ when a
game does poorly, without first
examining whether the game
failed because of its own
ualities. At ZZAP! we all feel
that, quite simply, the software

vote
lhﬂﬂmﬂmﬂl.ﬂmm&mm

business should look to its own m

strengt:'ls él nd take itE nwnf s you going until 1986 — and beyond.

counsel about what kind o

Christmnas to expect, and to The ZZAP! Christmas Special Edition will be on sale
recognise that good software is ﬁ’ﬂmmﬂmﬂ-ﬂlﬂlw

what makes the difference, not
quantity by itself.

and thet's & 9000 deat el s I

Roger Kean
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: quest to find Scara-
M eus, the fabulous
emerald of the
Pharach, began disastrously. As
| entered the tomb a venomous
spider bit me and now its slow
terminal effect is beginning to
bear heavily upon me. | know
that the Tomb contains medic-
ines that can cure me, but there
are also poisons which are far
deadlier than that of the
spider's. At least | have the
ancient scriptures to help me
work out which are which but
mostly | must rely on my own
instincts.

At this present time I'm stand-
ing just inside the entrance of
the tomb. My heartbeat echoes
eerily in the emptiness of my
surroundings and the ragged
sounds of my breathing only
make me feel uneasy. It's a bit
like standing in a maze of giant
hedges, although this is a far cry
from Hamﬂmn Court. Every-
where | walk there are passage-
ways leading left and right,
some long, others Iaadinﬁ to
dead ends. Thankfully |. have
with me a map. of the tomb to
show me me where | am, other-
wise life would be very difficult. |
also have with me my health
gauge which shows how near to
death | am and a heart register
so | .know when I'm pushing

Ona of the many puzzies to be solved. s it safe to take the container

a1 the top of the screan

Ariolasoft, £9.95 cass, £12.95 disk, Joystick or keys

myself to exhaustion. I'm ready
to go now . . . | sit and ponder
upon the old scriptures. | know
what | have to do but | wonder if |
am capable of doing it.

On the first level | find the
ghosts of the tomb. | know from
my readings that they will not
kill me if | touch them — instead
they give me a hieroglyph, nine
of which fill a key. Once the key
has been completed | can exam-
ine it and take note of the pos-
ition of all the hieroglyphs. This
should allow me to distinguish
between medicines and poisons
on the second level.

Getting to the second level is
by no means easy. A hand oper-
ated lift takes me there — the
trouble with the lift is that per-
fect rhythm is needed to make
the lift go up or down. One slip
as the stick is turned clockwise
or anti-clockwise and the lift falls
a level giving a terrible jolt which
isn’t too good for me in my curr-
ent state of health.

| know that the second level is
much the same as the first, only
differing in the colour of the
walls and in its size. | study my
map carefully. Marked on it are
the places of information —
these, if used correctly, should
give me potions and traps for
use in the'final and very danger-
ous third level. Each place of

8 ZZAP!64 December 1985

information has a giant spider
Fuardian which chases me once

ve opened its door. Once | have
lured away the spider, | must
return to the place of informat-
ion to retrieve the useful items.
Losing the spider proves no dif-
ficult task, but using the key to
work out whether | should take
the zombie trap and whether the

otion is poisonous or not

efore the guardian catches up
with me again, isn't so easy. In
one of the places is the key to the
Pharaoh's tomb on level three.
This is in the form of a slide puz-
zle which | have move around to
form the shape of the key before
it can act correctly.

When | reach the final lavel,
horrors yet unseen try to thwart
my progress. On this level are
more information recesses,
although this time they are not
properly guarded. On examin-
ing a recess, ancient machinery
causes a door to smoothly slide
upwards, revealing a shelf con-
tained within. On this shelf there
should be a bottle'of antidote —
or is it poison? If | recognise the
bottle from the previous level
then it will be safe to take since it
must be the antidote. f I've
never seen the bottle then it
must be poison and should left
well alone. On examining a
place of information a zombie is

This is a really superb
aardvark variant with the
most realistic and gripping
atmosphere I've ever
encountered. The music is
superbh. .. but toggling to
sound effects give some of
the best and most apt
sound effects ever

rﬂmgrammed on the 64,
he actual game itselfis a
mite confusing when you
first play it but very easy
nontheless, allowing you to
relax and really get to know
the feel of the control
system and the way the
map works.

Level two s truly hairy and
once you get into the game
horrible shocks can be
experienced when
zpoming around a corner
and a zomibie or giant
spider suddenly leaps out
at you. The puzzies are very
legical and tricky to solve
and it helps if you take
notes whilst playing the
game. For me this is the
best arcade adventure of
the year, with its
superlative graphics,
sound, atmosphere,
brilliant gra meplay and
Fuuﬂes. recommend

aying it with the sound
through a hi-fi and with all
the lights off. Brilliant! Miss
it if you dare!

activated and they chase after
anything with living blood in its
body . . . | must be very careful
yvet swift. The zombie traps
come in useful here and could
well save my skin more than

once — I'm glad | made sure |
picked up all four on level two.
When all the antidotes have
been recovered | can make my
way towards the Pharaoh's
tomb which is located in the
centre of the maze to complete
the final task. Examining one of
its eight entrances will give me a
fiendish puzzle of the sort only
the diabolical Pharaoh could
have thought up — forty moves
to rearrange the hieroglyphs




It's difficult to know how to
describe Scarabaeus. /
wouldn't really call it an
arcade adventure nor
would [class it as a strategy
game or simple maze
variant. No, it'’s something
much maore involved. |
think ‘brilliant’ sums it up
quite nicely, Bath graphics

lr-up_“,“,

and sound are exceptional
and the atmosphere
generated during play is
really something elsel The
music gives the game a
sense of urgency and
excrtement while the heavy
breathing and heartbeat
sound effects make things
very tense. The problems

AAARGHI Attacked by a zombie on level three. The status panel to
the nght of the screen shows an overall map of the tomb, the tima

| Lad elapsed (hour-glass), snergy rem aining (door behind the Agure) pﬂSEd arg IE'II-HQ and

| :";3'?"1 - _:"Hd exhsustion in the form of an omate ticker tape readout st the absan!:.fng and | must say/l
\ ""'*1;' bottom have never played
= anything quite like

Scarabaeus before. Thisis
one hell of a smart game
that no self respecting
Commodore owner should
overlook.

Maze games have
b ") varistyof people, burth Presentation 90%
, variety of people, but this pueey
l one really is the best, The Superbly produced game

graphics are smooth, with brilliant film-like

:ﬂlmilrful ak nd different. The opening sequence.
puzzles take some working
out and these too, are Gr 96%

superbly handled. The Fast 3D scrolling maze and
animation is faultless, excellent all round
being just about as good as appearance.

any you could hope to
achieve on the

Commodore. The sound Incredibh atmospheric
effects are nothing short of - tunes and sound effects —
amazing as well. The main the latter especially!
tuneis IE-L:":'::"E'Ifm"'lﬂl'l" wWritten A map of the third levelwith the Pharoah’s tomb in the certre of the . .'
and other sounds are pretty maza and our intrepid explorer to the far right m

good, but the main effect - Hookability 96%
Once you start you really

which impressed all of us,
into a regular 4 x 4 key so that | work,: but well worth it for the getinto it.

any column of hieroglyphs will | great emerald Scarabaeus lies
match any line. If the puzzle isn‘t | behind those confusing doors. .. ],mﬁl;[lty”ﬁ.
completed within the forty And there's a lot to do and
moves then the door is barred My mind snaps . . . why am | work out,

and another entrance must be | sitting dreaming when | should |
93%

was the breathing and
heartbeat sequence. The
atmosphere this creates is
absolutely spot on — really
dramatic. Even the tune
played in the elevator
sequences is designed with

tried. It's difficult and torturous | be trying to find an antidote? |
take a last stare at the sky which
is shining though a tiny portal in

you out, when you're little bit more to the game, lift that wﬂ! take me to level one. = s

levels. but as it stands, it's brilliant. will stone blocks be my only Overall 96%
company for infinity . . .

But a brilliant one at that.

m
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S LI PREVIEW
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ou may or may not
Y remember a small news

item that agﬂpaared in
issue 6 of ZZAP! about a new
boxing game from US Gold/
Sﬁdnﬂv called Fight Mighr. Well,
after much delay it's finally ar-
rived . . . sort of.

You see, at the time of writin
the program isn't really compl-
gte. In fact there is a succinct
little message on the front of the
documentation that sums up the
situation quite nicely . . .

So, we're sticking to our guns
and giving a PREview of the
game to whet your appetite as
opposed to a full REview of an
unfinished product to mislead
you, More next month, but for
now ...

Fight Night is the fourth boxing
game/simulation to be released
on the 64 and has been around a
year in the making. It boasts
many features and an exciting
combination of cartoon quality
graphics and equally amusing
gameplay. There are four main
options present on the cassette
version and five on the disk.

Main Event. Essentially a strai-
htforward boxing ‘simulation’
that lets ruu box against five of
the worlds meanest fighters,
each with their own distinctive
style (usually dirty), strengths,
weaknesses and Super Blow.
The latter is a very powerful
unch that knocks you for six if it
ands successfully. it also de-
forms your boxer rather amus-
in%!: in the process!

a challenger you must first
battle your way past four incre-
asingly ferocious contenders
before meeting the Champ —
the Bronx Bomber. There are
eight different manoeuvres at
vour disposal and all are acces-
sable via a single joystick. Jabs
and body blows can both be
thrown or faked and your guard
can be raised or dropped. One
can also move left and right
across the ring to avoid
punches.

The boxers start in their res-
pective corners and on the
sound of the bell it's time to
come out fighting. The bout is
held over three rounds with the
simple object of knocking out
your opponent before he floors
rnu. oints are awarded for
anding a successful punch and
in the event of a bout going the
distance, a8 win is awarded on
score.

10 ZZAP! 64 December 1985

FIGHT NIGHT

US Gold, £9.95 cass, £14.95 disk, joystick only

Boxing Construction. One of the
most amusing and original
aspects of Fight Night is the
Boxer Construction option. In
this mode it is possible to build
and customize personal boxers
to either use as opponents or
fight with.
hen you use the construc-
tion mode you are given five
different choices of four differ-
ent parts of the body — arms,
legs, head and torso. Putting
them together is done using the
joystick and is very simple. Once
the boxer has been built you can
select the colour of his skin,
ﬁlﬂvﬂs and shorts and whether
e's player or computer control-

led. When that has been done
ou are asked to allocate points
out of twenty) to the boxer’s left
and right punch strength and
resilience to attack. Using this
you can give the boxer a trem-
endously powerful left jab, alth-
ough his right would be weak,
The same goes for resilience —
the boxer could be practically
immune to body punches, but
then a blow to the head would
really shake him.

If the boxer is computer con-
trolled then you are also asked
to define his offensive/defen-
sive and whether he uses brains
or brawn in similar fashion.

in order to become a compe-
tent boxer one must practise
punching, ducking and most
importantly timing. This is done
through Training Mode. It also
gives you the opportunity to test
out the punching power of a
constructed boxer. After select-
ing the boxer you wish to train
with and the speed at which to

train, you must decide whether
to lead or follow. The former is
used to practise sense of timing
and simply lets you perform a
movement at will. The latter
however, is a similar method of
practice to that of the arcade
game Karate Champ. Two repre-
santations of your joystick are
shown at the top of the screen —
one for movement with the
button depressed the other
without. Various positions and
combinations of the joystick
light up’ and the equivalent
manoeauvre must be executed as
quickly as possible. Making a
correct move causes the com-
puter to give the next one, but a

wrong move gets the sequence
repeated. The combinations of
moves given should be noted as
they are beneficial to competent

play.

Sparring. Allows you to set up a
bout between two previously
constructed boxers of your
choice, be they computer or
human controlled. This effecti-
vely means that you can create
your own demo mode.

Tournament. Unfortunately this
option is only present on the
disk version of Fright Night. It lets
two players compete against
each other with a wvariety of
boxers in a round robin tourn-
ament, giving the game a man-
agerial flavour.

More next month, including
critical appraisal and ratings
when we're told the game is
completed and tested.
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BATALYX

fter four months of key-
board pounding, Jeff
Minter is back in the lime-
light once more. As could well

Liamasoft/Ariolasoft, £9.95 cass, £12.95 disk, joystick only

be expected the Zzyaxian are
back as well and this time
they're on the defensive. In a
‘Star Wars' type story, the
‘Pseudo Sci Fi Bit" as Minter calls
it, you are in control of a daring
task force attempting a raid on
Zzyax Prime, the controlling
planet of their galaxy wide
empire. The plan calls for the
reactivation of a set of mystical
structures that date from a time
before the tyranical Zzyaxians
conquered the magically tech-
nological world for themselves.
Upon reactivation, a specially
trained task force wise in the
ways of Prime’s latent rs
are to move in and use the near
endless energy supply to drive
Zzyaxians from their home-
world. With the hub of the wheal
shattered, the spokes of the
empire should soon splinter into
meaningless oblivion. The
Zzyax, not totally naive, have left
automated defences to repel
any such rebel attack.

You play a Psi Op, an entity of
advanced psionic ability who
can leap between the minds of
the task forces each battling to
reactivate a mystical site. There
are five such sites and one relax-
ation area to calm your battered
neurons. To be an effective psi
op you must constantly leap
between all five different battle-
fields, repelling and attacking
the enemy. Though it may be
tempting, it is wiser to leave
those kinds of battle at which

ou are most proficient till last,
use the skill of your oppo-
nents Emws the more you prog-
ress through the game. If you
anemﬁt and complete any set
task then your other goals be-
come a lot more difficult. So
clearly you must choose the
order of reactivation carefully.
And if the struggle becomes too
much, there is still site number
six specially created for pleasure
and relaxation.

Batalyx is a collection of five
games and one nunﬁ;me,
which is a simple form of Psych-
edelia. The six different sections
are entered via keys 1to 6 on the
keyboard and each is instantly
accessable at any time — the
program makes a note of your
position when you left. While

ou are in one of the sub-games,
its icon is highlighted among the
row of icons each depicting one
of the six sections. To complete
a section you have to light up
one of a row of characters, five
characters in the row, one for
each game. The character
appears in four different sec-
tions as you pass various step-

this year,
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Attack

ith its many

aspects (shoot em up,
psr:h, gravities, reaction
and general way-outness)

the five separate

sub-games and pause
mode all combine to make
an excellent and incredibly
absorbing game.

off

For those morons out there
expecting us to si
Batalyx . . . tough luck
mateys — we don’t bear
grudges. Batalyx is

definitely THE best Minter
program to date, and isone
of the best games I've seen

—

of the Mutant Camelg ||

=

-~ -
P

—

Bir%g stones within the game.
iffereant characters are are
predictably Minteresque objects
such as sheep and antelope.
Before starting you select a skill
level and depending on that
level you are given an amount of
time to complete Batalyx. The
times range from one and a half
hours down to five minutes,
though it's a lot more likely your
ames will be of the one and a
alf hour type.

personal favourites are
ncro lf {I've had some
practice since | got it from
the net a while back) and
Cippy on the Run — both
tricky and concentration
aapgpi ngégamas. The idea of
ychedelia in the pause
mode is great — it might
well persuade people to go
out and buy the (much
underrated) real thing. |
don’t mind saying 'nice one
Minter...it's HYPERBRILL,
okay twelve year-olds?’

Subgame 1: Hallucin-
O- Bombliets

It has been admitted by the hairy
one, that this is an "Asteroids’
derivative. Trapped in a wrap
round blank screen, you control
a small craft using globular little
bomblets as the main source of
propulsion and attack. To fire a
stream of bomblets you merely
point the joystick in the direction

ou wish the stream to travel.

he trouble is that thanks to
some fairly fundamental laws of
physics, the little bomblet mach-
ine flies off in the opposite dir-
ection. The scene is set on the
fringe of space, the upper
atmosphere of Zzyax Prime, and
the gas present has enough
viscosity to slow you down
rather than whizz about endless-
ly and helplessly as in ‘Aster-
oids'.

The task is to destroy the def-
ence satellites placed around
Prime's orbit. There are 16 diff-
erent types each with its own
distinct movement pattern. For
each satellite totalled, a small




AaAmReT

square on a screen-long bar
lights up. If you crash into a stray
satellite then some squares are
knocked off the bar, the actual
quantity depends on how late
you entered the game. When all
the bar is lighted, half Hallucin-
O-Bomblets icon is shown, and
to complete the whole icon you
must fill another bar.

Kill a sufficient number of
satellites and a new ty
replaces the vanguished min-
ions. Attacking nasties are such
things as pint glasses, cippies,
ex Prime Minister Aardvarks and
similar others.

Subgame 2: Attack of
the Mutant Cameils ll

Attack of the Mutant Camels is
possibly one of Llamasoft's
most famous creations. Recent-
ly it was converted to the Atari
and a lot of the creative work
infused into the Atari version
has now been put back into the
Commodore. For those very few
of you unaware of AMC's game
type, you control a small craft
owered with a low energy
aser. Attacking are mutant
camels. These require zapping
many times before they die.
When it's nearing its end, the
beast kneels down, and can then
be vanquished by a couple more
well placed laser blasts. The
camels’ weapons are Bonio's of
Doom, a deadly device similarin
shape to a famous biscuit for
dogs. Complete one sheet by
destroying all the camels you

can then warp to the next. Flying
through the warp, you are pelted
with a shower of Bonio's — best
avoided as vyour shields are
limited in number.

The Zzyaxians camels aren't
real however, they're robots, the
shape chosen because man is
loath to shoot anything vaguely
camel shaped. The pseudo
camels’ role is as one of Prime’s
built-in defences, there to ward
off any potential attackers.

Subgame 3: The
Activation of Iridis Base

Described by Jeff as ‘probably
the most abstract of the six
games’ this is essentially a
simple (!) test of reaminns.‘(l'hﬂ
base, disguised as a pyramid,
looms in the background while
in the foreground there is a
group of nine squares represen-
ting the nine positions of the joy-
stick — left, right, up, down, fire
and diagonals. These squares
light up to indicate the direction
you are to move the joystick and
this must be done immediately.
Failure to do so will result in the
loss of one of six phosphenes,
sort of ‘lives’. When all six are
gone then that particular
attempt at activation is aborted
and the sequence has to be start-
ed once again.

On successfully activating the
base you are treated to a colour-
ful display similar to the effect
featured on the album cover of
Pink Floyds ‘Dark Side of the
Moon’.

"MINTEL DOEC IT AGAIN ! *

()

Su
the Run

ame 4:Cippy on

Set in the Metapsionic Power
Wave Guide Channel (?), nick-
named the Grey Corridor, you
must reactivate this structure by
physically touching every seg-

ment of the structure and think- |

ing really hard. The corridor is a
simple wversion of Minter's
Sheep in Space planet. There is
ground on both top and bottom
of the screen and each has its
own gravity. The main sprite, a
porky Ancipital, can run on
either floor and you push the
joystick towards the floor you
wish to move to. Cippy remains
centrally positioned while the
corridor scrolls about him.

The Zzyaxians have left a
supply of phosphene globes to
interfere with your task. These
appear in the distance and move
closer, if you let them come into
the foreground they go haywire
and slam themselves into the
corridor, mutating a segment.
The effect the phosphene has
depends on when you start play-
ing, but earlier mutations cause
the segments to repel you or
throw you to the other side or
even warp you to another sec-
tion of the corridor. There are
also a few holes in the corridor
which, if you're clumsy enough
to fall into one, blast you away
and the sheet must be started
again. On later screens things
get na as segments are de-
activated when you travel over
them twice. To battle the phos-
phene interferers, a stream of

Jeff Minter continues
where he left off with
Ancipital and has produced
yet another original, quality
shoot em up. Not only is it
his best game yet it's also
one of the most impressive
pra?gmms I've seen on the
b4. I he five games, well six,
are all of a very high quality
and together they
represent excellent value
for money. There are some
superb new control
methods and the whole
game is packed with
original touches. The
theme of Hallucin-O-
Bomblets has got plenty of
potential and is something
that | hope Jeff expands
upon. AMC I is the weakest
of the games but it doesn't
make it any less playable.

The Activation of Iridis
Base is a personal favourite
and although it struck me
as being something of an
improved Simon
derivative, | found it one of
the most compelling
games (probably due to its
simplicity)! Cippy on the
Run is also highly addictive
and proves very absorbing
to play. Again, plenty of
thought has gone into both
its conception and
execution. The final game,
Syncro ll, makes superb
use of colour and sound
and m?u:‘res plenty of fast,
logical thought. It had me
coming back for more
many a time. Batalyx is a
perfect example of Jeff
Minter at his best.

sprites” are constantly ejected
from Cippy's mouth.

Also supplied is a scanner
showing most of the corridor.
The mutated and activated seg-
ments plus ar'llr:| holes are clearly
shown. To light up this games
icon you need to complete four
corridors. After every second
level you are given the oppor-
tunity to pick up a substantial
amount of extra points on a
bonus screen. No phosphenes
appear on this screen and
Cippy's form is enhanced with a
colourful trail of clones follow-
ing his movements exactly. To
collect a massive bonus you
need to activate the corridor
with no life loss. If time is getting
close you can always skip this
screen by hopping down the
nearest hole.
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Acﬁvuthn of Iridis Base.

Syncro Il
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Mama Mial What has Jeff
Minter done? Simple. He's
taken Revenge, altered the
music, graphics, level
sefect and control method
and then thrown the disk in
the bin and written Batalyx
instead. Batalyx is certainly
Llamasoft's best creation to
date and though being
totally original to play, it
incorporates all the
elements that have made
previous releases hits.

subgame 5: Syncro i

Compunet modem owners have
probably seen this as a stand-
alone program wunder Jeff's
R?ges. This follow-up to

inter's other freebie hit,
Syncro, is a %ame of logic rathar
than manic blasting. The struc-
ture needing reactivating is the
Great Psionic Generator of Dhi
Oh. To attain reactivation an
alignment of globes is required.
The globes are given a random
angle and wvelocity and their
paths are confined to the size of
the screen so that they bounce
off the edges. Filling the screen

The game is so easily
underestimated and takes a
quite a lot of play to realise
Its strategic qualities.
Personally | really liked
Cippy on the Run, it bein
my favourite of the bunch.
Much welcomed also is the
pause mode showing
Psychedelia’s previously
unrealised calming
qualities. Overall one of the
star releases of the year,
containing a perfect
proportion of tactics and
mindless blasting. | really
hope further Liamasoft
releases follow this trend.

are sixteen different squares,
each composed of a particular
pattern. You control a cursor
which may be positioned on any
of the squares. Initially the
squares are static but if you
move onto one, press fire and
move the joystick, the square’s
pattern scrolls in the direction
'I.'uu move the joystick. Also any
ike-patterned squares move in
unison with the sguare being
activated. If a sphere moves
over the square it is slowed
down or speeded up depending
on the pattern’s scrolling direc-
tion and speed of scroll. The
object of the game is to stop the
globes from moving by snaring
them onto a square.

As the sheets progress, large
areas of black squares appear
making the going pretty rough
since you can't see the speed or
direction of the patterns’ scroll-
ing. Throughout the game
dramatic sound effects are
supplied by a neat little system
of chord manipulation. As the
squares are changed, the chords
change with them. If you care to
take the Great Psionic Generator
of Dhi up to its highest level and
you manage to align all the
spheres, then a mega bonus is
added. To light up Syncro II's
icon you have to travel through
eight screens,

Subgame 6:
Psychedelia

In the instructions Psychedelia is
likened to ‘Swedish Massage for
the Brain'. Psychedelia is a patt-
ern creating device controlled
via the joystick. The real function
is as a pause mode though it
should do something to calm
vour battleshot nerves.

Presentation 96%
Extramely well thought aut
and executed program

Graphics 93%

Excellent definition,
anmimation, use of colour and
suparb scrolling techniques.

Sound 81%

Very good and unusual
Minteresque sound effects.

Hookability 95%

Extremely easy to get into as
you can start where you like.

Lastability 94%
Addictive, challenging and
above all ELIN!

Value For Money 95%

More expensive than previous
Minter refeases but just as
worthy.

Overall 94%

Yet another Minter classic.

.-



T'his Great Game now
available for . . .

COMMODORE 64 "/ 2 4

AMSTRAD and
SPECTRUM

- 4

s Buhhle Bus Software, 87 High Street, Tonbridge, Kent TN9 1RX, England Telephone: 0732 355962 Telex: 95151




fter Virgin's purchase of

the Rabbit Software label

last year, they have fin
ally decided to release some
titles on it. Using Rabbit as their
budget software division, one of
Virgin's first releases is Zyto, a
'‘Secramble’ derivative.

Being the right little urban
terrorist that you are, your aim is
to destroy a six-level subterr-
anean city using a space ship
with a wheeled buggy as a base.
The idea is to collect six pieces of
bomb, one on each level, and
take them with the buggy to
level 0. Once you get to level 0
the six bomb sections must be
assembled in the same order in
which they were collected. Once
assembled the bomb detonates,
stripping the city's outer de-
fences and allowing you to force
it into submission by shooting
the inner defences.

The ship has two modes of

| aren't enormousl

travel. Initially you are mounted
upon a buggy able to move left
and right over Zyto’s mountain-
ous terrain. When moving over a
hill or dell the buggy does its
best to keep level by extending
and retracting the telescopic
legs on which its wheels are
mounted. It isnt indestructable
however, and clumsy handling
may well destroy it.

To get over such problems
you use the aerial section of the
craft, taking off from the back of
the buggy, to fly over Zyto. In
this flying mode you can collect
blocks scattered about the land-
scape simply l;!y flying the ship
through one. To drop & block
press fire. Skillfully placed,
these small platforms can be
used as bridges for the buggy.
Fire also activates the gun,
though there’s only limited am-
munition. The fuel allowance is
also limited and quickly drains
away as you zoom about the
planet. Both fuel and ammuni-
tion are replenished by redock-
ing with the buggy.

bviously Zyto's inhabitants
happy with
yvour wvandalistic intentions on
their city, so they send out a few
nasties (or nicies, depending
whether you're a human or a
Zyton) after you. The majority
are airborne and only become a
problem on your forrays into the
sky, but on the ground there's a
particularly nasty buggy-destro-
ying robot wheel. Spinning over
Fhﬂ round you have to destroy
it before it gets you.
_ The six levels of the city are
interconnected by holes in the

Rabbit, £3.99 cass, joystick or keys
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ground and in the roofs of the
caverns that house Zyto. If your
buggy falls through a hole
unprotected it is destroyed but if
you have collected a parachute,
then a gentie landing is assured.

_On the lower levels electrical
discharges scatter across the
land barring your way. These
charges need to be vanquished
by turning off all the blocks on a
control panel which is made up
from blocks of varying patterns.
A block can be turned off b
flying through it at full speed,
and once you have done this, all
similarly patterned blocks are
also turned off. The blocks are
toggle switched so they can be
reactivated if you travel through
them again.

The game is presented with a
horizontally scrolling section on
the top of the screen and a status
panel on the lower part. The
world is wrap round, so if you
travel far enough to the left or
right, like Magallen, you find
your ship back in the same
place. The status panel gives
details of fuel and ammunition
su#t:plias plus the time you have
left to complete the mission.

e e T
an

found te my nﬁ%
that this was not so. Revam

it may well be but from 7
The graphics and sound are
o e
piece of

S
3
4

§

3
g
;
]
g_

35382
ik
3R
il
8§50

sai

Egsr%

|
:
:

3§
| fgﬂ
:
hhﬁu
83

X
§3ns
i-u“.

Presentation 66%

Barely adequate instructions but
a Tew usetul options
Graphics 32%

Poor scrolling, landscape and
sprites

Sound 28%

MNo music and weak spot effects.

Hookability 47%
There's an urge to play a few
games

Lastability 38%

but not many thereaftar

Value For Money 45%
Twice the going rate for a
budget game and not even as

good as most

Overall 40%

Rabbit have seen better days

and sa has budget software
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PROMAX TURBO
M Top and bottom fire butfons.
w Extremely responsive aft

Y Built to last. e,
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EUROMAX ARCADE
% Rated by ‘BIG K’ as ‘The cheapest stick
one can get really enthusiastic about'.

% Positive micro switched action.

‘ % Fully self-centering.
. EUROMAX COMP PRO

[ % Top U.K. micro switched joystick.

: % Very responsive.

% Highly rated by ‘Crash’.

|' North Humberside Y018 5XR. England.
Telephone: 0262 601008/ 602541 Telex: 527381 EMAX G,
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Ask you local computer store for | , : 1
details on full range or phone us direct | Please send me further details of the Euromax Joystick
| range. |
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rank Bruno's Boxing is

essentially a home com

puter version of the arcade
favourite Punch Out! The idea of
the game is to beat eight boxers,
one after the other, in an attempt
to become the new World
Champion. On beating one figh-
ter you are given a personal
code, unique to your initials, so
that the next opponent can be

HONLE sysyem o)
W e i ! ;
FI'IT‘_.""

ANTIPODEAR
AfDY

FRANK BRUNO'S
BOXING

Elite, £9.95 cass, one or two joysticks, keys or joystick with keys

vely m till
ﬁmp%ymm { did like was
the loading music, a very good
Vided, though it Aavally makes &
mﬁh :ﬁcﬂig:hg out hard earned
cash,

loaded in from tape.

The view of the ring is from
slightly above and behind your
boxer, none other than Frank
Bruno, so you're looking into the

screen with the opponent fac-
ing. As a digitised Frank one can
perform several manoeuvres,
such as left and right head

unches, body blows, a Knock

ut punch, ducking and of
course guard up and down.
Using these skills the other
fighter has to be knocked down a
total of three times within the
given time limit.

Both boxers have a ‘power’
bar and each time a successful
punch is landed the bar incre-
ases in length. To get the power
bar to its maximum, successive
accurate punches must land on
target. But if you should get hit
when your bar is at the halfway
mark then it depletes — rapidly!
Once it reaches its peak the KO
punch, a vicious right hander,
must come into play. If this
deadly blow is accurate a couple
of times then the opponent is
usually floored. If, on the other
hand, he gets his bar to maxi-
mum then his next punch has
the same effect. On the first two
occasions when a boxer gets
knocked down he always get up.
But on the third . . . Bocko! He's
down for good!

Most of the other boxers have
a special punch or move pertai-
ning to their name and unless
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this can be avoided, you will be
floored instantly. The first boxer
encountered smacks you viciou-
sly round the head with both
hands while Fling Long Chop,
the second opponent, drop kicks
— not quite the Queensbury
waJI Subsequently the moves
and technigues of each boxer
must be learmed if one is to
succeed. Fortunately there is a
‘replay last match’ option so that
the last boxer can be tackled
again and again until you are
aventually competent and fina-
lly victorious. If you manage to
g ow your way through all eight

oxers then a newspaper, with a
headline proclaiming vyou
Champion of the World, is
shown.

Presentation 91%
Loading the boxers from
-assette 1s a real pain but the

overall presentation s excellent

Graphics 79%

Big, above average quality
sprites with equally large
glitches

Sound 72%

Mice tunes, but all a little short

Hookability 78%

Desire to become champ is high

Lastability 62%
But it's pretty simple and will
vou go back to it after

Value For Money 72%
"Punch Out!” is ageing and there
are better boxing games about

Overall 69%

lhree months ago it would have
been the best, now it's a case of
try it and see if you like it

DORIATH

Rabbit Software, £3.99 cass, joystick and keys

of Time was besotted by a fair

maid by the name of Fianna.
So in love was Atelan that he
gave her the legendary Coronet
of Arien, the wearer of which
would become immaortal.
Though not telan's feelings for
her, smart girl that Fianna was,
she still accepted his generous
gift. Soon, however, Atelan dis-
covered his love was never to be
returned and he flew into a rage,
taking back the Crown from his
love and casting it into the
depths of Doriath. And there the
coronet has lain, venomously
guarded by the minions of this
dark place.

Recently Mage and Lore
Master, Elidaan, has discovered
the scroll of Fianna and learnt of
this sad tale. As there wasn't

'n days of old Atelan, the Lord

much to do and Elidaan fancied
being immeortal, he decided to
brave the sanctuary of Doriath
and have a go at retrieving the
Crown of Arien.

This is where you come in,
your job to guide Elidaan
through Doriath to his final goal.
You enter Doriath with no pos-
sessions and very a small rep-
ertoire of spells. Around the
caves of Doriath you find var
ious items and spells encased
within casks, which are opened
by passing over them, where-
upon you are told of the new
addition to your inventory.

Apart from the different
spells, the objects you encoun-
ter are of five different types.
Stamina Potions boost Elidaan’s
energy which is displayed as a
percentage at the top of the
screen. Using this potion at the
right moment can get our hero
out of many a tricky spot. Port-
cullis Keys allow passage
through an Furtcullis barring
thewaywhi.r:a rapdoor Keys are
used to get past trapdoors.
Fungata Potions cure Elidaan of
any ill effects caused by the
mushrooms growing in some
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caves while Cloronar Potions
are used as a defence if they are
drunk when standing next to a
plant or shoot. Each object can
only be used once though a
store of them may be built up.

The game is presented in
classic arcade adventure style,
using a standard flick screen
method. Elidaan can go left,
right and also levitate for short
distances. To travel between
some sheets you must use a
rope. About the cave there are
various nefarious characters all
‘willing to sap your stamina.
Some of these foes are a mite
more malevolent than others,
some of them firing arrows at
E:u. In some screens you may

unfortunate enough to come
across the odd dragon or two
spitting deadly fireballs. |f
you're foolish enough to guide

TEST

Elidaan into the dragon then it's
game over. Facing 5!ig_htlv less
owerfull foes you find that

Game Over’ only appears when
your stamina drops below 2%.

Presentation 67%

Adequate but not outstanding

Graphics 38%

Coarse overall effect with poor
efinition, animation and bland

use of colour

Sound 66%

FiEII! version of ‘Hall of the

Alnﬂg the top of the screen is alfiaosird AP JEVE T
/ set of five symbols each depic- pnrilioal i Rt
ﬁ ting fgn;s -:J tge diffelr:ant %hjects . e
: L ou Nind. Underneath each sym- pretty
ommaod the is di game. | LaLUETT "X M
mmﬂt too bad as tghﬂiilt Ispﬂdrilsgtll‘i‘:ﬂrg%‘:f r;"]glr-.lwﬂ:?;  grap are The explorat SI'I-'I}I": g bites
platform games go. The same carrying. To use an object you C Dbad- |
b said of Dorlath in that s byl y nated single * .
gﬂ e vt bl position a cursor over the r SOPSE 8nd Lastability 46%
mﬂw doke arcade but soog. | SYMPbol you want with the F1 w it SRS
mwm The kltalf. Hitting F7 then activates the 4 what the
game isn't particularly taxing | °fre - box Value For Money 49%
H‘l‘lﬂfﬂ_ﬁ'ﬂ lﬂ'ﬂﬂ'wﬂ'ﬂ here are e -EPE"E L p Mﬁ Budget software n::-|||.]hj1,1:': r:--'-ﬂ
a high frustration element as the could collect in addition to the : of e g Fhpt
Wizard does jump rather stran- | CN€ YOU are given upon enterin do. | IR budget price
gely and awkwardly. Doriath. Different spells kill diff- act :
! . erent creatures and to wield one Overall 47%

Mot one of the better arcade
aoventures availlable but aven

gothere's g

you must hold fire and press
down. The spell then appears
and can be controlled with the

joystick.

ot worse

Program by Level 9

SPECTRUM - CBM 64 - AMSTRAD - ATARI - MSX - BBC
CASSETTES £9-95-DISCS (BBC 4CBM 64 ONLY) £12:95

ALSO AVAILABLE
THE ADRIAN MOLE SECRET DIARY KIT

The CGompuler game +1986 Diary in onepack =<
(asselte versions (14-95 Disc versions £17-95 ,‘JE [/
P
SR PeE

Dishmibuted by WHS pistributors, St Johns House, East Street Leicester
Tel (0533) 551196
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odename Mat Il, recently
released on both the
Spectrum and the
Amstrad, is curiously misnamed
on the Commodore seeing as
how its predecessor, Codename
Mat, never appeared on the 64.
The scenario casts you as Mat,
champion of the good, defender
of the innocent and scourge of
the Myons. The Myons are an
evil bunch of aliens set on

destroying the energy collection.

T t"|1
DFF
LEFEIY

ety | LOFF)

CODENAME MAT I

Domark, £8.95 cass, joystick with keys

grid based around the planet
esta, a planet rich with the
famed substance Karillium, the
most precious substance in the
known universe. Karillium is
mega form of Baby Bio, one
small pinch and a desert be-
comes a thriving jungle. Vesta's
energy grid also happens to be
Earth's most important power
source.

The reason for the Myons'
onslaught is that the planet
Vesta was under their control
until Earth launched an unman-
ned attack force and took it
Obviously a bit annoyed about
the theft of such a wvaluable
commodity, the Myons are now
doing their best to disrupt the
satellite grid distributing the
Karillium power to Earth.

With tempers all round on the
rise, you have been eguipped
withanewshif.thel:enturiﬂnll.
and sent to defend and repair
the satellite network.

The object is to destroy the
Myon's and guard the satellites.
The Myon's attack in waves, of
which there are eight. If you
destroy all eight then they
repeat themselves with an incre-
ased ferocity. All in all there are
256 levels before it cycles back
to repeating itself. Mat is defen-
ding twenty four satellites and

contained on most game's

inlays. Controlling the ship from
the keyboard is asking the imp-

' qiven the key %
mﬂumﬂhanpmvw Ti

are the same as

l'.‘ﬁ-l’ cursor keys on the Spec-
trum. | must admit to bei
bored by the whole thing
m#ﬂmﬂﬂﬂﬂﬂﬂbﬂdnﬂaﬂf
A View to a Kill seeming pass-
able after this offering.

! have never
thought that
of l'ﬂﬂ Star Raiders

?r.'rpa of game as /|
nd

- them very
<= & banal and monot-
onous to play.

