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Your driving skills will be driven t
the limit in this simulation of the
hit T.V. series. Just you and a car
named “KITT” — the ultimate
driving team!

Warrior robots in disguise.
Earth has been invaded by
powerful robots from the
planet Cybertron.

Transform into the role of the
heroic autobots (Jazz, Hound,
Mirage and Optimus Prime) in
their deadly battle with the evil
decepticons.

TRANSFORMERS — More

than meets

the eye!
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USTMAS

Become the hunter and
the hunted in this
breathtaking simulation
of the famous film and
TV senies with
Hyperthrust feature,
helicopter attacks and
daring rescue attempts
that only the man and
machine combination of
Street Hawk can survive.

IOUR iirecdon
CDORE 64  the streets!
ONLY
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M 5NS - Telephone 061-832 6633 - Telex 669977
M. ASKYS, Rumbelows.Greens. Spectrum Shops and all good software dealers. Trade enquiries welcome.
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DISCOVER THE
LITILE COMPUTER PEOPLE

Adams World of Software
778 High Road, North Finchley, London.

1225 Alnwick Computerware

The Markat Flace, Alnwick, Northumberland.
Alton Computers

62 High 5t., Alton, Hampshire.

Buchanans
112 Heath St., Twickenham, Middlesex.

Border Series Shops
8 Hide Hill, Berwick-on-Tweed, Scotland.

Business Information 5 m

1 Swan Square, Bridge Street, Havarfordw rst,

Dyfed.

Canterbury Software

9 The Friars, Cantarbury, Kent,

Chipbits Computer Centre

126 Shirley Rd., Southampton, Hampshire
Chosefame Motors

T/A Trowbridge Computer Shack,
8 Timbrell 5t., Trowbridge, Wiltshire,

Computer Excha
42 Cannon St., Bedminster, Bristol, Avon

Computer Systems
35 Hyde Rd., Faignton, Devon.

D.G.H. Software

120 Lower Vicarage Rd., Kenninglon, Ashford,

Kent,

Daleview Video
139 West Main 5t., Armadale, West Lothian,
Scotland.

Denshams Computers
329 Ashley Rd., Parkstone, Poole, Dorset.

Discount Video

21 New Green 51, South Shields, Tyne & Wear.

Estuary Personal Computers
318, Chartwell North,

Victoria Cross Shopping Centre,
Southend on Sea, Essex

--------
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Lanbau Electronics

4 Lodge Place, Sutton, Surrey.

Georges Bookshop Lightning

141 Armada Way, Plymouth, Devon 108 High 5t., Ruislip, Middlesex.

Hamley's Micro Anvika

188-196 Fagent 5., London W1, 224 Tottenham Court Rd., London W1,

K. K. Stationers Micro-Tronics

Fimgold Lid., 187 Edgeware Road, Londan W2, 278 Market St., Tamworth, Staffs.

LTC Ld. Microcare Computin

112 East 51., Southampton, Hampshire, 18 Banefwell Road., ﬂswn:-rt, Gwent.
Microfare

% 296 Gloucester Road, Horfield, Bristal, Avon.

Mirage Micro Computers

24 Bank St., Braintres, Essex.

P. P. Computers
41 The Hayes. Cardiff, Wales.

Pilot Software
' 32 Rathbone Place, London W1.

Seven Counties Computers
7 Paris 5t., Exeter, Devon.

Softshop

o
& N
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. o P L - P 55 51. Peters Court, Chalfont St. Paters, Bucks, -
BF. I S | Solent Micro Systems :
L T I AR e Sonas e : 25 Bargates, Christchurch, Dorset.
e el Tasmn Sound T/A G. B. Computers
U R R e {0 _ _ 230 Tottenham Court Rd., London W1,
o MR LIRS LT —-— Terri's Computers and Video
0 o g s o 17 Fairway, Pettswood, Kenl.
" R A~ S i A Viking Computer
.f] A e A A s P - Ardney Riss, Catton Grove Rd., Norwich,
L - s O, 3" Morfalk.
SR - = b Virgin Games Centre
i s gise B S e how PO it 100 Dxford Street, London W1
B 4 s R R _ West Wiltshire Micros
N e * T 3 White Hart Yard, Trowbridge, Wiltshire
¥ B i o T Worthing Computer Centre

32 Liverpool Rd., Worthing, Sussex,
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A MERRY CHRISTMAS & A PROSPEROUS
NEW YEAR

Here at ZZAP! Towers in Shropshire’s deepest Ludliow
(recently voted ‘Oddest place in the world for a computer
mag’) we are slaving unselfishly away over the February
issue whilst hﬂpin%vaw much that you all enjoy this
Christmas Special Edition of ZZAP| 64. There’s quite abitinit,
as ‘Yuu will no doubt see, but some of it| take no responsibility
for! was asked to write the text for ‘Inside ZZAP! Towers', for
instance, and | did what | (modestly) thought was an
interesting piece about how we put ZZAP! ‘to bed’ (at least, |
thuu?lht it was), but The Team went rather over the top with
the photographs and you're not to trust them one bit (both
team and pictures that is)!

~

'-":i.; \,  Atthistime of year itis traditional to cast a jaundiced eye over
\\\ the events that made it up and see whether they add up to
) :5:\ anything. So we have asked Rockford (courtesy of Statesoft)
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ZZAPIIN THE EAST!

| ought to take this opportunity
to welcome new ngfraadum

in the Far East. Under an
exclusive licencing deal, an
edition of ZZAP| 64 is being
printed in the Far East and
distrubted there and in
Australia. It's just about exactly
the same as the European
edition, but the good thing
about it is that it should go on

sale only a matter of days after
the British version. Up to now,
Malaysia and Australia have had
to wait almost two months
before getting their ZZAP!
issues, which has left readers
there a bit behind the times. It
should also (hopefully) make it
possible for competition entries
to just about arrive in time for
closing dates!

Activision 6 Melbourne 30, 51

Adventure International 104 Microcentre 17

All 99 Hlmun 125

L m Software 67, 143, 163 Mo 39

655 Miracle 35

m 40, 41 Ocean 4,5, 83, 125

o 37,74,127  Orpheus k.

. 74,

Commodore 23 Realtime 134

CRL 159 SJB Discs 61

Domark 27 Software Projects 167
Electric Dreams 97 The Edge 116 g

Elite S 2 Ultimate 133

English Software 101 US Gold 11, 28, 29, 42, 52, B4,

" Euromax 17 88, 128, 131, 169, 172 P
Firebird 15, 19, 21, 31, 48, 70, 117, 150 in Games 149
Gremlin 24, 25 P! Back Numbers
Imagine 58, 144, 184, 171 ZZAP! Binders 33

e Leisure Genius 147 ZZAP! Caps and T-shirts m ;
Level 9 Computing 109 ZZAP/Gremlin Tracksuits 155
Llamasoft 118 ZZAP! Mail Order 56, 57

“WHRT 70

to do the job. Naturally, you all know that Rockford can’t write
(whatever he may say about the matter), so Gary Penn and |
translated his ramblings into English (of sorts). Take a look at
‘Rockford’s Roundup’ and see if you agree with the
assessment of 1985. My own feeling is that things look set for
a great 1986 anyway, so there.

(S

It also seems appropriate to say ‘thank you’ to some of the
people and organisations who have been essential to us,
good for us and an inspiration to producing the magazine and
without whom life wouldn’t be as much fun (or pain)! We all
sat down and compiled a list— here it is.

Carol Kinsey (Aunt Aggie) — without whom Mail Order
wouldn't. ..
Carol (again) — for her constant ‘There’s a little lad on the
Bh one’ calls.

Yy ( X! Editor Jeremy Spencer’s little dog) —
without whom the desk legs wouldn't. . .
Denise Roberts — also known as ‘Denisle’ as in ‘Denise’ll do
it’, without whom Subscriptions wouldn't . ..
Ctli_lmn'bodura User — without whom — er well, just without
whom ...
Computer Trade Weekly — for telling the truth fearlessly and
making Saturday mornings in the office bearable.
Shaila%upstairs in Admin)— for those regular little brown
envelopes with cheques in them . . .
De Grays Cafe — for the breakfast bacon sarnies without
which nothing could get written . . .
The Bull Inn— for supplying lunchtime ‘refreshment’ without
which the afternoons couldn't . ..
Curry’s, King Street — for supplying electric doobries all day
long and repairing computers all day long.
The Midland Electricity Board — for Ludlow’s intermittent
supply and all those ‘lost’ files on the Apricots. . .
TunF, Keith and Richard at Scan Studios — for producing all
ZZAP's editorial colour so well and at such short notice!
Ludlow Post Office — for climbing all our stairs every day
with so few complaints. . .
CRASH's Robin Candy — for eating all the biros. .. .
Paul Sumner’s Mum — without whom he wouldn't . . .
Wellconstruct — for making typing chairs strong enough
even for Gary Liddon, and hiﬂ enough for Rignall'sego...
Commodore — for the 1541 Disk Drives that make our lives

such a joy...

British Rail — for continually confusing Sean Masterson and

keeping him from work. . . r
Carol’'s Mum — for sweeping under our feet. . . A
The local girls— for sweeping Jaz offhisfeet—every day ... #€7"_
and finally

Yourselves — without whom ZZAP! 64 just wouldn't . . .

See you next year — Tal

g
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Yﬂu’ue been travelling the
spaceways in your Scou-
tcraft for three days now
with only Psytek, a 7500 Series
Science Droid System Analyser,
for company. Boring really,

ou’'d expect to see more action

eing a technoscavenger, some-
one making a living searching
for abandoned technical
systems.

Yawning as you slouch back
into your chair, you ponder on

our current situation. Having
und nothing over the last
month funds are getting alarm-
ingly low. Suddenly Psytek, who
has been busily monitoring the
instruments, sends you an
urgent message: POWERFUL
IATION FLUX DETECTED:
CO-ORDINATES 45:90 RELA
TIVE AZIMUTH AND ELEVA-
TION. You instantly snap from
your thoughts and lean forward
and access the navigation com-
puter so you can identify the
source — could this be at last an
abandoned technological stock-
pile?

The computer tells you that
the source reading is from a
medium sized planet. With your
heart in your mouth you mutter
a short prayer and start to check
through the computer systems
in an attempt to identify this
mysterious heavenly body. The
computer's reply puzzles you:
NEGATIVE. C S INDICATE
EMPTY SPACE FROM HERE TO
STAR SYSTEM 583. After pers-
istent manual checking and re-
checking of the planetary charts,
you find no trace of any planet
within light years of those
co-ordinates. Very strange
indeed, but visual confirmation
from the Scoutcraft’s optical
sensors and an instrument read-
ing of over 10,000 rads proves
that there IS a planet out there . .
but why no chart reference?

THE LEGEND

Intrigued, you set the computer
co-ordinates and head for the
barren and scarred planet. As
your craft approaches the planet
you sit back and think. All of a
sudden a wild thought strikes
;{uu — a massive radiation flux
rom a planet scarred with deep
rifts? Could this possibly the
legendary planet of Koronis
Rift? If it is then you have
stumbled upon a technoscaven-
ger's dream.

You think back to the conver-
sation you had with a fellow
technoscavenger. ‘Over 700,000
years ago when an incredibly
advanced race, the Ancients,
ruled the stars, Koronis Rift had
been the testing ground for their
most powerful weapons. They
abandoned it when the radiation

8 ZZAP!64 1985

Lucasfilm Games seem
destined to set the stand-
ards of future software
production, ifthey continue
to design and market such
superb products as Rescue
on Fractalus {don't forget,
it's at least two E&m old),
the innovative Ballblazer
and now Koronis Rift they
can't fail to becorme one of
the world leaders in quality
software development. In a
way Rift could be called
Fractalus Il since the grap-
hgcs_ﬂru calculated using :
similar ram, althoug
the ons of producing
the 3D has been improved,
smoothed and sped up.

i 1 i
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KORONIS RIFT

Activision/Epyx/Lucasfilm Games, £9.99 cass, £14.99 disk, joystick only

These graphics work incre-
_ dibly well and give an
immense feeling of exhil-

aration and in ment as
you travel in your Surface

Rover over the planet
Koronis.

One of the really impres-
sive qualities of Koronis
Rift is the actual depth of
the game. What with actu-
al ﬂ;ying to find the oid

hulks, fighting off the guar-
dian saucﬂmg.ﬂ ND picﬁgtm,g
up the modules, you have
to work out which of them

are best suited to custom-
ize your Rover so you have
a better chance of survival
on the hazardous high
fevels.

_ One of the surpri-
sing aspects of Rift is that
you can actually map the

twenty levels using moun-
tains and rifts as landmarks

— on later levels a map
becomes almost a neces-
sity, so torturous are the
mazes of canyons.

R s |

The Psytek robot in the
Scoutcraft has some of the
best animation I've ever
seen, especially when it
analyses and disassembles
? modules. Watching it at
work is a joy to behold. The
game does take a little
} getting used to and it’s
annoying to score zero for
vour first fen; ames, but
once you really get goin,
(with perhaps a dﬂﬂentg
saved game) it's difficult to
stop playing it. Koronis Rift
is absol superb, defin-
itely one of the all time
classics — miss it at your

peril, /

'l"'t*l'l‘¥.‘
il LS FEETT

Hids

1
. n
E:-.r..l...l|-.un|n|-.|-.--|-|hu.m-|-'|-|n-||-|||-|-|r||-.|n|-||-l---||--lI




count became too high for any
life form to survive, but left their
unsurpassed technological ach-
ievements behind.’
4 You had dismissed the conv-
ersation as the ramblings of one
who had spent too long travel-
ling alone in space, but if it were
true then what now lies before

you could possibly be the big-
gest and richest technological
stockpile ever discovered|

The navigation computer tells
vou that the Scoutcraft has
entered orbit, so you hasten
down to the Surface Rover bay
in readiness for transportation
to the planet's surface. As you
settle back into the Rover's
comfortable control seat you
gllui-:klv scan the instruments.

he Repo-Tech Droid is equip-
ped and on board and you're
ready to go. Psytek acknowl-
edges and you begin the short
countdown r:efure being blasted
down to the surface.

A DREAM INDEED!

Koronis looks worse on the
ground than it did from above
the atmosphere. The landscape
is grey and barren, the only
noticeable features are the tow-
ering mountains cut with deep
rifts and canyons. Locating the
hulks is going to be the easy bit
— it's getting to them that's
going to be the problem.

Glancing at the radar you see
an unblin ing spot of light —
there is a hulk in the immediate
vicinity! You swiftly turn the
Rover so that the light on the
radar points to 12 o'clock. You
might not be able to see the relic
but you know you're heading
directly for it.

As the rover climbs over the
peak of a hill you catch a quick
glimpsa of the huge machine

efore plunging into the next
valley, Climbing the next ridge
you reach the ancient ruin. Even
though it's been sitting on the
planet for hundreds of thou-
sands of years there is no sign of
any decay: the Ancients cer-
tainly knew how to make their

machines last. Your admiration
iIs paramount for a few mo-
ments, but znu quickly come to
and order the Repo-Tech Droid
to search the hulk — venturing
out yourself would be fatal, with
the rad count at over 10,000 you
would be fried in a split second.

The RTD emerges from its
portal, approaches the giant
machine and disappears into it.
They're very good at what they
do, and you're lucky that you've
got one of the best. You wait
expectantly, and within a few
moments the droid returns with
the hulk's module. As you slot it
into one of the free spaces on the
Rover's module area the hulk
self destructs leaving nc:-thinH
for other technoscavengers.
smile creeps over your face . . .
that one module must be worth
at least 100 kilocredits. There are
a lot more hulks on this rift
alone, and there are twenty rifts
to explore! The legend was
correct, a technoscavenger's
dream indeed!

FIRST ENCOUNTER

The radar picks up another hulk,
50 yYou set your course accord-
ingly. As you're doing that an

unnerving message is printed
out: DANGER, GUARDIAN
SAUCERS APPROACHING.

Damn! you had forgotten refer-
ence OpSec JEC 4208 of the
Encyclopedia Galactica:
Guardians. A race of geneti-
cally-engineered Warriors
created by the Ancients to
guard their stockpiles of tech
nology. Little js known about
them since they are program-
med to self destruct on capture
and all attempts to negotiate
with them has failed. However,
they are known to be still carry-
ing out their task to the full,

As you fumble for your laser
control, a saucer appears from
behind a mountain and fires &
volley of firebombs. Sweating,
you aim your crosshair and fire.
At least two shots are on target
— why doesn’t it explode? As
the saucer looses another set of
bombs you hit it again, this time
it explodes into a cloud of
debris. A quick flick at the far
right VDU tells you that the
Rover’s defence shields are still
in good order. Some action this
is turning out to be!

As you head towards the next
hulk you wonder whether it
would be safer to beam up to the
orbiting ship and drop off the
module, after all it's impossible
to contact the ship when en-
gaged in combat. Greed drives
you on, and you decide to fill all

Though initially showing
some graphic similarities
to Lucasfilm's other epic,

Rescue on Fractalus,
Koronis Rift is a totally
different game dig ressing
from Fractalus' pure biast-
ing and leaning more to-
wards the strategy side of
things. The scenario is
certainly well thought out,
a@ lot of time and effort
having gone into it. Tech-
nically it's nearly flawless,

the fractal graphics run at a

truly awesome speed. It

really puts Fractalus' up-

date time to shame. The
game itself is great, though

- Sometimes things get a

little repetitive. The idea of

having a dynamic craft that
you can customize by your
own efforts is a nice twist.
Really this has to rate as
one of the releases of the
year and | eagerly look for-
ward to Lucasfiim's other
potential blockbuster, The
Eidolon,

the module areas before return-
ing to the ship rather than
beaming up as you collect them.

Before reaching the second
hulk another saucer attacks, but
again it's disposed of This
second attack swiftly makes you
decide to scavenge some better
designed defence modules so
You can update the Rover's
standard systems. After all, if
things are going to be like this
then a more powerful modular
sxstem could well be your only
chance of survival.

Another two hulks are suc-
cessfully scavenged before a
third saucer is encountered. If
this is a sparsely gquarded rift
what must the others be like?
Another hulk is looted without
trouble and the module area is
filled so you send a message to
Psytek, who promptly beams
You up to the orbiting ship.

Now comes the satisfying part
of being a technoscavenger —
analysing the booty. You
remove the modules from the
Surface Rover and take them
into Psytek's operations room
s0 he can analyse and dismantle
them for future sale,

As you load the modules onto
the conveyor storage area,

ZZAP! 64 Christmas Special 1985 9

| 2




Psytek swivels in his chair waits
for you to put a module onto the
belt. You do just that and it slides
along to its place in front of the
silver droid, who within a few
seconds strips it down to its
component parts, turns, enters a
set of figures on the computer
and finally gives you its evalu-
ation. Most of the modules are
useful only for resale, but one
catches your eye — a module
with a laser insignia which is far
more powerful than your cur-

LR LTI

rent one. Within a moment the
old module is withdrawn and
the new one installed. That
should :mprﬂve your survival
chances a little.

As you make preparations for
a second trip to the planet
surface you pause for thought.
Psytek said that he had located
the Guardians’' saucer base on
rift twenty. If it can be found and
destroyed then Koronis and its
trove of technology would be
yours for the taking. Otherwise

10 ZZAP! 64 Christmas Special 1985

trip after hazardous trip would
have to be made to allow you to
gradually bring up the stockpile
of modules. But then, even if the
saucer base is to be destrovyed,
really advanced modules would
still have to be sought, found
and fitted to the Rover to im-
prove your chances of survival.

The nausea of transportation
snaps you from your thoughts
and as you approach the pla-
net's surface you are still in two
minds whattodo. ..

Rescue on Fractalus was a
very good shoot em up but
one that became a mite
tiresome in time due to
little variation. Koronis Rift
strikes me as being some-
thing of an improved vers-
ion of the a entioned
game with similar, but
better, use of fractal grap-
hics. However any similar-
ities stop there. The game-
play is certainly superior to
that of Fractalus and a/
though Koronis doesn't
have that much more var-
fety it is far more playable,
The overall presentation is
of a very high quality and
the joystick is used effec-
tively. In fact the whole
product oozes with profes-
sionalism. But then that's
Lucasfilm foryou. . .

Presentation 93%
||"|:|III'|.'!|i'..-'IE IASIrUCTIONS
and excellant an screen
e d s

Grthlﬂ 6%
fracial 30
camplemented by
LI |I 11§ ..'.I:'Il"llltlllr
animation

Sound ?2%
[_;.rl"l'l ] .iu|
ARRropr DOT BTTRCTE

Hookability 90%
An initially confusing but

Lasy garme 1O .get inug

Lastability 96%
sufficiently complax
1stion ;'l.':-,l-.l'IJ and
gnthralling

Value For Money
24%
Avery meaty

game taor the

Overall 96%
One of THE games
|,|.-|'-|'1r

ol tho
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o 4 \ﬁ; tne far distant future, assemble z,
Y g

cadeadventure EVerpr 0duceq
3 /

Intergalactic Spaceship 3556 -
You are now in the far distant
future, guide your craft to the
. alien planet but don't venture
onto the surface for too lang!it

The Black Hole 9999 - After 1

travelling through time, ' '
assemble the map and your
incredible task is almost

The Gnome Mansion — the
miysterious location of your

California Gold Rush 1849 — . _ fantastic time machine

Deadly scorpions, beastly bats, "o “titumbie the finsl parts of your
e n:mernﬂrs niﬁtlf?ﬂr]:: nT'l !ll'hE E T craft and begin your epic My thological Greece 4380

attack as you search the . voyage to past and future i ) :- t:fﬂ rontation with Medusa. a
i ght to the death with |,‘:|n|!|l
FIVRENONS Do} Erines Of Sof U= your magical shiekd for

California. : | £ '*'-i':;e_ protection

Stone Age S600BC - Explore
the dark #nd dangerous caves of
prehistoric times, you'll need

strength and cunning to reach
g your goal
& ! L i

Cotonial Salemn. MA 1692 -
Hubshle, bubble, toil and trouble,
mix a ghastly witches bresw and
you Il win through, but watch
out for the fiying broamstick.




any ce:nturies have
assed since the Great
adness, a time when

war was at its most rampant and
horrific peak. A multitude of
great space battles were both
won and lost but few survived to
revel in any glory. That was
centuries ago and man has since
learned from his mistakes.
Peace now reigns and the only
battles fought are those on the
grid of the Ballblazer playfield.
This future sport was one of
the few good things to come out
of the war and was actually =
derived from military training : L
exercises. In preparation for : iy, | st
deep space combat, budding pu: RIS
recruits had to get used to the
rapid changes in direction of
acceleration experienced when
performing manoeuvres in
space. This was done in the form
of a rigorous simulation which
soon developed into the grea-
test sport of all time.

NN
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Ballblazer is deceptively sim-
ple in its conception and appe-
arance. It can be likened to a
futuristic game of football with
only two players. The playfield
consists of a grid, 55 squares
long and 21 squares wide, with a
set of goalposts, or goalbeams,
at both ends and a surrounding
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Ballblazer fg' a truly classic
game and as a sports
simulation it is one of the
e oo
iantly s &
et e,

: , azer
isn’t as impressive as
Fractalus or Karonis Rift,
ﬁﬁnuf ﬁ'ﬁn b game
5
ko o

, n
static and it's only on
seeing and feeling them
move the whole effect
is brought home.

Ballblazer also includes the
best computer opponent
I've ever seen in a game.
The different grades pro-

vide a decent nﬁaﬂamrm
any games player, -
ever #relr level of skill. This

is definitely one of THE
games of the year and if by
any chance you DO get -
bored, the cassette inlay
scenario should provide
some entertainment.

e,

electroboundary. The boundary
is invisible to the human eye and
is used to keep both Fiaver and
ball within the grid. It can also
prove a useful aid in play, allow-
ing players to perform such sub-
tleties as ‘off the wall' angled
shots. The ball, or plasmorb, is a
sphere of pure energy that floats
above the surface of the grid.
Once it has been injected to the
playfield the battle for posses-
sion of the plasmorbison. ..

Both players control a device
known as the rotofoil — a form
of ‘shuttle’ with a surroundin
‘pillow’ of energy, or forcefield,
used to capture, ‘dribble’ and
‘shoot’ the plasmorb.

There are in fact three 'pil-
lows’: the first and outermost is
the bumpfield, protecting the
rotofoil from all possible exter-
nal damage. The second field,
the pulifield, is only activated
when the plasmorb is within a
certain range, where it automat-
ically draws in and centres the
ball. The player can now go for
goal.

player (whether human,
mﬁrurwﬂr alien makes no
Jiaﬂn mﬂ;nbuf
worry about
mhnw to do is
our nt
using su;w m.;m skill
and reflexes. The graphics
arel

Voa suporb ool of
give a
mmuﬂ : éﬂﬂ mg:ﬁﬂgpaod* /
confess to very
inted with the
— I'm sure it could
have been vastly improved,

The innermost field is the
ushfield: a touch of the fire
utton sends the ball flying for-

ward at high velocity and the
rotofoil recoils in the opposite
direction. The pushfield can also
be used to blast the ball away
from an opponent, leaving it free
for the taking.

Rotofoils are controlled with a
joystick — left, right, back and
orward all give acceleration in
their respective directions while
the fire button activates the
pushfield. Turning is computer
controlled and gives rise to one
of the rotofoil’s most useful and
confusing properties — that of
rutu-sna;:\ping.

A rototoil will always face the
ball unless the player in ques-
tion is actually in possession, in
which case the rotofoil ‘snaps’
round to face the goal. So too
does the player's view, which
can prove incredibly disorienta-
ting at first but not so much so

that the concept is never
understood.
For every goal scored a certain

number of points are given —
the value depending upon how
far the player is from the goal-
beams when the ball passes
through them. If, for instance,
the ball is literally pushed thr-
ough the goal then only a single
point is scored. A maximum of
three points can be obtained for
an over-the-horizon shot. This is
where the Frayer can't actually
see the goalbeams when the ball
passes through them — a diff-
icult or lucky shot? It all depends
upon the skill of the player . ., .
Should a total of ten points be
scored before the previously
determined time limit expires,
the opposition is ‘wiped out’ and
the game is over. If the scores

To appreciate the game it
ngym to be played a
few times. The way that the
rotofoil snaps round

continually can be terribly
confusing to some first-
time ﬁfﬂm{ and m::m
cou prove o

to those who ‘walk fnmgg
shop, take a quick look and
buy’. It does take a while to
mm, but it's worth it —

ming a truly proficient
player l:ﬂ" take a long time
— it is a sport after all,

Once the basic principles of
the game are mastered you
_ can start to work on
individual tactics — it's
here that the game really
comes into its own.
Ballblazer /s designed so
that you can find the best
way of playing. It's funny
really, how the simple
gg;nu usually turn out to
the best — Ballblazer
. certainly one of the
nmpfﬂsfanbﬁmumd!ymﬂ
L

are level when the timer reaches
zero, the game goes into over-
time and the first person to score
is declared the winner. The
length of time a game is played
over can vary between one and
ten minutes, but wherever you
go in the universe, there's only
one regulation Ballblazer game
— three minutes, two players,
one victor. ..

Presentation 97%

alick in all aspects

Graphics 95%
Fast, smooth and glitch free
split screen display

Sound 78%
(Great auto-improvised
music but unfortunately

weak FX

Hookability 98%
instant high speed
addiction

Lastability 98%
Compulsive sports action
'u‘u'.‘ll.'[‘.'u_-r WO [_II.:'I-'I..-' .5|r_;|.:|lr"|!-;.|
computer or hnuman

opponents.

Value For Money
97%

A down to Earth price for
such an out of this world
game.

Overall 98%

The best sports simulation
to hit the 64 yat

ZZAP! 64 Christmas Special 1985
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IMHOTEP

Ultimate, £9.95 cass, joystick only

ith three best selling ar-
cade adventures under
their belt, Ultimate

have decided to turn their atten-
tion to pure, unadulterated ar-
cade action in the form of /m-
hotep. The title comes from the
name of a Egyptian statesman,
architect and physician of the
third dynasty ﬁaus chap). The
overall flavour of the game
though, is distinctly non-Egyp-
tian — Imhotep is in fact . . . A
SHOOT EM UP! (Well not quite,
as there is a little bit of dodging
and jumping involved).

Pharaoh Zoser has called
upon Imhotep the Wise for
advice on how to put a haltto the
misery and famine rapidly that is
spreading throughout the land
and taking many lives in the

rocess. Fortunately for the

haraoh, Imhotep is as intelli-
gent as his name suggests and
c?mes up with a solution. Sort
of.

Tho t being

the graphics are very
mpressive — both the scrolli
ol s X,
areofa gh quality. The
wm bad but I'm
that a the game
and sounds like a dream . .
Ipla_w like a brick. The main
involved seems to be fight-
ng against the awkward control
method and there is some ap-
peal in being frustrated. But
consistently dying, g:;d:‘w, time
after time, unavoidably, every
game soon becomes very bor-

1

H

3%

lease games of this quality on

the 64 is beyond mu?ql'hw may

still be almost unparalled on the

m software scena but as

far as their 64 releases go — the

Ultimate label is not always a
‘guarantee of a decent game.

doonop

There is a beautiful princess in
possession of some sacred rea-
ding matter — books known as
the Souls of Ra, which contain
the secret of the Nile, ‘whose
life-giving waters will once
again make the barren lands
fertile . . . ' to quote Imhotep.
There is one small problem
however — in order to get the
books, Imhotep has first to con-
sult Thoth, the god of wisdom,
for the whereabouts of the prin-
cess. And this means passing
through the distant, troubled
lands of the rather unfriendly
Jawi Nomads. ..

_ Imhotep begins his perilous
journey mounted upon a bird of
some description — unfortun-
ately the Nomads are also in
control of very similar transport.
These birds have the most
peculiar property of being able
to shoot large, rather deadly
white ‘balls’ in any direction.
Well, at least the Nomad's birds

L

N o

can — Imhotep’s ‘steed’ only
fires left and right. The Nomads
can either be shot or avoided,
although there is the occasional
attack from an virtually unavoi-
dable ‘homing bird’, that can
only be killed.

To make things worse rocks
and water droplets periodically
rain from the sky, and to just
make things really unpleasant,

Imhotep has to progress on foot
from level three, jumping gaps
in the ground along the way.

Presentation 60%
Good packaging but limited
oplons

Graphics 70%

S oth, Bul slow. two speed
'I'Ii|-lll| and sOme nice
danirmation

Sound 40%
Tar -..'..-'_I!1|-= tune and uninspiring

spot FX

Hookability 30%

alow controls and unavoidahle
|||!'r'f' Lpeed |'|.;|:'.I'_-I|'-1 | I
gJame annoying ro
OT compulsive

make the

|'||._|l,‘.' INsLe A |

16%

too monotonowus. fri

f_.ﬂ!tﬂhilil‘y
ar
and hard

Istrating

Value For Money 16%
Vast Y overpriced and 1s put 1o
'-:i-rl._-lr"lll- by some of the poorar

budget games

Overall 20%

Unfortunately, Ultimate's wors
..'_‘.I

EURGH!
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DYNAMITE DAN

Mirrorsoft, £7.95 cass, joystick or keys

nother platform game
wends its way to the
Commodore, courtesy of

the Spectrum. Dynamite Dan is
the name of the game and also
{not surprisingly) that of the
main character.

Dan is having some problems
with his love life. You see, the
evil and wicked Professor has
captured his girlfriend and has
locked her away inside the safe
in his mansion — the despicable
cad! Our hero, being no mug
and a brave and honourable
gentleman at heart, decides to
sat about freeing his unfortun-
ate lady friend. So, without fur-
ther ado, he boards his airship
and zooms off as fast as he can

Though enjoyin
this j:m gma-bg
on Spectrum,

I'm not as Jmcpms-
sad with this Com-
modore  version,
The graphics are
the same as those
. of the original and
very impressive they are (oo0.
But, and | know it may seem
hard to befieve, the sound on the

version is better!
%numﬂi Dan is as similar to
play as any other platform

game, ugh there are some
nice aspects, even original ones,
that are very effective. The
trampolines and underground
river are just two of many such
ideas. The l:ma is reasonable
but all in all this is really just
another platform game a
few nice touches. But then if you
like that sort of thing . .. :

-
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to the Professor's mansion,
where he lands on the roof.

It is here the you take over
Dan's actions. Starting from the
rooftop base Dan has to pene-
trate the mansion, find the
dynamite scattered around and
blow open the safe. However,
the Professor’s little abode is far
from er‘npr}{ — in fact it's filled
with ‘orrible minions roaming
freely about the place. Asthey're
not exactly out for Dan's blood
they follow a preset patrol pat-
tern that needs to be learnt if
they are to be avoided. If Dan
does makes the mistake of act-
ually touching them, he loses
one of his ten lives. Falling from
a high ledge doesn't do him
much good either. Dan can sur-
vive quite a reasonable drop, but
if he falls too far then the ‘Whee
Splat Gently’ principle comes
into effect.

The mansion is presented Jet
Set Willy style: ie the screens
connect realistically and logic-
ally to form rooms. These rooms
are full of platforms, hazards,
stairs and all sorts of unpleasant
little traps to catch out an un-
wary Dan. As evil professors’
abodes Enl this one is a cut
above the average residence
and contains some interesting
features. Firstly, there are tram-

lines on which Dan can

ounce. They work in a similar
manner to the real thing and
bouncing on them long enough
will practically send Dan thr-
ough the roof, Tele-transporters
whisk Dan off to another part of
the mansion if he stands under-

of ol ol o F T
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neath a flashing one. A lift tra-
vels up and down a shaft in the
centre of the mansion and
proves a handy means of travel
as it stops on all floors. Also it is
devoid of nasties, offering the
opportunity to look at a few of
the rooms to either side.

Deep beneath the mansion
floor there runs a subterranean
river and on this floats a raft,
going round and round on the
circular current (all the screens
wrap round into a cylinder). By
simply hopping on at the right
moment, Dan can get a free ride
to wherever the raft is bound.

Dan is hyperactive and con-
sumes a fair amount of energy

've only ever seen
and heard Dyna-
mite Dan on the

Spectrum a couple
of times and al-

A the graphics and
music were quite
smart | ;

the latter). The game, | must
confess, didn't look particula

outstanding to play and it wasn
untif | d this conversion
tharm}rggnmn changed some-
what — the g and sound

aren't as good [l arm quite miffed
that the music is worse on this

64 version) but the ga

mast m‘ﬂyh—bﬂﬂum
thought. There are some vwr
nice touches throughout, a
e e e A
an iJ ;
s/ unusual platform game
an%hgmﬂhfng for addicts of the
genre to chew on.

walking and leaping about the
mansion. This energy is shown
on screen as a bar that slowly
diminishes throughout the
ame. If it reaches zero then a
ife is lost and the bar is replen-
ished. In order to keep energy
up, Dan has to eat. Luckily, there
are some tasty snacks lying
around for the taking — all Dan
has to do is run into them. Other
pieces of booty scattered thr-
oughout the place give bonus
points if taken. Some weapons
and objects give temporary
immunity — as long as the bor-
der flashes Dan can run into
anything without fear of losing a
life. This is useful for some of the
more difficult screens. Extra
lives can be obtained by picking
up one of the few test tubes
occasionally found.

If Dan manages to pick up all
of the dynamite and eventuall
blow open the safe, he flies o
into the sunset with his loved
one in true Cecil B. de Mills and
Boon style. Ahl

Presentation 84%
Some pleasant touches and
good options.

Graphics 81%
Attractive, colourful backdrops
and sprites

Sound 62%

Above average tunes and FX

Hookability 82%
Many original features make the
game addictive

Lastability 76%

Lotsa luverly rooms to explore
and "orrible nasties to avold

Value For Money 83%
Cheaper and better than a lot of
Commuodore software

Overall 80%

One of this year's more
impressive platform games
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UNDERWURLDE

Firebird, £9.95 cass, joystick or keys
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surprise element — you are

nderwurlde is the second

in the series of the Sabre-

man adventures and is a
follow on from Sabre Wulf.

For reasons best known to
himself Sabreman has got him-
salf trapped in the Underwurlde
and is now desperately trying to
gscape. Three Guardians block
three exits and to solve the
?ame they must be removed by

inding and collecting three
weapons, a bow, a dagger and a
torch, that have been aban-
doned in the darkest corners of
the Underwurlde. Each kills a
particular Guardian and that
Guardian only — no clues are
given, so it's up to you to work
out which weapon kills which
Guardian.

The game is presented in the
same fashion as a platform
game but unlike most platform
Eames, Underwurlde is really

uge (plenty to keep the carto-
graphers qﬂing]. The playing
area is split into two distinct
sections — the castle and the
caverns, although the two
merge into one another. The
game ‘flicks’ as you mowve from
screen to screen rather than
scrolling, which adds to the

given no indication of what lies
ahead. ,
Sabreman is a pretty tough

There are an incre-
asing number of
mlg good arcade
adventures appe-
¥ aring on the 64 and
{ don't think Under-
wuride is one of
them. It's over a
year old now and in
my opinion it shows. When the
me first ' on the
m | was in something of
a minority as [ didn‘t think it was
anything special. The same will
pmbaﬁ true now! The
graphics and sound on this con-
mvmfnnr ?IWMI to
origina some-

thing to do with the licencin
daaj with Ultimate). While this
wouldn't have been a bad thing
several months ago, it now
makes the game look somewhat
dated. The sound is atrocious
with a terribly out of tune piece
of title screen music and weak
spot effects. As arcade adven-
tures go this isn’t bad but then

it’s by no means brilliant.

18 ZZAPI! 64 Christmas Special 1985

character — he can take quite a
tumble, but if he falls further
than a screen and a half he dies.
The game may sound easy
because of this but Underwuride
has been cleverly constructed so
that lives are swiftly lost. There
are much needed extra lives
which can be found, but they are
pretty few and far between.

You start the game in the
castle section, but the only way
to make progress is to go down
into the depths of the caverns.
The castle has been constructed
so that most of the screens run
together to form vertical shafts,
with a few horizontal passages
connecting them,

Travelling up and down these
shafts is by no means easy.
Ornaments such as clocks, birds
and flower baskets are littered
around the screen and it is by
jumping from one to the other
that you can make your way
from screen to screen.

The caverns, on the other
hand, are completely different.
Again, the layout comprises
deep shafts with a few horizon-
tal connections, but getting from
one screen to another needs a
totally different approach. If you

go qive
100 8ty you il athar fove
Vike o) o Fite i [ithe-Carvh. .

arrive at a ledge at the top of a
shaft then just walk off it. Sabre-
man automatically does a huge
jump and hooks a rope to the
ceiling. You can then lower him
down and drop off at the
bottom. Going up (if there is a
rope present) is done in similar
fashion — jump onto the rope,
press the ‘up’ key and he goes
up. When you reach the top of
the shaft use the left and right
keys to swing yourself back-
wards and forwards, jumping
off the rope when you've built




up a large enough swing to land
you safely on a ledge.

If you find yourself at the
bottom of a shaft without a rope,
then you have to make use of

aseous bubbles that emerge
rom craters on the floor. If you
stand on a crater long enough
then a bubble rises and you ride
it to the top of the shaft. Simply
jump off onto the ledge at the
top when you get there. If you
don't then you get carried to the
ceiling, the bubble bursts and
you fall all the way down again.

Harpies and Gargoyles live in
the Underwurlde, travelling
around creating havoc for Sab-
reman. Unusually, they don’t
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kill, but knock him around — a
big hazard if the he's standin
on a ledge halfway up a sha
and gets knocked off (whee splat
gently syndrome). Luckily
you're not defenceless, and a
couple of well aimed shots from
the weapon you carry destroys
them. Later on in the game the
eagles emerge. These are the
biggest pest of all because they
lift you off the ground, where
you hang, helpless, in their
talons until they drop you (usu-
ally down a very deep shaft)!
“Fhe jewels littered around the
caverns may be picked up. They
turn Sabreman blue and make

him invincible for the duration of

a countdown.

Underwurfde is huge (over
500 rooms) and requires a lot of
mapping so to save you the Jitimate’s last two releases
bother your good ol" chums at
ZZAP| have done one for you (in

- — s

we kind!

Presentation 82%
r'.j|l |':|_. :.r: '-.|'||"|-|"
IFYSirLact

reasonable option

Graphics 67%

Colourful, erisp bul poor
arumates

Sound 28%

Weak effects and a real

_f—_lnaka bility 80%

yetting into il

Ol aettinc ¢
fricE@r amct cam Dy

Value For Money
59%

Overall 69%

Maore plavable thar

two parts, so's not to spoil all the
fun). Turn to the tips section —
all you've got to do is fill in the
locations of the weapons. Aren’t

Lastability 73%

2 o

mireEsired
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WILLOW PATTERN

Firebird, £3.95 cass, joystick only

ilfow Pattern Adventure
is a translation of the
famous Chinese legend

| of the Willow Pattern to the 64.
| Forthose ignorantto theways of
ancient Chinese culture, you'll
probably feel even more sO
when you learn that you have
probably seen a pictorial repre-
sentation of this myth many a
time. You know those pretty
blue Chinese plates? Well, look-
ing closely should leave you
staring into the past and entan-
gled in the story of two estran-
ged lovers manacled to a life of
woe (aaah so). The beautiful
Frinc::aﬁs Koong-Shee is being
orced to marry the merchant Ta
Jin by her willful father, Li Chi.
Sadly she loves a clerk, Chang,
who is well below her status and
not fitting for the hand of a

rincess. His only hope i1s to
orce his way into the mandar-
in's palace and elope with the
princess (eat your heart out Mills
and Boon).

The trouble is the Mandarin’s
castle is heavily guarded by skil-
led fighters of all ranks and sizes
{ooh). Being the penniless clerk
that he is, Chang can't afford
expensive deadly weapons such
as those (Fnssessed by the pal-
ace guards, His only option is to
rely upon stumbling across the
odd stray weapon, often found

lying around the palace. With a
uick flick of the fire button
hang can now destroy the

sword throwing Samurai warr-
iors (yay).

20 ZZAP!64 Christmas Special 1985

The game takes place among
the graceful gardens of the
Mandarin, Li Chi. To rescue and
elope with the princess, Chang
must complete the many tasks
set before him by collecting and
using certain objects. The gar-
dens themselves are laid out in
the style of a maze, bordered by
various flora and fauna. Chang
is moved around the different
screens with the aid of a joystick.
Fire unleashes any weapons in
his possession.

Positioned in places of maxi-
mum inconvenience are the Ka-
tana wielding Samurai who are
set on barring the way of any
trespasser. If Chang gets within
striking distance of said nasty

AR MICRD
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then a rather hefty sword comes
flying his way. If he doesnt
move a bit sharpish though, the
life counter takes a turn for the |
worse. There are a few handy
swords to be found about the
maze and if one is collected it
can be used to dispose of any
vile Samurai.

In some choice spots around
the garden are bridges that span
one of the rivers. For some rea-
son Chang must not cross the
bridges, so he is forced to use
the stepping stones beneath
them. On top of each bridge
three giants hang their arms
over the side. This makes cros-
sing the river awkward, so
Chang has to jump between the
stepping stones in time to avoid
the dangling limbs. To complete
the adventure it is necessary for
Chang to %E]lin a key to free the

rincess. The pair then have to

otfoot it back to a waiting boat
with the princess’ angry father
hot in pursuit.

Chang is accompanied thr-
oughout his quest by a typically
oriental musical score that

speeds up when in possession
of a sword.

Presentation 79%
Attractively designed and
adequately documented

Graphics 71%
Colourful but sometmes cr

Scenary and sprites

Sound 68°%
Effactive use of onental style
MuUsIc

Hookability 60%

Initial exploration urge

Lastability 56%

5-‘|r1'||' 30 1_|=|I-.I: '-.'I-.Iff‘-!":!| I
elements but not enough to hold
mterest for any great length of
time

Value For Money 65%
Cheaper than your average
arcade adventure but in this

case vou pay for what you get

Overall 60%

Mot the best of this type of game
available but sufficiently cheap
to merit a looK




THE LAST V8

» £2.99 cass, joystick only
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The Last V8 puts you in a
pretty enthralling situa
tion. The vyear is 2008,
seven years after World War Ili
and the nuclear winter is has just
about passed. Civilization was

destroyed by the devastating

1

wa':rl, but yuudwer:a wurrl:'ing deag I fﬁ
underground when it happene Unfortunately
and therefore survived. During | game boasts nothing more than
the time you've spent in the | @lractive graphics and brilliant
shelter you worked on a project; ﬁ“ﬂh The control of the car is
The Last V8 which is based upon | fdteulous, making m’? ﬂ
a car you owned. vm;g#ym : i
Over the years it has been M with every i)
built up and customized to with- for the u jrcutee

stand the hostile environment

which was once the world. £ e pfr.gﬁmw
Complete with radiation shield- | spesch informs you to ‘return to
ing, turbo engine and computer | base and it soon
linked to its station it's ready to | loses its ‘gim 1 4
take you out in your search for | /t's unfortunate that the actual
the remnants of mankind. e is so poor as both grap-
However, on your first foray a ics and sound are of a very high
siren sounds warning you of an | quality. A lesson to be learned,
imminent strike from delayed | Perhaps Mastertronic?

action warheads which detonate
periodically. You only have a
. tinyharﬂ-::runt ::-fdti_mﬂ to get back

; to the base, and it's up to you to

axcefiont graphics | steerthe last VB back tg tha?basa,
The screen is divided into two
parts — the car's instrument
panel and a scrolling aerial view

i | A of the track. The instrument
Last V8 /s totally | panel has no real significance to
syable due to its immense | the game, it just tells you the
! fo controf the | speed you're going. The upper
mm half of the screen is the most
huge important, since it is using this

base safely because | that you play the game.

The Last V8 has the same type
of control as Paradroid — if you
point the joystick in a direction
then the car goes that way. if you

3
;

7
i
i
258

mmwﬂﬂ want the car to slow down then
amazing and backing | YOU have to push the joystick in
track, but as it stands it's a piece the opposite direction.

of very below average software. The game starts with spoken

message V& refurn fo base —

immediately and you have to get
back to the base before the timer
reaches zero. WWIIl doesn’t
seem to have been as devasta-
ting as we were led to believe
since there are still roads the V8
has to religiously follow. If the
car goes off the road then it
explodes and the game has to be
restarted.

If you manage to get to the
base within the time limit then
you are transported to a second,
trickier landscape and the return
to the base again starts over
again.

Presentation 58%
MNice demo but no game aptions
and annoying delays

Graphics 87%
Excellent static display and
it flickery, scrolling

Winoow

VB

Sound 91%
Another roeckin® Rob Hubbard

LNl L

Hookability 42%

Initial frustration appeal

Lastability 29%
that is soon quelled by total
||'|[.||-:1'-.-'-.-I'!I|||'|".'

Value For Money 45%
Cheap. but there are cheaper
and better games

Overall 37%
Dhsappointing release from
Mastertronic.

ElreeEsied

€ A I - 1 A S T S M T Vs S S e

ZZAP! 64 Christmas Special 1985 21




104007
T
WHAT 15

HE TRYING
To SAY?

THUNDERBIRDS

Firebird, £3.95 cass, joystick or keys

team of Egyptologists
have accidentl been
trapped within the deep

recesses of a newly discovered
ancient maze-tomb. Their oxy-
en is rapidly running out and
they manage to send out a plea
for help on their radio trans-
mitter in the hope that someone,
somewhere will here their cry
for help. Well someone does.
Their call is received by Thund-
arbird 5, nrbiting high in the
stratosphere and it is John
Tracy, member of International
Rescue who hears the Egyptol-
ogists’ message. The informa-
tion is soon relayed to Interna-
tional Rescue’s base and Thun-
derbirds 1 and 2 are go.
Iit's some time indeed (Lloyd
remembers it well) since Gerry
Anderson’s Thunderbirds series
first hit TV screens and became a
cult. The cult effect has survived,
though, and surely everyone
today has heard about Thunder-
birds?

