BANGKOK KNIGHTS
SIZZLING FIGHTING ACTION

THREE GOLD MEDALS!

THE SHOOT ’EM UP CONSTRUCTION KIT
MAKE YOUR OWN SIZZLERS!

NEBULUS BUGGY BOY
PUZZLING PLATFORM ACTION  THE RACE OF A LIFETIME
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ROBUST REGULARS
7 EDITORIAL

Taking the hot-seat for the first time, Julian Rignall
rabbits on

8 UNDER THE BAUD-WALK
Bonnie Langford makes a guest appearance in
Mel's spot

35 THE RRAP
More laughs as Lloyd opens another Pandora's
postbag of wonderment

432 ENTER THE HARLEQUIN
The Harlequin casts a sharp eye over Level 9's new
game, GNOME RANGER

53 WHAT'S NEW
Press for action

58 MANOEUVRES

Phillipa exhibits a touch of diplomacy with LORDS
OF CONQUEST and contemplates the qualities of
SSG's RUSSIA

25 POSTMARK
Brendon shows how much fun you can have with
stamps and an envelope

129 COMPETITION RESULTS
Have you won a major prize? Well you won't find
out by reading the contents page . . .

132 THE CHART SHOW
What's your favourite favourite — the quality charts

152 CHEAP AND CHEERFUL
New boy, Dan Gilbert grabs the budget section by
the horns, tightens his belt and plays to win

158 PREVIEWS
The shape of things to come: RIMRUNNER, 720,
SIDE ARMS, SKATE OR DIE and JUDGE DEATH
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FEROCIOUS FEATURES

48 PREDATOR

Curtis Hutchinson gets the lowdown on Schwar-
zenegger's new film — and we scrutinise Activi-
sion’s same name game

59 GREAT EXPECTATIONS
The world of the 16-Bit dream machines explored

54 PCW REPORT
For those who didn’t make it to the software circus

75 JUDGE DEATH
A special 16 page JUDGE DEATH comic strip
courtesy of Piranha

CRAFTY COMPETITIONS

50 ARCADIA MOTOS MACHINE

E‘in aMOTOS arcade machine, thanks to Master-
omic

123 FIREBIRD BUDGET RANGE

Walk off with the complete range of Firebird 199

budget games

131 SOLOMON'S KEY TREASURE TROVE
Three solid Gold Sovereigns are up for grabs in
this great US Gold comp

DECEMBER'S DELIGHTS

12 MANIAC MANSION
A sort of a B-Movie simulator - Lucasfilm's latest
Sizzles spectacularly

20 BUGGY BOY
Incredible arcade racing action with Elite's Gold
Medal winner

28 SHOOT 'EM UP CONSTRUCTION KIT
An award-winning Sensible guide to binary DIY

142 ZIG ZAG
Get lost, in this amazing Mirrorsoft Sizzler

152 BANGKOK KNIGHTS
F-ﬂta kick out of System 3's Oriental sports simu-
ation

154 COMPUTER SCRABBLE DE LUXE
The famous word game comes of age in this bril-
liant Leisure Genius release

156 NEBULUS
‘Addiction’ redefined thanks to Hewson's Gold
Medal platform game

>z

Browse, check, examine, inspect, look through,
read, run one's eye over, scan, scrutinise, study,
peruse, feast one's eyes upon, gaze, glance,

inspect, observe, peep, regard, su , take a gan-
der at: iZAP! 3:3'*3 on sale on ﬁac;‘rﬁg'ﬂ the 10th.
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Little does he reallse the awesome power he holds. Thinking it to be a musical instrument he falls to realise that every - o~ O~
note he plays attracts the ruthless Skeletor and his develish army led by the frightening powerful Evil-Lyn. With the key In W, O Mﬂum
o~ 4
S
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thelr possesion who can stop them escaping downtown America and returning to create chaos in Eternia? Only one man
can save earth from this evil domination as HE MAN meets Skeletor in the battle for Eternia, the final chapter that will seal
the fate of mankind forever.
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*Now you can live it, as the conflict between good and evil continues «

MASTERS OF THE UNIVERSE HAS COME TO LIFE!
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LAND OF

CONFUSION

At the moment ZZAP! is just like a
badly written soap opera—itcan’t
go through a month without some
major upheaval. This month’s
instaliment sees the departure of
Ciaran Brennan, who's decided to
make a pilgrimage to the Great CD
Player of Forest Gate. It's a long
and perilous journay, and I'm sure
you'll all join us in wishing him the
best of luck.