Codename Mat Il is
no exception and
while it seems a good, if unor-
iginal, variation on the theme |
an'r see mueh point in relea-
sr something as unhsgmn
‘cliched’. Gra,
nnrmng special with a
poor and slow ‘deep space
effect and little else m i
Even though the sound is limi-
ted to no mum than a few
spot ﬂﬂmm good and
suits the game MH' ving said
that | tﬁmk some title screen
music would have livened
things up no end. I'm not sure
how pnpufar the genre is with
ﬁrﬂﬂ players but Code-
name Il hasn't swayed my
opinion in the slightest.

after clearing a wave of Myons
there is a chance to repair them.
You can also do any repairwork
necessary on the Centurion but
the time units allocated to the
ship and satellites is limited.

@ main action is viewed
through the cockpit on the top
half of the screen, here, any
aliens in view plus the surroun-
ding stars are seen. Using the
{ﬂ;ﬁtick YyOu can move up, down,

and right, for other ship
controls the keyboard is relied
upon. As you move the starfield
twirls about in true 3D style as in
Elite. For travelling around in the
immediate wvicinity there are
information panels depicting
the status of the ship on the
bottom of the screen. The infor-
mation shown is up to you and a
number of different status
screens can be called up.

To keep you up to date on the
Myon's manoeuvres, three
types of scanner are provided
with wvarying intensities. The
Quadrant Chart gives a view of
the twenty four satellites and the
damage status of each link in the
energy grid. The Long and Short
Range Charts are displayed sim-
ultaneously, both working along
the same lines. Centurion is
shown as a central dot viewed
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from above, and the Myon ships
appear as moving dots. How-
gver no information is given
about the enemy’'s vertical pos-
ition in relation to you and
things can get confusing. When
in battle a semi-intelligent Battle
Scanner can be called up. This
tracks the alien nearest to you
and also gives a reading of his
range. During battle you can
choose between photons or
laser. The lasers fire blasts
cl:jl-::klv one after the other but

e photon weapon is a bit slow,
on the other hand it won't blow
up if overheated.

If your ship is damaged it is
possible to get it repaired by the
two droids that come as stan-
dard fittings on Centurion. The
trouble is they take their time in
doing the simplest of jobs and if

ou're in battle they could well

e destroyed. At any point it is
possible to save out your current
progress or load a previously
saved game though this may
take a bit of time.

've p
many of
afgammthﬂm
mg yet another

‘save the galnz
sin, fehmdm:f‘"ﬂ

3% 3 ﬂ‘snﬂanﬂh;;lﬂnﬂ

an
special — just the gﬂ-
ingredients nduddaum from

Star Raiders. The graphics and
sound are both pretty poor and
wading through the mass of
instructions was almost [ike
reading a familiar schoolbook.
Fresh really needs to be

injected into this type of game
because as it stands it's very,
very dull indeed.

Presentation 60%
Sufficiently informative
instructions

Graphics 44%
Slow ‘30" and unfargivable
colour clash

Sound 63%

Some nice ‘'spacey’ spot FX

Hookability 56%
Vast galaxy to explore and only
a few Mvons to shootl

Lastability 37%
Hepetitive "action’ holds little
interest

Value For Money 39%
Below average price .. . and it
shows

Overall 40%

May prove appealing to Sci Fi
nostalgia fans

TOPPER THE
COPPER

English Software, £8.95 cass, joystick only

opper is rather an odd
looking policeman with a
top hat for a body and a

air of diddy little arms and tiny
ng on which he bounds along.
Strange though he may seem
he's still an arm of the law and is
out to solve a crime. This is
where the player comes into the
game. Topper has to be guided
round a strange environment to
find vital clues so he can collar
one of the seven suspects of a
crime.

Topper’s beat is a very weird
one with many different conn-
ected rooms mntaimngl plat-
forms and loads of ‘orrible
nasties that sap his energy,
shown by a diminishing bar.
Should the bar reach zero then

Topper dies. Never fear though,

situation is rather

if the ener_?v
0

dire then Topper can return to




the ‘police station’ room to
replenish his energy.
otted around each of the

rooms are safes which Topper

English Software

have been

quiet of late

not a single release

for the 64 in the

past nine m@l
re
for

i

up
something big, me
thinks)? Topper the Co fﬂﬂn'f

and are above average
the gameplay is

w #unf,mm “contrived’,
game proves an enjayable

nwrﬂfpufiﬁmﬂimu.

GAMES ON
ONE CASSETTE

“for- £9.95

1 inct
-. n.,_"": uding FREE Wailch and Fn.tl:gy

20 KEY, MULTIFUNCTION
CALCULATOR WATCH

24 hour time
mode

® Calendar mode

® Alarm mode

® Calculator
mode

- CASSETTE 4

COMPUTER | %

has to collect. In eight of these
safes lie the clues to the crime
along with the key to the jail. All
these need to be collected to
allow Topper to complete the
game. Most of the safes sit in
very awkward places and Top-
per has to leap his way up from
platform to platform in Thing on
a Spring style to reach them.

t the bottom of the screen is
an Impossible Mission type
radar scanner showing all tﬁa
rooms and where you are in
relation to them. The map has
three storeys and each storey is
linked by lifts. Well, they're not
really lifts, more like the buckets
on chains that you find on
building sites. Jumping on these
as they go past takes a bit of
practice — if you miss one then
you plummet down the lift shaft
and fall into the giant boiler

(which, not unnaturally, tends to
be a fatal manoeuvre). If you're
oing up then also beware.
ere are crushers awaiting a
Topper who doesn't jump off in
time.

If all the clues are collected
then Topper can make his way to
the courtroom. Here a random
riddle is printed and using that
and the clues which you have
collected, the suspect can be
successfully aprehended and

" you

that was good in
taken out and repl-
acad by somethi
infarior you woul
have T the

~ Copper. p-
hics are of a crude anﬂ_uﬂ
nature, using bright clashi
colours. The sprites are also iil-
defined and mowve sluggishi

tﬂt:fmh ; Tl'!tn‘puﬂ'lhll
game o near irr e
and | found myself soon getting
bored before I'd even come near
to making any progress. The
music is  and fitting for
such a game. I'm afraid that

Topper Copperisabitof a let
down a& %h quality of
previous  E Software

taken to jail.

A nice feature about this game
is that the seven different clues
and seven different suspects are
randomly chosen every game so
even if you solve it the next
game could be completely
different.

Presentation 70%
Nice title screen and a couple of
options

Graphics 69%

Colourful landscapes with big
bright, bold baddies

Sound 68%

Reasonable tune which can be
[I.J.'l"ll-!ij 1"-” O F O

Hookability 71%

Will vou solve the crime?

Lastability 66%
And the six others for that
matier?

Value For Money 67%
Just below the average
Commodore price,

Overall 68%

A reasonahble platform aardvark.
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EXPRESS DELIVERY-ORDER NOW!
ONLY £9.95

B Country
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CASSETTE 50 IS AVAILABLE ON
EIG) (B4 ATARI DRAGON ELECTRON

OFFER...

with every
Cassette 50

Commodore 64

Only you can save Europe from
destruction! It's ROCKET LAUNCH, the
thrilling war game that reproduces a
European map. More ambitious? Try
rescuing your crew under an ultrafast
GALACTIC ATTACK and escaping back to
your spaceship! Just two of the great
games on your Cassette-50, featuring
high resolution and user-defined
graphics, sprites, sound and music.

1. Mare Eater 17. Oid Bones 33. Inferno
2. Galectic Attack 18, This lce 4. Ghosts
3. Space Mission 19, Drbitrer 35, Submarnes
4. Lumar Landing  20. Matorway 36. Rocke! Launch
5. Plasma Bolt 21. Force Fisld 37. Planets
6. Swartrek 22 Nim 8. Black Hole
1. Radar Landing 23 Tunnel Excape 39. Dynamite
8. Attacker 24, Barrel Jump 40, Do Your Sums
9. Galactic 25. Camnonball 41, Derby Dash
Dag Fight Battle 42, Space Search
10. Pian Attack 25, Overtake 41. Universe
11. lvasive Action 27, Sitting Target 44, Rats
12. Noughis B I8, Smaszh the 45 Tanker
Croszes Window 4E. Parachute
13. Boggles 28. Space Ship A1, Jut Mobile
14, Pontoon 30, Jet Flight 4B. High Rise
15. Ski Jump 11, Phasar 49. The Ferce
1E. Hangman 32. Intruder 50. Exchange

Names and games may vary for sach type of computer
'__"__“__'—-—
calculator watch Postage FREE in UK. Add £1.00 for overseas orders. -]
Fres watch and tape will be despatched within 14 .
| anclose o cheque/ [ made payable 1o
postal order fior |
of Bhrough any Posl Office by TRANSCASH [Gire No. 535 8855 I

For avan feater ovdening when chamging lo dccess, BErc e pcand g
Trusfcand Fiss wie cur 24 hour serece (D20 SOREET
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Post Code Cascade Games Ltd., 1-3 Haywra Crescent, iil l
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— ZZ12/85

Telephone: (0423) 504663, Aegureed Number 15555

—_———_—_—h__—---—_—-__

ZZAP! 64 December 1985 21



irst release on the contro-
varsial Electric Dreams
label (this is the Ocean/US
Gold one, not the Rod Cousens/
Activision one) is a double game
pack featuring two games that
made the rounds on the Amer-
ican market about a year ago.
.‘T}pr's Demise and its follow up,
he Spy Strikes Back, were
originally written by Penguin
Software, the famous publish-
er's computer games arm.
First of the two, Spy’'s Demise,
has you playing a world weary
secret agent. While sipping

then | don mﬁ;ﬁﬁu other
Electric Dreams will have much

n the way of competition.

SPY’'S DEMISE/THE

SPY STRIKES BACK

Electric Dreams, £9.95 cass, joystick or keys

upon a cocktail in the Bankok
Hilton you overhear two enemy
agents talking about a highly
vital encoded message, parts of
which are hidden on separate
floors of the diplomatic mission
in Pyongyang. The decoded
message 15 a key to limitless
wealth but till now the Ukraine's
best cryptologists have been
unable to make any sense of it.
World weary as you are, tired of
the day to day existence as a spy
for hire, you see that if you
manage to infiltrate the building
and find the answer to the
mystery you will never have to
work another day for the rest of
yvour life.

Upon reaching the Pyong-
Iang mission you find that to
ind each part of the clue you
need to get to the top of each
respective floor. Every floor is
subdivided into many different
levels and to travel between
these you have to cross to the
opposite side from where you
start off. Barring your way are a
number of lifts patrolling up and
down the floor. The lifts move
venicall'ﬁ and are best avoided
since they contain Embassy
guards. The difficulty becomes
apparent as soon as you try to
move because once started,
there's no way of stopping.

When vyou've completed a
screen by reaching the top, a
part of the code is displayed and

22 ZZAP! 64 December 1985

Hnu are transported to the next
oor. This is exactly the same as
the first except you start a level
higher.
fter your hectic exploits in

Spy's Demise you have been
confined to a desk job at the
office for recuperation pur-
poses. Things are getting dull
until late one night you receive a
call from the chief. You stumble
out of bed and make it to the
offices where chief explains that
the notorious terrorist, Dr Xavier
Tortion, has been tracked down
to a castle in the East German
town of Aichenbach. Dr X's
latest diabolical plan is to des-
troy a famous city with a nuclear
device if his demands aren't met
by a frighteningly imminent
deadline. The chief explains
how your desk job is over and
you are being sent to try and
recover Xaviers secret plans.
Several operatives have been
sent in but to date none have
managed to return alive. It's
time The Spy Strikes Back

The aim is to collect nine clues
scattered about the Doctor's
well guarded castle. Once coll-
ected these clues enable the
Secret Service to defeat Dr X.
The plan is for you to get in and
out as quickly as possible, hope-
fully your presence will go unde-
tected but if Dr X's minions do
catch sight of you the security
becomes more intense.

The Doctor’s castle is made up
from five floors each containing

twenty four vaulted sections.
You can move between each
vaulted section and within you
find sixteen small rooms. Patrol-
ling the sections are security
droids on the look out for any
prowlers or intruders. Normally
wandering about aimlessly,
they set their sirens howling and
give chase if one is in line of
sight with you. The droid can
easily be avoided by ducking
into one of the sixteen sub-
rooms. Once it has lost sight of
you the droid resumes its patrol.

On entering a section there
are no visible exits and to find a
Eatewav to the next room you

ave to collect a flashing ring
that is placed in the corridors
somewhere. Occasionally a
small spy replica will appear
instead, collect this and you are
in possession of one of the nine
clues needed to defeat Dr X.

You control a small spy sprite
around the top three quarters of
the display containing an aerial
view of one of the wvaulted
sections. At the bottom of
screen there is a status box con-
taining a plan view of the floor
you re on, highlighting the room
you're in, ﬁlus a side showing
which of the five floors you're
currently on.

Lifts connect the floors, the
liftshafts are within one of the
sixteen roomlets. Also within
the mini rooms you come across
various articles that boost your
score.

COMMODORE 64,128 |

These two games
are not exactly
what I'd launch a

; yrighted in the 1982
ect
und%c?uwwﬁd&m: guess
that zhgmwan'r even excep-
tional . Of the twa, my
favourite was Spy's Demise and
although being mind bogglingly
';'th ; til 1 mmym‘
was u
fo the second screen. This was
exactly the same as the first only
gﬂu start one line up. The S
Strikes Back was wery /
indeed, The graphics were of a
very simple an
etitive nature. The di
tunes were rather basic too. The
overall aim would provide a bit
of a challenge though the extr-
eme similarity of the different
screens would soon drag you
down to the ‘why am [ bother-
ing? stage. Spy's Demise
have been received quite well if
it had been priced around the
£1.99 mark, though | feel even
then that marhaaa.tinfra bit too
miuch for The Spy Strikes Back
At around five pounds each of
Electric Dreams’ first releases
would be well worth avoiding.

Presentation 51%
Ssufficient instructions but
lacking in options

Graphics 15%

Small, badly animated sprites
and little varnation

Sound 40%

Many tunes of below average
quality.

Hookability 21%

Makes you wonder whose side
the Americans are on

Lastability 12%

A few games are enough 1o
inspire you to defect.

Value For Money 9%
To think you get so little for so
much

Overall 10%
This blast from the past should
have stayved there.




TOMMY ATHNS. OUR HERD,
TELH ON THE ENEMY
BINGEHANDED

Only the bravest volunteer for the ultimate suicide
mission to free lost compatriots held prisoner by the
armies of death. the forces of oppression. Only the
fearless dare take up a challenge where courage and
endurance are as essential as intelligence and skill.
Compulsive. Action packed. Step forward. modern day
hero, you'll never know how good you really are until
you ve tested yourself on the ultimate mission.

Send for full colour product brochure
(enclose a stamp)

Alligata Software Ltd., 1 Orange Street,

Available at all good software dealers. Sheffield S1 4DW. Tel: (0742) 755796
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Spectrum 48K  £7.95 I\
CBM 64 £9.95 R\

Also available: -

Amstrad £8.95
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Gremlin Graphics, Alpha House, 10 Street,
Sheffield S1 4FS. Tel: (0742) 753423,
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Super fit and desperate for
freedom, Monty makes his daring
escape from Scudmore Prison.
Hounded by the bastions of law
and order, our frightened hero
finds refuge with the criminal
underworid who offer him his
chance to breathe fresh air and
bask in the sunlight once again.
Moving from safe
house to hideout
to underground lair, Monty must
select the correct five elements of . 2 o BB
his freedom Kit from the many he’s s ; 9{% ~
offered and not miss out on the == M
hidden gold coins that will make
him a mole of leisure.

At last he's free but can he make
the cross-channel ferry on time?
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ce is a jet combat flight
simulator. Wait, and don't
you dare turn the page.
Okay, so it's a flight simulator
and flight simulators are often a
bit boring. Right? Wrong! This
one caertainly isn't, so read on.
When you start a game you
are given a large list of options.
Firstly you can choose the time
of year, either winter or summaear
and whether it is day or night.
When you do so the screen cha-
nges to the appropriate colours.
ou can then equip your plane
with weaponry — air-to-ground
missiles, air-to-sea, air-to-air or
multirole, a limited number of all
three. You also have a standard
armament of 8,000 rounds of
shells and decoy flares. Shells
are useful for aerial combat
whilst decoy flares will help you
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dodge any heat-seeking miss-
iles that are fired towards you.
Once that's done select the
skill level from the nine provided
and then you can start flying.
The aircraft itself is equipped
with the usual instrumentation
needed to fly a plane — speed-
ometer, altimeter, thrust and
fuel gauges, roll and pitch
indicator and a compass. You
also have some hi-tech on-
board equipment — an audio/
visual computer output screen
which EpEHES as well as displays
messages and warnings. There
is a radar which shows anything
in the immediate vicinity, either
in the air or on the ground and it
also shows whether a plane is
above or below you. To help you
keep an eye on what's going on
behind you there is an effective

i
i
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This is without doubt THE
maost exciting flight sim on
the 64 to date. The graphics
are excellent with extrem-
ely fast update on the
horizon and very realistic
ground 3D with trees,
mountains and the enemy
forces all zooming ;;p to
you at high speeds. There
are many really original
aspects to the game itself,
ike the brilliant mid-air
refuelling (an exciting
sequence), the two plaver
option and the excellent
rear view camera. These

touches put Ace a notch
above the rest. Don't be put
off by the fact that it's
classed as a flight simulator
— it's more of a true to life
shootem up since itis so
easy to fly — and the game
has scoring.




Flight/combat simulsators
seem to be all the rage at
the moment, with two well
established classics,
Skyfox and Rescue on
Fractalus, currently riding
high in the charts. While |
am not a great lover of
flight simulators, | found
the aforementioned gfﬂmas
very enjoyable to piay,
probably because they're
more of a shoot em up than
simulator. ACE on the other
hand, didn't appeal to me
that greatly due to the fact it
was a bit too much of a
flight simulation than it was
a game, although there are

,ff rear-view camera which shows
= any enemy planes that are on
f,: your tail on a screen in the
cockpit, a sort of rear-view

mirror if you like. many gamepiay elements
You begin any mission on the present. | wasn't overly
ground. No start-in-the-air short impressed with the grap-
cuts here — you have to actually hics to tell you the truth and
zoom down the runway and take | don't think that the 3D
off. Luckily getting into the air works all that well, . .

isn’t too difficult — just press the was in it. My favourite of

thrust to maximum, wait until ACE’s many aspects was
ou’re doing 150 knots then pull the refueling stage. The
ack on the {'n'u_.rstick and you take speech was a bit scratchy at

off. Don‘t forget to raise the times but the sound effects

undercarriage otherwise your For a long time Fighter Pilot maore than made up for this

plane breaks up! has held the title as best aural deficiency. Al in all 3
Once you're in the air you can fighter simulator but now the best game of this type f_"?_’ﬁ'l'_“_:aﬂ?" 9:3' Yo

refer to the SIM (Satellite Intel- Digital Integration’s hit has I've come across to date L00d r uctions and

ligence Map). This shows the well and truly been led with so much content it plenty of options

surrounding allied and enemy with ACE. / just couldn't should keep the most avid

areas (so you can prepare for believe how much there flight enthusiast interested Graphics 89%

flak when you fly over them), for ages. R e Y

allied airﬁﬂ‘rds and any enemy

great little touches
fnr{:er:.; whether thEv'L& in the EE,
on the sea or on the ground. o
Using this you can fly to their Er?"“d ?9 "r" e
location using the compass and =D x el BIRG DORAS
attack them, although don't
forget to select the correct type
of weaponry to deal with them
otherwise precious armament
mv be wasted.

ou are likely to run out of
fuel, and when this oceurs, you
are told the height and speed
you should fly to rendezvous
with a refuelling plane flying a
regular path deep in allied ter-
ritory. Refuelling in mid-air is a
tricky business — if you're only a
few feet out or a little bit too fast,
the consequences can be disa-
strous. If you do ever get in any
sort of trouble then ejection
from the plane is a viable alter-
native to frying, although to do
this safely you should over
allied territory.

An original feature in Ace is
the two player mode whereby
one player flies the fighter while
the other aims and fires missiles

or shells.
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Hookability 89%

By easy simulatorto fi "

Lastability 91%

3RS :

Value For Money
88%

Y it o .
¥ L i

Q\reral! 90%




vl [ SCSRETTR § 00 LS R D) M 0TV ¥ S 303 S L8 Tl SRCLIFTHRTTIAMC D 3130 HSIIHE A0 sy 0HL W 'S DelE ..—“.
L* ¥




Play Elite - the ultimate, award-winning space challenge.
It's an interstellar mind-game with incredible 3D Vector-
Graphic space flight simulation. Elite's been called the “Game of a
lifetime"*

You take command of
a Cobra MK Il combat craft
and trade with alien cultures
on over 2000 planets in eight
galaxies.

Pick your destination
on the starmap, check the
computer's 4-way viewscan —
and make your first jump into
hyperspace.

Starting with

COMMODCHE 64 ‘Harmless' status, you pick
up combat skills to win ratings of ‘Average’ to ‘Dangerous’.

If you can handle it you could become one of the Elite, and win
the chance to compete in the Elite World Champion ships.

It's dangerous all the way.

“To play itis to be entranced, enthralled and ensnared.. . .
stunning.” (Computer & Video Games Magazine).

“Abrilliant game of blasting and trading. . . truly a mega-
game” (Gold Medal Award, Zzap! 64 Magazine).

"One of the most imaginative games ever designed to run on a
home computer..." (Crash
‘Smash’, Crash Micro
Magazine).

Elite is here now for
the Commodore 64 and 128
and Spectrum, and (very
soon) for Amstrad and MSX
too —complete with Manual,
Novel, Control Guide, Ship

L L
]

*Zzap! 64 Magazine.

_ m
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FIREBIRD SOFTWARE - WELLINGTON HOUSE
UPPER ST MARTIN'S LANE - LONDON WC2H 8DL




hris Butler, infamous

author of Hypercircuft,

makes a welcome reappe
arance on the 64 with what must
be the shortest name for a com-
puter game ever. Zed (or Zee as
the Americanism has it) is also
the first release from Alligata’s
newly established label, Rino
Software. So where does such
an unusual title come from?

In the farthest reaches of the
galaxy there is planet, so advan-
ced it has a powerful defence
system that is totally computer
controlled. For many years
things ran smoothly with muiti-
tudes of aggressors being suc-
cessfully repelled on 8 number
of occassions. Until one fateful
day when something went
dreadfully wrong. The computer
malfunctioned and was no
longer capable of distinguishing
between allied and enemy craft.
Now someone must destroy the
system before it's too late. That
someone isyou ... Codename Z

The computer is housed
within a control ship some-
where in the fourth dimension.
This can only be reached by
firstly battling through three
other dimensions, inhabited by
all manner of computer contro-
lled nasties. Well, friendlies
really as thﬂT were on your side
before this little mishap occur
red. There are three ships at

our disposal and each has a
Hrn'rtel:l energy supply that is
depleted on ramming or hitting
anything hostile.

Y rTrErYr

CopuEb e e

‘“r" M

il :

The zones consist of a multi-
directional, multi-screen, wrap-
around playing area with a
central transporter unit. This
device is used to teleport to the
next zone, but first the surroun-
ding protective barrier must be
penetrated. Energy Pods are
occasionally released and cont-
ain capsules that when collec-
ted, form bombs capable of
holing the barrier, thus allowing
access to the teleport and
further levels.

Initially there are many Def-
ence Ships that attempt to
hinder progress. Each follows

O24900

an individual movement pattern

gl
R —
" r.oo- =%

+ETE 141t

Hregun;funww the atmos-
a .&mﬁﬂ,
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and frequently release mines.
On the second level there are
evasive Flying Saucims to con-
tend with as well, while on the
third the aptly named Big

Mothers make an appearance.
These require ten hits to destroy
them and have the nasty habit of
releasing homing mines that
cannot be disposed of and must
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| suppose the backdrop’'s mav-
ing under you, seging as how
#ﬂ' ship stays central. Alth-
ough the attacking aliens are

ship makes things very realistic.
Z is virtua in its
execution and Chris Butier looks
ﬂfsﬂmmwﬁn'ﬂyﬂnpmw

be evaded. Meteorites are
common to all dimensions and
follow a predictable pattern,
making them easy to destroy.
The Control Ship itself though,
has to be shot with five energy
bombs before it is eradicated for
good. And even then the planet
will only temporarily be at rest
as the whole thing starts over
a?ain, only at an increased level
of difficulty.

Presentation 92%
Few oplions but excelioni
Oamoadinstructions |.'.' PR §

within the progran

Graphics 96'%
Hillliart, arcades guality s«
backoi

Sound 6§9%
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Lastability 87 %
Plenity of ¢
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Value For Mongy 85"

Like hiasiineg an arcacia mm

Overall bB8%
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A5 —— ultimate adventure game of all time', was just a taste of what
- H},ﬁ you can expect in LORD OF THE RINGS.
N Ir*“' Astonishing vocabulary, graphics and more locations than you
b - could imagine possible!
P : & LORD OF THE RINGS Game | is available on C64, BBC,
P {’ Spectrum and Amstrad at £15.95. This stunning package
{ A Lo, includes two cassettes, large booklet and a copy of “*“The Lord

T he Rings'' Part 1.
: / .--.__ﬂf_,_ ,:"\, of the Rings'' Par
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RUPERT AND THE
ICE PALACE

Quicksilva, £7.99 cass, joystick or keys

hough not officially credit-

ed, it seems fairly certain

that Task Set, in some
form or other, have scripted
Rupert's latest adventure. Any-
way Rupert has now reappeared
after his near scrape with death
and the Evil Toymaker. This time
our chum, who's done more for
gnlfing II‘EILI-E-EfS- than Sewvvy
listerous, is playing the hero in
to release his friends

w cnre been captured by Jack
and Jenny Frost and imprisoned
within the Ice Palace. Jack and
Jenny, cryogenic specialists,

Although Rupert
and the Fa
makﬂrs Party had
excellent
E::p ics 1t suffared
being rather
\ easy and a little bit
tedious. The latest
Rupert game has
even better graphics and is even
easier than the last! | went
through the first six levels and
rescued all Rupert’'s friends on
my second go, after that ',mu
have to rescue the friends
only in a slightly more di t:uit
scenario. There’s no real variat-
ions in the screens, they're all
just pretty platforms. It's a
shame that such an attractive
Eaml: should be so tedious, per-
aps Quicksilva could add a little
more gameplay variation to the
next Rupert game?

have frozen Rupe's pals and
they can only be brought back to
the real (?) world by the touch of
Rupert's yellow furred paw.
ach screen is presented in a
very similar format to those in
Rupert’s previous exploits. The
main action takes place in the
top three quarters of the screen
while a status section, detailing
our progress to date, is on the
ottom. Rupert starts at the bot-
tom left hand side of the sheet
and must reach one of his
chums, situated at the top. To
reach a friend our favourite
yvellow bear must negotiate a set
of tricky platforms and several
nasties in the process. When a
chum is freed, his face is put into
one of the four boxes on the
status section and Rupert esc-
orts them back to Nutwood cot-
tage.
hroughout the sheets you
are plagued by the inhabitants
of the Ice Palace, minions intent
on keeping the residents of Nut-
wood in deep freeze. Luckily for
Rupert he has a supply of ice
pills to protect him from the sub-
zero powers of the icy nasties.
Unfortunately the supply is
limited to four pills and after four
touches from a frosty foe Rupert
decides he's had enough and it's
game over. Throughout the
screens the main point to watch
for is to avoid icicles falling from
a melting roof. The bigger the
icicle the less ice pills you are left
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with if it scores a direct hit.
Control of Rupert is virtually
identical to that in The Toy-
maker’s Party with the same
jumping action, but this time he
can duck. Both jumping and
ducking prove incredibly handy
on later screens when a mutant
snowman with an evil grin does
his best to top you by throwing
deadly snowballs in your direc-
tion. Irﬁupart is hitand is unfort-
unate enough to be standing on
a top platform then he's sent
tu rnl:rlin% gracefully back to
earth. ther hazards worth

I'm not sure at
which age group
the Rupert games
are aimed, t as
far as gameplay
goes they seem to
be fit for the ﬁ.rc.-unﬁ
er player. As wit

Quicksilva's prev-
ious Rupert release the ?Ira phics
and sound are of a high stand-
ard, especially the former. The
backdrops are beautifully defin-
ad as are the sprites and the
game has a wvery pleasant
dppearance. Unfortunately
Rupert and the Ice Palace isn'tso
interesting to play as it is to look
at. Hopefully Quicksilva will try
something new with our furry
friend in his third game rather
than repeating themselves as
they have done with his second.

I'm afraid Quick-

silva’s latest rel-

gase s just as

= bland as their last.

Xy ( The graphics, once

agam, are: very

wpreﬂr indeed but

the game structure

PHrr..|rs!‘ belongs in the

stone age of design. The differ-

ent sheets don't offer very much

in the way of challenge and after

a whife the compulsion to see

the next screen soon dies. There

is some frustration appeal since

the game really w against

vou, when getting killed every-

thing is reset. An annoying feat-

ure is the inability to start any-

where but the first screen. Over-

all @ poor release with an amaz-

ing potential that seems to have
been overlooked.

watching out for are the icy
patches on the floors of some
screens, very similar to those
that break so many old biddies’
bones over the yuletide season.
These patches send Rupert into
a slide should his feet touch
them. Apart from robbing you of
ice pills, bumping into an lce
Palace minion also sends you
bouncing off to the left or right
and more often than not you end
up hitting another minion.

Once you've filled the four
boxes in the status section with
rescued pals it's onto a further
four screens, only this time you
have to collect clothing scatter-
ed about the screen before resc-
uing one of Rupert's buddies.
This means finishing eight
sheets to free all four friends for
good.

Presentation 76%

opltions,

Graphics 88%
Big, beautiful, detailed sprites
and bac I--qrnunri-

Sound 75%
Lots of very good little jingles.

Hookability 55%
Very easy o get into as it's so
simple.

Lastability 48%

All the screens are basically the
same.

Value For Money 48%

A pretty, but extremely basic
game

Overall 55%
Graphics and sound maketh not
a game.

Really pretty attract mode but noji§
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ACE - The AirCormbat £
Youmey ordert

igtor DY COSeOdE Game
y ACCERGEIMISA via our

drrhotine coll 0423 504663 (e sure i

& iable from Boots, W.H. Smiths, 1"
rpostal orderforE10.95(£9.95C16and VIC L0 +

. Youwill feel the thill of flying a high

performance combat aircraft,

ACE-EXPERIENCE ITNOW!
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e 1
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Cascade Games Lid.

L 1-3 Haywra Crescent
Hamogate HG1 5BG
England

Availabie for Cebd,
O16,00128, CVIC 20

(+8K RAM Bxp),

Amsirad and

Agin, House.of Frazer, J Vienzies, \Woclworth, Lasky s
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glad pe reappear
again. Well done .%m&

razy Comets is a con-

version from the brilliant,

but rarely seen arcade
game Mad Planets. It's a shoot
em up in the first degree with no
game objective other than to
stay alive for as long as you can
by blasting everything in sight
out of sight.

The scenario is thus. The
Universe is out of control and is
| contracting into chaos. Matter is
turning into energy in a chain
reaction of disorder. Sounds
pretty dire doesn't it? Not to
worry though — all you have to
do is destroy anything that
wings your way and save the

da_?_r.

he game is played in space
on a single screen and you have
a rapid-firing space ship capable
of moving anywhere on the
screen to repel what is thrown at
you. When you begin a game
demented, planets come hurtl-
ing from the side of the screen at
high speeds. They start off small
and, if not shot quickly, grow
into huge great spinning planets
which need to be shot manx
times before they blow up.
small planet only requires one
shot once to destroy it, but as
they get bigger they can absorb
more laser fire, consequently
destroying them before they

There have been
?uirﬂ a few
straightforward’
shoot em ups rel-
eased on the 64
recently and Cr
Comets is a -
w an’dfrfunr fto
s category (per-
hapsﬂ:-ﬂ%ﬂfshuﬂrﬂm up has
rummed," then did it ever
leave)? The music is the most
appealing aspect of the program
and lends an excellent atmos-
phere to an otherwise average
ame. It's probably Rob Hub-
rd's best piece to date, being
marginally better than the
Monty music. Graphicaily the
game has some superb touches
ut as is the case with the game-
play, there is little in the way of
variation. Still, Crazy Comets
does offer many hours of mind-
less and enjoyable blasting and
I5 at a sm‘){c.ranﬂy low price to
tempt many shoot emn up fans.

CRAZY COMETS

Ugnn?

Martech, £7.95 cass, joystick only

grow too big is very important.

The planets bounce around
the screen pretty fast and they
try to home in on you. This is not
50 simple for them as they can
only change direction either by
bouncing off the sides of the
screen or by following a curve.
Still, with three or so of these
large worlds bounding about
the screen it's very tricky work
dodging them.

There are two types of planet
— a World and a Nova. A world
has sea and land on it and when
pumped with enough bullets,
explodes harmlessly. Novas on
the other hand are pock marked
with craters and start getting
glowingly angry when you
shoot them. This is the danger
time because soon after they go
completely bonkers and home
in after you very fast indeed,
leaving only split seconds to
shoot them.

This is a neat shoot
em up and has
some lovely music
(Rob Hubbard
strikes again). The
graphics are ace
‘with several large
planets all bounc-
fr.-i about the
screen smoathly whilst spinning
perfectly. If you look carefully at
the world planets you see that
they are in fact copies of Earth!
The music suits the game per-
fectly adding well to the game's
frenetic qualities. This is defin-
Hely in my top five shoot em ups
...andit's p too!

Sometimes a little comet will
come on screen — shoot it
quickly for it comes after you
swiftly if left alone for more than
a few seconds. There are also
little rockets which usually float
out with a comet. Run over these
and you receive a 200 point

S

(FIFIRIPIP

bonus for sach one
‘rescued’.

There are a certain amount of
planets which need to be destr-
oyed on every round. Once |
you've destroyed that number
you automatically advance to
the next, much harder round. On
higher rounds planets appear
and grow a lot faster and the
little comets hassle a lot more.
You earn an extra man every |
10,000 points, and you really
need them after round ten!

safely

Presentation 71%

Simple attract mode and one or
two player option

Graphics 85%

Superb smooth, large and well
ammated sprites

Sound 99%

Excellent electro bop that seems
1o go on for ever

Hookability 89%

The simplicity and difficulty of
the game keeps you coming
back for more

Lastability 80%
. but there's little variety to
hold interest for very long.

Value For Money 87%
Cheap for such a quality shoot
2m up

Overall 849%

Excellent arcade conversionand
great shoot em up
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his latest release from the
people who play the
game, is set on a ghost
ship with you, once again, as Sir
Arthur Pendragon, trying to free
the soul of the ship's captain,
imprisoned long ago by the
supernatural forces controlling
the vessel. In the usual Ultimate

05 bl

tradition there are hundreds of
nasties out to stop you, whose
touch depletes your energy. You
have to find your way tﬁmugh
the various decks and rooms
and equip ?'nursaif for the task
ahead {until you find a sword, all
you can do is attempt to avoid
the nasties by jumping and that
isn’t very effective).

Actually getting the sword,
brings you into contact with a
couple of very unfriendly skel-
etons, so you are well advised to
look for a way to replenish that
vital energy level. Some of the
creatures (and there are an
awful lot of them) deplete your
suppgv very quickly indeed and
it's advisable to spend the first
couple of games looking for new
sources of energy.

Most of the problems facing
you, require the collection of
particular objects to be used in
certain other locations. Some-
times their uses are fairly obv-
ious (such as getting gun-
powder to fire a cannon) but on
other occasions the problems
are more obscure. You often
need to be in possession of an
object to acquire or use another.

e graphics are in full colour
and offer forced perspective 3D.
This provides interesting back-
grounds for the adventure. The
monsters who attack are single
coloured animated sprites. To
list them all here would take too
long, suffice to say that many

thought
of Karn-
ath was & pretty

their ideas and come up with
something new? !gl'n’r
next release, &
aﬂphmingm

are taken

from mﬂhnln?v,
rather than being invented for
the purposes of the game.

The game isn’t over large, as
there are only five decks but
there are several locations to
each deck and some involve
scrolling. ©Of course, the
complex graphics and puzzles
help make up for the relatively
small number of rooms. As
usual with an Ultimate game,
you're left fairly much in the dark
as to what you do. A poem on
the game sleeve tells you only
the barest details about your
quest.

COMMODOREF 64

LR LR TN
s BAVERN G i

FLY THF GRMI

Presentation 65%
Average packaging, nice
lnading screen but only a couple
of options

Graphics 79%

Stunning backgrounds are all
very well but the sprites are
guite primitive

Sound 38%
Weak, unimaginative tunes and
FXx

Hookability 45%
There's just not enough

rewarding play to grab you

Lastability 47%

and if you persevere it's not
gven that hard to imish

Value For Money 48%
The going rate for an Ultimate
gamea but well below their
standards

Overall 53%

Sad to see Ultimate turn out a
program hke this
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Mail Order: Mﬂ”ﬂt'TH ':.!r-::_ i;i::_:-.‘.'-l Lector Court, 151 Farringdon Road, London EC1R 3AD
All games priced ot £9.95 inc P&P Cheques/POs payable o BEYOND
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DENTON DESIGNS STUNNING
SEQUEL. TO SHADOWFIRE.

B TR CBMes /12l
SPECTRUM 48K/PLUC |
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Newsletier Callect ail five, mail them

together with o SAE b the address

entitles you hﬂ%ﬁif. e price of
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MAJOR BILL

Hold Onto Your

Headgear — 4

This F-15 Is For Real! ™

You'll get all the sophistication and

thrills of an actual flghter'

mission. This

simulation will

keep you excited

for a long

time. e ANatis
GREAT REVIEWS!