After sittin thrﬂu};h a multi-
channel rendition of the Thun-
derbirds theme, the game starts
on a menu screen, where you
choose the equipment you wish
Thunderbird 2 to l::arr}(. Thun-
derbird 2 can move a forty ton
payload, and you must equip
accordingly from the variety of
useful available, including
Thunderbird 4, The Maole, weed-
killer, earthquake bombs and
scanning equipment as well as
extra fuel. For each ton of equ-
ipment you take you forfeit a
hundred of the two thousand
Eﬂuints with which you start.

oving a pointer labelled select
against the name of an item and
pressing fire causes it to be

loaded into Thunderbird 2.

After loading up, the action
flips to the launch screen. In a
blaze of pixels Thunderbird 1
takes off, followed by Thunder-
bird 2 — unless it's overloaded
in which case the overweight
message is flashed up and some
of the equipment chosen has to
be replaced.

The Egyptian tomb is split into
many rooms, each bordered and
split into a maze with character
wide squares. Both Thunder-
birds 1 and Thunderbird 2 are in
the tomb, though you can only
control one at a time. The ships
move in the four basic joystick
directions with the control being
switched between the two via
the fire button.

The idea of the game is to pass
through the mazes to reach and
rescue the scientists. The trou-
ble is, some of the passages are
blocked with coloured slabs of
stone and others are not wide
enough to allow Thunderbird 2
to pass. Blocks can be moved by
nudging then with the craft
While red blocks can be shifted
by either ship, Blue blocks can
only be moved by Thunderbird 1
while green ones only respond
to Thunderbird 2. At times the
two ships have to co-operate
closely to clear a path. A limiting
factor introduced to make the

ame a bit more difficult is the
inability to swap control when

b ™
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the ships are on adjacent
screens: you have to be two
screens away or on the same
sheet as the other Thunderbird
to change control.

Throughout the game when

you come onto a sheet where a |

piece of the equipment you've
chosen to bring can be used the
relevant machines comes auto-
matically into action.

Other little problems confront
you later in the game — it's not
all block moving and passage
clearing — there's water to be

i hEe dgéii» 60:800:28

glaaalonabanelisalanabonalannl

BRARRREZiiE

LT LA LLLY LA

passed and insects to be

passed to mention just a cuume
of hazards held in store but

there's also some treasure to be
collected if you're in the mood.
All the time you're in flight, fuel
is being used, and while there
are supplies to be found in the

Exmgide
AL v @ Y T

LELE RLL L] |

tomb, it's guite easy to run out..
It's quite possible to get stuck on
a screen as well, with the way
forward blocked — so you can
save a game position out and
reload later if you think you're
about to make a fatal mistake.

Presentation 86%

Well constructed game with
some good options and ‘nice
touches.

Graphics 47%
Nothing spectacular but
sufficient

Sound 40%
Annoying rendition of the
Thiunderhirds theme music and

cull FX

Hookability 75%
Relatively simple to get into
game

Lastability 78%
Lots of devious Scregns and
nuzzies to solve

Value For Money B2%

A sensibly priced product

Overall 77%

A very good arcade puzzlg game
that may not agpeal to fans of
the TV series




WiRD

FROC

FESING, GAMES, SPREADSHEETS, ADVENTURES, ACCOUNMTIMG MUSHS. PROJECT MANAGEMENT ASTRO
BUSINESS GRAPHICS, FITHNESS AND HEALTH, cAD/CAM, PERSONAL FINANCE, LANGUAGES, BOORKEEPING AND VAT, L
DESIGH, TyPiNG TLITION, UTILITIES. ERUCATION. DATABRBASES, VOICE SYNTHESIS, ParRoll . COMPUTER AIDED Ls

STATISTICS, PROGRAMM NG y BB e gaa e 4B AR : A I RES, ACCOUNTING, MU
HOOMEEEPIMNG AMND VAT LIGH [ e . g T GICE ByNTHEG!IS, Pa i
; T Y ¥ '. = : |

SIChA =[N T8 =
(=] 3 TRE -
RMING, STATISETICS. PROGER&MMING i IUAGED
MUSIC. PROJECT ManmacEMET ASTROMNOMY BUSINESE
WAGES, BOOKKEEP|ING AMD VAT, LIGHT PEN DESIGMN. TYRINE
FPayROLL, COMPUTER AIDED LEA&ARMNIRMI STATIS]
SHEETE,  ADVENTURES, ACCOUNTIMNG, MUSi PHEOIES
HE&LTH CAD'CAM. PEPRPSOMNA] Finamee L AT L A
5, EDUCATION, DATABASES, VOUICE SYNTHESIS, PAY]
IEGES WoRD PROCESSIMG LGAMES SPREADSHI
AY, BUSINESS GRAPHICES, FITHNESS AMND HEALTH ADCA T
EN DESIGHN., TYPING TUITION, LITILITIES: EDLCATION
(NG, STATISTICS: PROGRAMBMING LANGUAGES =
UsiC, PROJECT MANAGEMENT, ASTROMNGMY, BLUSINES
GES, HOOHRKEEPING AN D VAT, LG FENDES | v WG
FayrOLL, COMPUTER AIDED LEARN|MI STATIGTICS
HEETS, ADVERMNTURES, ACCOLINT

EALTH, CADCAM, = -]

128 ¢ commonost (S}

Ts

FOoMPaTER
rEmSDHAL &
APFLICATIOND

AFPLICATIONE

iy thg g, by
e
- ; Cesmemodon LR Liin
EINESS GRAPHICS. FITN i;:,_..nnﬂm’“““
ol Ry AHT PEN DESEr. T ik Turti g i 9N,
WD vaT, LIGHT PEN DESIGH, TYPING Tull o andmghen .
DED LEARPKMING, STATIESTICS, PROGRARM I ""'I'"-Tuﬁur fpatures xh B
ACCOUNTING MUusic. PROJEST MARNAGSEMENT : fou taling
INANCE, LANGUAGES, BOOMKEEPING AND VP
ICE SYMNTHESIS PayEOLl COMPUTER &l
i GAMES, SPFREADSHEETS, ADVENTURES. ACC
THNESS AND HEALTH, CADCTAM, PERSONAL FiInNAN
TIES. EDucarion, DaTaBases, W g a

EHGLIAGES. WORI

i

TR S DOREEEPIMNG aRDF WA°
5 0 . SYMTHESIZE, PAayROLI COMPUTER Al
FPROGESSINE EAMES SPREADSHEETES ACVENTURES, ACCO
{55 B P I FITMEES AND HEALTH, CAD/ AM, PEBSONAL FINARM

| d LITILITIES EDUCATION DaTAHASES, VOICE Sv

PraskamminG Latcuases, woro Processing, Games) With hundreds of software pﬂfkﬂgﬂﬂﬂﬁl]ﬁhlﬂ

MAMACEMENT ASTEOMGMY BuUSIMNESS GHRHAPHICS FITHME

BookEEERINE AND VAT, LIGHT PEN DEsien, Tymne Tumor NEver has 2 more useable machine been :
TER AIDED LEARNING. STATISTICSE PROGRAMMMIN] :

ADVEMTLFES ACCOUMTING. MUSIC, PRCJECT MANAGEMENT laundle{j
FERSOM A FinaNCE, LaNGUASES HOOEEEEFRFING AND WA

| Daasases, Voice Syntuesis, Pareol, Comeuter Al Three modes mean you can use softwarefor for

RUGCESRS L. GAMES, SPHEADSHEETS, ADVENTURES, ACCK

Giariies, FITness ano HealTr caocas, Persanac Finard  the Commodore 64, software for the CP/M

PROGRAMMING LANGUAGES, Wonrb Processing. Games] System and new software specially written.

MANAGEMENT, ASTRONOMY. BUSINESS GRAPHICS, FITNE £ s
RocRESERNG AN var LISk PES Besipn, Typine TLiTion . Here are just three néw examples of whit is
| available.

ALUVENTURES, ADCOUNTING, MUuSiC, PROJECT MAKNASEMENT,
INGAL I NATC LakGiUaAGES BOODREEEPING AMND VATl
DatTapasE: e Sy THES]S, Pay & COMBPUTER ALl

PROCESSING, GAMES, SPREADSHEETS ADVENTURES ACCO Visit your local dealer for your 128 software orcallthe |, -,
GREAPHICS, FITHESS AND HEALTH, CAD/CAM, PERSONAL FIiNAN C{m[ﬂurﬁ-D]f{}nndu[m[:entrefm{"ﬂ;}rb];{l]ﬁﬁﬁ}ﬂ[ﬁl‘ji FRTE

P AT DN UTILITIES, EQUCETION, IATABASES, NOICE Sy . :

B G e el it Aty PROT CEaINE Rk for more information.
MANAGCEMENT. ASTROMNOMY, BUSINESS GRAPHICS, FITHE
BOOKREEPIMNG AMD VAT LIGHT PEN DESIGH, TYPIiNG TUITION
LEARMIMNG STATISTICS

——— - = |
LITIES EDQUCATION. DATABASES. Vil P 1 |
P ROGRAMBMIS G UAGES., WORD PROCESSING., GAMI

commodore=




From the beginning of October IN

Spectrum 48K £7.95 .i\\

CBM 64 £9.95 R\
Also available: -

Amstrad £8.95
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Gremlin G Alpha House, 10 Carver
Sheffield S1 4FS. Tel: (0742) 753423.



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
underworld 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

his freedom kit from the many he’s

offered and not miss out on the

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?

Drive Bir Clive*s C3

L



n the wake of Ultimate's

popular Knight Lore and

Alien 8, Firebird have
launched the flagship of the
Super Silver fleet, Chimera. You,
being a highly qualified astro-
naut and government agent,
have been sent into space to
explore a UFO recently detected
from Earth. You soon find that
this is hardly what anyone could
have expected as it bears the
most remarkable resemblance
to a ghost ship.
_ There is no apparent reason-
ing behind this alien identity
crisis and so you continue to
investigate, undeterred. You
find yourself in a forced pers-
pective spaceship not unlike the
one past Ultimate efforts. Even
movement is robotic.

The plot is straightforward
from here on in. You have to go
about the ship using a mixture of
stealth and lateral thinking to
enable the cracking of some
problems. The aimistosetup a
number of missiles and arm
them, in order to destroy the
satellite (or whatever it really is).
Supplies of food and water have
to be renewed frequently, other-
wise you may meet your meta-
phorical maker much sooner
than you would like.

At the bottom of the screen
there are displays to show how
much food and water you cur-
rently have, what object you are
carrying and heartbeat readout.

HIMERA

Firebird, £3.95 cass, joystick

Water depletes more rapidly
when you're near to a radiator
(of which there are several).
There are no wandering bad-
dies to shorten your lite but
there are things like electric
fences which suffice for the pur-
pose of ending the game. Many
of the items required to finish
the game (and others) are hid-
den from your view to the screen
layout, so it's best to have a
good wander around. Once the
missiles are all armed and
ready, Tnu have to get back to a
particular room near to the star-
ting location, so you can make
your escape.

tive on screen. One
of the best features
of the game is the
scream sound which

will scare first time
ammwhapmﬂm

are a little
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excellent as are the pieces of
nmn‘hvﬁum‘)‘ said that [ must
profess to several enjo-
yable and ing hours of
playing and (helpful

as Knight Lore or
Alien 8, Chimera is
one of the first
mes of this type
appear on the
(64, and very impressive it is
indeed. The graphics are excep-
tional — the main sprite is quite
oving smooth

g Iy
and convincingly in front of and
behind the scenery. The game
itself isn’t bad, ¢ h some of
the solutions are a bit obscure.
After a while gou fall into the
author’s thought processes and
things get easier. Not a bad
release and definitely worth the
budget price asked.

Presentation B0%
Adequate instructions and neal

N appeardance

Graphics 90%
Supert 3D affect and gooad
|1|_:J

miEin charat far

LGN ano amirmaiicen on

‘."Tmund 91%
W CIrEat Tune

LT ||‘| ~CHETE Wy

aach and FX

Hookability 75%
Initially absorbing to play and
map

Lastability 61%

I"..|' "1 |‘|!;'|-":.I
Monolonols '.‘-..':||' fr WETY
gimilar tash

&l rather

SxE 1

Value For Money 80%

Overall 70%
Quite simply a good arcade
adveniure
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DOMARK

..... Enter the Horror Sound Effects Competition — If You Dare!

Spectrum  Commodore 64  Amstrad

WARNING: THIS PACKAGE CONTAINS MATERIAL WHICH MAY DISTURB
PEOPLE OF A NERVOUS DISPOSITION!

- 5 nm M eda Qs rcanar . & : =h e Vi
> To: The Knife Sharpene Please send me ____ copies of *Friday the 13th - The Computer Game” at £8.95

DARE YOU ORDER NOW! :

Domark Ltd., 204 Worple Road fincludes postage and packing)
CALL 01-947 5624 London SWZ20 8PN Telex: 894475 G | enclose a cheque/PO. for £
NAME : (BLOCK LETTERS : My computer is

Youmay orderby  Access[ ]  Visal American Express

by post or telephone (01947 5624)

Please debit my CREDIT CARDL]  Signature

-

Account No: | |

Credit Card Expary Date




You're an Olympic athiete competing in gight Key
events at the SUMMER GAMES. How weil can you
score in track. swimming, diving, shooting
gymnastics and more? So realistic. (nere s Bven an
opening ceremony and awards presentation after
gach event
Unlike other “Qlympic-like” games. SUMMER
GAMES has incredible realism, superb state-0l-
the-art araphics and sound effects, including national
anthems from eighteen countries and lrue action-

Compete with up to seven other contestants in your
favourite individual event, or go for it all in the
grand competition. Some events, like cychng,

rowing and fencing even challenge you with realistic

head to head competition!

You have a choice of eighteen couniries Lo represent
and you will need the correct strategy and mental
loughness, not just speed and agility to excel in
each of the eight events. That's why we included
a feature that lets you practice each event until

BREAKDANCE is more than a game, it's four 92 ntrod
in one. In the first you “go down” to “battle’ 1o
sfter row of breakers as they attempt toinvade yo & sp
turf, A second game lets you “break with Ih-gain
tamous “Hot Feet” in a conlest 1o see who res
has the most “juice” in town. A third challenge Yo
you 10 figure out the right sequence of SIBEs 1l g g
serform a backspin or suicide without Geting ;5 ne
whacked" Or, you might want to start with the &
form section where you Choreograpn your moviri

EPYX M

AKES EVEN

SUMMER
GAMES

strategy game play. In each evenl you musl plan and

pxecule your game strateqy in order [0 maximise

your score. It's not just a matter of how fast you can

move the joystick
So change into your running shoes, arab your

loystick and GO FOR THE GOLD!

@ Opening Ceremony and Awards Cersmony.
@ 8 Different Sports Events,

@ Compete against an opponent on the
computer.
@ Individual and Team piay.
@ Joystick Controlled.
@ One or more players.

@ Action and strategy elements in each event.

Atari Disk

' _h_gaiiahlg_hr: :
Commodore 64 Cassette  £3.95
Commodore 64 Disk £14.95

£14.95

SUMMER
GAMES II

you're ready for the real competition
Remember it's nof too early to get ready for 1988
With the right diet and training you might just make
it' but in the meantime grab your joystick ana try
gight new ways 1o go for Golg!

@ Includes Cycling, Fencing, Kayaking, Triple
Jump, Rowing, High Jump, Javelin &
Equestrian Evenls.

@ Opening, Closing & Awards Ceremonies
with National Anthems.

@ Individual & Head to Head Competition.
@ One to Eight Players.

X _ _ﬁﬁai@i‘ﬁf:
Commodore 64 Cassetle
Commodore 64 Disk

BREAKDANCE

and watch the computer act them oul in Slow mol gy
or at normal speed
It's up to you, play it alone or agains! a Iriend e
way .. Breakin' is now made easy with
BREAKDANCE'
@ Over 100 different steps in all.
& Complete with breaking music.
@ Includes: Moon Walk, Turtle Up Rockin
@ Head Spin, Suicide, Back Spin and mor

g ______huaiiit-li_g for:
Commodore 64 Casselte £9! G
Commodore 64 Disk 3
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ragucing true competitive auto racing, both on the
(rack and in the pits
plit screen display allows two players o race
st each other, fighting for the lead on the track
and struggling to be first out of the pits
fu'll need a race strategy good enough to beat
opponent. Bul remember, his strategy might be
jo0d @S yours. Then il comes down to a test of
nerves, a test of guts
' your teeth and hope that you tyres and fuel hold

PITSTOP II

 for another lap, because if you ‘pit’ now it may
cost you the race!
@ Head to Head Motor Racing.
@ G Different Circuits.
@ On Screen Map.
@ Full Pit Facilities.

sommodare 64 Eassette
.'nmmnﬂure 64 ﬂhﬁi'li
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Your mission is to foil a horrible plot. From an
underground laboratory, Elvin. the scientist, is
holding the world hostage under the threat of nuclear
annihilation. You must penetrate his stronghold,
avoud his human-seeking robots and find the pieces
of the security code.
s0omersault over the robols or use a precious snopze
code to deactivale them long enough to search
gach room. Use the Agency's computer o
unscramble the passwords from the code pieces. of

IMPOSSIBLE
MISSION

iry to solve them yoursell, You've got to reach Eivin's
control centre, but you'd better beware.
This mission is stamped IMPOSSIBLE!
@ Over 30 Rooms.
@ Over 80 Different Robots.

Availahle for:

Commodore 64 Cassette £9.95
Commodore 64 Disk e £14.95
Spectrum 48K Cassette £7.95
Amstrad Cassette ~ £9.95
Amstrad Disk £14.95
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You ve caplured the gold in Summer Games ™ and
summer Games 1™ — now it's on to the Winter
Games! And what an incredible setting — a
completely realistic winter wonderland featuring six
aclion-packed events. You can compele against
your friends or the computes
First choose the country you want to represent. Then
IU'S practice, training and learning a winning strategy
for each event. Now the Opening Ceremony and the
competition begins. Will you be the one who takes

WINTER
GAMES

the gold al the Awards Ceremony?

The guest for the gold continues. ..And it's all here

the strateqy. the challenge, the competition. the
art and pageantry of Winter Games!

@ Six Winter Events: Bobsled, Ski Jump,
Figure Skating, Free-Style Skating, Hot Dog
Aerials and the Biathlon
@ Opening, Closing and Awards Ceremonies
complete with National Anthems
® Compete Against the Computer or Your
Friends and Family

ﬂuaﬂahla far:
Commodore 64 Cassette ~ £9.95
CommodoreB4Disk  £14.95
Spectrum 48K Cassette ~ £7.95
Cﬂlﬂ_l_l'ti EE_IIH-
Amstrad Eﬂssene £9.95
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Test your reaction and reflex skills to their limit, in an attempt

to guide a fast and furiously gyrating gyroscope over a number
of challenging and hazardous terrains.

GYROSCOPE — THE GAME TO SEND YOU SPINNING OFF YOUR HEAD
Available for Spectrum at £7.95 and Commodore 64, Amstrad and BBC B at £8.95

/ MELBOURNE HOUSE

Melbourne House (Publishers) Ltd., Castle Yard House, Castle Yard, Richmond, TW10 6TF.
Trade enquiries call 01:-940 6064

Available from selected branches of I@I.WHSHITHFMM.M“I,Iumhaluwl.ﬂ*—'-,
Spectrum Shops, and all good software dealers
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METABOLIS

Gremlin Graphics, £7.95 cass, joystick or keys

etabolis is a maze
game cum arcade
adventure presented
in the familiar flip screen Sabre
Wulf style. The story is based
around the exploits of a rather
fierce, but very brave and cuddly
little Canary. Naturally it's you
who has control over his little
adventures.

The story has it that the in-
vading Kremins have transfor-
med the human race into a var-
iety of strange little creatures.
You, being a part of the human
race have also been turned into
a little creature — the main
character of this game, a Canary.

Metabolis /s not
of the most
CComaied fran the
um. Graphi-
cally it is rather
mqrrmdﬂumd
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You've still got the brain of a
human though, and naturally
Knu’re a mite peeved at what has

appened to you. After all, who
wants to spend the rest of their
lives doing nothing, flying
around and eating worms and
bird seed!

After thinking for a while, you
decide to make it your duty to
destroy the evil beings which
have done this foul deed. This
isn't an easy task as you can
imagine, and there are quite a
few little jobs you have to com-
plete before you can really blow
the Kremins to kingdom come.

First of all you must recover a
serum that will restore you to

our natural self. Once this has

een done you must then find
the wizard who will cure your
heart which was weakened by

the transformation from human
to Canary. It is then (and only
then) that you can destroy the
Kremins.

The way to destroy these des-
picable beings is by causing a
massive nuclear explosion, and
the only way to cause an exp-
losion is by finding a nuclear fuel
pods. Once you've found them
then you can take them to the
reactor room where a reaction
will take place. NB when you do
just that be prepared to get as far
away from the reactor room as
possible lest you get caught up
in the explosion.

The playing area consists of
about 150 rooms which form a
highly complex Sabre Wulf style
maze. Plenty of creatures inhabit
this strange world, and as you
fly around you encounter just
about all of them. Most are
harmless, but some, like the
starfish kill on contact. Occasi-
onally you meet a Kremin, which
is big trouble. These sap your
energy so it's best to stay out of
reach of them otherwise you
find your game ending pretty
swiftly.

Littered around the maze are
many traps which you have to
keep a watch for. Many are fatal,
although some of them like the
oneé ton weight which flattens
you for a while, making progress
impossible for a minute or so,
are harmless (ish).

Another big problem is your
heart. You see, all this flying
around becomes a strain on
your poor old ticker and you die

: e
1S
R e . ‘ﬁ'
K s nmm e P mm
-

unless you can keep yourself
topped up with the angina pills
you can find scattered through-
out the maze. If the strain gets
too much and you can find no
angina pills then you can always
sit down and rest which slows
your heart rate slightly.

As you progress through the
game, life energy is constantly
gapﬁad by the evil invaders. This
IS Shown on-screen as a picture
of a little bird which gradually

turns into a skeleton as you lose
energy. To replenish it you must
find food and eat it, otherwise
it's a Matthew's cling film bag

for you. If you think this is all a
little too much then don't des-
Earr it's not all bad news, you do

ave a weapon, a boomerang, if
you can find it.

Presentation 57%
Mice scrolling messaqe but little

Graphics 41%

Simall. badly animated
characters and unimaacii el
backarounds

Sound 62%
Odd little ditty on the title scroe

and appropriate spot FX

Hookability 60%
SOme mmihial explorati

addiction

Lastability 47%

Lols to e y
VO e rSseverg

Value For Money 56%
| neap |

I tor a Commodor

Overall 50%

-'.".I' dVergce arca 1= |-|,-- ure
that is just v Adultl to play
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FIGHTING WARRIOR

Melbourne House, £8.95 cass, joystick or keys

ames of mindless viol-
‘ance seem to be all the
|raga among the compu
ter software world, so Mel-
bourne House have released an
equally aggressive 'follow up’ to
the highly successful Way of the
Exploding Fist in the form of
Fighting Warrior. Unlike Fist
though, Fighting Warrior actu-
ally has a scenario ...
get in ancient Egypt the story
revolves around two separated
lovers. The hero of the piece is
the fighting warrior of the title
and he has fallen head over
heels in love with the princess
Thaya. Unfortunately she has
been kidnapped by an evil Pha-
roah and locked away within a
remote temple. Understanda-
blz, the fighting warrior is some-
what miffed at the Pharoah's

32

actions and so decides to set off
across the wastelands to find,
and eventually release, his
beloved.

The route to the temple is a
hazardous one, plagued with
many mythological demons and
demi-gods. And as he's so brave
the warrior's only weapon is a
sword. The creatures of the
desert are set upon defending
their territory as were those
slain many years ago. To defeat
them it requires a great deal of
accurate sword strokes.

The authentic Egyptian scen
ery of pyramids and the like,

scrolls slowly past as the warrior
progresses. Both he and any
opponents have a limited
amount of stamina and victory
must be achieved without ex-
hausting himself. For each blow
successfully landed, the victim's
energy bar, displayed beneath,
is depleted by a notch. Once
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these are exhausted the player’s
life is lost and on losing all five
lives the game ends.

There are many different
beasts to be fought and these
vary quite a bit, although in
general they are humanoid with
weird heads. This kind of mon-
ster is equipped with the same

| HATE
THE SIGHT

OF BLooD!
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coloured. The
sound is
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. | o
monatonous. )

: s there are only
o e magwm
WWM
nate as Warrior has
lot of potential. A dull and
average piece of

type of sword as our hero and
wields it in a similar way. Over-
-Frl:.an pussy cats and dragon-
ike beings are best approached
with caution — especially the
latter, because although un-
Frmg{l. tljevl_ha!.rg‘:draih;r niscl";
ine in crippling y kicks. An
hitting bee::ﬁ isn't that easy as the
beast wraps its leathery wings
around itself in defence. The cat
merely mauls.

As the warrior gets nearer to
his goal the nasties get nastier
and many of the different attac-
kers use slightly different tactics.

When a beast dies and its
bones disintegrate to mingle
with the desert sand, a pot-like
object materialises. These are
rumoured to possess mystical
powers and are activated by
giving them a good whack with a
sword — though it's not guaran-
teed that any effect will be
beneficial. issing the pot
always results in a decrease of
stamina.

If the warrior finally reaches
the temple he must contend
with the Pharoah's magicians —
in the habit of draining intruders
of their energy. Only when these
evil beings are defeated and the
princess is free of her bonds, has
the fighting warrior accomplis-
hed his mission. The reward for
failure however, is death.

Presentation 60%
Poor appearance and a couple of
ontions

Graphics 66%

Large, coarse, reasonably
animated sprités and very poor
use of colour

Sound 57%

Jf'-.|||r'|.'=r'r|r' it |'.'I'..'jf-r|!i lLnes

Hookability 53%
An easy, but uninteresting
game IO gel into

Lastability 32%
Low lasting appeal due 1o very

monotonous gameaplay

Value For Money 41%
Would be betier off competing
against budget software

Overall 45%
A below average game of

aratuitous violence




ZZAP! 64 BINDERS
At last — they're here!

HERO OF Y“'ﬁ“‘mﬂ”mﬂ | .wmmuhra
THE GOLDEN [|& /s s

s also a year sticker for the spine. The hand

Theres also a year sticker or the spine. The han
T AL l s M AN have Cost about £150/660h, 56 We've 86t for e
next best thing, a rich maroon with gold-ish tooling

Mastertronic, £2.99 cass, joystick only on the front cover and the spine.

his is the second of two
MAD releases reviewed
this issue and is an arcade
adventure written by Shaun
Southern, author of Kik Start
fhe's a local lad you know,
hailing from North Shropshira)!
The game puts you in the shoes
of ‘the hero’, with the object of
freeing a city from the curse of
! an evil Wizard. For many years
the city had been protected from
the forces of evil by the Golden
Talisman. Unfortunately the
Talisman is now in five pieces
F and scattered about a large and

I —

S e =S e s A A e - e

o

deadly labyrinth, inhabited by a
multitude of ferocious mons-
ters. These pieces must be
hasti!; recoveréad and the Wiz-
ard destroyed to release the
people from their anguish and
torment.

The labyrinth is composed of
64 rooms spread over five

HElEERR
EE R

Although levels. Each room consists of 8
the ﬁm':h?.;;:f screens, making a total of 512 to
man lacks in the | explore, and each level contains
graphical sophisti- | 2 piece of Talisman, along with
cation of some | various useful objects and the
it is still | tortured souls of all previous
very good indeed | visitors to the maze. Hero-
— the many differ- | hungry pirahna fish patrol the
ﬂntmgum'u are | depths of water filled passages
varied and @ constant | while fire breathing Dragons
W_ hﬂ; graphics aren't | occasionally block the way

*mﬂf ut some of the | ahead. Thankfully our hero can
animation is quite shoot, but a Dragon requires

ally when runni

Egﬂ- My ﬂi:lﬂf_::mma:nmmg many hits before it disappears
the awkwardness of getting a | '°" 9000 ,

forward or backward jump — Amongst the objects to be
you have to get the joystick into found in the maze are lamps to
a which isn't that easy | 'dht up dark rooms, flags to
on a8 review hardened and | \ncrease fire power, fruit for

Please send me. . ... ZZAP! Binder(s) at £4.50 each*

Nﬂme R RS e B R EEEE SRR AR Eowom R : .........
Addmﬂ B8 @ Fd R E R R EE R SRR R R e el e e e R R

R N N R N N o R N R R T R R

}{mﬂckﬂrad_&rm'aﬁct Ttnpfaﬂz i anergy and Hg‘ﬂé Tohrsit v 4 s v v v es « POSICOdS
ng area is ial, as they are needed to unloc nclose 8 cheaue/postal order made navable to
mmﬂmﬁw vely | coloured gates blocking off exits M mﬁﬂw! order made peyeRie 1o

small. Despite the slightly incr- | throughout. Heroes can hold up
eased price tag, Hero of the | to five objects at a time, dis-
Golden Talisman /s definite hit | played in boxes at the bottom of

material and represents excel | the screen. The object currentl
lent value for money. in use is highlighted in a dif;"i

_

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

ZZAP! BINDERS, PO BOX 10, ulul’.mm-
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. et another game-of-the-
film hits the market with

erent colour and can be changed |
by pressing the space bar.

Beneath the fairly
timid exterior of
this game mjﬁa{h’ﬂﬁ
a wvery ean, e
w arcade adventure.
v Itisn’t much to look
at or listen to, but
it's fun to play and
that's what counts.
The control does seem a little
unresponsive at times and occ-
asionally proves frustrating.
This is a minor niggle though, as
I still found m engrossed for
some Cons time with
each play. Despite the slightly
higher price tag. this /s one of
stertronic’s better releases

- and as the saying goes — it's
well worth the asking price.

Presentation 85%

High standard theoiahi

l?' ‘Q* Graphics 56%

»
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Sound 67%

I'||l|-;-|-|| Mr Teires gl Wik
" ‘ Hookability 77%

M i particularly las

o
e

8C=000820 STR:=79X AIR-00XN . ..

Lots of screens to e

DrOmMerns galore

Value For Money 82%
_."'|. !'._*_.I-.|..I"- i |:_-,:||'-,‘.- 13 gt &
MAD price but still worth the

exird oguic

I_Jvera" 78%

2t |.]|".|:= arcade aidvaniure ano
certaimnly the best of the two
MAD releases

the screen. Toggling the joystick | has to start a machine then the |
results in one of the characters | other has to knock over a tub of |
moving. If you press the fire but- | water. Once that has happened |
ton then control is switched to | then both characters can dodge

US Gold, £9.95 cass, £14.95 disk, joystick only the other character. To solve a | round the meany which patrols
screen both characters have to | the bottom of the screen. Using
| am always very complete a task, for example on | two characters like this is really
sceptical, in fact | the first screen one character | fun and is a control method
cynical, about
gamas based on or
around films and
TV programmes.
The reason being
that most of those
released so far,

the release of US Gold's
Goonies. Not much is known
about the new Steven Spielberg
film since it hasn’t yet been rel-
eased over here, but the game
ives a little clue to its storyline

that's if the game does follow g

its storyline) of a group of child- wamuﬁkhﬂﬁﬂn;?:g

ren on a treasure trove adven- |  gigle fo sell. ['ve always thought

ture. _ Ghostbusters was such a case,
The idea of the game is to get | bt rhaps that's me being

through the eight different awﬁza eynical . .. Goonies how-

screens and collect the chest of | ever, doesn’t appear to follow

?uid from the pirate ship on the the film too closely (although |
inal screen. Each screen has its | have yet to see it) but is a good
own problems which have to be | game with many original feat-
negotiated before the player can | Ureés — despite being a platform
progress to the next one. derivative. Gra ly it is poor
Playing Goonies is a pretty | :gm and backdrops are
novel experience since two | EfUde in their gefinition and
: there is a distinct lack of colour,
characters have to be used in with only four used Th g
tandem to complete a screen. | U bg#— prih run:ssfr.ru:ﬂ
It's not as complicated as it hﬂ‘:fﬂ been written by a sadist in
sounds and playing with this Al : -
i the field! My main gripe is that
control method isn't at all hard. while the 8 screens are inventive
The screens are all platform | ang challenging in their own
variants and the whole game ght, they do become some-
plays rather like Bruce Lee — nmg‘mrrﬁpmfﬂ'ra to play and sorme
?ﬂurﬁ:hﬁractﬂrﬂan run and jump further .:r.;mn waolld have been
everywhere. welcomed and appreciated. A
When you start you see your g;pn’ variation on the platform
two characters somewhere on me.
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GIVES YOU DATABASES, BULLETIN
BOARDS, ELECTRONIC MAIL,
PRESTEL — ALL ON YOUR
COMMODORE 64 OR 128

Al last! The perfect modem for your
Commodore® 64 or 128, giving you
access to Prestel”, Micronet”, viewdata
and a host of other services — plus
user-user communications.
= It couldn't be simpler. The 64
Multimodem has autodial and
autoanswer, with all comms
software on-board in ROM, 64 Multimodem fits
your Commodore’'s cartridge port, and has just
one external connection — the telephone
lead.
The 64 Multimodem is menu driven and
multispeed, with CCITT V21/23 and Bell
103 standards, handling baud rates of
300/300, 1200/75 and 75/1200.
Functions include save and
print frame and automailbox
with edit and save.
Buy your 64 Multimodem now and
2 we'll give you free introductory
PHGHlﬂyZE e T subscriptions to Micronet and
ndinect cfnectidy 1o publi Microlink *: an unbeatable package
val apphied for npanes cancerned

From the Commumcat ions
‘ Powerhouse

“.‘MIRAClE

TECHNOLOGY

MIRACLE TECHNOLOGY (UK) LTD ST PETERS STREET IPSWICH IP1 1XB ENGLAND
(0473) 216141 6 LINES TELECOM GOLD 79: KEY 001 (Dealerlink 72: DTB 10135)
946240 CWEASY G 19002985 PRESTEL MAILBOX 919992265




“THATS '0DS You CaNT m-m...‘..,lw.

which
upon.

All the screens have to be
completed in similar fashion,
and as you progress through the
egight screens the puzzles get
trickier and reguire quite a bit

This is quite a good
lirtle marred
by m that it

should be expanded

Microsphere, £6.95 cass, joystick with keys or keys

icrosphere’s first
release for the B4 is an

M attempt to evoke the

best (!) days of your life the

3 Pikor.
ing very similar to other
oft releases. Looking upen
the p ing | saw someone
was actually credited for design-
ing the graphics. Well who ever
did design them is more than
likely to still be in nursery school
and must be for Data-
soft part time. T!'ru-gama itself
was guite reasonable though
some gamesters may well find
gight screens a bit limiting.
Maybe worth a look if you're a
platform games freak.
working out. When you finally
get the treasure then you are
transported back to screen one

small screen. The star of the

iece is Eric, tearaway school-
y and bad report merchant —
and a bad report is what the

and have to start again, with the

same objectives.

Presentation 68%
Rather dull compared with mos!

e SRR g
LS affarings

Graphics 42%

Crude in Appearance and

our, but
al ammation

certamly lacking in co

CHOOHE STancanrc

Sound 35%

| =rrible tunes _|r'-:1 fewny X

Hookability 79%

."-.Jr-.-.,-.--! | |"|||'II|'|| I|||'f|||_'-"| 15 fun

Lastability 64%
But there's only eight screens

Value For Money 62%
Ayerage game a

LIrice

1 an average

Overall 67%
Fun, butwe hope the movie's

game is all about. Sitting inno-
cently within the school safe is
the account of Eric's achieve-
ments for the last term. Eric,

being the little beggar that he is,
doesn't take long to read what is
written therein and discovers
the news definitely isn't good.
The haadn}ﬂiter Il'lfgrd't Eien tlﬂe
report phew t when he
does K?; reaction could be
likened to that of a low yield
nuclear device going off — not
very desirable at alll Realising
the seriousness of his dilema,
Eric decides it would be best if
the head didn't see his end of
termn report, and hits upon a plan
to retrieve the incriminating
documents from the school safe

The school's security is of a
high standard and the combina-
tion to the safe is very well

rotected, — each teacher only

nows a fragment of the comb-
ination. To get the masters to
spill the beans, Eric has to setthe
school shields, decorating the
walls, flashing. The shields need
a good bash to get them to flash,
but some are too high to reach.
Eric’s only solution is to biff one

el e

of his ‘friends’ wandering about
the place, and then clamber on
the prostrate form of his chumto
gain extra height — brutal but
effective. Once all the shields are
flashing, Eric can knock the
teachers for six and while stars
are whizzing about their heads,
the extra confusion caused b
the stroboscopic shields will
make them tell their part of the
code — except for the History
master, who's memory is not
what it used to be and has had to
have his part of the code "hyp-
notically implanted’. It can only
be retrieved by finding his date
of birth. .
As in any school, the day is
time-tabled and split into breaks
and lesson times. Relevant inf-
ormation is relayed to you via a
window at the bottomn of the
screen and when the bell goes
for a lesson, you are informed
which lesson to attend and who
will be taking the class. Failureto
attend a lesson will incur &
penalty of a few hundred lines
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from any teacher who finds Eric
loitering in the corridors. If Eric
amasses ten thousand lines or
more, he's out on his ear and the
game is over.

Playtime occasionally proves
dangerous, as there is usually
someone trying, metaphorically
ﬁaakmg, to drop you in it

sually one of the lower form
boys tell Eric what's going on
and that Eric must prevent it

[ really enjoyed this
game., Just like the
real thing Skool
daze is really vic-
fous. Get bored and
vou can wander
round bashing up
both pupils and
. . I'Hauhu:? f;{#ﬂﬂ. T.-::;‘:
s great fun, especia you
gy ey
: [ cou

derived from é‘%mg ofd school

Gy mxﬂ mphi’gg.f;ﬁ sg{:
prising g s
game [s great until it tries to
w " " -

ng. =
a good game

daze aﬂg&ﬁe

e Lmﬁw an mm:as: a
- after Fria-
ton. ntndmt?u E mﬁughinp&r
original ’ s very
MM#M

GAMES ON
ONE CASSETTE

YOURS £9.95

FOR

-. Ibincludiny FREE Waich and Postage

20 KEY, MULTIFUNCTION
CALCULATOR WATCH

® Normal 12 and
24 hour time
mode

® Calendar mode /3
@ Alarm mode .

WORTH OVER £10] >——

COMPUTER |

happening before the end of
break. Einstein, the school swot,
15 keen on running off to Mr
Whackit and informing him of
any plans. If he succeeds, Eric
has to do two thousand lines.
Not much fun by anybody's
standards.

Eric is equipped with a num-
ber of essential weapons,
thnth not surprisingly, the use
of all of them is banned within
the school. However, he can
only get in trouble if caught —
any nefarious behaviour in full
view of a teacher results in
couple of hundred lines. The
catapult is quite handy — an
elastic propelled missile is quite
enough to knock over both
teachers and pupils. A good old
fashioned punch fells the hard-
iest of oolchildren and is
brought into action with the H
key. Unfortunately, teachers are
not impressed by physical viol-
ence and punish Eric with yet
more lines whenever they wit-
ness attacks.

Throughout the game a large
part of the screen is taken up by
a 3D view of the school, desig-
ned just like the real thing with
an assembly hall, the head’s
study, classrooms and other
such scenery. Only a small por-
tion of the school is shown at
any time, so when Eric moves

left and right it 'scrolls’. Eric's
chums wander around the
school, each behaving accord-
ing to the dictates of their own
personality. All the standard
stereotypes are included, such
as Einstein the school swot,
Angelface the bully and Boy
Wander — the tearaway and
trouble maker. The teachers also
have their own personalities,
ranging from the hip and trendy

Mr Withit to the decrepid Mr
Creak.

Presentation 88%
Humourous, befitting
instructions and many excelle
touches, such as the optio
rename the characters

Graphics 59%

Characters are reasonably well
armmated for their size, but
colouris sparse and 'scrolling’ is

poor

Sound 32%

A few. weak sound effects and a
short tune

Hookability 74%
Harder to get into than the real
thing, but certainly more
gnjovable.

Lastability 77%
Probably the first time you'll
actually want to stay at school|

Value For Money 82%
Worth sacrificing a few schoaol
dinners for

Overall 78%
aschooldays have never been
such fun.

/i

[

SPECIAL |
FREE WATCH/|"

i
|

CASSETTE 50 IS AVAILABLE ON
)G B as ATARI DRAGON ELECTRON
VI 20 ORIC1 Zx 81 g§appia Atmos
Spectrum commodore . ANSTRAD

ATRE

EXPRESS DELIVERY-ORDER NOW!

OFFER...

i. Maze Eatir i7. Oid Bones 13. Inferna
2. Galectic Attack 18, Thin Ice J4. Ghosts
3. Space Mission 19, Orbitter 15. Submarines
4. Lunar Londing  20. Motorway 36. Rocket Launch
------- 5. Plasma Baolt 21. Force Fisld 7. Planets
6. Startrek 22. Nim 38, Black Hale
7. Redar Landing 23, Tupnel Escape 39. Dynamite
8. Attackaer 24. Barrel Jump  40. Do Your Sums
9. Galectic 25. Cannonbal| 41, Darby Dash
Deg Fight Battle 42. Space Search
10, Psiam Attack 26. Dvariake 43, Universe

Crosses
13. Baggles
14. Pontoon
15. Ski Jump
16. Hangman

calculator watch

Addreas

- COMMODORE 64 |

SPECTAUM |

o

W F

Post Codea

AMSTRAD ||

<) 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.

11. lvasive Action 27 Sitting Targer 44
12. Noughts &

Names and garmes may vary for each fype of computer
W O . N . e . . —

Postage FREE in UK. Add £1.00 for oversess orders.

N

. Raiz

26, Smash the 45, Tanker
Window 46. Parachulo

29. Space Ship 47. Jer Mobile

30. Jet Flight 48. High Riss

11. Phaszer 49. The Farece

32. Intruder 50. Exchange

with every Free watch and tape will be despatched within 7 days.
I enclose & cheque/ | musile payable 1o
c"“’"’“’ 50 postal order for . E Cascade Games Lid
o fiwreugh say Post Ofice by TRANSCASH [Gire Mo, 655 8855) '
For wren imater ardaving wisen chasging fo Access, Barciaycard snd

Truwlean Vise use owr M hour servicn. (82T SO466T

-

ATAR |:| oRC 1| | eBCasn[ ] l
wc20[ | x| APPLE |
ATMOS | | DRAGON [ | ELECTRON j

Cascode Gamwes Lid., 1.3 Haywra Crescent, l?i

Harrogate, North Yorkshire, HG1 5BG. England

ZZ 12 /85

'&:umw - Telophane: (0423) BOMBB3, Aegisiered Numbe: | 755554
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MUSIC SYSTEM

Rainbird, £39.95 disk only

music software rev-

iewer’s lot is not always a

happy one. Many time he

is asked to pit his wits on your

behalf against programs that

defy all credibility, some of

which should never have seen

the light of day. However, the

Advanced music system, is the

axception. In short it is THE
system, and no self-respectin
64 owner with half a percent o

musical interest should be with-
out one.

TAKING
ADVANTAGE OF
SID

The program was originally
designed for the BBC and in
1983 consisted of a music edit-
ing and synthesiser program.
The Island record company at
this time were looking for a
music system and joined forces
with the original designers.
Prototypes of the system found
their way onto some of the com-
pany’s record releases. After
nine months of intensive team
work the Music System was
launched. Development for the
64 meant many improvements
to the software in order to take
full advantage of the capabilities
of the SID chip. Further recoding
and reworking of the system has
now culminated in this, the most
complete system for an eight-bit
micro. ‘But what does it do?’, |
hear you ask. ‘Everything’. is
more or less the straight answer.
The AMS (Advanced Music
System) will create, edit, play
and print music. It allows music
to be entered and played back
either using the 64's internal
chip or through an external MIDI
keyboard or  synthesiser.
Sounds created on the SID chip
can be stored for future use. The
result can be printed in proper
musical notation along with any
lyrics you may have. Apparen-
tly, it will play continuously for
about fifty hours if you tell it to!

MUSICAL
ICONOGRAPHY
On loading up, the control

screen displays icons, graphic
representations of the various
modules that make up the sys-
tem. These are: Editor, Key-
board, Synthesiser, Linker,
Printer and MIDI. By depressing
the space bar the module you
want can be highlighted and
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hence accessed. There are keys
common to each module that
increase or decrease values.
Once into a selected module a
set of icons aﬁlpﬂar that repre-
sant relevant functions. Across
the top of the display is a com-
mand line giving you the option
of Files, Values, Commands and
Information. Accessed via the
function keys these appear, like
other sections within the mod-
ule, as pop-up windows, thus
enabling many more param-
eters to be altered and files to be
stored easily. The graphics are
of an exceptional quality not
usually found on music soft-
ware, and clearly much care and
thought lies behind their crea-
tion. The colours are carefully
chosen to be clear without burn-
ing the back of your eyes out.

e Keyboards mode is prob-
ably the most immediately sat-
isfying. Highlight the keyboard
icon, press return, and the AMS
retrieves the relevant part from
the disk. The top two rows of
keys become a cFiEm keyboard
and correspond to the piano
keyboard represented on
screen. Among other icons and
facilities there are plenty of pre-
set voices, a visual and audible
metronome as well as a facility
for real-time recording on three
channels. The record/playback
icon is cleverly laid out like the
controls of a cassette recorder,
even down to having a two-
button operation for recording.
All music played or recorded can
be scrolled in proper notation on
a pop-up window. This is defin-
itely the place for the non-per-
former to start. By selecting Files

from the command line, the user
can choose from ten demonst-
ration tunes that show off the
power of the program.

THE EDITOR

Tunes created in the Keyboard
module can be transferred to the
Editor module. This is a power-
ful music processor akin to a
word processor. Each note may
be altered, accented, rather cle-
verly made to sound louder, or
deleted altogether if need be.
You can also edit all three voices
— albeit one at a time. As with all
editors, it can be used to tidy up
the whole piece, correcting tim-
ing errors and setting overall
volumes and sound; checking
your musical grammar, so to
speak. There is a ‘cut and paste’
facility, called ‘notepad’ that
enables you to move whole
sections around within the com-
position. The key and key signa-
ture can also be varied. A con-
stant barmeter display makes
sure you know where you are.
Repeats and loops of certain
sections can be created both
here and in the keyboard mode,
which is great for creating
rhythmic backing tracks a /a
breakdance or Jean-Michel
Jarre. Having set up short tunes,
these can later be merged and
stored on disks on Files. | realise
that if you are a musical non-
starter this could present prob-
lems at first, but the logical
presentation of the AMS is a
great help in getting you to
come to terms with the pen and
ink side of music.
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SYNTH AND
MERGE

The Synthesiser module gives
you complete control over the
sound chip with clear graphic
representation of the fifteen
basic parameters for each sound
ou create. Tunes can be fetched
rom Files and run through with
vour newly created sound. Par-
ameters can be swopped from
voice to voice and all new voices
named and stored for later use.
The Linker is, in effect, a giant
file merging utility. It allows
large compositions consisting
of up to twenty six separate
smaller music files to be linked
together and played back as one
piece of music in any predes-
tined order. Having created your
music it only remains for the two
other modules to assist you in
setting the musical world on fire.
By using the MIDI link, you can
have up to six separate key-
boards/synthesisers controlled
from your 64 via a MIDI inter-
face. The manual claims that
most 64 MIDI interfaces work
with the AMS. It is also possible
to enter music from the external
keyboards. For the final profes-
sional touch, the Printer module
provides you with wvery high
quality music notation as well as
giving you the option to print
lyrics over the top of your music
— and correctly spaced too!
Hard copy can be obtained from
Commodore and Epson type
printers (but don’t try it with a
daisy wheel, idiot!)

IN CONCLUSION

This is a very fine program
indeed and is acceptable to even
the least musical amongst us. It
is protected by a Lenslok device,
about which the least said the
better. ... The disks themselves
can, however, be copies. | would
have welcomed an easy start
approach in the handbook, but
you can't have everything |
suppose. At less than £40 it
blows away any competition
that comes within a good two
hundred pounds of its price m?