So now there's a different idiot
at the helm. Still, it's not all bad
news — this months' ZZAP! is
packed with goodies, and con-
tains a fabulous 16 page Judge
Death comic strip, a Predator fea-
ture and previews of the latest US
Gold arcade conversions. If that
Isn't enough, there's also a 16-Bit
supplement featuring reviews and
previews of the latest Amiga and
Atari ST games, and a wealth of
Commodore 64 reviews, including
THREE Gold Medal games and
FOUR Sizzlers! What a month!!

If you think that's good, wait

until you see next month's amaz-
ing Christmas Speciall As wellasa
huge arcade feature, extra playing
tips, a retrospective look at 1987
and a comprehensive compilation
round-up, we'll be giving you
advice as to what to ask Santa for
Christmas, naming the ten worst
and ten best computer games of
all time and looking at what 1988
has to offer. There are also a heap
of competitions planned, with top
prizes including an amazing
remote control television and
video, a BMX bike, a chance to
partake in a hovercraft race ang
the opportunity for ten readas
go to war in the Combat Zoi
Don't forget the regular fag
reviews and previews aithe
See you next month, t !
long as | don't get shot, P&
doesn't marry Lofty and St
doesn't wake up and find it
been a dream , . . B
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FEAST OF ST WILLIAM FITZWILLIAM
THE MAGNIFICENT

To the premier of Jeffrey Archer’s first play,
whose name | can't quite remember. At the bar
I'm jostled by Saint Bob Geldof, which is very
ﬂdf:ll:ua 5 | have always assumed that one holy man
would instinctively recognise another, Perhaps
Bob is tired. The play receives nine curtain Ealg.
which proves that there are as many morons
v’rs.ilinithe theatre today as there are buying
rubbish software, Only twelve hours later, | meet
Archer at Olympia, which he has obviously
mistaken for Victoria railway station. The
confused millionaire looks very tired and red-
eyed, and has grown even shorter overnight,
weighing in at a little over four feet. It seems that
Domark need a bit more publicity for the
disgraceful Jefirey's Not a Peni More Not a Peni
Less, and | am happy to help a fellow novelist
downon his luck, who hasr.ﬁn&en lonameis 13-
year old son ‘Willie’ for some Freudian reason or
other. Archer's wee book informs us that the
telephone number of his Lord Brigsley character
i5 1-735-7227. Well, this just happens to be
little Jeffrey's own phone number, and | can only
conclude that the poor man is desperate for
someone to talk to. However, | feel sure that
ZZAP! readers have better things to da than to
give him a call. Haven't you?

ACCESSION OF WILLIAM THE
GREAT

MNow look here Tavarich, just becausel've had a
beer with Billy Bragg doesn’t make me a
communist. | mean, so maybe |"ve shot the odd
Tzar and crushed a Prague or two, but ain't no
Russian mole. No, I'm more a medium-paced
weasel. However, there comes a time when |
must nail my colours to the mast, expose myself
and speak out. Itis my social duty to free ZZAP!|
readers from the yolk and the slimy white stuff
that goes round it of Thatcherite censorship.
How dare she ban me from quoting to you from
my personally signed copy of Spy Catcher.
Everyone knows that we have the finest Secret
service in the world running our country, it's
called the KGB, er, | mean it’'s called Mi5,
although | am not allowed to tell you why they
named it after a Motorway. But | don’t see how
quoting from Fly Snatcher can possibly be a
security risk. Here goes then, | am about to break
the law, and | don't care. The public has a right
to read the fﬂ“!’JWil‘:éi amazing revelations and |
quote, 'Copyright © Peter Wright, 1987, All
rights reserved, Library of Congress Catalog
Card Number: 87-40243, printed in the United
States of America, price $19.95, dedicated to
my wife Lois,". | was going to tell you how to
interface your Commodore with a Kalashnikov
AK-37, butl don't have the time today. Instead |
can reveal that Tony Kavanagh has just
presented me with a hammer and sickle, and
admitted that he performs the same function for