F-15 COMPARISON ANALOG — F-15 STRIKE EAGLE

“Real” F155trike | -~ Don'twait. RUN down to your local software merchant and buy a copy of F-15
Feature F-15  Eagle Strike Eagle today. Tomormow may be too late!” Patrick ). Kelley
1 Multiple Weapon Systems AT H LS A TODAY — F-15 STRIKE EAGLE
Cannon Yes es “ . this is more than the right stuff. Once you've gotten used to flying these banksit
f:‘jf::',‘rjﬁf = £ will be hard to go back to just cruising from La Guardia to Logan. F-15 is definitely

Sophisticated Electronics the only way to fiy." Marc Randolph,
ot oo ANTIC - F-15 STRIKE EAGLE
Bt rif i “Launch into the most exciting aerial combat since Star Raiders with the F-15 Strike
Inertial Navigation : Yes Eagle...F-15 is an engrossing game which challenges pilots of all skill levels...”
Real Combat Messions e ¥e Charles Jackson.
s e “l _ RUN — F-15 STRIKE EAGLE
Aerobatic Flying “...The F-15 Strike Eagle is not an arcade
(Loops, Splits and ¥o Yos) ' game, but, rather, one of the most realistic EXPERIENCE THE
; combat flight simulators |'ve ever seen. REALITY OF THESE
S AN CASSETTE ot i) If you're looking for a chance to experience OTHER GREAT

7 some high adventure and danger in a realistic SIMULATIONS FROM
£ 14 -95 £ 1 - 95 and challenging format, F-15 Strike Eagle is for MICROPROSE:

you." Peter Paplaskas.
MIGALLEY RFre4ATT O || KENNEDY
— ACE— RcoMraslp R ACLR2ACH

- = OG- 4
-----.- ,q"“
ULATION ® SOFTWARE

120 Lakefront Drive, Hunt Valley, Maryland 21030

COMMODORE 64, ATARI, APPLE, MACINTOSH, and IBM are registered trademarks of Thriling Combat! Heart Poundin Exciting spee
Commodore Business Inc., Atari Inc., Apple Computer Inc., and International Business accelerated real- and Graphic Air real thrill of flying
Machines Inc., respectively, Software Speech by Electronic Speech Systems of time defense! Traffic Control a5 you can
Rk . action! handie!
Dealers! For information on how to become a LU.S. Gold Limited, Unit 10, The Parkway Industrial
Transatlantic Simulations stockist telephone Centresoft Estate, Heneage Street, Birmingham B7 4LY.

on 021-359 3020, 021-359 8881. Telex: 337268.
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THE JOURNALIST'S TAIL

From our journalist
correspondent — John Minson
We've all been following the
epic struggle of Andrew
Braybrook and his Paradroid
Programmer's Log in this
humble organ. Now for a new
voice — the last link before you,
the customer, get your hands on
his work. Yes, thisis...

The Pocket Diary of a Hack

15th September 1985

Stumble from my bed
somewhere in London.
Something important today . . .
of course, Hewson's launch
Palra#m.-'d. The promise of food,
drink and a new program lure
me out of my hovel.

Here it is, on the balcony
above a West End bar; a
gathering of the journalistic
clans, presided over by Andrew
Hewson and brother Gordon
who demonstrates the
subtleties of droid control and
power transfer, Already a rave
review in one of the weeklies, it
looks like Andrew's efforts have
not been in vain.

We eat, drink and make merry
as we play the game. | keep my
ear to the ground for idle gossip
but only get my head trodden
on. Finally | catch up with
Braybrook, now a nervous
wreck from his programming
exertions. Could he be suffering

from paradroia (oh well, suit
yvourself)?

He is a happy man, pleased
with the product except for one
thing. Somewhere in the wilds
of Ludiow there is already a
super-gamer who can beat him
hollow in his own creation. But
with a shake of his fist, Mr B
vows to make the journey west
to challenge the JR who is to
high scores what the other JR is
to oil. | don't think we've heard
the last of this one.

The party’s over, the
computers return to their boxes
and | return to mine, only
pausing to scrounge 10p off a
passing tourist for a black
coffee. It's a dirty job but
somebody has got to do it.

‘AND NOW —
ORLANDO!

We can exclusively reveal that
Orlando, renowned BBC
programmer extraordinaire,
au of Frak! and Zalaga on
the self same machine, is set to
release his first game for the
Commodore 84, Fire Track,
‘early next year’. ‘It's a game of
Burn on screen mayhem’, said
rlando when questioned about
his n:’r wmgﬂm.é:nﬂd is a fully
fledged arcade adventure game
without the adventure’. Mind

you itwas Tam in the moring ..

JUMPING FOR JOY (WELL, FOR
SOFTWARE PROJECTS ANYWAY)

World famous show jumping
and sign language expert,
Harvey Smith has been digitally
immaortalised by Software
Projects in their new release,
Harvey Smith Show Jumper
The game features twelve
different courses, a few horses
(what else?) and a course
designer option. It's also been
endorsed by Harvey himself and
Team Sanyo. Up to six people
can compete against each other
in a mini tournament and all the
rules of show Jumping are
adhered to strictly. Psychedelia
fans can also take advantage of
the glorious Technicolor
protection sheet included in the
package. And all for a price of
£7.95 on cassette

|

VIRGIN'S CHRISTMAS CHEER
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That time of the year is almost
upon us once again. The time to
‘rejoice’, make merry, stuff and
drink yourself silly, watch a
multitude of repeats on
television, that sort of ‘thing".
And of course send pieces of
cardboard, bent in two, wi
humourous little mes

bidding everybody gooc

etc, wrapped in a sheet of
carefully constructed paper to
each other, Yes, it's Christmas!
20, 1o celebrate the occasi

and ao somaething t. tally
different, Virgin have released
the first ever computér
Christmas ‘card’. You can now
send your friends a very jolly,
fully animated, digitised
Yuletide greeting on your 64 for
a ‘mere’ £2.99. | must add that
included in the price is a free
game, Ambush, on the flip side
Chy! What about Dan Dare then?
Oh yes. Virgin are at this very
moment writing a game based
on the legendary Eagle comic
star himself. It will feature many
of the characters associated
with Dan such as his faithful
sidekick Digby and his sworn
arch enemy the Mekon. The
game looks and plays very much

like an actual comic strip and
graphically it 1s quite stunning
H.—Tn.-'ir‘:-;q g some screen shots
ina, er, rival mag, all the more
aged of ZZAP! staff were
wracking their brains to recall
whether anvone in Dane Dare
ever called Digby '‘Digaers’ as
seen in one shot. We doubted it
very much, but Dare Expert
Oliver Frey (who used to draw
the strip for a while) announced
that it was never the case. So
Virgin, better check that one oul
Price and date of release are
uncertain at the morment.

US GOLD GETS IT TOGETHER

There's a brand new
compilation tape just out from
US Gold (it's their first you
know) suitablr titled the Arcade
Hall of Fame. It contains five
Very pn;l:_:‘ular' games and
although some of them are
getting on a bit, the package
represents good value for
moneay. And what are the
?am es? Well, there's Spy Hunter
a rﬂr‘br smart shoot em up and
API Sizzler to boot), Tapper
(fast, frantic, fun, slinging sodas
to very thirstband impatient
customers), Up ‘n’ Down (a
vertical scrolling dodge em
Eﬂ me), Blue Max (a sort of
axxon in a bi-plane) and Aztec
Challenge |seven screens of
Aztec action). Separately the five
games retail at well over forty
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quid but you can buy them
together for only £9.95 on
cassette and E‘IZ.QE on disk.
Can’t say fairer than that now
can you John?

GLOBAL
DOMINATION?

Dutch software house

Aackosofts latest release for the

64 is Koko, an arcade adventure

set in a large underground cave
inhabited by all sorts of nasty
individuals, The game is to be

—

— e 1R




FULL HOUSE

Melbourne House have got a
busy time ahead of them with no
less than six new releases due
before Christmas. Firrt there's
Starion, an arcade

ruqulring quite a ru
tho than you

your average
shoot em up with 243 zones of
inganda solving.
Then there's F{g Warrior, a
me in a similar to
bourne House's last arcade
release, Way of the Exploding
‘'on the other

Fist,

hand, has the player guiding
(believe it or not) a gyrosco
wmﬂ m;lum| dmpe
ve scrollin llndm;?ﬂ
That's due out ltgba end
November and will cost £8.95on
cassette

Although the successful
‘N the 64, 1ts sequel,
actually h its seque
uite sensibly called Mugny"
ge, will in mid-November.
It contains graphics and
animated sequences of the
same high quality as its
mr and will sell for
95 on umm Finally Big

wrgl Wrastie is a
ing gamnwith a

Drought us Expi0ding FRL I
ought us
fouturﬂ music whilnrwu play in
the form of some heavy rock and
with someone the size of B
Daddy that seems pretty
possible mid-November mlm
at a price of £9.95 on cassette.
There’s also the chance of a full
review on one or more of these
pl'D?EI.I;Eﬂ next issue so keep em
ut you said six games?
"I"u!'l the other is Lord of the
I.'ﬁ.ll | think ol° Whitey has
ot something to say
uhﬂu‘t ﬂ'm %

A BUBBLY BIT

The Commodore version of
Starquake, effectively the follow
up to Bubble Bus' previous 64
conversion Wizard's Lair, is
nearing completion. The game
contains over 400 screens of
shoot em up-cum-arcade
adventure action and a
multitude of original features. It
stars a cute little character who
goes by the rather non-descript
name of BLOB and a large
variety of not so cute aliens.
Price and release date are yet to
be announced but it should be
ready before Christmas.

WHO DARES...
WINS?

The arcade game Commando
will be officially bursting onto
your screens later this year as
Elite have the purchased the
rights to perform the translation
from arcade to home machine
This is one game that has
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ANDERSON BACK
IN 64s

Mice 1o see ax-editor of ZLZAP!

back in the 64 harness again as _'.

'boss of Commodore User's G
I-UHE"E the team that produces
the reviews in the mag. Terrible
pity, however, that he couldn’
persuade anyone at CU to spell
ZZAP! properly, or is this
another example of slipping -
memory? Chis is also proprietor
of the new Amstrad mag
Amstrad Action, the firstissue of
which spent some time praising
the wonders of the machine, but
we wonder how many Amsters
are aware that he must have
forgotten writing ini1ssue 3 of
ZZAP!, " ...and when that
SCARE-

hagﬂ-e the

MONGERS are going to look
like a bunch of hailf-brained,
Amstrad-owning WIMPS ... "
Surprising too, that Chris needs
the extra work ... ¢

LIBRARY CASE

Inissue 6 the Letter of the Month
mentioned some problems
concerning the Midland Games
Library. Following the

ublishing of this letter the

idland Computer Library of

Worcester received numerous
telephone calls from distressed
members. We would just like to
confirm that the Midland
Computer Library has no
connections whatsoever with
the Midland Games Library in
question.

SUPER DUPER
SILVER SOFTWARE

Firebird have three new budget
titles on the way: Thunderbirds
(a game based around the
exploits of Gerry Anderson's

sparked off quite a bit of
controversy (or contra-versy as
some newsreaders say) as far as
a computer version goes
Alhgata first produced a game
called Who Dares Wins which
was in some ways similar to the
aforementioned arcade game
Having acquired the home
computer rnights to convert the
arcade classic, Elite cided that
Alligata‘'s game was sufficiently
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A publicity

shot for a new
Minter game,
do we hear
ou cry’
rong! This
handsome,
dashing young
shelk Is actual-
g Stephen
arglll, prog-
rammer of the
newest MEL-
BOURNE
HOUSE epic,
FIGHTING
WARRIOR. Its
all about
sword-waving
 Eqyptlans,
see, hence the
camel [no-
thing to do
with mutants,
S0 there).
Stephen is
better known,
possibly, for
his outrageou-
sly loud shirts,
as we well
know, from
having to
COWVEr ouUur eyes
when he appe-
ared on the
Newsfield
stand at the
PCW Show.

CRL’s most recent release is not
lan Ellery from the confines of
his cell, but a new multi-
screen, multi-directional
mnﬂinn arcade adventure that
by the name of

& game was b';r
Australian software house
Ozisoft ne remember
Space Ace 17) and has the

ing to bring back

e i f gl boges
the Earth. It contains
original features and
prlﬂ of £9.956 on cassette,

Lo Attt ot
are the emu
Doubt and Blade Runner, the
latter wr\r unusual film
‘tie-in", in is based
around thaeru s music
rather than the cult film itself.

world famous puppets),
Chimera (similar to Alien &in
appearance but not in play) and
Willow Pattern (an arcade
adventure with Chinese
overtones). All will be released
under the Super Silver label and
retail at a price of £3.50 on
cassette.

EXPLOSIVE NEW
GAME

Mirrorsoft have recently
converted their classic platform
game Dynamite Dan to the 64
and are intent on releasing it in
the near future. It boasts
improved graphics and sound
over the original, but the
gameplay thankfully remains
the same. The music was
excellent on the Spectrum

similar to the original as to
infringe their copyright and so
promptly sought and gained an
injunction to stop it being
distributed. Alligata then had
the game re-written and
re-released under the title of
Who Dares Wins Il to avoid
further hassle and everything
now seems hunky-dory. The
first sequel without a true
prequel, eh?

version, so it should be stunning
on the B4 (programmer’s a
musician chappie or something
similar). More positive details
next issue.

WOT NO
PENDRAGON?

By the time you read this most of
you will have no doubt seen the
new Ultimate game, Imhotep,
but still it merits a mention. Price
.. . £9.95 on cassette. It should
have been released on October
15th but so far we simply |
haven't seen a copy.

N-N-N-NO-NO-
NOVAGEN? THE
MERCENARY
MYTH?

Don't despair, the latest
Novagen classic, Mercena :
will hu released shortly. In it
should be available by the time
you read this. n
apologise for the . the
reason being that the author,
Paul W-HIEH is cramming in
many more new features. As if
there weren't enough already.
Full review next month?
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A totally new design gives instant response
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Ow are priced at £20 and over. The Speedking is
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A Major Breakthrough
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HAILING MORTAL
MAN LLOYD

We are annoyed, nay we are
revolting (no jokes please). Do
our eyes deceive, we have
waited five months in vain hope
but the time has come to speak
up. This time it is a warning, if
this continues we shall act
swiftly and fast.

The White Wizard's small but
wonderful column is shrinking!!

Me and my thousands of
fellow apprentices, elves,
dwarves and one tame orc, are
amazed. Even the pathetic
Scorelord gets the sarme amount
of exposure. | call upon all
adventurers worldwide to vent
their anger.

e

"well done your quest =

nderful ending by any
I:-‘:::r?s and what happef ved

to
7
the final victory theme
Sandle,

i = =
X & ;'f_: g ’
IF ONLY THEY
KNEW. ..
"The Mortals must be told.’

The man who has baffled and Dear Lioyd,
beaten hundreds of evil | order your magazine each
creatures deserves more. He maonth from my newsagent and
needs no joystick, no laser gun, with the cheapness of the

just his mind and trusty staff.
Correct injustice now! Or face

the consequences!

P Morris, Whitehills, Northants

Hail, revolting dwarven thingy,
knowaest thou that it taketh a
game or six to make a column,
and the been few and far a’
tween of late. But ol’ Whitey's
got some nice ‘uns for ee this
time. Gosh, this is beginning to
sound more like my Long John
Silver impersonation the longer
!Lﬂ:l on, so I'll stop it there.

NOEL, NOEL

Dear Lloyaq,
P ease cou d you he p me? I've
had my B4 quite a while now and
my SHIFT and L keys are getting
very unraliable.

wxaggerate a bit on the first

the » make it difficult
ywnmands
Nothing important, just LOAD
and LIST and some others!
Could you help.

G Monson, East Grinstead, W
Sussex

N o =y
Aocording (o L3l

1/ "_|1.-":| r I- In f "':'.r'p' '

Clacton-on-Sea, Essex

here,
Can'treally help you tl8%
| never played
ﬁ-;ﬂdwﬂ‘,buf you have to
do justa bit better
ﬂnding? th

SUPER COOL

Dear Rockford,

Please tell me one thing, why are
you such a cool dude? You are
much cooler than that weirdo
Rignall. Please could you give
me lessons (I'm willing to pay).
A Wally, Christchurch, Dorset
PS Could you please give me
any details you know of about
Who Dares Wins, Rambo and Yie
Ar Kung Fu

Whose letters column is this
anyway? Rockford has nothing
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to do with my pages, [ can
assure you. Do ‘weirdo’ and
‘cool’ have anything to do with
each other, lask myself? Is there
life after death — where do all
the old games tapes go when
they're thrown off the shelves. ..
? Who Dares Wins is not being
released, but Who Dares Wins |l
is. Could this be the first sequel
to come out without a prequel?
There are reasons for this which
! won't go into (see News Flash),
Rambo and Yie Ar Kung Fu
should be out very soon, bt no
firm dates as | write.

LM
1,935 "BENE DL \S
i NALL. HAVE
BuUT IF

En@her 1T

Pﬂﬂﬂéﬁwﬁh money made by

HWT?EFHHD-'WHICHLMG‘E
ElG

Lm"m T T

competitions | might stop that.
The next best is C‘ghmmngum
User and you wouldn't want that
would you?

For instance the extra line
under the victims in issue six
Blade Runner competition. You
can tell you've photocopied the
bottom picture from the top one
and | expect that Oliver Frey has
drawn all the differences on the
hntturp picture.

Is this all you can afford? You
must be one of the richest mags.
;‘:I;L out all _E;E review

does he always
change to italics where they're
not meant to be. Still, | hope the
standard of those type of

competitions goes up.

ivion Srakod Sy

I'm not at all sure of what you are
really trying to say. Any Spot the
Difference competition is based
on two drawings, one of which is
a mechanical copy of the other,
one of which the artist then
slightly alters. This seems so
obvious, I can't see why you

point the fact out. Never mind,
perhaps you know what you

mean.
As to being one of the richest
m = mh?re*s another
sconception! Mags don't get
rich, comapanies that publish
mags MAY get ‘rich’, but most of

the profit is ploughed back into
Dew projects — that's how
! got started in the first

LT

[

BIG BANG
SECTION

Dear lloyd,

| have been buying your mag
since issue 1 and although | am
somewhat older than most of
your readers and have two sons,
| buy it mainly for its reviews of
games. My sons are into arcade
games, myself into wargaming,
which brings me to the reason
that | am writing.

Reviews for wargames that
you have done in the past (eg.
Theatre Europe) have been very
good. My complaint is notthere,
but couldn’t we have a special
wargames section. A little like
your adventure spot. | know
wargaming is not as popular as
arcade and adventure games,
but who is asking for a whole
page?

| buy other mags as well as
ZZAP! but none of them cover
wargaming, so how about
starting a trend and give us our

own spot.
T Saxon, Swindon, Wilts

Mr Saxon, your every wish is our
command! As you can see in
this issue, there is a bit more
than just a page devoted to
wargaming, written by none
other than Sean Masterson, our
new general in the field, who will
be looking after tactics and tiffin,
LM

HOLLYWOOD
ISN'TALLITS
CRACKEDUPTO

BE

Dear ZZAP!
| suppose even ZZAF| can’t get it
right all the time. | refer, of
course, to the ultra boring
Frankie Goes to Hollywood (the
game | add, not the group).
Hookability 99%. Is this a
joke? So Rignall played it until
4.30am Saturday (he must have
started it at 4.20am).
Presentation, Graphics and
Sound are all superb, but 97%
Overall?! This is a vastly
overrated game and after one
hour's play | was totally fed up.
On the bright side | bought
Summer Games /l after seeing

wiTH THE
L & CobL— MO WRY

LITTLE
)

yvour review and totally agree
with your remarks, although it
was obviously reviewed on the
disk version because waiting for
each event to load is a bit
tedious. | bought Elite when |
saw it was top of the readers’
chart — what a great game! 2
out of 3 ain't bad.

P Clark, London E3

Summer Games |l was reviewed
from the disk version, and yes,
you're right about the loading
times. Still, it's kinda worth it in
the end. As for Frankie, /can’t
say | agree with you at all, but
then— isn’t that what makes life
s0 exciting, that none of us can
agree with anyone else? Isn't
that how wars are started, or
something?

LM
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POWER OF LOVE

Dear ZZAP!

| would like to press some
opinions on you. Firstly |
commend you on reviewing a
wide range of software and
reviewing it fairly.

However, | would like to
complain about the ‘Frankie’
wordsearch; one word to find
was OF, but | have now counted
four OFs in it.

| have really enjoyed reading
Birth of a Paradroid, and after
reading the Spy vs Spy review,
bought it and am now looking
forward to getting Spy vs Spy /.
R Finch, Tamworth, Staffs

Those weren’t many opinions!
The wordsearch was supposed
fhave another look at it) to read
POWER OF LOVE, butinstead it
became a trick question (thanks
to "Art’). However, how many of
yvou were able to spell it

properly?
LM

JUST WHAT DOES
HE THINK HE IS?

1|'.'| r:
Jo just been wading t rouah a
g af natural history books, bu

i this

antastic superstar, The

|
I
I
i

it find anvihina

what is

guestion 15 of COurst
; heanmielhgent anl

F':I cktorad’ Is
ar a lightless bee with arms/?
;,1||__ 1SE Can ”"-I' I_..-‘_..-.I!1";.l| II.I-l.III ) F

Rockford him/herself tell me!
Jaffa, Billericay, Essex

DO THIS, DO THAT

Dear Lioyd,

Firstly (for the last one or two
issues) where the heck have the
‘tackies’ gone. Are all the
software houses suddenly
above tacky? If Shoot em up isn't
what is?

Also in issue six on the Cylu
review page 26 the cover of the
inlay card is for the 48K
Spectrum, why not 647
~ Could you put all the Sizzlers
in colour. it gives a much better
quality look.

S

N =
i =

f/" 1

e
-
-
=
>

Where was the Gold Medal in
issue six? | want a gold medal
every issue,

Alun Jones, Kettering,
Northants

Who needs Tackies anyway?
Can’t you read a rating straight?
Something wrong with your
eyesight Alun? Why rub it in
when a nasty percentage does it
just as well. We're here to
support the industry not destroy
rts morale you know. We would
always put the Sizzlers in colour
if all the games arrived at the
right time, but they don't, and
that makes it difficult when all
the colour sections have gone
off to the printers. As for Gold
Medals — well you just can‘t
hawve one every issue and that's
that! It says so at the front of the
magazine. Gold Medals are
awarded on merit, and if there's
nothing that quite deserves one,
then there is an issue without.
By the way, someone lost the 64
::3 ver for Cylu — can’t win em
all.
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ONE OF THE
MANY, MANY

Dear ZZAP!

At this moment in time U'm

seriously considering buying a
Spectrum agamn. In early August

| wrote off to yvou about
switching off the tape recordes
o ,H",-'Ir,lf':' ,"Tu'l.'.l arts 1o haar an
nded version of the music
yefore Chariots of Fire. In this
month’s edition | read onthe tips
paqge the same information |
gave you s0 whera s my name !
Come of the other
names an so where's mine ?

J Wilkes, Handsworthwood,

| I 1S Nal :'

Qc-UP 7~

=)

oY MR Me
FOR.THE

Birmingham

amonast the n
that same .'.',1'1' S0 COns

no names were mentioned

TINY TAILS

Dear ZZAP!

I'm not trying to be a nit-picker,
but on page 76, line 21, in
brackets, is a question: 'Do
moles have tails?’

The answer is, YEP, they do,
but they're only minute, itsy
bitsy, teensy weensy things.
Have you been to Kidder-
minster, as it is near Ludlow?
Well 30 miles.

James Bird, Kidderminster,
Worces

[ hate to be a nit-picker, James,
but Kidderminsteris 31.673
miles from Ludlow, and yes,
most of us have to pass through
it an the way to the great
metropolis of B'ham. However,
if we really want a thrilling
evening out at the cinema, we
go to Bridgnorth. Okay?

LM

PAUL HUMPHRIES, from Sittingbourne, Kent, had his
own comment to make on the awful war between the
margin midgets Rockford vs Thing. So strongly did he feel,
that he sent in this comic strip (with apologies to the
correspondent who thinks we're turning into the Beano)

DESTRUCTION IS
FUN

Dear ZZAP!
‘I_:'.,"I|||| (4% el ther iy Al
at Baci wiction 58t in

only ones to give It a8 decent
rating. | love the
that it deserved eveary

Y
a&RY. ldidn't love it on Ty First 10

hit of the
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A
al I wior ' 1 mention, fhe e i

I have noticed that vou are the

arnd think fim

goes but orevw into it. 5o faras |
can see il s spot .'_:"-I_" ImMadaiirneg
which plays the games a lot
Graham Swain, Winchester,
Hants




ACTIVISION PRESENTS
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ballblazer.

The year, 3097. The game,
Ballblaxer - the fastest and
most compeotitive sport in the known
vniverse. The infersteliar Ballbiaxer
Conferonce is about to begin. For
the first time, an earthling has batied

2 GREAT TITLES FROM
LUCASFILM GAMES.

(£ 1985 LFL

-

ACTIVISION

HOME COMPUTER SOFTWARE

B ST e

ki Garres, Belgier mgmomes M8 The Eof

™™ L (E 14985 deiee | b ELE B

Hallbdarer  available on Sinclair ZX Spectrum. Commodors 6441 28 cassette and disk Atan cassetts and diek
Korpms Al ™ avalable on Commodore 6411 28 cassatte and dish. Alan disk

From selected branches of Boots, WH Smith, John Menpes. Lasky's, Spectrum
Lreens Wodlworth, Ldtlewonds and good compuler software stores evenswherg

Madl arder Activision (UK} Lid, 15 Hartey House, Maryiebone Road, London W1 SHE Tel: 01-935 1428



A GREAT WEE
SCOT SHoP

Dear ZZAP!

I'm writing (typing) to yvou to tell
you about a great little shop in
Glasgow and to ask you a few
things about your almost perfect
mag.

Firstly though, in CRASH there
are usually a large number of
maps in each issue and most of
them are brilliant (the Knight
Lore map for example), so why
are the maps in ZZAP| a load of
junk (like the Rocket Roger map).
| am too embarassed to show
my friends who own Spectrums
(soon getting 64s, do not worry)
your mag because they have
great maps all over thair
bedroom walls. Is this what you
really want?

Back to the shop. While | was
reading through an old issue of
C&VG (I don't buy it any more,
honest) | noticed an ad for a mail
order discount software shop
called Unitsoft. It is AMAZING. |
bought Elite there for £5 off the
normal price and | got free
posters. They get games in
much faster than the bigger
shops and the people who run
the shop know a bit about
g:mnsd m t':u more than can

said a average high
street assistant! L

Is there any chance of a demo
tape on the cover of your mag
this Christmas, a bit like the old
E.'[;ii (AAAAAGH - | LM} mega gift

year
James Thomson, Glasgow

We base most of our maps on
the ones you readers send in (no
time to do our own)! Make up
vour own minds about that one .
.,Haﬁmy,mmr,mwayz
There is absaol
that Newsfield will give away a
mega’ ‘gift’ of which only half
the games load. But the real
ick is distribution of the

magazine. Have you ever seen s
S

¥ come from the printer)? It's
bulky but easily handled, now
add 50 cassettes that are already
three times the thickness of the
mag, and you have an untidy
mess that newsagents don't
much like (they keep falling off
the shelves. And on top of that,
sticking a dirty great cassette (or
anything for that matter) on the
ﬁ‘wnrumm

“JUST WAIT

B o e

IT'S A RIP OFF

Dear ZZAP!

I'm writing about certain
companies who are out to rip off
the innocent gamesplayer,

despite their games being good.

Take a look at a ‘certain’ advert,
it's offering the same game for
the Spectrum, Commodore and

Amstrad. Fine, but how come for

each one the price goes up one
pound? This clearly shows they

assume the price of the machine

is related to the price of the

game. So Amstrad owners have

spent up to £450 for their
machine? Slap a couple more
quid on! Make em pay — they

could afford that computer!
How ridiculous!

Imagine if | bought a record
player for £400 and Bert, next

the record companies charge
him £3.99 for a record and me
£5.997 No!

TO PENN FROM
THE POISON PEN

Pl o SR e
Foor ary Fenn, since

g .
confessing o the murder of
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must have lots of money, as they

door, got acheap one for £60. Do

You might think it's because
records can be played on any
machine, whereas games have
to be CONVERTED. So? Thetime
it takes for a conversion, when
the game is already written,
surely must take less time and
money, than it took to program
the original. So perhaps the
conversion takes up more
memory and so uses more
programming time, hence a
higher price? 5o how come,
then, the Amstrad and the 64
both have 64K, and how come
(as often happens) a game for
the Spectrum 48K is converted
straight, using no more
memory, yet at a higher price?
There is no excuse for it except

for greed.

Name and address parted

company!

Sorry about losing the last page!
But whoever you are, I'm afraid
your two arguments here are
shot through with holes. For a
start off, the price of software is

e Ile

L

LT v HAve Hss
REVE NEE

BLOOD  gay

generally related to the
machines, not to their price, but
to the numbers which have been
sold. It's a straightforward and
very commaon market factor —
the more of something you can
sefl, the cheaper it can be, and
there are far more Spectrums
out there than Commodores,
and more Commodores than
Amstrads. The cost of
conversions varies greatly
depending on the complexity of
the work to be done. You
patently know little about the
respective memaories of
Commuodores, Amstrads and
Spectrums. Don't be fooled by
the difference between 48K and
64K. Several Spectrum games
have not been converted to the
64 because there's not enough
usable memory in the 64 to cope
— Dun Darach being a good
example. Being annoyed with
software companies is one
thing, getting your facts straight
is another,
LM

Hop: THE LUST LeTr

INGginG,,

That just about wrraps up for

this month. Don't worry about
Gary — he's a big boy and can
look after himself (look at the
cool way he handled Adam|,
childish threats from the local
mafia phase him not one bit
Keep the letters coming,
using the address: ZZAP! RRAP,
PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB
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- "KITT...

THE ULTIMAT DRIVING TEAM

{ U"r "irl{HHIRE b4

%J] (. a .; _'_.:"‘ s
Ve B

1-...1-—

’ﬁI%IH”\B
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BORED WITH SHOOT/EM UP SPACE INVADERS ?

VENTURE U

THE

Enter the world of computer adventure. Each adventure takes several weehs to master, providing
hours of fascination and Intrigue. You must use your imagination and logic to uniock the
mysteries of each adventure. Map shills are essential since each Slerra adventure contains over
hundred full-colour computer generated Images which lead you in every direction. You'll need to
miuster up 3l your wit and logic and perseverance for each Sierra adventure will prove a test to

your imagination and ingenuty.
THE WIZARD AND THE PRINCESS

Become the hearty and steadfast adventurer who rescues the fair princess from the dreadful
wizard, Harlin, He has taken her to his towering castie beyond the mountains. You must
outwit and outmanoeuvre the mystical power of the wizard which has grown dark and potent
through time, Begin your adventure in the village of Serinia, but take heed, everything is nof as it

may appear.
ULYSSES AND THE GOLDEN FLEECE

Protected by the gods, the ‘Golden Fieece’, legendary treasure of anclent mythology, has been
kept from man for many decades. Many valiant men have atternpted its recovery, but none have
been successful n possessing it for any length of time.

As Ulysses you are assigned to the task of retrieving the "Golden Fleece’ and retum it to
the King. You set sall from Ancient Greece and on your voyages encounter many of the foes
that troubled your predecessors, the wicked Sirens, the one eyed Cyclops; Pluto,
mythical god of the under-
world and other deadly
enemies. Legend acclaims
Ulysses as the most daring
and skilled seaman of all time,

Clad In a pocheted
and chain amour, k'S
up to you to prove it

MISSION ASTEROID

A terrible tragedy ts about to happen,..An asterold of incredible size Is headed for a direct Collision
with the earth. The predicted iImpact could destroy all life—uniess something (5 done quicky.

It's your duty to fiy to the astercid in a brave attempt to alter its course. But time s of the
essence! You must travel quickly and carmy out your tasks precisely if disaster IS to be avoided.
You have a predetermined time in which o achieve your objective. Be quick and careful . . .
the future of the earth Is in your hands aione|

s S EE & S S E S S &S S SEE S S
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A'ZO'DING WE WILL Go Yes, well, it's another one of these

PREVIEW

preview things that some of you don't like. Well tough luck mateys. There are many out
there who DO want to know what a game will be like. JULIAN ‘where’s my Zoid. Martech’
RIGNALL has been taking a look at ZOIDS and gabbing away to the ELECTRONIC PENCIL

COMPANY.

uil:lrl:nr, the Zoids" home
lanet is gripped by war.
e Blue Zoids (good) fight
the Red Eﬂlds {evil) in a massive
and merciless battle for supre-
cy. You too have to take part
|n thls mlt?‘hhr war but as you are
ing the mighty Zoid leader,
idzilla, to the battleground
dlsastar strikes. Your ship is hit
by a missile blowing Zoidzilla
into eight separate pieces and
scattering them over hostile Red
terrain,

Luckily you manage to
escape, and mhhlni your head
you climb into a back-up Zoid to
set out to collect those eight
parts, because if you don't the
war will be lost.

As you can imagine, trundling
with your big Blue Zoid through
enemy territory is like showing a
red rag to a bull, although if you
trundle with stealth your pres
ence might not be noticed
while.

The Electronic Pencil Comp-
any have crammed in an amaz-
ing social structure for the Red
Zoid environment. There are
several cities within the playin
area and are all interconnected.
Hellrunner Zoids hurtle alnng
the roads between the cities and
act as messengers/reconaiss-
ance. If you're spotted then the
Spinebacks are alerted. These
protect the Red cities and attack
the player as soon as they find
their target. There are also
Slitherzoids which carry fuel and
ammunition. They are also
heavily armed and although
slow, prove to be formidable
foes. e leader of the Red
Zoids, Eiﬁ Red Horn, wanders
around the landscape looking
for trouble. i you encounter him
then it's advisable to turn
around and leg it in the opposite
direction as fast as your metal
limbs can carry you.

These cities produce Zoids
and have to be destroyed if the
eight pieces of Zoidzilla are to be
collected. This is where the
strategy element of the game
comes in, because the cities are
connected blundering into one
could prove disastrous. As soon
as one is attacked Hellrunners
are sent with emergency mess-
ages to the nearest other cities.

IS gives you very little time to
complete the job, and if ill-
planned you could find all the
routes away from the city
31-li¢|¢|? blocked by Spinebacks.

ou can play the game in Rambo
style but usually a carefully,
calculated guma has better
results.

Luckily your back-up Zoid is

| |
1l pgEmnusnsmnameier

Zolds are B0 — cluan'fnm mmmmn scroiling central map.

well armed and powered up
{extra power units can be picked
up) and you can take on all
minor Zoids fearlessly. Offen
sive weaponry includes guns,
missiles and mines. When in
gun mode the player can choose
etween machine guns or canon
— any choice means that shells
can be continuously pumped
into a target to wear it down.
Missiles have to be primed

Having dropped an intelligent mine (with camera), H has aleried you to the  presence of a2 Snineback. Wil you order destruction, or ned?

s ]

e -
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PREVIEW
before launch. The correct NOT QU.TEA SUNDAY DRIVE 2 n

amount of fuel has to be put into

the missile to allow its engine to

cut out and glide down onto its

target. The player guides the
Not content with trundling about in a
Z0ID, JAZ has been sitting in ELEKTRA-
GLIDE — a rather speedy little computer

car— and taking it through its paces.

left/right tragectory, but beware
— the Red Zoids have anti-
missile flares. There are three
types of mines — intelligent and
two types of unintelligent. The
two normal mines are pressure
sensitive with time delay and

can be dropped on the road for
any other Zoid lincluding your-
self) to blunder into. Intelligent
ones have video cameras and
they can be selectively deton-
ated, or (if you're shrewd) left
alone to be used for surveillance

pu_;‘_ﬂﬂﬁﬂﬁ

e defence system of the
player's Zoid is also pretty eff-
ective. The Zoid has an octag-
onal (eight) shield which can be
rotated to protect its vital func-
tions. Incoming missiles can
also be deflected with flares and
by jamming them electronically.
This is pretty tricky to do since
the player has to match the
Zoid's output wave with the
missile’s guidance wave in a
very short period of time.

All the action takes place on a
large scrolling map shown in the
centre of the screen (only 1% of
the mag shown at one time say
the EPC). The map shows your
position (a little blip) along with
any other Zoids and and of
course all the cities, roads and
landscape features.

There are eight other icons on
screen which are used to acti-
vate the Zoid's various functions
— missiles, guns, defence, scan,
visual, manipulate, information
and status. Using any of the
latter five functions causes 3
screen to ‘window' out. (During
this time the Zoid carries on
trucking down the road — he's
intelligent and will warn you if
anything’s up). Information
ﬁives you just that, although you

ave to select something on the
map first otherwise your comp-
uter won't know what you're
gningbﬂn about. Visual shows
any object selected by the player
graphically. Status tells you
exactly how damaged the Zoid
has become and how many
pieces of Zoidzilla you have
collected. Manipulate allows the
player to pick up and drop
objects and also activate mines.
Scan just gives a readout of the
nearest piece of Zoidzilla or
power pod.

Thera's plenty to do and the
game should certainly take quite
a while to solve. | hope I've whet
your appetites...lcan"twait...

don't fret — the

ust in case you think
English Software have
- done incredible things to

@ Commodore you're wrong.
We've used Atari screen shots
(which are much r), but
B Jitit ok 0s (8ere Wom e

ust as apa e
colour difference).
_ When Phil Morris of English
Software first rang me and
raved about a new racing game
that would knock anything else
into a cocked hat | was dubious.
Hmmmm, heard it all before |
thought. It wasn't until a week
A AT T

e an a
it that | Hu?‘pud dpulinl (2t
Elektraglide is fast, rea
rag e Wﬁﬂ ju

ng game — 1is just to
keep going until you complete
the set course. Yah! Boring, you
m{FIn well say. What | forgot to
tell you is that there are obsta-
cles on the track to stnq_h\ruu
from solving the course. These
Eumalln mgphinnn of massive
ouncin eres, nnin
cubes (all shaded and i:mrupng
perspective) and pillars Fi:indly
dropped a passing aero-
plane). At the speed £ lide
ggﬂ they're not all that easy to
dge and to encounter them in
horribly realistic and fast 3D for
‘thnhﬂrst time makes your blood
rush.