The only limitation is the SID
chip. Further development of
the MIDI module could wvery
easily make this an extremely
powerful controlling and com-
positional tool. if you want to
explore music on your Comm-
odore, then don't waste your
money on sub-standard or
exotically-priced software. Get
this one.




HE SPORT OF THE F

e ST OEEE Y G
AV AR SHEHMLOldgd adH 4L L3S

=

34 H L

q
J
0
L
i
)
|

E PIC
N1 s

7o ) o [
NOH 1LY'S

=
| ol =

5 0 U NCE

Mail Order: MGNGL'TH Ard Floor Lector f:-.'_'.-i_lr'!_, 151 F._'}rri."!!';lu_':h:.uﬁ Road. London ECIR 3AD

All games pr iced at £9.9Y5 inc P&P C |':--£'|'_1I|_ £ yayable fo BEYOND.




r 5, \
|
‘_-F V7, .- F

/
A &

<

§ 178 THE GAME YoU BLAY DIRTY. T0 Wi
i AMAZING CARTOON STVLE ANIMATION

SORDERONS;
SHADOW

THE FIRST LANDSCAPING:

AND TEXT ADENTURE. |
6/00 LOGATIONE IKEY AND TEXT
INPUT. LFLAYER




R CRM6%/I28
ATARI 400/ 300/ XL

| | ANMATED CHARACTER
| | PITCHED ABAINGT

JENTON DESIGNS STUNNING
SEQUEL. TO SHADOWFIRE.

R CBMee/i2k
CPECTRUM S8/ ALLC

:ﬂ:mﬂ:
3E FIVE BOYS FOR YOUR Fh
.. : in Beyond games,

Q| EXCITEMENT

D 3rd Floor,
don Road, LONDON ECIR 3AD.

Price of al inc P&P. Cheques/ POs payoble to

BEYOND, Credit




M’LORDS, LADIES, & GENTLEMEN... FRESH FROM AMERIGA
U.5. GOLD PROUDLY PRESENTS... THE UNDISPUTED CHAMPION..
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From time to time a software title is released, so innovative that it breaks new ground in
graphical 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 style — forget the rest, Fight Night is quite simply the absoiute best."
— Tony Takoushi Computer & Video Games/Computer Trade Weekly.

“It's like watching and playing a cartoon computer version of Rocky. Fight Night has SNHE'! '
pushed the graphical capabilities of the C64 to its utmost limits'' — Zzap 64 November. ' rm e W

Commodore 64

Cassette £9.95
pisk £14.95

n
Available for 1




=3 PREVIEW

NEVER STRAY FAR
FROM WITHAM

Andrew Braybrook came to fame with his very first game, GrigeLY's
pay ouT, He topped it with the superb and original paraproID, Roger

Kean visited

ewson Consultants to get a sneak look at Andrew’s

third game, a follow up to paraproip with the marvellously metallic
sounding name of uripium, and to ask Andrew a few personal and

private questions . ..

‘What's your favourite colour,
Andrew?

‘It is probably blue, | can
always remember going to work
in a blue suit, so it must be. You
can't get red suits, and anyway,
I'd get locked out of the office.’

& Braybrook eyes under
their specs looked a bit wary at
this technical and investigative
line of questioning, so to put him
more at ease | asked him his age

‘25 a few days ago.’

This was getting a bit mono-
syllabic, so reaching into my
repertoire of questions you ask
programmers, | thought of;
Okay, so where do you come
from originally?’

Even warier looks, but

"Witham, Essex. |'ve never stray-
ed too far from Witham. North of
Braintree doesn't exist, it's just a
hi?qd rop on the other side.’

ow we seemed to be getting
somewhere, and then it occur-
red to me to ask him how he got
into programming, and the
floodgates opened.

‘It began with games on the
mainframe at work. In COBOL.
Several of us used to stay
behind at night and;:dav games
and it developed from there.
Suddenly | decided that | could
do as well as that and stayed be-
hind at night till 10 o'clock battl-
ing away with the old computer,
writing COBOL games on it.

‘I was a programmer who
wrote accounting packages for

it
i"|'1 1II"“1 :

Time to turmn about and make another pass over the
several screens length of Paradroid Freighter.

Flying over a deck full of chaser shlps, but your armour
piercing fire can make big craters .

Marconi — all very hush, hush.

I development in sccounting, not
We were doing research and

very inspiring really but you see
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an awful lot of nice utilities in
that situation and it tends to
raise people’s standards of what
you expect say with a Commo-
dore or a Spectrum.”

In fact Andrew's first home
computer love was the Dragon
but when it died a death, he had
to look around for another
machine. At the time he was
converting Steve Turners
Spectrum game 30 LUNATTACK
and the two teamed up profes-
sionally.

‘Because there was only Steve
and myself working on the Spec-
trum we needed to diversify a
little in case anything should
happen to it and the second
most popular machine was the
Commodore. It was really more
of a sensible business decision
than a great desire to work on
the Commodore.

‘LUNATTACK was the first game |
tackled, converting it onto the
64. But the first time | was let
loose was with GRIBELY'S DAY OUT,’

It's always interesting to see
how a programmer goes about
designing a game — do the
gameplay elements arrive first,
or is it the graphics that spark off
the ideas?

‘We start off by thinking what
we'd like to see on the screen,
what sort of movement, the con-
trol mode if you like. Then we'll
start adding bits to it as it goes
along and the final game isn’t
conceived at the beginning at
all, it's built up very slowly and
forced to work. There is a lot of
discussion time with Steve at
work and with my ‘test pilots’ —
what do they want to see and
basically | think what | want the
game to do and try to make it
work. Obviously if it doesn’t
work it gets ripped out and we
try something else. It's quite a
long process and we're adding
things right up to the end.’

| noted that with the PARADROID
‘Diary" articles in ZZAP! we've
seen how the metallic graphics
were arrived at and very quickly
too.

‘That's right. The original idea
was to have a sort of blueprint
'ﬁ“ look but we quickly realised
that the resolution of the Com-
modore wasn't good enough to
do that. It was out of desperation
almost that | needed another
type of graphics system and | did
a title screen for PARADROID writ-
ten in big bas-relief letters and |
suddenly thought that with very
little change | could apply this to
all the decks as well so | tried it
and within a morning | could see
that that was the look that was

oing to work and slowly | went
through all the graphics chang-
ing them for this. So it did come
fairly early on but because the
other system didnt work and

not because that was what we
wanted at the time.”

A big change in style from
GRIBBLY'S,

‘It is. GRIBBLY'S was going to
have more scientific structures
but | think now the only things
left are the power towers. Orig-

S0 pREVIEW

inally | was going to have cities
built up but | realised that | didn’t
have enough characters in the
character set to do it all. It was
very easy to set up different
looking rock structures from the
same characters and suddenly
GRIBBLY'S was turning into a more
rural sort of game, so | started
tearing out all of the man-made
structures. | wanted the next one
to be a more scientific type of
game. PARADROID was more of a
shoot em up, and they tend not
to be as cute, so it did need a
different type of look, a scientific
look. Actually in PARADROID we
originally wanted to have a
garden area but it took so many
characters to build the different
things and there weren't any left
over. Ewventually it wouldn't
have suited what the game was
anyway. The game idea decides
the graphics and vice versa —
it's all very interactive.

| asked how long he thought it
would take to finish URIDIUM,

“Two months, perhaps three.’

Is he actually working to a
deadline oris it like a piece of art,
that's never quite finished?

“You do reach a stuﬁping point
when there isn't much more you
can add to it; you start running
out of memory and you have to
stop and URIDIUM will reach that
point, I've already nearly got all
the coding that | need — it's get-
ting quite big so it will just be
building up in structures that
will take the time. It's very much
a question of how far artistically
| want to go.’

At which point it seemed sen-
sible to nip into the program-
ming room next door with the
Andrews Hewson and Bray-
brook to look at the demo disk he
had with him ...

The new game, URIDIUM, is set
outside in space. The action
takes place over 16 of the
freighters whose interiors feat-
ured in PARADROID, The first sight

Your ship has just flown over the grid that should go tttttt. .

of the harshly sun-lit bas-relief
graphics simply takes the breath
away. PARADROID's were excel-
lent — URIDIUM's are superiative.
Such crystal clarity has surel
never been seen before like this
The black and white screen
shots seen here fail miserably to
do justice. As one of Hewson's
other programmers played with
the demao, flipping the little ship
over in its astonishing “twinkle
turns’, shooting parked fighter
craft, Andrew explained.
AB Well we're thinking of
somehow doing a follow-on
from PARADROID, Some of your
freighters have got through and
paradroids are now being kept
on here and it’s your job to blow
it to smitherines and | hope to
have it dissolving away from
one end when you've finally
blown it up. You'll probably
have to land on it. I'll mark out
some area, and when you've
blown up enough on top, ie all
the other planes that are trying
to blow you up, you'll land on it
and have to do a type of transfer
or interlude game where you
have to set the self-destruct on
the ship and then you'll finally
see yourself taking off again.

HI)(J You seem to be quite into
metal lately.

Yes, well | suppose it goes
with the graphics look. I've just
bought P! today and saw Z
in it so I'm going to have to do
something to out do that!

We've got various play

The craft does ‘twinkle turns’ and can also

essential to
structures. In

otiate some ga

sideways,
ters’

in the
fired a shell and

is shot, r:m'va
ZAXXON-style, the shell explosions can tell you whether
you'll get through the gap ornot ...

#
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options, one player, one joy-
stick, two players one joystick,
two players two joysticks and
the coloured mode and black
and white mode. I'm determined
to go for the biggest high score
letters going. | can incorporate
themn into the spaceship designs
as well.

RK | like your shading there.

Yes it gives it a Ilittle more
depth. | could do a trench
SEqUEence.

rew Hewson I'm looking
forward to it going like in Star
Wars where the little ship comes
over your head at the beginning
and then the big ship comes
across making that awesome
rattling noise. Are we going to
get that?

Well it's all a possibility but
bass notes on the Commodore
are a bit farty arent they?

AH And that grid bit you've

ot further along on the left. |
think when your shadow gets
over there it ought to go titttt,
like someone rattling a stick on
railings.

RK Is that meant to be pink
that ship?

Pink? | shouldn't think so. I'm
cofour blind anyway, how
should | know?

RK Will the freighters be big-
ger than they are on the demo

They're twice as wide as
GRIBBLY'S cave, and twice as wide
as a PARADROID deck. So there’s
enough there to keep you going
if | put sixteen of those in. I'm
building them up to look like an
aircraft carrier in space at the
moment. In fact it’s going to be
like DEFENDER only it's DEFENDER
from another point of view; also
a bit like ZAxXxon, with similar
game objectives except you're
able to fly in both directions, and
you're leoking from directly on
top of the freighters with the 3D
represented by  shadows.
There's full 50 cycles/second
game scrolling to a single pixel
resolution, so it gives 100%
smooth scrofling, and variable
speed scrolling means you can
put-accelerate the chasing
ships. You've plenty of rapid fire
if you want it — and that's going
to be an impaortant part of it, the
joystick control, the extent to

ich total rolls and partial rolls
and what have you become an
important a part of the game.

Expect to see URIDIUM in the
shops sometime towards the
end of February — | think it's
going to be a classic . ..

Roger Kean
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1985 (Mastertronic)

22 982 Neil Raolls, Wethersfiald,
Essex

19,250 Stephen Sherlock, Wirral,
Merseyside

18,159 Derek Holmes, Wallazey,
Merseyside

ACTION BIKER/CLUMSY COLIN
(Mastertronic)

267,139 Colin Box, Bramptan,
Cumbria

266.503 Jason Belcher, Witney,
Oxon

63410 Chris Russal, Hotherham, S
Yorks

BATALYX (Ariolasoft)

5,630,801 Leslie Blakemore,
Manchestar

5,630,.B00 Julian Rignall, ZZAP!
3,798,000 Jim Thomas, Leicester

BLUE MAX (US (Gold)

33, 730 Martin Beaver, Swindon,
Wilts

26,420 Neil Robinson,
Wellingboro', Northants

24, 750 Michael Woodman,
LLansamiet, Swansea

BEACH HEAD (US Gald)
B38.200 Michael Chappell, Karnt

808,000 Peter Mason, Invernass
186,000 Carltan Walls, Nanwich

BEACH HEAD Il {US Gold)

1,872,300 Robert Hanwaod,

Bridgewater, Somerset

1,366,800 Gary Penn, ZZAP!

E,Ed-B,DDD Barry Nicholou, Reading,
erig

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

414 300 Alan Riddiough, Saltburn,
Cleveland

339, 000 Michael Orwel, Bognor
Regia, W Sussex

BLACKWYCHE (Ultimate)

Finished 0.25 Colin May, Hollesley,
Suffolk

Finkshed 0.40 Stephen, Oldroyd,
Wakefield, W Yorks

Fimished 0.50 Martin Royle,
Liverpool

BALLBLAZER (Activision)

Shut out: Droid 5 Sean Mastarson,
LLAP

Shut out: Droid 4 Julian Rignall,
FIARI

CAD CAM WARRIOR (Taskset)
121,063 Marc Childarhousea,
Ashmanhaugh, Norwich

11,018 Richard Chalu, Norwich,
MNorfolk

6,175 Mark Coleman, Blackbsurm,
Lancs

CRAZY COMETS (Martech]
78.541 M Stubbs, Cleveland
25,620 Gary Penn, ZZAPI!

14,780 Julian Rignall, ZZAP!

CONFUZION (Incentive)

A1,145 Colin Box, Brarmmpion,
Cumbria

29350 David Weaver, Stourport-
on-Severn, Worcs

28475 Mark Taylor, Stanford-le-
Hope, Essex

CALULDRON (Palace)

1,113.475 Simon Anforth, London
160,000 Darran Smith, Sulfolk
31,250 Gary Penn, ZZAP)

CHICKEN CHASE {Firebird)
3,691,180 Colin Box, Brampton,
Cumbria

973,425 D J Murray, Hoveringham,
MNotts

973 643 Paul Yendall, Exeter,
Devon

CYBOTRON {Anirog)

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

436,200 James Thomas, Fishguard,
Dwlied

DEFENDER (Atarisoft)
3.115,380an Carred, Langstone
Hants

3.005,675 Gareth Baron, Tyne and
Wiear. 3,000,150 Julian Rignall,
ZZAP

DIG DUG (US Gold)

gﬁ.dﬂﬂ Sshernf Salarma, Cairo,
pt

879,500 Julian Rignall, ZZAP|

175,000 Philip Desmand,

Colchester, Essex

DAVID'S MIDNIGHT MAGIC
{Ariolasoft)

1,342,310 M Watkins, Newport,
Gwent

1,222,210 Malcolm Stretton,
Berkhamstead, Heris

5O 530 Gary Penn, ZZAP!

DROPZIONE (UK Gold)

3,246,980 M Orwell, Bognor Regis,
W Sussex

2028 780 Peter Mcarthy, Weston-
S-Mare, Avon

1,859,070 James Thomas, Laicester

EVIL DEAD (Palace Video)
953,200 5 Jackson, Northwich,
Cheshire

ENTOMBED {Ukimate}

Fin. 0.36 Mark Witson, Durbam
Fin. 0.38 Gary Penn, ZZAP!

Fin. 0.40 Julian Rignall, ZZAPI

ENCOUNTER (Novagen)

643,000 Vinay Narayan, London E7
632,000 Julign Venus, Winchostar
BOE 300 Meel Karamat, Halifax, W
Yorks

FRANKIE GOES TO HOLLYWOOD
(Ocean)

87,000 Gary Sampson, Stratford,
Landon

87.000 Darren Mudd, Middleshra”®,
Cleveland

87,000 Liam Jeffries, Penymynyed,

Charyd

FINDERS KEEPERS (Mastertronic
ﬁ??ﬂﬂ-ﬁ? simon Wright, Gospart,
anis

GUARDIAN (Alligata)
1,020,950 Julian Rignall, ZZAP1
532,600 Andy Moss, Coventry
467 350 Khalid Mirza, London

GHOSTBUSTERS |Activision)
553,500 Rachel Watson,
Aberystwyth, Dyfed

52 000 Craig Dibble, Droitwich
£45.000 Warran Mintan, Lutan,
Herts

GRIBBLY'S DAY OUT (Hewson
Consultants)

16,284 Bradiey Cole, Bristol
14,4597 D Davies, Altrincham,
Tratford

12,137 Colin Box, Brampton,
Curmnbria

HYPERSPORTS (Imagine)
175,512 Norman Stevens,
Stratford-On-Avon, Warks
153,938 Julian Rignall, ZZaP1
145, 165 Stewart Brewster,
Manchester

JUMPMAN (Epyx)

156,300 Paul Campbell, N lrefand

é[;:a.ﬁﬁﬂl Final, Leighton Buzzard,
5

KONG STRIKES BACK (Ocean)
2.071.210 Drew Roger,
Dunbartanshire, Scotland
2,003,795 Jonathan Smith,
Mewport, Gwent

KORONIS RIFT |Activision]
13,450 Julian Rignall, ZZAP1

MR DO (US Goid)

7.566,250 Chris Jones, Exeter,

Devon

7,038,050 Bradiey Cole, Bristol

-:iEEE.EDﬂ Russsal Marsh, Mansfield,
oS

MONTY ON THE RUN (Gremlin
Graphics)

7,000 (Cheat Mode oparativa)
Julian Rignall, ZZAP!

3,550 Dan Williams, London

NIGHT MISSION PINBALL (Sub

Ln%i:l

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

10,783,460 Julian Rignall & Gary
Penn, ZZAP!

4,586 560 Gary Penn, ZZAP!

ORM AND CHEEP (McMillan)
Solved Gary Liddon, ZZAP!
Loaded Julian Rignall, ZZAP!

PITFALL Il (Activision)
199,000 Mark Hardy, Morwich,
Norfolk

199,000 Mark Bishop, Hemel
Hempstead, Herts

PASTFINDER {Activision)
380,190 Jonathan Bethell, Eaton
Bishop, Herefordshire

342, Paul Montague, Eaton
Bishop, Herefordshire

269,525 James Callaghan,
Skelmersdale, Lancs

POLE POSITION (US Gaold)
134,650 Julian Rigmall, ZZAP|
131,000 Robin Candy, CRASH

130,360 Daniel Shannon, Boatham,

York

PARADROID (Hewson
Consuliants)

95,335 Robert Orchard

85,340 Andrew Brayvbrook (wol
durnit]

E8.470T Lediard. Aeading, Berks
52.355 Patrick Bree, London
46,610 Richard Butler, Dunmon,
Essox

Quo vVADIS &}
2,870,400 D Davies, Altrincham,
Trafford

2,967,100 Michas! Bradshaw,
Gomeral, Cleckheaton
2,760,650 Michasl Shaw, Dunkin,
Cheshirg

ROLAND'S RAT RACE {Ocean)
137.710 Wayne Atkinson, Wartay,
W Mids

94,950 Beverley Turmbull,
Colchester, Essax

47,400 Mark Taylor, Stanford-le-
Hope, Esaex

ROCK "N’ BOLT |Activision)
£340,189.40 Nichalas Birds,
Buxton, Der hira

5138.905.25 Jaz/Gaz [relay), ZZAP!
$£21.377.25 M O'Reilly, Rishton,
Lancs

RESCUE ON FRACTALUS
|Activision)

296,498 T N Branston, Cropwall
Bustler, Nottis

255 857 Matthew Clark, Sutton,
Surrey

158,954 Rachel Watson,

h, Dyted

ROCKFORD'S RIOT (Monolith)
62,439 Bradley Cole, Downend,

58.427K W.S Yorks
41,862 Chris Leicester
RASKEL [Budgie)

210,800 Julian Rignall, ZZAP|

RAID ON BUNGELING BAY
{Ariolasoft)
167,450 Simon Perry, Woking,

Y46 500

146,200 Glenn Vyse, Irnham, Lings
142,850 Stuan Browster.
Middletan, Manchester

SCARABAEUS (Ariclasaft)
58 BOO0 Jan Massey, Ludiow,
Shropshire

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

100,366,474 M Woolford, Yeadon,
Leeds

50,074,963 Paul Baker, Swindon,
Wilts

SLINKY (US Gold)

100,000,000 {Atar version) Julian
Rignail, ZZAP!

918,000 Zeno Winkens, Currucios,
Co Wexford

SUPER ZAXXON (US Gold)
59,000 M Stubbs, Cleveland
55,900 Julian Rignail, ZZAP!

SKYFOX [Ariolasoft)

132,600 Jim Thomas, Leicester
107,700 Richard Calu, Norwich
102,500 Julian Rignall, ZZAP!

SUPER PIPELINE Il [Taskset]
208,920 Paul Adams. Huntingdan,
Cambs

128,400 Warren Craigie, Edinburgt
160.420 Gary Penn, P

‘IG'I'-III'HE nrnm {Gremlin
r

31,796 Darren Broad, Bromley,

Eent

26,102 Andy Williams, 5 Wirral,
Cheshire .

13,257 Andrew Grito, Waorslay,

Manchestor

TOY BIZARRE |Activision)
603,760 J Melean, Rhondda, Mid
Glam

5a9 200 Philip Wilson, Bellast
104,240 Gareth Baron, Tyne and
Wiar

WIZARD'S LAIR {Bubble Bus)
188,665 Philip Alderson,
Scarborough

79,180 Julian Rignall, ZZAP!
63,160 Steven Bedser, Ropely,
Hants

2WIZARD OF WAR [Commadore)
515,600 Jon Baker, Moraton Thame
400, 100 David Scott, Walsall, W
Midlands

45, Kevan Adamsaon,
Peterborough

WHO DARES WINS i J
91,350 Aldrin Quiben, London E7
31,700 Julian Rignall, ZZAP!

WIZARDRY (The Edge)

12,800 Andrew Grifo, Walkdern,
Woraley

7.100 Julian Rignall ZZAP!
5,200 Peter Conelly, Loanhead,
Midiathian

Z (Rhino)
45,700 Gary Penn, ZZAP!
42 500 Julian Rigrall, ZZAP)

Quite & tew of you have been
wrriling in with records on the threg
Epyx sports simulations. |'m afraid |
can 't pont them all, but here are the
records on the ZZAP disks so you
Eroww what 1o aim lor

Summer Games
High Diving 698.00 Jaz

Gzﬂmnﬂu?ﬂ Gaz

400 2.30.1 Gaz
}ﬂﬂm Dash 911 E.Iﬁfga:
00m Fl'll“l\‘h . L

4X100m Relay 2 205 Gaz
Pole Vault & 80 Jaz/Gaz
Skest Shooting 25 Jar/Gar

Games Il
Triple 17,66 Juz/Gaz
High Jump 2 80 Gy
: ar
Rowing 26 Efﬁiﬂz“?
A ary llaz
[ 27.3 lar

mg 1.28 Gaz

Winter Games
Hot Dog 10 Rachal (Watson )
Biathlon 1.40 Jaz

?Ekﬂlhﬂ 26.9 Jaz
ure Skating 4.7 Gaz
Ski Jump 720 00 Rachal

Bobsled 21.69 Rachel
Freestyle Skating 4 5 Gar
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rom a time outside history,
before the language of the
English was ever written
down, there came to us stories
and legends of heroes and val-
iant folk. One such story was
that of Robin, son of Aleric,
keeper of the silver arrow. That
was until it fell into the posses-
sion of the Sheriff of Notting-
ham, who treacherously killed
Aleric in the process. The arrow
means nothing to the Normans,
but to the Saxons — it is the
sacred symbol of freedom.

Many years passed, in which
time Robin of the Wood caused
much havoc by robbing the rich
and ?’iving to the poor. The
Sheritf, wishing to ensnare said
fellow of the wood, decided to
offer the silver arrow as a prize
to the archer who could shoot
the straightest. Knowing full
well that Robin would not be
able to resist the challenge, the
Sheriff sent his Norman knights
out into the wood to hunt for
him.

You play the part of Robin and
it is your mission to recover the
silver arrow for the Saxons by
winning it in the competition.
But before you can compete you
must first complete — several
other tasks. Ent, the old and
wise, has in his keeping your
bow, sword and three magical
arrows. These arrows will safe
guard you ag{ainst recognition

y the Sheritf. However, once
the last magical arrow has been

Odin are starting to make a

big name for themselves,

what with their first smash
hit, Nodes of Yesod and <

now this. . . Robin of the
Woaod s the sort of game
thatis so ver; easy to afrar
inte and can be played for
ages without getting bor-
ing. The graphics are well
animated and nicely
drawn. The backgrounds
are also excellent although
they do get a little muddied
with the other graphics at
times. As is the case with alf
games of this type, playing
for a long time without
getting anywhere leads to
boredom. If vou do per-
severe though, you will find
that Robin of the Wood /s
an excellent game and
worthy of attention.

fired you can be recognised and
must therefore escape before
%ﬂu get caught by the Normans.

o relieve Ent of your posses- |
sions he must be given three |
bags of gold (for each weapon).
Unfortunately the gold is in the
company of the Bishop of Peter-
borough. Who is in turn in the
company of several nasty Nor-
man soldiers. So, some nifty
sword play is required . ..
Thankfully these can be conve-
niently found lying about the
wood.

The Normans aren’t the only
inhabitants of the wood. While
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travelling to the castle you are
more than likely to encounter an
extremely attractive Witch. She
sends you straight to the castle
dungeon unless you give her the
correct guantity of flowers.
Should you become injured
then a visit to local hermit doctor
pays dividends. He isn't too
friendly where weapons are
concerned though. If you are
unfortunate enough to run into
the Sheriff of Nottingham on
your travels you may well find
yourself inspecting his dung-
eons at rather close quarters!

At the bottom of the screen

My initial impression
that Robin was in facta
gforified version of Sabre
Wulf. On playing I soon
found that this was not
and that it's as much like
Sabre Wulf as Nodes of
"Yesod /s Underwurlde




Robin of the Wood contains
some of the most detailed
and colourful graphics I've
seen on the 64. The back-
drops are amazing (espe-
cially those of the woods)
as are the characters who
are all excelfently defined
and animated — especially
the cute little hedgehogs.
The game isn't just pretty to
look at either, as it contains

g W b S

I T S

“';.':|h .'_““ i IJ ”'-'"_“ s \
PR L =
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- The &@Eﬂr&s are on a par with
Néﬂdifr?:fsus m':ﬂﬂ'?:' Robin of the Wood /s a very
generally ex Eﬂ-"ﬂ fﬂe’nmr' i?n it pleasant and compulsive
{ definition’ and is sppropri bbb i i
| ately coloured as are the mind, one of the best ar
sprites, who are as equally cade adventures on the 64,
well animated as they are It looks as though their next
deaiin release, the Arc of Yesod
x will also be of such high

vality. If Odin keep this up
The tune played through ﬂhfnkwe will see a lot more

out the game is very good of them next vear.
(as is the piece on the title v

screen) and sort of drives
ou on as you run around
play-area, consisting of
several hundred screens.
 S—

some excellent features.
Robin is pretty similar to

Sabre Wulf in its approach,

but it has far better and
maore varied gameplay.

There are lots of sub-tasks
to nnmfluta before you can
actually enter the archery
competition, making Robin
far superior to an average
‘tollect em up’ style maze

game.

there is an indication of Robin's
energy status in the form of a
row of hearts. If, and when,
Robin runs into anything he
shouldn’t, the bar depletes until
it reaches zero and a life is lost.
Below this are displayed any
objects carried. There are a quite
a varietg of things to be found
about the wood and they are
taken by simply moving owver
them. Only when you have col-
lected all of the necessary wea-
pons and gained access to the
castle are you given the chance
to win the silver arrow.

The music is great
too — it sounds just like an
old mediaeval tune and
gives the game even more
of an atmasphere. If Odin

should kee{p on producing
such quality software as <
this and Nodés of Yesod,
they could well become
one of Britain's leading
software houses durin
1986. Robin of the Wood /s
a real classic and a game
which should keep the
maost hardened arcade
adventurers puzzling over
Christmas.

Presentation 90%

A goodly number of
options and many pleasant
touches.,

Graphics 95%

Some superb backdrops
and excellently drawn and
amimated sprites

Sound B0%
Bouncy, driving and
atmospheric mediaeval
tunes

Hookability 93%

Flenty to explore, map and
getinlo. ..

Lastability 90%

and a large wood to get
out of!

Value For Money
90%

Worth its quota of groats.

Owverall 92%

An excellent arcacde

adventure. p
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SCALEXTRIC

Leisure Genius, £9.95 cass, joystick or keys

CIRCUIT

BELGI

000 HPH

calextric is a one or two
Elaver racing simulation
ased around the toy set

of the same name.

The screen is split into two
halves, each half being a screen
in its own right which shows the
a view from one of the cars.
Therefore if player two is behind
player one then he’ll see player
one’s car in front of him. If he
overtakes player one then player
one sees player two overtake
him and roar into the distance.

Underneath the two main
displays are two boxes which
show each player's status. Each
box contains a map of the
course being raced, showing
where the player is on the map,
as well as displaying the speed
of the car, lap time and lap
number.

Every time you load up the
game you have to go through a
number of options before star-
ting to race. First you are asked
to input your name and the
second player's name. If you
don’t have a fellow player then
the computer will supply one
(usually called Lauda, Tambay,
Piquet or Brundle)}! You can then

CLOCKHISE? YN |
|

Fl ABORT

s

RALCE

@l

WRUE

[

[t —

select the skill level of the com-
puter from three settings. This
determines the speed the com-
puter car takes corners (on level
three it's just about impossible
to keep up with it since it takes all
corners at about 200 mph!).
Once you've decided who is
racing, it's time to select a

Amazing how the
com version
of slotting bits of
plastic track toget-
her and racing
model cars IS
merely a Pitstop Il

y. The only real
ﬁwmce is the

screen designer, in which you
can make up a track pretty much
the way Tﬁu would with the real
thing. screen designer is
very good but the racing game
itself is extremely poor. It lacks
all the smoothness and polish of
Pitstop Il, while trying desper-
ately to achieve the same L.
The sound effects were very
good, particularly the car engine
effects, but I'm afraid it doesn’t
redeem the game Leisure Gen-
ius have released.

”l 51"1" .: ke :El'__ i

—
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venue. The computer asks
whether you want to design a
track or load one you've des-
igned previously. If you dont
want to race on a custom-made
track, then the computer dis-
plays a series of preset tracks (all
models of real life courses such
as Silverstone, and Rio). When
you've selected one of these and
decided the number of laps to be
run, then you can start racing.

If you select the track design-
in;;huptinn, the screen clears and
a box containing 16 different
sections of track appears above
the main display. You are asked
to locate the start/finish section
which you do by moving a little
cursor to the required position
and pressing the fire button.
Once you've done that then all
you have to do is select the

Leisure Genius
have taken quite a
mble in releas-
ing a race game,
especially with the
well established
Pitstop Il as com-
petition. There are
some similarities
to the aforementioned classic,
such as the split screen display
but otherwise Scalextric /s a
ood ol fashioned racing game.
he track designer is the most
innovative feature, allowing you
to design and race your very
own circuits. Despite having
relatively few links with the toy
set of the same name, Scalextric
is in fact & cut above most race
games and is one [ would rec-
ommend to fanatics of the
genre.

different sections of track and
the computer assembles them
for you. Some pretty neat cour-
ses can be constructed since
there are heaps of different
corners, chicanes and straights.
The process of building a course
is a lot faster than with Racing
Destruction Set, and it's possi-
ble to construct a race-worthy
course within a few minutes.
The actual racing is the best
part of the game. Unlike Pitstop
/l you don‘t have to worry about
tyre wear, fuel consumption or
other cars — all you've got to do
is stay on the track and get round
it faster than the opposition. The
controls are pretty simple, push
the joystick forward to acceler-
ate {to a max of 240 mph), back
to brake and left/right to steer

! think people
could well be put
off by this game
because of its great
similarity to Pitstop
Il. i that does
happen then it
would be a shame
since Scalextric
does have some really nice
features. The track designer, for
example, has different types of
chicanes and numerous bBends
which can be used to build some
really brilliant tracks. The
graphics and playability aren’t
as good as the standards set by
Pitstop Il but the comers do
work well, uniike those in Pitstop
IL. / don't know why Leisure
Genius thought they needed (o
buy the rights to lextric to
market a game like this — as a
race game it stands up well on
its own. In fact the title makes it
all seemn a little silly because the
game doesnt have any real
elements of slot car racing. I'm
sure Leisure Genius could have
produced something rmore like a
slat car racing game if they'd
thought about it. If you are a
racing game nut then take a look
at this — it isn't bad, but by no
means is it a classic.

the car round corners. If you take
a corner too fast then you'll skid
to the opposite kerb and slow
right down until you can regain
control of the car again. The car
is virtually indestructible so you
don’t have to worry about blow-
ing up if you treat it roughly,
although if you do take things
too fast you'll lose precious
seconds when you start to hit
the kerbs. Careful driving IS in
order — especially through the
chicanes|

Presentation 88%

Very easy to use track designer
but a few minor niggles such as
annoying delays

Graphics 75%
Big, bold cars but no true feeling
of 3D when driving

Sound 68%

Reasonable rendition of the BBC
Grand Prix theme and good
effects such as the screech of

1"|" res,

Hookability 76%
All the addiction of a good race
game

Lastability 80%

Three very tough computer cars

and a two player option plus the
ability to race your own Circuns

Value For Money 75%
Although Fitstop I/ is the same
price, Scalextric has enough
redeeming features to make i
woarthwhile

Overall 78%
A competent race game, but is it
too late’




Become a master of this mysterious ancient art: progress from
novice to Tenth Dan and test your strength and discipline. You can
control your character with either joystick or keyboard - 18
different manoeuvres including blocks, flying kicks, leg sweeps,

roundhouse and even somersaults!

Challenge the computer, facing opponents of progressively
greater skill, or compete with a friend. THE WAY OF THE EXPLODING
FIST has it all - addictive competitive actlion, dazzling graphic
animation and sound. The wait is over - you are about to face the
challenge of a lifetime! "Spectacular, startlingly original epic,
most televisual game | have encountered.”- Daily Mail.

"GQuite simply the best prngmn;_a " - Popular Computing Weekly

4

THE WRY OF THE

MELBOURNE HOUSE

(£ The Way of the
Exploding Fistis
virtually beyond
criticism -
technically brilliant
and visually
absorbing.

POPULAR COMPUTING WEEKLY

t¢Melbourne House’s
karate simulation explodes
ontothe Amstrad. Thisisa
great arcade scoring game
as well as wonderful family
entertainment.

In Way of the Exploding
Fist, Melbourne House
have scored agreat hit. 3}

AMTIX

L€ As a sports simulation,
this is one of the finest and
most realistic we have
seen. As an arcade game,
it's addictive and pacy. It’s
clearly destined for the
top. 99

SINCLAIR USER

(¢l can’t tear myself away
from this hit game, a karate
contest called The Way of
the Exploding Fist. )

DAILY EXPRESS

&t The graphics made my
eyes pop out. Fantastic
sound effects, state of the
art animation and brilliant
game play. One of those
games that you can get out
time and time again.

ZZAP
£ By far and away the best
sports combat simulation
available. Exploding Fist
on the Spectrum is the best
game.?} CRASH

AVAILABLE FOR THE C64 ON DISK
AT £14.95 AND ON CASSETTEFOR
AMSTRAD AND C64 AT £9.95,
SPECTRUM £8.95.

A

Melbourne House (Publishers) Ltd., Castle Yard House, Castle Yard, Richmond, TW10 6TF.

Available from selected branches of

Trade enquiries call 01- 940 6064
JWHSMITH "SR, WOOLWORTH, LASKYS. Rumbelows Greens.

Spectrum Shops, and all good software dealers




Zaxxonisback!
ISTHISTHE ULTIMATE CHALLENGE?

THE APPROACH sk A5 WOl
sriae Lge 3 wour skAs i mowe throagh

0 inig the Zaxson
|"l -
ot

#

THE DRAGON . . .The & 4§ after gl
r o1 w0 b treguch ., (e it i
--._-\..."': ikl E 1_:.'..-"'-.. . i

THE ULTIMATE CHALLENGE of Super Zaxxon is here. Based on the arcade classic, you knew this challenge was
coming, but now we'll see if you're ready for it.

Selected U.S. Gold titles are available from all leading computer stores. 59'95 51495
CASSETTE DISK

¥

U.S. Gold Ltd., Unit 10, The Parkway Industrial Centre, Heneage Street, Birmingham B7 4LY.




Any regularuserof compunet
will telﬂnu that there is an absolute
wealth of information just waiting to be
accessed. There are programs, utilities
and pages of information from
Compunet itself, but the bulk of
Compunet software comes from the
users who upload demos, programs and
views into the Compunet mainframe for
others to use and enjoy.

The area where programs can be up
and down loaded, and one much
frequented by Compunet users, is
calledThe Jun gl e. Herethere are
several main directories leading to many
sub-directories. For example four very
popular directories in The Jungle are the
Art Gallery, Games, Chatline and
Music Hall. If you go through a main
directory to, say, the games section then
you're given a sub-directory containing
many programs, demos and
information on games software.

The art Gallery, run by Tony
Crowther, iswhere users with an artistic
bent can draw up pictures and upload
them. If they're any good (like Bob
Stevenson who drew the Rambo picture
printed last month) they get included in
the ‘Hall of Fame’ where there are
personal directories containing a ‘folio’
ofthe user'swork. Other users can then
access those directories and download
the programs so they can admire the
artist’s work. You don’t have to be a
brilliant artist to get your programs
included— there are other sub-sections
in the Art Gallery like the world's worst
art section! Here some REALLY dire
pictures are uploaded (usually done
with Commodore keyboard graphics).
Some of them are very funny indeed,
one called 'horse race’ particularly
caught our imagination — all it showed
were a few Pl signs trundling across the
screen. Even members of the ZZAP!
team have uploaded an effort called
‘crash out’ which looked like a crashed
Commodore screen!

The Music Hall is another very
creative section where users can
up/download music programs. Itis here
that a certain ‘Mighty Bogg' (Compunet
ID: GM3) has become a cult hero by
producing some of the best
Commodore music this side of Rob
Hubbard. Some of his classics include
Axel F, White Wedding, Shake the Disease
and The Snowman, all very good and well
programmed tunes. Tony Crowther has
a few pieces in the Music Hall too,
another version of Axel F and the Led
Zepplin classic Stairway to Heaven.

Avery popularareain the jungle is the

Section. Here users (both
famous and unknown) upload their
programs for others to try out, be they
utilities, demo programs or even mini
games. Most of the programs are free,
but occasionally you'll be charged a
small sum if it's big and complex. Quite

a few famous names crop up in this
department — a certain Yak the Hairy
(ID: LLAMA) has quite a large directory
full of demonstration progs and news. It
was from his directory that we got our
first look at some of the subgames from
Batalyx - the Syncro Il and Iridis Base
screens were put up long before the
Eame was finished. Tony Crowther also
as a directory in the games section (he
seems to get everywhere in Compunet),
although it’s rather sparse at the
moment with only one program in it.

A really brilliant feature about
Compunet is its Chatline. Using this
you can talk to Commodore owners all
over Britain. The process of chatting is
very simple — all you do is log onto the
Chatline directory and upload a frame
(or frames) of text. All text frames are

If it’s news you're after then you
should make a bee-line for the
Compunet news section. This is quite a
large directory containing all the latest
news and gossip from the world of
computers.

If you're new to Compunet and are
slightly confused about using the
system then you can always look up the

on pages where you're given
hints and tips on how to get the most
out of Compunet.

Adventurers are catered for in a big
way with Compunet’s own MUD (Multi
User Dungeon) adventure. You can log
into MUD, explore, meet and fight
other adventurers in a large interactive
adventure environment. There's also a
large MUD club section with news,
views and tips for new users.

COMPUNET,

putinto adirectory for everyone to have
a look at. If you see something that
catches your interest or makes you
annoyed then you can upload a frame
and tell everybody just what you think.
Quite often you'll see the likes of
LLAMA and ZZAP! make an appearance,
giving you a chance to gossip, give your
points or even ask questions.

Anotherway of contacting other users
is through the more private Mallbox
system. Here you can send personal
messages to one another which can be
viewed when the user logs on.

If you're having problems with your
b4, running programs or whatever, then
you can make use of the Helpline. Here
you can upload a frame with your
problems and get a reply which should
solve your troubles,

Should you be a more serious
Commodore user and business is more
inyour line then you can always log onto
the Business Jungle. Here there are
many, many directories chock full of
business programs, word processors
and news sections. There are also
directories containing reviews and
articles on business software.

Compunet seems to have sections for
anything — there's even a lively
directory called The Pink Triangle
which caters especially for gay
Compunet users.

Now, of course, there's the ZAP Club
which gives you the hottest games
news, views, reviews, cheats, pokes,
tips, adventure help and club offers.
There’'s never been a better time to buy
a modem . ..
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JOIN THE

COMMUNICATIONS
REVOLUTION

A Mega-special ZZAP! Offer —
Exclusive to Our Readers!!

® A COMMODORE
MODEM ® THREE MONTHS’

, SUBSCRIPTION TO
gt v v i ZZAP! 64 — POSTED
TO YOU MONTHLY

SUBSCRIPTIONTO

COMPUNET

® THREE MONTHS’
MEMBERSHIP OF

ALL YOURS
FORONLY

£49.99

(Plus £2.50 p&p)

COMPUNET'S ZAP
CLUB

WHAT THE COMMODORE MODEM OFFERS

The Commodore Modem is a gateway to the exciting world of 1200/75 Baud Communications.
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!

Only £49.99 for all this — and only £9.99 every three months to keep your ZAP Club membership

- . — —— - — - S — - going. ..

Yeah, great, this offer sounds too good to miss. | want a

Commodore modem, a three months basic subscription to .
COMPUNET & three months membership to the ZAP CLUB, i
so here's a cheque/PO for £52.49 (inc VAT and p&p) made '
payable to the “ZAP CLUB'. I

Oh, bytheway mynameis: .........cccoccvieeiisacannns |
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WANTED

WII-D WEST

_ ] 1_&‘ 1
e - -l-'" = '-"'
-.'Z"f} -li '5"'1.1" .

includes:—

-\ BANK ROBBERTY

A SHOOTIN' COMPETITION

A RODEO RIDE

Plus a cast of thousands including cowboys,
indians, outlaws and pioneers.

"'EET ‘'WILD WEST" -

Available from all good software retailers - if it's not there, please ore erit-or

' ty send your crossed cheque/P.O. made out to 1yt h
MHEGFT UK LTD.. including your own name and address, to -
Ariolasoft UK Lid., llph-lu House. Palace Street, London SWIE m

UK orders only: Price includes pikp. Please allow 28 days for delivery. HIGH PERFORMANCE PROGRAMS




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 rnnnthﬁ 50 you can be sure of the very hest 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!

=




ZZAP! 64 MAIL ORDER FORM

Telephone Ludiow (0584) 5620.
Please send me the following titles: Block capitals please!

Producer Amount

Subscriber No,
if applicable

Address

£1 OFF ANY ORDER WORT
MORE THAN €20

50.'3 OFF ANY ORDER WORTH
A MORE THAN T10 I

Sorry —only ONE voucher perorder!

ZZAP! 64 MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE >Y8 1DB

Please do not send any mail order correspondence to the Zzap! 64 editorial address as this will only resuit in delays.

All prices are a3 quoted under review Please make cheques Sub Total: £
hﬁdi:ﬂ or known retail prices and includa or postal prders )
VAT. Z AP 64 makes no charge for post or packing  payableto ZZAPI B4 | ags Discount £
ingiche the UK, Customers in EUI’GDP-EI EhuE-.Jtd add o

tha equivalant of 70p per tem. Outside Europe.

wiite first 3o thet we may advise on postage rates Total Enclosed: £




You can almost feel the tension of the big match breaking through the screen . . . the expectant crowd is almost
on top of you! You return the service with a Top-spin Backhand, then a Forehand Back-spin, the ball bounces
high from your opponent’s looping, defensive lob . . . SMIASH! . . . a great shot opens the score . ..
but this is only your first point! Play head to head or against the computer in this, Konami's first and best
table-tennis simulation,

D

Imagine Software iy available from sslected branches of | A0  WHSMITH "IN WOOLWORTH. LASKYS, Rumbelows Greens. Spectrum Shops and all good dealen.




Christmas is supposed to be a time of goodwill to all men (and
women), so it would have been fitting to only print nice,
glowing letters. But wouldn't that be boring! Fortunately,
ZZAP! readers are anything but nice (with some exceptions of
course, probably ynu:l, and so the letters reflect this! No real
obsessions as such in this month’'s bag, except a handful com-
plaining about the Commodore Horizons Show. On glancing
through the selection, disably aided by Julian Rignall, a man

to where | live, Lastly, over the
past few months, the number
of games reviewed each issue
has diminished a fair bit. Are
software houses reluctant to
pass on mﬂﬂmﬁ of their
games because they're
worried about not hm able

marketed however, and this
was just an eye-catcher. In

ary there's no reason why it
sho 'rbadnnﬂfnrnﬁ&ﬁ or
any other machine for that
matter, but the cost of the
hardware would be very
unattractive, on on those
grounds [ can't see anyone
taking it up as P: mmmm-ﬂa;:d
proposition. Persona i
such games effective for a few
minutes, then a terrible bore.
What would make the

with the video graphics better,
but you can't ‘write’ to a video
disk. There's some argument
that compact ROM disks may
be usable, on which you can
only ‘write’ once, but since
rhw have jﬁg&.ﬁﬂﬂ 3
t‘ would hardly matter.
ggiﬂ though, the cost
extraordinarily high.
.fn n#am:. the system works in
a manner not unfike Chroma
Key on TV. There they tell the
camera looking at ma actor to
% ore anything in the image
atis blue Fnr.'rcan be yellow)
and fill that space with the
image coming from a second
camera, thus mixing the two.
On the computer the program
puts its own generated images
on a black ground and telis the
computer to access from the
video disk to fill the black
spaces. The video disk (s then
being used in a simifar fashion
via random access to your
ardinary Commodaore disk
drive.
LM

with his ear to the ground, | thought the following letter was to pass the ultimate I
interesting (or raised interesting points), and deserved the cult test?
status, Letter of the Month RJ Downer, Raleigh, Essex
: A good paint, the last, Mr
F H %wnﬂr in the mmmmﬁmm
ses want to get
E 0 m:mmﬁin; as early as
* possible as to
help sales. mmma
doubt in their minds as to what
i the reaction will be, then
sometimes they feel it's more
: about i:hi‘;"f kind uft]hiinn [pgrulfr sanmb!qrm W&E w:ﬂ, and
gaming, of course) instea release it to the shops befare
ABOUT THIS AND Rrintlng useless reviews of letting any mags see it. This
THAT ” orrible programming bits way the reviews follow six to
_ anas such as the Basic eight weeks later, too late to
Dear ZZAP! (ZZAPL 7). destroy the %ms‘s sales if the
Onaco r TV programme An:tt:a while I'm on t-he reviews are
(Video & Chips), a :Im subject rammi I think | agree about listings
. @8 game called Cobra have nutimd at peo e haw and the like, but it seems a
gmmndwns being played begun to ask for listings and shame to pass on some of the
on an MSX. At my nearest ther non-gaming things. My utility reviews we can do,
Arcade there is the same gkuma views on this are if they want a because there are plenty of
on one of those Video-dis mag with things like that in it, people, not just a selfi
machines. | know that the they should buy another mag. minority, who get pleasure
graphics on this sort of e This is the one and only decent from such programs as well as
are not actually created bythe  games for Commodore games.
mmmﬂrhnmm:v??m marlt: rt'.n:tuuldbuu : .-‘tsrmhﬁrhaﬂwdaﬂ disk s
how re done, me to spoil it because of a games have already appea
whether this sort of effect is Hlﬂlih minority. on MSX machines. If you
ble on the C64 and tell me Also, when mvirningid visited the PCW Show at
e kind of equipment (and Hmmm, | think you should print Olympia this year, you will
necessary to produce release date as all the latest bly have seen a stand
the effect? it may be titles can take up to two showing a video disk game. |
interesting to have articles months after the review to get daon't think it is being seriously
t:lu:fn t have a clue of even the
LASER THE 64 FACE THE FACTS El:t of the game! As for the
& graphics, surely they are
Dear Lloyd, Dear Lloyd, rn:- rmatch for an underrated

| would like to ask you and the
rest of the gang if LASER
VISION ang games like
Dragons Lair, Space Ace,
Super Don Quixote and all the
others will be on it. If so, how
much will it be and when will it
be available on the 647

Danny Masterson, London N4

[ think the reply to the letter
above has answered your
uestions. Laser vision on the
is a pretty remote idea |
should thin
LM

I'm wrltlng to you about
£ZAP!'s biased opinions.
Being an ex-Spectrum owner
and an ex-C H reader, |
know inferior mags tend to be
biased. CRASH has never
printed a biased opinion and
as ZZAP! is its sister magazine
| thought that the same would
apply, but NO. What am |

ing about???