8 ZZAP!64 December 1987

Argus that Peter '5py Catcher” Wright has
periormed for British Security, Tony seems to
think that he is the defecting (or possibly
defective) captain of the Russian supersub Red
October and is willing to pass me a boatload of
secrets in return for two cups of coffee and a
Rothman's Kingsize. The Hunt for Red October
is based on best-selling author Tom Clancy's
book and forthcoming film, and proves once
again that all Russian military personnel
communicate with one another in fluent
intelligent English, so that we can tell them apart
from the inarticulate Yanks.

ASSASSINATION OF KING WILLIE
THE LESSER

My Sillysoft Name of the Month Award goes to
Martech, purveyors of the smuttily Iitlﬂtfn'\":gef
Mansell’s Grand Prix. In an unprecedented
outbreak of trade description, their front man is
going around calling himseli Roger Swindells,
which is as complete a sentence as Samantha
Fox by my reckoning. My ‘I learned English
When Maggie Thatcher Was Education Minister”
Award goes to Gremlin Graphics for their latest
batch of press releases. The blurb for Blood
Villey begins, 'Gremlin lie before you . . .
Nice one, | didn't know it was their turn,
Whereas fack The Nipper gains points b
‘bonking tasmanian dnwils.', which should make
the eyes water somewhal. Speaking of which,
may | unreservedly atone to anyone | have
offended Under the Baud-walk, particularly Ms
Cheri Langdell who was caused some distress by
my quoting her comments and no-comments. |
had temporarily forgotten that the computer
industry is now devoid of bad taste and without
the humour that exploits the weaknesses of
others. My sincere apologies.

BANGING TORIGHTS OF OLD BILL
THE TOTALLY INSIGNIFICANT

Today | was playing with my face, thanks to my
Fairlight digitiser and a morbid fascination with
the ageing process. As the cuckoo clock struck
for more pay, which is what comes of growing
cuckoos from bird seed, my own identity
suddenly became clearto me, and all because of
the fact that the identity of the Editor of ZZAP! is
one of the most horrendous secrets in the
computer warld. The more observant of vou will
have realised that our Editors face and body
undergoes horrific changes at frequent intervals
In a sort of spontaneous regeneration process.
Think about it . . . ZZAP! Editor, different
appearance, bizarre mutation fram geriatric to
infant to half a bag of hedgehog flavoured crisps.
Get it? Got it? You better believe it. The Editor of
LZAP! is none other than a well-known Time
Lord, BBC1 every Monday, 7.30 pm.
Unfortunately, Doctor Who's faithiul sidekick,
as everyone knows, is named Mel, which seems
that | am in reality none other than Bonnie

Mel Croucher’s

UNDER
| THE

BAUD-WALK

Langford, and have lost the will to live,

WILHELM WURST TAG
(HOLLOWAY)