The only racing game to
feature tunnels was the three
screen arcade epic TX1. .. not
any more Elektraglide does too!
These form just about the most
stunning feature of the game,
and they rush towards you in

lorious 3D and also have bends
n them. The fuling‘gf realism
as you come out of the tunnel is
:.mmr.::nnv ;ﬂ:;.fu Iaia;i‘tﬂwmﬂ‘t as a

poin which gets
miamﬂ bigger until you
lenly emerge. y

The um?: %u:um Jﬂ"l‘lm also
appeared in and now app-
ears here is forks in the —_
these appear at regular intervals
and are hailed signposts

iving you a few moments to
gacid% which route to take.

The game also features bi-
scrolling landscape which adds
depth, trees and signposts that
rush up at you, and overhead
gantries

The only wnntu really :
ciate the by playingit...
and you'll be able to do that
?ruuf_!d the end of November
unless you've got an Atari,
that'll be the end of October. He!
He! Hel)
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....cnter the Horror Sound Effects Competition — If You Dare!
Commodore 64  Amstrad

WARNING: THIS PACKAGE CONTAINS MATERIAL WHICH MAY DISTURB
PEOPLE OF A NERVOUS DISPOSITION!
:::": lo: The Knife Sharpene

DARE YOU ORDER NOW! Domark Lid, 204 Foad iincludes postage and packing)

CALL 01-947 5624 London SW20 8PN Telex: B94475 C | enclose a cheque/P.O. for £

Please send me copies of "Friday the 13th - The Computer Game

MAME : (BLOCK LETTER My computer is

YOU may order by Cess
by post or tele I'F'l-llll..l + 24,

Please debit my CREDIT C | algnature
Account No oY O A
Credit Card Expiry Date




PRE VIEW

THE YOUNG ONES —

AN EARLY LOOK

Gary Penn, the ZZAP! Vivian groupie who's haircut owes a fair bit to a pair of garden
shears, played host to Orpheus the other day. Here’s what he learnt:

Yes PREview. The game is far from finished
and we're not out to mislead you by printing
so called ‘exclusive REviews' of what is most
certainly an incomplete product. John
Marshall of Orpheus (oh he whose
sumptuous, scrumptious dish of Basmatti
rice and green peppers is the envy of
reknowned culinary experts everywhere)
came up to Ludlow, took us out for a couple
of drinks and dossed the night in our flat. Oh,
he also took the opportunity to tell us
something about the Young Ones game. ..

Well John, what inspired you to

wrrtu a game based around the
oits of this cult, hit

tﬂ ision show?

Well Gary, it was money. No,
seriously, it was a sort of
company thing. One day we all
just decided * a'yr! Let'sdoa

BEEN USING
RANT 7

r U\'UEEEL HHUE

W b Rk B R e R iR iR an s iR R e e AR R RS Nl
L —F‘l l-‘i-‘i-l'Fl'IiH-‘-l-!ﬂﬂﬂiilﬂﬂﬂ-i'llti-lll-i dmliw I
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Young Ones game!’
Ah. So where did you actually
start?
We decided the game had to be
some kind of adventure — you
can'tdo an arcade game as there
aren't the essential elements
within the series. We also
wanted some kind of speech in
the game since almost all of the
humour in the series is via, how
shall | say, ‘the spoken word'.
Anyway, it was suggested early
on that we would need help
gnm the original script writers.
0.
What was it like working with
them?
God that's a difficult one to
answer| No, they were really
nice people. They were very
enthusiastic and it was
irqpnrtant to them that the
original theme of the series
wasn't lost. They didn"t want a
game of ‘dodge Rick and throw
an axe at Neil sort of thing. The
E’ama takes place in the You nF
nes house. There’s plenty o
rooms and objects lying around
— | think there are about 100.
Some of them aid characters
while others hinder.
So what exactly is the game?
It's difficult to describe without
giving too much away. |
suppose it could be called an
animated adventure.
Is there a definable object?
Yes, sort of. There are four sets
of ‘ideals’, one for each
character. It's what they most
want to achieve. The task is the
same for each character but the
route they have to take is
different. The other three
characters are all trying to beat
Zﬂu to it. Your character actually
Knows what he's got to do, but
it's as if he's gone blind and you
have to guide him.

I=ga‘tl'mr you can play the
aracter of your choice?

Yes. You choose at the
beginning of the game. The
otherscanbe ahelpora
hindrance.

So the other characters are
interactive?

Definitely. They have their own
personalities and traits and lead
a life of their own. They even
have a limited memory. Because
yvou don’t guite know what to do
vou can often end up annoying
them. You can “talk’ to them
though, to obtain hints on how
to progress in the game.

How's that done — text input?
No, certainly not. You choose
the object you want to talk about
and the characters tell you about
it. But it all depends on who the
object belongs to, whether it's
being carried or not and what
you remember about it. That
sort of thing. The game isn't
exactly icon driven but a similar
process is used in that you select
an action or word from a list.
You canwalk and talk, pick up an
object or put it down, switch
things on and off . . .

Do use the j ick to move
atal? o

No, you don't actually walk as
such. When you select the walk
option you are given a list of all
nearby rooms you can move to.
The character moves of his own
accord when you tell him where
r‘t‘xrl_l.- want him to go. =
&n can we expectto see t
finished game?
Oh, I suppose we might have
something for you next month ..

The pictures were actually taken
off of a Commodore 64, but they
were downloaded from a BBC
first. So now you know.




LSK SPECTRUM - COMMODORE 64 -BBCB’
ELECTRON -AMSTRAD - MSX- ATARI

4EI{ Spectrum £7.95. ALL OTHERS £8.95. CBM 64 disc £14.95

Martech is the registered trade mark of Software Communications Limited
n ' e c Martech House, Bay Terrace, Pevensey Bay, East Sussex BN24 &EE
TRADE ENQUIRIES WELCOME. PHONE: (0323) 768456 TELEX: 87465 EXIM Brighton
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THE ULTIMATE (FAMES FOR THE

COMMODORE 64
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When the Music Stops Uncle
Gary Will Be Here to Speak

toyou H B B

Mixing play with education has been one of the

cherished tennets of teaching since the early sixties
when ‘revolutionary’ concepts upset the more Victorian
stick and no carrot traditions that held that children
should be seen and not heard and if seen, then only when
sitting quietly, neatly and in a well behaved manner.

F"’.‘Edﬂm ﬂf so now we all know | rams have lived in a bit of a limbo — parents

= that when five year- | approve, children often don’t! They want

expression old Johnny is caught | their computer games to be fun, Well some
bashing in the head

hﬂﬁ bECDI'I‘IE of four vyear - old

- limmy, he's not really
everything, c.hibiting a possible

violent streak, but only expressing his sense
of angst at the world’s oppression of his free
spirit.

During the pre-sixties (repressive) era,
children had to make do with behavinﬁ
properly in the prescribed manner an
venting their free spirits by watching anim-
ated cartoons, which, as we all know, are
excessively violent! Well, ZZAP! isn't given
to over-moralising, and this isn’t the place to
examine in detail the value of releasing pent
up frustrations vicariously watching simula-
ted violence on screen (or discussing Mary
Whitehouse et al’s refutation of such theo-
ries). No, we accept that kids of all ages can
be violent and enjoy cartoon concepts
whereby mice flatten cats’ heads with
smoothing irons — after all, the cat straight-
ens out in the next frame . . .

In some senses animated cartoons are
usually educational even if only to promote
some moral. Educational computer prog-

o

educational programs have been successful

in being both fun and useful, but with the i

t twelve month's obsession with TV and
ilm tie-ins, it surely comes as no surprise to
see the trend spread to the educational field
as well. A few programs have appeared
recently sporting famous and popular
heroes from the big and small screen. In an
attempt to get away from the stuffy ‘edu-
cational’ tag, most of them are dressed up
promotionally as ‘Kids’ games'.

As mentioned in issue 3 of ZZAP!, US Gold
have acquired the rights to release the Walt
Disney/Sierra range of ‘educational’ games
in the UK and are 5oing s0 under the I:fiael of
Kids! | use the term ‘educational’ very loosely
though, as the programs are really games for
the younger games-player, with educational
overtones. The idea seems to be to subcon-
sciously teach children such rudimentary
'skills’ as logical thinking, map making and
object matching through a series of simple,
but fun to play, games.

Donald Duck’s Playground is one of the first
of the batch of said releases and is aimed at
children between the ages of 7 and 11. It

basically attempts to teach a child the value
of money and how to use it, although the
currency used is as foreign as the program —
ie American. The explanation given on the
poster instructions supplied with the game
seems to adequately iU‘-'i-Tif{I this apparent

flaw though. Donald is actually quoted thus:
‘It makes learning more fun, introducing
children at an early age to other people’s
cultures’. Doesn’t quite sound like the duck |
once knew but then | suppose he's matured
with age (after all, he must be well over 50 by
now),

The player has to help ‘Nunkie Donald
build a playground for his three nephews,
Huey, Dewey and Louie. But first he has to
earn enough money to buy equipment by

working on any of four different jobs.
According to the instructions this teaches
the child the concept of ‘labour for pay’,

which is fair enough. The jobs all require
some manual dexterity with the joystick and
involve object matching in one form or
other. For example one of the jobs is at the
Product Market and has Donald sorting fruit
and vegetables chucked from the back of the
market truck. The ‘product’ is thrown from

the right hand side of the screen and Donald
i A% must moved to catch it. The fruit must
i then be matched up with the correct box and
' placed in it to earn cash.
Perhaps the most impressive and appeal-
ing aspect of Donald Duck’s Playground is the
: YA graphics. Overall they are of a very high
e T standard with plenty of hig, bold, colourful
: : ; characters that are easily identifiable. Com-
R ’ _ bined with the jolly music and sound effects !
\ P Donald Duck is a program that should appeal {
e - to a majority of budding young gameplayers. |
: Although | don't think it has a great deal to
o offer on the educational side.
Winnie the Pooh in the Hundred-Acre Wood,
i the second of the US Gold/Walt Disney/
Sierra products, is another jolly game boast- i
ing su?er graphics that's fun to play and of i
possibly dubious educational value, unless I
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vou regard lines like, “This is Rabbit’s Kitchen.
it’s tull of vegetables — no wonder he’s so
healthy!” as being educational! It's a simpli-
fied adventure game that concentrates on
teaching children of 8 or over to think
, Ingicallr, develops their mapping and read-
ing skills and lets them have a bit of fun in the
| process.
' Each character in Hundred Acre Wood lost
an important belonging when a blustery
wind came up and blew them everywhere.
| It's up to you to find things like Owl’s books
| of poetry and Pooh's honey pot, and return it
| to its rightful owner. The objects are placed
randomly each time a new game is played,
which adds greater holding er to the
stories. Input has been made as easy as
possible by numbering the several text

have

NOoOW, sSometimes
,the wood, #nd
N Ccarrving'

options available, and the beautifully drawn
pictures are speedily accessed from disk for
each one. An added bonus is the typically
Milnesque sense of dry humour used in the
text.

The US Gold/Walt Disney/Sierra line up
promises releases soon of Mickey's Space
Adventure and Coofy’s Word Factory, featur-
ing the famous characters in an adventure
game and a sentence construction/arcade
game respectively.

Turning from the American inspired prog-
rams (although purists would of course insist
that Winnie is ‘ours’ and no ‘theirs’), there
are some telly heroes on British software.
Mirrorsoft have a package of four Mr Men
games aimed at the 4 - B years bracket under

i T 1
- 1
- 2
o !
Iv*
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the general heading of Here and There with
the Mr. Men. These do not avoid the ‘edu-
cational” tag however, Mr Tickle's Jigsaw
Puzzle, Mr Tickle and Mr Grumpy, Mr Lazy and
Mr Men versus Mr Tickle are all aimed to lead
children in 'an amusing and stimulating way’
to grasp the concept of 'left and right’. The
accompanying booklet is designed to be
read by a Parent as a story to go with the
ames. Unlike the US Gold offerings, the Mr
en games use rather simple, though bri-
ﬁhtly coloured, J::Im:kz grapﬁics, and | would
have thought the tasks may become repet-
itive to kids rather quickly. For instance, in
Mr Lazy you guide a worm up and along the
branches of a tree in order to reach an apple
and knock it down on Mr Lazy's head as he
snoozes under the tree. No doubt this very
simple exercise might amuse a four year-old
for a while, but | very much doubt whether it
would appeal to an eight year-old for more
than one go.
The important difference between these
ames and those from the Walt Disney stable
ies very much in the graphics as well as the

ORM & CHEEP

ideas, and in that department there's little
doubt that US Gold score heavily.

Macmillan Software do rather better on
the graphics score with their Orm and Cheep
%‘(Hme.ﬂ; programmed by Widgit. There's two,
Narrow Squeaks and The Birthday Party. These
are described as suitable for ‘Kids of all ages’,
which is a somewhat loose description of
their suitability. Both start with a reaction test
to set the !E\.reTnf difficulty — a neat touch. If
you don’t know, Orm and Cheep, a worm
and a yellow bird, are popular TV characters
tor the younger bracket.

Marrow Squeaks offers F{:urdgarr'les- featur-

a crow. The

MRY | ing these two plus a rat an
STND graphics are attractive although the games
Here 7" are very simple. In play testing the identical

-

Spectrum versions of these and The Birthday
Party for CRASH magazine, Rosetta McCleod

savs Christopher

me " and her team of 5 to 14 years old found them
to be ‘totally boring and pointless’. The latter
game is a graphic adventure, although in
maost respects it is as much an adventure as
Donaid Duck's Playground, which is to say
that it's really composed of several arcade-

may,"
& nice of you to as

i %
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Imagine Software is available from: (J2¥) WHSMITH ," 4TI, WOOLWORTH, LASKYS, Rumbelows.Greens. |
Spectrum Shops and all good dealers. !

Imagine Software (1984) Limited « 6 Central Street« Manchester M2 5NSeTel: 061 834 3939«Telex: 669977 |




Narrow Squeaks

et

ish sequences where you help Orm bake his
birthday cake, collect all his friends for the
rty and then get them satisfactorily seated.
osetta’s team summed the two games up as
‘Absolutely awful!’. Perhaps a little harsh,
especially as the graphics on the 64 versions
are very jolly at times, although not a patch
on the Disney games, and add a lot of visual
interest. However, it has to be said that the
educational value in these two is extremely
low, | would have thought, and if they are
supposed to simply be attractive games for
kids of all ages, then perhaps the gameplay
elements should have been substantially
improved.
enerally then, the Disney games seem to
have the edge over the home-grwon pro-

Eeaf:f”w

o wilm e M
AT T B,

S0OF T WARE

e

Quer Donsy
DONALD DUCK'S

A OO, DUCHc] (0TI LA S e -rTuhirng for G T i

Designed by Al Lowe and the
Walt Disney Computer Personal Software Staff
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duct. On the other hand they are more
expensive, especially if you opt for disk
versions (essential in the case of Winnie the
Pooh), but honestly, | would have to say that
you also get rather a bit more for your
money.

ORM AND CHEEP: NARROW SQUEAKS
Macmillan Software, £6.95 cass

ORM AND CHEEP: THE BIRTHDAY PARTY
Macmillan Software, £6.95 cass

HERE AND THERE WITH THE MR MEN
Mirrorsoft, £8.95 cass

DONALD DUCK'S PLAYGROUND

US Gold/Sierra, £9.95 cass, £12.95 disk
WINNIE THE POOH IN THE HUNDRED-
ACREWOOD

US Gold/Sierra, £12.95 disk only
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COMMODORE 64

“A dream come true!”

(Commuodore User)

“Wizardry is magic!”
(L2 0d)
“One of the best games . . . excellent . . . et hooked on this came. | sure did!™

fCerrenrnserchonre Compasting Tetermarional )

“Wizardry proves that the Brits are still the best when it comes to gameplay,
matching the best graphics and music with imaginative plotting and fiendish
complexity™

i Canmnmmendore Herizons )

PICK OF THE WEEK (CT Weekly, PC Weekly) — FRONT COVER FEATURE (Com. Hor.. ZZAP! 64)
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FIGHTING WARRIOR

“Use all your powers of combat in this thrilling Egyptian Arcade game.
Featuring sensational scrolling graphics, large animated sprites and
ferocious fighting action.”

Available for Spectrum at £7.95 and Commodore 64 at £8.95. Coming soon for the Amstrad.

Gereen shot details from Spactrum version

MELBOURNE HOUSE

Melbourne House (Publishers) Ltd., Castle Yard House, Castle Yard, Richmond, TW10 G6TF.
Trade enquiries call 01-940 6064

Available from selected branches of @,WHSHITH.“’ ERLIET WOOLWORTH . LASKYS, Rumbelows. Gresns.,
Spectrum Shops, and all good software dealers




FROM THE PEN OF PENN

OK, OK, so there aren't many tips this month. But what's here is
pretty good. | mean just look at these exclusive Gribbly's Day Out
tips from the author Andrew Braybrook. You can't get more
definitive than that now can FM And just look at the rather jolly
Sabre l:'i"u!f map. Very handy if you ask me, squire. Still, next
month’s issue being the huge, great Christmas S I, there will be
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A MESSAGE FROM
GRIBBLY ON

BLABGOR

Translated from Blabgese by
ANDREW BRAYBROOK

Greetings from Blabgor. Over
the past few months | have been
i;atting these severe headaches.

can't quite put my big toe on it
but it could be that many of you
don't fully understand the
complexities of completing my
Day Out! | therefore have sent
you this message to hopefully
relieve the pain.

Firstly there are some vicious
rumours going about thatlam a
frog. This is entirely untrue.
Buses are green, but no-one
calls them frogs. Secondly it was
reported that Blabgor is
underwater. This is also untrue.
How could | possibly breathe
underwater? And underwater
waterfalls? Absolutely absurd,
even on Earth such things do not
exist.

BOUNCING

My Day Out, although
concerning the protection of the
carefree younger generation of
Blabgor, does not mean that the
over 14s cannot help me in my
ﬁ{’“m' All people may help as

e task is far from easy. There
are also whispers going about
that my character set is totall
unreadable. | do assure you that
it looks fine from where lam and
anybody who cannot read it
probably is in need of a new TV
set, or a new C64, or both.

| would like to offer some
suggestions for getting the most
out of bouncing. t's not a
particularly fast method of
getting around, but it is very
easy to do. Pressing the fire
button will enable me to bubble
away the pesky Topsy creatures
and | can also pick up or drop a
Gribblet. | have noticed thatl am
often requested to drop the
Gribblet every time | have to
blow bubbles. This is not
necessary. If you keep the
button pressed after | pick up a
Gribblet, | will continue to
bubble but will not drop the
grihhlet. This is because | can

ubble all the time, but can only
complete one function every
time the button is held down. |

ot medals for my bubbling, but
that is another story.

Having grabbed a Gribblet, |

TIPS

usually then head for the home
cave. Flight is much faster, so
the first thing to do is take off.

This can be done by stopping in
a clear area and then
majestically rising into the air.
Of course just bouncing off the
edge of the land also works, but
It does put the wind up me
rather, as | have to go into flight
mode in panic as | no longer see
land below.

A rather elegant method of

into
the swing of flying is to jab the
E::rystml: %{;15 | reach the top ofa
ounce. This is known as the
mid-bounce take off and is really
impressive to watch. Of course,
stopping once in flight requires
¢ little practice, but | can leap
cver low barriers or intro
¢ therwise enclosed triangles by
L sing this method.

Once flying, | then have all the
harrors of dealing with fast
approaching land masses, as
well as the web. My one comfort
is that | can at least fly through
waterfalls unscathed. Horizontal
flight is not quite as
straightforward as is desirable
tecause of this confounded
gravity stuff. Although | can
reduce its effect, it still requires
the occasional upwards jab to
keep me flying level. | only wish |
was more aerodynamic.

aining hei? ht and gettin

CAVEWARDS HO!

Getting into caves seems to give
me most headaches. If possible,
it's best to let me rest
somewhere below the cave. The
gentle vertical take off should

lenty of room for some really meaty, tasty and filling stuff. Mmmm.
Rlnmwntuﬂng just thinking about it really. Until ti?an here are a

few juicy snacks to keep you going. . .

the allow me to float up into the
mouth of the cave. Again,
gravity should be countered by
Jabbing the joystick up at a rate
of about four times a second in
order to allow me to float
roughly in the same place. When
| am about a Gribbly foot higher
than the required ledge just hold
the joystick to the side. Gravity
will slowly pull me down. If you
pull me down I'll move
downwards too quickly and

probably scrape my nose. They
sell hundreds of sticking
plasters down at the Psi-bank,
must be making a packet!

Although my momentum can
be a problem for newcomers,
this can be ignored by not flying
too fast. Gravity is the real
problem. You must always
remember that any direction
pushed on the joystick will be
modified by the direction
specified by the joystick is only
an indication to tell me which
direction to accelerate in, and
not which direction to
immediately move at full speed.
| don’t live in a platform game
now do I?

UNWEAVING AWB

Web section switching gives me
nightmares as well. This is best
done by approaching the switch
below the required section if
possible. Thus, if you should
miss the switch, | don't have to

et sizzled. Similar to pressin

re on the ground, if you hol
fire down whilst away from
danger, the first switch crossed
will be triggered, and

subsequent switches won't.
Thus, for mid-air ‘safe’ bubbling,
press and hold fire, trigger any
switch, and continue to hold fire.
I will bubble away merrily, but |
won't switch any more switches.
Release and press fire qgain to
trigger more switches. You can
therefore press fire long in
advance of the required switch,
and it will trig?Br when lgettoit,
50 you needn 't be accurate with
vour timing, after all, it's difficult
enough on Blabgor, without
some idiot making it harder.

Dealing with flappers causes
much consternation. So often |
release the Gribblet while the
web is still active but cannot
reach it before it falls into water
or a tree. The flappers should be
approached at height in a clear
area, preferably after web
deactivation. A quick bubble
followed by a full speed dive to
catch the Gribblet. The pleasure
of saving a Gribblet is immense,
and worth 200 points in all. As
the Gribblet falls, it emits a
heart-rending squeal, and a
squeal of delight if it safely lands
in a clear area. It can then be
picked up. Unfortunately the
chances of landing are not good,
what with the abundant plant
life and water around, so a mid-
air rescue is always best.

All 16 places that | visit on my
Day Out were created carefull
by the landscape gardeners o
ancient Blabgor. | suspect that
Seon had a hand in narrowing
some of the gaps before he was
imprisoned but nevertheless |
am more than capable of getting
th ruu?h all of them to rescue the
Gribblets. Admittedly | have
practised some of the difficult
ones while Seon wasn't around|
The technique of getting
through narrow vertical gaps, ie
| have to fly sideways, is simple.
Rule one, don't try to go in
slowly. The faster I'm travelling,
the less | get hurt if | hit
something. As long as you can
stop me hitting something else
on rebounding, then all will be
well. If you try to edge me in
slowly, gravity will rear its ugly
head and make gentle
manoeuvres impossible. The
less time gravity has to affect my
flying, the better. Thus, the
method of narrow gaps is to
hover near the gap using the
jabbing method to maintain

eight, followed by a sideways
or diagonally upwards push to
pass the gap at speed.

If the web section opening is
difficult for you, most of the
garly screens can be done with
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minimal changes to the web.
Routes exist to most Gribblets,
although they don't necessarily
represent the fastest way.
Sometimes a bit of bouncing is
needed to reach a route. If you
are more confident of opening
the web, look for faster routes to
cut through to Gribblets, or a
faster way into the home cave.

GETTING AHEAD

You will have noticed that the
next-area-selection system is
not particularly random, nor is it
supposed to be. The more
Gribblets that are rescued, the
more confident | will feel. thus if
all eight Gribblets are rescued

know!

Various other things happen
as the game progresses. The
creatures transform more
quickly as my ‘confidence range’
and actual area number
increase. The Gribblets also get
more restless and are quite
difficult to catch, and Seon gets
loose much quicker. There do
seem to be more creatures
around as well. Their
transformation antics are at
their most efficient by about
‘Gribblets in Peril’. After that
the-{rtran;.;fu rm so quickly that
the Topsies rarely have time to
flip over the Gribblets. This can
be used to advantage to gain
extra points by allowing
Flappers to carry Gribblets to the

from ‘Hide. . .’ then | feel
confident enough to transport
up to three areas away. Each
time an area I1s EUl:EESEﬂ.I“"f
completed, | count the number
of Gribblets above five that have
been rescued, and add it to my
‘confidence range’. If only six
Gribblets are rescued in each
area, my ‘confidence range’ only
increases by one each time, and
the areas will be tackled in their
correct sequence.

The correct sequence is as
follows:

1. Hide the Gribblets in the Cave
2. The Aerial Lakelands

3. The flooded cavern

4. the Infinite Waterfalls

5. Wot, No Ground?

6. The Elevated Forests

1. The Blabgorian Staircase

8. Seon is the 6809 Beast

9. The Tunnel

10. Gribbly on the Rocks

11. Gribblets in peril

1:.':::. “Water, water everywhere . .

13. Concerto for Island and tree
14. Gribbly's Bane (lt's a Tough

One)
15. Floating Islands galore

Of course, | don't necessarily go
as far as | can every time, but it's
nice to have the choice. The 16th
area is notthe place to be and so
| don't go there until | have been
averywhere else. | can't quite
remember the name of it, but if
anyone gets there, do let me

cave, before bubbling them.
Most of the hard work is done for
me on ‘Gribblets in Peril’, It also
allows Gribblets to be left at
ground level to make their own
way across on '‘Concerto...’

GENERAL HINTS

Finally | would like to offer some
specific advice on some areas
which | have Elﬂaned by
sneaking back there at night
time while Seon is asleep.

The first four screens all
feature a fairly accessable cave
very near to my transportation
location. All ml:;lgribhluts may
be reached with minimal web
removal and no excessive web
hacking is required. All Gribblets
should at least be audible from
the routes.

‘Wot no Ground?’ provides a
brief look at Blabgor above the
ground. Many a time | have been
allowed to drop into oblivion.
It's not very nice there, the
service is terrible! Two main
structures exist, one from each
side. The left cave is the home
cave, the right one carries four
Gribblets which are fairly safe.
The home cave requires some
web sections to be removed for
easier access from below, the
entrance being next to the left
wall of the area. Access to
Gribblets above the home cave
is best done by cutting away the
web to the left of the cave. Work
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round to the top corner, then cut
in so that | can bounce along the
top and cut my way to the two
Gribblets. Seon must have burnt
out the useful switches that
mean that two sections must
remain active, so bouncing is
the only way. All this takes
considerable time, so it's good
to know that a short cut exists
back to the home cave from the
right hand cave. Follow the
route round the bottom,
diagonally right, to the top, then
round the bend. Note the
switchless web which
necessitates this journey. Land
on the upper island, taking care
to avoid the tree. In the middle of
this island is the perfect
opportunity for a mid-bounce
take-off. This is necessary to
move around the left hand side
of the island, to rescue the
Gribblet below, and cut the
quick route back along the
bottom to the original route.

“The Elevated Forests'
features a large home cave
structure at stage centre. the
entrance is above the middle,
and is best reached initially by
bouncing along the top of the
cave. the home ledges reside to
the right. One Gribblet lies
through the narrow gap inside
the cave. This is the gap
described above. Hover
between the tree and the gap,
then fly diagonally upwards
through the gap with reasonable
gusto. Missing the gap should
result in my bouncing back, but
control should be maintainable
for a second attempt. getting
back is easier by just flying
sideways at the gap, gravity
working in your favour to
negotiate the gap more easily.

Ina{mg above the left of the
cave will require the cutting of a
web section, the switch
g'eqlt_.lliring me to touch the water
in the pool below. | really don't
mind getting my foot wet, but
touching the land at the bottom
will hurt. Getting through
should allow you to locate two
more Gribblets.

If this area is tackled late,
many Gribblets will be captured,
and the flappers should be dealt
with in the bottom right corner.

‘aeon is the 6809 Beast'
I"E[:I1U'FTB‘E that you bounce to the
right, then fly from the cave. The

home cave is above the start
location. The ledge
arrangement here is similar to
that in ‘Floating Islands . . .’ and
should be practised, as there is
less space to manoeuvre in the

latter. The ground level
Gribblets by the water should be
rescued by landing between the
tree and the red flower. The gap
is narrow but the flower is
harmless, the tree isn‘t! Other
Gribblets may be located by
following the routes.

“The Tunnel’ is a harrowing
lace to be. If Seon catches me
ere, there is no place to go.

There are two exits, one each
side. The right hand route is the
shorter, but more dangerous,
take your pick. The home cave is
positioned at stage centre top,
Entmls from the right. Rescue
the three gribblets from the
Tunnel re cutting through
the web from above to rescue
those on the tngeﬂf it. Two easy
Gribblets may be rescued early
if Psi is running low.

‘Gribblets in Peril’ and
‘Gribbly on the Rocks’ were the
first and second areas to be
created, and thus feature few
floating islands. the home caves
are identical, and are positioned
on the right, one at the bottom,
the other at the top. Gribblets
are located mostly at the
bottom, and are vulnerable to
Topsies in the extreme. The last

ribblet on ‘Rocks’ may be

ifficult to find, look around
once the web is down, it's
unlikely to get caught.

‘Gribblys Bane. .. asits name
suggests is not my favourite
place. Just getting out of the
starting place isn't easy,
someone put the switch right
next to a rock. This is best
ufened first, while | have plenty
of Psi. Getting into the home
cave section of the initial cave is
to the right. The first ledge will
take three Gribblets, the raised
floor another two, and the |ast
ledge must accommodate the
rast. The most difficult Gribblet
to reach is again blocked in
behind a narrow gap in the top
right. Follow the route after
bqu ncing along the main cave. A
slightly slower approach is
required, but not too slow, just
enough to be able to stop in
time. Another difficult Gribblet
resides on three time islands to
the left of the main cave.
Unfortunately one of these
islands is behind an
unswitchable web. Should it be
on this one, the only thing to do
is rescue another Gribblet
before returning to see if it has
moved.

On all later areas, Seon will be
loose before completion. he will
be also be very good at cutting
through the web. To send him
packing, | have to bubble him
until he stops moving, usually
about five bubbles, then fly
away. He will be stunned fora
couple of seconds only, but he
will be temporarily disoriented
and will probably go and sulk at
the bottom somewhere before
returning.

‘| hope that these words of
wisdom will be of help to you
and will allow you to enjoy my
Day Out more. It might make it
less painful to my head as well!

Gribbly




A new and

exciting, split screen,
computer slot car racing set

for 2 players.

»- 50 different built-in tracks with editor

» 10 different vehicles (each Customizeable)

P 14 Gravily seltings (e.q. : Moon, Earth and Jupiter)
P 4 completely different background scenarios

» Design and build your own deadly tracks

» Grand Prix, Motocross, Roadrace, Dirt and Test track surfaces

» Ram your opponents using your Crusher capability
P Drop land mines and oil slicks behind you

»- Split screen racing showing BOTH cars together when neck and neck

> Play the computer or a friend

Available from all good software relailers — if its not there, please order it — or in case of difficulty send
your crossed cheque/P.0. made out to Ariolasaft U.K. Lid., including your own name and address, to
Ariolasoft UK. Ltd., Suite 105/106, Asphalte House, Palace Street, London SW1E 5HS.

RACING DESTRUCTION SET - Commodore 64 Twin Pack cassette — £12-95 Commodore 64 disk — £14-95.

ariola

|

L

(Flease allow 28 days from release for delivery)

HIGH PERFORMANCE PROGRAMS
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This is the only
warning you'l get.
They're coming soon.

ah




GRAHAM GOOCH'S
TEST CRICKET
{Audiogenic)

This letter arrived the other day,
addressed to Gary Penn at
ZZAP! Well, not exactly to me
personally — it was in fact
marked for the attention of
some bloke called Roger Kean,
but we do work on the same
magazine in the same building,
the same room in fact. We even
use the same Apricot, so it was
sort of to me really. Anyway it
turned out to be from Henry
Smithson, Product Manager of
A nic and he said he
would appreciate Roger, er me,
EZA ing on this little tip to

P! readers.

The following POKEs enable
the user to save out teams
created during play to either
tape or disk, rather than having
to type them in every game.
This is what you mustdo . .

Load and run the SELECT pro-
gram and enter the teams as
normal. When the program exits
to BASIC at the end, enter these

“TEAMS",1.1 (,8,1 disk users)
and enter NEW before loading
the main game program each
time.

There have been a considerable
number of pleas for POKEs on
Ultimate‘s Staff of Karnath and

Software Projects’ Jet Set Willy.
Can anyone oblige?

I'm afraid that's all for this
month but thera’s plenty of
guru-l:liaa in store for the next
issue. There will be the comp-

POKEs. .. lete Blackwyche solution (along

POKE 43,0: POKE 44,192: POKE | with some useful POKEs) and
SUHHER WES Il the keyboard) dunnig a fanmng 45,40: POKE 46,194: POKE something on Wizardry, Rock-
(E /US Gold) match, the bout will end and 56,200: CLR: SAVE"TEAMS" (8 | ford's Riot, Surmmer Games I,

Pyx depending upon the situation a I if using disk) Beach Head Il, Frank Bruno's

VInteresting Fact: Did you win, draw or loss willbe decl- | and press RETURN. Whenthe | Boxing, Strangeloop, Elite, The
know that if you press the ared? You did? In that case | ‘teams have been saved, turnthe | Fourth Protocol nmf many,
Commodore key (bottom lefton won't bother telling you then. 64 off and on again. Now LOAD | many more.

ZZAP! 64 has taken off like a blast of lightning! f you
have been unable to obtain copies of issue 1,2 or 3,
NOW'S YOUR CHANCE!

We keep a limited stock of back numbers to en-

Mo 1MayB85 @ Tony Crowther interviewed @ Staff of Kamath map/solution
® Music programs @ Lords of Midnight map @ Elite @ Shadowfire
Mo2JuneBS @ Theatre Europs @ Tir Na Nog map @ Everyone’s a Wally map
& Gama skill test @ US Gold interview
Mo3JulyB5 @ Dropzone @ Entombed map @ Airwoll map @ Arcade bonanza
#® Paradrold diary | ® Chesa v Chesa
MNod August B85 @ Fourth Protocol/Exploding Fist/Beach Head Il @ Shadowfire map

@ Denton Designs @ Paradrodd diary Il

BACK NUMBERS

Don’t miss out on earlier issues!

sure your collection is complete, after all, we
wouldn’t want any gaps in those ZZAP! binders,
which will be available shortly.

Mo & September 85

@ Summer Games II/Frankie/Skylox @ 64 Surgeries @ Paradroid

diary il @ Terminal Man starts @ Spy v Spy l/Mearcenary proviaws
@ Flying High — simulations

Mo & October B5

# Pet Person @ Wizardry/Mexus préviews @ Electronic Pencil Co

® Zrapstick | @ Paradrobd diary IV @ Flying High il

Mo T Movember 1985

# Paradroid Gold Medal @ Little Computer People @ Zzapstick] @

Pull out Poster @ Mastarblastar |l

| would like to order ZZAP! 64 Back Number(s)
Please tick the correctbox 101201 301 401 50 6L

Please make chegues/postal orders payable to ZZAP. It is best to avold
sanding cash ts. Please do not enclose any order with mail to the
editorial side of the magazine as this may result in delays. Send your orders to
the address below:

BACK NUMBERS SPECIAL OFFER

Each back number is available at 95p each

(plus 20p for post and packin

ordered). But why not take advantage of

our special offer:

@® All three issues ordered at the
same time — 40p off total!!

BACK NUMBERS, ZZAP! 64 MAGAZINE,
PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB

per item

Less Special Offer discount where applicable: £

PEP total (20p per item) E

Uinii Price

Total £

Sub Total £

*Total enclosed: £
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ZZAP! 64 BINDERS

At last — they’re here!

Yes, the 1985 ZZAP! ne Binder is yours for a
paltry summ inclusive.,

Each binder takes twelve issues of ZZAP! held in
lace by small white plastic straps for ease of access.
ere’s also a year sticker for the spine. The hand
tooled, gold bound, Moroccan leather version would
have cost about £150 each, so we've settled for the
next best thing, a rich maroon with gold-ish tooling
on the front cover and the spine.

Please send me ... .. ZZAP! Binder(s) at £4.50 each*
INBITI s i e b e e e s i r e e S e b
Address .........c.s e g S B e g PR R

T Y FEWE e E i Rl AR FES

lll:':hnstmdf faits A TSR
enclose a cheque order made payable to

Hm-HLMhrtzﬁ:

* UK price only, Continental Europe and Overseas
orders, please add £2 per item ordered

ZZAP! BINDERS, PO BOX 10, LUDLOW, SHROPSHIRE SY8 108

74 ZZAP! 64 December 1985

R Rwm oW E RS W R ERE AR @ EE

i

ELITE [Firebird)

A number of p&nple have been

you sure it's spelt w-h-i-c-h and
not w-i-t-c-h? To find out the
answer to these questions and
more, pause the game, press X
and "'unpause’. Now hypers-
ce, holding down the CTRL
ey in the process and before

you know it, gor blimey! Do
wot? As it "appens, you find
yourself in whichspace, with
plenty of friendly Fargoids for
company (ho ho).

Also, a useful bijou bugetti-
poos when hyperspacing

asking about whichspace. What
is it? How do you get there? Are

(doesn’t work with the above
though). Switch to right or left
view as you ‘jump’ and the
process is speeded up consider-
ably. Doesn't do much for the
speed of the game unfortun-

HTEIK.

Oh yes, following last
month's musical ‘cheats’ here's
another for those with Elite /.
Pause the game and type X then
E. Now turm on the music (X, C,
M after pausing) . . . Instead of
the haunting strains of the Blue
Danube seeping from your TV
there should be the more up-
tempo title screen music burs-
;in forth. Golly gosh, locks-a-
ordy.