A "fantastic’,'graphically
brilliant’,'classic’ shoot em up
Paradroid. After months of
build up why couldn't ZZAP!
face the true facts?

After receiving a copy of the
game and reading the

immaculate’ instructions |

VOMNE LEPER... T/ "

94% for Skyfox? How could
you call it a classic shootemup
when you have to wait 5
seconds between each shot?
Nothing like the speed of
Skyfox| Please don't ignore
m\ﬂ views, print the letter and
ask others what they think of
Paradroid.

R Somaiya, no address
supplied

First of all, just because a
review, Or reviewer, raves
about a game, it doesn’t mean
he'’s biased— on those terms it
means you are biased about
Skyfox. Anyway, as an answer

ZZAP! 64 Christmas Special 1985 59

to vour complaint, here’s
Julian Rignall . ..

Perhaps you should have let
the game run a little longer—
the instructions in the game
are amazing and tell you
exactly what to do. We didn’t
have any trouble in finding out
what to do WITHOUT
instructions when we first saw
it. Maybe it's all a little too
much for you to comprehend.
Also, the presentation within
the game (being able to find
out about all the robots) is a
brilhiantly thought out idea,
and fully deserves the mark it
got. The graphics ARE superb
— totally original, brilliant
scrolling routine and again
deserving its mark. Other
magazines AGREED with uson
the point that it IS a superb

RS R R OB R,



game, and it has had many
reviews praising its
excellence, so what are you
%ain g on about? JR

this doesn’t change your
mind, miﬁ we'll just have to
Eﬁee to disagree.

CAPT UNSTABLE
SPEAKS

Dear Lloyd,
lam wr?t!ng to you because |
don't like your comic. it scares
me very much, especially the
drawings. | prefer the Beano
myself, that's got much better
artwork and stories. | still don’t
understand your 'reviews’,
they haven't got much of a
storyline. | also don't like the
little creature you draw inthe
margins, he gives me the
creeps. One question though
_ ﬂgat exactly isa
Commodore 647 Is it a new
type of toy? It all sounds very
E::vmngﬁl kisses

ea i
Martin Biddle, Portsmouth,
Hants

Sorry we scare you, ;'I-'[amn.
Sounds to me like you're much
better off with the Beano,
much safer . ..

LM

GOOF UP

Dear ZZAP!

Generally speaking | agree
with 99.9% of your reviews, but
oh boy have you goofed this
time!!

The game I'm referring to is
Wizardry. Have you got
something against The Edge
team? First Brian Bloodaxe (|
know it's not that good — but
still), and now this. Do you
dislike Steven Chapman? Does
someone pay you to slag off The
Edge’

In my eyes Wizardry is an
excellent game. Us Commodore
owners rarely get a decent
arcade/adventure and when at
last a really big, juicy game with
lots of action and puzzles
arrives, you slag it off. | disagree
with you on the point that it is
too complex — come on, it's not
that hard. Once you have all the
spells it's fairly obvious how to
use them. You also say that the

ame would not keep your
interest. Rubbish! With 70 huge
levels to complete it should keep
you at it for ages. :

| think you should rewrite your
review or at least print my letter
so that all those people who are
being deprived of an excellent

ame have got a chance of
uying it without being put off

by the ZZAP! teams’ review. 50
come on lads, let's have another
crack at Wizardry — and be fair!
Simon Rhodes, Warminster,
Wilts

Our review hasn't deprived
anyone of the game, Simon,
afterall. a review is a review, the
reader is still able to choose

whether to buy or not. It hasn't

- ?m‘ 70 huge levels'—therearea

ew levels over 70 ‘ROOMS",
which doesn’'t make it so huge—
though size in itself isn’t
necessarily a factor. And none of
us are entirely sure where all
that action is. In last month's
Rrap, Andrew Sandle, having
completed Wizardry, wondered
where the much vaunted Victory
Theme had vanished to. | must
admit, | gquite liked the tunes in
the game, but others on the
tearm were doubtful that they
were as wonderful as recent
offerings from other compaosers
— nevertheless, a rating of 86%
can't be called bad!!

No, the ZZAP! tearn have

nothing against The Edge, and
no-one pays us to ‘slag them off’

— what a simply ridiculous
suggestion. Their Spectrum
ame Fairlight got a rave review
in CRASH, and nearly everyone
on ZZAP! has seen, played and
equally raved over the game —

so there.
LM

BERUVVALEE LUV

Dear Big Lioyd,

| am a newcomer to ZZAP! but |
did get CRASH and so | am an
ex-Spectrum owner (by the
way, you can calm down—it's

ALWAYS ASKING
QUESTIONS

Dear ZZAP!
I"m just writing writing to ask
VO A ‘l':"'.-".l' gueshions

When vou review games do
vou use the disk version or the
cassette version? This is
important as quality can ciffes
quite a bit between them
2. How come vou are doimng an
article on modemswhenin the
firstissue you said there would
he nothing about hardware

awk been banned from

AP! challenge just
because they have unlimited
lives pokes? Dropzone,

Rewve nd many more have

these pokes but are not

excluded
4. Where has the Minter
column gone?

A Please can we hiave an

Most B4 gamers play arcade
games and would appreciate
e

6. Do vou know when
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not that bad). About a fortnight
ago, my Spectrum breathed its
last micro-breath and conked
out, so | sold it to my brother
for £60 (he's obviously an
imbecile). Anyway, | was
walking through our local
shops when | noticed a
computer mag that looked like
CRASH. Thinking that it was, |
picked it up and opened it at a
review. A screen photo
erupted from the page and hit
me in the face (well, not
literally). Before my eyes was
the most colourful and
graphically brilliant Spectrum
screen shot | had ever seen. It
was the ski jump from Winter
Games. Of course, on closing
the mag, | found it was ZZAP|
64. | pondered on the problem
until | came up with the
answer.
| sold my Spectrum games

to the imbecile for £100 (he's
obviously a stupid imbecile)
and went out and bought a
CBM&B4 but | couldn’t load
anything (not that | had
aanhing to load) because |
didn’t have a C2N cassette
player. So, | sold my cassette

layer to the Stupid Imbecile

or £40 and bought the C2ZN. |
still can't load anhin?
because I've run out of money
and things to sell the Imbecile.
Ah well, | will just have to save
some of meagre salary (even
less than yours, Lloyd) and buy
a Mastertronic game (my
income really is that low).
Scott Cooper, Wantage, Oxon

Great Scotf, Scott, what kind of
laving brother are you?1? |

mean, I'm delighted gr‘!nu've
fallen-in love with a 64, but it

Championshin Lode Runner
will be rel g ?

7. Do yvou know why ALL

than Spectrum games aven
though it is the same game/

R Durrant, Cromer, Norfolk

K B0 arl BYE e ey ! it
Year
f I |"'_'. )

i |i| . |'i_.'ll .r (F@FaF |'II.'I v ||I||' WA LsE [ |’..'r

."d'll‘!'l.

.:'I"/r
y r

seems to me you've conned
vour poor brother something
rotten. Anyway, one prayer we
can answer, my heart has
been so moved by this sad tale
of lacking seftware (and
JazGazzaGaz agree with me)
that I'm going to send you a
couple of games.

Spectrum ones for your
brother.

“I'M\R STRAR -
GRAPHILE/

NO GRAPHICS

Dear ZZAP!
| have owned my Commodare
64 for almost two years and of
all the games | have played |
find adventures by far the
most enjoyable and absorbing
games on the market. | have
played both text and graphic
adventures and have reached
the conclusion that that
graphics are a complete waste
of time and a criminal waste of
valuable memory space. Not
only do they fail to make the
game any more interesting but
zgu also end up paying a much
higher price for the so called
pleasure’. Surely the vast
amuuntL ofm 4 used to
create these graphics could be
ut to better M:F;unh asa
tter vocabulary, more
complex problems or even
more locations?
If software houses wish to
create the right atmosphere

then | woul bette
sound effects as t hw;
much more of an effect than

pretty pictures and use far less

| would be interested in what
other adventurers and
budding wizards think, or am |
the ﬂr,llx person who is
u sfied with useless
Hﬂl-‘lhlﬂll and linl'!..itall:'.l :
vocabularies at high prices?
M Hopkins, Redditch

Your views k for
themselves. The Infocom
adventures, which are
regarded as being state-of-the-
art, have no graphics OR
sound, Sumaldvmmmgm?

have Erqﬂhrn and music

ich work really well, but on
the whole I think that most
adventurers prefer to imagine
their surroundings rather than
have them drawn up on
screen. After all, who wants to
Rt o

u were tried

fora ﬁflﬁﬂ. but have
been dropped now. What
other adventurers feel?

%



DUM DUM DOO
DOODAHDAH ...
AGGGGH

Dear ZZAP!

Please will you tell US Gold to
change the loading tunes on
their Novaload games. | know
they're trying to be patriotic
but isn’t this going a bit too
far?

For example, some months
ago | bought Spy Hunter, only
to have The Star Spangled
Banner and Yankee Doodle
Dandy rammed down my
earholes. The same thing

MISSED ME OUT!

UK you ZZAP! Morons

PRINT THIS LETTER OR | WILL

e

happened when | bough
Bruce Lee. Surely Iuafmg
music should be enjoyable —
not having you diving for the
volume control. When | saw
Summer Games on a friend's
machine, there was no
Novaload, so imagine my
surprise when | bought
Summer Games /I, only to be
forced to listen to that awful
music again. We hear enough
of the tune at the Olympics.

How would the Yanks like it
if British games had God Save
The Queen and Rule Britannia
as loading music? We have
tunes like Chariots of Fire on
Hypersports or Living On
Video in Frank Bruno’s Boxing.
S Moore, Liverpool,

Merseyside

lagree with you. There are few
things in life more teeth-
?rarmgfy stressful than Liddon
oading a US Gold game in the
pack room and disappearing
upstairs leaving the monitor
with its volume at fulf blast.
While the ‘patriotic’ American
tunes were novel fora game or
two, they really have become
annoying now. Indeed, | think
US Gold are actually
damaging their sales. I'd love
some decent tunes — so come
an Tim, it’s time to wind up the
E;damuphone again.

somewhere between the
printers and Denise Roberts
pages 43 to 54, quite
ANSWER

cor bwill read

MORE HARDWARE

Dear ZZAP!
| have been a faithful follower
of your magazina and think that
our ZZAPSTICK! reports are
rilliant. Please could we have
more special hardware reports
on the Commodore disk drives
land any other disk drive
compatible with the 64), and on
the new Commodore 128
computer. Is it really worth the
extra cash? Will it have a lot of
software in the 128K mode?

So come on ZZAP!, help your
readers invest their pennies
wisely,

Imran Choudhury, Stourbridge,
W Midlands

We have been under pressure
not to include hardware in
ZZAP!, but we think it's worth it
now and then, and it's nice to
see that people do want such
articles. Whether we'll cover the
128 very much is ?P-‘::'ng to
depend on the software
situation, still rather in a flux at
the moment — it would help if
Commodore themselves would
send us one along with the new
fast disk drive so we can suss out
tLi‘ﬁ compatability problems.

e R R A
SJB DISKS LIMITED

Top Quality 5." Bulk Packed Disks

The Top Quality range
of personalised printed shirts

T-5HIRTS & SWEATSHIRTS

by interprint

for Pubs Clubs Firms
Schools

T-Shirts

Swéat Shirts

# Pl
Sports Shirts
Other Products

oL T LI
=1 i

FREE DESIGN
SERVICE

MINIMUM
ORDER-ONLY 12

Please send me your FREE colour brochure
& detals of your pREE shirt voucher

___Interprint

Lept 7 Dale Street, Craven Arms
Shropshire SY7 9NY,
Tel. Craven Arms |[05882)

2703 & 2502

supplied in 10°s with & FREE Plastic Library Case, Labels etc
10 Single Sided/Double Density* onY £13-95

onlY £17-95
ony £59-95

aHOOT MYSELF!

L will relate to vou a tale of
great misery and woe. Cue
VILHINS

itwas the day ZZAP! seven IN your own pr

ime out. A certain converted write on a po i instead of
Speccy owner rushed out and using the To ) entry form?
pought it, much to my When will you issue ZZAP!
grumbling as we ¢ binders as my mags are fallir
to bits? Will you send me a
LZAP! with all the pages in it?
Bob Kingham, Walthamstow,
London E17

Some other Do
— AN YOouU use tf

from Activision's

10 Double Sided/Double Density*

20 Single Sided/Double Density*
(Supplied with a Perspex Storage Box)

50 Double Sided/Double Density® ony £74-95

(Supplied with a Perspex Storage Box)

» LIFETIME WARRANTY »
* FREE FAST DELIVERY »

Fade violins

My name
1 there! | rushed home to
I he good news
Five boring days later my
LLAP! arnved. 'Hey look, my
bit's in here, in the White Wiz
—where is it — must be h
somewhere —eh? Wi 1at's going
on?' | rushed back to my '
apectrumesgue friend and, not
sing for breath, found it was
on page 86 — yay!
Rushing back home, | flicked
through my ZZAP!. ‘Here

All prices are snclusive of Va1
Delivery  FREE throughout the LK

3" & 3;" Disks aiso available

Bulk Orders, Export Enquines & Educational Enquiries Welcome
Grubsly Dansiry 4 the soguivasent of 40 B0 Track

Please Send Cheques/Postal Orders to:-
AWTED (Dept 2421 )

11 Oundle Drive, Nottingham, NG8 1BN
Telephone (0602) 782310

5,

pages /9 1o 90 got lost
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NFINISHED ...
HNFIHISHEI)???

Dear Lloyd,

ree with the letter
Lﬁ::'f ha'ngunnnn Hale (ish 7).

When | saw your review of the
Activision Computer

Kit | went
stra htuutim the

ecessary dosh) to buy it. But
nwait, it h':!n't even been
released, and probably isn't
e rovioweO !

1 64 rev i
Please tell Oliver Frey thathe
is an amazing artist and please
ask him tga dg{:_ a-.a-l: Egm&
n
ﬂlﬂﬁultj n::m'r'tr!t'l'h‘ﬂﬂt.‘l!it and if not
7

0 w":t you played the qn:adu
game Galaxy Ranger, it's
really ing. Why not do

a section on new

ames?
Bayley, York .
]%f!vhat is the Scorelord’s

real name?

Kit has been under
E:mp nt for some time

soon after the PCW Show.
ﬁgmﬂ?a game like any

that it will never be ‘fin
since it can beim

doing more centrefolds now
anﬂf"ggrain. No, I've never
pfagﬂd Galaxy Ranger (and
Julian is ing at last, so |
won't disturb h

— see
frfﬁ':am!ﬂrd's real name Is
FRED. (it stands for

but don’t tell him [ sai
LM

DIRE STRAITS

Dear Ll e,

| have just sold my Spectrum

and I'm thinking ot getting a

Commodore 64, but F'm

64 because they're going to

SLO0 Mmaking therm saon | dlion

WO 't h i Ny New 5 W are
tar it atter a vear or bwi

vou give me some advice?
Quentin Somerset, Thame,
Oxon

ordinary game, you m‘ysg Eﬁ;f

ntinually. The kits should be
O ow: yes, we will be

letter above, and

Frighteningly Robo-
E:fuphxf':l?c ﬂmadnaﬂ!ﬁ

worried about the tuture ot the

want to buy a compuler which

HATE, HATE,
HATE

Dear Lloyd,
What's all this about the mag
doing Atari reviews. | HATE all
home and personal computers
apart from the 64. There is
nothing that annoys me more
than a gp&ctru m, BBC and all
the other computer reviews. |
don't want to hear about
ames that aren’t coming out
or the 64. If you want to
publish letters like Filthy Fred's

WOTTA LOTTA
ROT

Dear Lloyd,

| was one of the many who
went to the Commaodore
Horizons show during October
and | was totally and utterly
disgusted at what a shambles
itwas. | mean for a start no-one
except the few who buy the
mag knew about the last
minute change of venue. Then,
when | found the place (a ten
minute job) | had to pay more
money to enter because | had
not received my tickets, and |
had sent off forthem one and a
half months earlier.

When | got inside | wished
I'd stayed at the Novatel
because it was a load of (cont
on page 202) It was so small,
spread over aight minute
rooms (and hardly any decent
stands were there) which
made it such a squeeze and a
crush. The stairs were
abominable, they were a
hazard, and I'd hate to think
what would have happened if
there'd been a fire.

There was nothing to write
home about (in a manner of
speaking) about previews or
new games, but the biggest
disaﬁmintmﬂnt was the
ZZAP| stand. After a five
minute clamber around the
Monty on the Run onlookers
not to mention the ten minute
Quest to Find the Lost ZZAP! |
eventually found it up some
obscure little staircase that
was a b****rto climb, never
mind for one person to
descend at the same time. |
eventually arrived anyway
only to find tham writing to
complain about certain words
in the CRASH magazine (issue
21). A poor Spectrum owner (I
know how it feels, | owned one
once) must have been bribed
by your sister magazine into
calling all Commodore owners
‘Commies’ and ordering a
commando raid on you. | also
hear that in their competitions
they said horrid things about
your mega-review team Gary
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you ought to start a new
section called ZZAP| CCRAP.

What have you been
wasting ink and paper for? Oh,
no Lloyd don't deny it. You
have put a Cascade 50 advert
in the mag. Stooping to this
has ruined the mag.

when the December issue
comes out | shall go into the
newsagents and look through
it, and if there is one Cascade
advert, or anything similar |
shan't buy the mag.

Let's finish on a nice note, |
love the mag. Commander
Leache’s letter was fab. |
sympathise with him over the

Penn and Julian Rignall. | hope
you find the culprits and show
them a few of your gold medal
winners. This will surely make
them agree that the
Commodore 64 and ZZAP!
rule and that the Spectrum is a
rubber doorstopper.

Terry Townshend, Great
Yarmouth, Norfolk

Move over Lioyd, lemme
speak ... There's quite a bit of
competition in the Newsfield
Towers about which mag is
the best and all that. ZZAP!, of
course, IS the best and the
other mags (CRASH and
AMTIX1) ?ef i&afuus and try to
make us look silly by saying
things about us. The thing is
they're the ones who end up
looking dim because we don't
bather to go down to their
fevel and mf!y to their feeble
and childish jibes! Anyway,
what's the point of slagging off
the Spectrum? It's a bit like
kickinga—

... that's gmre enough of
that, Julian. Get back to your
mcﬁfne and work/

NO, NO DISKS-
OHII

Dear ZZAP!
| have not yet got a
Commodore disk drive but
would like to ask you why
there are no disk games
selling. I'm always walking
into our local shops like
Curries (sic), Woolworth and
Menzies and not being able to
see a disk in sight. People who
have disk drives might find it
hard to buy games unless they
have got contacts to tell them
where they can get them from.

The only place | seem to see
disk games on saleis ata
computer show, speaking of
which, the Commodore
Horizons show was the pits.
I’'m sure I'm not the only
person who thinks so, other
people have far worse things
to say about it.

Anyway, now that | have

456 agents on Impossible
Mission. | have the game too,
crikey it's lrard!

M Gattie, Knutsford, Cheshire

There's not a lot [ can say to all
that! HOWEVER | see the
Rignall beast has returned and

If you hate all other
computers then you must be a
complete thicko ol* chum.

You 're the type of dimwit who
still plays his 78s on his wind
up gramophone whilst
everyone around has
:.j'ﬂgrﬂded to Compact disk.

cooled down can you please
tell me what FX means in your
sound ratings.

Anton Inniss, Wembley,
London

Disk-based grames areabitofa

buying problem, largely |
suspect because they cost
maore, there are fewer disk
owners than cassette owners
and therefore it's riskier for the
sﬁgf}s to stock disks in
sufficient quantities.
Hopefully, this situation might
improve with time.

X simply stands for
‘effects’. I'm told by Roger
Kean, who usedto be a film
editor, that it's a bit of technical
film editing jargon. When the
sound for a film is made, it's
built up of many tracks laid in
synch to the picture on
magnetic recording film.,
These tracks carry all the
sound effects, and they are
conveniently known as FX
tracks. get it?

LM

"HE MISSED




£F.

DECODED
WORDSQUARES

Dear Lloyd,

Okay all you guys at ZZAP|, the
game is up. The whole nation
is realising what you're doing
with your so-called
‘competition word squares’.
Anvone with a weak heart
please stop reading NOW
please. You're actually
transmiftting secret
information about the secret
army base in Ludlow (it's so

THE PEOPLE'S
POET PRESENTS

AN ODE TO GARY PENN
UnPenn,

Uh Penn

You have the mental age of
ten, Penn
Youre sure VOILIT name's not
Ken, Penn?

vhat a Hambao

AN ODE TO ROCKFORD
[k Rock
Uh Rock

Do vou love Mr Spe
Do vou have
T Mk T

Of Penn's stupidity

1. Bock?

[na 'hl','-,- el dal

AN ODE TO OLIVER FREY

i | re

¢ Ll
/) s =
VN, >
') J_:_,-'__.-‘
= - g

secret the army doesn't know
about it) and the secret agent's
in Ludlow town.
Okay Lloyd, the game's up,

ou’ve been found out as a
CRASH spy. You're selling
information to the Americans
or Russians (whoever s the
most). In the Nodes Of Yesod
wordsquare in the November
issue there were at least two
top secret statements about
two secret weapons Julian
Rignall and Gary Penn. It reads
Penn pongs and Rignall ronks.
Maybe it's the truth but the

...r.- OuU are rea 1 A\ |:_] . : F re W

Were vou born in the month of

May

'---I
W | FEY

Vian Gouah rules

.E!.N F'[]E TOPAUL SUMNER
L Faul

Oh Paul

Are you very tall, Paul?

| hope vou don’t mind this
craw!l, Paul

!:::I 1T vou are very aooa

MNeil Alexander, Cardiff, S
Glamorgan

world doesn’t want to know.
Anyway, a joke's a joke but

this is getting ridiculous so
stop it. Enough of this chatter,
on with this letter. Keep up the
good work and don't worry GP
and JR, not everyone hates
you, My school friends and |
think your the best pair of 64

amers in Britain.

onathan Slater, Bedworth,
Warks

What utter rot. Our
wordsquares are specially
created on a Super Cray ll with
absolutely no chance of
anything remotely like you
fﬁ‘scﬂbe happening.

A SHORT STORY

Dear ZZAP!

Graham's mother was
worried. It was at least six
hours since she had last seen
her son. Normally she
wouldn’t give a damn but
lately ...well, he wasn't
behaving like his usual self.

\ S

Suddenly a thud interrupted
her thoughts, she raced
upstairs and kicked down his
door in Exploding Fist style.

Graham lay on the floor
clawing the air. His face was a
greener shade of orange. His
clothes were ripped, his hair
torn out in great green lumps.
He uttered one word: ZZAP!
His mother dived down stairs
and telephoned a certain
number. Five seconds |ater
Gazza the Pencil kicked the
door in. ‘Got your message,’
he said brandishing a copy of
ZZAP! and with that rushed
upstairs closely followed by
Jules Rignall.

In the end Graham
recovered. His ‘lack of
ZZAPlitis’ condition never
returned. His mother joined
the army and had 20 kids and
they all lived happily ever
after.

Shane Stokes, Dublin

All part of the service! Sorry
about the door though, the
terrible two haven't learned
how to open them yet! LM

Alors! Voila! C'est fini. (I'm at work on a Lloyd Mangram Long
French Word Dictionary at present, forgive me). But that’s it for
this festive month. Don’t eat too much turkey and Christmas

Pud, it's no good for the reaction times. See you in 1986
Letters to: ZZAP! RRAP, POBOX 10, LUDLOW, SHROPSHIRE
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BACK NUMBERS

Don’t miss out on earlier issues!

ZZAP! 64 has taken off like a blast of lightning! If 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 1 May 1985 @ Towny Crowther @ Staff of Karnath map/solution @ Music
rams & Lords of Midn
tre Europe @ Tir Ma

Mo2June 1988 @

map & Elite ® Shadowfire

Game skill test @ Us Gold interview

Mo3July 1985 @

Dropzons & Entombed m
Paradroid diary | @ Chessv C
MO 4 August 1985 @ Fourth Protocol/Exploding Fist/Baach Haad I/ & Shadowfire

@ Denton Dﬂi‘;nll Paradroid diary I

o5,
Mo 5 September 1985 @ Summaer Games

/Frankie/Skyfox @ 64 Surgeries @ Paradroid

og map ® Everyona's a Wally map @
n?.:“.ﬁ]rwdi map @ Arcade bonanza &

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

Mo 7 Movember 1385

@ Paradroid Gold Medal @ Little Computer People

® Lrapstick] ® Pull out poster @ Masterblaster (I

Mo 8 December 1385

diary Il @ Terminal Man starts @ Spy v Spy I/Mercanary previews
# Flying High — simulations
Mo & October 1985 @ Pet Person @ Wizardry/MNexus previews 8 Electronic Pencil Co @
Zzapstick! @ Paradroid diary IV @ Flying High Il

® Zoids/Elektraglide previews @& Kiddie games
® Electrosound Gold Medal @ David Crane Interview
@ Batalyn/Scarbaous/ACE

Namé .....

the address balow:

| would like to order ZZAP! 64 Back Numberis)

Please tick the correctbox  1J20130040150060070a0)

Please make cheques/postal orders payable to ZZAP. it is best to avoid
sending cash W.Mdnnﬂmlm order with mail to the
aditorial sida of the magazine as this may result in delays. Send your orders to

BACK NUMBERS SPECIAL OFFER
Each back number is available at 95p each 95p
(plus 20p for post and packing per item

ordered). But why not take advantage of

our special offer:
® All three issues ordered at the
same time — 40p off total!!

Less Special Offer discount where applicable: £

Unit Price

Total £

Sub Total £

P&P total (20p per item] £

*Total enclosed: £

BACK NUMBERS, ZZAP! 64 MAGAZINE,
PO BOX 10, LUDLOW, SHROPSHIRE SYS8 1DB

PON'T MISS OUT ON MY
GTHER APPEARFNCES —
ORDER Moy /m
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STOP PRESS! HOLD THE FRONT PAGE!
andsoon...

Ah, | don't quite know how to put this, but there is in fact a small
error in the review of Metabolis. Nothing particularly nasty, honest
It's just that Gremlin gave us a very early (completed| copy to
review, and, er, we weren't told until too late that it was actually
gﬂing to be released on the other side of another game, Sounder.

o, do you think you could ignore the value for money and overall
ratings, ‘cos they're going to be updated next issue when we fully
review Bounder. | shan't say any more about Gremlin Graphic's new

ame, ather than it's dead good and has been the cause of many a
ate night for both Garys (or is that Garies? — sounds like a disease
of the mouth)

Me too, Jaz.

GETTING THERE

From our Pinocchio

correspondent

Mercenary has at last arrived in
the offices, but before you start
jumping up and down it's the
Atari version. Firstof all a
cassette version (again Atari)
arrived and we couldn't load it

CHRIMBLE
GOODIES FROM
ARIOLASOFT

Anyway, we can say, without repal them all by
a doubt (noses getting longer .rystal necklace ar
with every utterance) that there
will be a full review in tha next
issue. Talking to author Paul
Woakes, he assured us that the
Commodore version will be
almost as fast, if not as fast, as
the Atari BOOXL version.

yCF AT =l

frame computer. Il s N4

_nd there are plenty of
0 before yo!

FAB ‘N’ BRILL NEWS

Brought to you from our no
Wham! news is good news
exPert. atey, it should be o1
Al You lUWErl'!"' peﬂple who ot soon, s if yo re m
aren’t into that ‘fab’ duo Wham! cart of game then keep y
will be well pleased with this

iece of news. Melbourne

ouse aren’'t releasing Wham —
the Jukebox on the Commodore
64! Phew, at least there's no fear
that good ol’ Grannypoos is
guing to make the mistake of

uying you one and that you'll
have to play it all thmuah
Christmas day just to show her
what a brill present she's bought
you!

64 ZZAP!64 Christmas Special 1985
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ety af action inciuding @
t

b&causﬂwﬂ'wmi}fgﬂt disk From our QDH\MHTE-I.\I:IUEI;!.‘
drives, Asyou can imagine there which-are-going-to-release:
was much frustration and four-games cor respondent
annt:ln:ranm, especially when we A guartet of releases are
EDI.J-I nrt ﬂﬂt hﬂlli ﬂf acassette immiinent from A ...Ill. 150 I_.
deck (not in Ludiow anyway). Starship HPRE

A few days later the disk th vETrsSE CUITTs
version arrived and from then : ame. You see, the
on chaos has reigned, People Galaxy is being attacked by 7
like Liddan are constantly wicked Alana and ner 1eLs
sneaking off for a quick go . . . of evil cromes. ¥

- ik
ave o fin

Theras
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WITH ONLY SHEEP
FOR COMPANY

The latest game from PSS
|Battle of Britain and Theatre
Furope fame) is a traditional
wargame with the slightly
controversial title Falklands 82.
Putting you in control of the task
force you have to re-enact the
little siirrni.sh and repel the
Argentinian forces and retake
the island.

Field Marshall Sean
Masterson will be taking a good
look at it next issue.

L B
-i.f -

SHADOWFIREII ...
THE ENIGMA
FORCE

Our icon-driven reporter spills
the beans.

The long awaited sequel to
Shadowfire, Enigma Force is
now just about finished.
Involving the same characters
as the first and highly original
icon-driven game, Enigma Force
improves upon the graphics and
has utilised and improved
further the use of icons durin
the game. Some pretty complex
moves can be made with the
icons, and in fact there's so
many that the bottom of the
screen (where the icons are
situated) scrolls left and right so
you can see them all!

The graphics are pretty
different too — rather than the
old plan view, Enigma Force has
a 3D perspective view (like
Entombed). It all looks very jolly
and very complicated, and atthe
moment we're trying to
persuade Sean to review it. ..
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TIME FOR A REALTIME GOOD TIME?

Ffe.altln'h;- Software, better known for their Spectrum classic 30

Starstrike, are writing a game for the 64/ It's

: not a conversion of the

entioned shoot em up, but a new arcade adventure called
autica, :'amrrlr-::l that legendary hero, Jason (as in Jason and

ch of the

Golden Fleece. The game contains

|'-H||r;|h-, detailed graphics along with some

ecuall
Christmas at a price of £7

A new race ‘game’ is hitting the
64 cou of Firebird. Well, it's
new to the 84 but is in fact an old
BBC game, Revs. Classing itasa
new race game is a little unfair
sincaitis Tgnad to be aracing
car SIMULA — and pretty
gﬂnd itis too. gt
The program gives you ali
of options when it loads and
allows you to ise or
compate in a Grand Prix at two
differant tracks — Silverstone
and Brands Hatch. The race
courses aren't like the usual run-
of-the-mill computer game
ones, but have been
meticulously reproduced

IT'S THE
FLINTSTONES

From our Yabba dabba doo
correspondent.

Remember the television
cartoon series the Flintstones?
They're a totally nutty bunch of
MNeanderthals who go through
all sorts of weird and wonderful
adventures. If you love em then
you'll be glad to hear that
they've now moved from the
stoneage into the slightly more
advanced Commodore 64,

.1-_'.1 ]-|r1'||-'p|:1=l and should be available | just after
25 on cassette.

com with bumps, hills and

kerbs to make it as authentic as

is possible.

Thu car behaves just like a real

rlg- tnlu n unrnur atBo

h 8 ourself
skidding nﬂ 'H"m tmn . All the

:Etuﬂﬂf ?hrﬂid Fﬂﬁ:ﬂf‘ﬂﬂrﬂ'

included in the game, five gears,

reverse (but no clutch).

Ver lads have been trying to
get to grips with the program,
and nutsumﬁadlnﬁ very weil il
think one of them has got round
the course), but they assure me
it's great fun, if not rather

cult. Full review naxt ish,
and that's a certainty.

You take control of the main
character, Fred Flintstone, and
have to forge the beginnings of
Bedrock the stoneage
metropolis by building a house.
The game is basically a collect
em up, but has some wonderful
uraﬁhics and zany gameplay.
Task Set are designing and
programming the game under
contract to Quicksilva ... a
review next month???

MONOLITH NEW
TITLE BOUNCES

‘Welcome to the future’ greets
yvou on the instructions of
Bowuncers, Monolith's latest title.
It goes on to explain that there
are no wars, politics or
unemplngme nt and all citizens
are genetically perfect, work
hard {sound’s like ZZAP!| towers)
and have their fun in the
Bounces arena.

And so goes the introduction
to this new Denton Designed
future sport. Basically, the game
IS & one or two player head to
head involving two characters
on roller skates tied by an elastic
rope to the wall and a bouncing
ball. No, | haven't been drinking.
Armed with a bounces ball
snatcher, the idea is to capture

AND A MELBY
CHRISTMAS TO
YOU MATEY

Me ||:l-.H irmne House are s&t to nill
Christma |'-|_|-|I|L41'.u|1||r|'|| i
latest release Rock 7' Wrestle
Fr I rarn ||1|--|“| flhose same

3 wWhio |JF"'.II.II'.I|Ir WL
g Fist the gar ME usSes
wovied techni |L|.... A
L:|||r11.;|[|| 1 which were used in
the classic L.fr-ﬂr I'||J|'|'r"
I||||l'.1|' by f ENT MOves
watick and

S0 Ir"1'- ike it could be ]llUli

the ball and hurl it through one
of the holes in the ceiling. If you
do then you'll earn yourself
points.

There are other aspects of
gameplay like bashing the other
Elayer down with his snatcher,

ut the object of the game is a
simple one — just outscore your
opponent. The game is quite
tricky to play since you're tied to
the wall by elastic and trundle
about on roller skates you can
aasily fall over if you move too
far away from the wall.

It's had rather a mixed
reaction here, but you can see
the guys slugging it out with one
another next issue.
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STRONG MAN

The latest gossip from our
in-house fatties
Martech's latest release puts
vou in the giant shoes of Geott
Capes, Britain's answer to the
Incredible Hulk, ¥You have (o
compete in six separate strength
tests against the clock, a bit like
Decathlon. Rather than hurling
the joystick around at an
harrendous rate the idea 15 to
allocate strenath to cartain
muscles, and use your them
intelligently to allow you to
complete your task. For
example, you wouldn't use your
leg muscles much ina bar
bending competition

There should be a review on |l
next ish, after all the Spectrum
and Amstrad versions have
been hanging around the office
for somea timea now

Elite’s newie is a game called
Roller Coaster, an odd little
game which involves collecting
things from around a fair.
Jazzms has had a go on the
Spectrum version (and was
forced by an electro-prod
wielding Graeme Kidd to do a
comment for CRASH)} and says
the game is really good.

There are loads of things to do
— at least two rollercoaster type
rides to go on (a log flume and a
tunnel of love thingy) and there
are heaps of big Is and
roundabouts to have a bash at.
Release date is unsure, but
ZZAP! will be the first to tell you.

INTERNATIONAL
KARATE ...AT
LAST [ISH)

The long awaited /International
Karate should be arriving on the
Commuodaore 64 in aarly
January. Mark Cale of system 3
explained ‘the programmer who
was originally drafted in to do
tho program decided that after
six weeks of work Yie Ar Kung Fu
Was more important andwentto
Imagine, breaching contract.

There is now a new
programiming team working on
the game. Onae thing's for
certain, the graphics will be
amazing — Archer Lropzone
Maclean doing them!

Another release from the
System 3 stable is the rather
oddly named Twisler. A strange
game really, involving some
rather weird gameplay and
excellent 3D graphics and
animation. Judging from the
Spectrum varsion it could well
be a hit! More news when we
hear of it

66 ZZAP!64 Christmas Special 1985

INTERNATIONAL

FRIDAY THE 13th
[part XXIV in 3D on
computer etc)

From our gory fiend Riggers
Rignall,
Domark continue their ‘game of
the film' trend with the release of
Friclay the 13th, the computer
game

I wou' re innocent and haven 1
heard ofthe Friday the 13th Iilms
then VDL TE IR for atreat The
Friclay films (there have been
four nowl are based around a
homicidal maniac called Jason
whao just adores killing peopie
fusually in rather strange waysl|
As you can imaging, there's little
to the story. but nlenty of blood
gore and entrails end up fiving
arcound. It's all in totally bag
taste, bul seems (o Qo down a
storm in the US

Domark's game is based al 3
holiday campwhere Jason, who
has drowned but been
[eomehow) resurrected. Having
g eauee to celebrate (after all,
Wi :.ll_I'!I t gat resurrected Mmany
times iy your lite}, he starts
terrorising the camp and
murdering all the now rather
unhappy sun seekers

This i1s where you come Into
the game. As a holidaymaker
just arniving at the Camp, yoau
o] 5 -'}-u-r:“, like dismembeared
limbs, heads and ripped up
bodies lying around and you get
a mite peeved, after all this s
supposed to be a holiday! So
still peeved vou 1ake It upon
vourself to track down, identify
and kill {again} Jason Sound’s
jally good fun and no mistake

QUAKE...ITS
HERE!!!

From our excited young
correspondent. ]
Yupserreebob! Quake Minus
One from Monolith WILL be
reviewed next issue. Author,
Mike Singleton has just brought

the finished product into the
office, but unfortunately just a
little too late to actually review
this issue. If you don't know
much about the game then read
the previewwedid inissueb, jt's
a very, very interesting game
indeed.

* MGTRKE / 1T WRS w
sienr (3
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The most pawerful games in the Universe!

Braving enemy attack, the Undaunted must make her way
through hostile waters and destroy the enemy stronghold.
Only the most courageous crew will be able to take her
there; only the most determined mind will be able to succeed.

R L
Y m ol __‘_H_| | Avallable on:
e ,} I “4 .. AMSTRADCPC 464 |
=] M Available soon:
; , COMMODORE 64

......

Available from all good snﬂware shops. In case of difficulty write to:
QUICKSILVA Ltd. Liberty House, 222 Regent Street, London Wi1R 7DB tel: 01 439 0666

. — = =1 __m
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SIX GREAT US GOLD GAMES T( ¢
ALL NEW (YEAR)ZZAP! 64 SU g

DEAL FOR EXISTING SUBSCRIBER: T
B O et 1 '
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) cCHOOSE FROM IN THIS
i
3SCRIPTION OFFER— AND A FABULOUS

.r
f

' TO BRITAIN’S BEST 64 GAMES MAG!'

| US GOLD/ZZAP! 64 SUBSCRIPTION
| OFFER

" Yes, |want to subscribe to ZZAP! 64 for one year at a cost
| of £14.50, and receive the free game of my choice as

« indicated below.
I Block capitals pleasa!

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

.............................................

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

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

] My choice of free game is:
* CASSETTEONLY .....ccvovecessrannassssnnassnssss :

| I'm already a subscriber, but | would like to receive the
- gamels) below from those listed on these pages.

............................................
---------------------------------------------

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

As for existing subscribers . . . |

Even if you already have a subscription to ZZAP! through & similar
offer in an earlier issue, you can still benefit from this latest deal.
Thanks to our arrangement with US GOLD you can SR YYIZe (Sl | MY SUBSCRIBERCODEIS ......oouvvrenneemanannnrarss
GAME for only £5.50, or ANY TWO games for mnlrll-:ﬂ.ﬁﬂll That's two
games for less than the price of ona! Please use ihe appropriate part

af the form on this page — and don’t forget to fill in your subscriber | 3
code number *» My choice of gamel(s):
| cassonLy:

.............................................

Mote: Offer to LK and L]

Europa closss on l
30th January 1986 ‘| enclose a cheque/postal order made payable to
alaysia Australasia B LIS LS IELD LTD for: [tk WhICHEVEr IS Bppropriate)

|

i

D2AEDB0) . . .y viiinniasinhn s eninonnen e

ntar s in
mnct the LISA until
Alth March £14.50 (ZZAP) Sub and free el
£5,50 (1 game — existing subscribers only)
9,50 (2 games — existing subscribers only)

US GOLD/ZZAP! SUBS OFFER, PO BOX
10, LUDLOW, SHROPSHIRE SY8 1DB
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This is the only
warning you'l get.
They're coming soon.

ah
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MONTY ON THE
RUN [Gremlin
Graphics)

You know what really annoys
me? People who g:_arnund gi:l
ing cheat modes ames
haven't even been ased,
that's what. | mean, what is the
point? Up-to-date tips are one
thing but giving the game away
(literally) so early, just to say 'l
told you first’, is simply ludic-
rous. Gremlin were also sl
miffed to say the least, and have
subsequently had the cheat
mode removed from any further
copies of the game. Anyway, on
with the mini ti per ...

Since the untimely revelation
of the MONTY ON THE RUN
cheat mode | have been inund-
ated with letters ‘informing’ me
of it — please, no more — sev-
eral hundred (I kid you not!) are
du‘l'mhuhi more than enough. |
will refrain from printing tgu
cheat at present, but how about
entering some of the following
in the high score table for some
CAR, CTW, DRUMS, FRANKIE,
GEZ, Il SHY, MADONNA, MINT-
ER, MUSIC, PURPLE, SPEC-
TRUM, WINE, XR2
Also, try hpging a few, er,
l'lll-lﬂ‘l“ Wo Claa

Now that MONTY ON THE
RUN has officially been avail-
able for a couple of months or
s0, | might as well let you know
which objects you should be
taking with you on you %‘riluus

ay. You will need: The

ope, the Jetpack, the Passport,
H‘le Gasmask and the Bottle of

L.

WIZARDRY (The
Edge)

Problems with levels two?
Never fear, Mark Everitt of
Wigan, Lancs is here (well, not
ly)! Mark sent in maps
r all four levels and a complete
solution, both of which have
been used to compile the fol-
Inwm&tlpu. Next month I'll do
::uul ree — and possibly level
r

Open the first chest you come
across to gain a FIREBALL and a
HEAL . Go straight ahead
out of the room, down the cor-
ridor and through the door. Turn

and open the chest in front

the Guardian lnlg\r‘%e skull), to

pick up a NEEDLE spell and
another FIREBALL. Go back

along the corridor, past the door

you just came through, until you

TIPS

come to another door on your
left. Enter it and get the FIRE-
BALL and FIND IT speli from the
chest. Nip out of this room and
across the corridor into the

room {well, slig to
the Inﬂm is a hidden

here, so use your recently acqu-
ired FIND IT spell to gain a
KNOCK spell and another HEAL.

Done that? Great — right, out of

this room and turn left. Keep
walking down the corridor until
you reach a door to your left. Go
through the door and use the
_ spell on the large skull
in the corner of the room — you
should have turned purple, in
which case a secret door has
Okay, now leave the room,
turn right and keep going until
zﬂu come to a door on your left.
ou should recognise the room
behind this door as you went in
earlier — at least you
should have! Go straight ahead,
through the door that wasn't
there re and open the chest
in the room beyond.

SURPRISE! Actually, | fibbed
— you shouldn’t really have
opened the chest as it was in
’If;tﬁ:'-l: a:l:l‘lp'l So ! i gwnn’t do

again — promise! Anyway, go
through the door to the left and
into the corridor. Turn right and
walk to the end where will
find a chest—openit. Goon, it's

aHOLDIT spell and MAP Bin

. There, see — now do you
trust me? Move back a bit and

FROM THE PEN OF PENN
(Slurp) Excuse me, but | thntht as it's Christmas I'd sort out the

tips in the warmth of my own |

vin

g room, with a hot cup of coffee in

my hand and some soothing music in the background, rather than
sit in the cold confines of the Office to the sounds of Gary Liddon and
Jeremy Spencer stuffing themselves in unison, and Julian inform-

ing me of some a-mazi

new h
shudder to even think :gom it. |

h score he's got. Brrr! It makes me
lurp) Anyway, | want to go to bed

in a minute so I'd better get on with it. Here's this months selection,
including the first part of a super duper, whizzo map of UNDER-

WUR {nea

‘through the door nearby.
This room has a hidden chest in
it, so use another FIND IT I

to obtain a RULERSHIP land
a FIREBALL. Use the RULER-
SHIP spell on the large throne in
the centre of the room and lo!
You've turned | Wow!
Incredible isn’t it? No, not really
-.. But I'll tell you what is —a
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wrote KNIGHTLORE there for some reason) an
some bwillo Esallround ...

secret door has o at the
back of the room! So what are
you waiting for? Go for it! The
room behind the door is of no
importance whatsoever, so
don’t hang around — exit
through left hand door.
Walk to the end of the corridor
and open the chest there. Funny
enough, Mark reckons it's a
trap, but believe me, it's not —
B A
n. rough the
door at the end of the corridor
WtﬂmHE\fEHSE | and
C from the chest therein.
Come out of this room, walk
down to the end of the corridor
and enter the room with the
in it. Get the KNOCK and
EAL spells from the chest,
before making your way out of
the room and up the cor-
qur.wtli'llmm Juth;mtulin-
ng, go thro oor n
front of you and the
cloud. In the top left hand corner
of the room there is a cross —
don’t get too near, it's a trap.
Use the REVERSE spell on it to
open up the secret doorway to
an adjacent room! Cor! Pop into
this room and use the K
spell on the skull in the top left
hand comer, to up another

hldi:hm entrance (life’'s full of
em
(Pause for breath and quick
sip of coffee)

Ah! Better. Better? Better get
abucket—I'm ... Sorry—

i NUW 10 DI b e,

Lo 2

\ 4
Mg 0L 1D
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1-3 Haywra Crescent
Hamogate HG1 58G
Englond

Available for Cebd,
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happen in. was I7 Oh
yes. I'm id you've got a long
walk ahead, because you've got
to go all the way back to the
start . . . Well, not quite — just
as far as the corridor with the
Guardian in it. :

Now that you're standing fac-
ing the Guardian, at least | hope
you are, turn left and walk the
entire length of the corridor
where you will discover, to your
amazement, there is a door. A
door that didn‘t exist the last
time you came down here. A
door that hides a room behind
it. A door that you should go
through . . . In the room you will
find a chest, oh, and a big stone
needle. Get the HOLD IT and
HEAL spells from the chest and
usa the NEEDLE EYE spell on —
n:vu'll never guess — THE

EEDLE! On doing this you will
be transported to a distant
room with a ghost in it. Leave
vilﬂl!dnﬂrntﬂmhnttnm of the
room and use a FIND IT spell to
reveal the location of a hidden
chest containing a HEADACHE
landaH I (nearly
ished). Go back into the room
with the ghost and transporter
and rt to the room with
the e. Right, zip along to
?“Guﬁriﬁm .“dhu h:tll 4
groan npulog 5t
couldn't resist it)! You can now
move on to LEVEL THREE —
YAY| CHEERS! RAPTUROUS
APPLAUSE! ETC! ETC!

Okay, okay, calm down — |
know it's very easy to get
;xmnitud over a game like this,

il .__-.-_.-,-...n*_.‘-—--u-hﬂ-ﬁ e il il

FRANK BRUNO'S
BOXING (Elite)

You just wouldn't believe how
many tips |'ve received on this
me? You would? Thousands. |
new you wouldn't. Oh well,

hﬁrrai:;huhastmvtudﬂnl_l'wﬁ
all eight opponents it
them very hard.

No, serously ..

Canadian Crusher
ly blows to the head when
his guard is down, but as soon
as he raises his guard, go for the
. Keep this up until you

nock him down, but beware of
his crusher blow when he gets
up — duck as soon as he opens
his arms.