Christmas is coming, and there are some very
peculiar goings-on in the Mattel toy cupboard.
Michelle Irwin, the elfin Public Relations
bassette of Mattel toys, has just told me the most
astounding things. Last year's all winking lip-
sync storyteller Teddy Ruxpin has mutated into
none other than Mother Goose, probably dueto
the radiation effects of Chernobyl. His'Her
synchronised pulse tape is now clothed in
flowing skirts and a granny bonnet, and her beak
can give you guite a surpnse as she whispers fairy
stories in yourear. But this is not the shocking bit,
Michelle reveals that Tropical Barbie has run off
with Tropical Skipper, her little sister, away from
Tropical Ken, over an argument concerning
floral swimwear. Rumours that Barbie is now
living with He-Man are completely untrue. ‘How
can you be so sure?’ | ask in that disarmingly
innocent way of mine. 'Have you taken He-
Man’s trousers off?” comes the reply. ‘All the
relationships between our toys are purely
platonic —check for yourself!” Whatever can she
mean? Speaking of which, those ladies of the
flowing skirt and granny bonnet Saint Brides are
after me for a good whacking with their swishiest
of corporal punishment canes, for ‘being a
naughty boy' and using the expression ‘Shi'ite
fundamentalism’ within their sensibilities.
Fortunately | achieved the rank of Flight-Sergeant
when | was being trained to be a mass murderer
by Her Majesty’s minions, so my backside
remains unwealdy.

CONCEPTION AND
SIMULTANEOUS BIRTHDAY OF
MERCY DASH (Saviour of the
Software Industry)

Mot since those far off days when The PiMan
ruled supreme on the back pages of Popular
Computing Weekly has there been such a
cartoon event! ZZAP!'s sister magazine The
Games Machine has sold off the coffee machine,
white slaved the entire graphics department and
bust open open the Christmas party piggy bank
so that they can afford the services of my own
genius and that of the world's most celebrated
computer cartoonist Robin Grenville-Evans. The
software industry is about to be saved by the
Superheroine of all time, Mercy Dash (she's
mad, she's bad, she's brought her Dad), and it is
my truthful opinion that she is the best thing we
have ever conceived since closing time. | can
only hope that Newsfield will always remember
the documented fact that when the PiMan
resigned from Pop Comp its circulation
plummeted by several hundred percent. The
quality of Mercy, on the other hand is not
strained. Must Dash,
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DISCOVERY

CRL, £9.95 cass, £14.95 disk, joystick or keys

ut in the far reaches of
0 space lies a giant, empty

spaceship which has been
dritting for over 2,000 years. The
inert vessel is intact, save for a
missing circuit board, the scat-
tered components of which are
located around the ship's indi-
vidual hulls. Iif this board was

0o

»  Thislogic puzzle is just one of 12 such games to be found within the good

ship Discovery

The idea of dis-
guising a series
of sub-games
within a main
game isn't very
original, but those included in
Discovery are both varied and
extremely playable. The mere
fact that there are 12 of them s
quite appealing, and there are
only one or two which fail to
please to any great extent. The
¥xfhlnu have that typical CRL

to them - slightly chunky
and bordering on the gaudy,
but to be fair, some sections
are very good. lronically,. the
exterior battle is the
weakest link, which looks as if
it's using the je scrolling
routine from CRL's earlier
effort, Death or Glory. Still, if
you can ignore the space sec-
tion, the sub-games included
should provide plenty of enter-
tainment.

assembled, the entire ship could
be guided back to Earth.

The player is volunteered for the
mission, and flies over the muilti-
directionally scrolling spaceship in
saarch of the components. There
are 12 docking ports dotted
around the spaceship, and enter-
ing eéach one reveals a sub-game.
The collection of these games
include a horizontal ' Centipede’, a
‘Breakout” wvariant, a simplified
‘Painter’ game and even an
implementation of Solitaire.

Each game has an objective
which is completed within a time
limit. If the attempt is successful,
some missing components are
added to the circuit board. If not,
the player is expelled without
reward and may only return when

another game has been tackled.

Flying from port to port is a

HHTEH

HLOER
nun4son

s

hazardous occupation as the giant
ship's robot guardian fighters fly
around and constantly fire at the
player's ship, wearing down its
shields with every accurate hit.
replenished by
successfully completing a sub-
game, but if they are are reduced
to zero, a further hit proves fatal,

Shields are

CRL have
cheated a bit with
Discovery, as it's
merely a compi-
lation of rather
old and wunoriginal games
linked by a very basic shoot
‘em up. However, the puzzles
are instantly playable and not
too hard, so it's very easy to
get into the action. Building up
a circuit board is a novel idea,
and with the wide variety of
sub-games it provides quite a
challenge. My only reservation
is that a couple of the puzzies
rely on random elements too
much, making it difficult to
develop an effective strategy
to beat them. Discovery may
look old hat, but it's extremely

playable and the sub-games
work well.