WILLIAM WOBBLER

(Wizard Develop-
ments)

Interesting, hot, faberooni, ace,
cool new tip for Anthony Crow-
ther's biggie, Willy Wobbler.
Press ‘I’ to get an inventory,
then F1 in conjunction with the
space bar. On the prompt
‘PRESS FIRE TO START', do so
and lo and behold . . . An
amazing, triff, mega-brill little
game for you to play to your

Anyway, keep all your tips,
cheats, POKEs, etc, etc rolling in
(like Jeremy Spencer in the
morning) and thanks to all of

you who make this section
possible each month. Unfortun-
ately personal correspondence
is out of the question due to the

hearts content! if you get bored
you could always try playing the
real game. ..

There was something else
about Billy Wobbler but | can't
qurte remember what . .. Oh
yeah. Within the game’s code
there's a message from our
Ton ;l:.\ll;mding u not to get
this Tt above) printed in any
mags. Jaron J Hattrell (sneak) of
Spilsby, Lincs told me that. He
also sent in some decent POKEs.
More of those next month
though...

large amounts of mail received.
The fact that I'm illiterate don’t
come into it.

The address, for those who
missed it, is, once again, ZZAP!
TIPS, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB. See you
in the Christmas Special . . .




COMMODORE 64
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“IMHOTEP” recommended retail price £9.95 inc VAT.
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS
and all good software retail outlets. Also available from
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU
(P&P are included) Tel: 0530 411485
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SHADOWFIRE
TUNER

Beyond, £3.50 cassette only
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In April this year Beyond relea-
sed a ‘revolutionary’ new con-
cept in adventure games. Devel-
oped by denton Designs, it invo-
Ived no text input whatsoever,
being purely icon driven, and
was called Shadowfire. Due to
its unusual nature it soon
became a big hit with games-
players and adventures alike. So
what is the Shadowfire tuner?

The tuner is, quite simply, a
piece of software that allows
you to create or ammend your
own saved games. If that
doesn't sound particularly insp-
iring then consider this: With the
aid of the tuner you can virtually
rewrite the original Shadowfire
game to your own specifica-
tionsl|

The program makes full use of
icon driven commands and fol-
lows a very similar format to the
original game. The method of
input is determined as before by
selecting from keys, joystick
(digital or analog) and light pen
on the title screen. You are then
free to use the tuner to its
potential.

There are three main ‘'menu’
screens the first of which allows
you to determine the length of
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the mission and load and save
games. The second, and prob-
ably most important screen
6rasents you with a plan of Zoff

. very handy for making a map.
Each of the rooms in the ship can
be ‘edited’ and both objects and
characters can be placed within
them. The various attributes of a
character, such as speed and
strength, may be altered to suit
our tastes. One could have
aster, stronger enemies or,
better still, a more powerful
Enigma team! This is done via
the third menu screen where
you find a large list of characters
and objects are readily to hand.
There are even a few new

= L o0 TR
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weapons not previously encou-
ntered in Shadowfire.

CONCLUSIONS

This proves a very useful utility
for the Shadowfire fan and in-
jects new life into what is prob-
ably now a dead or dying game.
My only real gripes are that the
program isn't that easy to use
initially since some of the new
iIcons are not easily recognis-
able. It also takes some consid-
erable time to construct a new
game. The tuner could be
cheaper but it still represents
good value for money all the
same.
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“......the most original, entertaining game on the Spectrum this year, if not ever”

(Personal Computer News Dec. 1984)

L

Now, at last, available for CBM64 owners. Price £6.95 '-""‘h',:"'"-'jﬁf_j,'j'i]" Microsphere Computer Services Ltd.,

From good computer shops, or direct from: 11 LIS D0 THISINIS 72, Rosebery Road, London N10 2LA




Rock'n Wrestie-the first truly 3 dimensional combat sports simulation game.
Dynamic graphics, state-of-the-art animation, 1 and 2 player mode, brilliant gameplay, 10
different opponents and complete rock sound track. More joystick moves than you imagined
possible-over 25-including the atomic drop, aeroplane spin, plledriver, body slam, back breaker,

arm twist, elbow drop and turnbuckle fly.

Rock’'n Wrestle-the challenge begins here!
Avallable for Spectrum £8.95, C84 and Amastrad £9.95,

MELBOURNEHOUSE G

Melbourne House (Publishers) Ltd., Castle Yard House, Castle Yard, Richmond, TW10 6TF.
Trade enquiries call 01- 940 6064
Available from selected branches of @.WHSMITH,mem,uuﬂ.mw.ﬂ-—u.
Spectrum Shops, and all good software dealers
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THE PE T PERSON
AN PERSON
— DAVID CRANE

Following on from last month’s Exclusive review of Pet Person we now present an interview

Following on from last month’s Exclusive
review of Pet Person we now present an
interview with Pet Person creator, DAVID
CRANE. Quite unusual really, because David
prefers to stay away from the limelight and
the computer press in general. JULIAN
RIGNALL, never one to turn down an
opportunity to use the phone, riggedup a
tape recorder and dialled the USA. It was 5.30
in the afternoon, and Julian was thinking of
home. David, on the other hand, had not long
arrived at work. It was 9.30am over in the

BY DAVID CRANE

Science and technology have
always fascinated Mr%rane
‘My first encounter with science
%es way back,’ he explained.
hen | was a child | played with

chemistry sets, microscopes
and that sort of thing and reall'r

ot interested in the sciences.
then began to become
interested in electronics too and
began picking apart televisions
and wiring their controls across
the room so | wouldn’t have to
get out of bed to change the
channel.’

An interest in computing
came naturally — “After all, with
an interest in science and
mathematics and having
learned electronics, computers
seemed the natural
Em ression’, said David. And

irst computer was one he
built himself!

Soon it became clear that a
living could be made from
computing, and David's first
commercial move was to start
deuelﬂgga rograms for the
Atari 2 CS including
Diragsters and the much
acclaimed Pitfall | and Pitiall Il.
Did he sit down and plan out a
game right from scratch? ‘No,
not at all. My ideas don't stay
long on paper. | try to get onto a
computer as soon as possible —
Prtfall was started with my
drawings of a little man. |
wanted him to run across the
screen so | immediately went
over to a computer and carried
on from there.”

In those days it took a couple
of months to develop a game,
but David can spend up to a year
on a project now. ‘| modify the
program many times a day,
testing it out to see if it's right,
and after a year | usually have
the finished product.’

Ghostbusters, of course, is a
absolutely massive success and
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one of the biggest selling
computer games ever. Did the
fact that he had to work around a
film limit the game at all?

“The design of Ghostbusters
was no different from any other
entertainment product. | set out
to design an original computer
game within certain limits. |
always set out to design a game
within certain limits — usually
my limits are these: what is the
machine capable of, how much
memory does it have, and what
type of controller — stick,
keyboard or whatever — is to be
used. Each one of those things is
a constraint, or limit that | have
to design within. When doing
Ghostbusters | simply included
into my constraints that it had to
feel like the motion picture and it
should prnba bl contain aspects
of the motion ﬁlcture So
starting with that | got a piece of
paper and a pencil and started to
design a game just as original as
any other game but containing
those elements. So it'snot a
different process, it was just
designing with a set of different
constraints’.

Are other game-of-the-film
projects in the pipeline! 'We
never know from day to day.
When Ghostbusters came about
I'd only seen the movie a couple
of days before, and film people
had been approaching
Activision asking whether we'd
be able to do a game based on
the film. Three days after seeing
the film | was walking in the door
and | was asked if I’




interested in doing a game
based on Ghostbusters. | said
‘let me sleep on it and
eventually thought it would be a
good idea. When another film
comes along that would make a
game as good as Ghostbusters,
then we'll certainly be
considering the idea.’

Onto his?atest project, the Pet
People Discovery Kit. How did it
come about? ‘Here we have a
project that began with many
different people, all of whom
believed that these little people
might really exist in your
computer. Activision were the
only firm who really had the

gumption to put together a
project to find these little guys,
and find them we did!

‘Once they'd been discovered,
what we had to do was to create
a consumer product —
something that would work on
the Commodore 84 so that you
could take one home and have

our own little computer Pet
erson to entertain or entertain
you.'

The burning question which |
was just dying to ask was about
the mysterious ‘death’ of Adam,
ZZAP!"s very own Pet Person.
What happened to him and will
it ever ha&:pan again? David
explained: 'We }%und some of
the little Pet People were of a
very nervous disposition.

INTERVIEW

Sometimes, on hearing that
they are to be publicised, the
&t very scared. A couple of the

ittle guys who came over to
Britain were of that disposition,
and as soon as they found out
that they would be seen by tens
of thousands of people they ran
inside the computer to hide.
Adam was one of these.’

He went on to explain. ‘Adam
was in there all along, he just got
scared and hid. Tell the guy who
thought he'd killed him that
Adam is in fact alive and well.
We've found him, and soothed
him, and now he feels much
better about being publicised —
s0 I'll send him back and he’ll be

much happier.’

With that joyous news | asked
about further additions to the
Pet People Kit: houses, a facility
for extra people and the like.
“The research is still continuing
and at the time of this interview
I’'m still very busy’ David said, ‘In
fact | almost didn’t take your
call! What we've discovered is
that computer persons tend to
be solitary people, and once a
Pet Person has taken residence
in a computer others tend not to
come round. If we can discover a
way to make them more
g‘rge%arinus then maybe other

t People will be able to come
the
tthe

round. We are considerin
market for other houses.

80 ZZAP!84 December 1985

moment your Adam has one of
the best ones, but we are
certainly considering making
other houses which could well
bring out different Pet People.’
Might Pet People be found in
the new Amiga or the Atari
5205T? David confidently said
‘I'm sure there are. We feel that
they probably live in every
computer in the world. We've
found them in other computers
including those that you're
asking about, although it does
take a while for us to build a
house and to get it out to the
market. The Commodore was
the machine that we worked on
first and you've seen the house
on that. Following our

researches on the Apple lle, we
should have an Apple house
available very soon.’
Expanding upon the Amiga
subject David said ‘we design
software generally for any
computer that we like, and we
like the new machines which
have a lot of power like the
68000 microprocessor based
computers. They may result in
much more detailed graphics
and much more diverse
software due to the computer's
power. We can only wait and
see. One thing you can be
assured of, is that at Activision
we look at every machine which
comes out long before many

other people have even heard
about it. We know exactly what
it's capable of and what
machines we'll be interested in
the future.’

There's no doubt, however,
that Activision will be
continuing to support the C64,
‘We don't intend to stop creating
software for the 64, or any other
systems we are currently
working for. Two existing titles
have already been converted for
the Amiga, and we plan to do
original work for the Amiga as
well. The 64 is still one of the
strongest computers in the
market rith now, an thereisa
strong following for it' Charlotte
Taylor, public relations person
explained.

With that | thanked them for
their time and rang off with
plenty to think about. Most
importantly — Adam’s coming
home. YIPPPEEEEE!
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Anincredible search and

survival program in glorious

3D that will test your powers

of logic and strategic timing to

the full as you travel deeper

and deeper into the pharoah's
tomb.
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Bul don't Llake our word for it — read the lasl
diary entry written by the editor of this
magazine, (sic—ed) before he beaan the
search for Scarabaeus. We've nol heard
from him since . ..

NN fiave begun my quest to find Scarabaeus, the fabulous emerald

jewel of the pharoah. It lies buried with the pharoah deep inside
his clammy tomb. Alone 1 enter the deadly portal only to be
bitten by a venomous spider! Now my very existence is in mortal
danger. 1 must find the hidden medicines to cure my deadly
wound before | am no mﬂm!fy heart is weaker now and | may not live
long enough to search the exhausting and disorientating maze. 1f1do, |
may not have the strength to battle the patrolling zombies and capture
frenzied ghosts. Whilst in the maze, | .
must collect hieroglyphic codes which
L enable me to locate the hey to the

Pharoa’s coffin, determine medicines

from poisons and collect zombie traps.
Even without my weakened condition, 1
| must acquire these codes if | am to stay
| alive! The thought of a new dawn seems
distant to me now as | begin my descent
. into the dark horrors of the Pharoah's
) tomb to find the mighty Smrulineus'

AN INCREDIBLE CHALLENGE
OUT NOW

_ ON DISK OR CASSETTE

FOR YOUR COMMODORE 64




Can Thor save Cute Chick from the hungry dinosaur? Only you can help. At
first he only has to jump rocks and holes. Then he must jump and duck,
almost simultaneously, to avoid the logs and low hanging tree limbs in the
Peirifiad Forest.
The only way Thor can get across the river is to h:rgl on the turtles’ backs.
These turtles sometimes get tired and submerge at the wrong moment, much
to Thor's dismay. Tq add to Thor's difficulties, his arch-enemy Fat Broad is
waiting on the other side to ambush him. :
Il Thor's timing is good, the Dooky Bird will help him over the lava pii: i he
jurmps the pit just when Doolky Bird is overhead, the prehistoric bird will
pick him up and carry him across!
' Thor must build up plenty of speed during his downhill run before
g % thecliff. Timing is crucial, too. If Thor's balance is off or he is too slow
A he will crash into the ravine or the face of the cliff.
Once over the cliff, Thor faces his most difficult challenge: the
volcanic eruption. In addition to the obstacles on the ground, he is
showered with boulders from the sky.
Once again Thor must cross the river on the turtles' backs.
Then, at last, he must face tha dinosaur
If Thor can get past the dinosaur and into the cave, he ha
only a short way to go 1o rescue Cute Chick. On his wa
Thor must duck under stalagtites and jump over
stalagmites to void crashing.
If Thor does crash, don't worry: he has
- five wheels, But True Love is calling b
o g0 use all your agility and
L cunning to help him rescue
Cute Chick!

Commodore64d —  £9.95

Available from selected branches of Boots,
John Menzies, Lasky's, Spectrum,
Rumbelows, Woolwarth and good
computer software stores everywhere.

I Flaase add £1.00 for all orders outeids UK.
ACCESS CARD Ho.:

# Software Projects Lid., Bear Brand Complex, Allerton Road,
Woolten, Liverpool L25 T8F
Telephone: 051-428 8393 (4 Lines) Telex: 627520
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suffers yet another setback.
With a score of only 4900 he
emerges from a lift as a 742 and

ets ambushed by a 751. In less
than a second the game is over
and a third on the cards. | resist
the urge to leave the room and
think on — the time limit is an
hour and after that the current
game is the last . . . my seem-
ingly useless challenger could
well scrape through.

Both competitors play compe-
tently, Dan making a concerted
effort to catch up with Smug
Boots. At the half hour mark, the
bane of my life has scored
15,855 whilst my challenger has
settled into his third game with a
very fast scoring rate to reach
7.315. He keeps turning round
nervously to see how the revol-
ling rat scab is getting on. | wish
he would keap his eyes on his
game.

Moon-faced Penn is still going
well and has cleared the first
ship with 38 minutes on the
clock. | lean back in my chair
trying to keep my cool . . .

o
.
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Disaster again strikes heroic
Dan, that crash must have really
rattled him and luck is just not
with him. His third game brings
a score of only 11,785 and he
starts his fourth and (judging by
the time — 42 mins) final game. |
see Scurmbag’s grin reflected in
the monitor screen and think
about crushing every one of
those rotting teeth with a pair of
pliers. Better still, crushing
themn, leaving the nerve ends
E:-:pusﬂd and then putting sharp,
...

A whistle from Pann's monitor
informs me that he's out of
power. | watch intently as he
searches desperately for a trans-
fer robot. Damn! He finds a 329
and transfers. Seconds later he's
rejected as he tries for a 476 and
is returned to a 001. | send my
thought waves out to all the
robots on the ship telling them

=
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that the invader is defenceless,
to go and destroy him. Within

seconds two 47065 a r round
the carner and let rip re he's
got a chance to react. | loock at his
score — 25,660. A formidable,
but not impossible score for my
challenger to beat.

With 53 minutes on tha clock
Mr Massive Ego starts his
second game. I'm sickened by
his disgustingly relaxed atti-
tude, leaning back in the chair
feet on table, the sort of slou-
ched attitude he would doubt-
less adopt in a train. I'd like to
relax him by removing his
muscies — that would be quite
amusing. | glance over to see
how Dan is getting on. He too
seems relaxed and is consisten-
tly massacring heaps of robots
with the help of a 742 body.

At the hour | settle back. It's
going to be a long wait — either

layer could win . . . it's what |
ike to see — a battle of nerves
and skilll i

At an hour and ten minutes
both players are still clocking up

consistently — Swell Head with
10,736 and my challenger with
18,155, My hearts start to beat
faster . .. can my challenger pull
up the score??? | sit on the edge
o chair.

A minutes later and Dan is
in trouble. Trundling about as a
711 and blasting everything in
sight he runs into a and in
his confusion goes into transfer
mode. | wait impatiently for him
to work his way back up to a
more powerful robot, but |
needn't have worried — after
disposing of two minor droids,
the game announces that the
ship has been cleared with a
score of 21,680,

The second ship poses early
problems, however — transfer-
ring from 420 to 420 he is re-
jected and spends several nerve
rending minutes searching for a
suitable robot to take over. Just
as my hearts are about to bursta
swift set of transfers from 001 10
296 and then to 516 brings him
into contact with the 899 droid.
With swift reactions, he goes
instantly inte transfer mode,
takes it over and spends many
minutes destroying everything
which crosses his path. With his
score at 24,905 | turn to see how
the Porky One is faring. As |
swivell in my chair | see the
‘cleared ship® screen come up.
With a score of 21,395 he seems
to be catching up with my
challenger.

A murmur from the challen-

er's harem informs me that
e's passed the vile Penn's
score, ifonly hecan hangon...

Penn's score is at 25,005 when
he runs into trouble as a 711, As
he emerges from a lift he is
surrounded by three series B
droids . . . and is blasted to
smithereens!!! A quick look at
Dan'sscore confirmsit... he has
won. At 31,025 he is the victor.
For the second time in three
months | have wonl Revenge is
sweetll &g

4
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SC0 U HAVE BEEN WARNED.

| 1985 (Mastertronic)

22,982 Neil Rolls, Wethersfield,
| Essex
19,250 Stephen Sherlock, Wirral,
Merseyside
19,153 Derek Holmes, Wallasay,
Merseyside

ACTION BIKER/CLLIMSY COLIN
{Mastertronic)

267,139 Colin Box, Brampton,
Cumbria

265,503 Jason Belchar, Witney,
Oxan

263.410 Chris Russel, Rotherham_ S
Yorks .

BLUE MAX (US (Gobkd)

26,420 Neil Robinson,
Waellingboro', Northants
24,750 Michael Woodman,
LLansamlat, Swansea

22 860 Stephen Roberts, Lower
Frovle Hampshire

BEACH HEAD (US Gold)

B38, 200 Michael l:hap?ull'. Kent
BO8, 000 Pater Mason, Inverness
756,000 Carlton Walls, Narwich

BEACH HEAD Il (US Gold)
1,285,400 Robert Henwood,
Bridgerwater, Somersel.

1,248,000 Barry Nicholou, Reading,
Berks

1,163,400 Stuart Brewster,
Middleton, Manchester,

BOUNTY BOB (US Gold)
8,585,600 Kristin Keegan,
Kilmarnoch, Ayrshire

414,300 Alan Riddiough, Saltburn,
Clevaland

339,000 Michael Orwel, Bognor
Regis, W Sussex

BLACHWYCHE {Ukimate)
Finished 0.53 Martin Royie,
Liverpool

CAD CAM WARRIOR (Taskset)
121,053 Marc Childerhouse,
Ashmanhaugh, Norwich

6,175 Mark Colernan, Blackburn,
Lancs

3,261 Philip Desmond, Chelmsford,
Essex

CRAZY COMETS (Martech|
25,620 Gary Penn, ZZAP!
14,780 Julian Rignall, ZZAP|

CONFUZION [Incentive)
41,145 Colin Box, Brampton,
Cumbria

28,475 Mark Taylor, Stanford-le-

Hope, Essex
21,870 Julian Rignall, ZZAP1

CAULDRON (Palace)

1,113,475 Simon Anforth, London
160,000 Darren Smith, Suffolk
31,250 Gary Penn, ZZAP!

ks start to tum

CHICKEN CHASE [Firebird)

. 3,681,180 Colin Box, Brampton,

Cumbria

973,425 D J Murray, Hoveringham,

Matts

| 823,643 Paul Yendall, Exeter,

Devion

CYBOTRON (Ani J

3,652 500 Richard Barker, Leads
1,250,000 Stephen Blidgeon,
Manchester

436,200 James Thomas, Fishguard,
Dyfed

DEFENDER {Atarisoft)

3,115,350 lan Carrel, Langstone
Hants

3,005,675 Gareth Baron, Tyne and
Wear. 3,000,150 Julian Rignall,
ZZAPR] ]

DIG DUG (US Gold)
999,400 Sherif Salama, Cairo,

a9y

879,500 Julian Rignall, ZZAP!
175,000 F‘hiFEJ Cresrmicnid,
Colchester, Essex

DAVID'S MIDMNIGHT MAGIC
(Ariolasclt)

1,342,310 M Watkins, Newport,
Gwent

1,222 210 Malcom Stretton,
Berkhamstead, Herts

598.530 Gary Penn, ZZAP!

DROPZONE (UK Gold)
3,246,980 M Orwell, Bognor Regis,
W Sussex

2,028,780 Peter Mcarthy, Weston-

5-Mare, Avon
1,758,030 Gavin Tait, Glasgow

EVIL DEAD (Palace Video)
953,200 S Jackson, Northwich,
Cheshira

ENTOMBED (Ukimate)

Fin. 0.36 Mark Wilson, Durham
Fin. 0.38 Gary Penn, ZZAP!
Fin, 0.40 Julian Rignall, ZZAP|

ENCOUNTER (Novagen)

b632.000 Julian Venus, Winchaster
586,000 Julian Rignall, ZZAP!
506,500 Jason Mitchell, Inverclyde

FRANKIE GOES TO HOLLYWOOD
{Ocean)

87,000 Gary Sampson, Stratford,
London

B7.000 Darren Mudd, Middieshra'
Cleveland,

BE. 700 Gary Penn, ZZAP!

FINDERS KEEPERS (Mastertronic
52?1]3.5? Simon Wright, Gosport,
ants

GUARDIAN (Alli

1,020,950 Julian Rignall, ZZAP!
582,600 Andy Moss, Coventry
467,350 Khalid Mirza, London

THE SCORELORD - ..
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| GHOSTBUSTERS [Activision)

$52.000 Craig Dibble, Droitwich
iiﬁ,ﬁﬂﬂ Hanhamatsn-n.
erystwyth, Dyfed
ﬁ:ﬁ,ﬂm Warren Minton, Luton,
erts

GRIBBLY'S DAY OUT (Hewson

Consultants)

12,137 Colin Box, Brampton,
mbiria

10,949 Bradiey Cole, Downend,

Bristol

10,3817 Stuart Brawster, Middlston,

Manchastar

HYPERSPORTS [Imagine)
175,512 Norman Stevens,
Stratford-On-Avon, Warks
153,938 Julian Rignall, ZZAP1
145,165 Stewart Brawster,
Manchester

JUMPMAN (Epyx)
166,300 Paul pbell, M fraland

KONG STRIKES BACK |Ocean)
2,071,210 Drew Roger,
Dunbartonshire, Scotland
2,030,795 Janathan Smith,
Mewpart, Gwent

MR DO (US Gold)
4,652,600 Russel Marsh, Mansfield,
Maotts
4,612,600 Steven Bately, LLanalli, 5
?ﬂ? BOO Tim Pag

; ; im g%, scarboraugh,
M Yarks -

NIGHT MISSION PINBALL (Sub

L.ng’:ml

38,234,230 M O'Reilly, Rishton,
Lancs

10,783,460 Julian Rignall, ZZAP|
3,586 560 Gary Penn, ZZAP!

PITFALL Il {Activision)
199,000 Mark Hardy, Norwich,
Morfalk

199,000 Mark Bishop, Hermel
Hempstead, Herts

ZPASTFINDER (Activision|
380,190 Jonathan Bethall, Eaton
Bishop, Harefordshire

342 850 Paul Montague, Eaton
Bishop, Herefardshire

269 525 James Callaghan,
Skeftmersdale, Lancs

POLE POSITION (US Gold)

134,650 Julian Rignail, ZZAP!

LSUEHE-G Daniel Shannon, Bootham,
or

124,160 Kevin Munrow, Tenterden,

Kent

PARADROID [Hewson
Consultants)

41.892 Gary Penn, ZZAF
37,565 Dan Williarms, London
35,425 Julian Rignall, ZZAP!

QUIO VADIS (The Edge)

2 967,100 Michael Bradshaw,
Gomeral, Cleckheaton

2,750,650 Michael Shaw, Dunkin,
Chashira

1,665,800 Tom McKee, Ross-Shire

H%S MT;'I.I:EE {Ocean)

; ayne Atkinson, Warley.,
W Mids i
94,950 Beverley Tumbaull,
‘Colchester, Essex

47,400 Mark Taylor, Stanford-ie-
Hope, Essex

ROCK ‘N° BOLT (Activision)

$340,189.40 Nicholas Birds,

Buxton, Derbyshire

$136,905.25 Jaz/Gaz 1mlatlh FZAP

&1.3?125 M O'Reilly, Rishton,
necs

RESCUE ON FRACTALUS
| Activision)

| 296,498 T N Branston, Cropwell

Butler, Notts
255 B97 Matthew Clark, Sutton,

Surr
1H.§§d Rachel Watson,
Aberystwyth, Dyfed

'ROCKFORD'S RIOT [Monolith)

I
i e,
Norfolk

RASKEL (Budgie)

| 210,800 Jufian Rignall, ZZAP!

RAID ON BUNGELING BAY
{Ariolasoft)

146,200 Glenn Vyse, Irmham, Lincs'
142 850 Stuart Brewster,
Middleton, Manchester _
111,300 Paul Ricerman, Iiford, Essax

STAR WARS (Parker Bros)
126,642,160 Richard Cosgrove,
Mottingham

100 A74 M Woolford, Yeadon,
Leeds

20,074,963 Paul Baker, Swindon,
Wilts

SLINKY [US Gold)

100,000,000 Jultan Rignall, ZZAP!
918.000 Zeno Winkens, Currucioe,
Co Wesford

SUPER ZAXXON (US Gold)
55,900 Julian Rignall, ZZAP!

SUPER PIPELINE Il (Tasksat)
128,400 Warren Craigie, Edinburgh
116,200 Julian Rignall, ZZAP|

‘T;HIHG ON A SPRING (Gremlin

ra

13,267 Andrew Grifo, Worsley,
Manchester

%ﬁ.?ﬂ Michael! Kinsman, Morden,

rrey.
8,953 Gary Penn, ZZAP!

TOY BIZZARE {Activision)

603,760 J Mciean, Rhonuda, Mid

Glam

599,200 Philip Wilson, Belfast

:ruﬂ-'ljdﬂl Gareth Baron, Tyne and
ear

WIZARD OF WOR (Commaodore)
345 000 Kevin Adamson,
Paterborough

295,700 Robert Crossman,
Taunton, Somerset

202,000 Julian Rignall, ZZAP|

WHO DARES WINS Il (Alligata)
31,100 Julian Rignall, ZAP!

WIZARDRY [The e)

12,800 Andrew Gfidhl:“l.Wa&dﬂm.
Warslay

7,100 Julian Rignall ZZAP1

UP ‘N’ DOWN (US Gold)
212,350 Rachel Watson,

A, smrm, Dyfed
198, Knhamsin Toobi,

Wolverhampton «
183.890 Michael Murray,
Birmingham

i
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DECEMBER

hen toddling past the
Orpheus stand at the
PCW show my lugholes

caught the strains of an excel-
lent version of the Young Ones
theme tune belting out of a 64,
Intrigued by this | collared the
insane John Marshall for more
information. 'Oh, it was done
using our new music utility’ said
he, so | instantly asked for one.
After parting with a ZZAP!
T-shirt for a copy (what a rip-off)
| thundered back to my hotel
room to try it out, and decided
that | hadn’t been conned. I've
now had Efectrosound for over a
month now and I'm still only just
dip:l:]nvﬂring what can be done
with it.

Electrosound has been design-
ed for use hr people with vary-
ing musical knowledge and
comes complete with 50 preset
voices and 24 drum and percus-
sion sounds. There are five dif-
ferent modes, each with a separ-
ate function which can be used
gither to play the computer like a
proper synthesizer or create
tunes:—

MANUAL PLAY

This is the mode that is best tried
when the program is first en-
countered. What this mode does
is turn the 64 into a miniature
synthesizer, all the keys on the
top two rows of the cnmf)uter
act as a two octave musical key-
board. Electrosound is fully
compatible with the Commo-
dore Music Maker keyboard
overlay so if there's a spare one
lying around put it over the top
to make playing a little more
realistic {(and easier).

There are nine keyboard play
modes which are put into three
categories — mono, poly and
unis {(unison). When in mono 1
mode, a key pressed plays a
note with the voice defined for
channel one only. Mono 2 mode
plays the channel two voice and
mode three channel three. In
this mode it is possible only to
play single notes. With poly
mode up to three combinations
of notes can be played making it
more like a proper synthesizer.

Unis mode is similar to mono

FUNKY BOP CORNER

Julian Rignall, ZZAP!'s resident sound generator ploughs his way
through the multitude of features of one of the best music

utilities to hit the 64,

mode only a combination of
voices sound when a single note
is pressed. Using this mode
harmonies of three different
voices can be created at the
sit:ﬁlle press of a key.

e keyboard can be ‘keyed
up’ by using the transpose para-
meter — this element deter-
mines the note range of the key-
board. Normally the bottom
note starts at C but it can be
changed to start at D sharp, E or
whatever. In transpose mode
the octave of the keyboard can
also be changed, so playing high
or low octaves is possible.

When in manual play mode it
is possible to define and create
new voices. When a new sound
15 required the write protect
should first be turned off by
Ems&ing F2. Then a cursor can

e moved through all the sound
parameter and modulation
values using F5 and F7. To
change those values use the F3
key (or F4 to change that value
by ten).

There are the basic ADSR
(attack, decay, sustain release)
parameters which each have 15
settings. You can also select the
wave type from the 15 variables
provided (pulse, sawtooth, sin,
noise and combinations of them

88 ZZAP|64 December 1985
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all). To customize the voice fur-
ther the pulse width can be de-
fined to make it more mellow or
harsher. If unis mode is being
used then it might be useful to
toggle with the detune param-
eter. This changes the voices in
both channel two and three, de-
tuning channel two just below
the channel one note and chan-
nel three above. This gives a
much ‘fatter’ and more spacious
sound.

Each sound channel has two
built-in filters which can be
switched on and off and there
are separate low, medium and
high frequency filters which can
also be switched on or off. If a
filter is used then then the cutoff
parameter can be defined to
make the filter come into action
at a certain frequency. The
resonance parameter can be
used in conjunction with the cut-
off to emphasise the cutoff fre-

uencies and therefore give a

istinctive tone to the sound.

_ Electrosound allows extens-
ive modulation to a voice and
using the following parameters
some incredible sound custom-
isation can be made (like pitch
slides).

There are five modulation
I:aramatl_ars — vibrato, PWM
pulse width modulation), pitch-
bend, autotrigger and cutoff.
Vibrato causes the pitch of the
note to be constantly changed
and produces an effect similarto
an acoustic instrument such as a
clarinett PWM is similar to
vibrato being a cyclic modul-
ation. It causes the width of the
pulse waveform to vary above
and below the defined pulse
width of the voice. The result of
using pitchbend will cause a
voice to ‘slide’ upwards or
downwards or become a much
harsher b(rm of vibrato with a
bigger cyclic effect. Autotrigger
constantly retriggers the R
element of the voice repeating it
constantly if a key is held down.
When the cutoff is put into act-
ion the filter's cutoff frequen
can be varied creating such eff-
ects as ‘'wah-wah'.

Each parameter has four
values (trigger, rate, depth and
direction) which can be used in
conjunction with the five para-
meters and can be defined to
determine when pitch and mod-

" ,:
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ELECTROSOUND

Orpheus, £14.95 cass or disk, keys

ulation come into action. Trigger
mode can only be used with
NTM (see below) whilst rate
determines how fast modul-
ation occurs. The depth setting
is used to define how far modul-
ation goes before changing
course and direction is used to
start the modulation from a cert-
ain point. There is also an option
which allows S/H (sample and
hold) to be used with depth. This
setting constantly changes the
numbers being fed into the
voice parameter giving a ‘ran-
dom’ synth noise.

There are also two other
values, modulation delay and
note trigger mode. Modulation
delay determines how much
time elapses between a note
being pressed and modulation
occurring whilst NTM is used to
determine whether this delay is
operative before every note is
piayed or only before the first
one.

When using manual play,
voices can be defined for use in
any sort of tune that can be

created by using the sequence
and track write options.

SEQUENCE WRITE

When using this mode very prof-
essional sounding sequences
can be created for use with the
track write option. The way
tunes are written using Efectro-
sound is quite unusual comp-
ared with other music utilities.
First of all sequences are written
which are then arranged using
the track write. This way com-
pletely different styles of tunes
can all be merged together to
form almost an overture!

When writing, rather than
having a musical stave and
putting notes onto it the stave is
represented by a 240 x 3 grid,
each sound channel taking up
one line of the grid. To create a
tune just point the arrow icon to
the first square of the grid and
put in a note by pmssin%g key
note on the musical ‘keyboard’.
A note can be put in for each of
the three channels or, if desired,
a rest can be put in simpl

|:nre.-:asin]:§| the space bar. Once a |

chord has been created the
sequence can be advanced one
step and more notes added.
With this process up to 240
three-note chords can be creat-
ed per sequence. If there isn't
enough space to put a full tune
in just create another sequence
and put them together with track
write.

The beauty of this program is
that drum sounds can be placed
in any space no matter what
channel, just plonk them in
wherever there's a rest.

When the sequence is finished
goto...

SEQUENCE PLAY

Which allows the tune to be list-
ened to without erasing it. This
mode acts like a tape recorder—
using BNM<> as stop, play,
pause, rewind, fast forward it is
possible to listen or skip through
parts of the tune. In this mode
the tempo of the tune can also
be changed to add higher res-
olution to the sound.

ZZAP!164 December 1985 89

This is represented as a large
yvellow grid where sequence
numbers can be arranged and
entered. Each of the ten rows
can hold ten tracks giving huge
potential for writing almost
endless tunes.

TRACK PLAY

This works in the same way as
sequence play with the same
‘tape recorder’ controls, only

this time the entire tune with all]

its sequences can be heard. If
the tune comes out slightly
wrong then just go back to the
track play and correct it.

Electrosound allows storage of
voices on both tape and disk and
comes complete with a set of
demo tunes (which are
excellent). The instructions are
detailed and explain exactly
what each of the functions do.
The only trouble is that reading
the instructions is a necessity
and could well put off a novice,
although it is possible just to
tinker with the program and get
to know the ways around it with-
out detailed reading.

This is an absolutely superb
utility, is unsurpassed in my
eyes (ears)! There is massive
potential for a professional
musician and the most incred-
ible tunes can be easily created.
Some of the sounds it is possible
to create really have to be heard
to be believed. Slides that only
Rob Hubbard could create are
now, with practice, possible to
muster. The seguence write
does take a little getting used to
but then a flick through the instr-
uctions should put you on the
right track. If you like playing
tunes or want to have a bash at
creating your own, then you
can't really go wrong with
Electrosound.

Presentation 82%
nstructions may seem a bit
confusing to a novice
Compatible with Commodare
Music Maker clip-on keyboard

Easze of Use 93%

Once initial problems are ovel
it's a doddle to use

Sound Capabllities 99%
Limited only by the user’'s
abalities. Bualt in voices are
excellent, and once users

becomes familiar with what they
are doing some really
[_:r-:_'11|l_':55|f:u||.-|l VODICES can I‘:'!‘
made

Value For Money 98%
Miles better than any music
utility 1n its class and puts the
more exXpEnsive ones to shamea

Overall 97%

An Ineredible music utifity,
reasonably easvy to use and most
professional in its sound and
capabilities,




cizard

PURE MAGIC FOR YOUR COMMODORE 6
DISK & CASSETTE

coizard

"WIZARD is one of
those flash American
games that does
everything the way it
should. It's a heavy
dose of magic that
should be fun for
years tocome. . .’

MAX *eees
YOUR 64, OCT 1985.

YOU control the Wizard. guiding him past vicious
monsters and treacherous traps in your quest for

magic and treasure. Jump over pits, duck under

sliding gates and dodge falling rocks as vou reach for

the Key to take you to the next thrilling level! Hop on
the elevator or slide down a staircase to acquire
gleaming bars of gold, glowing chalices and
glistening pearls. Can your ingenuity and quick
thinking get vou through all forty levels? You may
even become the number one WIZARD !

t 40 amazing screens

t 9 speedlevels

t 11 different spells

t 20 different monsters

t Teleport facility

t 1-6 players

t Construction setincluded

-
—
e
—
—
I
ﬁ ~
-

PUT THE MAGIC BACK INTO YOUR GAMES — GET WIZARD!

AVAILABLE FROM ALL GOOD SOFTWARE RETAILERS — [F ITS NOT THERE, PLEASE ORDER IT—0OR IN
CASE OF DIFFICULTY SEND YOUR CROSSED CHEQUE/P.O. MADE OUT TO ARIOLASOFT U.K. LTD .,
INCLUDING YOUR OWN NAME AND ADDRESS, TO

ARIOLASOFT UK. LTD., SUITE 105/106, ASPHALTE HOUSE, PALACE STREET, LONDON SW1E 5HS. arlnla

Commodore 64 Cassette —£9.95 Commodore 64 Disk—£12.95
PRICES INCLUDE P&P U K. ORDERS ONLY. PLEASE ALLOW 28 DAYS FROM RELEASE FOR DELIVERY HIGH PERFORMANCE PROGRAM:




Stay alive for as long as you
can by blasting everything in
sight out of sight! And why
not, the Universe is out of
control, contracting into
chaos, matter is turning into
energy in a chain reaction of
disorder— so is this the time
to be squeamish?

Planets rush towards you,
comets fly overhead and
general mayhem embroils
you as Rob Hubbard's
symphony keeps all the
action on the move!