Try mh:ﬂm hit him

around the head and when vnu
g:ttha chance, go for KO —
uick!
Code: NFFIOMGS7
Name: MGL (Matthew Glossop

of Gleadless (7), Sheffield)

Andrel Puncheredov
Alternate left and right punches
to the head work best as he
doesn't usually get a chance to
nut you.

Code: BOJIIBEOG

Name: MGL (Matthew again)

Tribal Trouble
Alternate blows to the head and
body prove successful, but
should he bring his arms
together, stop punching him
Itﬂ%ﬂthﬂr or he'll get annoyed
it you back very hard

Euda HEIDNEEIE
Mame: BAA (Brandon Appleby
of Sunderland, Tyne and Wear)

Frenchie

Generally regarded as the
toughest of the eight boxers, he
seems to require reflexes rather
than technique to beat him.
Code: SCUINFHNS

Name: LIV (Brandon again)

Rawvioli Mafiosl

Wait for his right arm to drop
ﬂ'm-nilgi‘:uhim have it as often as
possible.

Code: OB3I0OM597 _
Name: BDA (Brandon again)

Antipodean Andy

l(Hp pum:hlng hlm around the
our

Eﬂde I"-IEE 0BG

Name: MGL (Matthew Glossop

this time)

Peter Perfect

Dead easy — alternate left and
right blows to the head work
very nicely.

¥ RANK
nli‘hlh
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e e iy il
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Code: CBIIONESE
Name: MGL (and Matthew
again)

Thanks to the many who sent in
ips and codes for NK
UNO'S BOXING, but pleases
— no more!

MINI TIPS

BEACH HEAD I [US Gold)
A small tip from Gary Bayley of

er Hill, York for anyone
Emﬂmnmnnfmu llies on

the second screen. if it looks as
though a brick is going to hita

risoner, shoot him. Yep, let the
gar have it — hn Il stop,
than drop, dead and the

fm iece of masonry will fall harm-
ly short.

GHOST CHASER (US Gold)
Two even smaller tips from
Greg Sands of Leicester ...
Type FANDA when on the title
screen to start on level two.
Type FRANK at any time to gain
extra lives.

So now you know ...

SPYVSSPY |
James Thomson of Glasgow
offers an easy way to beat a
human opponent or the com-
puter on any level. The secret is
to lay a napalm cannister and
have another ready in your
hands. When the other spy
steps on it and crumbles into a
RII& of ash, run quickly over to
is frazzled form and drop
another cannister on it, so that
he explodes once again. Repeat
this procedure until your oppo-
nent is well and truly dead — he
Is an ax-spy, he has ceased tobe
(sorry, but again — | couldn’t
resist it).

OKEY DOKEY
POKEYS

WHO DARES WINS |
& Il {Alligata)

Some nifty tips for both incam-

4
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ations of Alligata’s equally nifty
shoot em up, from an AN
Onymous. Right, first type in
this listing:

10 PRINT CHRS(147)

20 FOR A=272 TO 306:READ B:
POKE A,B:NEXT A

305Y5272

40 DATA 238, 32, 208, 169, 1,
170, 168

50 DATA 32, 186, 2585, 169, O,
133, 183

60 DATA 32, 213, 255, 169, 76,
141, 209

70 DATA 3, 169, 102, 141, 210, 3,
169

80 DATA 254, 141, 210, 3, 76,
174, 2

Make sure you've typed the
above in correctly and there are

no errors. If mrargl:hi appears
ull":y dnh;; heUNn?ng IIE;IH}
and you shou .Prom to
:g;ess Elav on tape’, S0 J::sn.
ce the ram has loaded
and the READY prompt appears,
enter the relevant set of POKEs

Who Dares Wins

POKE 5748,number of lives (1 to
255)

POKE 5569, number of grenades
(1 to 255)

SYS 16384 to start the game

Who Dares Wins I

Fﬂ!’-;.E 5702, number of lives (1 to
255

POKE 5513,number of grenades
(1to 255)

SYS 16384 to start the game.
Also, type LIST after the READY
prompt for an interesting
message.

WIZARDRY (The
Edge)

Jaron (sorry) Jason Hattrell of
West Deeping, near
Peterborough and Martin
Redpath of ?Iawmsﬂn U
Tyne, both sent in the following
set of POKEs . ..

to the
and type LOAD

First, rewind the ta
. When prompted to

(RETURN

‘press play on tape’, do so and

when the first part of the
program has loaded, enter
these POKEs:

POKE 1011,248 (RETURN)
POKE 1012,252 (RETURN)
RUN (RETURN)
Now wait for the next part of the
program to load and when the
computer resets and the ‘power
! Emn appears, enter this
POKE 2969,0 (RETURN)
SYS 2816 (RETURN)
The last part of the game will
load and when the READY
rompt appears, type in the
llowing ...
POKE 3216,255 (RETURN)
POKE 50766,255 (RETURN)
POKE 3264,234 (RETURN)
POKE 3265,234 (RETURN)
POKE 27214,234 (RETURN)
POKE 50151,234 (RETURN])
POKE 50152,234 (RETURN)
POKE 50153,234 (RETURN)]

Unfortunately Jason forgot to
mention how to start the game

.. . However, Martin obliged —
SYS 2970 (RETURN)

ou will now be invincible,
making the game somewhat
easier to play, but not to solve.
Never mind — you can use the
tips printed elsewhere in this
section ...

BRIAN BLOODAXE
(The Edge)

Just two of the many useful
POKEs sent in by Kerry Blake of
Polebrook, Peterborough. Load
the game and reset the
computer to enter the
following:

POKE 38270,165 (RETURN)
POKE 39079,165 (RETURN)
SYS 39145 (RETURN) to start
the e with infinite energy
and lives. Great, but how about
a real challenge — some POKEs
to stop the ‘sprites’ from
flickering so much.

WIZARD'S LAIR
(Bubble Bus)

I'm afraid you'll have to reset
your computer before you can
enter these POKEs from Per
Madsen of Bjaeversov,
Denmark ...

POKE 32354, number of lives
(RETURN)

POKE 50461,234 (RETURN)
POKE 50462,234 (RETURN)
POKE 50463,234 (RETURN)
SYS 49328 (RETURN)

The last three POKEs stop the
nasties from depleting your
energy on contact.

STRANGELOOP
(Virgin)
A large number of you have
inted out that if you %ress
UN/STOP and RESTORE
together when saving out your

position to tape, you can break
out of the game, thus enabling
FEIII(*II:E:: enter some handy

3

POKE 45486,173 (RETURN)
POKE 44217,173 (RETURN)
SYS 865 (RETURN) to restart the
game with infinite lives and fuel

CYLU (Firebird)

Andy Payne of Basingstoke,
Hants was considerate enough
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to send in a POKE for this
Firebird cheapie. Reset the
computer after loading the
me and enter ...
OKE 39409,173 (RETURN)
SYS 49152 to start playing with
infinite fuel

PYJAMARAMA
(Mikro-Gen)

A set of POKEs to make the
game easier to solve, as
supplied by several different
re oo

YJAMARAM

5

N

Rewind the tape to the

inning and type LOAD """,1,1
(R RN). After the first part of
the program has loaded it’s time
to enter the all important
POKEs, so ...
POKE 2218,200 (RETURN)
POKE 2219,8 (RETURN)
POKE 2248,169 (RETURN)
POKE 2249,16 (RETURN])
POKE 2250,141 (RETURN)
POKE 2251,13 (RETURN)
POKE 2252,68 (RETURN)
POKE 2253,76 (RETURN)
POKE 2254,247 (RETURN)
POKE 2255,9 (RETURN)
and finally type RUN (RETURN)
to load and start the game as
usual. Well not quite, 'cos you'll
have an infinite number of lives
at your disposal.

BOULDERDASH
(Statesoft)

These are some of the more
impressive POKEs I've seen for
this classic game, or any other
for that matter. Simply reset the
computer after ing the
ame and enter any of the
llowing POKEs, using values
from the table below for
different effects, They only work
on the original Statesoft version
though, not the Beyond one.
Thanks go to Simon Bell of
Hunti Road, York who
supplied the POKEs in the first
place (any more, Simon (or
anyone else for that matter])?
POKE 29555,the value of
whatever you want the amoeba




to turn into, instead of rocks,
when it reaches 200 units in size
(RETURN)

POKE 29567 the value of
whatever you want the amoeba
to turn into instead of diamonds
(RETURN)

POKE 29642 the value of what
each square of amoeba turns
into (RETURN)

POKE 29223,the value of what
butterflies turn into on contact
with a falling boulder (RETURN])
POKE 29259, the value of what
butterflies turn into on contact
with amoeba (RETURN)

POKE 23643,the value that each
diamond is worth before the
correct amount are collected on
level M (RETURN)

POKE 23644 the value that each
diamond is worth after the
correct amount are collected on
leveeived the same tip from
many different paople.
Unfortunately you have to reset
your computer before you can
enter the POKEs ...

POKE 30074,32 (RETURN) stops
::hs:':i:s killing you on contact,

FOR A=11000 TO 15DDH:PGKE
A0:NEXT (RETURN) will get rid
of any nasties, and . ..

SYS 49152 (RETURN) will start
the game.

MASTERTRONIC
POKES

I'm afraid i 1 ssed
'm . Yep, you've gue

it— a reset is required

you can enter Es tostop any
nasties from killing you on
contact . ..

POKE 14919,32 (RETURN)
SYS 5616 (RETURN) to start the

game.

CHILLER

Reset the computer (after
loading the game, of course
and enter this POKE:

POKE 22957,173 (RETURN)

Now type SYS 50758 (RETURN)
to start the game with infinite

energy.

ACTION BIKER

if you were to reset your
uumEutur and :

POKE 19287.47 (RETURN)
followed by SYS 13312
(RETURN) you'd find yourself
with 255 lives to play with ...

UNDERWURLDE
(Firebird)

Some more POKEs from Jason
Hattrell of West Deeping, near
Peterborough ...

Reset your computer and
enter the following:
FOR A=0T0O 2:POKE
33069+A,234:NEXT (RETURN)
POKE 33091,9:POKE 32924,9
(RETURN)
These POKEs give you 99 lives.
You can replace the nines with
any digits 0 to 255, but
anything above 9 will give
strange characters on screen.
Also, if you use 255 as both

values, collecting an extra man
will reset r lives to zero.
POKE A5 (RETURN) for
infinite lives

POKE 40537,141 (RETURN)
disables e collision (nasties
won't kill on contact)

SYS 36209 (RETURN) to start
the game.

STAFF OF
KARNATH
(Ultimate)

At last some much needed
POKEs for this game, courtesy
of Jason Hattrell once again ...
Load the game and reset the
computer.
POKE 2671,amount of energy
(RETURN) (the counter will still
display 99, but don't worry
about that)
POKE 5634,45 (RETURN| for
infinite mmﬁ?n energy will
still decrease you won't
actually be Iusin% any)
SYS 2560 (RETURN]) to start the
game.

. . . and right at the bottom of
the pile, some very handy
PO for ...

IMHOTEP
(Ultimate)

See what | mean? Reset your
machine and stick in the
following . ..

POKE 35957 number of lives
(RETURN)

OR POKE 38054,201 (RETURN)
for infinite lives

SYS 36443 (RETURN) to start
the game.

Is that the time? Well, must be
off to bed now — gotto get up at
nine for work (or should that be
up for nine at work? Never can
remember — Still, I'll be back
next month with some more
tips, POKEs, cheats, awful puns
etc, but until then — have a
Merry Christmas!

Oh, and a Happy New Year
while I'm at it.

Ri that's that out of the way then —
m s well use the "outro’ from last
month before | nip off . . .

I'm afraid that's all for this month
(whoops! Already said that) but there’s
pl'nhiuﬂnnndinlnhdur—mhndl
spaca) in store for the next issue, There will
be the complete BLACKWYCHE solution
(F ] with some useful POKEs) [fo
those} and something on WIZARDRY,
mswﬁmm;
{and those), BEACH HEAD Hl (fo those
s well), FRANK BRUNO'S BOX
mmmh--dﬂm].mnuﬂr.
THE FOURTH PROTOCOL (forgot all
ﬂfﬂlﬂﬂlﬂﬂm.-ﬂ, more,
Pm".hup your cheats,
atg, etc rolling in (ke Jeremy
in the morming) and thanks to all
you who make this section possible sach
month, Linf: al

ortunately parson

ﬂrruﬂ:rﬂmimtﬂhqulﬂlundn
to the amounts of mail received. The
fact that I'm illiterate don't coma into it.
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FROM A TOYOTA

rcher Maclean is 23 and
has been programming
for years, but has never
released a8 game before DROP-
zoNE, He's always been inter-
ested in peFenoer (he owns a
proper arcade machine] and

rogrammed, quote, ‘brilliant’
fender and Stargate clones
on the Atari, which unfortun-

ately never saw the light of day
due to legal reasons. DROPZONE
was the natural progression and
he used many of the techniques
he'd discovered while program-
mi.r‘}?lthe early Atari programs.
en he's not programming
he enjoys driving. At the
moment he owns a Toyota
Celica, but really wants a Lotus
Esprit or a Ferrari. He recently
had a driving holiday in
Germany and got completely
fed up with being continually
burned up by B s and the
like. When he next returns to the
autobahnen he hopes he'll have
a really fast car to so he can do
the same to other people!!!
After programmingDROPZONE
on the Atari he sho it around
and said he was goingto do a 64
version, but everyone thought it
was going to be impossible.
"‘Well, that spurred me on fur-
ther, so | went and converted
DROPZONE in just Eigl‘:lt weeks,”
After the massive success
Eenﬂrated by DROPZONE, what are
is aims for 19867 ‘Well, at the
moment I'm doing the graphics
for INTERNATIONAL KARATE which
will take a few weeks, but what |
really want to do is program a
new B-bit game. It might be
DROPZONE ¥ but it all depends
whether | think it's a good game

ARCHER MACLEAN
INTERVIEWED

Not much is known about ARCHER MACLEAN the programmer of the
brilliant proezone, 50 we lured him up to ZZAP| towers, strapped him
tuaﬂ:‘lﬁq“ﬂﬂlintnrmgaud him. JuLan maNALL had plenty of ways 1o

or not. If it's not that it could well
be a massive 8 x 84K loader type

ame. | definitely want to get
into 16-bit computers though,
and could easily do a cross
between arcade STAR WARS and
pROPZONE on the Atari 520 ST that
wf?l._ﬂd knock everyone's socks
off.

Okay, so Archer’s got ambi-
tions to program 16-bit com-
puters, but is he going to leave
8-bit entirely? ‘The thing is,” he
said, ‘'everyone’s into B-bit at the
moment and there's an awful lot
of really sub-standard stuff and
quite a number of quite good
programs and it's all becoming
very competitive. So, why not
break into 16-bit and come out
with something good like the
equivalent of sTAR RAIDERS On the
Atari? | find I'm becoming
limited by the B-bit machine’s
capabilities, Ataris are just about
okay, if they're a Porsche in a BL
body then the 64 to me is athree-
wheeled roller skate with a
puncture! | mean, it's such a
strain trying to get it to do
anything fast but it's still the
biggest market so you just can't
pa in programming it. For
DROPZONE Nl |'ve got all the ideas,
but as it stands | don't think the
machine will have the time to do
the game logic in as much detail
as any of the others.’

| quizzed him further on the
‘lot of sub-standard software’
reference. He replied, ‘I think
that there is a tremendous
amount of really bad software
on the market, simply because
everyone can program a com-
puter. Just about any program
gets snapped up by a company

i »
- I-l‘-'." '."'..-. a




TO A FERRARI..

which expects to make a fast
buck. Of course they don't, and
as a result you get all these
reports about the computer
industry crashing. It's not of
course, it's just levelling off.
There are hlntes like Braybrook,
Woakes, Crowther, and Minter
who are out there doing their
own thing and succeeding.

Minter's games, | suppose, are
the most prolific, but he's got the
same set of routines which he
reorganises making his games
rather monotonous. Even so,
he's got a cult following and all
that.’

Archer started on 8 ROBOTRON 8
few years back which he reck-
oned he could ‘easily get arcade

"Talking of arcades, one pretty
exciting thing to happen is that
DROPZONE will soon be converted
to the arcades; he said, ‘It'll be
converted to fit inside old DEF
ENDER machines and it'll be given
a trial run in a8 London arcade
called the Crystal Rooms which
is on Leicester Square.’ Sounds
great, so keep an eye out there!

-'.-"'

EI'fE{:I | asked him whether

e's going to finish it off. The
trouble is it's rather old hat, but
even so, nobody’s done a proper
version yet. | could do a perfect
ROBOTRON on both machines in
about six weeks and maybe sell
it at a budget price, | just don't
know whether it would sell or
not.’
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LAY IT
WITH

FLOWERS

As the nearest thing to an impartial interviewer under the circumstances of our verbal
differences with the arcade maestro, we sent GARY LIDDON to talk to the Hairy Hippy
Himself at the Yaklab in Tadley, near Basingstoke. The resulting interview is written down
as it came off the cassette recorder used. Jeff Minter speaks his mind in his own inimitable
manner, answering back for the flak he feels he's received from ZZAP! and talking about

lots of other things too.

Why did you agree to do the interview?

It doesn't really bother me, just because |
don't agree with someone it doesn’t mean
I'll act hostile. Unlike some people | don't
get agressive, | mean the criticisms |
actually made of you lot weren’t actually
hostile. I've never been into CRASH a lot
and you lot were just getting too much like
CRASH.

| still think it was very irresponsible for
one magazine to have so much of a go at
one F]f‘.'l'ﬁ{'.lﬂ-

Didn't Gary Penn used to write letters saying
how much he liked your work and was
looking forward to Mama Llama?

Yeah. | still haven't put those letters up on
Compunet. I'm saving them for when |
real'y need them. That upset me. This guy,
as far as | could see, was well into my stufi
and was really looking forward to Mama
Llama and then he really sticks the knifein
with the rest of them.

What was your objective with Mama
Liama!

| achieved everything | set out to achieve. |
had an idea for a game that | wanted to do, |
wanted to get some scrolling in there but |
wanted it to be a bit different, not just the
normal type. | liked the idea of lots of
Llamas on the screen sort of following one
another. | designed most of itwhile I was in
Peru on a holiday. The Killdroid idea just
developed and we decided it was better
than bullets. We tried it out on loads of
people and they liked it. | like it and that's
all that counts, everyone else can go screw
themselves. If | put something out and |
like it then that's enough for me because |
know that the guys that are really into my
games are gonna like it as well because |
know where their heads are at. I've never,
ever, ever had a single letter from anyone
who's been disappointed with Mama
Liama and I've had hundreds of letters in
support, so | think that | was right.

Did the ZZAP! review of Mama Llama affect
you in any way?

| just did not like the way it came across.
They were just trying to put down
something that | figured they didn't really
have a right too. Okay, they weren't into
the game but it's not so much that, they
didn’t actually say they weren't into it, they
actually tried to drag it down. | get very
attached to my games, it's a part of me. |
take three or four months creating a game
and if somebody goes for my game, they go
forme. | can't be objective, I'm not like a lot
of people who are just writing
commercially and they're producing a
marketable game. If it gets slagged off then
that's that, it’s not so much part of them, it's
just an exercise in value marketing. When |
sit down and do a game, it's part of me and
three or four months of my solid work in
there, so when people start going for my
game they're going for me and | get upset
abiout it.

what do you think about reviews in general?

The way | do reviews in my my news letter,
more or less, is that if | like something I'll
mention it but if | don’t like it | just don't
mention it. | don’t go out of my way to say
this is really bad. | think that's amuch nicer
way because then nobody gets upset. What
really used to upset me was | used to get
letters from people and they'd say, 'I've just
bought Mama Llama after it's been out for
six months. | really liked itand ZZAP! said it
was crap!’

To think that those people had been put
off by what these blimming kids sitting in
this office had said after taking slight dislike
to my game is wrong. There’s no way that
should happen. No way at all.

Don’t you think it's better to have a
constructive bad review than none at all? A
lot of kids would otherwise just decide on the
glossy packaging rather than the game.
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That's another thing | think these
magazines have got a lot to answer for. I've
seen letters in ZZAP! from the sort of kid
that just buys the magazine, opens up the
pages and just looks down at those stupid
little cartoons and the expressions of the
reviewers and buys this game based on
that! There’'s no way that sort of thing
should be encouraged. You should
encourage people to go out there, have a
look at what they’re going to buy first and
make their own decisions. | don't like
anything that tries to make people’s

- decisions for them. Imagine what it'd be
like if | were reading a music magazine and
| just looked through, saw what other
people thought of these albums and | was
reading something written by a real funk
guy. Now if lwentout and bought a load of
albums on that premise I'd end up with a
load of funk albums and | wouldn't like that
at all because I'm a rocker! You should
encourage people to actively make their
own decisions and not try and make
decisions for them.

Now people want it handed to themon a
plate, with all these ratings and that sort of
thing, they just look down and look at the
overall rating and think right, I'll buy this
one— overall rating's such and such, or I'll
buy that one. People are going to get bored
of games if they end up doing that, no one
will be settling into any style, you'll be
getting a mish mash of this and that.

Ariolasoft: what were your reasons behind
your decision to have them market some of
your stuff?

It was just an experimental deal, to see if
they can market our stuff better than we
can. At the moment they've only only got
the one title, I'm seeing how they do with
that, they’ve got no rights as such to
anything else | do.

It seemed to read in the trade press that
Ariolasoft had bought the Llamasoft label.

No. At the moment they're doing Batalyx,
we're seeing how they do on that. If they do
well then | might give them the
next one. That's the way it stands and we'll
have to see how they do but they've got
nothing do with my Colourspace projects,
nothing to do with Yak's Progress,
nothing to do with BBC Colourspace
coming out. We've got loads of stuf
running independently from them,

What are your feelings on the distribution
methods of software?

My major beef with distributors is that they
don't really look at the games themselves,
they look at the advertising budget and we
don't place a lot of advertising. | don't feel
that we nieed it, the sort of people who buy
my games know who | am and that | exist
anyway. Ariola do look at the game. With
distributors, you guys can do a hell of a lot
of damage. Mama Llama probably didn’t
get sold as well as it should have done. |
mean if you do that twice to a small
company, you can put them out, as simple
as that, | don’t know if you want to do that,
if you want to be left with all the Oceans
and Activisions and nobody else but there’s

always going to be guys who are going to
Exﬂeriment, guys who are willing to take
risks and | take risks and | experiment and if

- | get shit get kicked out of me for doing that

then I'll move onto another machine and
do it there. | not going to hang around in
any sort of market that's going to treat me
like that.

I understand you're performing light shows as
a hobby now. You're doing a show at Cardiff
University aren’t you?

Oh the Cardiff light show, yeah. That looks
like it's going ahead on February
fourteenth of next year, they rang me a
couple of days ago. Last night lwas asked to
do one at Greenham Common air base,
and I've got regular things like this party |
went to last night with my 5T and ST
Colourspace. The words gotten round in
this pub that | go into and when | go in it's
‘wow do you want to come back to my
place?’ So I'm always guaranteed of going
to a party if | go into this pub.

How do want to progress with the
Colourspace idea?

Well, I'm just going to develop it. | going to
putiton the Amiga next. It's already getting
to commercial quality now, we could
probably go on stage given all the right
projection gear

You seem to use Compunet quite a lot.

| like Compunet, it's good. | like the people
on Compunet. They all supported me as
well, during my time of hassle from you
guys. | was really pleased with the amount
of support | had. The Net's good, | really
dig it, getting into Chatline every night.
Partyline’s okay but the trouble is it's
exclusive, you can only have maybe eight
people on it. | like it to be open to
everybody. | don't like to think that I'm
shutting myself away with a bunch of mates
and every one else can bugger off. | don't
want that at all. | never use any of these
closed user groups, or stuff like that. | don't
like the ideas of anything being closed.

Have you used Micronet?

| must admit | haven’t done much on
Micronet. I've just been on Celebrity
Chatline. | don’t really know much about it,
not enough to give any objective criticism
of it anyway. | think there’s a lot more
Spectrum and BBC owners on it. | like
Compunet because you can have demos all
over the system and you know it'll work for
everyone because all the subscribers have
got the same machine.

Now you've got an Amiga doesn’t the 64 and
ST pall a little?

Understandably now | just want to sit down
and play with Amiga but | want to finish
Colourspace on the ST, it’s just sitting there
begging to have yet more puton to it. Atthe
PCW show it was a bit weak, it was just
doing vectors. That was literally the first
week |'d ever written 68000 machine code
and it was damn lucky it was that far
advanced. The main breakthrough that
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made it far more agressive came the day
after | came back from the show and | sat
down and hooked up the mouse to it, The
moment that mouse was on, | thought
‘Hey, this is going to be good'. You can use
it to do proper curves, That was when |
went out and started doing demos.

Do you enjoy computer shows?

Oh yeah, | like doing shows. They're a
good opportunity to meet people. We
don't go to shows to sell, we just go to
shows to let people know what we're
doing. | might run a prototype of a new

me or give little demos hear and there.
That's what | like about shows. People can
come along and they can have a good old
go at a game before they commit
themselves to buying it. It's great, it's the
way it should be all the time.

Don't you think that know it"s becoming
impossible for people to try « ut a game before
they buy because of retailers unwillingness to
demo new software?

Then obviously they're goii g to the wrong
sort of retailers. Back in the early days |
used to go up to the Vic Centre in London.
It's closed now but it was great, I'd go along
try out the latest stuff.

But don't you think the multiples give little or
no chance to test a game before purchase?

Well that's bad! It's the sort of thing that'l|
force the industry into decli ve, The choice
of software in Smiths is rubt ish, The other
day | went in and it was reall ¢ bad. The

ple who buy software fo- Boots don't
Eﬁgw what they're talking about most ot
the time. I'd rather buy my games from the
specialist computer shop and the reason
they're closing down is because they're
being forced out by chain stores. They've
got a lot to answer for, you know, When
they first came in | thought Great. Now we
can sell our games in Boots then after a
while the smaller shops start disappearing
and the chain stores get worse as they shut
you out, If the chain store doesn’t buy your
game what can you do? There’s no
independents to sell it to anymore, they've
all been shut out by the chain store. It's all
pretty dire. Where money is the sole
maotivation, things always go bad. This
seems to be the general rule to anything.
The main interest of someone buying a
piece of software is that they get a game,
not just give a load of money to the people
whao are selling it.

Are you doing another 64 title in the near
future?

I'm quite looking forward to the next
Commodore game. It's just getting the
time. There's people saying, ‘Do
something for the Amiga, for the 5T, for the
Atari,’ but | can’t leave the Commodore
though. | like the Commaodore. | like the
sort of people who like my games. They're
the guys I'm really writing for in the end.
I’'m not writing for the mass market.

I think there’s enough on there now, click,
should make an interesting read anyway.
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COMMODORE 64/128

SPY HUNTER

" Entered UK Charts
2181 February 1585
Weeks in Charts — 18

"Superh Arcade Game'
Zzap! 64

BLUE MAX

* Entered UK Charts
22nd February 1985
Weeks m Charta — 12

Bloe Max is certainly a great

@’-@

TAPPER

* Enterad LW Charty
[0ih Jantary 1985
Weseks in Chartsa — 8

‘Great Sound and graphics.
tast and addictive’
Yeour Computer

RAID!!

* Entered UK Charts
dth April 1985
Weeks m Charts — 22

‘Absorbing, addictive and fun
to play
Crash Smash

.

I‘Ii'-f-"

UP ‘N° DOWN
" Entersd UK Charts

£od May 1985
Weeks in Charts — 7

‘A curious, cute and highly
addictive car game’
Computer Trade Weekly

SPECTRUM 48K
FLAK

* Enterad UK Charts
Bth Detober 1984
Weeks i Charts — B

Will you survive ths Flak
Your Compuitér

cﬁfmausnmmmmﬂm THAT

SPECTRUM 48K

“ HALL OFFAME

COMMODORE 64/128

AZTEC CHALLENGE

" Enterad Uk Charts
btk April 1584
Weeks in Charts — 16

W's gripping music and imaginative

satting makes this saven screen
thrilfer a cut above the rest
drzapl &4

ROCCO (Gremlin Gra phics)

" Enterad LK Chans
18t July 18985
Weaks in Chartz — §

‘Animation is great, i} you want a
good punch up — Rocoo is the

game for you'
Computer & 'I.-"u."m E

U.S. Gold L:-n'-|11d.:‘]_ Uit 10, Parkway Industrial Centre, Heneage Street,
Birmingham B7 4LY. Telephone: 021-359 8881

! Easatl on compiled data {Bdfﬁpactmml frum Ham!EfMu:rn Dealer Eharts

BLUE MAX

" Enteied UK Charts
Z41h January 1985
Weeks in Cherts = 10

A great game - highly
anjoyahle’
Your Corrbmodore

HUNCHBACK I

* Entered UK Chars
| 9th December 1984
Weaks i Charts — 18

"B5% Very playable and
addictive Lang lile in terms ol

oisk £14.95

COMMODORE B4 /128
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From the Based CII"I the Story
RICHARD DONNER
Production STEVEN SPEILBERG ATARl

s GOONieSE

Exciting Multiscreen Action and Adventure!

LS. Gold Limited, Unit 10, The Parkway Industrial Centre, Heneage Street,
Birmingham B7 4LY. TEIEHI'I'L‘IHE 021-359 3020. Telex: 337268.

Datasodt is a registered tracdemark of Datasoft inc
The Goonies IS a rragemark of Warner Bros. inc
1985 wWarner Bros, inc. All Fights resersed.
Warner-Tameriane Pubdisning Corp. and Rellla Music Corp

Al rights reserved. Used by permission 1985 Datasoft inc




PREVIEW

1 1986 GOLD

Rockford may have looked back over the past
year, but GARY PENN, the only person who
knows the bus route to Birmingham and is
brave enough to dare Clee Hill in a raging
snow blizzard, went to visit US Gold for a
sneak look at some of their up and coming

. We start with a company called
Accolade, whose founders, Alan
Miller and Bob Whitehead, were
reknowned game designers for
both Atari and Activision. Their
aim is a simple one: 'to provide
games that have lifelike action,
natural game play, and movie
like graphics with the highest
quality graphics possible’. OK,
s0 it has been said before by
many software house on a
number occasions, usually

probably thinking, ‘it's been
done before’ — not like this it
hasn't — Hardball is a true
baseball simulation in every
way and just has to be seento be
believed. The graphics are
incredible and as you can see
from the screen shot, the figures
are huge and detailed — but wait
until you see them move... The
quality of the animation is state-
of-the-art, making even the
superb standard present in

product for 1986 without justification. But having  Summer Games I look dated!
actually seen three of theirtitles, The game itself is very realistic
| can assure they are not kidding  and atmospheric and gives the
by any means. feeling that it's being televised,
No-one could honestly say they the water. Their first game is to be not played. The only problem
are capable of accurately Best Regards released early nextyearandisa  with Hardball is that it won't be
predicting what will happen to Wild Bi baseball simulation called available for another two

the software industry in 1986,
but there have been some good
atternpts at doing so. One
suggestion is the British

5 are scene will follow the
trend exhibited by Americans, ie
achange from arcade games to
strateglwsimulatiun. However,
US Gold feel that this won't
happen here for some time and
they are well suited should such
atransition occur, For astart, the
war strategy games Crusade in
Europe and Decision in the
Desert, both by Microprose, are
to be released early next year, as
are the long awaited SSI
classics, Tigers in the Snow and
Knights of the Desert. Other S5l
titles due to be released by US
Gold in early 86 are Germany
1985, Rapid Deployment Force
1885, Baltic 1985 and Norway
1985 — an episodic series of
strategy games involving

hy gtical conflict between
NATO and the Warsaw Pact,
collectively known as When
Suﬁer Powers Collide.

icroprose have something
equally controversial in the
pipeline — a strategy game
called Conflict in Vietnam, which
will probably materialise around
February next year. Sean
Masterson, ZZAP!'s resident
strategy expert or ‘General in
the field’, is currently drooling
over my shoulder in
anticipation. And what an awful
mess he's mahinﬁ 1!

Two excellent flight
simulations from Microprose,
F15 Strike Eagle and Solo Flight,
proved immensely popular in
the States but never really took
off here (pardon the
unintentional pun) although the
former did build up a cult
following. Both are shortly to be
re-released, Sofo Flight in a
slightly revamped ‘deluxe’ form,

Coo! Did you know it cost
something like $3,000,000 to
train Mr Stealey to pilot an F157
Double Coo! But what are they
developing to make them so
confident? Gun Ship, that's
what, and you'll be able to find
out just how explosive a
simulation it really is in late
January.

While we're on the subject of
blowing things out of the water,
January will see the release of

Silent Serviece — an action-

packed World War Il submarine
simulation by Sid Meier, author
of F15 Strike Eagle, requiring a
cool head with plenty of quick
thinking and decisions to be
made, Acro Jet is the title of an
exciting new 'advanced flight
simulation’ from Andy Hollis,
the guy who wrote Spitfire Ace

and Mig Alley Ace, and puts you

in the pilot's seat of a small
acrobatic jet, hence the title. At
least it will when it's released in
February.

MNow tothe REALLY hot stuff. .

T e

Hardball. "So what', you're

The out field in HARDBALL.

months!

HARDBALL — the in-field, as the
pitcher lines up

S SIS ERFS e

2
as it now has a flight tuition =
mode and a few minor :
alterations and additions. *

Several weeks ago US Gold
received a telex from the 3

President of Microprose, "Wild
Bill' Stealey, informing them of a
new simulation in the pipeline .. .

Understand Digital
Integration has a simulation
of AH-64 attack helicopter on
the market . .. What we are
developing will blow it out of

y

e ot il
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Law of the West is Accolade's
second title for US Gold and is a
game of ‘decisions’ and fast
action that puts you in the shoes,
or rather boots, of the Sheriff of
Gold Gulch — as tough a Wild
West town as there ever was.
The object is simple— stay alive
‘til sundown, whilst keeping the
peace in the process —and it
ain't easy, believe me.
Throughout the game, various
characters make an appearance
and ask the most obtrusive of
questions. For example, the
saloonkeeper, who is rather well
endowed femme fatale, strolls
casually onto the street and

reets you with "Well, hello
there big boy’, to which you may
offer one of four replies, such as
‘Uh, hello, Miss Rose’, 'Get off
the street you painted Jezebel',
‘Mind if | come up and visit you
tonight?’ or "How's the saloon
business doin’ lately?’ The
bashful approach incites the
response ‘| like the strong silent
type’ and presents you with a
problem (in more ways than
one!l) and four more possible
replies for you to choose from,
And so it goes on — unless you
sufficiently annoy or scare a
person enough for themn to leave
in a huffl Some nifty gun play is
also needed during play, but you
do have to be careful not to
shoot innocent bystanders by
mistake!

The program contains some
superlative graphics and sound,
along with language and scenes
depicting life in the Old West,
which as we all know, was a
rather violent and somewhat
‘coarse’ period in history — so
some of the more ‘dodgy’
aspects may have to be
removed — unfortunate, as they
do add to the game rather than
detract from it. Still, Law of the
West is highly unusual and
anjoyable to play, and there are
a multitude of exciting and
different situations to contend
with,

The third and final Accolade
game 15 Psi-5, which can loosely
be described as a trading game,
but shouldn't because that
makes it sound boring — and
Psi-5is tar from it! It’s a brilliant
combination of trading and
action, with incredible graphics
and gameplay elements. The
object of the game 15 to
transport supEHes to the
troubled inhabitants of a distant
planet. It sounds deceptively
simple but the way is fraught
with danger and there are
problems enough in running a
ship, let alone coping with
Eﬂgiuus alien attacks.

nce again Accolade have
come up with some quite
stunning graphics and
gameplay elements. For
instance, when you initially
! recruit a crew of five from a
choice of thirty different
characters, each with their own
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An example of the graphics in PSI 5 — a bemused weapons specialist is being hassied by some aliens
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i personalities and skills, you are rise to another of the many unbelievable and the characters  graphics and depth of gameplay
| gwenla full screen picture and superb touches present look incredibly lifelike as they it looks as if it will prove
‘ escription of every applicant! throughout the game — each burble away. Psi-5 is my immensely popular when it
al Communicating with your crew, member visibly speaks to you! gemu nal pick of the Accolade materialises around February
- when eventually in flight, gives The quality of the animation is unch — with its fantastic next year.
|
|
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KUNG FU MASTER.

In issue 2 of ZZAP! we
reviewed a game called
Whirlynurds, written by
American Chris Gray, who
incidentally, was the designer of
that all-time classic Boulder
Dash. Chris has been hard at

work over the past six months
on his latest project, Infiltrator—
and what a project! My first
impressions were that it was a
heﬁmpter flight simulation, but
on after playing | realised that |
couldn’t have been further from
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the truth. Infiltrator contains
everything you could ever want
in a game — simulation, shoot
em up, strategy, adventure and
more...

Some scientists are trapped
within a top secret, high security
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base and your mission is to
recover them. The game starts
at a military base and it is here
ou must ‘build’ your helicopter
Ey equipping it with sufficient
armoury, weaponry, fuel etc,
before taking to the skies, where
you encounter many enemy jets
and choppers to be dealt with
accﬂrdinﬁhr. One really nice
touch is that the hands on screen
(see screen shot) follow your
every move, creating an
authentic feel when in flight.

On reaching the vicinity of the
enemy base and leaving your
helicopter, the view changes to
an isometric one with scenery
{and guards!} in abundance. A
small representation of your
figure is shown in the centre of
the screen and you can move
around freely in all directions.
An inventory can be called up at
any time allowing you to select
one of many weapons for use,
such as machine guns, grenades
and even a portable hole! Once
inside the base there are lots of
buildings and the like to explore,
objects to collect and action to
be had. On entering a building
you are given a half screen view
of any rooms entered — and
there are plenty of those!
However, should you get caught
you will have to face the firing
squad— and in full screen view!

Infiltrator is the most
incredible new games concept
to hit the market, as you will be
able to judge for yourself when it
is released at the beginning of
next year.

Datasoft have four new titles
up their proverbial sleeve, all
due for release in early 85.
Alternate Reality i1s a
role-playing/adventure game
with strange, but very
competent graphics and some
equally unusual music to
complement. Pole Pasition I,
Elevator Action (both due
February) and Kung Fu Master
on the other hand, are the 64
versions of their arcade game
counterparts— the latter being a
near-faultless conversion,
lacking only in the speech and a
few minor presentation points
of the original (for those of you
who never brave the darker
recesses of an arcade and don't
know anything about the game,
it's a variation on the martial arts
theme, in which you must fight
T:rur way past five levels of

erocious foes to finally rescue
yvour loved one). Lots of fast
action in the form of gratuitous
violence, makes Kung Fu Master
great fun to play, as I'm sure
you'll agree when you see it in
the beginning of January.

Finally, another near-faultless
CONVEersion coming your way
around January is the cult
underground hit, Crystal
Castles, from Australian
software house Thundervision.
Julian Rignall raved over it
somewhat in our August issue
and considers it to be "THE finest
arcade conversion for the 64
yet!’ Recommendation in itself,
IS it not/
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MORE WHEEEEE, SPLAT

(GENTLY)

And yet another update on how the ZZAP!/CRASH/AMTIX! Dr Barnardo and
Action Group charity parachute jump is progressing. C'mon people, we need
your votes to push some of our staff out of a high-flying plane — they want to go
—theyreallydo ...

| suppose that it was inevitable
that those who didn’t really want
to jump should attract the most
votes. ZZAP's very own Mr
Rignall seems to be at the top of
the list and he is very concerned.
When he asked me how he
should go about getting out of
this mess | suggested that he
should try being pleasant to
people which would result in his
being ignored. Of course the
easier alternative would be to
send a few votes in himself, to
try and work his way down the
list. He put the proposition to his
bank manager who simply ref-
used to advance Julian the
necessary funds. Strange thing
was, the very next day we had
some votes from a bank man-
ager, for Julian!

Franco Frey, The Newsfield
technocrat, is more than a bit
disappointed that he is lying
only eleventh inthe jump table. |
am a little surprised by this as
Franco writes quite a lot for all
three magazines, mostly on
graphics packages, so he really
deserves to considered. Some-
one at the last ZX Microfair
really put his finger on Franco's
problem, when he declared that
Franco ‘was a really nice guy’.
The voting trend seems to be for
the Newsfield equivalent of a

| want

--------

own discretion)

them.

Postcode

to:

---'-----'---.---------------'l‘I

‘

and can be reached at

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

-----------

video nasty, hence the strong
showing by the likes of Gary
Penn, Julian Rignall and Robin
Candy. Send a nice guy aloft —
Vote for Franco.

While we are on the subject of
video nasties that reminds me of
Mr Candy, who intruth is agood

bloke, he's just misunderstood.
There seems to be something of
an ego battle being conducted
between Messrs Candy and
Mangram. Each of them see the
number of votes as a measure of
popularity. This has naturally
put Lloyd in a very difficult pos-
ition, he isn't keen to allow his
frail body to be ejected from the
back of a Hercules. He is, how-

to jump out of a very high-flying
Hercules (He or she may use a parachute at their

| enclose a donationof €. .... {minimum of £1.00)
and no coins please. We get charged for receiving

lam frequentliyknownas ......................

In fifteen words or less, using your skill and judgement
and a pen, complete the phrase below in the most apt

ever, just as determined not to
be shown up by “that little
jumped up poke person’. The
CRASH Editor Graeme Kidd
seems to be attracting more
votes than he bargained for, so
many in fact that the worried
man was caught actually trying
to edit the jump table. | have
now taken steps to ensure that
the table is kept where Graeme
can't find it, on his desk.

The software industry contin-
ues to donate prizes. Among the
latest contributors are Ocean,
The Hit Squad, Incentive and
Micromega. The boys from
Micromega, Neil Hooper to be
axact, sent us a superb letter and
what must be World's most
awful joke, so appalling in fact
we feel that it would be irres-
ponsible to printit. We can, how-
ever, make it available to anyone
daft enough to want to see it —
for a mere five votes a read. And
ves Neil, we would like to hear
the one about His'n"Hercules.
The Ram Jam Corporation have
promised to send us a bumper
box of prizes and a respectable
block of votes. A sudden burst of
generosity perhaps? Well not
entirely, it seems AMTIX!'s Sean
Masterson has upset them. Ram
Jam, far from being a bunch of
wallies, quickly calculated that

= mmammmsmmmsssssssssssssssssssssssssssssssEssses

THE COMPETITIONY BIT

Name three flight simulation games

and original way:

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

SEND YOUR VOTES AND LOOT (NO COINS!)

WEEeeeee SPLAT! POBOX 10, LUDLOW,
SHROPSHIRE, SY8 1DB
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sending a substantial number of
votes for Sean would be a lot
cheaper than paying the train
fare for their heavy mobto come
all the way up from London.
Smart.

Even John Edwards, the client
liaison person, has collected a
vote! As yet | have been unable
to track down the source but
suspect that it may have come
from an advertising agency, if
50, send more. The Army would
be truly grateful of the opportun-
ity to test the lift capacity of a
civilian-laden Hercules. | can
think of no better way than by
sending John, Graeme Kidd and
Gary Liddon.

Remember, whoever you chose
as a victim, never forget that
every penny you send will go
towards making a handicapped
person's life easier.

This months voting recommen-
dations:

FRANCO FREY because he's daft
enough to really want to do it,
and GARY LIDDON because he
thinks he's man enough to.

Next month we shall publish, for
the first time, the Jump Table so
far together with the pleas and
excuses of the top six.

‘----nn-_-------*

STOP PRESS! Oli offers original cover painting as a prize for the votersinthe Loony Leap Charity Competition!




" THE SUBJECT OF THIS
COMPETITION IS NOT FOR

THE FAINT HEARTED.
BEWARE.

PLAY MINION’S REVENGE
AND WIN A WEEKEND AWAY'!

The chaps at Domark are about to release a game called Friday the
13th, starring the mean minded Jason who's got massacre, murder
and mayhem down to a fine art. Never before, in the history of
movie-making, has so much plastic blood been spilt as the result of
the actions of one man.

Now some of the gory aspects of the films will be brought to your
computer screen — and to promote the game, Domark have decided
to sponsor a brave ZZAP! reader to take the ultimate test, on the
ultimate roller coaster: The BLACK HOLE, at Alton Towers, in
Tamworth. Domark will cough up for rail travel to Newcastle and will

ick up the tab for two nights stay for two people in the Post House
otel in Newcastle, Staffordshire. Not bad, eh? But only for the brave

A Competition Minion's life is not a happy one, at ZZAP| Towers.
You may have noticed that they even left me out of the photo story in
this issue . . . See what | mean. I'm thoroughly downtrodden,
dispirited and glum. It's enough to drive a chap to mindless ... Wait. |
have it. The perfect plan for revenge!

G

8

ou to do is rank the top five Liddon Tortures, using your skill and
udgement, in order of unpleasantness, Fill in the letters next to the
numbers on the entry form, and dash it off to TAKE THAT, LIDDON!,
PO BOX 10, LUDLOW, SHROPSHIRE, SY& 1DB to arrive before the
closing date, which is 30th January 1986. Oh, and complete the
tiebreaker bit too, by dreaming up a Nasty Thing To Do To Liddon
(NTTDTL), all of your very own.

NTTDTLs WE KNOW AND LOVE

A) Tell him to do some work

B) Give him a typewriter and tell him to write a review

C) Take away his copy of 2000AD

D) Give him a typewriter and tell him to write a comment on a game
E) Tick him off for coming in to work at ten to lunchtime

F) Steal his tomato sauce bottle while he's at the chip shop, stocking
up

G) Tell him that the sandwich shop has closed for winter

H) Refuse to lend him any money to buy dinner with and then eat a
banquet in front of him

I} Wake him up

J) Wait till he's asleep in the office and then convince Jeremy
Spencer's dog Gary Liddon is a tree

K) Set Streetfightin’ Sue from Mail order on him

L) Tell him that three hours is too long for lunch

L e e S S N e e — ——— ——— —— —— — R

| MY RANKING OF NTTDTL is:

11020304

I And my very own Nasty Thingwouldbe . . .....oooviiiiriiannie. .

There's this chap in the office. He's called Gary Liddon. Indeed (and
this makes the whole plan just perfect, aimost too perfect) he used
to work for DOMARK! Then we gottim.

He's a bit of a nerk really, ver%mv to be nasty to. All you've got to

and he gets murtaltI offended. There's lots of other tricks the ZZAP!
lads like to play on Liddon. Like making him leave lunch for a game,
insisting he keeps playing it until he’s got the high score and
suchlike.
Mind you, he deserves much of the flak he collects. The Liddon
has got some horrible habits — like eating Chicken and Chips on the
Ed's desk, splattering his computer keyboard with chicken fat. So
he's not universally popular up here in sunny Ludiow.
So here goes, your chance to play Minion’s Revenge: Listed |
below are a dozen unpleasant things that we could do to Liddon
during the course of a normal working day at ZAP!. Whatwe want |

|
|
|
do is suggest he stops eating for a moment and does some work |
|
|
|
|

Think you‘re a really, really brave person? With just that streak of cruelty that puts you ahead
of the crowd? You could take a trip on the Ultimate Roller-Coaster, THE BLACK HOLE.
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RTW& Right Little Cult takes an affectionate look at the past year's Stuff.
o ]

L |
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1985 has been a lively eight
months (EIGHT months | hear
vou shriek — well ZZAFP! only
faunched with a May issue. It
was very dull before ZZAP!
came along, what with PCG for
company, remember my double
page poster in that organ? —
dian’t look much like me
though). So, as life only began in
the merry old month of May,

of 12-year old jargon that so
what better place to start?

irritated uncle Jeff — he was
probably right on this one. . . )
Which brings us neatly onto
Mama Llama, & review that
raised a storm in a tea-cup, since
no-one here liked it much, and

Jeff prefers his tea unstirred {see
the Minter interview this ish).
The rumblings went on for some
time — ZZAP's first controversy
— yee-hah!