It all sounds frighteningly
active for a simple-minded,
pacifist competition minion,
S0 you can appreciate how

lad | was to discover that all
artechwanted of mewasa
pint of Old Flatulence and a

i

Burn some joysticks with
sic shoot em up

[
“"-

wordsearch square to test
your brains. Only the

brightest of sparks are
allowed in space to shoot
planets and things, and
we're looking for 50.

So put your thinking caps
on (whatever they are) and
discover the hidden position
of the ten words which are
deeply and cunningly hidden
within the confines of the
wordsquare below. Ring
them round and hurtle your
entry to CRAZY COMETS,
ZZAP! MAGAZINE, PO
BOX 10, LUDLOW,
SHROPSHIRE SYB 1DB to
reach us by December 16th
latest. PLEASE remember to
include the words ZZAP!
MAGAZINE in your
addressed envelope, as it
drives the post sorting
people mad when you don't! -"

Find the
following words:

2IME<L<ITVTNTIOS X
BrOONrFr<rssSoo
mMZO0<>»>»0O0>P0020
OOXZIJITIZEIr-rO
DOMNOOOD=-mMmr~XQ
O-mMmEXO0OIBLEZ-0Z20N
N<<MoOO0OSSTI—-—2r00
- N =D=M =< —
OPPmMOr-vOo-I-I<E232
OICITIOrRrDI-INFOCH
OD-DIXmMb<<Z22Z
= MZmMmParPErMI V-3 =5

COMET
CRAZY
PLANET
ROCKET
UNIVERSE

>0 copie of EH’s
COMETS!

MOCENIZ-P>Ccmd < =




o iy
i s R
- e

-GCORE 000000

HENR 2 LEVEL

1 _TIHE 0204 :

Br ey Eey e e .
y

o g b b b

e - b .

F bl bw b Al Bem &

. e, B
-
B L AR [k b e e P TR
I ]
i . i

SCHIZOFRENIA

Quicksilva, £7.95 cass, joystick or keys

chizophrenia is a game

that will put you in two

minds about paranoia (hol
hal), well that's roughly what it
says on the inlay anyway. You
take the role of one Alphonse T
Nurd, flunky and cleaning min-
ion to Bogdan Schtunk, a run of
the mill mad scientist, Alphonse,
discontent with his menial posi-
tion, dreams of one day becom-
ing a great scientist. So, during
his night-time cleaning shift, he
attempts to learn as much as
Fassibla about his employer's
ine of work.

One night while Alphonse is
playing at being a scientist he
stumbles across his Dr Sch-
tunk’'s latest invention, the
Atomic Particle People Splitter.
He unwittin ly activates the
machine and is promptly split
into two separate people, Alph-
onse | and Alphonse Il. Oh dear.
Alphonse | quickly realises his
mistake and that he must get
himself and his double to the
Recombination Chamber so
they can become as one again.
To get there he must travel
through the five areas of Dr

From the once
ufumn':vﬂhvﬂnm
scope. It has five
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Schtunk's lab complex. Unfortu-
nately for Alphonse |, Alphonse
Il isn't quite so keen on the idea
as he is enjoying his new found
freedom and will attempt to
hinder his alter-ego’s every step.
To make matters worse, if the
labs aren't clean by first thing in
the moming then it's the sack for
Alphonse Nurd — both of
them!

The five areas of lab are of the
platform and ladders format and
each features a certain type of
‘logic puzzle' to be completed.
You actually control Alphonse |
and compete against Alphonse
Il using either joystick or key-
board. Loading is briefly inter-
rupted to allow you to choose
the control method and there's
no way of changing this once the
program has loaded (other than
re-loading).

On the first screen, appropri-
ately titled Area One, you have
to open the main doors leading
to (surprise, surprise) Area Two.
This involves undoing four bolts
holding the doors shut and
pulling back a lever to swing
them apart. Score and timer

controls must also be set by
tn?glin the correct switches
below their respective panels. If
this all sounds too easy then
bear in mind that while you are
doing this, Alphonse Il wanders
about the screen attempting to
reset any work that yvou've done.

Should you be unfortunate
enough to bump into your alter-
ego he will give you a swift kick
in the leg to send you on your
way, before continuing on his. If

ou encounter him on a top
anding however, he's more
than likely to send you crashing
to the floor, costing you one of
your three lives.

Area Two has you moving
several little yellow boxes to the
top right of the screen by using a
set of lifts in the middle. You can
only move so many blocks at a
time and the correct lift controls
must be activated if they are to
work. Area Three requires
plenty of thought as you have to
iné up six sets of lifts at the
bottom of the screen and they
only move in sets of three. The
penultimate screen, Area Four,
s another logic problem with

Y. ki 1 T

=

the task of turning on all the
lights in the room. Before you
can do that though, the gener-
ator has to be turned on and to
make things that bit more awk-
ward, one of the light-switches
has been wired upside down!

The final screen contains the
Recombination Chamber itself
and features yet more switches
and frustration. A series of
generators need to be turned on
to activate the machine so that
Alphonse Il can be lured into it
and the two bodies combined to
form one.

Presentation 49%
Decent packaging but game
lacks in appearance and options.

Graphics 57%
Quite crude both in definition
and animation

Sound 39%

Foor tune and run of the mil|
sound FX

Hookability 59%

Control demands frustrate
Interest

Lastability 44°%
Dt‘*.‘ir.lltl': fough ang imaginative
puzzles there are only b screens

Value For Money 54%
here's not really enough on
oHfer even for the reasonable

e

Overall 50%
We'd be in two minds about
recommending.this one.
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SPECTRUM
AMSTRAD
MSX
COMMODORE

£7.95
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Piausﬂ send me

opies of THE YOUNG ONES @ £7.95
P&P FREE (UK only): £2.00 P&P overseas.

Name:

Orpheus Ltd., The Smithy, Unit 1, Church Farm,
Hatley St. George, Nr. Sandy, Beds. SG19 3HP
Tel. Gamlingay (0767) 51481/91 Telex 817117 ETHGEN G

:
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- = S p— = A 1 I Please moke chaques or money orders payable to Orpheus Lid
e ' = = = I=EE = = == and send together with your order form to:
' T - ———JF l:lrpheus I.an? The Smithy, Unit 1, Church Farm,
=" NEVER-LOOK-BACK... | Hatley St. George, Nr. Sandy, Beds. 5G19 3HP. _.g,<J




HE HUSIC SYSTEH

R e B T

EDITOR
Compase, edit and rearrange your music with minimum effort using
sophisticated commands and pop-up menus,

KEYBOARD
Use your Commodore keyboard to enter and correct music with the
cassette recorder style multi-tracking functions.

SYNTHESISER
This sound editing module contains custom designed software which
extends the range of the sound chip. Creating and modifying sounds with
the sequencer allows you to ‘soundscape’ and mix in real-time.

LINKER
Enables music files from the Editor to be ‘chained together’
in any order to produce full length compaositions.

PRINTER
Print out individual music files or completed works
with lyrics to add to your portfolio.

M.1.D.I.
Create, store or play back original music on your own M.1.D.I. keyboard
then use the Editor and Synthesiser modules for
step-time editing and sound shaping.

The Advanced Music System will be available on November 5th 1985 (Disconly).
PRICE £39.95

Details from

7
| rircBird

i FIREBIRD SOFTWARE - WELLINGTON HOUSE
i UPPER ST MARTIN'S LANE - LONDON WC2H 9DL

Firebird and the Firebird logo are trademarks of British Telecommunications plc.




A glance at Zzap No7 will confirm that  lord no. So in an attempt to do

our very own Tea-Making Techno Kid, something really original and dull,
Gary Liddon, reviewed the ROBCOM  we've devised a few devious technical
DISK TURBO CARTRIDGE by none questions for you to answer.

other than ROBCOM. Now, one month After all, Gary has to have some

on, that same company have offeredto opportunity to prove he can do more
supply us with TEN of the little black complex things than losing cassette

boxes to give away as competition inlays and being able to avoid real work

prizes. with magnificent ease. He's not been
So, we present a LIDDON well recently and has reached the

PRODUCTIONS & COMPETITION inevitable conclusion that he doesn’t

MINION SPECIAL. Here's your chance really exist. So apart from getting your
togetyour 1541 drive running as fastas hands on Robcom’s nifty little device
Franco Frey's car. First ten correct {and a must for tool pushers and
entries out of the cardboard box (no gadget freaks), you're also going to be
expense spared on this one) will win able to prove Liddon wrong.
the goodies. Of course, we couldn’t just How can anybody turn down such an
give you a wordsquare or spot the opportunity? No, that isn't part of the
difference for something like this,good competition. This bit is though:

uEI’SiDﬂ of?

he 6510'S internal registe.fs.
1 t agsembly listing
RAT
|
5

See, anyone could answer that lot Entries on a postcard (or back of a
before breakfast! All entries should be  sealed envelope) please and make sure
sent to the hallowed Wheaty Flake box your own name, address and

“"”% {: ri::p; gsents

1. Whathex
mnemonics LDA gd's 65108

2. What prnces&c}r is the

at: telephone number (if you have one) are
included. Entries should arrive no later
ROBCOM COMP, than December 16, oh and please
ZZAP! 64 MAGAZINE, remember to put the words ZZAP! ZZAP164 December 1985 97
PO BOX 10, LUDLOW, MAGAZINE in the address to help our

SHROPSHIRE, SY8 1DB. poor post sorting people. Good Luck. ..



LZAPSTICK! —

have been hard at work

the ZZAP! joystick reviews.

The joysticks are put through a series of rigorous tests and
we've come up with a marks scheme to refect the results of
these tests and our opinions in general.

Do the suckers suck? How well does the shaft stand up to
pressure? Does the stick feel good and perform well? We
answer all these questions and more in our search for ulti-
mate joystick fulfiliment.

All joysticks have been tested on four different types of game
— Thing on a Spring, Way of the Exploding Fist, Dropzone
and Decathlon. These games were chosen because we
thought they brought out the necessary requirements of a
joystick. Thing on a Spring was used to see how responsive/
sensitive a joystick is fr such things as pixel perfect jumps.
Way of the Exploding Fit needs something with easy to
obtain diagonals and fast responses, while Dropzone
requires all round quick response on both movement and

Seriously thinking about buying a joystick and can’t decide
on which stick to pick? Despair no longer for the ZZAP! team

putting all manner of joysticks
through their paces, to bring you this . . . the third batch of

firing. Once the stick had been tested under ‘simple’ game
conditions, Decathlon, the renowned joystick destroyer, was
used to see how they stood up to severe pressure. If a stick
was still in one piece after this heavy pounding, it was taken

through the first three games again to see just how well it
had worn in.

Manufacturers, Distributors and suchlike, gather ye round and
harken to our words . .
If you have a joystick, trackball etc that you feel should be put

to the ZZAP! test, then hesitate for not a second longer. What are

you waiting for? Take the plunge and send us your wares for
placing under our rigorous and scrutineering eye. ..

Send any sticks, balls and meeses etc to:
ZZAPSTICK! 1-2 King Street, Ludlow, Shropshire SY8 1A0Q

JOY CARD
Supplier:Orpheus, Unit 1, Church Farm, Hatley St George,

Nr Sandy, Beds. Tel (0767) 51481
Price: £8.95

[;i!mt, rather like a mushroom.
0 move in any direction just

The Joycard is very unusual in press the controller in that

its design being very flat, more
like a credit card calculator and
is about the same size. The con-
troller and fire buttons are set
into the card, and although
small are very responsive since
button to contact distance is
minute. The direction controller
is placed upon a centrally placed

direction.

There are two fire buttons
which, although not springy, are
responsive and good for rapid
fire.

We decided to put it through a
bout of Decathlon to see whet-
her it really worked as a joystick
and were quite surprised at the

result. Because of its slimness
and flat buttons the controller
can be used like the arcade Track
and Field buttons.

It fared well in the Thing test
too. Because the card is respon-
sive some pretty deft moves can
be done with ease. It was on
Dropzone where it failed. Mov-
ing the jetman around became a
real pain because of the size of
the controller and fingers soon
started to tangle up.

The final test was another
come down. Fist needs diagon-
als, which on this are difficult to

et when the situation demands
them. It worked well on the four

points of the compass and was
responsive to a fire button/dir-
ection move, but didn't really
work at all with diagonal/fire.

The card is very durable and
showed no sign of damage after
being through the tests twice —
the case is very strong and even
if stepped on (the ‘Jeremy
‘Amtix Editor' Spencer Test')
showed absolutely zero wear
and tear.

It's a strange controller and
takes a bit of getting used to but
Is still very good.

Responsiveness: 97%

Very responsive — reaction

as soon as the buttons are
ressed.

gﬁ?nshmm: Button

Not springy, but quick
reacting.
Ergonomics 67%
Nice on the table, but dodgy
in the hand.
Durability 97%
Seemed to be virtually
indestructible.
Value for Money 81%
Less than the average
joystick.

erall 78%
And the best flat controller
yet.
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Joystick Review

QUICKSHOT I

I‘.r plier: Spectravideo Ltd, 165 Garth Rd, Morden, Surrey
4

4LH. Tel (01) 330 0101
Price: £7.95

The Quickshots | and N are
amongst the most popular joy-
sticks for the Commodore 64,
maybe because of their wide
availability or perhaps because
they both offer quite a number
of features for a reasonably
cheap price.

The Quickshot | is of the erg-
onomic ‘long grip’ genre, and
has two fire buttons and four
suckers for stability whilst play-
ing. When you actually grasp the
handle it's a bit like holding a
funny banana with no real grip
since it tapers and has a smooth
stemn. At the top sits one of the
fire buttons, the other one is
r situated on the base.

These fire buttons aren’t very
responsive and give a ‘click’
when pressed, turning rapid fire
intdo a chore and therefore
making games like Dropzone
difficult. Because of its long
stem the joystick requires some
wranching to get it swiftly from
one position to the other making
it again tricky for intricate Drop-
ZONe manoeuvres.

Exploding Fist was the second

test and it again didn’t fare too
well. Some rather dubious crea-
king noises were heard when
the joystick was swiftly rammed
into a diagonal to complete a
move. The nature of the fire
button also makes the going
rather rough — it is very difficult
to accomplish a diagonal/fire
button move at speed.

During the Decathlon test the
joystick creaked and groaned
aFarmingtT and we feared that it
could well break. By the end of
the test the stem was very loose
and we felt that a few more
poundings like that and it could
well break up.

We weren't too impressed
with its performance with Thing
on a Spring — ‘pixel shuffles’
were exceedingly difficult to
execute, especially since the
stem was now loose and flaccid.

When taken through the tests
for the second time our doubts
about its durability were proved
right. The stick really started to
flop about and became highly
unresponsive and a pain to use.

The Quickshot I may be cheap,

but when compared with the
Atari its dubious durability and
unresponsivenass make it seem
far inferior.

Responsiveness: 67%

Very disappointing and
diagonals are very difficult to
accomplish.

Egs nsiveness: Button
‘Clicky” fire button needs a
hard press to gain a result.

Ergonomics 81%
Nicely shaped handle, but
could well become slippery
when your hands sweat.
Durability 42%
Alarming creaks when the
oing ti';ets tough.
alue for Money 73%
Cheap, but definitely not
underpriced.
Overall 53%
If you're low on dough it's
this or an Atari . . .

QUICKSHOT i

Supplier: Spectravideo Ltd
Price: £11.95

The Quickshot I has taken its
design from the Quickshot / and
improved upon it. It incorpor-
ates a better grip with improved
fire buttons and an autofire
facility. It also has suckers on the
bottom to keep the stick stable
during play.

The stem is very comfortable
to hold and has two fire buttons
at the top forming a trigger (for
the index finger) and a top but-
ton which works well with the
thumb.

When putting it through the
games test the same problems
were encountered with those
whilst u5lng the Quickshot |,
although it is fair to say that the
Quickshot Il does contain better
contacts than those in its pred-
ecessor and therefore has a
quicker response time.

The Thing on a Spring test
proved quite successful, alth-
ough swift left/right jumps were
difficult to achieve because of
the length of the stem.

Trouble was encountered
with Fist since quick diagonals
were difficult to accomplish. The
stick worked pretty well on the
N/S/E/W directions and perfor-
med well in conjunction with the
fire button.

The Dropzone test gave the
autofire a chance to show us its
paces, but unfortunately left us
ummpress&d The autofire
doesn't shoot a Etead? stream {}f
bullets but shoots in ‘pulses’ -
you're happily winging t{mrards
a planter and the pulse stops
trouble is encountered. The stick
proved to be quite a success
though, even if a lot of waggling
was needed to move the jetman

about quickly.

Again the Decathion test pro-
ved a bit of a come down. The
creaks and groans as the stick
was whanged from side to side
were really bad, and again the
familiar looseness was in evid-
ence after the test.

Taking the stick through the
tests the second time around
had very similar results to the
Quickshot | — the stick was very

loose by now and flopped to one
side if left alone. The durability
of both sticks is generally poor
— JR bought one a long time
ago and says it lasted him three
weeks. If you have got delicate
hands the Quickshot Il is a rea-
sonable buy, but if you play
rough then you could well end
up with a heap of twisted plastic.

Responsiveness: 73%
Long stem 4 slow(ish)
response.
Flesafons-ivanass: Button

Rather ‘clicky’ but
comfortable and effective to
use. Top fire button rather
redundant.

Ergonomics 88%

Nice to handle with a good
rip and well positioned fire
uttons.

Durability 59%

Rather plasticky and doesn't

stand up to pressure.

Value for Money 67%

Cheaplish) for a stick . . .

Overall 62%

But nothing sooper-doops.
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¢ COMMODORE 64/128 SR COMMODORE 64/128

SPY HUNTER TAPPER UP ‘N’ DOWN  AZTEC CHALLENGE BLUE MAX
* Entered UK Charts * Entered UK Charts * Entered UK Charts * Entered UK Charts * Entered UK Charts
21st February 1985 10th January 1985 2nd May 1985 SthApril 1984 24th January 1985
Weeks in Charts - 16 Weeks in Charts - 9 Weeks in Charts — 7 Weeks in Charts—16 Weeks in Charts —10
‘Superb Arcade ‘Great Sound and ‘A curious, cute and ‘It's grippingmusicand 'A great game -
Game’ graphics, fast and highly addictive car imaginative setting highly enjoyable’
Zzap! 64 addictive' game’ makes this seven Your Commodore
Your Computer Computer Trade Weekly screen thriller a cut
above the rest’
‘Zzap! 64

/A CHARTBUSTING COMPILATION FOR COMMODORE THAT EXPLODES WITH ACTION

..-_ .-I. __‘!.

e W, - =

£9.95mare O o gham B7 LY. Telephone: o2tasoaset - DIskE14,95

* Based on compiled data (64/Spectrum) from Ram/C / Micro Dealer Charts



Retailers don't always have everything in stock you
might want, but if it is within our power to get it for
you, then we will. Any of the software reviewed in this
or any issue of ZZAP! 64 can be ordered using the form
below — in fact any available CBM 64 software that
exists we will get for you.

ZZAP! 64 Mail Order is backed by the resources of
Crash Mail Order (in association with the Spectrum
magazine CRASH) which has been supplying more

than 100,000 Spectrum users with mail order items for
over 20 months, so you can be sure of the very best in
service. !

There's no mail order catalogue involved — just use
the prices quoted in the pages of ZZAP! 64 or the
known retail price. If you have any queries just ring the
oumber shown on the form and our staff will advise
you. Anyone may take advantage of the discount
coupons on the form which allow £1 off orders worth
more than £20 and 50p off orders worth more than
£10. Postage and packing is included in the price of the
game.

Nothing could be simpler — fill in the form today and
order whatever you like!

: 1;\'.



ZZAP! 64 MAIL ORDER FORM

Telephone Ludlow (0584) 56 20.
Please send me the following titles: Block capitals please!

Title Producer Amount
e e R - Subscriber No.
e e Vo T T T e if applicable

Fre nind o EREING (RN
b ore Sgta < ae KEBEEL]

e ey e £1 OFF ANY ORDER WORTH
All prices are as quoted under revii Please make cheques Sub Total: £ MORE THAN £20

haadi ngs or known retail prices and include or postal orders

VAT, ZZAP| B4 makas no charge for post or packing pavable o ZZAP| 84 I _ F
insice the LIK. Customers in Europe should 500 * Less Discount £ 50P B FF ANY ORDER WORTH
the equivalent of 70p per itern. Dutside Europa:
writa first so that we may advise on postege rates Total Enclosed: £ s
orry—only ONE voucher perorder!

ZZAP! 64 MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB

Please do not send any mail order correspondence to the Zzap! 64 editorial address as this will only result in delays.




Adventure International brings you

THE ULTIMATE IN GRAPHIC ADVENTURES
FOR THOSE LONG WINTER NIGHTS...

Steve Jackson and lan Livingstone
Preseni

: N/ | NE T N i
gctrum s : nal Questpro !
trad and Sp : 5. : me in the sén unction W

o featuring full €0 series from Adver

versions, fé

Mdven - s
T Eggﬁggqgg’; 1&%”“:& welcome - F oreign

i , E ansiations available,
Distributed by Adventure International UK. i
Sasalys o iy BUY these tantastic adventures at most high

85 NEW SUMMER STREET, BIRMINGHAM B19 3TE street stores, or from our mail order dept, on
TEL: 021-359 0801. TELEX: 337492 COMCAB G. Yy 021643 5102 (p. and p. included)
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‘Il break my staff
if there isn't
i1 something wvery
{ odd happening
in  Adventure-
world right now.
‘A few month’s
d ago the White
Wizard decided
he was fed up with British sofi-
ware houses churmning out the
same old rubbish time after time.
With one or two notable except-
ions (Level 9's Red Moon, for exam-
ple) there have been very few
good adventure releases recently.
Can it REALLY be over two years
since Melbourne House introduc-
ed interactive characters in the
Hebbii? How many adventures
have you seen recently that really
exploit the potential of having
individual non-player controlled
entities like GanEaIF and Thorin?

Wy

Hold it right there, fellow Wizards! This
month’s column heralds the beginning of a
whole new age of adventuring. The White
Wizard’s wand is positively gleaming with
excitement as he detects the long-awaited °
P signs of an adventure software 2
+ REVOLUTION! Can it be true? Has the

Bearded One knocked back one glass of

Vole's Blood too many? Read on, and see

what the Might Mage is getting so worked up
e about... N\

L

-

" 'l‘"t"";‘

Just to give you an example of

what ol’ Whitey is on about —
take a look at Robin of Sherwood
from Adventure International.
This is a very popular game and
stands out in terms of sales over
most recent adventures, but let's
face it, what has it got to offer
apart from pretty pictures? There
aren’t that many locations — cert-
ainly nothing like the 200-plus
you get in a Level 9 game, and
although it accepts complex
inputs, you can't do anything
clever like talk to other characters
and get meaningful responses, or
enter complex multiple com-
mands, like ‘Take everything ex-
cept the Troll's handbag and go
west'.

You may wonder what I'm
going on about, but the point is
that from the programming point
of view, adventure software has

hardly developed at all in the last
two years. The only real change
has been the addition of graphics,
and this is simply a marketing
exercise to cover up the deficien-
cies of the programs — limited in-
put routines and no application
whatsoever of so-called ‘artificial
intelligence’ theory to the prog-
ramming of the characters in the
games.

Meanwhile, across the Atlantic,
Infocom continue to churn out
excellently designed games with
complex character interaction and
huge sales. Over here, half the ad-
venture companies have gone
bust — where’s Dream Software,
or Phipps Associates — and when
did you last see a program from
Richard Shepherd of Urban Upstart
fame? Virgin, Alligata, Duckworth

. . companies like these are still
around, but they're all swearing
that they won't touch adventures
with a barge-pole from now on.
Frankly, the White Wizard reck-
ons that if they can’t be bothered
to pul their back into their prog-
rams then that decision is best for
all concerned. Now, however, it

A complete monthly guide by the infamous White Wizard
for all 64 owners who prefer games involving typed commands
rather than wiggled joysticks.

looks as if things are really begin-
ning to change. Some British soft-
ware companies have suddenly
woken up to the fact that people
will buy adventures if they're
carefully programmed, include
graphics but aren’t dominated by
them, and have imaginative
themes . . . And the staggering
thing is that this month alone has
seen the release of FOUR such
games — each excellent in its own
way. And what's more, one of
these is from a new adventure
house, while other companies —
Level 9 in particular — have sud-
denly released details of adven-
lure creation systems that will
enable them to clobber Infocom at
their own game!

We'll be covering these systems
and the people who created them
over the next few issues as well as
sampling some of the new breed of
British ‘super-adventures’ as they
appear. Meanwhile, get stuck into
this month’s offerings!
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THE MAGICIAN’S

BALL

Global Software, £7.95 cass

= his is a new game

from a new com-
i pany — Global
41 Software, who
have a firm com-
mitment to the
d adventure mark-
J et. You can check

out the details of
their next release in the news sec-
tion, but first you should definite-
ly find the time and the cash to get
acquainted with the Magidan’s
Ball,

The plot of this game isn't start-
lingly original, but it's gripping
enough — a young girl has been
turned to stone by an evil Wizard
(we're not all white, you know)
and you must destroy the baddy
and reverse the spell. Standard
stuff, but this game has quite a few
features not normally found on
adventures that really makes it
stand out as a first release.

First, it's got interactive charac-
ters. You can talk to them, and in
fact instruct them to do anything
that you can get the main charac-
ter, Caro, to do.-They may not
obey you, of course, but that’s half
the fun! Alternatively you may
find that you can’t speak their
language, but in some cases this
problem can be overcome through
the correct use of various objects.

The characters in the Magician’s
Ball are truly independent — they
will move about of their own acc-
ord, get and use objects, and attack
or help the player. The only thing
they don't do is talk, but this omis-
sion doesn’t detract much from
the fun of the game. There is one
other major character called Azul
and, as in the Hobbit and Valhalla,
you won't be able to complete the

ame without interacting with
im very carefully.

However, the real interest here
is that you can actually take con-
trol of Azul and ‘use’ him as the
main character — so if by any
chance Caro is killed you don’
necessarily have 1o end the game.
Typing "Azul’ automatically trans-
fers control to this character, in a
similar way that pressing certain
keys in Lords of Midnight enables
you to ‘see’ through the eyes of
other Lords. This technique has
enormous  potential in  future
games — and the White Wizard
notes that Melbourne House are
planning to introduce it in Lord of
the Rings.

The parser in The Magician's Rall
is also excellent. A rather inferior
magazine wrote a preview of the
game, claiming that when they
tried to enter ‘Take envelope’
(from one of the locations, where
you can see a ‘small envelope’), he
was told ‘1 don’t understand ‘Env-
elope’. Must have been a bug in
his spelling or his version of the
game, because mine understood it
perfectly, and also understood
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things like ‘Look east’ (useful for
looking into adjacent locations) —
though there were some rather
odd bugs in the ‘Throw’ routines.
Typing ‘Throw demon at Kipper’
gets you the response ‘Caro
throws the smell kipper to the dia-
bolical demon’. A little off, per-
haps, but nothing too horrendous-
ly wrong there.

Other points about the game in-
clude excellent screen design —
the graphics are neat, tidy, and
don’t dominate the display as they
do in Ulysses (see later) for exam-
ple. This is important because the
smaller the graphics the more care
can be taken over them. The one’s
in Magidan's Ball incorporate
animation and intricate design
very effectively.

Other nice points about the dis-
play include use of colour when
printing text. Your inputs are
echoed in yellow and the most
recent response is also printed in
yvellow, but old responses turn to

The

u

Hemons lair.

Sloping floor leads

into a pat of green
Slime which belches

forth a foul

":;':;1I |:

WestTysouth.

Laro exits cast.,
- e

odour.

rarp S5Cces sSoMme green slime.
Inside the green sliMme is a diabolical
SEMOn .

green as they scroll up the page,
allowing you to concentrate on
the up-to-date info but keeping a
record ol previous responses on-
screen should you need them.

Finally, there’s the music, This is
a Commodorised version of Tub-
ular Bells by Mike Oldfield. The
conversion has been done very
well, and ;.-nu get different sequ-
ences in different locations. You
can always turn the volume down
if you can’t stand Mike Oldfield,
but I found it gave the game as a
whole a pleasantly enhanced
atmosphere.

S50 there you go — a new game

from a new company that is well
worth adding to your collection.
My only reservation is that there
aren't that many locations —
around about fifty, [ should say, at
the most. But what with diatmri:;ai
demons, wandering trees, and a
small female dragon there’s plenty
o keep you occupied!

Atmosphere 72%
Interaction 70%
Lasting Interest 76%
Value For Money 79%
Overall 75%

THE NEVER ENDING STORY

Ocean, £9.95 cass

e s Nis 100K block-
L { buster is based
ol i on the film of the
M same name and

' loads in three
parts from cass-
ette. It's an ex-
cellent example
of the new breed
of graphics adventures, where
someone’s really taken care over
the design of the pictures so that
they properly complement the
game and aren’t just there for dec-
oration.

The plot, just in case you're
among the millions who missed
this cinematic epic, concerns a
planet called Fantasia which is
under ‘attack’ from an all-
consuming ‘Nothing’. Just what
this Nothing is, isn't very clear,
although it's obviously something
to be reckoned with. The hero of
the game is a boy called Atreyu,

[Fauged — hit gpace to continue!
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who alone can find the saviour so
desperately needed. Although the
Whife Wizard didn't manage to
complete the game before sitting
down to review this masterpiece,
he is willing to hazard a guess that
the saviour in question is none
other than yours truly, but onl
Iirﬁet and playing the game will
tell!

The screen display is really quite
impressive. At the top you have a
narrow graphics window with an
attractive landscape background
that is periodically overlaid with
small cameo portraits of objects
you are carrying, people you
meet, or locations you visit. The
pictures are v:éy pleasant, and
when combin with a well-
designed character-set, give the
program’s display a very profess-
ional appearance. If only other
companies spent as much time
over the appearance of their

es — many a good program
Ez?heen seriously I‘IEa rn:c!J by poor
screen design. There is a price to
pay for all this glitter, however,
and that’s a poor parser. The prog-
ram only understands about 40
words, and of these most are direc-
tion commands and the usual
GET/DROP/LOOK variants. One
important omission is of an
‘Examine’ command — particu-
larly sorely missed since on many
occasions you will be confronted
with an object, or even an individ-
ual, about whom you know v
little. The cassette cover blﬁ:g
H}isJ for example, of your poten-
tial companions that you will have
to judge for yoursell whether or
not they will help or hinder you in
your quest — but this isn't easy
when you can’t look at them! Is
Artax, for example, a horse, a bird,
or another human being? Such
questions have to be answered by
referring to the Emg;ram notes—a
ractice that the White Wizard
roWns on since program noles
have a habit of disappearing with
th%]}:ssa ge of time.

e appears to play a part in
the game — if you sit back and do
nothing, the program prompts
with “You wait . . . " Hobbit-style,
but the other characters don't
seem 1o take advantage of this and
remain static, which is a pity. In
fact the characters, although obv-
iously significant, don’t seem ve
interactive — which is just as well
because there isn't enough of a
vocab to communicate with them
anyway.

hatever the shortcomings of
the parser, however, the Wiz reck-
ons this is a very attractive ]}Tﬂ%-
ram. There’s a considerable
atmosphere to the game, which is
supported (and not detracted
from) by the graphics. 1 think the
game would Ee particularly wel-
comed by younger pl#}{*:s, but
don’t let that put you off if you're
of more advanced years and have
a chance of loading it up.

Atmosphere 72%
Interaction 47%
Lasting Interest 71%
Value For Money 62%
Overall 65%
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ULYSSES

US Gold, £14.95 disk only

e e alking  of adv-

N W | aniced years, the
; L:""-‘L.,J White  Wizard
M 81 made a careful
1 study of Latin
d and Greek in his
youth — he had
to, since that was
all people spoke
in those days. For this reason, he
knew what his task was in Ulysses
before he's even loaded up the
e. Grab a few sailor friends.
jump onto a 5hﬂ:. and sail off 1o
retrieve the Golden Fleece before
returning with it to the King, who
will reward you handsomely.
Sounds great, but alas — this is
one of those games that the Wiz
reckons we could do without.
First, it's disk-only, and all the
extra space is used to provide full-
screen graphics — at the expense
of the text, which is pretty skimpy
and just squeezes in at the bottom
of the display. Also, I'm afraid, at
the expense of the vocabulary,
which is virtually non-existent.
Trying to type ‘Examine fence’, on
finding a location with a fence
specifically mentioned, is a waste
of time — don't expect the prog-
ram to understand ‘Fence’, it
doesn’t even understand ‘exam-
ine". In fact, it doesn’t really
understand much at all, so most of
the challenge of the game is find-
ing and using your Ermm::-:siuns in
the right place and in the right
way.
So, 1 hear you cry, with all that

=,

[ |
{
14
8

TERRORMOLINOS

Melbourne House, £7.95 cass

ENIRY

fi GUARD

space given over to graphics, it
must be a very PRETTY game —
pretty grim, more like. The graph-
ics are about Hobbit-standard, and
since that particular standard was
established two years ago [ think
we're entitled to see a small
improvement by now. The only
small point worth noting is that
objects are shown in the display
and disa r when you take
them. Big deal — I'd rather be able
to examine them and use them
pmp-erl}r rather than see them flip
in and out of the picture.

As it is, the original story of
Ulysses is so superb that some of its
atmosphere rubs off on this game.
However, this modicum of enjoy-
ment is spoilt by having 1o endure
endless disk accesses as the patchy
graphics and skimpy text are locat-
ed and flashed (with much glitch-
ing) onto the screen. Nor is there
any sound worth mentioning —

HALL OF THE KIRL S
HERE. AN EXII

except a little ‘Ping’ when the text
threatens to spill off the bottom of
the screen and you have to press
shift to see what comes nexi.
Frankly, I felt more inclined to
press the reset button.

Perhaps [ shouldn’t be TOO
rude about this e, but really I
think we can mﬁabl'}r expect
more for our money these days,
especially where disc games are
concerned. Too much time here
has been spent on crummy graph-
:_l;‘!i and too little on game design, [
ear.

Atmosphere 60%
Interaction 42%
Lasting Interest 60%
Value For Money 38%
Overall 45%

e e he poor design of
RN iysses  becomes
g 1 even more

@ apparent  when
X dyou load up a

| game like Terror-
G molings, brought
Yto you via Mel-
bourne  House
from the team who wrote Hamp-
stead. These jokey lads have now
come up with the ultimate in
package holidays and a program
that, by virtue of its screen display
and ra H‘u:r slow operation, betrays
Quill origins. As we all know the
Quill isn’t exactly renowned for

_ﬁmdu-::ing complex games with

uge vocabularies and multi-
word input, but Terrormolinos is
the perfect example of a game
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where limited facilities have been
totally overcome by excellent
design.

In this game you can 1ake
photos, join in bull fights, hire
taxis and go to the airport, speak
Spanish (with a little help from the
cassette cover), and shepherd
our wife Beryl and two kids

oreen and Ken from beach to bar
— all with two word inputs, That's
quite an achievement in the Wiz's
opinion, and only goes to show
that complex inputs and huge
vocabularies aren’t absolutely
necessary for a great game.

The idea behind Terrormolinos is
that you should not only go to

H inally, here's
another excelle-
g ntly  designed
ligame that the
White  Wizard
considers to be
Ml extremely signif-
icant. Level 9
-~ have teamed up
once again with Mosaic to bring
you the now-not-very-secret adv-
entures of young Mole, a spott
teenager with a crush on a gir
called Pandora and a lot of ve
personal problems, most of whic
can be seen on his chin.

The idea of having a program
that really just tells a story by
scrolling text up the screen and
occasionally asking the player to
choose a course of action that ma
alter the plot is not new. It all
started with the Fighting Fantasy
books and was programmed on
the Spectrum by Five Ways Soft-
Ware a year or so ago. However, it
has never really caught on be-
cause of the problems of ﬁttigﬁ
enough text into a cassette-bas
system to make the whole exercise
worthwhile.

Spain, but that you (and vour
family) should return in one piece.
This is not, dear friends, very easy.
Not only must you go there — you
must PROVE you‘ve gone there!
And the only way 1o do that is to
snaﬁ off some pretty piccies of . . .
well, whatever you think will go
down well on film. Believe me,
there’s no shortage of photogenic
situations, but you've only got 12
exposures and must return with
ten good pics, so any more than
two boobs will lose you the game.
I reckon even ]}avidy Bailey would
find this almost impossible and the
only thing I took a picture of was
50 unbearably humiliating that I

THE SECRET DIARY
OF ADRIAN MOLE

Mosaic/Level 9, £9.95 cass, £12.95 disk

Level 9, however, have achie-
ved the notable feat of cramming
no less than 200K of text into four
separate data blocks, which alto-
gether adds up to around 35,000
words if the Wiz's Wordstar files
are anything to go by. Each block
compnses further extracts from
the diary of Mole, and you can‘t

refuse to discuss it further.

If the pics are tricky — try keep-
ing trau:E of your family! If Our
Ken isn't dawdling behind some-
where, then Beryl's fainting, or
Little Doreen is wandering off on
her ownsome. Despite the fact
that you can‘t really interact with
these characters (apart from
CALLING them, which vou have
to do constantly to keep them tog-
ether) they rfarl',r come to life. The
moment little Doreen comes run-
ning when you call her is enough
to make you feel downright proud
and parental — until you discover
that you've missed IIH'_' plane, or
the taxi. or your footing on the
ladder and ocoops! That WAS a
naughty word daddy said, wasn't
it?

In fact the program doesn't
understand much in the way of
naughty words, but whatever the
limitations of the vocabulary, or
the occasional slowness of the
responses, this is a game well
worth looking out for. You can sit
back and InacF up a holiday in your
bedroom — the White Wizard
reckons you'll need one when
you've finished it.

Atmosphere 70%
Interaction 58%
Lasting Interest 68%
Value For Money 75%
Overall 68%
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move on to the next episode until
you've finished the earlier phases.

As you play, pretty graphics
appear at the top of the screen, and
what seems like endless text
scrolls up the screen below, Occa-
sionally (and more frequently as
the game progresses) it halts and
asks you to choose between one of
three alternatives. These are usua-
lly along the lines of “What shall 1
do: (1) Go to the party (2) Stay at
home (3) Invite Pandora to the
party’ and the plot then unfolds,
according to which selection you
made.

There are two obvious ques-
tions here. First, does the plot
really change all that much, and
second, if you've already read all
the Mole books (millions have), is
there going to be anything here to
hold your interest tifuat you don’t
know already?

Well, there's no doubt that the
plot does change quite a bit as you
proceed to make your various
choices, but perhaps not quite as
much as one would like. The Wiz
supposes that this is because some
things are really fundamental to
the plot — like meeting Bert
Baxter, the OAP — and if you
were to miss these out altogether
then real problems might arise
with the script. As it is, if you
decide (as I did) not to visit Bent
Baxter, the program cleverly goes
along with you for a while until it
finds an excuse to get you round to
his house. It's done very well, but
it does have the effect of repeat-
edly introducing certain events
each time you play the game —
but then that Eappfns with all
adventures, so one can hardly
complain.

What's really remarkable about
this program t]"mugh. is that 50%
of the material is completely ori-
ginal and different from the exis-
ting Mole stories. The White
Wizard simply assumed that
Mosaic had drafted in authoress
Sue Townsend to dream up some
more dilemmas for her young
hero, but no! All the additions
were made by Pete Austin of Level
9. Ye gods! The man's a genius!
He's more like Sue Townsend than
Sue Townsend herself — at Jeast as
far as the script’s concerned. With
only one or two minor exceptions,
there wasn't a paragraplg that
couldn’t have come from the pen
of Ms Townsend — the text is
hilarious, witty, and beautifully
written, and — most important of
all — it's full of surprises, even if
you know the books backwards.

Asi've already said, I reckon this
is an important program. Now
we've seen one series of books
successfully implemented on a
micro using this technique, it’s the
Wiz's firm expectation that there
will be more to follow. Stand by
for Live and Let Die — and in the
meantime, get a copy of Adrian
Mole!

Atmosphere 75%
Interaction N/A
Lasting Interest 75%
Value For Money 70%
Overall 75%




@ Lord of the Rings is nearly ready!
Yessir, after three centuries of
promises and eager anticipation,
Melbourne House are on the
verge of launching this long-
awaited successor to the Hobbit —
it may even be in the shops as you
read this. Meanwhile, the White
Wizard can reveal that the game
will have as many as six inter-
active characters (though MH are
toying with the idea of reducing
this to four), a vastly increased
mcabulari,f. and the ability to
change roles (rather like the
Magician's Ball in this issue). That
means that different players can
each take on a character — or that
you can carry on playing even if
Frodo (the main character) is in
difficulties.

Lord of the Rings isn’t going to be
cheap at £15.95, however, but
you do get a WFY of the Fellowship
of the Ring as well as a 32 page
instruction booklet. The game is
pretty bulky, so it comes on two
cassettes. Disk owners will be glad

News ... News... News...

it’s all happening this month, folks. The White Wizard has had
his ear nailed to the ground the last few weeks, and has much to
report. What's certain, however, is that this Christmas is going to
be a real spell-binder for adventurers, so sharpen your swords
and see what ol” Whitey, Santa, and the following software
companies have in store for you .. ..

to know that a disk version will
appear for £19.95 — hopefully at
the same time as the cassette
version. | say hopefully, since
Melbourne House don't offer an
upgrade service, so if you buy the
cassette version first and then
decide you want it on disc, you'll
have to pay the full price all over
again.

@® Global Software, who
brought us The Magician's Ball and
who WW reckons are going to be
one of the hottest properties on
the adventure scene if they can
keep it up, are bringing you Old
Scores. Programmed by Pete
Green, this little number features
some very advanced parsin
techniques, so you can do things
like ‘Kill everything except the
balrog’, as well as address
characters directly and luxuriate
in lengthy location descriptions.
The plot features derring-do and
underworld violence as you hunt
down some stolen musical scores.

Sounds hot, so it should keep you
warm through the chilly winter
evenings.

@® Audiogenic have taken over
the manufacturing and

roduction of The Secret of St Brides
gmm St Brides School in Ireland.
Wizards should keep a sharp eye
open for the next St Brides game,

g Smow Queen, which the

Wondrous One will be reviewing
next month, The prog sounds very
different to St Brides, being a
careful adaptation of Anderson’s
fairy story, together with a very
independent heroine. 50
independent, apparently, that if
your commands aren’t acceptable
to her, she’ll stalk off in a huff and
the game will end!

® Adventure International are
at it hammer and tongs. Most
interesting of all is Seas of Blood —
an epic graphics and text
adventure based on the Fighting
Fantasy series of ‘interactive
novels’ by Ian Livingstone and
Steve Jackson. Al are claiming
that this blockbuster will give you
200 plus locations with graphics
and combat routines for £9.95.
Meanwhile, Al are also hard at
work on Questprobe I11, the next
release for all you True Believin’
Scott Adams fans out there. This
program MUST be hot — it stars
the Human Torch! And The Thing
also makes an appearance.
Hmmm . . . that's only two of the
Fantastic Four, Where are the

others? Answer . . . "Coming soon.

And if all that's not enough,
Adventure International are also
working on a follow-up to Robin of
Sherwood. This very popular game
certainly deserves a sequel, but
the White Wizard hopes that the
programmers aren’t quite as lazy
this time — the last game ignored
half your inputs.

® Level 9 are of the verge of
releasing The Worm in Paradise. It's
their first release to use a newly
developed adventure system that
the White Wizard went to
Weston-Super-Mare recently to
get the low-down on. The benefits
are bigger vocabularies (1000 plus
words), more text due to cleverer

compression, ultra-complex input
on a par with Infocom’s, so you
‘exclude’ certain sets of objects in
generalised commands — for
example, ‘Examine everything
uxcr:liu the Infocom disc’, and
simultaneous drawing of pictures
and entering of text (as in Adrian
Mole).

The Worm will set you back
£9.95 and is rather more political
than previous Level 9 games —
the whole state in ‘Paradise’ has
been privatised and things are
}iuing from bad to worse. Can you

ind the solution to man's
problems? If you can. don’t bother
to play this game, but send your
solution on a postcard to the
White Wizard — [ promise I'll go
50-50 on all the proceeds!

@ Finally, good news from
Firebird — they're launching a
new label (what, ANOTHER
label?? They've already got three)
called the Hot Range, and one of
the launch titles is going to be
Runestone. In case you haven't
heard of this little number, it was
originally written by Games
Workshop (who produced a
couple of excellent games
inc]udinr Tower of Despair) but was
never released. Keep your eyes
skinned for this one — the White
Wizard isn't sure of the price yet.
but the idea of a Games Workshop
masterpiece at Firebird prices is
very altractive.

Wizard Tips ...

Can’t you hear that awful
wailing sound? No, it's not Des

0'Connor in the distance, it'sthe |
lamentations of thousands of
lost souls, wandering in the
endless labyrinths of
Adventureland — and only YOU
can help them get out!
Remember, adventuring is all
about sharing your experiences
with others, and by doing so you
can keep in contact with people
around the world. Send your
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helpful hints in to the Wiz today
for publication in this column, or
else join the band of brave souls
offering help in the Help Offered
column. Don't forget— one day
it could be YOU who's stuck in a
game, so throw out a lifeline to
someone now and send in a tip
on your favourite (or even your
least favourite) game to: THE
WHITE WIZARD'S DUNGEON,
PO BOX 10, LUDLOW,
SHROPSHIRE SYB 1DB.

Mordon's Quest

®Haven't the foggiest where to
go next? Let there be light. ..
@®Remember Sir Walter
Raleigh? He threw down his
cloak so the Queen wouldn't get
her feet muddy — or was it
sandy?

Gremlins
®If you missed the film, make
sure you see it in the game!

CLEVER
CONTACTS

Wizards, witches, mages lend
me your 2ars. Iti1s here that
anyone whois proficient in any

adventure can volunteer to join

CLUB HELP
OFFERED

Another club which is works

along very similar lines is the
ADV:EI‘I'IU RELINE, a
Chelmsford based club run by
Roger Garret. The club
membership is free of charge
(save the cost of an SAE) and for
that your get your first free
newsletter. Interested? Then
write to:

ADVENTURELINE, 52 Micawber
Way, Chelmsford, Essex

Tel (0245) 442098

EUREKA HOTLINE

Phone 01 947 5626 between 3
and 6pm on a Friday afternoon
for the Eureka Hotline. Also
Domark will reply to any
enquiries by post. Write to:
Domark Ltd, 204 Worple Rd,
Wimbledon, London SW20 8PN
(Please enclose a SAE)

If there are any other clubs out
there in the big, wide world and
you wish to enrol the White
Wizard’s readers through his
chronicles, then by all means let
me know.

Sorceror of Claymorgue Castle
@®Dragons are always worth a
second look!

Sherlock
®Basil sleeps at midnight

Azxtec Tomb

@®Don’t go passage until you've
lit torch!

@®Don't hang on to that diamond
— use it to open a passage

Empire of Karn

@®Shantra needs something
before you can take off

®!f you can’t leave on your feet,
leave on your chest!

Spiderman
®Give Hydroman the (very) cold

shoulder and freeze the problem

Red Moon
®Turn that handle, but make
sure you've put it in the right

place first

my worthy ranks of Clever
Contacts, Simply jot down on a
postcard or equivalent, a list of
all your achievements and send
it off to:

CLEVER CONTACTS, THE
WHITE WIZARD'S DUNGEON,
PO BOX 10, LUDLOW,
SHROPSHIRE, SY8 1DB

HELP

OFFERED

Colossal Adventure, Dungeon
Adventure, Adventure Quest,
Lords of Time, Snowball, Return
to Eden, Erik the Viking, Emerald
Isle, Red Moon, Most of the
Mysterious Adventures, Heroes
and Empire of Karn, The Hobbit,
Pirate Adventure and
Adventureland.

David Varley, 1 Crossman
Street, Sherwood, Nottingham
NGS5 ZHR

The Hulk, Twin Kingdom Valley,
Eureka {ﬁmhistnrin , Eureka
{Roman), Valhalla, The Hobbit,
Heroes and Empire of Karn,
Spiderman, Ring of Power,
Gremlins, Dungeon Adventure,
Witch's Cauldron, Quest of
Merravid, Lords of Time, Urban
Upstart, Deadline, Sherlock and
Dragonworld.

n Eason, 24 Bulwer Road,
Kirkby in Ashfield, Nottingham

NG17 8DR
Phone Nottingham 753725 after

mmkdaﬂmdz.m
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Spiderman, The Hulk, Ten Little
Indians, Classic Adventure,
Hobbit, Quest for the Holy Grail,
Voodoo Castle, Pirate
Adventure, Mission Impossible,
Adventureland and The Count.
S Williams, 32 Hornbeam Close,
Horsham, Sussex RH13 5NP

Heroes of Karn, Return to Eden,
The Hulk, The Hobbit, Fools
Gold, Tombs of Xieops, Golden
?&t{unkﬁurgta | Erfhhisturiié i,

n Kingdom Valley, an
Str&nded? i

Cottages, Runnels Lane,
Thormnton, Merseyside L23 1TR

Spiderman, The Hulk, Gremlins,
Claymorgue Castle, Nuclear
War Games, Empire and Heroes
of Karn, Twin Kingdom Valley,
Crystals of Carus, h's
Cauldron, Mystery of Munroe
Manor, Aztec Tomb, The Search
For King Solomons Mines and
ALL Channel 8 adventures.
G Mitchell, 63 Brownlow St,
Rd, York, YO3 7LW
Tel [unl:l 1! E?MW 10.00
am 00pm or m to
8.00pm

Herces and Empire of Karn, Zim

?ﬁa‘!‘a Birr;, 'EHIE ?If Flc_.-lwur. Eureka
man), Valhalla, Ham

and Castle of Terror. oo

Colin Loosemore, 29 Rufus

Gardens, Totton, Southampton

S04 3TA

Colossal Adventure, Dungeon
Adventure, Lords of Time,
Snowball and The Hobbit.
Philip Chan, 7 Rushmead Close,
Canterbury, Kent CT2 7RP

Tel (0227) 11 between 6.00
and 9.00pm only

Pirate Island, Secret Mission,
Voodoo Castle, Strange
+ The Count, stery

Fun House, Pyramid of Doom,
Ghost Town, age Island
ﬂé}artﬂ | and ), Golden Baton,

laymorgue Castle, Castle of
Terror, Subsunk, Urban Ulpstart,
Eric the Viking and Emerald Isle.
K Lees, 25 Whimlatter Place,
MNewton Aycliffe, Co Durham
DL5 5DR

CORRES-

PONDENCE

Here are some more for
poor who instant
aid on some adventures.
Remember this part is written
by the people for the people, so
use it full.

ZORK |

Resevoir blocking? Press
buttons but not blue, turn the
bolt with something handy and
wait for all to drain.

MASK OF THE SUN
Knowing your left and right

when moving a rather large pot
could prove useful.

The lar is no medicine man

- . . His magic cure is nothing but
a heap of trouble.

SOME IDEAS FOR
LETTERS...

Ahoy there! The White Wizard
raises his wand in proud salute
of all fellow adventurers, and
reminds you all that he is always
ready to enter into
correspondence with readers on
these pages. Each mongh, ol’
wnm; will throw open a tug-c
for debate and offer a prize for
the Mightiest Manuscript he
receives from a Follower of
Fantasy — so get out your quills,
grab some parchment, and get
scribbling!

Justto get the ball rolling, and
to allow you all to wield some
influence on next month's
Wizard Selection of Christmas
Crackers, let The White Bearded
One know which — of all the

ames yet released on the
mmodore — is in your
opinion the Hottest enture

All Time? Let us know what
you think, and why, and include
a couple of solutions to puzzles
found in the game.

And don't forget that
whatever your message, the Wiz
will give your letters full and
ca | attention — though bear
in mind that the Cave of Solitude
gets flooded with mail-bags
every month and that if you
want a personal reply you may
have to wait sorme time! I'll enter
into correspondence on any
subject, but please don't treat
me simply as a Help Column — if
you need help with a game by all
means write in, but you are
liable to find yourself referred in
short, sharp, but gentle manner
to the Help Offered column.

® Does the White Wizard's
second sight deceive him? Oris
this a red-hot Christmas issue
coming up, with maore reviews
than ever before; a compeéetition
so hot that you'll have a sun-tan
in time for Christmas: plus

® a look atthe first Level 9 game
to really challenge Infocom far
first place on the Throne of
Adventure

® news of the powerful new

systems being developed
behind closed doors to bring
yvou adventures like yvou've
never seen before

® a scoop report on
computerised adventures which

youplay ... waitforit. .. by EAR!
& AND the White Wizard's one-
and-only Pick Your Own
Christmas Present section with
star ratings for 50 (yessir! ) FIFTY
mouth-watering adventures for
vou to drool over, cut out, and
wave under the nose of the
millionaire in your life!
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The return of the legendary crusader - skilfully fencing
his way through twenty screens of mystery and danger!

L

DISK CASSETTE

Auwailable for
Commodore 64 & Atari £9'95 £14*95

Laia

E.r-"'lll-ll ({ERL} ] 985S Lorre Productions. All Hehis reserved

. UL.S. Gold Limited, Unit 10, The Parkway Industrial Centre,
i Heneage Street, Birmingham B7 4LY.
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SEAN have map can cursor MASTERSON brings all his intelligence to bear on the thorny
problem of wargaming . . .

omputer users will
always argue that
their machine is the
best. After all, who wants to
admit that they may have made:
the wrong purchase? Generally
speaking, different machines
have their own advantages and
disadvantages. As for the Com-
modore, one of its advantages
(as far as wargamers are con-
cerned) is that being American,
the choice of high quality soft-
ware is unsurpassed and only
(possibly) equalled by the Atari.
Microprose have been turning
out wargames of consistently
improving quality for some time
now, and their standard is to be
highly commended. 5SS, the
wargamers'  equivalent  of
Infocom, produce real mega
games, though the high cost of
these must be borne in mind.

Whatever you say about
Americans, they produce impec-
cable wargames. Of course,
many of these are on disk and
Commodore owners are in the
rather unfortunate position of
having a relatively highly priced
disk drive. All | can suggest is
that if you don't have one,
scrimp and save every penny
that could pussiblr come your
way and buy one. In the States,
where the standard of living is
higher, so many people have
drives that it is becoming
increasingly difficult to find a
wargame prﬂducin? software
house, unwilling to forsake the
advantages of leaving complex
algorithms and hefty data files
(so typical of wargames) on the
disk, leaving valuable memory
free for other applications. The
result is an increasingly expens-
ive hobby.

But it's so rewarding! There is
nothing to surpass the mental
challenge of recreating a battle
in your own living room. A well
written wargame will be pro-
viding excelient entertainment
long after the superficialities of
an arcade game have worn off.
Anyway, what if you're like me,
incapable of getting past the
start screen without the greatest
difficulty? Seriously, wargam-
ing can be educational and

entertaining at the same time.
Obviously, they fail to command
the immediate attention of a

ood arcade game, simply
Eacause there can't be all that
much in the way of advanced
graphics or sound effects. In fact
such assets would tend to sug-
gest that the game before you
was of an inferior quality. More
such material is beginning to
appear on the American imports
but, as most of these are on disk,
there aren't the same memory
constraints as imposed on cass-
ette games. :

The rewards of playing a war-
game are far more subtle than
many people realise. It all comes
down to logistics. Use of logist-
ics decides the outcome of an
complex battle. Attack and def-
ence strategies are important as
well, of course, but if you fail to
take reinforcements and re-
supply seriously and incorpor-
ate them into your plans, you
will soon come unstuck.

Consider the horrendous
losses at the Battle of Arnhem.
British supplies being stolen by
Americans or falling into enemy
hands during the course of the
operation. Consider the necess-
ity of massive troop shipments
across the Atlantic in the event
of any future conventional con-
flict in Western Europe. Or the
difficulties of keeping the North
Sea free from Soviet sub-
marines. Even though Hitler
chose to strike against Russia in
1941, after losing the Battle of
Britain, he could still have
crushed British resistence else-
where had it not been for the
lend lease system offered by the
USA. .

Planning is everything in a
wargame. You have so many
compromises to make, and
there will always those times
when compromises cannot be
made. In the highly complex and
frightening area of modern war-
fare, it is estimated that the
average operational life of a Brit-
ish paratrooper, deployed in the
field, is under one hour. It would
appear from face value that their
use would be somewhat akin to

mindless slaughter. And vet, |

with their training, the amount
of damage they could cause to
enemy units in that time would
save many more allied lives. It
sounds sick to consider trading a
human life no matter what the
rewards are. Indeed it is, but it is
also important to remember that
any substantial conflict in our
age would not be caused by men
of war. t would be caused by the
ineptitude of a variety of inter-
national politicians. The soldiers
have to solve the resulting war
with the efficient human life and
so once they are put in the pos-
ition of deploying forces and
fighting, they cannot stand apart
and gquestion the validity of their
actions. They only have the time
and authority to question the
logic of an immediate course of
action and its consequences for
those under their command.
There are those who suggest

that the Vietnam war was not
lost by soldiers but by politic-
ians. Certainly, if the armed
forces had been given a free
hand to conduct the Falklands
war, losses of men and ships
would have been lower. Such is
hindsight. When you play a war-
game, hindsight is the only
advantage you really have and
it's up to you to see what could
have haﬁpanad. Those who
criticise the hobby, saying that
such activity is fruitless, really
miss the point of wargaming
altogether. It can be interesting
to see such alternative out-
comes to military engagements,
but whatever they may be, by
the time they become evident,
the reason for playing has
already passed. It's not the out-
come, 5o much as how you get
there that counts. Here's to war-
gaming.

AN EXPLANATION
« « « AND APOLOGY

Gremlins always creep in when
you least expect them. As a
result of their latest visit to my
desk, the explanation of the war-
ames ratings was omitted from
ast month's review of Crusade
in Europe and this could have
led to a misundersta ndin? ofmy
impressions. Belatedly, | pres-
ent them here, with apologies.
They apply to this month's
review as well, of course.

Although some of the ratings
may appear to be similar, if not
identical to those elsewhere in
ZZAP| don't be misled. 60%
would be a rather low rating in
other reviews but is quite high
for wargame purposes. There
are two main reasons for this.
First, by rmi:&;ames lower, the
bad titles ich may appear
from time to time can be given
single figure percentages (bad
wargames are intrinsically
worse than bad arcade games).
Secondly, most wargames ben-
efit from being on disk. Theoret-
ically, this provides them with

vast scope. Frequent disc
changes are not as inconvenient
as in other games. Some SSI
games would be examples
of this. Wargaming on comp-
uters is a very complex genre
and provision needs to be made
for future improvements.
Presentation considers packag-
ing, format and clarity.

Graphics

ade games, so these are only
viewed n respect to other
games -of the genre and how
effective they are,

Instructions are extremely
important to a wargame. Bad
rules can leave a Euud program
unplayable. onsequently,
there is a rating for them.

MMITE:H‘( is a guidline to how |
historically {or indeed, theoretic-

ally) accurate a game is.
Playability is again only consid-
ered with respect to other war-
Eames.

alue for money is going to be
the main bone of contention. |
still feel that 90% of all war-

ames are overpriced. This

actor is not genre ific.
Overall sums up the impress-
ions of the reviewer.

in wargames will |
never be as good as those in arc- |

[ ]
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DECISION IN THE
DESERT

Microprose, £14.95, disk, joystick & keys

he second of the Com-
mand Series by Micro-
prose arrived on my desk
this month. After playing Crus-
ade in Europe for several long
hours, last month, this provided
a way of spending even more
time playing at the keyboard.
The format of the game is fairly
similar to that of the first in the
series, but for those of you who
missed (or just didn't read) that
review, I'll briefly summarise the
details again.
The game comes packaged as
a single disk, complete with
?_Iussv. thick instruction booklet.
he game attempts to cover five
of the most important battles
from the African campaign.
These selectable scenarios are
Sidi Barrani, Operation Crus-
ader, Gazala, First Alamein and
Alam Halfa.
_ The manual must be read (as
Is the norm with wargames of
this depth) and Microprose have
kept its presentation up to the
high standards they set in Cru-
sade in Europe. The first sec-
tions of the manual are fairly
similar in style to those you
would find in a conventional
wargame including details of
components, game options, fol-
lowed by a description of the
play sequence. Of course, load-
ing instructions are present too.
hen you come to load the
game, it is immediately obvious
that good presentation doesn't
end with the box and manual.

Apart from all the options avail-
able being clearly displayed on
the screen, there is a rather
amusing ‘general’ who briefs
you on the game from behind a
podium, lit by spotlight. You
also find frequent references to
‘day codes’, which are listed
throughout the manual. They
provide a simple, yet effective
method of program protection.
Of course the manual could be
copied, but there's a lot of it!
ne of the most interesting
features of the Command Series
games is the absence of strict
ame turns. It is possible to
reeze the game at any time, but
otherwise the computer proc-
esses the condition and prog-
ress of each unit every four
game hours. This means that
whilst in play, you have to con-
centrate totally on the game.
This results in several distinct
advantages, not least of which is
demanding play. Two player
games also become very easy to
set up differently. Just how fast
the game progresses may be
varied by the player. Obviously
hEEII'H'rHF'S can choose a relative-
ly slow rate of play, making the
ame more appealing-to the un-
initiated. There are also options
to bias play to varying degrees.
A slight aside here. In last
month's review, | mentioned
that this didn't really work too
well, the form of artificial intel-
ligence being apparently defic-
ient. As this game uses many of

the same routines as its pre-
decessor, | expected it to be

similarly disappointing this
time. Could it be that my
Crusade disk was somehow

faulty, or have the routines been
played with before their imple-
mentation in Decisian? What-
ever the cause, there is definitely
a better feel to play in this one. It
still isn't perfect, but without
more frequent (and annoying)
disk access, there would seem to
be little room for improvement
in this area.

Once play has begun, you are
presented with a scrolling map
showing detailed terrain feat-
ures, with all the units scattered
about (starting disposition of
forces depends on variants
chosen for each scenario). Note
that there is a variable limited
intelligence option available.

Units may be displayed as
aither icons or symbols.
Symbols are nearer to the stand-
ard markings wused in war-
gaming, ereas icons are
more explanatory in nature. The
manual provides details of both
and the display type may be
changed at any int during

lay. Scale is usually on the div-
isional level but because of the
nature of the African campaign,
many smaller ad hoc units are
also displayed. The units are
colour coded to differentiate
between German, British and
Italian.

The game has very friendly
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input, with unit selection via a
joystick, two types of com-
mands (action and objective),

flashback features, unit and
game status modes. Anyone
who has played Crusade should
find Decision in the Desert very
gasy to learn. There are few feat-
ures anyone will find confusing
and play will be faster and more
rewarding as a result.

The victory conditions for the
scenarios are balanced well for
both sides. The historical notes
frmrida interesting reading be-

ore play. It really is impressive
how good strategies can pay off,
assuming of course that your
opponent hasn't read the notes
either. Because of the variety of
options, it's easy to set yourself
a real challenge. One of the var-
1ants on the Gazala scenario is
mind numbingly difficult if you
chose the Axis forces.

Doubtless, the Command
Series is growing on me with
increased familiarity, and | do
find desert warfare particularly
fascinating, but even so this

ame is an improvement over

rusade in Europe. It comes
down to the simple fact that
Decision in the Desert plays
better. It's more of a fee flowing

ame, as desert warfare should

e. There is still more challenge
to be had from 55l games (sorry,
but comparison is inevitﬂbinﬁ
However, the Microprose titles
are cheaper and just as well
presented. If their quality con-
tinues to rise, we are all in for a
treat.

Presentation 70%
Very good, but there could still
be some improvement.

Gr 55%
Not bad background but some
of the icons and symbols would

benefit from improved present-
ation.

Instructions 75%

Better explained than in
Crusade, allowing easier access
to game features.

75%
Very good portrayal of the
campaign.

Playabllity 68%

Fairly straightforward game
system but the lack of game
turns, whilst being an interest-
ing idea, can lead to some
problems initially.

Value for 60%
It really is very good value but

ideally, wargames need not be
S0 expensive.

Overall 79%

Perhaps the game system is
more suited to desert warfare
because the whole thing is a
superior implementation to the
first title in the series. Can't wait
for the third.




OUT NOW by JEFF MINTER
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BATTLE FOR

MIDWAY

PSS, £9.95 cass, £12.95 disk, joystick and/or keys

ithough it can hardly be
claimed to be a new
product, Battle For
Midway was, in its day, one of
the most ambitious wargame
titles ever released by a UK
software house, in terms of pro-
duction and scope. Now seems
as good a time as any to have a
look at this ageing game.
. The game, as its title suggests,
IS a strategic simulation based
on one of the most crucial
battles from the Pacific; the
Japanese attack on the US base
at Midway Island six months
after their devastating strike on
Pearl Harbour. You play the part
of the American forces defend-
ing the Island. Two fleets, two
search aircraft groups and the
variety of forces based at Mid-
way are all you have to defend
against a powerful and modern
gmupingh[:-f Japanese fleets.
Once the game is loaded you
are presented with several seq-
uential options including use of
joystick, game level and game
speed. The manual is presented
in such a way as to guide you
through your tirst game, a kind
of learn as you play technique.
Once the game type is selected,

you are presented with a strat-
egic display. Depending on the
level of your game, the courses
of the Japanese forces may or
may not be shown. Using a
cursor you can select informa-
tion on any of your units, give
movement orders, launch attack
aircraft or just stay on holding
status. Eventually, your search
aircraft finds a Japanese fleet
and it stays visible while the
search unit remains in contact.
You can select a search unit's
report at this stage and you are
shown an overhead view of the
enemy fleet, giving you some
idea of what to expect when
your forces come into contact
with it.

Combat is automatic when
units are in a certain proximity,
rather like the Zone of Control
effect in conventional war-
games. Combat is via the joy-
stick. Depending on the nature
of the opposing units it could be
air-to-air,  air-to-ground or
ground-to-air. The displays vary
as a result but from this point on,
it's a case of how good your
joystick handling ability is.

Airborne units must be used
wisely in defence or attack form-
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ations and a watch must be kept
on how much flight time there is
remaining for a given unit
before it plunges into the sea.
Aircraft carrier decks must also
be maintained wisely if confu-
sion is to be avoided during take
offs and landings.

Etrat&g\{ revolves around the
fact that if you hit the Japanese
forces hard enough and before
they manage to hit you, you've
won. Essentially, this involves
keeping the enemy off the island
itself, keeping your aircraft car-
riers afloat and sinking the
enemy carriers. Time is an
important factor as you set the
rate at which time passes during
the game. On a high level, the
amount of time you have to
respond to sightings is minimal.

_Battle For Midway has impres-
sive points. Presentation is to a
very high standard as far as
British products go. The game
itself is fast and responsive with
rules almost anybody could pick
up. Nevertheless, from a war-
gaming point of view, it is most
seriously flawed. The main pro-
blem is the necessity of being
successful in the arcade sections
ofthe game. They don't really do

that much harm to the game as
such (although the %raphics
could have been better) but they
are out of place in a wargame.
The argument could be taken
from the opposite point of view.
The strategic elements are out of
place in an arcade game. Unfort-
unately, the two different kinds
of gaming do not merge well
and the result is a sad mishmash
of inmn_?hruitr and plain incoh-
erency. The authenticity of the
ame suffers heavily as a result.
T you are in command of the US
forces (as the manual suggests),
you should hardly be respons-
ible for personally shooting
down enemy aircraft. Perhaps
PSS ftried to please everybody
by bringing out a commercially
appealing wargame but | expect
they pleased very few in the end.

Presentation 68%
Well printed rules, clear options
and 'serious’ approach.

Gr 71%

Good use of strategic display
and silhouettes but poor in
arcade sections.

Instructions 57%
Simple but lacking in important
details.

49%
In map mode, movement and
intelligence are well handled but
the arcade sections make a farce
of the rest of the game.

Playabllity 51%
Arcade gamers will probably
fare best.

Value for 56%
Can provide a challenging game
on high levels but for all the
Wrong reasons.

Overall51%

Bad équﬁmept froma
marketing point of view, rather
than bad programming makes
this a mundane product.
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MORE WHEEEEE, SPLAT

(GENTLY)

An update on how the CRASH/ZZAP!/AMTIX! Dr Barnardo and -
Action Group charity parachute jump is going, as the clock ticks a wav

the seconds to takeoff time for some hapless Newsfield Nutters |

Now that the votes are
beginning to come in
there is an air of panic
circulating through the
Towers. At the top of the
jump league table is our
very own lovable
(almost), affable (rarely)
and helpful (never),
Denise the Subscription
Queen. This unenviable
position is due to one
man, who shall remain
nameless though readers
of CTW may know to
whom we refer. As an
Incentive to the rest of
you the anonymous
donor has promised to
keep sending inthe lootto
keep Denise at the top of
the list, that could cost
him a lot of money.
Denise is trying to
establish exactly whatitis
that he wants to make him

the voters have placed
him firmly on the tarmac,
if not actually in the
aircraft itself, a couple of
readers offered extra loot
if Rignall would make the
jump without the aid of a
chute — he is giving the
idea some thought.

In the meantime the
software industry is
beginning to put up
goodies for the voters to
win, we will publish a list
of the prizes on offer in
future issues.

Dr. Barnardo’s, who
have a reputation as the
world's largest family, are
jubilant about being on
the receiving end of your
generosity. Since the
1870 the organisation has
been helping and caring
for children who have
either been orphaned or

parents of handlcapped
children, running day
care centres, providing
fostering and adoption
services and providing
education for a wide
range of children, helping
them overcome a wide
range of problems.
Barnardo's pointed out
that they are also heavily
reliant on the use of
electronic aids in their
projects. The more
common applications for
computers are as
communication aids,
alarm systems and
computerised wheel
chairs. Not surprisingly
some of Dr Barnardo's
children are computer
games addicts as well.
Last year Dr Barnardo's
helped over 9000
children, with your help

*.H'll._lll |'I

Earnardn s and the Action
group could benefitby
£100,000. Besides the
invaluable help that you
will be giving the two
charities you stand a
good chance of winning
one of the many prizes
being offered by the
software industry and
having the satisfaction of
knowing that you have

renege on his promise. who are disadvantaged in
Another high flyer is other ways. Nowadays
ZZAP's very own mini Barnardo's are also

hero Julian Rignall. So far involved in helping the

BWRDE e to jump out of a very high flying
Hercules (He or she may use a parachute at his or her
discretion)

| enclose a donation of £......... (minimum of £1.00)
and no coins, please. We get charged for receiving
them.

lam frequentlyknownas ..........................
andcanbereachedat ...................c00vuennen

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

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

SEND YOUR VOTES AND LOOT (NO COINS!) to:

WEEeeeee SPLAT! POBOX 10, LUDLOW,
SHROPSHIRE, SY8 1DB

L DL L LD DL LD Ll

&

STOP PRESS! Oli offers original cover painting as a prize for the voters in the Loony Leap Charity Competition!
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they could help even
more next year. If all of
our readers responded
with just one pound then

put one of the Newsfield
MNuttersin a very awkward
position — 2000 feet
above the ground.

THE COMPETITIONY BIT
Name three flight simulation games

In fifteen words or less, using your skill, judgement
and a pen complete the phrase below in the most apt
and original way . ...

| WANT LLOYD MANGRAM TO JUMP BECAUSE

.................................................

*.----II-----I--'l'
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JOIN THE
COMMUNICATIONS

REVOLUTION

® A COMMODORE
MODEM

® THREE MONTHS’

BASIC ® THREE MONTHS’
SUBSCRIPTIONTO SUBSCRIPTIONTO

COMPUNET ZZAP! 64 — POSTED
TO YOU MONTHLY

® THREE MONTHS’
MEMBERSHIP OF
COMPUNET’'S ZAP

ALL YOUB
FOR ONL
£49.99

(Plus £2.50 p&p)

CLUB

WHAT THE COMMODORE MODEM OFFERS

The Commodore Modem is a gateway to the exciting world of 1200/75 Baud Communications. Explore
famous databases like Prestel and Micronet, using software available free on Compunet. Communicate

with others nationwide at local call rates using user-to-user software — free on Compunet. Log on to
scores of private Bulletin Boards.

WHAT YOU'LL GET OUT OF COMPUNET

Your very own private electronic mail facility — FREE!!! Scores of free programs — Hi Res graphics,
music, games demos, utilities. All available for you down your telephone line.
Tips and hints, chat and gossip, scores of mini bulletin boards. Over 50 free educational programs to
help with exams.
All this and much more for you to browse through as you choose for up to six hours in each three month

period.

GET ZAPPED IN THE ZAP CLUB!

Your own special Compunet area: News, Views and Reviews, cheats and pokes, adventure help,
clubhouse, special offers . . . everything you want to keep up to date with the games scene.
Plus — your very own copy of ZZAP! 64 delivered to your home each month!

Cnly £49.99 for all this — and only £9.99 every three months to keep your ZAP Club membership

going. ..
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'\AMega-special ZZAP! Offer —
Exclusive to Our Readers!!

Make all cheques/POs payable to the ZAP
CLUB and send them to:
ZAP CLUB MODEM OFFER,
7-11 Minerva Road,
LONDON NW10 6HJ

Andover 3444
Birmingham 6435201
Bristol 8
Edinburgh 3433475
Glasgow 3320173
Leeds 454636

Compunet Access Points

London 1637-1422
London 2 482-1000

Luton 452989

Newcastle 615537
Shepshed/Leicester 508961
Warrington 827575

If such ‘'names’ as LLAMA, GM3, ARCS6,
RS4, GR3 and MACHB1 are familiar to you
then chances are you're a reqular user of
the Compunet Chatline facility. If they
mean nothing whatsoever then don't
worry as things will certainly become
clear over the next few issues. Each
month we will be running a feature on just
one of the many interesting aspects of
Compunet, such as the art and music ob-
tainable free of charge via your modem.
The quality of the art available is illus-
trated perfectly by Bob Stevenson’s (RS4)
picture of Rambo, shown here on this
page. You ought to see his Hedrix and
animated Max Headroom then! In fact
next month you will, as for ocur first main
feature we shall be taking a look at the
graphins side of things: Renowned
: lt:mpunet artists and their work if you
ike.

Not only does Compunet have plenty to
offer, it's also ridiculously easy to use.
Logging on for example is simplicity in
itself, assuming you don't have a bad

hone line that is! You merely enter your
D followed by your password and you're
i

Each user has a personal electronic
mailbox (MBX) for sending and receiving

rivate messages to and from other users.

or more social banter one can make use
of the Chatline facility. This allows a large
group of users to ‘converse’ freely and
even lends itself to an etiquette of its
own! The Chatline is great fun and quite
unlike any other method of communic-
ating — it's not at all like talking direct
over the phone or face'to face. It really is
something else.
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From ZZAP! 64, CRASH and
GREMLIN GRAPHICS

Normally £19.95, ZZAP! readers can buy this
marvellous tracksuit for

ONLY £16.95

[Inel VAT, PRP®)

The Monty on the Run tracksuit is made from high
quality materials normally found in tracksuits far
more expensive and comes in pale grey with the

Gremlin logo onthe back and the l and CRASH

logos on the front in tasteful tandem!
Don't miss out on this amazing offer, send off the
coupon today to the address below.

- ‘;_._F R - ST

ZZAP!
TRACKSUIT

Please send me Super ZZAPI/CRASH/
GREMLIN tracksuit(s)

Tick sizes sizes: SO MO LO)

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

........ s OO - <
| enclose a cheque/ al order payable to
Newsfield Ltd for £16.95.

* UK prices only, Europe and Overseas, please add
£2 per item ordered. e

ZZAP! TRACKSUIT OFFER, PO BOX 10, LUDLOW, SHROPSHIRE
SY8 108 -'
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SUBSCRIBE TO

FOR A YEAR'S

WORTH

OF GAMES INFO
AND FUN

As a subscriber to ZZAP!, you qualify for large future discounts
on selected games, AND by using your subscriber code number,
you also qualify for the regular, standing discount on software
purchased through ZZAP MAIL ORDER!!