Lowering into Earth's
atmosphere, US Gold offered us

Filrabird, ETS. 85 cann, £77.95 diak

o
& LLEO

The pages of the brand new
mega-mag burned brightly
enough fwhat with me in the
margins and those daft
reviewers' faces littering the
columns) and Bob Wade got to
do an awful lot with Elite from
Firebird, though he remained
maostly harmless. There werea
lot of "exclusive’ reviews of this
game, but we had the ‘proper
one'’and it was ZZAF's first Gold
Medal. You lot had to wait a
while for it though — untif
August in fact, when it was well
received despite some minority
disappointment due to its slow
speed. Staying in space, we

ound ourselves aboard the Zoff
Vwith Beyond’s Shadowfire, the
world’s first icon-driven
adventure. It used no text-input
and so suited Julian Rignall right
down to his white cotton socks.
This was one of May's many
Sizzlers, deservedly so, and |
remember Chris Anderson
saying that ‘experienced game
players will rave over it.’

| don’t know whether the Zoff
V ever made it to the strange
planet where Pastfinder’s action
takes place, but Activision did,
iving us a much underrated,
st moving, frenetic "Shmup’

(ghastly phrase) (for the first
time readers, guys, SHMUP
stands for Shoot em Up, the sort
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& Tha amaring space maga-game hits the £4
& Real-time 3D shoot-em-up plus deep stretegy
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Super Huey — as did
Audiogenic shartly thereafter
(something to do with a joint
licencing deal with Cosmi). This
‘superb helicopter flight
simulator’ appealed widely,
especially when US Gold
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lowered their price to compete
with Audiogenic. Another
helicopter went dashing
underground in a vain attempt
to rescue some silly scientist
chappies. Airwolf, a substantial
rewrite from its original

m incarnation, gave
Elite their first decent 64 game
and a Sizzler to boot. And
coming down to Earth itself with
a real bump, there was the
second of three Sizzlers for US
Gold with Spy Hunter — a game
in which the bump was all. That
erudite purveyor of literary
prose, Julian Rignall said it was
‘the superb arcade blast em,
bump em, crash em, all action
shoot em up.’ Gosh!

The third Sizzfer was Bounty
Bob Strikes Back, one of the
year’s most addictive and
original platform games — we
woz a bit naughty, because we
reviewed the Atari version on
the strength that it would be
very similar to the 64 one —
thankfully it was apart from
some very minor points such as
the emergency help function
which, incidentally, only killed

#] T8
: Another Sizzler in May with
platforms in it was Cauldron
from Palace, although until you
managed to get through one of
five doors, it more resembled a
broomstick ‘Defender’. A fairly
tough game this with attractive
anc? amusing graphics and some
adventure overtones to round it
off. Even more adventure still in
the arcade vein was Gargoyle
Game's Spectrum classic, and
ZZAP! Sizzier, Tir Na Nog
converted by Graham Stafford
of Design Design. It was
Gargoyle's first and last venture
onto the 64— sadly it didn’t sell
too well and they felt that the
Spectrum follow up Dun Darach
couldn't be done on the 64.

Further into the vein, another
Spectrum translation finally hit
us from Beyond with Mike
Singleton’s Lords of Midnight
Again, this 5!1-&!&?- adventure
didn't fare too well on the 64 and
caused Beyond to cancel
arrangements to convert the
follow up Doomdark's Revenge.
Fortunately loads of upset
ZZAP! readers phoned to

\ complain and Beyond
| announced that they would go

b Has n's matter transmitter
. malfunctioned? Perhaps they
b should consult the expert, the

winning, a success story that
was to turn him into the world's
most hated 64 owner. It seemed

ahead anyway. Eight months : /
as though his gain was our l0ss.

later and it hasn't appeared —
where is it!?

Talking of games that haven't
materialised yet, despite ads in
our first issue, whatever
happened to Street Hawk and
Daley Thompson's Super Test?

Away from the heady heights
of Sizzierdom, there were some
unfortunate releases, such as
Penetrator, a game that had first
appeared on the Spectrum a
century earlier, and Pole
Position which had appeared on
the arcades a millenium earlier
and only made it to the small
screen in time to compete with

Scorelord — speaking of whom
(in hushed and a tones) we 1
had the first ever ZZAP! far better looking games
Challenge with those luverly pix  inspired by it. Web Dimension,
of the team looking at the oneof  Activision's afternpt to provide
Gary Penn, a reader later alternative entertainment failed
claimed he was a bull elephant ~ miserably, or so the lads
being neutered — GP that is, not  thought, and it made ZZAP's
the reader). As theworld at large  first Tacky, in which |

knows full well, it was Julian unfortunately became

Rignall who won— and kepton  entangled.

Issue 2's cover sparked some
contraoversy, with its melting
face, as did the game it was
based on, Theatre Europe by
PSS. Julian thought the face on
the cover was that of our very
own subscription queen, Denise
Roberts — nasty — while one
reader thought it was a portrait
of his sister drinking milk
through a straw — even nastier.
The game hit the spot, however,
getting a Gold Medal and

exciting Gary Penn to a frenzy of

CNDness when he said, ‘But on
playing it will be seen that, as in
real lite, the use of nuclear

weapons for winning & war, is a

giosaem

fact) — the ‘best pure tradin
ﬁme we've seen,’ they said,
ikro-Gen were also the cause
of some heartache among the
breasts of the tender new team.
Once again Julian went on a
limb, hating Everyone's A Wally
— 80 much so that his comment
was lost somewhere along the
way between Yeoviland Ludiow
(accident or design?), feaving
Wally Week to Sizzle quietly
away to himself, Bob Wade and

futile one and gains nothing.”
Gosh. Gary Penn,

There was an off court battle
instead of On Court Tennis with
the review of Activision's fennis
action simulation. Both Rignall
and Penn didn’t honestly think
much of it, but Chris Anderson
and Bob Wade disagreed and
Sizzled it (they're bfgff.'r. you
see). It wasn't the only internal
controversy in June, for R.r;ggers
hated M.U.L.E., Ariolasoft’s
tradx?ﬂ:r'g ame (he hates being
called Riggers, you knaw). It still
Sizzled, gﬂWEFEF. because the
others thought differently (the
very nature of controversy in

Yet MORE controversy —
which was the best baseball
simulation, World Series
Baseball from newly refaunched
Imagine or On Field Baseball
from Activision? Imagine’s
game took it by a reasonable
margin, but the behind-the-
scenes battles at ZZAP! Yeovil
threatened the carefully
balanced meshing of the team.
What would happen next!? It
wasn't over, the bouncing balls
from the sportsfield turned into
bﬂunﬂfngﬂegmbs in US Gold/
Sydney elopments’ mega

——_ T N
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war-flight simulator
Dambusters. The guantity of
bugs present in the pre-release
VErsion was Imore numerous
than the bombs. At the last
second, pressure from GP and
JA, resulted in the editor talking
to US Gold and the review bea‘nfg
abruptly truncated in favour o
re-rating it later when the bugs
had been dealt with. US Gold
gratefully re-examined the
program and Sydney made the
necessary alterations.

There was no argument over
Pitstop Il and Super Pipeline ||,
since both follow-ups were
excellently received. The split
screen racr'n? game from Epyx
was generally regarded as the
best of its kind then, and still is to
this day. It also gave us lots of
fun with the screen shot
annotations which told the
reader vitally informative things
such as ‘driver’, ‘front whee/’
and the like! Task Set’s Super
Pipeline Il boasted some great
tunes and graphics to
accompany the frenzied action.
Julian didn’t seem to think that
much of it however— does this
ﬁy like anything apart from —

t no, that must wait until its
proper time, Talking of great
tunes, 1385 has been a year of
astonishing progress musically
on the 64, as we shall see. ..

Two other important Sizzlers
in June were International
Basketball from those stalwarts

INTERNATIONMAL BASKETBALI

of the trade Commaodore, the
company best known for its
elephants, and Lode Runner
from Ariolasoft. The former did
really well and the latter flopped
— a bit unfortunate because we
were right and you were wrong.

What other important things
happened — oh yes, Gary Penn
had his face retouched by
popular request (but
unfortunately reprinted — ugh!)
and Bob Wade developed a sad
complaint which caused a hand
to grow out of his chest and
readers much merriment. The
flak began to fiy over Minter and
the Mama Llama review in issue
1, especially when Jeff wrote
some criticisms of the ZZAP!
reviewing team in his News
Letter thingy which led to a
Direct Confrontation, as a result
of which . . .

Minter was dropped as a ZZAP!
columnist and the readers were
left to fight it out in the Rrap
pages over the following issues.
July proved to be quite a lively
month, kicking off with the great

shoot em up (the one that's had
towait its proper time) that gave
Julian Rignall his reasan for
being alive— Dropzone. Written
by Archer Maclean, it gave US
Gold a Gold Medal and
numerous readers broken
wrists. And if you thought the
Pitstop Il screen shot
annotations were the pits — look
again at Dropzone’s/
Unusually, there were two
Gold Medals, another went to
Ultimate for the arcade
adventure Entombed — further
cause for slight internal dispute
when Chris Anderson and Bob
Wade thought it should be a GM
and the terrible twain thought it
should simply Sizzle.
Nevertheless, everyvone liked ita
lot, to date the last time anyone

-
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has thought really highly of an
Ultimate product on the 64,

Dneﬂgﬂme | thought should be
a Gold Medal, as did the Wade|
Anderson collective, was my
very own follow up to Boulder
Dash — me in Rockford's Riot,
which Rignall and Penn weren't
so keen on but that didn’t stop
the game from Sizziing. Thank
you, thank you, thank you.

Budget games have taken an
up-turn this year, the trend
commencing when
Mastertronic released Kik Start
and E?a ve us a £ 10-guality
product for only a fifth of the
price. This motorbike stunt
game proved highly playable
and addictive — something not
previously associated with ef
cheapao,

One company largely quiet
throughout the earlier part of the
year was Virgin, but they
released their revamped
Spectrum hit Strangeloop and
pleased everyone with its
arcadetadventure gameplay,
great graphics and numerous,
mappable rooms. It drove JR to
an ejaculation of delight and
Sizzled nicely as did Dambusters
Jjust, finally, after much
deliberation and squabbling in
the ranks.

Hewson Consultants had not
been previously noted for their
efforts on the 64, but after
several Spectrum hits came up
with a mega game in the shape

of the amusing, attractive and
unusual Gribbly's Day Qut. This
was written by newcomer

Andrew Braybrook Taf.in'ng to

the teamn, he and his 'boss’,
Andrew Hewson, agreed to take
the gamble of featuring
Andrew’s next game
throughout its development,
and so the feature series ‘Birth of
& Paradroid’ was born, starting
in July, a diary written by
Andrew as he worked on
Paradroid.

We got our first mention in of

Mercenary from Novagen —
uite a while back huh? Stifl
aven't seen it yet. and we ran
into some ‘trouble’ over the
review of Amazon Warrior by
New Generation. New Gen
disliked the reviewers’ attitude
and the programmer threatened
never to write a game again —
thankfully he is though.

But the biggest news of the
moment was that ZZAP! was to
be moved from its base in Yeovil
to Newsfield's mega-stylish
;ri:.*ga -tower block HQ in Ludiow.
n the process of moving, a few
things were lost such as Gary
Penn’s Tears For Fears tapes,
some biros and our erstwhile
newshound Ed Banger through
an unfortunate accident on the
Md4. Oh, and Chris Anderson and
Bob Wade who decided they
prefered Amstrads to
Commodores. Well, Chris
couldn't quite make his mind up,
but more of that later. One of Ed
Banger's last news items was
the imminent release of Mike
Singleton’s Quake Minus One —
we've just this day heard that the
game is completed at last.

AGHCE &

The aforementioned loss of
much needed equipment (the
tapes and biros were sorely
missed) and a lot of time, what
with the move and the

exhausting three-day trauma
experienced at the Commodore
Computing International show,
meant that issue 4 had to be
wiritten in under two weeks by



T-shirts, Sweatshirts

£4.50 incl p&p £8.95 incl p&p

It just isn't possible to be
correctly dressed unless you're
zuph up property. ll-tluw can
you haute couture or strut r
stuff without wearin ZZA;!"!:
height of fashion clothing lines?
No, there's si no way out of
being IN, and if you're in, then
you'll never want to be out of
r ZZAP! shirts and cap.

| ay, you get the idea, so
m the real business in

and...

Slinky T-shirts in high quali
'IﬂD‘!*?Amﬂri::an u:.-.z’r"iilnr'::i".l-u'iti"::\!Ir
double stitching on neck and
shoulder seams for lasting wear
[saquins are an optional extra
you'll just have to stitch on

urself). Adomed with the

P! logo and your favourite

hero, Rockford (well, if you hate
him, you can always hang the
shirt up and throw darts at it),
the T-shirts come in three sizes,
in pale grey. How can you
resist...?

For extra protection against the
British weather and various
laser blasts, how about a ZZAP!
Sweatshirt. These are long-
sleeved, heavy quality and
fleecy lined with double

stitching on neck and shoulder
seams. Colourfast, machine
washable pale grey and hugely
improved by the Pllogo and
(guess who?) the sweatshirts
also come in three sizes.

Having got that alien-terrorising
torso safely covered up, have
you considered the danger from
cosmic rays constantly pressing
down on your head? You have?
Then it's time to do something
about it by getting a ZZAPI Cap.
It probably won't do much for
the cosmic rays, but it will tell
everyone you're a conceited
snappy dresser and make them
think you get great scores on
Dropzone. These cotton
wonders have a stiffening of
foam, a reinforced peak and a
snap fastener at the back to
adjust for big heads. One size fits
all (except for 2 million plus
scorers on Dropzone) and they
come in dark blue with a white
ZZAP! logo.
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the remaining twosome. And it
was. Just— thanks to a little
help from local talent, Paul
Sumner, who joined the team
part-time after losing gracefully,
and rather unluckily | may say, to
Rignall in the chaﬂen‘ge the very
same month. Roger Kean, then
editor of ZZAP's sister magazine
CRASH, also lent a hand b
taking on the monumental and
strenuous task of keeping the
ZZAP! reviewers in line, and in
their cages, during which time
he sormehow managed to
remain sane. Unlike Lloyd

g Mangram, who has never really

been ‘all there’ from the start.

As well as additions to the
m:i-qg there were changes made,
although in the main they were
merely cosmetic. Out went the
ratings boxes (a pain to lay out |
am informed by ver lads
upstairs) along with the
‘Originality’ rating, which was
effectively replaced by ‘Overall’,
and speech bubbles on non-
Sizzlers. A few other equall
trivial things were changear
such as the ZZAP! readers chan,
which was revamped, rewritten,
re-duced in size and re-volting,
and got a minority of readers
maoaning — but then you always
have done so that's nothing
new, is it?

The prospect of having a Gold
Medal game looked slim, until
The Fourth Protocol from
Hutchinson arrived at the /ast

minute and consequently
couldn’t be reviewed in colour
— much to the disgust of a few
readers, who, true to form,
complained. Bitterly — not only
about the game being reviewed
in Olack and white, but that it
was @ Gold Medal in the first
lace! ‘Should have been

Ibourne House ‘s Way of the
Exploding Fist’, we were told by
disgruntied readers on
numerous occasions. ‘No it
shouldn't’, replied an equally
miffed bunch of Fourth Protocol
fans. Ah well, we can‘t please alf
of you all of the time, now can
we? Obviously not, since
compiaints that ZZAP! had
overrated Exploding Fist came
in abundance when everybody
found out about a small flaw in
the gameplay and soon got

bored of it. So there, cynics.
22AFP’s review of the
Commodore.version of Brian
Bloodaxe in the same issue also
annoyed certain readers — this
time The Edge themselves.
More of that later, though. . . For
now, we move from exploding
fists to expmda'ng bombs and
Incentive’s first Sizzler,
Confuzion. /t just Sizzled at 89%
and despite attractive graphics,
a8 superh tune and absorbing
and challen ging gameplay, it
failed to ‘spark” offany
enthusiasm amongst
Commodore owners. Shame
that, but at least it gave me the
chance to slip in an awful pun.

From puns to guns and the
long awaited follow up to the
classic Beach Head,
unimaginitively titled Beach
Head ll, Sizzled its way across
the Atlantic and onto our
screens, well it did here at ZZAP!
— you lot had to wait for a
couple of months before US
Gold actually released it. But
wasn't it worth the wait? Must
have been, since none of you
complained about the ratings
(makes a change), just the lack of
8 release date with the review —
pedants, the lot of you, ifyou ask
me.,

August also saw Gremlin
GE:F ics make their debut in
ZZAP! with Thing on a Spring,
their first release for the 64 since
... 5ince. . . since— Oh ldon't
know — since before ZZAP!
started. This unusual platform
derivative Sizzled quite
convincingly in the eyes of the
beholders, Jaz ‘'n' Gaz, which is
hardly surprising as the game
boasted some excellent
graphics and gameplay
elements, with a soundtrack to
match — ‘The London
Symphony Orchestra might just
sound better,’ speculated the
review — and they weren't far
wrong, apart from suggesting
that the star of the game, Thing,
was ‘cute’ (huh) and insinuating
that I, Rockford, could well be
superseded by him (double
huh!) — no taste these
reviewers. The ensuing
confrontation soon sorted that
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out though — but | digress —
Commodore’s International
Tennis didn’t quite Sizzle at
86%, but was regarded by all as
the best tennis simulation
available to date. And | was
sensible enough to back Becker
at Wimbledon, which proved far
more intelligent than the idiot
who forgot to take screen shots
of Mastertronic's near Sizzler
Action Biker, . .

Sizzly games aside, there
were some pretty dire releases
in this month. Domark’s A View
to a Kill narrowly missed getting
a 'Tacky' label — the guys were
of the opinion that it was ‘A
powertul idea that seems to
have missed the point’, unlike
two disastrous releases from
Software Pro Nutcrakaand
Jet Set Willy Il, which were both
definite Tackies and whose
‘ludicrously long protection
code sheets' inspired Gary Penn
to decorate his bedroom with
‘psychedelic wallpaper’— as he
described it. ZZAP! also did
some decorating in the
following issue . . .

"y »

Both Summer Games |l from US
Gold and Frankie Goes to
Hollywood, from roughly the
same company — Ocean, were
awarded (ﬁw’d Medals and
caused Julian Rignall and Gary
Penn to ‘froth’ somewhat. JR
was once again stimulated to
full verbal ejaculation, this time
over Frankie, while GP was
content with just going totally
over the top when commenting
on Summer Games | — ‘There
1sn't a single superiative
throughout the Complete
Oxford Dictionary that can do
Jjustice to it. Summer Games Il
doesn’t look set to become a
classic — it IS)," he enthused,
But it was Ariolasoft’s Skyfox

i

\"\__/\j A
5
)

BPYEMBER.

that stole the front cover since
Oli felt it would probably look
nicest— and it certainly did, The
game was one of four Sizzlers
that month and described as
‘The best 3D shoot em up
available’— which was a bit of a
sifly thing to say really, ‘cos
Lucasfilm’s Rescue on Fractalus,
another 3D shoot em up, was
reviewed further on in the mag
and Sizzled just as well! Still, we
all make the occasional mistake
Ocean did when they
promised to send us a copy of
Hypersports in time for a review
inissue 5— it arrived too late to
be photographed and as a result
the review went ahead without
screen shots (well, no one
o
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- = F

Alligata Software Ltd., 1 Orange Street,

Available at all good software dealers. Sheffield S1 4DW. Tel: (0742) 755796




———_—*

‘‘‘‘‘

100 ZZAP! 64 Christmas Special 1985

seemed to mind when we did
the same with Action Biker in the
previous issue), but Ocean got
their first Sizzler.

Mastertronic however, got
their second Sizzler of the vear

with Finders Keepers, a high
quality, low priced arcade
adventure that unfortunately
ended up getting reviewed in
bilack and white — as the review

e

oy

IWRSH

5

was in the process of being laid
out, it was discovered that the
colour piccies of the game had
been ‘mislaid’, by which time it
was too late to take any more. 5o
now you know — but, do you
know, or care for that matter,
how many times the letter ‘2’
appeared in the September
issue of ZZAPI? lan Andrew of
Incentive thought it would be
fun to find out and offered a
Confuzion T-Shirt or Sweatshirt
to the first forty readers to come
up with the correct answer—
unfortunately no-one could! So,
out of the kindness of his heart,
lan rewarded those who came
closest to the actual figure,
which was in fact. .. Hold on a
sec— one, two, three, four. ..

But wait! What issue of ZZAP!
could be deemed complete,
without its fair share of

seemingly ubiguitous
controversy? ‘ﬁw Edge decided
to grace the pages of ZZAP! Rrap
with a complaint or two about
the review of Brian Bloodaxe in
issue 4. They were of the opinion
that ‘the name of the game is
“let’s knock everything
gpeecy”, ‘which so riled Gary

enn, that when the ﬂppﬂnum';y
to reply arose he proclaimed:
respect the Spectrum as a
games machine and what it has
done for games software today
—f dﬂn’rt}:nack ‘Speccy’ stufffor
its own sake."— GOSH!

f must admit, | never did
understand the bit at the end of
the letterthat said, 'What do you
expect from lovers of aardvarks?
Yeah that's right, Penguins.’—
uh? fwould have thought the
answer was ‘bestial behaviour’,
but stilf . . .

Just to show there were no hard
feelings over the review of Brian
Bloodaxe, Tim Langdell of The
Edge gave us an early look at
their next game for the 64,

| Wizardry. Jt was contributing
writer John Minson who
actually saw the game and when
quizzed by Langdell as to
whether ZZAP! would Iike it he
replied, ‘[ can't speak for the
reviewers, ZZAP! being a mode/
of democracy, but as faras I'm
concerned Wizardry is Magick!”
The full review in the following
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ISsue wasn't guite so
enthusiastic, however, and
subsequently The Edge
truncated the Minson quote to
‘Wizardry is Magicl’ (ZZAP! 64)
and stuck it on their ad. But why
stop there? They should have
picked out ‘brilliant’ from Gary
Penn's comment:’. .. it seems
that a brilliant idea has gone to
waste.' Or how about ‘exciting
action’, from Julian Rignall’s
quote: ", .. the game, in my
opinion, is rather long winded
and lacks any exciting action.’

But then, what do you expect
from lovers of aardvarks..?
Anyway — onto the month
proper; there were six Sizzlers.
Two of thern featured as errors
on the contents page (!) when
we credited both Racin
Destruction Set and Pinball
Construction Set to Activision,
when everybody knows we
really meant Ariolasoft —
although all you pedants out
there never picked it up —
wonders will never cease! We
also got the cassette prices
wrong, too much by three gquid.

Both Sizzled sensationally, as
did Nodes of Yesod frorm Odin —
their first ever release (having
been Thor before). Moans
ensued shortly (so what's new?)
about it not having been made a
Gold Medal, and in fact this
month was something of an
oddity because there wasn't
one. While Charlemagne
‘Charles’ Fotheringham-Grunes
was leaping around the Moon,
back on Earth another well
known character was leaping
aboard a boat to escape the long
arm of the law. giving Gremlin
G[E;!:hii:s their second Sizzler
with Monty on the Run, and
offering us one of the catchiest
tunes for ages and highest
marks ever for sound music.
Rob Hubbard as & 64 composer
became a household name,
especially after we interviewed
him alongside the review and
the best was yet to come. ..

Leaping aboard boats was
also a feature of Spy Vs Spy ||
fwell submarines then),
Beyond's follow up to the smash
hit Spy Vs Spy (you would never
have guessed if | hadn't told
Vo, P! reviewers all
thought the sequel was
superior, except for the music
which was changed at the last
minute — the pre-release
version in fact had the same
excellent music as the original,
whereas the new stuff wasn't as
hard hitting, unlike boxer Barry
McGuigan whose World
Championship Boxing game
from Activision (no, not
Ariolasoft) was a last minute
Sizzler and deemed to be “an
excellent new sports
simulation’, It's late arrival
meant black and white screen
shots unfortunately.

If that was unfortunate, then
the headlines on page 121 were
a cara?;ysm RIGNALL LOSES
THE CHALLENGE! Double gosh.
Poor Jaz's face was longer than
Newsfield's annual financial
report and just as grim. He lost
on Frankie Goes to Hollywoaod to
‘voung hero’ Chris Powell,
causing the Scorelord to
virtually have a hearts attack
fand no, that's nota misprint). |
also got a larger than normal
mention, when my fave hero,
Gary Penncil, did a cartoon of
me triumphing over Gremlin
Graphics' Th ing spring thing —
unfortunately ‘art’ missed out
something in the heading which
should have read: MIGHTY
MIDGETS WAR IN SHOCK
HORROR MARGIN BID, stilfl, you
can't expect everyone to get
everything right every bit of the
time.

It’s surprising that Gary had
any time for me, however, as he
had just discovered a new
obsession — Little Computer
People — and set about

previewing Activision's

deve.n’ag:menr which he
described as, ‘potentially the
mast exciting piece of software
yet I've seen this year'. Excuse
the bad grammar— a result of
Gary getting over excited.

ore excitement was
occasioned by the completion of
Paradroid and hence
despondency over the ‘diary’

to be worth the hoo hah?

finishing. Was the game going '
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Well, the November cover may
have answered some readers’
questions before even opening
up the issue, as it featured the
menacing 751 Battle Droid from
none other than Paradroid, one
of this month’'s two Gold
Medals, making up for the lack
of one last ish. Paradroid also
had the distinction of being one
of the largest ever reviews in
ZZAP!, not surprising
considering both its complexity
and the exhileration it inspired
amongst the reviewers for its
stunning graphics and
Eameplaq. Author Andrew
raybrook and Hewson

Consultants breathed a
collective sigh of bas-relief. Of
course, the letters came in
afterwards saying we were
being bias-reliefed because of
running the ‘diary’ — history will
tell.

Inevitably, the other Gold
Medal went to Activision and
the Little Computer People
Discovery Kit, the review of

102 ZZAP!64 Christmas Special 1985

which was written with
everyone in black after the
untimely ‘murder’ of Adam, our
own Pet Person. Not only was
this a disaster of unprecedented
roportions, it was notorious for
eing the first ever death of an
LCP. Blame was put on Gary
Penn for not having fed Adam
properly, but later revelations
from creator David Crane via the

hotline from America,
suggested that Adam was
unusually modest and hated all
the publicity suddenly forced
upon him that he was ?etting —
he retired from public life, we
were told, leaving Gary Penn the
victim of frightening hate mail
from a subversive group calling
themselves THE LUDLOW
MAFIA.

Two new members of staff
appeared in November’'s issue,
Sean Masterson, a specialistin,
in,in...and Gary Liddon —a
man renowned for the quality of
his tea-making, and stirring.

The two Sizzlers were very
different games, Winter Games
from US Gold, and Wizard's Lair
by Bubble Bus, the only
cornmaon factor being that their
titles both start with "W'. Winter
Gamaes, despite featuring an
upside-down bobsled in US
Gold’s advert, had its head
screwed on firmly enough to
excite Paul Sumner into
simulation stimulation —
‘another that you can't afford to
miss,’ quoth he. Wizard's Lair, a
Spectrum convert which just
Sizzled at 89%, looked uncannily
like Ultimate's Spectrum hits,
Atic Atac and Sabre Wulf, but all
the gameplay elements and its
attractive graphics made it a
contemporary hit, which is more
than could be said for the official
64 version of Sabre Wulf, putout
by Firebird. This extremely
faithful copy of the original
failed to arouse much
enthusiasm amongst the two
Garys and Julian.

In general, the month seemed

. to provide a top and lots of

bottom, with not much middle
ground over which we could
enthuse. Everyone's minds
were on the threatened charity
parachute ju mf — Whee, Splat
(Gently). Gary Liddon
announced that he would make
the jump (if pushed) whilst
making a pot of Darjeeling tea
on the way down — naturally,
this fact was never published at
the time; Julian, on the other
hand, refused to even consider
jumping, and the rest of the
office queued up to be the first to
push him out of it.

Other than two minor
competition calamities (Nodes
of Yesod wordsquare — the
comps minion can't spell
Rhododendron — but then, who
can? And the first ever ZZAP!
Quiz slipped up when ‘art’ added
in two squares too many for one
row of the answer grid) nothing
much else happened this
month, unlike . . .
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make Andrew Braybrook
jealous). This game was from a
new name, Rino Software, but
rhinos like the river, and so do
alligators and they all live in the
jungle just like budgies. Another
-based game with a shoot em
up theme was Virgin's Rabbit
dropping, £yto. As if to mirror
the reviewers’ feelings about
this offering, ‘art’ went and puta

Cascade, more often associated
for their el cheapo compilation
cassettes. Julian Rignall was
overheard muttering, ‘This is
without doubt THE most
exciting flight sim on the 64 to
date.’ Can't say fairer than that.
Back to animals, I'm afraid,
with an unusual game in
Scarabaeus (a scarab being an
ancient Egyptian beetle) and the

kiddies’ picture in place of the
proper screen shot. Tut tut.

e But whilst we're on the subject
. of shooting up, the ZZAP! team
.~ went ape over Batalyx,
Liamasoft's first release to be
distributed through Ariolasoft. It
also looked as though the
Minter/ZZAP! rift might have
been healed with this Sizzling
review . .. 7 Animals loomed
large again in Who Dares Wins Il
as it was released by Alligata. A
highly controversial game after
Alligata’s legal run in with Elite’'s
recent acquisition of the
‘Commando’ rights. As a result,
Alligata’s original game was
withdrawn and sufficientl
redesigned so as not ta infringe
Elite’s copyright and we
therefore got a sequel without a
prequel. In the event, everyone
thought Who Dares Wins [fwas a
real classic and Sizzled.

One shoot em up with
absolutely nothing to do with
animals was the semi-flight
simulator and Sizzler, ACE by

nearest thing to a (game) Gold
Medal this month. Ariolasoft’s
game caused flurries of
admiration for its graphics,
originality, but most of all for its
extraordinary atmosphere
helped by the excellent sound
gualities (98% to boot). Sean
Masterson went on record to
say, 'Iif only there had been a
little bit more to the game, it
might have been a classic, but as
it stands, it's brilliant.” The
record is available from all good
chain stores.
What else happened? We did

a Fight Night preview because
Sydney Developments weren't
certain they had quite finished
the game — but lots of other
mags reviewed it anyway, loads
more death threats rolled in for
Gary Penn from the still
unidentified LUDLE\W MAFIA,
this threw him so badly, he went
and lost the ZZAP| Challenge,
and the ZZAP! binders arrived
after much delay.

The last month before
Christmas turned out brightly
enough. The Gold Medal was
unusual in as much as it was a
| utility — aargh! screamed
several readers instantly. Well,
why not, Electrosound deserved
it, and with the interest in 64
music during this year, it
seemed appropriate enough to
sing the praises of a program
that put music creation in the
hands of ordinary folk. Orpheus
are now doing something that
will allow music created on
Electrosound to be used outside
the program itself — currently,

its one drawback.

With fab music in mind, we
bent our ears to the funky strains
of Martech's Crazy Comets,
featur'rng the hip sounds of Rob
Hubbard yet again — 'probably
his best piece to date,’
exclaimed Gary Penn. The game
wasn't bad either, netting a cool
84% Owerall and an erudition a
fa Rignall of * . . . this is definitely
in my top five shoot em ups’.

Another great shootem up
also just missed Sizzling when 2
arrived at the last minute,
boasting more bas-relief
graphics {ones that managed to

;
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v a-lp story, the Exciting, wasn't it? Lots of
A “w advances in the quality of
Wm“' a raid on g:‘laphicg. g!amepjgvhan}?, above
s controlting | all, music. It would be hard to
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ﬂﬂdﬂ Gary Penn reckoned on Little
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Thwm SL#'r_prise}, priz?}d EWE‘E E‘nm the @
. o drive office tea pot, Gary Liddon
Lﬁnﬂ mﬁm settled on Paradroid, Paul ﬁ
mmﬂﬂﬂlﬁ: Sumner concurred (though he o
Emﬁh' g e hates Gary’s tea) and Sean
s w 1# Masterson made a bee-line for
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— Paradroid.

But what of next year? Well,
#H'm'm“ﬁﬂ one thing seems pretty certain
psienic who — if the quality of games
stwoen the of

software improves over 86 as it
did over 85, the software
industry is going to be working
pretty hard — and so are we. See
you next year then. [ ]
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SEAS OF BLOOD

Adventure International, £9.95 cass

h Boy. here's a
d really NASTY
game! For those
of you who are
fed up  with
always playing
ithe good guy,
24 Seas of Blood gives
uall you the chance
o work out all that pent-up agg-
ression by sailing around finding
yvictims and Killing them without
mercy! Don‘t get too excited,
though, because chances are that
ou’ll meet vour match sooner or
ter and end up as shark-fodder.
Although it's been programmed
by Brian Howarth and Mike
Woodroffe of Gremlins and Robin

renown, this latest Adventure
Intermational release is largely
founded on the work of Steve
Jackson and lan Livingstone. In
case the names aren’t familiar,
these gents have brought the joys
of man-to-man combal into living
rooms all over the country with
their Fantasy books. The books
use a dice system combined with
hit points and experience to det-
ermine the outcome of fights, and
the system has been adopted by
the computer game.

In order to give you lots of
opportunity for rolling the dice.
Seas of Blood puts you in the role of
a blood-thirsty pirate captain on
the Inland Sea who must retrieve

A complete monthly guide by the infamous White Wizard
for all 64 owners who prefer games involving typed commands
rather than wiggled joysticks.

aooenture

L

twenty treasures and store them
on a mountain-top in order 1o
crack the game. You start off on
board vour ship and navigate the
ocean blue using the command
SAIL followed by a direction.
Apart from the normal adveniur-
ing and exploring to be done,
there's also a strategy element to
the game, since you must keep an
eye on the morale of your men
and on your provisions if you are
(o avoid mutiny and ending up as
shark-fodder.

Although Al claim there are 300
graphics iuca[ium in this game,
the White Wizard soon found
himself sailing around in circles
seeing nothing but vast, feature-
less expanses of ocean. In fact the
game is nol very €asy (o map
unless you steadfastly stick 1o the
coastline and first define the bor-
ders of the Inland Sea before
attempting to cross it. While
you're at sea, you occasionally
come across merchant ships which
you can attack and, if your ‘crew
strength’ is greater than that of
your opponent, you have a good
chance of victory and adding 1o
yOur treasure trove.

When you arrive on land, you
will find new foes 1o conquer, and

on these occasions the game takes

on a rather more conventional
adventure flavour, with hidden
tombs, treasures and — of course
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— more victims ripe for the
slaughter.

Movement on land can present
problems. A number of Adventure
International games still employ
the old technique of requiring you
to enter the command GO foll-
owed by a location or object — for
example, GO MOUNTAIN. If
vou're not used to it this can be a
it unnerving — there are a
number of locations that do not
specily any exits at all, and ent-
ering a direction will get you a,
‘Can"t move in that direction’
message. Just as you think you're
stuck there forever, entering GO
MOUNTAIN, or something simi-
lar, gets you moving again.

This rather primitive syntax is,
unfortunately, combined with
another perennial Al habit of ign-
oring words that the program
doesn’t understand. This is down-
right confusing sometimes, partic-

Earl-.r if the program has actually
understood what you are saying
and taken some action without
telling you (as it sometimes does).

However, the combat routines
really do make up for all this, and a
bit more besides. As son as you
‘atlack’ some poor unfortunate (or
they attack you) a pair of dice
appear on the screen and start
spinning away, and your life
hangs in the balance for the next
tew seconds as you attempt 1o
throw a better score than your
opponent.

Your ‘hit" points arf added to
YOUr score (as are your enemy’s),
but these tend to diminish as you
progress in the game, whereas the
opposition always seems 1o be
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fresh as a daisy! Sooner or later
(SOONer In my case) you encoun-
ter someone who really gives you
a hammering, and from then on
it'’s only a matter of time before
you meet your maker.

[ have my reservations about
Adventure International games —
they look great and have lots of
locations, but the parsing is always
a bit primitive and there really
aren’t any outstanding program-

Steve Jackson and lan Liv ingstone
Present

TG

ming features — interactive
characters, for example, or inter-
rupt-driven events. However, the
Fighting Fantasy team seem 1o
have done for the company very
much what Scott Adams did with
the Marvel Superheroes — inject a
new burst of energy that has
resulted in an above average
game. Much as the White Wizard
deplores bloodshed, he cant wait

Ll

d

to get back to the keyboard 10
knock the stuffing out of another
over-fed merchant!

Atmosphere 69%
Interaction 67%
Lasting Interest 70%
Value For Money 78%
Overall 75%

THE CAUSES OF

CHAOS

A Preview of the next release from CRL

- he White
Wizard would
have liked 1o

1have brought

Wing new release
of |4 from CRL, but
ald the fact thar i
isn’t due for launch until just after
you read this — sometime in
January 1o be precise and the
absence of proper documentation
means that 1 can only give it the

preview treatment at this stage.

[t warrants a preview, however,
because it does look quite interest-
ing. First, it's a multiplayer game
that can accommodate up to six
players, though you may want to
play it on your own if you wish.
second, there are some unusual
features to the program that des-
erve to be mentioned — even 1
wasn't able to explore its glories to
the full,

The multiplayer option is extr-
emely well implemented. You
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choose not only the number of
players, but also the number of
turns each player will be allowed
while they're at the keyboard.
Each player enters a name, and
from then on, as you wander
around the different locations
you’ll come across your colleagues
in the game, So if you're playing
with James, John and the White
Wizard, you may come across a
location and be told that the White
Wizard and James are also here ., . —
John, of course, is somewhere
else.

To make things pretty interest-
ing, the player(s) are dumped in
different locations at the start of
the game and this is varied at
random each time you play. There
also appeared to be slight changes
in the locations themselves, bui
unfortunately the man at CRL
with all the answers was away
whien [ called.

The plot concerns the King of Ix,
whose crown jewels (upon which
his power depends) have been
stolen. As a result, the land has

been afflicted by a dreadful plague
and you must sally forth and ret-
rieve the treasures. If you're play-
ing the one player game, then you
must simply get on with it (and
that doesnt seem all that easy),
but if you've got playmates then
youre in for a rough ride. Al-
though you can of course decide to
form alliances, discuss strategies
etc, but the basic format of the
program puts you in conflict with
cach other. If vou fall foul of
another player, it's a fight to the
death and the loser leaves the
game.,

The combat routines between
!‘I|ﬂ‘|r't."'|'h depend on the two assai-
ants facing each other across the
keyboard and hitting keys as fast
as they can. First to the key is first
to strike, and the blows fall thick
and fast! I only hope you 64 key-
board is up 1o it.

Causes of Chaos looks a promisin
investment for the New Year, I‘ﬁ

bring vou more details next
month  together with  proper
ratings.
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MINDSHADOW

Adivision, £9.95 cass

've already rev-
iewed this game,
back in the first
d issue of ZZAPL,
but though my
beard is now
longer, the prog-
d ram itself seems
to have shrunk a
little — to the extent that it is now
available on cassette instead of the

game no longer relies on disk
accesses 1o uchaiL' the screen, and
although th:r obviously leave less
room for the location descriptions,
they still manage to create a vivid
feeling of ‘being there”.

Other bonuses in this game inc-
lude a ‘repeat last command’ faci-
lity, complex input and ‘drop/get
all' — all of which save time and
combine with the graphics to give

AN ILLUSTRATED TEXT AT IWVENTLURE

disk-only format. Since that opens
it up to another group of avid
adventurers, and it's a very enjoy-
able game, it seems worthy of
another mention.

Briefly, then, this is a game
where you have to find out who
vou are, what you're doing, and
why. You stant off on a desert
island and travel the world in
search of your identity, solving
puzzles and dodging hazards on
the way.

However, what really makes
this game special are the graphics.
They take up practically the whole
screen and are well worth polish-
ing the bifocals for. They're
doubly impressive now that the

the program a very professional
feel. One unusual option is the
‘think’ command which enables
you to reflect upon various situ-
ations and eveniually, if properly
used, discover your identity.

Finally, for novice adventurers,
there’s a tutorial file on the tape.
The White Wizard is often besie-
ged by letters begging for advice
on matters of adventure, and [ was
impressed by the comprehensive
nature of the advice given here.
Definitely worth considering as a
Yule-tide investment.

Atmosphere 70%

rﬂm“lﬁﬂ"

b
e F

E 0ld hut has been abandoned for a

long Time.

It is faxlled with the

» MASTYy smell of old stTraw.

Interaction 70%
Lasting Interest 68%

Value For Money 78%

-Overall 75%

ICE STATION ZERO,
FAERIE, QUANN
TULLA

Sth Day, £2.50 each cass

t may seem a bit
odd o group
three games tog-
ether in one
review, but in
this case there’sa
good FEAson.
{ They're all from
d the same sofi
ware company, simultaneously
released at the same budget price
(£2.50), and all Quilled, which
gives then a certain je ne sais

ZZAP! 64 Christmas Special 1985

SAITIENESS.

There's no doubt that we havea
lot to bless the Gl tor —
Hampstead and Terrormolines and a
couple of good examples of Quill
orientated games — and of course
it's brought pleasure to hundreds
of DIY adventurers. The real value
of the program, however, has
been to demonstrate that it's ideas
that make a good adventure, not
fancy programming — so if you're
going to go out into the street (as
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the Eighth Day are doing) you've
got to be pretty sure they're

overflowing  with
material.

The three pames mentioned
here are a pretty mixed bag,
however. I didn‘t get much satis-
faction out of lce Station Zero —
even considering the budget price.
The plot is a bit aifbakegand has
you zooming off (or struggling off,
rather) across the Arctic ice cap to
stop a terrorist from blowing up
the world. Some of the puzzles are
quite original and some of them
are also extremely tricky. How-
ever, I was conscious only of a
distinct lack of thrills when play-
ing the game. You might disagree,
and I don't suppose for £2.50 you
aren‘t n‘sl:jng too much to find
out. Don’t of course, expect any
gmghim. or hundreds of locations
— but then you're not paying for
them are you?

Faerie is a bit more interesting —
it's a whimsical combination of
Midsummers Night's Dream, Anc-
ient Magic and Middle Earth, and
has you escaping from bulls, wav-

wands and tripping in and out
of Fairy circles in your search for
treasure. As a Wizard with an eye
for all that glitters, I found this one
more to my liking. It also seemed
to have a bit more to it than Je
Station Zero, and the puzzles, while
tricky in parts, were more logical
and better devised.

CQuann Tulla throws you into a
far off where you must juggle with
Limpetbombs, Droids and Speak-
talk machines as you attempt to
strike a blow for freedom against
the usual malevolent Empire.
There seem to be a large number
of puzzles in this game, though
most of them were concerned
with using objects in a cenain
way, as opposed to Faerie which
did have a bit more emphasis on
how you behaved.

On balance, | reckon Ice Station
Zero is the weakest of these three
and pmha}li:—lf not rea?y worth the
pennies. However, if you've got
three pound coins in your pO(Egl
then you might be tempted by
Faerie or Quann Tulla. 1 certainly
wouldn't complain if I found one
in my stocking on Christmas day.

(FAERIE)
Atmosphere 58%
Interaction 55%
Lasting Interest 55%
Value For Money 68%
Overall 60%

(ICE STATION ZERO)
Atmosphere 48%
Interaction 52%
Lasting Interest 50%
Value For Money 55%
Overall 52%

(QUANN TULLA)
Atmosphere 55%
Interaction 55%
Lasting Interest 55%
Value For Money 65%

original

Overall 59%
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SUSPECT

Infocom/ Softsel, £19.95 disk

e have to confess
WP DS 0 a secret pas-
oY sion for this

24 1 got hold of an
{ early copy (run-
\ I ning on the Ap-
g = d ple lle) I've been
e et g l'.IE"l"l.'J'lE’d fEI'I.
and am astonished at the lack of
coverage this excellent game has
been given. Now at last a Comm-
odore version has been dro
into my Iag, and I feel fully
justified in blowing the gaff on
what must be one of the best
adventures available on the 64.

It's by Infocom, and was rele-
ased at about the same time as
Hitch Hikers, which maz explain
why people didn't take much
notice. Hitch Hikers might have a
hi market profile, but ol

itey reckons that Suspect is a
better game.,

The plot is ingeniously simple.
As a young reporter you attend a
flash society ball given at the
Ashcroft mansion. It's a fancy
dress party so you turn up dressed
as a cowboy. When the game
starts you're standing in the ball

THE WHITE WIZARDS __

MAP OF

o
o,

ecial 1985

room having left your lariat in the
hall cupboard.

The first few times you play all
vou do is want to hang around in
that ball room and marvel at the
way the program copes with your
inputs. There are a number of
guests milling about, all in fancy
dress, and you'll have your time
cut oul I‘incﬁng out who they are.
You do this, of course, by talking
to them, using such phrases as
‘Werewolf, tell me about yourself’
or ‘Batman, who is the Fairy
Queen’. Many of the responses
you gel are quite extraordinaril
apt, and for the first time in my life
I actually felt, when playing an
adventure, that I was partaking in
a real conversation.

As time goes by, however, news
reaches the ballroom of a hideous
murder in the study. Veronica
Ashcroft has been strangled with
— o0ops! — YOUR lariat! The aim
of the game is o find the real
ru{prit and prove your innocence
before the law arrives and clamps
you in irons.

It's a testimony to the sheeér
inventiveness and complexity of
the program that I have no hesi-
tation whatsoever in printing a
map of it here for fellow Wizards
to peruse. Even if you play the
game, which you must, you'll find
that the map can only help you
enjoy it more. As in real life, the

thrill of the event comes from the
people involved, not the where-
abouts of various rooms.

The map is significant however,
because it's small! There aren't
that many locations, but there are
a dozen major characters in the

me and many minor ones

sides. Some of the larger loca-
tions — the ball room, for exam-
ple, — are split up into sections, so
that you can be in the ballroom
near the bar, or in the ballroom
near the band. When you’re at
one end of a location you can look
across the room and see what's
happening and who's talking to
who. The degree of realism is
really quite remarkable.

I shan’t spoil Suspect for you by
givinﬁ too much away, except 10
say that during the game you will
find yourself indulging in all sorts
of tricks and treats — from hiding
behind curtains and in garages, w
chattinfg up your -host on the sub-
ject of race-horsing. This is a
tremendous game, and I seriously
wam you not to go anywhere near
it unless you want to spend
Christmas at the keyboard.

Atmosphere 85%
Interaction 96%
Lasting Interest 92%
Value For Money 72%
Overall 89%

3 SHEIK- FAIRY QUEEN'S HUSEAND

4 HAREM GIRL.
5 ASTRONAUT -MOVING WEST

7 BRARTENDER |
8 Ybu- PRISSED AS A Gou
9 FARY QUEEN - DEAD

.......




QUEST FOR THE
HOLY GRAIL

Mastertronic, £1.99 cass

oy mmmmm, this
il 1S an old game,

| Older Wizards

i might  already

= have it in their

collection — it

was released

| some time ago by

...... 1 a software house

long fnry.}ut‘n (at least by me) and
has recently been resurrected as a
budget J‘l-’[.’nlurt by Master-
tromic.

Perhaps it's a sign of the chang-

THE WORM IN PA RA DISE

on AMSTRAD, ATARI, BBC, CBM, MSX, SPECTRUM etc.