B zzari 64 suBscriPTION

l Yes, | want to subscribe to ZZAP! 64 for one year l

MName
I Address

. Postcode

l | enclose a cheque/postal order for £14.50 I
made payable to NEWSFIELD LTD.

I ZZAP! SUBSCRIPTIONS, 1-2 King Street, I
Ludlow, Shropshire SY8 1AQ




Top Quality 53" Bulk Packed Disks

Supplied in 10’s with a FREE Plastic Library Case, Labels etc.

Single Sided Double Sided
(40/80 Track) (40/80 Track)

10 — 52" Disks
(With a FREE Plastic
LibraryCase) ... ... .. £13¢95 £11¢95

50 — 52" Disks

o0 " £59.95 £79.95

* LIFETIME WARRANTY %
* FREE FAST DELIVERY *

All prices are inclusive of VA.T.
Delivery ... FREE throughout the U.K.

3" & 33" Disks also available

Bulk Orders, Trade Enquiries & Educational Enquiries Welcome

Please Send Cheques/Postal Orders to:-

—
= =

2 Disks LIMITED (Dept ZZ)

11 Oundile Drive, Nottingham, NG8 1BN
Telephone (0602) 782310



LZAP! READE

1. (7) SUMMER GAMES Il (17%

US GOLD, £9.95 cass
ZZAP! rating 97%

2. (3) WAY OF THE EXPLODING FIST (13%)
MELBOURNE HOUSE, £9.95 cass
ZZAP! rating 93%

3. (2) ELITE (8%)

FIREBIRD, £14.95 cass, £17.95 disk
ZZAP! rating 92%

4. (4) DROPZONE (7%)
UK GOLD, £9.95 cass
ZZAP! rating 95%

5. (9) FRANKIE GOES TO HOLLYWOOD (5%)
OCEAN, £9.95 cass
ZZAP! rating 97%

6. (5)PITSTOP ll (6%)
US GOLD, £9.95 cass
ZZAP! rating 91%

7. (7) HYPERSPORTS (3%

IMAGINE, £9.95 cass
ZZAP! rating 91%

8. (25) SKYFOX (3%)
ARIOLASOFT, £9.95 cass
ZZAP! rating 91%

9. (-) PARADROID (3%)

HEWS0ON CONSULTANTS, £7.95 cass
LLAP! rating 97%

10. (6) BEACH HEAD Il (2%)

US GOLD, £9.95 cass re
ZZAP! rating 90% i

RS TOP 30 Forl

11. (75) THING ON A SPRING

GREMLIN GRAPHICS, £9.95 cass
LZZAP! rating 93%

12. (27) FINDERS KEEPERS

MASTERTRONIC, £1.99 cass
ZZAP! rating 90%

13. (30) NODES OF YESOD

ODIN, £9.95 cass
ZZAP! rating 95%

1]
)
L
5
4

15.(27) KIK START . | '
MASTERTRONIC, £1.99 cass s T N
LZAP! rating 90%

14. (-) RESCUE ON FRACTALUS

ACTIVISION £9.99 cass
ZZAP! rating 91%

16. (77) ENTOMBED

ULTIMATE, £9.95 cass -
ZZAP! rating 93%

17. (22) BARRY MCGUIGAN'S BOXING

ACTIVISION, £9.99 cass
ZZAP! rating 91%

18. (73) IMPOSSIBLE MISSION

US GOLD, £9.95 cass
ZZAP! rating 92%

19. (76) INTERNATIONAL BASKETBALL

COMMODORE, £5.99 cass .
ZZAP! rating 93%

20. (__) FRANK BRUNO'S BOXING

ELITE, £9.95 cass
ZZAP! rating 69%

YOU COULD WIN SOFTWARE BY VOTING FOR THE ZZAP!

ok READERS TOP 30 CHART! gir

Every month we give away an amazing £40 worth of software to the first person whose ZZAP! READERS TOP 30 VOTING FORM is pulled

from the bag. The winner also receives a super ZZAP! 64 T-shirt. Four runners up geta T
the form below, remembering to put your name and address down, list your five favour
be released games that you have played), state which software vou would like (to a tot

(S,M.L), Then send your form in to the address shown

(Please write in block capitals)

.....................................................

POSCODE .. ..oovvvieas
If | win the £40 worth of software, the games | would like are:

Game (and software house)

My T-shirt size is S/M/L

124 ZZAP! 64 December 1985

ZZAP! 64 TOP 30 VOTING COUPON

-shirt and a ZZAP! Cap. So all you have to do is fill out
e gamesin I.'jl.'!.‘:iCI'ﬂr‘ll_jlrIU order (remember they must
al value of £40) should you win, and yvour T-shirt size

—

| am voting for the following five games:
e

ZZAP! TOP 30, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB
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21. (70) INTERNATIONAL SOCCER

COMMODORE, £14.95 ROM

VARG

ZZAP! rating 90%

22.(72) FOURTH PROTOCOL

HUTCHINSON, £12.95 cass
LZLAP! rating 95%

23. (28) SHADOWFIRE

BEYOND, £9.95 cass
ZZAP! rating 91%

24. (_) SPY Vs SPY li

BEYOND, £9.95 cass
ZZAP! rating 92%

25, (25) CLUMSY COLIN

MASTERTRONIC, £1.99 cass
ZZAP! rating B6%

26. (24) SPY Vs SPY

BEYOND, £9.95 cass
ZZAP! rating 88%

27.(77) BOUNTY BOB

US GOLD, £9.95 cass
LZAP! rating 92%

28. (_) KARATEKA -

ARIOLASOFT, £9.95 cass
ZZAP! rating 80%

29. (19) GRIBBLY'S DAY OUT

HEWSON CONSULTANTS, £7.95 cass

ZZAP! rating 90%

30. (_) HACKER

ACTIVISION, £9.99 cass Al
ZZAP! rating 87% E

Chart Voting Draw Winners

LIVING ON A KNIFE
EDGE

CRL had 50 copies of their
exciting new action game Blade
Runner uE for grabs to the
people who could spot the
differences between two
pictures. Unusually, the pictures
were full half tone rather than
the more normal line drawing.

The 50 winners are:
J Basannnavar, Su . KT12 2RH; Simon
Ball, Wares, DY 10 3YLU: Jamie Bannett,
London, SE3 1TEW; Wayne Byrom,
Manchester, M13 8AN; Simon s
Bishops Stortford, Herts; Robin Davies,
Cormwall, TR16 4AN; Sanjay Deswani,
London, SW1850T; Asron -Elid:lm-un.
Cumbria, LA12 05L; Andrew Dudley,
Hants, 501 2PG; Neil Elliott, Liverpool, L13
BHRU: K Elliott, Kent, BR2 9P5: David
Fairweather, Lancs, BB3 3AT;

R  GU25 4EW; Graeme
Clark, Lancs, OL15 0BT; Jonathan Hailey,
Herts, 5G12 0XX; P Hall, Hull, HU4 8TT: N
Hall, Herts, 5G12 8LF; Maxwuell Hodgetts,
Birmingham, B31 50P: Jeremy Hﬁg,
Kidderminster, Worcs; G Kangis, Woki

Surrey: Jason Kennady, L3z R
t, Morwich, Huﬂnkm
Mahay, Birmingham, B24 98D,

Christopher Mcalear, 373 30Y:
Shaun Mocabe, Carliska, 4HZ: M
Meclelland, West Mids, B93 90L0; D
Maorrison, London, N1; E Nicholson, Herts,
HP1 20G; Occupier, Dublin 18, lreland;
Gordon Ogle, Cardiff, CF1 BLF; Stuart
Oliver, West Mids, DY3 3LF; Paul Dliver,
Glasgow, GB4 3JE; 5 Pashby, Hull, HUS
2.8 J Patel , London, NW10: lan
Pinto , Surrey, SM3 80R; Allan Potter,
Suffolk, P13 90DL; Simon Fisher, Scotland,
TD8 BND; James Smith, Milton Keynas,
MKB BEL); Stephen Edwards, Essex, 557
5.JR; Shane Stokes, Dublin, Ireland; Terry
Orman, Southampton, SO2 9LA; J Tipper,
Stourbridge, West Mids; J Tunstall,
Cleveland, TS26 0JW;: Steven Turmbull,
Essex, 5517 8EH; M Tumaer, Kent, DA1S
8PH; W Robinson, Surrey, KT23 3J0Q; Glenn
Warner, Middlesax, ENI 5XX: M Widdows,
Lancs, PRG8UB; J'I'Iizﬂﬂl,l'hntl-.ﬁﬁ: Ray
¥ oung, Lanarishira, 12;

GOLD MEDALS
ALL ROUND

From US Gold we were offering
25 lucky winners a copy of this
fabulous new sports action
game compendium, and they

Wersg:

Edward Coxon, Cambs, PE18 B50; Marcos
DI'F:JJ Ca ,CB1ELT: Julian Davies,
Dyfed, SA31 1EH; Timothy Dennis,
Hereford, HR3 5PU; Anil Desal, London,
NW10; E Duignan, London, W4 2PX; David
Edwards, West Mids, B74 3HS; Kevin
Green, London, N194LL; J Hall, Hants, SP9
TBG; Kock Hung LI, Cheshire, SKB 4AP;
Andrew Lessiter, N Walas, LL18 4ET;
Damian Martin, Dublin 16, Ireland; Colin
May, Suffolk, IP12 3NA; Harry Mckay, N
Ireland, BT30 TUP; Stephen Mills, London,
SW192DU; Gordon Ogle, 5 Glam, CF1BLF;
Nicknest Panny, Berks, SL3 0PB; Alun Piloa,
West Glam, SA13 6EG; Nicholas Spcars,
Herts, WDE 400U Paul Tabarmer,
Manchester, M23 7FH; Jon Tipper, West
Mids, DYE 1aAL; M Tumer, Kent, DA15BPH;
Glenn Warner, Middlesex, EN3 5XX; John
Wastmacott, Worcester, WRS T0R: C Yau,
Kent, MEE BPA;

WIN DESIGNER
SPORTSWEAR

With the launch of Monty on the
Run, Gremlin Graphics wanted
everyone to get fit and try
winning a marvellous grey
tracksuit with the Gremlin logo
and complete with those of |
ZZAP| and CRASH on the front.
Worth £19.95, the 20

exceptionally lucky winners are:
Paul Bates, Catford, London SEG 4L5;
Jonathan Biddie, Suffolk, IP18 4EE:
Michael Brown, Worcs, DY 10 4DL; Gary
Carr, Morray, IV30 ZTA; Paul Cater, Essex,
M3 BBL; Peter Chung, London, N7 9RA;
Grasme Clark, Lancs, OL15 08T; David
Edwards, West Mids, B74 3HS; B
Fitzsimons, Liverpool, L11 TAT; Jason

Laidler, Hants, POTSOLT: Domis

Lawrence, London, E18 THY; D Lynch,
Kent, BRE TRL: Paul Macro, Norfollk, NRE
7NN; Simon Micklewright, Gwent, NP4

Winner (£40 worth of software plus T-shirt): Mark Fitzgerald,
Hattersea, London

Runners up (ZZAP! T-shirt and cap): Andrew Masson, East Lothian
Scotland: Jordan McClements, Co Down, N Ireland: John Rowell, MNorthumberiand, NE23; M Watson,
Washington, Tyne and Wear; Neil Brophy, Weybrnidge, Surrey Norwich, NR14 8AW;
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BBA; Bue Osborne, Kent, TN2905F; Gary 0
Bullivan, Middx, HA4 6AA: Ewan St Clair,
Fife. KY 12 BOW. lan Stephens,




TOYMAKER'S
PARTY

Argus Press Software were
offering six Rupert Annuals,
Fius six genuine Rupert scarves
as wholeheartedly endorsed by
Gary Penn) and copies of the
second Rupert game to six top
winners in this competition to
design a companion for the little
bear. 29 other runners-up
receive a copy of the game.
The Winners:
Mark Ashworth, W Sussex, GU29 OLA; Lee
Barklam, . WV'16 6BH; Paul Burns,

I.L4 : N Cadd, Okdham, Lancs;
Ghyn Caley, ®ent, DA3 3BS; D Canstable,
Bedford,

1PE;

Runners-u
'H'Hﬁ.l.m'[:hwnﬂ Cormwall, PL14 BEH:
Michaal Danial, Ohdford, 0OX3 TNL: Mark
Easton, 5 Yorks, DNS 85F; Paul land,
Liverpool, L22 6RB: David Feirwasther,
Lancs, BB3 3AF: Jonathan Gilbert, South
Humbarside, DN20 940 ; Michael Griffiths,
Kent, MET 3LH: Robert Gunns, Sulfolk,
NR33 000; Jason Halliwell, Lancs, BL2
Z0N; James Hawnt, Chwyd, LL12 BUS;
Malcolm Hutchinson, W Yorks, WF3 1LL;
Samantha Lawrence, London, E18 THY;
James Le Fevre, Su L GLUS 0P
Matthew L Hamnts, GRH; Steven
Medcrafi. ET::L S58 BBP; Steven Miller,
Lancs, OLG 8BX; Laa Neary, West Lothian,
EH48 6LH; Rebecca Payne, Kent, BR2 7JU;
Avi Pinhas, London, NW4 4TD; Barry
Pringle, Perivate, Middiesax; Nigel Proctor,
W Sussex, PO19 2AR; Simon Ratcliffe,

. DE4 4ER; Sid Reeves, Birmingham,

B27 8JG; Stephen Smith, Middx, SB0:;
Simon Waores, WR14 2ML: Androw
Thome RG134TE: Paul Tudor, West

Mids, BE8 0EF: Sharon Wade,
Eﬂrhurnuqh. Y011 1PS; Carlo Wiggins,
Dorset, BH19 1P,

s
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How to enter your challenge

1. State games and scores clearly on the form provided (or a close
copy). You can give fewer than four games if you wish.

2, State level achieved at the ond of sach game, sither the wave
number (if possible), rating or some indication of how far you went
into the game along with the time taken to complete the game.

3. In the space provided write further details about the gama which
might help to confirm your score. If it's an arcade adventurs then

write the percentage and if it has a time limit or bonus then stats
:-mwiunu was left and what bonus was awarded. Other detsils
nciude things like the game crashing because of the high-score
achievad or whether the game resets at s certain point, Any other
rilevant details will be useiul,

6. Post your entry to: Zzap Challenge, Zrap| 84, PO Box 10, Ludiow,
Shropshire, SY8 108

Yes, I'm ready to challenge the Zzap champion on the following games.

T e
T N S ehE

T T S LT Al e

Gama.....

sarmsnesnssnanens SOOMB. .. irosinvessesensses LEVE] reached.................... Time taKeN. ..o,

FERGFE R A FAAETETT RN RN T R AR RS R R Fl

NSRRI [ C T | R

DRI I ol v i nin s RS e it

NS NN, " WSRO

weeneses TimM@ taken......

eaa bi TP TR TR PR PR

Did you exploit smy chests, bugs or special technigues (inc. suto rapid fire) to obtain any of these scores? [Yes/no| .. (W "Yes', give full datails on a

separale piece of paper,)

| promise these scores are genuine. Signed.........cccu......
L PR LT BLO SO R .-

Telephone number (if poss)........c.ccoveernnne
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The AlR COMBAT BMULATOR, pocked with
aucifing feciures, is by tor he fastes!, most
realishc ight smulaior avoilabie, For he
firstfirme on o home computern, keel whatitis
peally ke o By ahigh perdormance milfary
jof and engope farks, missiles, ships,
halicopter gurvehips and two fypes of
ing intedigent enemy aircraft

Featuring over 300 spefe imoges, ACE
has the smocfhest, most delalled cockpit
view of hills, frees ond ather ground oblac
ever ochiewed thanks fo specialy
flealet B aliowing sersational igh speed
solld 30 grophics

In combar, your head wil soin o5 you
stuggle wih fhe help of the odvanced
ovionics whichinclude o mor-view comen
and radk, fo siay dive long enough o do
some domogs 1o the enermy.

The unigues hwo 580t fiying opfion {plof,
FvIgaION waapors man| and Syncho
Soeech'® which pamses viidl oot
condition informiation io the figh! crew
without freezing e acion combined with
dynamic toctical map, foke offs and
fying ond & remcrably reclistic in-ight
refusiing option makes ACE the ulfimate
AR COMBAT EMULATOR.

ACE SCENARIO

A vost invasion fleet has londed on your
southem shores and dischonged sooms of
fonks supporad by hellcopier gun-ships
and protecied by mobiis suace o aif
rrissikes. Squackons of enemy fightsrs give

ACE - EXPERIENCE IT NOW!

- AIR - COMBAT - EMULATOR -

- BY CASCADE GAMES -

Yow ane fe iast fighler pilot with only fhree
ACE Mark 21 mutli role All Weather Al
Termoin LIS combat arceoft Based of
anollied aitbass, your task o attock and
destoy $e rumencally supencr enamy
lond ond air forces and drive them fom
your shores. The findl sfoge of e conflict,
hoving already deshoyed fha enemy lond
forces ond shot down ek ai force, istosink
fhe enamy fieet o it evacuctes it defedted
Ty,

ACE — EXPERIENCE IT NOW
Evany computer gome fon wil love ACE -

just look of these feciunes:-

» 100% optimized moching code usas oll

ovkcle mamony .

¢ Feciuring Cynamic Geaphic Techniques
ezt @)

o The smoathest, fostest ond most detalled
cockpit view of ony flight simulafion

® Views of hills, frees, tonks and ofher
ground obyects, Aeral combat, ground
affock and noval attack.

® Twoseatopfion - fiyand T,
fight with he cid of a T
friend. it

£10.95

INC. WATCH

o INGS! AND POSTAGE

-1l

T

i L
-

» (Er @ opescfion [All Weather Al Tenain), 8

* Nate due o mamaory limitations ACE an
e Cléand VIC20 [+ 8K Ramj doncthave
ary ground obpeck.

Order ACE today and
recelve this fontastic

20 KEY MULTIFUNCTION
CALCULATOR WATCH

ABSOLUTELY FREE!!!

PRICE £10.95 (CBM 16 and

VIC 20£9.95) ,
Postoge FREE in UK. Add £1 for overseas orders \
Allow 28 days for delivery. s
- lenclose cheque/postal order for [&.............
., Yo Caoscode Games Lid.
= O through any Post Office by Transcash (Giro No. 655 6655
Foreven faster ordenng whan charging o Access, Borclayoord and

Tnustoord Viso use our 24 brsanvice (Tel, 0423 504483)
E

!
!
!
!
l : K RAM
!
i
!
|

: Cgfﬂ CCx16 [T CEVIC 20 (with 8

] CePLUS4 1 Cx128 expansion)

[JAMSTRAD 464 [ ] AMSTRAD 664 ] SPECTRU
ABK

Plense ik Do
RlARE

ADDDESS

POSTCODE

COUNTRY
Flaasa complate ond send 1o
Cascade Games Lid.

-3 Honwro Cresoend
Homopaie HE 586G, Englond
led (0423) SOaadd

Regisarnc No. 1735054
_— . . —



ancy being a sole com-
F mando armed with only a
machine gun and a few
grenades with the task of captur-
ing eight enemy outposts
against massive opposition?
ell, with the latest release from
Alligata you now can. Who
Dares Wins [l puts you in that
exact situation where, with
adrenalin flowing, you are put in
a position where kill or be killed
is the only option.

The action takes place on a
vertically scrolling, detailed
landscape and you ﬂave to fight
every inch of the way to capture
the eight enemy outposts. When
you start the dga me you are really

ut in at the deep end. Shattered

uildings lie each side of you
and the only choice is to go for-
ward across the bare and blast-
ed landscape.

This garne is like nothing
I've ever seen in
arcades or anywhere else,
for that matter. It's great! |
must admit, I'm pleased to
see such a game available
for the 64. And to see one
so playable and well
programmed is marvellous
as well, It's important to
note however, that this
fg:_ma does suffer from a
aesthetic problems, if
. nothing else. fm}.t mﬂy
reed pective is rea
fwnam can get away
with this kind of thing on
arcade games because of
their massive screens,
whereas here, | cringed at
some of the effects on
screen, Also, some of the
bullets seem to chan
course slightly, from time
> to time. When you think

vou're dead on it can
come as something as a
shock to find your enemy

stilf comin r you., just
after shnﬂt.r‘fg at ;?m ﬁif a
dozen times. Moans and
g‘man' s aside, Who Dares
ins Il is not half bad {as
we Northerners are
supposed to say). Get yer
on this one and
should find y
wrapped up in an addictive
game.

As you can expect the land-
scape is absolutely infested with
the enemy — these blue and
brown uniformed soldiers
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WHO DARES WINS II

Alligata, £7.95 cass, joystick only

SCORE 006150 wEN o

emerge from the side, jumping
off buildings or come running
from behind trees and instantly
start attacking you. Luckily their
country isn't too hot on the
technological scene and they're
only armed with single shot
rifles. Your brilliant sub machine
gun is capable of pounding out
around three rounds a second
making life a little easier. Even
s0, the sheer number of the
enemy is sometimes over-
whelming.

Across the landscape are scat-
tered many hazards and traps.
Ouicksand awaits an unwary
commando who hasn't got his
eyes peeled and pools of water
with crumbling banks claim any-
one who strays too near their
edge.

Other hazards include soldiers
with deadly accurate mortars,
although they can be disposed
of by lobbing one of your limited
grenades at them. You start the
game with six grenades and
more are parachuted in to help

iy‘ﬂu on your way. When they
and simply run over the box and

another three grenades are
added to your total.
Occasionally you come across
enemy vehicles, either manually
driven or robot controlled.
These always move across the
screen, although the robot con-
trolled tanks move left and right
in an attempt to gain a line with
yvou so they can fire one of their
missiles accurately. There are
also railway lines which have to
be crossed. These are pretty
hazardous since little railway
carriages trundle along the lines
every so often, All these vehicles
can be disposed of with a well-
aimed grenade and give a nice
points bonus if successfully des-

trﬂ1yed.

he real danger comes from
the skies where two types of
planes, one which flies across
the screen and one which flies
down the screen, threaten your
existence. The one which flies

d
]
&
&
E

®:2

across the screen drops very
accurate bombs (plenty of run-
ning needed here?but the ones
that fly down the screen are by
far the most deadly. These strafe
as they bear down on you at
hi?h speed giving you only a
split second to react.

Occasionally you come across
one of your allies. The only
trouble is that he's in rather dire
straights since he's tied to a post
and about to get shot by a
soldier. Shooting his would-be
executioner gains a points
bonus for saving your fellow
soldier.

As you approach the outpost
there are rivers with tiny bridges
which are the only way across.
You have to shoot the soldiers
on the far side if you are to get
across safely since a single accu-
rate shot from them as you cross
spells certain doom. Sometimes
soldiers in boats patrol these
waters although they don't pose




SCORE U T
HEW % |
MY Gofixe

This is a highly original
arcade style shoot gm up
in some respects
looks simifar to the first
screen of an old arcade
Classic Frontline. Blasting
enemy is the name of the
-Fw it'’s all fnar in
| ory style —
are incredible — tons af

rins, railway lines and
| awnfran
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Jokily credited as
rammed by Tommy
Atkins, Alligata has come
up with a real classic.
Despite the shady ethics
and gory scenario the
game is just so much fun to

play. rops,
though having a siightly
B vary Blah ot Tostees
a n
ith the sokdlier sbieto
én?‘;? in and out of ﬂ;ﬁ
uildings convincingly.
Though having an Eigfﬁa.'
resemblance to Frontline
you soon realise there's a
lot more in it, the g:mu
design obvious ving
had a cons amount
of time spent on it. Al in all
the best eofit’stypeto
date _lrhui_ anyone else who's
thinking of attempting
anything simifar will have
to go a long way too beat it.

any threat to your soldier.

When the outpost is finally
reached many soldiers pour
from it and a pitched battle with
yvou in the middle ensues. It's
then up to your skill and reflexes
to survive. If you manage to
capture the outpost then you
automatically go forward to
tackie the next, and far more
treacherous mission.

On later levels, soldiers in pot-
holes and a far more hazardous
landscape try to lessen your
already slim chances of survival.

You start the game with three
lives although extra ones can be
earned at regular pointintervals.

Presentation 84%
Nice demo mode and title

tune.

Gran:hl:: 91%
Excellent and varied
backdrops with heaps of
sprites,

Sound 82%
Great title tune and spot FX.

Hookabllity 93%

Desire to capture the next
post is huge . , .

Lastability 90%
And it's not easy by any
medans

Value For Money
92%

Well cheap for awell crucial
game.

Overall 90%

Une of the best arcade
shoot em downs yet.
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M’LORDS, LADIES, & GENTLEMEN... FRESH FROM AMERIGA
U.5. GOLD PROUDLY PRESENTS... THE UNDISPUTED CHAMPION...

From time to time a software title is released, so innovative that it breaks new ground in
%raphical and technical achievement — Fight Night, the first animated simulation on the
64 is more than a game, more than a simulation — it is a revelation|

“It has class, it has siyle — forget the rest, Fight Night is quite simply the absolute best.”
— Tony Takoushi Computer & Video Games/Computer Trade Weekly.

“It's like waiching and playing a cartoon computer version of Rocky. Fight Night has
pushed the graphical capabilities of the Cé4 to its utmost limits” — Zzap 64 November.

Available for
Commodore 64

Cassette £9.95
pisk £14.95
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Available on the 48K Spectrum,
Amstrad and Commodore 64
from Electric Dreams Software
31 Carlton Crescent, Southampton
Tel: (0703) 225282
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COI.OSSUS IV CHESS

CDS, £9.95 cass, £14.95 disk, joystick or keys

uite a few issues ago
{(number three to be
exact) we ran a feature

called The Great ZZAP! Chess
Playoff where both Colossus
Chess 2.0 and Mychess I/ battled
together. Colossus hammered
Mychess on the advanced level

ames whilst on the low levels
the opposite happened.

The latest version of this
mighty chess program 'thinks’ a
lot faster than 2.0 and also has
the added attraction of allowing
play in very realistic and effec-
tive 3D, rather than the standard
flat ‘Sunday Times Chess puzzle’
format.

Colossus comes with a large
and informative manual which
explains the general workings of
the program along with all the
options.

When you start a normal

ame, the first action is to set the

evel and decide whether you or
the computer is going to take
white. Moving a piece is done by
using the cursor keys, joystick
control or through keyboard
entry. When cursor keys or joy-
stick are used, simply move the
board cursor onto the piece that
you want to move, press fire
then move the piece to its int-

ended position and press fire
again. With the keyboard, you
can use the traditional algebraic
notation (eg b4-b6). All moves
are recorded for the taking of
notes.
Colossus IV recognises all the
usual rules of chess and also has
a built in clock allowing you to
$Iay a tournament style game.
ou can set the clock so each
player has a time limit for every
move. There is a useful option
which forces the computer to
match the time taken for vour
MOVes.

The program also has a
wealth of options allowing you
to practise or set up games. You
can ‘back-step’ during a game if
you make a mistake and wish to
make that move again. The pro-
gram has a self-play mode, so
you can have a game against
yourself without computer
interference.

| find it very difficult to get
enthusiastic over a chess pro-
gram, but this is a real excep-
tion. What with the incredibly
effective 3D board and its wealth
of options, Colossus IV is THE
best chess implementation yet
to hit the 64, and indeed possibly
any home micro. The ‘easy’
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st

levels offer a pretty good chal-
lenge, while harder levels re-
quire a grand master touch to
get anywhere. If you want a
chess program then look no fur-
ther than this one.

(C) 1985
.Bryvant
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NEW SUPER SILVER FOR COMMODORE
05 CHIMERA 316 CHICKIN CHASE
m‘g WI LL.DW MTTEH N 3'1: B M |CHmDSM Pheass stale name of game, code number and quantity required. Enclose crossed

chaqua/PO made payable fo FIREBIRD SOFTWARE. All oflers are subpect io @il -
12 THUNDERBIRDS ability Orders are despatched promptly. All prices inchusive of VAT and postage.
MAIL ORDER: “FREEPOST FIREBIRD,
WELLINGTON HOUSE.
LIPPER ST. MARTIN'G LANE,
LONDON WC2H SBR,




Update:

Location: Dyson Sphere solar system:
Co-ordinates unknown. Subjects: Crash
survivors from Starliner ‘Arcadia’.
Objective: Return crash survivors to Earth,

Method: Find and activate alternate space
vessel. Result: Invalid method: No vessel
available.

Next: Cross fingers: Get lucky. . .

AS CROSS,JIN AN MENPRELL RETURNED
AFTER THEIR UNSUCCESSFUL SEARCH
FOR. A SHIP, THE "LUCK' PROGRAM
LOOKED TD BE BADLY BUGGED ..

SOMECNE OR
SOMETHING
HAS BEEN HERE -

BUT ONLY N

THE NHTIVE

N VILLAGERS ARE \3

YOL ARE
DOING ENOLGH,
DO NOT REGRET. |

DO NOT REGRET PYING,

ONE THING — |WOULP ONCE
DEARLY LOVED TOHAVE ll geroRE 1,

SEEN THIS STARSHIP <
THAT YOU SEEK ... 1

134 ZZAP!64 December 1985

WTE

I IONLY ONE VILLRGER, |
YT WAS STILL ALIVE —
i JUST.w

=RMINAL MAN

D | T'S GONE BRD, Y

B CROSS, THERE'S M
SOMETHING ‘5
WRONG ,,,

I VILGARRE'S HORDES
CAME —KILLED US /4y
TOOK YOUR PEOPLE —

IT=1T 1S GONE;
BUT HOWuT
You ARE A

UGH — PAIN TERRIBLE 8

B-BUT HAP TO HOLE
CN — TELL YOl

YOUR PHIN |S OVER,
OLD FRIENDP —|CAN
B THKE |T FROM You,

d NGO — |
il CAN CNLY SToP YouR
SR | Sy
. FDNEFig WERE i
M STRONGER BUT

COME — THE OLD MAN'S
DATA WARS VALURBLE ,
WE MUST MOVE
QUICKLY To FOLLOW
THE TRAIL —

SWITCH IN THE
COMPRSSION CIRCUITS
COMPUTER. MAN ./
& THE GIRL'S UPSET ;v




| TOOK HIS PARIN
FROM HIM BUT IT
HAD TO GO

SOMEWHERE — IT
WENT INTD ME;

SHE CAUSES HER OWN SUFFERING,
IT WHS NOT NECESSARY ToO

HELP THE OLDP MAMN. SHE WHRSTEDP
HER PSI-POWERS ON HIM,
IF 1T PISTURBS HER
EMOTIONS ;i

OH SHUT UP
BoTH OF ou/ BUT HOW PO
THE GIRL 1S WE KNOW
NOT UPSET .~ SHE 1S WHERE w7

MERELY IN PRIN/

S N THE HUMAN CROSS HAP TIED IN THE CRASH -
dher Lyl | THIS ONE WHS A BIZARRE MIXTURE OF
i3 . Hmnnhé,tﬂmpuﬁﬂ AND VIRUS. HE HAD

-

QUHLW EIIHHEE FOWERS

r EHM : T
o o
— THRAT WHY' | CAN
ﬁf&%ﬁ% 'SEE THE TRRIL OF SIMPLY FOLLOW
: HERT LEFT 8% THE THAT HEHT -
ﬂqlﬁtwﬁ PHR'T‘I",H.! EHENH TU-RE I

THE TRAIL LEDP TO THE CITY
OF KEBWOB —CEMNTRE OF
FOWER FOR THE VICIOUS
PESPOT VILGARRE

we 'LL TELL YOu ,
_ \ WHAT IT'S DONE |
g i ! SO FRAR: 1T'S
\ . . _ FRAILED TOFIND US W THE CITY GUARPS
4 H BOAT OUT OF N MAY BE PUMB , BUT
HERE —1T'5 WIPED M THERE ARE LOTS OF
OUT A VILLAGE — 4" I 'EM ,WE CAN'T FIG-HT

IT'S LOST THE OUR WAY IN — WE,
REST OF THE GO IN MY WA
PRSSENGERS ~ AND \ f

. | TS GE:T US THREE
[_ L gt i i
g L Bl POINTED THINGS
34 ANP NEARLY EATEM
BY SOME RABID

WALLS ARE
TOO HIGH TO SCHLE -
- GUARTY POSTS WELL-MANNED,
- ANIGHT Frl'l‘ﬁt&{ l‘%‘g-le F!

— R ——

_ &Y 'acT' 1S A0 T , T, cﬁnasmTHF_ B
' YOUR ONLY ’ o SIMPLEST ANSWERS |
CHANCE OF SURVJIVAL, - ._ ARE NOT ALWAYS |

MANDPRELL— SO FAR. IT HAS w ' ' N THE BESTw |

.
—

STORY BY KELVIN GOSNELL<® DRAWN BY OLIVER FREY«c
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JUST KEEP 'EM ]
TALKING , CONFUSE THER
LEADER — Yol'LL FIND 4
\T ERSY%w-

NO;ND. HE |S JUST SIMPLE
IN THE HERAD —WANTS TO
PLAY GAMES ALL DAY LoNG.,
HUMOUR HIM — HE'S NOT

¥ WHICH ONE'S
Yl GOT THE COIN
b UNDPER

THAT ONE 9
SAW Yo PUT
IT THERE /f

THIS REALLY 1S QUITE
AN INTERESTING
VILG si# 5

136 ZZAP! 64 December 1985

ENTRY TO THE CITY |
FORBIPPEN WITHOUT
PAPER S/

THAT'S A
BIT
CLEVER, —

MONEY// You DARE OFFER
ME MONEY'. ONLY THE.
FINEST BELT WiLL Do —
| HAVE THE FINEST
LOLLECTION OF BELTS IN
THE LANC NG oLl
OFFER ME MONEY

" INPULGE

[HE POOR
SOUL- ,

EENERBL i

WE COME

S SEEKING A

HEALING MAMN
FOR OUR, .
FRIEND
THERE 1 WHAT'S WRDONG
WITH Him —=151T
CRATCHING ;i T

"L
BET THIS
TRINKET
AGRINST THAT
BELT OF ¥hURS
THAT | CAN—

WE HOPE TO GET HI
ECCENTRICITIES
CURED SODN ;

VERY WELL —
ENJOYING THE
SPECTHACLE. ,
CONTINUE




YAK'S PROGRESS FOR THE CBM 64
‘Let there be sprites ... a collection of eight of Jeff Minter s hairy classics

for the '64;

*ATTACK OF THE MUTANT CAMELS *MATRIX LASER ZONE *HOVER BOVVER
*REVENGE OF THE MUTANT CAMELS *SHEEP IN SPACE *METAGALACTIC LLAMAS
BATTLE AT THE EDGE OF TIME ~ANCIPITAL

IN PRESENTATION BOX WITH J.M.’s HISTORICAL NOTES| — ON DISK £11.95 ON 2 TAPES £9.45

COLOURSPACE FOR THE BBC ‘B’

A great version of this unique software, for BBC owners.
COLOURSPACE and its predecessor PSYCHEDELIA have been
described as INTERACTIVE FIREWORKS, the player readily producing
fantastic lightshows, a wonderful accompaniment to favourite music.
We've caught the rainbow... ON TAPE £7.95

GAMES AVAILABLE FROM ALL GOOD COMPUTER RETAILERS OR FROM LLAMASOFT LTD. 48 MOUNT PLEASANT. TADLEY,
HANTS TEL: (07356 4478) S.A.E. FOR CATALOGUE & NEWSLETTER ‘'THE NATURE OF THE BEAST'




BY THE
GREAT RELIC /!
HE'S WON

AGRIN,

SHE
TOLE 4OU NOT
TOTRY IT/

| BELIEVE YOU mAav
BE RIGHT, MANPRELL —
HUMAN NATLIRE MAY BE
OF GREAT VALUE IN

FINPING OUR

SO WHY DonN'T
You TrY SOME,
EHF

138 ZZAP! 64 December 1985

‘I’HHHH: You FGH.
AN AMUSING

HALF HOUR ,
GENTLEMEN —
| HOPE WE NEVER,
MEET HGRIM -

NOW |
THINK YOl WILL
HGREE THAT THAT
WARS ERSIER THAEM
STEAMING IN WITH

ALL GUNMS FIRING,

MR CROS5,

e !

DEFlN ITELY —
BUT THERE w5
NO GURARANTEE I T
WOULD WORK, THE
PROBEBILITY
FHETGR lum":_'l' FiFr

OH, | PON'T
BELIEVE 1T, HE'S
GOT To HAVE R

_NICE BINARY PURPOSE

FOR :
EVERYTHING /

OH, |
A PN'T
IHRVE NOT %L. THAET

ENEN v
PERMISSION i CORPORAL ,

S5TUFF VOUR PROBRBILITY
FACTOR , CRO55 ) HUMRAN
NRTURE MAFE |IT A DERD

CERT. WE JUST PROVED THE

EXISTENCE OF HUMAN GREED,
AND FOR WHRT IT'S WORTH
JIN PROVED SOMETH|NG
AEOUT COMPRSSION WHEM

— | PO BELIEVE
THERE's A LITTLE
BIT OF HUMBRNITY
LEFT INSI|PE OUR

TERMINAL MAN !

Next: Ritual of Purification...




From the Based Dn the Story
RICHARD DONNER
Production STEVEN SFEILBERE A‘[ARI

' GODN?BB

Exciting Multiscreen Action and Adventure!

U.S. Gold Limited, Unit 10, The Parkway Industrial Centre, Heneage Street.
Birmingham B7 4LY. Telephone 021-359 3020. Telex: 337268

Uatasoft is @ registenad trademark of DAtasoft inc Fl
Thie Goonles £ 3 (rade maﬂ- ofF W, Varner Bros. Inc ¢
'h'i'." arner Bros in .t-.llrlgn reserved .
War I'IF'F1-' m flane Ful'.'-ll'ihlﬂl;l Corp. and Redila Mus sic Corp
All rights reserved. Used Dy permission <1085 Datasoft inc l i [ & -
|
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