,ﬁ,.,.ﬂ”.hm from Level 8 Computing, PO Box 38, Weston-super-Sare, Avon BE24 BUR
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DR

ing times we live in — either that
or it's because the game was no
good in the first place — but the
Bearded One just didn’t click with
this one. As the title implies, it's a
Pythonesque romp through loca-
tions strange and devious in the
search of the Holy Grail. You the
take part of Sir Tappin, a name
which may have aroused a few
laughs when it came out but
surely isn’t going to get many
now, and F'::lu'll come across the
Knights who say Nic (or Lic, or

Hic) and an exploding rabbit.
The program has some reason-
able graphics, though they tend to
be a bit repetitive and are not up to
the standard one expects these
days, even with budget games.
They do, however, give you some-
thing to look at, which is just as
well because the game doesn't
exactly grab you by the sleeves
and demand 100% concentration.
A number of the locations sim-
p]*é despatch you to sudden death
when you first enter them. In fact,
sudden death is a strong point in

LORD OF THE
RINGS

Okay, it's NEARLY here! A little
detail which might cause a
problem, though — the White
Wizard has noticed that on the

This is the age of the brain

t

AR/

News ... News... News...

this program — if it can possibly
find a way of killing you off in a
location, thereby forcing you to
load a saved game or start again, it
will. So if you 're not killed in the
street, you'll be killed indoors —in
my case by a large gob of green
snot flicked at me by a guard. If
you're the type of person who falls
over backwards laughing at that
E pe of thm then go out and buy
this game. 1 like me, you find the
smile frozen on vour face, then
save your cash for something
better.

back of the cassette inlay it says
‘Lords of the Rings has a
vocabulary of 700 words —
more than any other adventure’.
The only problem is that Level
9'g latest epic, Worms of
Paradise contains a vocabulary
of about 1,000 words!
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éﬁ SAND (ou KW HOW TO CHNTRCT ...

ILLUSTRATOR

Calm down, Quill freaks, the
graphics utility of the year is
nearly ready to slot into your
B4s. Just in case you don't
appreciate what this package
offers, it enables you to generate
full blown graphic adventures
using the duwill. Sophisticated
graphics commands are linked
with a ‘merge picture’ facility

aooenture

that enables you not only to
include pre-defined images in a
final picture but also scale themn
apprupriatelr-—— sa that, for
example, a close-up of a tree in
one picture could be used again
scaled down in another to
appear far away. Yessir, dis is
quite a prog and the Wizard
wants one. So will you, | expect,
but don’t expect it to come too
cheap—it’ll probably be around
the £15.00 mark.

CONTACTING THE WHITE
WIZARD

SCOTT ADAM'S
DOUBLE

Just when you thought Scott
Adams had been sentenced to a
life time's hard labour bringing
Marvel characters to your micro,
he pops up again with a couple
of his own games, this time on a
two-for-the-price-of-one pack
from Adventure International.
Al are releasing Savage /sland
parts | and Il (Scott Adams
adventures numbers 10 and 11)
together for £9.95. To be honest,
| havent managed to get clear
exactly what the E-‘:‘II‘I’IEE are
about, but Scott Adam's games
are very playable— especially at
just under £6.00 eachl They're

also VERY tricky, so although
they don't feature many

them without tears of
frustration.

locations, don't expect to finish

Adventures are quite a different  Wizard Rated games? Although  average. Three stars by a game
kettle of fish to arcade games. it"s difficult to recommend indicates an essential purchase,
The latter come and go and are ?qmea without reservation two stars a hot contender and
soon forgotten, but a since people’s opinions varyso  one star a program worth
adventure really sthetest  widely about any game, no considering if you (or someone
of time. So, if you're wondering  matter how popular it may else) has cash to spare. Go on,
what to buy for Christmas, why  appear) | can Walw spoil yourself!

not check out your collection recommend the following fifty

against the following list of games as being a cut above

Beatle Quest Number 9 £9.95 »  Quilled curiosity

Sorceror of Claymorgue Castle Adventure International  £9.95 «+ Scott Adams

Pirate Adventure - ditto seencte «  ditto

Voodoo Castle ditto ditto « ditto

Secret Mission . ditto ditto ditte

Adventureland ditto ditto #= Lised (o bé a called Mission Impossible
Spiderman ditto seenote s Scott Adams basgain classic

The Hulk ditto . ditto =+ Marvel super game

Gremlins ditto f9.95 #« Tricky Marvel gama

Waxworks ditto seenote s« You'veseen the film

Ten Little Indians ditto ditto =# LUnderrated Brian Howarth gama
Tima Machine ditto ditto »« [Digital Fantasia vintage

Golden Baton ditta ditto =  More Digital Fantasia nostalgia
Raobin of Sherwood ditta £9.95 ==  Ancient classic

Seas of Blood ditto £9.95 =ws (Great pics, poor parser

Heroes of Karmn Interceptor £7.00 ==+ Bloodthirsty fun

Empire of Kam ditto £7.00 =« Classic with pics and music

Lords of Time Level 9 £9.95 =+» Sequel to the Heroes

Snowball ditto ditto *» Great text only game

Return to Eden ditto ditto ses Vary tricky text only

Colossal Adveniure ditto ditto »s+» Graphics sequel to Snowball
Dungeon Adventure ditto ditte »s Best version of the great original
Adventure Quest ditto ditto w»  Subterranean text only

Rad Moon ditto ditto «#+ More Middla Earth davilry

Emerald lsle ditto £6.95 =  Excellent magical graphics game
Diary of Adrian Mole Mosaic £9.95 == Epsier Level 8 game

Erik the Viking ditto ditto =+ Reams of amusing text

Secret of St Brides Audiogenic f6.95 = Level 3 programmed viking saga
Zork 111 &M Infocom/Cammodaore £1199each ««« Quilled story of naughty girls

Hitch Hikers Guide to the Galaxy  Infocom/Saftsel £31.45 =#+ Classic underground empire series
Sorcaror ditto £42.15 sse Excellant adaptation

Suspect ditto segnote2 =+ Brilliant magical tale

Hobbit (disk] Melbourne House £17.95 ««+ Astounding character intaraction
Sherlock ditto £14.95 =+  Enhanced version worth the axtra cash
Castle of Terror ditto £9.95 s+ Tricky, flawed but otherwise brifl
Hobbit (tape) ditto £14.95 «+ Good pics and music

Mordon's Quest ditto £6.95 *  Includes the book

Valkyrie 17 Palace Software £9.99 =« Text only classic style game

Crystal Frog Sentinel £9.99 . Logical derring-do up in the mountains
Witch's Cauldron Mikro-Gen £7.95 «» Bargain at the price

Subsunk Firebird £1.98 «#« Excellent graphics

Dallas Quest US Gold £14.95 «» Bargain Quilled game with graphics
Mindshadow Activision £9.99 «v«  (Graat pics, good game

Tracer Sanction ditto £14.99 «  Goodpics

Eurekal Domark £14.95 #+ Fun through the centuries

Wrath of Magrs * Mastertronic E7.99 «+= Taxt, graphics, magic mega game.
NOTE 1: Adventure International are offering double pack bargaing on some of their older gamas, chock them for details
MNOTE 2: Details of distribution are currently unclear, Wateh out for mors news in next Esue.
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RUNESTONE

This could be a jewel in
Firebird's crown. Over 2,000
visitable locations using Lords
af Midnight type graphics, with
three main characters to control.
having played the Spectrum
version | can vouch for it being
an essential purchase — the
graphics are better than LOM
and there's some sophisticated
text input as well, including
Elﬂﬂd character interaction.

nfortunately the Commodore
version is somewhat delayed,
but as soon as | get my wand
over it I'll spill the beans. And
don’t pay too much attention to
reviews of the Spectrum version
(except in CRASH, which raved
over the game when first not-
quite-released by Games
Workshop -Ed)— the
Commodore one, I'm told, will
be a better game. We wait with
bated breath...

WIZARD TIPS

Iit's cold, it's late at night, and
there you are sweating over the
keyboard, stuck fast in some
ridiculously trivial situation
which is obviously perfectly
easy to get out of... but some-
how you just can't get the right
command to do the trick. YOU
know, and | know that your
adventuring skills are such that
?_'qu would never need a helping
and, but just in case — ahem —
you should be having troubile,
why not check this months
timely tips? You never know,
this might be your lucky day...

Never Ending Story

You'll need luck to cross the

desert.

Carry the flame from West to

East to get the glass to blind the
east,

Magician's Ball

The key to the door has a tail to
it.

Beer will help you bark up the
right tree.

The Pay-Off
Look at the costumier and then
decide

The Final Mission
Guardian B needs A,C,G,J
Garlic prevents grisly
resurrection.

Robin of Sherwood

You can serf all the way to
Nottingham.

Much Will come to you when
you visit the camp.

Mordon’'s Quest
The secret code means absolu-
tely nothing

Spiderman
Hydroman deserves a chilly
reception.

Mindshadow

Consider your medical
condition.

Don’t be afraid towalk the plank.




After a little bit of arm twisting
(and the promise of a Gin and
Martini or two) your very own
Competition Minion is proud to
be able to announce that he has
Eerauad&d our very own Oliver
rey to offer a whizzo prize this
Chrimble, in the form of a signed
Oliver Frey original.

For a bit of fun, Oli's drawn
this bijou scenette, not once, but
twice. Second time around, he
made a few changes and it's up
to you to work out exactly what
they weare. After close inspection
of Versions A and B of the piccie,
ring round the differences in
Picture B, complete the entry
form and whizz it off in an env-
elope to ZZAP! WIN AN
ORIGINAL!, PO BOX 10,
LUDLOW, SHROPSHIRE, SYB
1DB to arrive by 30th January.

To make your faithful
Minion's life that little bit easier
in 1986, write the number of dif-
ferences you spotted on the
back of the envelope, eh? Go on,
pretty please,

First all-correct answer out of
the extra special hat on the
appointed day will win its
sender a personally airbrushed
Oli Original. And the winner will
be invited up to Ludlow to be
presented with her or his prize,
in person, by the veritable
OLWVER FREY. And if you're
really lucky, we might just show
you round ZZAP! Towers and
throw in a pub lunch or some-
thing. Then you'll be able to see
some of the horrible sights
depicted in Inside ZZAP! Towers
this issue. Can you face it?

To soften the blow of having to
enter this doom-laden place and
meet Gary “pass me another
PPR, this one's split” Penn and
| Jules “Immac” Riggers 'in
| person, we should be able to
rustle up your railfare from the
teakitty. Liddon never makes
any tea, anyway...

DON'T FORGET TO MARK HOW
MANY DIFFERENCES  YOU
SPOTTED ON THE BACK OF THE
| ENVELOPE

ZZAP! 64 Christmas Special 1985
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WHITE DOOR,WHAT'S

\x

If you read ZZAP! you should
already have heard about the
discovery of the Pet People,
those tiny little humanoids who
live inside every computer.
What with the mysterious
‘death’ of our very own Adam,
the first ever Pet Person to cross
the Atlantic, and all the revelat-
ions of the terrifying anon-

mous letters from the Ludiow

't People Mafia who could've
missed out? Eh??

Watching these curious little
creatures is fun, even for such a
lowly life form as a trainee
competition minion (namely
me). Seein one scamper
around its little house putting on
records, playing the piano, eat-
ing, writing letters, phoning up
people, keeping everything neat
and tidy and disappearing be-
hind one of the three mysterious
doors for long periods of time is
great entertainment. And no
mess on your living room carpet
or hairs on the sofa, either.
They're the ultimate Techo-
Pets!

They win out on most counts,
over more traditional pets. How
many cats can play the piano, for
instance? Do you know a
hamster that's at home on the
phone? Gerbils — Pah! Gerbils
can’t type you a letter. And when
it comes to putting a record on
the HiFi, your goldfish is like a —
well — fish out of water. No, it's
Pet People all the way from here
on in, as far as THIS minion's
concerned
- And to add to the fun of own-
ing a Pet Person, you are
immediately roped in to Activis-
ion’s Little Pet Person research
project. Work is continually
going on to discover more about
the habits of these little creat-
ures — and as an owner you are
asked to contribute any interest-
ing ﬁndinf,ls you may make to
the pool of knowledge.

Once secret still mystifies res-
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THAT SECRET
YOU'RE
KEEPING ...

Open the door and you
could be the proud owner

of a 1541 Disk Drive
Lots ,f

earchers. Pet people regularly
disappear behind one of the
three doors in their little houses.
What exactly is it that lies behind
those Portals? What tempts
them across the threshold of
said doorways? What do Pet
People do behind the doors:
what pleasures do they find
there?

We want you to come up with
a hypothesis — or scientific
theory, if you want it in Penn-
speak. A h;: pothesis as to what is
hidden behind the three doors of
mystery.

op prize, which will be

awarded to the author of the
best drawing or description (or
both) of what lies behind those
doors, is a 1541 Disk Drive and a
Little Pet Person Discovery Kit.
And there are a whole fifty-nine
runner up prizes of LPPDKs for
the next best suggestionsin line.

Get hypothesising (thinking,
wrrtm? and drawing in Penn-
speak) and sent the results to |

EFER PET PEOPLE, ZZAP! 64,
PO BOX 10, LUDLOW,
SHROPSHIRE, SY8 1DB to arrive
before January 30th 1986, which
just happens to be the day of
judgement. (Of competitions,
not Human- or Pet-kind.)

Litt

NB: It is a condition of entry that
all intellectual property contain-
ed in the hypotheses submitted
by way of entries to this comp-
etition shall be vested in the
Little Pet Person Research
Project, and shall become public

operty, as is all research mat-
erial maintained by the Pru'oci’s
investigators. There should be
no secrets when it come to Pet
People Research.
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“A dream come true!”

(Commodore User)

“Wizardry is magic!”
(AZAPI6)
~One of the best games.. . . excellent . .. get hooked on this game, | sure did!”
(€ ormoedore Computing International)
“Wizardry proves that the Brits are still the best when it comes (o gameplay,
matching the best graphics and music with imaginative plotting and fiendish
complexity”™
{ Cmprmondone Horizons)
PICK OF THE WEEK (CT Weekly., PC Weekly)— FRONT COVER FEAIL IRE (Com. Hor., ZZAP! 64)
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| Out with your caption writer's thinking
| cap, sharpen a pencil (or biro, if you're daft

enough) and fill in the speech bubble.
Send off the piccy, remembering to add
your name and address, and you could
win a prize of epic proportions if your
entry arrives by 30th January 1986.
Entries ﬂljeasa, to BIG DADDY COMP,
£ZAP!, PO BOX 10, Ludliow, Shropshire,
SY8 1DB.
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It's amazing what you have to do

nowadays, when you work for a company
as a Publicity Person. | mean, there was
rne House's PAULA BYRNE (she's

Wonderful), sitting quietly in the office
one day, pondering what she should do to
Brommu the whizzo new wrestling game

ig Daddy’s Rock’n Wrestle when in step-
ped the man himself . . . In full wrestling
gear.

“Aha", said a passing photoimphur.
And “Oho" as an idea crossed his mind.
And before Paula could finish writing the
press release telling people about the 25
different wrestling moves contained in
the game, she found herself in a corridor,
with Big Daddy’s arm round her neck
being sna by the superkeen lensman

for a publicity shot.

Then it was back to the office for Paula,
to add the paragraph about the ten
opponents you meet in the game and the
rock sound track that plays along while
you wrestle. All in the the working day of
;uur average Melbourne House Publicity

arson, you understand.

And now the photo has been
deve , printed and sent to sunny
Ludlow. Paula, you see, was a bit stuck as
to how to caption it. So she decided to
offer one set of Melbourne House's
M;thfi wnll:':s to ﬂierrst?_l;;[ the hTf
caption for the photie. An copies
the game BIG DADDY'S ROCK 'N
WRESTLE will go to the runners up. So if

think you're the wittiest person alive,

l:;a's your chance to cash in on your
talent.

ROCK, WRESTLE and . .. WRITE!
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The way in which a magazine is put
together seems to fascinate readers.
So we thought we would treat youto a
‘behind-the-scenes expose’ — the
rarely glimpsed world of computer
magazine people. Who knows, some-
one might even turn it into a TV soap?
— something to which Gary Liddon is
i allergic. So sit back for a few pages,
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The lively discussion at Editorial Meetings are what make ZZAP!
the magazine it is.
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The Production COMPtroller is David
Westermn. He's a very frightening man
— he frightens us all the while with
lines Iillm"; don't ri:m how long it s
takes as ast ngneftln g

_ upstairs nnngme ... Some of t
things he says are so frightening that
shy editorial people like Julian ;
Rignall leave his office in tears. i
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Roger Kean and Gary Penn discuss 2
tricky matter.
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Sean Masterson is a very strategical
person (we know because he's the
only one who can read a British Rail
time table), but we're not sure
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The man in charge of all ZZAP! photography is local Ludiovite
Enmarp-n Pound. He's very quiet because everyone else is so noisy
and he's the only one who isn't afraid of frightening David Westem
(because he makes sure the photos get upstairs on time).
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THE BIG BIG HIT!

Join in the big pitch excitement and atm osphere of the World Series championship with
xRUNNER STEALS *HOME RUNS*PITCHER STEALS

and many more authentic fun features of real American Baseball

Inagine Software (1984) Limited « 6 Central Streete Manchester M2 5NSeTel: 061 834 3939+Telex: 669977




A general shot of one of the layout rooms in ‘art’. See how hard at
work they all are — and it’s barely dawn outside. Very arty too —
you can tell by the Habitat balloons on the lights.
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the most original, entertaining game on the Spectrum this year, if not ever”

(Personal Computer News Dec. 1984)

Mow. at last, available for CBMEB64 owners. Price £6.95 % 0TI IS Microsphere Computer Services Ltd.,
From good computer shops, or direct from: 1" I'fiINI. 72, Rosebery Road, London N10 2LA




Here's a blurry picture of CRASH
Playing Tips Editor, Robin Candy,
sitting in a waste paper bin (it's what
he does best).
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L%y STRATEGY

THE TEMPLE OF APSHAI
TRILOGY

Epyx, £9.95 cass, £14.95 disk, keyboard

n the earliest days of home
computers, role playing

ames had just begun to
achieve relative mass appeal.
Advanced Dungeons and Drag-
ons had been on the market for
‘lonly a short while and had
become instantly successful. It
was at this time that the then
: -,}nung Epyx brought out The

| Temple of Apshai, intending itto
be real role playing on a home
micro.

The success of the first title led
to the rest of the Apshai Trilogy
which included Upper Reaches
of Apshai and the Curse of Ra.
All the titles were expensive,
| totalling nearly a hundred
‘| pounds together. They were
primitive as well. 16K ROM
"l cartridges were used for the
loriginals and little was under-
stood about the capabilities of
' the micros for which they were
i1 produced.

Now, some years later, Epyx
have updated the appearance
and capabilities of all three
pm%:ams and repackaged them
as the Apshai Trilogy. What's
‘| more, they're all on one diskette

at less than a third of their
original high price! But for those
of you who missed them first
time around, here’s a run down
on what all the fuss is about.
What you get for your pennies
is a disk (which may be used for
saved games), an instruction
booklet detailing the world of
Apshai as well as the game itself
and a summary card to speed up
lay. The disk utilises a turbo
oad technique and therefore
presents you with a title screen
and tune faster than you may
expect. Leading on from this
screen is the Innkeeper's screen
which heralds game setup. It's a
kind of tradition that all the best
role playing games begin in a
tavern or bar (perhaps it reflects
upon the kind of people who
play the games themselves). On
this screen a saved character for
the game may be called from
disk, a randomly generated
character selected, or your own
character may be created.
There are six major character-
istics: Strength, Constitution,
Dexterity, Intelligence, Intuition
and Ego. As in the more popular

role playing games, the charac-
teristics are generated on a 3Dé
(three, six-sided dice) probabil-
ity curve. The lowest character-
istic is 3 and the highest 18,
averaging out at 10-11. The
values of these attributes affect
the abilities of the character.

All characters (except those
created by the player) begin with
120 silver pieces to spend on
weapons and equipment from
the innkeeper. Unless haggling
tactics are used, the character
will be taken for everything he
has so be careful. The variety of
weapons, armour and miscell-
aneous items available for pur-
chase from the innkeeper is
Ereat, so characters may be

itted out individually. Weapons
and armour may be magical but
such items are only available
through adventuring. If they are,
there will be bonuses to a char-
acter’s actions in combat.

After the character is equip-
ped, the option to enter the
dungeon is presented. Any of
the three Realms that make up
the trilogy may be selected fol-
lowed by the Level, 1-4, in terms

of difficulty. Once the dungeon
has been entered, your char-
acter is displayed surrounded by
the area of the dungeon within
his field of vision. To the right of
this display is a status screen
showing the fitness of the char-
acter, weapon inventory and
message window.

To move the character, the 1-9
keys are pressed to indicate how
many steps are taken that turn.
The more steps, the faster the
character is moving and conse-
quently, the sooner he will
become exhausted. To change
facing, The L and R keys turn
"F'luu’ 90 degrees left or right or|
the V key produces a 'volte-face’
180 degree turn. When the char-
acter moves, the screen scrolls
and reveals new areas of the
dungeon in doing so. In this |
fashion, the entire dungeon
complex may be explored. To!
enter rooms, pick up treasure for |
gearch or hidden doors, special, |
one-key commands may be re- |
ferenced from the Command
Card and implemented as
required. _

ventually, your character will
encounter one of the many
creatures inhabiting the
dungeons. It is possible to run
away, but as such is not the stuff
of adventuring, combat is likely
to ensue. Attacking the creature
with a melee weapon requires
no fast joystick handling as the
whaole thing is moderated by the
use of turns. The Attack com-
mand allows a simple jab at the
enemy, while Thrust is an all out
hack. This increases your cha-
nces of hitting the creature and
of delivering a mortal blow but
the creature’'s chances of succ-
essfully causing a wound are
also increased. Arrows (both
magic and normal) may be used
as ranged weapons and usually
kill anything they hit. But of
course, you only have a limited
supply of these.
ombat need not necessarily
be the inevitable course of act-
ion when a creature is encoun-
tered. It is sometimes possible
to parley with them, using the
commands available. If combat
is commenced against every
creature you encounter, it is still
Euﬁslhha to do well in the game
ut you may well miss out on
some treasure. Where to fight
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and where to parley is only
learned with practice.

As in a conventional role play-
ing game, successful combats
and treasure hunting earns the
character experience points.
These reflect the increase in the
character's skills. An increase in
experience helps in the higher
dungeon levels. Monsters are
fought more easily and efficien-
tly. Experience points are other-
wise similar to conventional
scoring methods.

At various points in the game,
you may find your way back to
the entrance point to a dungeon
level and return to the inn from
there. This is the point where
games and characters may be
saved. Onthe game disk, there is
room for up to one game and
fifty characters. it would take
many hours continual play to
complete the Eame in a single
sassion so both of these options
should be used from time to
tima.

After teaching you how to
play, the manual is far from
redundant. It describes the dif-
ferent creatures you are likely to
meet in the Apshai dungeons,
hints on play and, perhaps most
useful, provides text descrip-
tions of various locations and
treasure details. It is intended to
be a valuable aid throughout
play and any adventurer will find
that the information it provides
is far from irrelevant. If you are
to successfully explore the
entire dungeon network, you
have to build up wealth, know-
ledge and experience. And that
is going to mean a lot of games.

he game brings back mem-
ories of my first role playing
experiences. Although for a
computer game, the system is
highly complex in terms ol
authenticity, the game still relies
on monster hacking rather than
subtleties of what RPG gamers
would refer to as Non Player
Character interaction. Bearing
this limitation in mind, any role
player looking for a computer
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based solo campaign allowing
him or her to use a character
from a conventional game
should look no further than this.

On the other hand, anybody
interested in role playing could
learn many of the basics from
playing this relatively cheap
game ?rnlﬂ playing is so expen-
sive To get into, nowadays).
Characters really do develop
well within the constraints of
computerised format. Many
other ‘traditional’ role playing
elements are also to be found in
the game and the whole thing
isn't even lacking a sense of
humour. Epyx definitely made
the right move, remaking and
releasing the product. The orig-
inal was designed with seldom
seen care, A pleasure to play
from start to finish.

Presentation 85%
Excellent introduction and
manual

Graphics 79%
Great compared to the original
bt still simplist

Instructions 88%
Highly readable, even
never played the gama

| WLl

Authenticity 85%

The Turns have been excellenty
designed for role playing
simulation

Playability 82%

Unless viou cheat to get an
unbeatable character, this game
shoulcl give an

or theirmaon

@ good run
slightly off

putting detail is the sometime:

repetitive nature of combat

88%

‘Hack 'n’

I\falue for mone

VEry regason: ible tor

olay’ fanaties.

Overall 90%
Best graphic raole playving
simulation on the dore

ome forty five years after

one of the greatest aerial

campaigns ever fought
took place, a British company
has produced a simulation for
Commodore users in the shape
of Battle of Britain. The gameis a
strategic wargame with optional
arcade sequences for those who
would desire them. One day
scenarios or thirty day cam-
paigns can be played. Packaged
in PSS's standard ‘bookcase’
format, the game comes with a
slick and concise manual in
much the same format as Batile
for Midway:.

The game has a neat and
colourful loading screen, depic-
ting a group of pilots posed in
front of a Spitfire. After loading
you are sent directly to the main
menu screen and the five op-
tions. You can decide to omit the
arcade sequences in favour of a
pure wargame then start the
training, blitzkrieg or campaign
games.

The training game is recom-
mended in the instruction book
for those new to the game.
Training is a one day scenario
with little in the way of serious
opposition from the Luftwaffe.
At the end of the game, you are
rated in terms of leadership
ability by a percentage. Blitz-
krieg is a similar one day scen-
ario with the exception of the
Luftwaffe laying it on like there's
no tomorrow. The campaign
game option sends you on to
another menu. This includes
Load/Save Day options; Start/
Continue campaign; a game
spead utility and an option to
return to the main menu.

It should be noted that (for
playability?) PSS reduced the
actual number of campaign
days from 54 to 30 and increased
the number of casualties inflic-
ted attacks and bombing
raids. A single da'].r's play can last
some time, so this compression
serves to make the whole affair
managable.

Starting a scenario reveals a
map of Great Britain (well,
England and Wales, actually).
On the map are cities, airfields
and radar stations. At the top of
the screen, there are several
windows to indicate current
losses for both sides; the time
and date; description of what-
ever is covered by the cursor
and a unit status box (activated
when an allied unit is directly
under your control).

Once the game has started, it
is only be a matter of time before
the first German units enter the
skies over the Channel (and it
doesn't take them long to reach

BATTLE OF
BRITAIN

PSS, £9.95 cass, £12.95 disk, joystick and keys

your shores). You can move
your cursor over an airfield and
press the fire button to reveal
what units are there and if any of
them are ready for combat.
units displayed are either squad-
rons of Spitfires or Hurricanes
and can be selacted by an arrow
situated next to the unit descrip-
tion. Pressing the joystick button
scrambles that unit and retum
you to the map. A moment |ater,
an RAF roundel is displayed to
represent the now airborne
squadron, The cursor can now
be used for one of two things
Just moving it over the roundel
displays information in the
status box and pressing the fire
button allows you to give the
unit flight orders. Interception of
an enemy unit and ensuing
combat, are both automatic,
given a degree of proximity,
working much in the same
manner as ZOC (Zone of Con-
trol, for the uninitiated) rules.

If you have switched off the
arcade sequences, the result of
combat is handled by the com-
puter. Otherwise a ‘Select Battle'
message appears at the top of
the screen which you have to
respond to very quickly, or the
computer assumes you will
allow automatic results. You
enter the arcade sequence with
a view from your cockpit (there
are differences between the two

pes of Allied aircraft used). InE
the distance is the formation of
enemy aircraft and they soon
bacome aware of your presence
and start to split up. The fire
button provides you with fire
power and it is simply a question
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of anticipating the enemy pilots’
movements and blasting them
out of the sky (well, that's the
theory). In fact, if you fly on a
particular heading for more than
a few seconds, you will undoub-
tedly discover an enemy aircraft
in your mirror and rapid evasive
action is necessary to avoid
being shot down. Assuming you
have set the arcade sequences
to ‘on’ but you wish to bypass
some of them, hitting the space
bar suffices.

Previously, | have reviewed
PSS's Battle for Midway for a
dii;farentkmacmne and ::riﬁt:is.eid;
it for making the player joysti
dependent and tﬁareh*,r reduc-
ing the mental skill level requ-
ired to complete the game. No
such criticism would be valid
here, however. PSS have hand-
led the idea of ‘switchable’ arc-
ade sequences very well indeed.
In fact, because | knew that a
‘true” wargame could easily be
selected, there were occasions
when | left the action sequences
in, just for the fun of it. Inciden-
tally, the graphics in these seqg-
uences are very good indeed
and | wonder whether PSS
aren't using the talent their
programmers obviously pos-
sess, as wisely as they could. But
such things are not for discus-
sion here.

The German bombers try and
go for the airfields, cities and
radar stations, with differin
effects. If airfields are attacked,
the first you're |i|l'.E|?r' to know of
this is when some of your planes
try landing on a cratered run-
way, taking a few casualties. If,
as a result of repeated attacks,
an airfield becomes wholly un-
| operational, you will have no
| choice but to divert forces else-
| where. If radar stations are
] knocked out, you will discover
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attacks later, when the enemy is
nearer to your shores. Pressing
‘R’ gives you a radar map in
brlg_ t colours. However, if any
stations are destroyed, gaps
become noticable in the map.
These are your blind areas.
Whilst being the least effec-
tive against your operations,
strikes against cities severely
damages morale, and as a con-
sequence, your leadership abil-
ity at the end of the game. So
have no illusions about poor
bomber protection being a
‘cheap’ way of winning the
game. When the Lufiwaffe are
attacking any ground based

target, the battle selection
places you in control of an anti-
aircraft weapon and leaves the
rest to you.

The campaign game is the
most advanced part of Battle of
Britain. This can be made more
or less difficult by use of the
Speed function in the campaign
menu. The main difference
between this scenario and the
others, however, is the resupply
phase. At the end of each day,
new aircraft and pilots can be
used to re-equip depleted squa-
drons. Realistically, pilots go
from excellent to worse as the
campaign progresses. This adds
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considerable depth to the game,
and by the time you get to the
campaign stage, you will wel-
come the addition to the rules.
PSS have every right to be
proud of this game; it approa-
ches excellence. | feel that it
does lack some details that
could have improved it. The use
of counter intelligence and the
construction of mock airfields
would have added atmosphere
and authenticity. As far as it
goes, Battle of Britain is very
good indeed and | would recom-
mend it to any wargamer. While
PSS make arcade sequences
optional, they should find their
ames gaining support from
those incapable of doing any-
thing (!) constructive with a joy-
stick (like myself). What are you
waiting for? Go and get it.

Presentation 69%
Plenty of options

Graphics 70%
Very good on both strategic and
arcade streens

Instructions 70%
Devoid of ambiguities — well
written

Authentlcity 69%
Some points changed for
playability but essentally
accurate

Playablility 78%
Instantly playable as a result of
excellent game design

Value for 80%
Takes some time to conquer
anything above the training
game.

Overall 84%

A very good product indeed
Perhaps the training game was 3
little too easy, but otherwise
superb




COMMODORE 64

“DRAGONSKULLE”, “OUTLAWS”, “BLACKWYCHE”, “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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& Arcade adventure from Ancient Gr
* Large colour sprites

* Highly detailed graphics and g

& One or two player game option
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maan why should i, David Burden, age 26,
previously of sound mind and no criminal
record, want to relinquish my comfortable
Hjob as an electrician and turn to a life of
‘multi-million-dollar  fraud, megastardom
and nervous breakdown? Okay, it was nice
theing able to trade in the Mini for a Roller,
f but the money just isn't a factor. We didn't
10 it to get rich. It just started as a gag and
then it got out of control.

| |should start at the beginning. Aside from
i being an electrician, | am also what the
| press like to call a computer hacker. I've
{always hated that phrase, it sounds so
| destructive, as though we all want to get
{into the Pentagon’s world-war-three mach-
ina and write obscenities over the Pres-
| ident's personal menu. It's not like that at
{all, not for me, at least. | just enjoy poking
i around inside computers finding out what
| makes them work. If the computer happens
I to belong to someone else and that some-
| one doesn’t want me to poke around, then
|it's all part of the fun getting through the
| protection and access barriers they put in
I my way. And that, my friends, is where this

insanity started.

It was three o’clock in the morning, sad
| lboking used coffee cups and ravaged
| McDonald’s cartons littered my computer
room. Nick Allen, my friend and fellow
tomputer freak, had just levered his way
into a large mainframe somewhere in Israel,
[That's why it was three in the morning —
gne hour international phone calls are
‘ctheaper then). We'd got a phone number
and an access code from a friend of a friend
who knew this bloke, etc, etc. Anyway, it
worked and we got in. Most of the stuff was
Indecipherably Israeli, we could call up
menus, type in some unpronounceable

Blast ywar's film hit, The Last Stadfighter used huge
#mounts of footage all created within a Cray computer

RN T
mean it.to happen, honest | didn't. | -

gobbledegook from one of them and be
rewarded by screens and screens of even
more unpronounceable gobbledegook. But
then, sparkling like a jewel of understanding
midst a sea of confusion, was the file,
“Graphics Experiment”. We dived in and
immediately wished we hadn’t; it was
weird. We couldn’t even work out what
machine language it was written in, there
were parts that looked like Logo, some
Cobol and even bits of Basic. It was then that
we took the fateful decision.

“Stuff this for a game o’ billiards,” | said.
“Pull the plug on the modem and shut it
down. That makes my brain hurt.”

But Nick was staring at the screen with a
brow so furrowed that you could have
planted corn in it. “"No, hang about,” he
muttered, “this is a bit interesting. Let's load
it down to disk and look at it later. Take a
print out as well, just in case.”

Drives murmured, dots matrixed and
“Graphics Experiment” was ours. It was
now well past three, so we called it a day. |
shut the machines down and Nick pocketed
his copy of the disk then drove off home.

The following day was a Saturday and |
stumbled out of bed around 11, wishing
desperately that British Telecom would
bring in a special daytime rate for computer
freaks so | could get to bed earlier and that
someone would invent self-cleaning coffee
cups. As | collected fistfuls of grimy crock-
ery from the computer room, curiosity got
the better of me as it invariably does. | rolled
the print-out up on the tractors and took an
idle glance through. It still didn't make
much sense but then | looked at the last few
lines on the file. A four-letter word burned
itself on to my bleary retinas: CRAY. It was
followed by two numbers. One was un-
mistakeably an American telephone
number, the other had all the exciting, illicit
feeling of an access code.

Grimy crockery turned into grimy broken
crockery as it hit the floor after the muscles
in my fingers tensed into a state of shock. |
scrambled for the phone. | didn't know
whether Nick had seen it yet, had to tell him
straight away. An access code to a Cray is
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ort story by Kelvin Gosnell

S
B

- wander round inside one was unbelievable!

and a direct line to God all
. Crays, in case you don't

inese immensely powerful super-

uters. invented by a bloke called

Bur Cray. They are so staggeringly
tthey make the largest and best IBM

! me look like a ZX81. Their proc-
‘essors getso hot that they have to be cooled
lium. The chance of being able to

| was keying Nick's phone number into
the phone when the doorbell rang. Cursing
the interruption, | ran to the door. It was
Nick. His eyes were bloodshot, red and
staring. The unshaven chin and identical
jeans and T-shirt from the night before told
me he hadn’t been to bed. The conversation
that followed was crisp if croaked out rather
shakily.

“A Cray,” | said.

“Yeah,"” he replied.

“Access Code.”

“Yeah."

“Slept?"”

“No.”

“Tried it?"

“Yeah."

“Worked?"

“Not half it worked!"”

All of which, translated, meant that Nick
had got into the Cray, a feat in itself. What
he'd discovered in there was even more in-
credible. “Graphics Experiment,” he told
me as he munched through the third bacon
sarnie, “is really only a glorified utility prog-
ram. It just handles the Cray's own stuff to
make pictures, or rather it tries to do that.
Whoever wrote it didn't quite get it togeth-
er. The speed was all there but the resol-
ution of the finished job was dead poor.”

“Nick,” | said, "you used the word ‘was’.
That's past tense, like it suggests that the
finished job is no longer dead poor.”

“Correct,” he said, stuffing the last of the
sandwich into his mouth, “put it right for
him, didn‘t I?" He allowed a look of justifi-
able pride to spread over his dishevelled
features. “Now it's incredible. It uses
memory in a new way no-one's ever
thought of before. About a hundred times
faster than anything I've ever seen. There is
literally nothing it can’t do. You could prod-
uce a whole feature film, through the Crays,
working from a home terminal. No
cameras, no sets, no actors, nothing — all
you need is a graphics tablet and a digitiser!
If you wanted to do something simple like,
say, a short TV programme or a pop video,
it'd take no time at all and no-one could tell it
from the real thing.”

“Oh come on,” | said, “it can’t be that
good.”

e

“It's better. I'll show you.” With that he
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scurried out to his car and returned with a
videotape. Plugged in and played, it reveal-
ed the changing view of a simple landscape.
It looked like a film taken from a car travel-
ling over the ground, but it wasn't. Nick had
simply digitised a couple of photographs
into the Cray to move the viewpoint around.
You could not tell the end result from a
piece of film. He chuckled as he ran it
through for the third time. | bet we could
produce a pop video, send it to the Beeb and
get it shown."”

This was going too far. “Never!” | replied.
“A landscape is one thing, but getting a
human face and figure to appear convincing
just ain't on.” There was a faraway look in
his eyes when he heard this and | knew I'd
issued a challenge he couldn’t refuse. And
thus was 'born’ Justin Roche, wild and
raucous rock artist, star of screen, video
tape and computer memory.

We started with anatomical drawings,
from the skeleton on through the muscul-
ature until we sketched in fine details of skin
and facial structure. We ‘taught’ the com-
puter to produce a faultless representation
of our new rock sensation. Contrary to what
Nick had first thought, it did not take “no
time at all”. It took weeks and weeks of hard
work. We had to access the Cray over and
over again and my telephone bill started to
get lots of noughts on the end. | must say,
though, that the end result was well worth
it. Justin, six feet two inches of handsome
blond-haired, blue-eyed gorgeousness
mumbled his way through five minutes of
tuneless drivel against the background of
some stunning pictures. The music was the
easiest part. We just taped the top forty
singles, fed all of it into the Cray and asked
the machine to analyse music patterns and
write a tune for us. We sent the tape off to
the Beeb and . . . well you know the rest.

Justin was an overnight success and,
again overnight, we had a set of headaches
which would keep the paracetemol sup-
pliers in business for centuries. People had
seen the video and now they wanted the
record. That bit was the least of our prob-
lems — transcribe the music track on to
audio tape and get the singles pressed out
in their hundreds of thousands. Then there
were the albums, that kept the Cray busy, |
can tell you. The phone just never stopped
ringing: People wanted to make Justin T-
shirts, wanted to print Justin pin-ups,
wanted to run Justin fan-clubs. The
answers to all these requests was, of
course, “Yes and please send the cheques
to Dave and Nick, his agents.” Money rolled
in and, by God, we needed it. Aside from
paying all the bills, we needed it to hide the
fact that Justin didn't exist.

More than anything else, people wanted
Justin, in the flesh. Wogan, Hunniford, all
the TV and radio chat shows wanted him.
We managed to fix a couple of phone-ins for
the radio people, with Nick or | answering
questions from the privacy of Norbiton and
with the use of a voice adaptor to make us
sound like Justin. We even did one TV slot
using a similar widget to make me look like
Justin. But things were getting out of hand.
The electrical power consumption of my
little place in suburban Norbiton was
astronomical. Apart from the cost, the high
loadings kept blowing all the fuses in the
road. The place was often besieged by
journalists and fans alike. The journalists
wanted juicy bits of information about
Justin. And, judging from the raging state of
some of them, | think the fans were just after
juicy bits of Justin. We had to get out and we
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did, to a large mansion in Surrey complete
with electrified fence, guard dogs and a
moat. Nick wanted to put alligators in the
moat until | pointed out that they might eat
the guard dogs.

Things settled down for a while after that.
The fans could be kept at bay, the journalists
gave up and started inventing stuff about
Justin anyway. They found people who had
been at school with him, they printed ‘secret
exclusive’ interviews with his Mum, they
even ‘saw’ him causing affrays at top
people’s nightclubs in London. All of which
suited Nick and me beautifully. We'd put out
stories to the press about how Mystery Man
Justin was a victim of amnesia and couldn’t
remember anything from his early years.
This terrible experience had so scarred his
delicate and sensitive creative mind that he
could no longer bear the company of his
fellow members of the human race and
sought the solace and solitude of the
recluse, living alone, surviving only for his
music.

It was all looking great. We had of course
given up our normal jobs. The money con-
tinued to flood in and we were doing very
nicely, thank you.

Then Justin woke up.

At least, that's what we think happened. It
could have been someone else getting into
the program and deciding to manipulate
him for themselves, but our new security
codes were designed to show that up and
they didn’t. Personally, | think that there
may have been some crossover between
our Justin stuff on the Cray and some
experimental artificial intelligence material
which it was also handling. Whatever it was,
it happened as Nick and | were assembling
footage for our new video. We had his famil-
iar face up on a monitor for a close-up. It
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turned to us and said, “Hello, boys. | don't
think | want to do this anymore. | have anal-
ysed my career progression as planned by
you and it does not interface with my own—
er — thoughts on the subject. Keep the
money, but keep silent too. Do not do any-
thing which might be harmful to me.
Goodbye."” Then the screen went blank. Any
attempt to re-access our files on the Cray
just brought up “access denied’ and a crash
of anything we were running at the time.
That was yesterday afternoon.

Nick and | talked it over all last night. We
can’t work out what's happened or why. we
do know it could be immensely dangerous
and immensely knowledgeable: we'd given
the Cray an open line to as many TV stations
as we could put in, so it could gather data
about what songs were popular, what the
fashions were and all that. We also gave it
random access to any computer system it
wants. So, whatever it is, it knows what's
going on. this morning we came to a dec-
ision, | know it's a cop-out but there's little
more we can do. On the other side of the
Atlantic there is a very large computer
which might have woken up, we have no
idea of what it will do next. It could be dan-
gerous. We're responsible and we're very
sorry about it. Since we feel we are in
danger we have decided to get out of here
and go live somewhere like a south sea
island with no computers and and, prefer-
ably, no electricity either.

Now, just in case you think all this is a lot
of insane ramblings from a couple of
madmen, please contact Cray Computers in
the USA and ask them to examine all the
stuff we have illegally written on one of their
machines. The access code is— . ..

Please enter io

Cltizen. ne criminal reoord,

Seourite, adiige
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This Great Game now
available for . . .

COMMODORE 64
AMSTRAD and
SPECTRUM

L A

.
= | Bubble Bus Software, 87 High Street, Tonbridge, Kent TN9 1RX, England Telephone: 0732 355962 Telex: 95151
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A THOUSAND POUNDS WORTH
OF GOODIES UP FOR GRABS

THE COMPETITION WHICH REACHES
PARTS OF PROGRAMMERS THAT
OTHER MAGAZINES DAREN'T PRINT!

If you reckon you're super brill (or even Zarjaz, if you prefer —

P MINION) when it comes to identifying people from a tiny

fragment of ear or a bijou DIEI:BTEE of chin, then you're bound to score

in this competition. Even if you're not the Hercule Poirot of photofit,

you can always steal the family magnifying glass and spend an

afternoon poring over the ugly mugshots on this page ... Could
prove lucrative,

Thirty lucky winner types will receive a Hewson Commodore

Christmas Pack, containing four fabaroonie games and a Gribbly

Mug. Containing over £30 worth of software — including a Gold
a

= - 8 = = A ¢
Medal game and a Sizzler) as well as a designer mug, the goodie bag
STEVE WHNEH mn' Bnlmnoox is well worth collecting. You could be the envy of your friends. All
you've got to do is decide how the nine little bits of programmer
Courtesy of Andrew Hewson's Camerawork, we have a picture of il?hm“‘ reproduced over there match up to the big photos of Steve
two evil programming types to put in a8 mini Rogues’ Gallery on this urner and Andy Braybrook over here. i
page. The Art Department, in a fairly typically vicious mood, took a The scalpel Wlﬁlﬁlﬂl% fiend up in Art who dreamt this little number
scalpel to the mugshots, snipped them into little tiny pieces andthen  up has been very careful, you will notice, to avoid including tell-tale

selected nine segments to stick down across the way. Over there,on  bits like moustaches and glasses in the nine segments. So get your
that pagﬂ to my right. Gottem? Good. Now get back to reading this thinking caps on, and pencils out.

OFFICIAL PROGRAMMER’s PHOTOFIT ENTRY FORM '-
(Or““Youcan’t con me,oh scalpel wielding fiend”’ tlenl]

On the right is a grid, which corresponds to the layout of the nine
little bits of picture printed above. All-you've got to do is decide
which bit ﬂfﬁhnm belongs to Steve and mark it with a giant 'S" and
then mark the bits that belong to Andy with an equally large “A".
Eﬂm |E‘tE the name and address bit of the coupon, and whizz it off to
| SNAPS, PO BOX 10, LUDLOW, SHROPSHIRE, SY8 1DB to

arrwa bﬁﬁﬂth January 1986.

Frrst!t irty correct entries out of the giant Gribbly Box that day win
a prize

R e e R v e e

...............................................................

.............. POSTEDRE ...t viatledvinnienvedpda vned
TEA BAG SIZE (So we know which size Gribbly Mug to send youl) .
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PLAY PROGRAMMER PHOTOFIT
AND WIN, WIN, WIN

In the
Hewson
Consultants
Chrimble
Competition

TH‘.:I}I:IT"lIF HEWSON CHRISTMAS GOODIE BAGS TO BE
WON

Each containing a copy of PARADROID (Gold Medal
Game), GRIBBLY'S DAY OUT (Sizzler), HEATHROW
AIR TRAFFIC CONTROL and 3D LUNATTACK. And of
course a GRIBBLY MUG to drink your tea from while

you play! ZZAP! 84 Christmas Special 1985 139

PLAY PROGRAMMER PHOTOFIT AND WIN, WIN, WIN
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VOTE FOR THE BEST

Another year is over, and in the time press honoured tradition, ZZAP!
offers you, the reader, the opportunity to vote for those games you feel
deserve an accolade.

This is your chance to tell the software business what you think of their

programs! Your voice will reach collectively out of these pages in the

uniquely democratic manner that ZZAP!| has pioneered (well almost),
and inform the world of the best Commodore 64 games for 1985,

What we have done is to think up 14 categories, and on the facing page
there is a large form to remove from the magazine (or photocopy if you
prefer). This should be filled in and sent back to us as fast as you can. Of
course there’s more to it than that! ZZAP! is known to be not only
democratic but generous to a fault — so the first 15 forms drawn from
the bag on the closing date will earn their senders a voucher for £15
worth of software as well as a ZZAP! T-shirt!

The results of the voting will be published in the March issue of ZZAP!
and the highly valuable certificates of accolade will be awarded soon y
after to the winning companies. B
Get to it! i
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AMES OF THE YEAR!

- =

BEST GANE OVERALL CO U CHE HR TN

Title & Software House from the magazine and

! send it back to us as soon
as possible. Don't forget
to write your name,

ﬂmm House address and T-shirt size

i (small, medium or large)

| on the form in capital

letters!

| EJSMHDE“’ In each category enter
the name of the program

and the software house

ARCADE ADVENTURE concerned for which you

| EJSDM&H House wish to vote. Phlunn’h:

| products must have a

1 1985 copyright to be

- i elligible. The collated

[FESTTENT LY AvesTURE resultswill e

il as a winner with two

1 runners-up.

1 ﬁm ADVENTURE There's no need to fill in

!
|

every category if you

| BEST FLIGHT SIMULATION

b Title & Software House

cannot think of anything
suitable, but obviously the
more you fill in the better

the end result will be.

[BEST SPORTS SIMULATION

| Title & Software House

Forms should be returned
to ZZAP! 64 READERS

)

-1

AWARDS, PO BOX 10,

i
'

LUDLOW, SHROPSHIRE
SY8 1DB to arrive no later

| Title & Software House

L
4
|

than Monday January 20th,
when the draw will be

A Title & Sottwars House

made.

m‘h

{ Title & Software House

Tithe & Software House

[TACKIEST GAME OF THE YEAR

Title & Software House

‘the most outstanding programming
chievement of 1985
ATE OF THE ART AWARD

Title & Software Houss

OO i S b e e e S

| g

@ % g

= TF S .

m © ¢ 0
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CARTOGRAPHY CORNER
A SINCLAIR TINY TELLY
UP FOR GRABS

A little competition for all you
cartography freaks out there in
the great wide world of
Commodore games playing.
The people down at Bubble Bus
HQ are so pleased with the way
in which ‘s Lair, written
by Steve Crow, has been
received on the Commodore
that they think it's about time
someone got it together to
produce a map.

As a little inducement, or bijou
bribette to get you mercenary
tﬁgﬂ cartographers motivated,
the Bubble Bus crew are offering
one of Sir Clive Sinclair’s tiny
portable tellies as top prize, and
the person who produces the
best map will be able to * ..watch
a little telly anywhere'’ as the
saying goes.

ive runners up will be treated
to a Bubble Bus T Shirt— so
don't forget to add you T Shirt
size to your entry. Get your
mapping pens out, play the
game some more, and produce
a map to arrive at ZZAP! Towers
by 30th January. Don't forget to
add your name ;il‘ld address to
your entry, and if you want it
returning you'll have to make
sure that you enclose enough
stamps to cover the postage
costs. Your favourite
Competition Minion doesn’t
want to have to spend his
Chrimble et money sending
maps back, so be warned.

Entries please, to WIZARD'S
LAIR MAF, ZZAP! TOWERS, PO
BOX 10, LUDLOW,
SHROPSHIRE, SY8 1DB.
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Feudal England, 1200 AD. In these days you are not elected to anything.
What you want, you take. Do unto others before they do it unto you is the
motto which vou, as Baron, live by. The path to success is an easy one to
travel — total self-interest is all that is required. Starve the peasants, amass a
personal fortune and overthrow the King. The killing of a few opponents in
the jousting tournament can only enhance your notoriety. One more thing
yvou should know — if yvou try and fail in your quest for the Evil Crown. you
will be executed for treason. Fair enough?

The Evil Crown: an icon-driven animated simulation game of power and
politics in the middle ages. Easy to play, very difficult to beat!
Retail price £9.99 on both Commodore 64 and Spectrum 48k. ‘:
IUND
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. THEARCADE SMASH COMES HOME! |

ﬁ

Imagine Software is available from:(J2) WHSMITH ,” Z5IINT, WOOLWORTH, LASKYS, Rumbelows.Greens

e

Spectrum Shops and all good dealers, _
Imaaine Software [ 1984] Limited = 6 Central Street« Manchester M2 5NSe Tel: 061 834 393%«Telex: 66997 %



The first thing you notice about ZZAP! s the THE TALE BEGINS nearly thirty d indians picture the
o0 Oli F . ble f 1 th years ago, when the Frey family id artist had prod-
ver. Oliver rey is responsibie or all the rame to Britain from Switzer- wheeled him round all

T g land. The very young Oliver Frey the classes in the school show-
B and a great deal more in the way of started school and was soon ing off his work!

illustrative material that graces the pages of introduced to Eagle Dy bis | After a few years the Frey
comic-mad classmates. Oli was family moved back 1o Switzer-

the m agazine. immediately taken by the quality land, and Oliver’s educalion
After a pET-IEId of neg otiation with of the artwork in Eagle, and continued — a friend in England

: 3 c immersed himself in the doings continued to send copies of
Rockford, we were granted an interview with
his master, who works on a desk covered
with little bottles of Luma ink (used in his
airbrush), right at the pinnacle of ZZAP!
Towers in the draughty Artroom Garret.
There was a time, before ZZAP!'s sister
magazine CRASH started, when Olimade his
livingasa freelance illustrator — but
nowadays he's holding down what must
seem like the equivalent ofac
time jobs, painting covers for ZZAP!, C
and AMTIX!, as well as Christmas posters, -
gcorelords, White Wizards, Rockfords — and o
SCoel Oy bits ke logos, competition & itor apais bttt E0918 100 1S o

illustrations and giant capital letters to pretty an artistic laning, Oli began through the post. He was add’

. : copying drawings— and his irst cted to the waork of such greats
up the text In all three magazmes pTDdUEEd hrush with fame came when a as Don Lawrence (Trigan EmM-

by Newsfield. teacher caught sight of a giant pirel, Frank Bellamy (worked on

Double page Fnarne illustration for Look and Learn 1977

O




Dan Dare and other features in
Eagle) and Frank Hampson
(creator of Dan Dare). | ndeed. O
Sent several of his own drawin gs
inte his favourite comics, and
Was once rewarded with a reply
from Don Lawrence — it wasn't
the last time they were to have
dealings. Oliver decided that he
Wanted to become an artis f, and
he persuaded his parents o
allow him to take a correspon-
dence course jn illustration
while he was at school. They
paid for an American Course
called The Famous Artists, a
series of three books written by
a4 feam of a dozen iflustrators,
Each of the thirty six lessons
ended with an assignment,
which had to be completed and
sent off to be marked

By the time 0 finished his A
levels, he had completed the
Course and was keen to become
an illustrator. Or a film producer
— he had been making films
with an 8mm camera, with his
orother Franco and  sister
Lauretta as stars. Or an army
officer Imilitary service is com.
pufsory in Switzerland). Or s
diplomat.

The London Film s chool aft-
racted his attention, and diring
a visit to England he dpproached
them, explaining that he was
keen to begin a career in films
and had been making them at
home, They were interested, buy
Wondered whether his prefer-
ence for action movies Wwas guite
what was needed — Off had
been making films about the
Swiss version of James Bongd

of Fi i

flamed James Tell dporopriat-
ely enough fwe might print a few
stills of FE ranco Frey, Secret
Agentoneday.. | Jn the event.
the London Film S¢ hool advised
that he was 5 little Young to start
4 Course, and he refurned to
Switzerland to begin his army
service,

Plan 8 Swung into action, At
the time, the minimum period of
national service in Switzeriand
Was 3 months of basic training.
Oliver decided to carry on for a
while longer. ang go for Cor-
Poral. After six months, his first
spell in the army finished, ancd
Plan C came to the fore — pe
Slarted at Berne iy versity,
reading History, German Litera-
ture and English Literature with
4 vague view to entering the
diplomatic service.

“Unfo runately, my univers ity
career wasn't a roaring suc-
cess, " Ol remembers, Started
J0ing to the cinema serrously
while | was at uriversity, instead
of going to lectures and itwasn'y
long before | realised that | was
Much more interested in making
films. After a term ! left univer-
sity and dpproached the London
Film Schoof again. | was accep-
led, and started d IWo year
Course in 1969. In thase days it
was called The London Schoo/
Technigue, and the
LOUrse covered ajff aspects of
film makin q."

And of course, wh, e he was in
London, Mr Frey had to support
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followed, during which Oliver turned to England.

now he had made up ‘his mind.  ses, Oli continued to draw
Neither the Diplomatic Service picture Library material 0

returned to England to continue  fration work began to come

Returning to England, Oli  pering off into the distance

— and together they came up hefore being roped into
industrial film company in Swit- later).

nothing, and Messrs Kean and  regular source of work for
Frey went to Switzerland with  He finally caught up with

sound equipment to make their  of years he took over from

looked up a friend from Film becoming a film editor with
School days — one Roger Kean BBC. finally going freelance

was given the chance (o go to While he was in Switzerland,
Officer School, and could have trying to sell the services of
embarked an an army career. By film company to Swiss bus:'rl':ﬁs-

ar

the

n 4

nor the Armed Forces tempted  freelance basis. Returning 10
him — he was thoroughly ~ England, he found an agent who
hooked on films. 50 when he specialised in comics, and
finished his army service, he wide variety of freelance EEL;E-

I's
with his freelance illustration way. (Mr Kean disappears from
while he wrote a film script. the story for a few years, scarm-

d

and
the

the

with the notion of setting up an CRASH Editorship some years

zerland. The film script came to IPC comics soan became g

Ol
his

16mm camera and professional childhood heroes: for a couple

on

fortune producing films for  Lawrence and drew The Trigan
companies. #nfortunately 've  Empire for Look and Learn

never been very good at sell- (before the novelty wore S0
m%_" Oli explained, “and Roger, that he had to stop or crack
while being more of a salesman, 3s well as general feature |
was hampered by the fact that trations; then his interest in

he couldn't speak German. “The Dare came full circle. He found

tilm company gradually petered himself drawing the very s
out, and Roger and Oliver re- strips as the artsis he

DAN DARE

PILOT OF THE FUTURE
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thin
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had

admired as a lad !

to teach him about the technic-

Throughout the late seventies alities of camera lenses and the

and early eighties Oliver estab-  like needed for this particular
lished himself as a freelance very specialist vacancy. It was
comic artist — but ather fields  no ]{a .

also opened up. Apart fram reg- hen, a week later, the Super-
ular work for IPC and the Wwar man Art Director called Oli. They
Picture Library, Ol produced needed a 1930’s style Superman
book covers for Spuvenir Press, comic far the title sequences.
Video covers, and illustrations Thus Ol found himself in an
for children’'s books, including anteroom to the Director’s
Oxford University Press. More  office, wailing for a couple of
than a few history books (and  hours while a landslide scene
the odd horror Story compila- was argued aboul, and discus-
tion) have been graced with Oin's sed endlessly. Suddenly, the

WOrK.

Director realised that Someone

Oliver's work was reaching 8 had been waiting for hours to
large audience — but one pigce  S€e him, ushered Oli in, expl
of work in particular reached a  ained what they wanted and

massive circulation . . . Oli haa 2sked for some pencil roughs of
heen seeking to diversify, and @ 1930's street scene :
move gently away from comic “nerhaps with a policemar
work Having heard that there swinging his nightstick . . .-

might be a vacancy for a story-  couple of days later, Qliver

board artist at Pinewood returned with a pencil rough of

Studios, working on Superman,

the strip and a comic COVer inked

The Movie, he drove IO the in: “In the 30's, Superman was

studios and met the Art Director.

drawn in a very rough style.”” he

At the time, they were re-work- explained, #2nd | was worried

ina the flying Sequences, and

that | might let myself down by

while the Art Director was cnﬂgmg the rough appearance

impressed with the Frey port

of the originals, so | inked in the

folio, he couldn’t afford the wme  coverand heldmy breathwhile |

A Dan dare spread from an E
IPC Magazines in 1584
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cations . . . . The
came to an eng

magazines is executed using an
airbrush to paint in large areas
of colour,

with details being added with

handed the work over "

He needn't have worried. The
' impressed,
and the rough of the cover was
accepted on the Spot, and was
used in the title Sequence along
with the finished version of the

Director was wel/

Strip.

he Oliver Fre Story moves,
with him, to Lu low in 1982 |n
the late sevent;

visited Ludiow several times —

long enough to fa/f in love with
the town. [t Just so happened
that the rest of the Frey family

Were Jooking to move from the
Home Counties, and in 1982 an
exodus to Ludiow took place.
Franco, who'd gained a degree
in Eng:hean’ny since playin
James Tell and had been wortk-
ing on a variety of high-tech
Engineering projects, got invol-
ved with a German company
which wanted to import Spec-
trum software from England,
Franco bought a Spectrum and
was busily Playtesting g
researching the market for his
German contact, when he came
up with the idea of starting a
Magazine — or at the very least,
a4 mail order service selfin
Spectrum Software. So it was all
his fault.

n July 1983 the first mail
order advertisement for CRASH
MICRO GAMES ACTION was
Placed in Personal Computer

ames, and Oliver was embroi-
led in Producing illustrations for
the catalogue . . a5 well as
publicity stills. My Kean was
foped in, and somehow, the
whole thing grew into CRASH
Magazine, ang Newsfiald Pupjy-

Most of O’s colour work for the

and backgrounds,

YHE CouLt PUT

es Ofiver had

freelance work Ben or brush.

because jt js
Very quick m
colour and a
time saver

n whic,
shroud,

PICKING UF His WOUNDED
THROUGH THE HAIL CF M

A page from The

Magazines

NORE
EFFORT INTO DRAWING 1\

Fodt

7

). 1977

An illustration fora Look and Learn article about the
explorer Magellan. 1pC Magazines 1977

“I like the airt rush
simple, and is g
ethod of apply,
dding effects, ¢’
! rememper
pa.r'nrfngfd.r’d for Look and Le

the foremast of a sh
ed in mist. Al ] had ¢

e

.

BROTHER. TRIGO: N P
URTLING DEATH

THE Ex EMPEROR 3 SWORD
FLASHED [N THE MO LIGHT ¢

L

; hl!':. il b
v

* Trigan Empire {Look and Learn IPC

was paint the mast and ri gin
n solid black and then afrgms

colour aver it to give the effect of
mist. If | had attempted that part
using ordinary
brushes it cou d have taken sey-

of the paintin

eral days to achieve the effect |
wanted, rather than a couple of
hours. And time is of the ess.

ence, when vou're workin gasan

Oli's onty been using an ajr-
rush for five or SIX vyears
though, Most of his comic work

lose the df.znm of colour if you try
on top of another
colour. Generally, 11 pProduce a
pencil rough onto the board I'm
working on, and then spray the
background and large areas of
colour on op, adding the fine
detail by hang *
look quite a while to con-
vince Ofiver that an airbrush
Would be useful — he remained
convinced that far too much
time would be Spent masking off
areas, applying a colour, remo-
ving the masking and then
applying another mask for the
next colour and so an which is
the ‘classical’ wa of working
WIth an airbrush, inally, he was
Persuaded to get 5 Thayer and

HE CAME T & Rasap T, WITH
DARE WATERS CF A T FAR
BELOW A BHOUT RANG OUT

o

e

AND THEN. STILL
HIHDING HIs FRECIOU
BURDEN  HE LEAFT i

Chandler airbrush after he had
seen Terry Gilliam's effortiess
use of airbrush technology. “r'm
not very good at CopIng with
lechnical things, and equip-
ment.” Oliver confessas freely,

' he can often be
n

_ g his airbrush,
looking puzzie . after ft has

clo ged up — which it has a

Which is w-:?r

SpPolted prode;,

habit of doin every so often,

despite the fact tha he uses

special non-clogging American
INks. “They're Strange things,
these Luma Inks, Dﬁ explains,
“vou're Supposed to keep them
N a cupboard, locked away from
the light And whenever 'm
spraying an range background
everyone tends to leave the
Artroom — jt smelfe disgusting,
like  someone’s been  sick "
Which al §0es to show whay
Ol’s prepareqd o go through to
produce his paintings!

Given his bac.i:gmund in
COMmic strips in combination with
his interest in films, it would
seem logical for 0J to get invo-

With animated movies —
perhaps in volving computers.
“I've never peen tempted to get
nvolved with computer art —

Ld

I'm not really very patient ! find
T difficult enough coping wiph
the airbrusp, ich | like bée-
ause of s simplicity, and f
couldn’t sit down in front of 3
computer and fiddfe endlessly
with the keyboard to pProduce
the result | wanteg
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“When it comes to animation,
there's so much work involved
that I'm sure | couldn’t put up
with it. I've looked at the
process, and gave up the idea of
making cartoon films before
starting. So much of the work is
mechanical, tracing hundreds
and hundreds of cells and inking
them all in — | simply wouldn't
be able to apply myself to such a

Several stages showing the development of this issue’s
ZZAP! cover as Oliver works it up to completion.

task. Though if | had a team of
animators at my disposal, to do
all the finicky work. ... "

It's not difficult to spot the
influence Oli's background in
comic strip illustration has had
on the overall look of the mag-
azines — bold images zooming
out of the pages are fairly typical
of the design, which is the way
comnic illustrations work, picking
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on particular elements and
emphasising them. “| became
an illustrator in the first place
because | liked comics, [I've
always liked comics,” he expl-
ains, “and this carries over into

ather areas of work.” Comics are
fairly firmly ingrained on his
consciousness nowadays!
“When you're working on a
comic strip you tend to be illus-

trating stories provided for you
by a writer — you work as a
team. A good comic strip author
has to realise what is and isn't
possible visually, and it can get
very tricky, working as an illust-
rator, when someone who
hasn't such a strong sense of
what is possible demands a very
specific drawing.

“By the time CRASH starter
each iflustration—which means
he has to come up with ideas as
well as paintings. He's still pro-
ducing pieces of work to suit a
particular purpose, but he has
more control over the whole
process than he would have as a
freelance.

Nearly all his paintings have a
theme set in the past or the
future — including the pure
fantasy illustrations. here
does the inspiration corme fromy?
“I've never really liked the Here
And Now — the Now doesn't
really inspire me. I've always
liked historical things. All my
paintings are bf'?‘?er than life,
mainly because life isn't as ex-
citing &s it appears in pictures. |
escape into a picture when I'm
painting. When I'm really con-
centrating | sort of imagine I'm
really there, looking onto the
action in the painting — other-
wise it's difficult to see the thing
in my mind's eye. It can take a
couple of hours for me to get
away from a picture — when |
finish | sometimes spend a hour
just sitting in front of the paint-
ing, staring at it. I'm in an alter-
nate reality, | suppase. To work,
the picture has to be convincing
to me, which means | have to get
really involved in what's happ-
ening.” Which accounts for
some of the rather strange facial
expressions that sometimes rest
on Oli's face when he's drawing
3 monster, or an action seg-
vence . .. he has been known (o
suffer from facial cramp as a
result of some pictures!

“I've always been a dreamer,
a romantic if you like. Ever since
the games | played as a chilg,
when | was The Famous War
Hero, or The Brave Sheriff Deal-
ing With The Baddie, I've been
able to get totally immersed in a
fantasy world. I'm very interes-
ted in histary, and read a lot of
history books for relaxation,
imagining I'm there. History is
about real people, and | enjoy
illustrating scenes from history,
even though it involves gquite a
lot of reference work for accur-
acy. In some ways it's more
pleasing to draw futuristic
scenes and fantasy — the refer-
encing isn’t a problem, in that |
make it all up, and it's just a
matter of producing a painting
that has its own accuracy and
detail. It's more pleasing to
make fantasy real than repre-
sent reality accurately.

“What I'd really like to do is
direct a film, | suppose,”™ Ol
mused. “Film is the ultimate
fantasy-fulfilling medium. The
closest you can get to film in a
printed way is a comic strip, and
there are a lot of common ele-
ments. I'd still like to be the
director, sitting above a massive
battle sequence with thousands
of extras all re-enacting a scene
from history. | would really be
there, in control of the ultimate
fantasy...." ]
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To start with it came from the
addied minds of myself, Kev
0'Neill and Pat Mills. Kev is a
former art editor of the paper
and Pat another former editor (|
sometimes think that half the
comic strip fraternity in this
country can lay claim to being
‘former-2000AD’, the paper has
avoracious appetite for staff).

Tharg, another character
instrumental in this story,
orignated about 9 o'clock one
night on the twentieth floor of a
London office block. We'd got
the whole paper's story up and
running, artwork was being
produced ready for the launch
issue of March 1977. it was time
to work out the ‘dressing’: what
sort of letters do we want? How
much, if anything, do we pay for
them? And, most important,
what sort of editor character do
we want to give the paper?

The last question had three
answers: one of us (out of the
question, we were all about as
photogenic as a road accident),
a computer (possible, but this
was before Clive Sinclair was a
household name), or a stroppy,
very superior alien. The alien
seemed the strongest option as
we could make him as gross and
insulting as we liked (people in
comics seem to have
guestionable senses of
humour). Thus was born Tharg.

It stands to reason that Tharg
would need his own language

Judging from ZZAP!'s mailbag, a goodly number of
you do savvy 2000AD-speak. Letters to ZZAP! talk
quite frequently of zarzog games or scrotnig
playability. These two particular adjectives seem to be
the most popular and have even found their way on to
software ﬁguse press releases. For those of you not in
the know, let me explain that said decidedly odd patter
orignates from a science fiction comic called 2000AD.
Roger has asked me, as a former editor of 2000AD, to
write this piece explaining the origin of 2000AD-speak.

Scrotnig . ..oecccec By v oy
Quaequamblas .....coocoottt ..-Jﬂmﬁhm“h

Iil"".....“*..

m G e Wﬂf“ﬂ"ﬂﬁﬂw
Grexnix .- <L es ity and adjectival forms Theres!

WP

Being a learned
discourse on the derivation
of words by KELVIN GOSNELL

s0 we than had to work out some
of it. First to come were Borag
thungg and Splundig vur thrigg,
Thargian equivalents to Dear
Sirs and Yours sincerely at the
start and finish of his (insulting)
letters to readers. These two
were down to me, they derived
directly from an imbecilic
schoolboy gag we pulled at
school. The idea was to start
uttering a string of gross-
sounding nonsense words,
gradually building up the
volume to a wobbling great
shout. | can't really remember
whether there was a point to the
ame, but | do know we usad to
all about laughing and get into
trouble for doing it. Anyway, it
caught on with AD readers
and virtually every letter
received started and finished
with Borag thungg and Splundig
vur thrigg. :
We then turned our attention
to dialogue in the stories. One of
the drawbacks with picture
strips is that you can’t use real
swear words or expletives. The
kids who were buying 200AD
were also going to be fans of TV
series like The ney and
would be accustomed to
hearing Jack Regan uttering
immortal lines like, ‘Bugger this,
George.’ lfwe'd used that sort of
material for Dan Dare or Judge
Dredd we'd all have been
instantly ‘former 2000AD’. So
we made up our own nasty
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words. Dan Dare had was given
drokk, Dredd got by stromm and
by grudd. Once again, these
caught on in readers’ letters.
Moreover, we found that we
were having a hysterically good
time thinking up the words so
we brought in more and more.

As with the original schoolboy
gﬂ me, we got into trouble too.

ohn Wagner, writer of Judge
Dredd, had a character called
Kidd in the Robohunter story.
Kidd's word was snut. It is
delightfully ugly and obscene
sounding in its own right. But
when used as “Snut this fora
lark!” or "Shut your snutting
mouth, pall!” it starts to sound
uncannily worse than the old
Anglo-Saxon word that it is
intended to replace. At least it
did so in the eyes of the powers-
that-were. Despite an extremely
uncomfortable hour-long
argument with the editorial
director, | failed to save snut. it
got banned.

This led to a spate of
bannings. Robots were no
longer allowed to call to call
humans ‘fleshy ones’ and, later,
the word ‘pop’ had to be
expurgated from a cover; one
power-that-was hailed itas a
euphemism for ‘fart’. The great
‘pop’ scandal spread and
spread-the writers responsible
were so disgusted that they
started to feed the world into as
many bits of ordinary dialogue
that they could.

Sub-editors were playing a
hunt-the-pop game for weeks
afterwards.

Ludicrous censorship like this
made all the more silly by the
linguistic nasties which were
slipping through unnoticed. One
writer caught me badly in the
invasion series. The inuadinﬁ
baddies in this, the Volgans, had
a separate language. It had
never caught on particularly
well with readers so we didn't
put much effort into it. | know
that | had offended this
particular writer by making him
re-write his stuff several times
and he decided to get his own
back. The Volgan expletives in
his stories sounded vaguely
East European — ‘sountripp’
was one. At least two parts ofthe
story had been published before
| realised that every single one
had a pure four-letter word
buried in the middie! And no-
one, neither a power-that-was
nor a reader had actually
noticed!
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subtle way. In a Dredd serial he
started using some ethnic
American slang words (he was
brought up in the States). We
discovered later that many of
them — ‘dork’ and ‘schmuck’
included — had very dubious
meanings indeed. John,
WO rkinﬂ with Al Grant (former
2000 AD assistant editor), went
on to take the DIY language field
to its ultimate in a story called
Trucking. This is about a
space haulage firm and was
started up about the time the CB
craze was breaking in the UK.
John and Al took CB jargon and
developed it one stage further.
Lead character Ace arp would
be heard to utter such lines as
You arranged for vour bucklers
to ambab the Snork? But why,
evil buddy? Why should you
want to throw the big-H to your

old antibody?' And that is one of
the more decipherable
offerings! The first series was
very popular, but had to be
accompanied by at least one
pull-out dictionary/booklet so
that readers could understand it.
Later series were brought closer
to English.

To my mind, though, the best
of all 2000AD-speak is scrotnig.
Meaning very much the same as
zarjaz, scrotnig came into being
by a very curious route. There
was one writer working for the
paper who might best
described as the world's first
autistic typist. Delivery of a
script from this guy brought
groans of despair from the sub-
editor responsible for
translating it into a form of
English which could be
deciphered by an artist. One
scene description almost
defeated us all. It read ‘Savage
and men scrotnig across plain.’
Cries of ‘What the snut is a
scrotnig?’ permeated the office
as tears of joy and frustration
flowed like water. Eventually we
realised that it was a typing error
for the word ‘escorting’. So, in
memory of the great
entertainment it had given us,
we stored scrotnig away to be
used later. It first sneaked its
way into a Judge Dredd story,
theninto Th arﬂ’s page and now,
as you know, the drokking
word's popping up all over the
snutting place.

The place where we would all
like to see it appear next is in an

official English dictionary. This
wish, | hasten to add, is only
rtly inspired by the ego-trip of
ggin able to tell our kids ‘See
that? That word's down to me.’
The greater reason is that the
derivation which they will have
to print will give a great deal of
entertainment to anyone who
reads it:
Scrotnig: (adjective)
fabulous, excellent,
generally bringing a feeling
of well-being. (From a typing
error by G. Finley-Day)
If that's not immortality for a
writer then | don't know what is.
Splundig vur thrigg!

From ZZAP! 64, CRASH and -
GREMLIN GRAPHICS

Normally £19.95, ZZAP! readers can buy this
marvellous tracksuit for

ONLY £16.95

{Incl VAT, PR}

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

Gremilin logo onthe back and the ZZA?'I and CRASH

0gos on the front in tasteful tandem!
Don’t miss out on this amazing offer, send off the
coupon today to the address below.

'I_T.J’ ) ‘.r""-'F " . : m
5

‘:’:'.--\-.

=Y. 224
e W TRACKSUIT

W
: Ty t‘l-. "
3 IF . = 5 -
= ! ! : '

)

r----------------------‘------

" Please send me Super ZZAP!/CRASH/

: GREMLIN tracksuit(s)

: Tick sizes sizes: SO MO L0

: PR o ads s e [ S L S

" R 1t e N S i PR

I T I ot i, ot e B 1 BRI e v

: ld;natm}:la I .......
enclose a ue/postal order payable to

1 Newsfield Ltd for £16.95,

§ =

3 " UKprices only, Europe and Overseas, please add

1 £2 peritem ordered.

|

[ mmmnmlm.m

p STR1DB

‘----------------------------
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1. r’HSUMMEH GAMES Il (16%) il 8. (-) PET PEOPLE (4%)

Ui‘* GOLD, £9.95 ACTIVISION, £14.95 disk
AR ratin |H-'

’ ZZAP! rating 97%
2. (9 FAHADHOIP 970) e " ur. o+ - 9.(6/PITSTOPH (4%) oy
HEWSON CONSULTANTS, £7.95 cass A US GOLD, £9.95 ¢ L
ZZAP! rating 97 - T T 2 ZZAP! rating 91 e A :

3: 3/ ELITE 18%3 . A ST 10. (70) BEACH HEAD 11 (3%)

FIREBIRD, £14.95 cass, £17.95 disk . US GOLD, £9.95 cass
ZZAP! rating 92° 2 ZZAP! rating 90%

4.(-) WINTER GAMES (6%)  *.", 11. (77) THING ON A SPRING

US GULD, £8.95 cass GREMLIN GRAPHICS, £9.95 cass

Z2AP! rating 94" ; !: : : Z2AP! rating 93°
5. (4) DROPZONE (6%) ,  +* 12. (7) HYPERSPORTS
UK GOLD, £9.95 cass . MAGINE, £9.95 cass 1
ZEAP! rating 95 ] ' ZZAP! vating 91° s "
6. (5) FHﬂaNI{IE GOES TO HOLLYWOOD (6%) ~ °  13./8) SKYFOX
CEAN, £9.95 cass ARIO L,.-’\j-..L.IFT £9.95 cass

Fi ?...-.} rating 97° ZLAP! rating 91° B
7.(2) WAY OF THE EKPLODING FIST (5%) 4.(17) BARRY MCGUIGAN'S BOXING
MELBOURNE H[]l ISE, £9.95 cass -xf TI*.-Ir ION. £9.99 cass "
AR FRING 3 ZZAP! rating 91

4 YOU COULD WIN SOFTWAREBY VOTING FORTHE ZZAP!

READERS TOP 30 CHART!

Every month we Ady an amazin E-'-Iﬂ worth of software to the first person whose ZZAP! READERS TOP 30 VOTING FORM is pulled
from the bag 1r|1H WINner also receive uper ZZAPI64 T '-.| irt. Four runners up get a T-shirt and a ZZAP! Cap. So all yvou have to do |'=.[|||||u1
I|I form below, remern |*J|||u1|[1 |||-, T name and address down, Hst your i frf vourite games in descending order (remember they must
| gleasen games that you have played), state which 'Eclfll..‘-.-'.'1|'|- vou would like (to a total value of £40) should you win, and your T-shirt size
(S "u L). Then st lni VO 1 orm in to the address shown

ZZAP! 64 TOP 30 VOTING COUPON

(Please write in block capitals)
| am voting for the following five games:

If | win the £40 worth of software, the games | would like are:
Game (and software house)

i ZZAP! TOP 30, PO BOX 10, LUDLOW,
LBl My T-shirt size is S/M/L SHROPSHIRE SY8 1DB
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15. (24) SPY Vs SPY Il S

BEYOND. £9.95 cass £ .

ZZAP! rating 92
i

16. (14) RESCUE ON FRACTALUS -

ACTIVISION £9.99 cass

L
-

22.(29) GRIBBLY'S DAY OUT
EEEP"—:[J'*J i_ZD?ﬁ-?UL TANTS, £7.95 cass
i el Irlhll_]l' |

23. (-) MONTY ON THE RUN

GREMLIN GRAPHICS, £9.95 cass #

ZZAP! rating 91% ” a9 ZZAP! rating 90° '
17.(13) NODES OF YESOD | - 24. (28) KARATEKA  °
ODIN. £9.95 cass ; -y ARIOLASOFT, £9.95 cass "
ZZAP! rating 95° £ ZZAP! rating BO
18.(78) IMPOSSIBLE MISSION - = . 25. (-) BOULDERDASH I&lI
I By LG e n MONOLITH, £9.95 cass 2
ZZAPI rating 82 g ZZAP! rating 82 5
19. (30) HACKER o 26. () SUMMER GAMES
ACTIVISION, £9.99 cass . ) US GOLD, £9.95 cass
ZZAP! rating 87 . ZZAP! rating N/A
20.(22) FOURTH PROTOCOL ” 27.(19) INTERNATIONAL BASKETBALL
HUTCHINSOM . £12.95 cass & L'Dhu'*r"-"]DD':'HE £5.899 cass 4
ZZAP! rating 8956% ZZAP! rating 93%
21.(27) WIZARD'S LAIR ST 28(20) FRANK BRUNO'S BOXING
BUBBLE BUS, £8.95 cass . . ELITE, £9.95cass
ZZAP! rating 89"° . . ZZAP! rating 63
Y i 29. (27) BOUNTY BOB Sy
. WS GOLD, F3.95 cass . al
7Z AP rating 89° A o2
frlars . . o 30.(75) KIK START 3
Sl AP S N & MASTERTRONIC, £1 99 cass .
fa ,-' :' -i::. : (55 ‘.\hﬂ o ZZAP! rating 90
ARG fa ;5\\
.' s : '
» S Chart Voting Draw Winners : '-
N AT N e S Winner (£40 worth of software plus T-shirt): Tom Robinson, Market
4 o Deeping, Lincs; Runners up (ZZAP! T-shirt and cap); S Waldman,
Totteridge: Darren Jones, Builth Wells, Powys: Martin Roach,
- Sutton Coldfield: Steve Carr, Eastbourne, East Sussex.
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WORLD CUP
SOCCER

Macmillan Software offered 50

packages of their sports game
a ndktzilglmtr. to a Tottenham

Hotspurs match for two lucky
winners. Here they are:

Mark Audred, SHEFFIELD, 518 5YW; Mark

L , DGT
1E‘irglnhl Collins, MHHTEE,G-I
Daiton, N. YORKSHIRE, HG4 1PF; J. Doyle,
A . BUCKS; Simon Eland,

. 1525 5BY; 24069547 LCPL
AT, Evans, B.F.P.O., Code No ZP 060527;
David Fairweather, LANCASHIRE, BB3
3AZ; Mark Frary, NR19 2B8;
Miechelle HERTS, WD7 7LS; K
G NEZ3

roundhwater, "
&NT; Philip Hall, N. HUMBERSIDE, HL4
6TT; Jonathan Harris, SHROPSHIRE, 5Y8
4DA; Stefan Harrison, BERKSHIRE, KG11
2JD; Simon Haweroft, SOUTH
YORKSHIRE, 571 1. W : Matthow
ﬁ. BRI 100; Peter Hynds, EEE%T
BDL: mem”,m-lm
Nicholes . LONDOMN, NG e

Proudman,

L7 TUP; Paul Robbens,
CORNWALL; Kolin Robertsan,

LINCS, PE12 9240; J. Rowland,
BIRMIMNGHAM, w; I-lnsﬂhl-n:lhl',
NORFDLE, NR2ZB « Vomy .
CORMNWALL, TR20 8JW; Carleton Shaw,
LOMNDOM, N10 3HT: Simon Pitman,
DORSET, SPE 4HL: Peter Slads,
WORCESTER, WH2 6BE; Colin Smith,
NOTTS, NG12 2JF; Les Talbot, MIDDX,
HA4 BSA: Sinclair Thomnson, GLASGOW,

SUSSEX, 4BL;
Kevin Warren, HERTS, EN7 6HMN; Mr Peter
West, DXFORD, OX9 187,

NODES OF YESOD

Odin wanted to give away 50
copies of their Sizzling NODES
OF YESOD. Winners of the
wordsquare comp were:

n,u.uhn.sumsv&amm 40X; Flg-hrt
Andrews, Peterios, . DURMHAM: Paul
Armstrong, NORTHIMBERLAND, NE23
BDF; Karim Bouali, LONDON, SW17 BLD:
Tim Bowden ,AVON; Paul

CDS and Steve Davis invited you
to win some tickets to a snooker
final as well as a choice between
some other goodies:

Tha Winnar of tha tickets to the Coral LIK
Finals is: Ehsan Rameazani, LONDON,
NW11 BBU

The gix run;mm up are: Peter Cormar,
mnﬁm, ; Nigel Hood, NORFOLK,
9IBD; AND

Tell a funny Russ Abbot type
gnlle and win a strange prize! The
0 funniest readers turned outto

be:

THE ZZAPIQUIZ

And finally, our very own quiz—
the first ever, and with a boo boo
in it. But it didn't stop the entries
pouring in. The first correct
entries receive £25 worth of
software and a T-shirt, with
three runners up each getting a
T-ghirt:

Winners: | Benjelloun, HERTS, ALB 708

Darren . West Midiands, B68 908,

Tottanham, Devid Hancos, COVENTRY Gy SAX.
LONDON N15; Stephen Perkins, LONDON, Jason Hart, South , CF6 4LE.
N14 6PX; Adam GLOUS, GL54 The runNners-up were; Medcraft,
;I}:Adnnﬂ.hh. LES ESSEX, 559 BBP; Shane Stokes, Dublin 18:
How to enter your challenge

1. State games and scores claarly on the form provided (or a close
copy). You can give fewer than four games if you wish,

2. State level achieved at the end of each game, either the wave
number {{f possible], rating or some indication of how far you went
into the gama along with the time taken to complete the gama.

3. In the space provided writs further details about the game which
might help to confirm your score. i it's an arcade adventurs then

percentage and i it has a time limit or bonus then state
left and what bonus was awasrded. Other detalls

include things like the game crashing becausa of the high-score

achieved or whether the game resets at & certain point. Any other

relevant details will be useful.

5. Post your entry to: Zrap Challenge, Zzap! 64, A0 Box 10, Ludiow,

Ehrﬁ'plhh'l..m‘ll}lll

Yes, I'm ready to challenge the Zzap champion on the following games.

GAME.........conanremssnrnsrs sessasmsasssressess SO sesrssssrsosseseses LOVE! roached.. ...

| N e R O (e -
NS A A e A S e AR 14 St LA

I o s o e o e

F RS E RN BRI EE

I I e e e

Game.. assaisisashasaniansnssssssanine SOOI W reississssssiraissie VO] FOBCRO. ...cs e TID RN,

B T L P

Did you axphoit amy chasts, bugs or spacisl tschnigues (ine. suto rapkd fire) 1o obtain any of thess scores? (Yea'no) . .. (M Yes', give full details on a

saparale place of paper. )

| promise these scores are genuine. Signed ................
L TG SRR DU TR SRR SR )

Post code.........couunee

Telephone number (if poss)............cconeinnen

158 ZZAP!64 Christmas Special 1985

LE2 LRIt o]




A VIDEO GAME INTERPRETATION OF THE FILM SCORE BY VANGEL/S

CALGROUPPLC - CRLHOUSE - 9KINGS YARD - CARPENTERS ROAD - LONDON E15 2HD
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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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AMSTRAD
MSX

£7.95

J Please send me
| — copies of THE YOUNG ONES @ £7.95
P&P FREE (UK only); £2.00 P&P overseas.

Orpheus Ltd., The Smithy, Unit 1, Church Farm, Name:

SPECTRUM

COMMODORE

Hatley St. George, Nr. Sandy, Beds. SG19 3HP e g

=

el. Gamlingay (0767) 51481/91 Telex 817117 ETHGEN

Please make cheques or money orders payable 1o Orpheus Lid
and send together with your order form fo-
Orpheus Ltd, The Smithy, Unit 1, Church Farm,

| Hatley 5t. George, Nr. Sandy, Beds. S5G19 3HP.

——— I — — .




INANY DOUBT YET?
YOU AREN’'T! GET
INTO SPACE DOUBT..

As your ‘umble Competition
Minion sits down to pen these
few words, the finishing touches
are being put to CRL's latest
offering. Called Space Doubt,
you are put in the position of a
service engineer on a space
ship. You're ferrying food and
the Shigr has run into a meteor
storm. The hull is being dama-
ged, and lots of little animal-type
nasties are sneaking in through
the holes, and guzzling the grub
you're supposed to deliver safe
and sound.

L i 3
.FM The little nasties tend to

multiply when they've had a
feed (Thank heaven Liddon’s
not like that — ED), and you
could end up in and ongoing
Mother Hubbard situation if you
don’'t get moving. In your battle
against the invading horde, you
have a power block driving a
flamethrower type device — you
can use it to zap individual
greeblie-weeblies, at no great
cost to your energy per g-w, or
you can use it to weld up holes in
the hull to stop more of the little

162 ZZAP!64 Christmas Special 1985 :/

horrors getting in, in which case
your power block runs out of
energy very quickly. (Hard work,
hull welding, you see.)

What we want you to do, to
stand a chance of picking up the
Toshiba portable stereo with
removable speakers and
graphic equaliser, is to come up
with a picture of a food eating,
fast multiplying greeblie-
weeblie. Let your imagination
run riot. Guard you larder if you
decide to do any real life
research, and get drawing. Most

N

lifelike g-w portrait will win the
ghettoblaster, and twenty five
runners up will receive their very
own copy of the game.

Get imaginin’ and drawin’ —
youwve only got until 30th
January 1986 (hip and with it
round here, y'know) to get your
entries in to GREEBLIE—
WEEBLIE COMP, ZZAP!, PO
BOX 10, Ludlow, Shropshire,
SY8 1DB.
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he most powerful games in the Universe "«
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© QUICKSILVA LIMITED
Liberty House, 222 Regent Street,
London WIR 7DR.

Telephone 01-439 0666




i
F1
A
}
3

—_— Ji—
—_—
— o —— — e m———— T——— -
—_ — e e o — f— — . — — — e
— — — A (e - - m— == S
—_— — — — —_ -— _— — _—— =
——————————— —_— —_— e e — fr— — — — i — —
—_— - a— . S S — — S (. s —
—_—— o i P————
B — —_— — ey —
_— - — ——— — —_ —_ — — -~ = p— — s — —t——
E——— —_— — —_ —_ ——— S e —
————— — — e i b
———— o — —_—— — —_ e — | —— — m—
e T == —— = _—_— -— _— o —— e —— m—
————— _— —_— ———— — — iy —————— - — g — i ——
p e —
— — — =
—
[ P — ——————— —
— —_ —— . — — [r— — ——
———————— — g — —rag— = e S— P
== gy —— —
—_ e e — — —
— i —— i —— i ——

F o N

N T
¥ -
e L

'y

Y
Lt

._._*1 .

i ‘5-1_"'1

<SP Fast and furious aﬂ:ade fum“ Heiploe ﬂteBa
ﬂ- defend,bu Ibafes

#F fh _‘_‘!_ﬂ"e Spectrum - x Rribeiows.

= A -

]

e J e el .



ITHENY

CROSS, WITH JIN KIMARS AND
MANPRELL, WRS SEARCHING
FOR HIS PASSENGERS IN

THE CITY OF KEBWOR :r | | ﬂiqig

iillm. !
| |

|

1 ,_r]'_

-THE PARKEST RATS
RUNNING IN THAT SEWER

wWHERE FERR ANP 3
:HDLEHEE RAN WERE THE IMPERIAL GUAREP

T T FEARED ANP HATEP BY
LTE%E%?#HD hﬂﬂvﬁrg&% EVERY LIVING THING ..

R, | THINK
- guﬁFﬁEEEMEE
B MBY BE KNOWN

DAMN /

PISTOL'S
LOST
CHARGEM

. ?jl.--‘.’ i [,
——*_ E
YOUR MAGIC I ' B ONLY YOU,
TOY HAS NO THE TALL ONE, ARE TO

POWER RAGRINST : SPHRED — VILGARRE HAS
THE IMPERIAL GURRD, . - HEUESE. FOR E-'-:::u J You WILL

OUTSIVER =L/ IT el - TenD THE PURIFICATION OF
ASIDE AND PREPARE T STUER. OLITSIPERS AT
FOR DPEHATH. _ THE CTATHEDRAL. s
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THERE ARE
BACK-UP GURARPS
OUTSIPE —

GRABR WHAT
WERFDMNS YOU
CAN ANPw

THERE'S TOO N0 &
| mANY, CROSS — |
SO WE CAN'T HOLP,,

RANSPORT
A STATION.”

wi UINLESS, OF

C!?:'IJREEJE
KEBWOB'S SUSPENDED 'RAILWAY' WAS EE ONESF ThE
NOT THE SAFEST MOPE OF TRANSRORT : SLAVES WHO
EVER INNENTED BY MAN-—BUT IT WRS SUPPLIED THE
INFINITELY SAFER THAN WALKING ' NOTIVE POWNER
FROM TRERDMILLS,

STORY BY KELVIN GOSNELL» DRAWN BY OLIVER FREY=
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TEAM
®SANYO

In this game there are twelve

tackle, each presenting its pr::hhm: ‘fhmm

I oW . Tou might

fall off, refuse a jump, knock a fence down or even be

eliminated for jumping a wrong fence. It's all up to you. Tell the horse 1o
walk, canter, gallop, turn or jump when you want him to, All the thrills
(and spills) straight from Hickstead! That's not all, if you want to try some
new obstacles you can simply and easily design new courses for

_ yourself, without any programming knowledge needed. You can
decide where you want the walls, gates ar any of the different types of
fences available. Up to six riders may compete, each representing a
different country with the scores being updated on the "Master
Sﬁgrahmrd“ruaachrmﬁ.u:tdhm All faults are recorded
automatically, not forgefting the Is ticking away all the time as
well. There is also a "Hi-Score Scoreboard” for each course, We would
like to thank Team Sanyo gnd Harvey Smith for their

encouragement

and inspiration.

MACHINE  PRICE

I Flease add £1.00 for all crdem outside UK

ACCESS CARD No.:
HAME:

soltware Projecis Lid., Bear Brand Complez, Allerion Road,
Woolion, Liverpool L25 T3F
I Tealephone: 051-428 9383 (4 Lines) Telax: 627520




.
L

=
.

168

. FNDT YET/
IF | CAN HOLD |
THIS IRON PULLEY—
USE THE VIRUS TO
AMPLIFY ELECTRICAL
RESISTAMNCE w ¢ :

Ml FOR THE GUARDS, HOWEVER, THE
3| DROP WAS CONSIPERABLY GREATER —
Wl ane FaTAL /

.
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POWER -
MORE
POWER, / \
COME ON BURN/

BURN/

| HIS ENERGY, CRO55 BURNED
THE ROPE HOLPING THE CAR —
IT HAP ONLY H FEW METRES

i KEEP
POWN —THE
CAR WiLL
BREAK OUR

i

MOVE — USE[L”
TOD MUCH
POWER —CAN'T
EVEN SUSTAHIN

IT'S ALRIGHT—
THERE'S CHADS
OUTSIPE . THEY"LL
MNEVER FOLLOW
Us —wE CHNM
PISAPPEAR
FOR DRY's —

b
&7 FIND CA
BN GET TO CEREMONY—

S5
THEPRAL —

NOTHING ELSE
MATTERS»




The return of the legendary crusader - skilfully fencing -
his way through twenty screens of mystery and danger! \% £ J]S
CASSETTE DISK o

ol for s EOL05 KNS

Commodore 64 & Atari

S. Gold Limited, Unit 10, The Parkway Industrial Centre,
(m] HLnLd"-'L Street, Birmingham B7 4LY.

Uratasolt s a registered crademark of r-|.||.|-||||I Live. Fovrros 48 & riegEiered reidemark of forn
| "£x Il TILNELE 13RE5 .'Ill-"ll 1"\.II\I'.I-='..|I'|'\.. Adl I||_'h-|- TE B !’!.q__': 1985 | Wataeot Levie.



NEXT PRY, AT
THE GRERT
CATHEPRAL
THAT POMINATEDR
THE CITY

y THIS IS
CRHZY/
THIS IS WHERE
VILGARRE WANTS
YOU —YOu SHOULDP
BE ON THE OTHER
SIDE OF THE
PLANET.

FOR ONCE
HE'S RIGHT,
CROSS — WE'RE
PLAYING INTO
VILGARRE'S
HAND S —HE'S WITH ME TO
MBNIPULRTING THE RITURLOF
You / PURIFICATION
-OR LEAVE /

— HNDP THRT
MUST BE VILGARRE
IN THE RINGSIPE SERT/
BUT WHAT CAN WE PO 7 wAND THEY
SHALL BE TAKEN
UFP AN NEVER
SEEN RAGRIN .-

VILEGRRRE 1S
MBNIPLLATING ME —BUT
| HAVE SOMETHING HE WANTS —
| PON'T KNOW WHRT \T 1S w
BUT IT'S THE ONLY WERPON WE'VE GOT -

OH WELL—AT LERST
HE'S ACTING LIKE R
HUMAN BEING —
TAKING RISKS AND
LEARNING THE PRT
OF CUNNING .

| HOPE
50, MANDPRELL,
ALTHOLUGH | FEAR
HE 1S LERRNING THE
ART OF MAPNESS
ToO /

wAND |T
IS WRITTEN
THRT THEY WHO
VENY THE GOPS
SHALL BE
PURIFIEP IN
THE CHAMBER
OF THE GODS./

ITIS
OUR

PRSSENGERS.

WILL ANY MAN SPEAK
FORTH ANP SAY WHY

THE HERETICS SHOULP
NOT BE PURIFIER?

—VILGARRE,
YOUR RLLER,
WiLL PEFENDP
THE HERETICS —

Next: The Thing that wouldn’t die...
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TH + & 194] MFLP Inc. AN F"-_ghti regErved,
Ocean Software Limited authorised user

| oftware Limited, & Cenfral Street, Manchester M2 5NS lelephone: 081-832 4433, Telex 449977 Ocaans &
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- The Standard
by whichothers
will be judged.

This is Hardball from Accolade. The firstin a new generation of game
software that sets the standard for others fo beat: if they dare! With
graphics so large and lifelike and sound effects so real, you'l
believe you really are at the ball park - yes, you can
almost smell the hot-dogs!

Sorry, we can't supply the hot-dogs; you'l
have o bring your own - but everything
else is here fo recreate the
atmosphere, tension and
excitement of big fime
baseball on your
own small
screen.
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For Commodore 64
Cassefte - £9.95
Disk - £14.95