There's certainly
plenty of variety
in CRL's latest
release. The
twelve sub-
games are a mixed bag of puz-
zle, shoot 'em up and reflex -
and one seems fto require
100% luck to complete it. The
instructions are sparse, but
working out how to play each
game is what makes the action
s0 enjoyable. The difficulty
level is extremely well
balanced, and a few more
components ' are collected
with every game, making the
action very compulsive. Dis-
covery may be expensive, but
it does offer plenty of long-
term entertainment - try it out
and surprise yourseif.

»  Flying over docking bay number nine in CRL's latest game
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and the mission ends. :
When the entire circuit board is

assembled and working, the
mission is complete, and the ship
is taken back to Earth.

PRESENTATION 67%

No Instructions for the sub-
games (hence the title), but
otherwise fing

GRAPHICS 64°%

The majority of puzzle sequ-
anceas are smart, although the
space saction 18 mamred by ined-
factive aprites and awlul scrol-
ling

SOUND 55%

Decent title tune, but the spaotl
affects are very Wweak

HOOKABILITY 84%

Extremaly easy to get into,
although the lack of instructions
for the sub-games doasn 'l halp
much

LASTABILITY 79%

The puzzles are varied and play-
able enough to provide a real
incentive to completa the game.

OVERALL 77%

An enjoyable and strangely
addictive collection of puzzle
games
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MANIAC MANSION

Activision, £14.99 disk, joystick only

® Lucasfilm's innovative arcade adventure packs an eerie atmosphere

he inhabitants of Maniac

Mansion, have started to

behave very strangely fol-
lowing the crash-landing of a
meteor in their back yard. Head of
the household, Dr Fred has
developed megalomaniac tenden-
cies and vowed to take over the
world — one teenager at a time.

The player takes the role of
Dave, a typical American kid
whose cosy life is suddenly inter-
rupted when his pretty girlfriend,
Sandy, is kidnapped by tha evil
Doctor. He plans to use her in his
vile experimeants, the first of which
IS to suck her brains out! Dave,
being a goodly sort, decides to

Hew

linlocCk

U= e

*  Rignall heaven - a room full of
arcade machines!

eally good arcade adventures have been in short supply

welcome. Maniac Mansion's

visit the Mansion at night and
rescue his sweetheart before she
gets sucked senseless.

Before the adventure begins,
two of Dave's friends are chosen
to accompany him on the mission,
Six chums are presented, each
with different abilities and weak-
nesses which are only discovered

Turn on
'I_l_ll'l'l off
FiX

F.id

¢ mail it to

i i
aﬁﬂiﬂh‘iﬁiﬁ'ﬁi = SR S e

through experience. These indi-
vidual characteristics, and how
they are applied during play have
a significant effect on the mis-
5i0n’'s outcomea.

Having chosen two party mem-
bers, the house is approached,
The adventurers are controlled
one at a time, with the functions
keys used to change between the
three members. This individual
control method allows the party to
split up in traditional B-movie trad-
ition and explore the mansion.

The horizontally scrolling main
display shows a side-on view of
the currently selected adventurer,
Below is a message screen and
text area which contains a list of
verbs and all the items in the
character's inventory.

Commands are entered using a
joystick controlled cursor, and
involves placing the cursor on the
verb required, (such as 'unlock'),
moving it onto the required object
on the main display (such as the
door) and finally (if necessary) on
the imrentn%riltﬂm to be used (such
as 'key’). The message screen
prompts "uniock door with key’,
and the action is activated by pres-
sing fire. Fortunately, the parser is
intelligent enough to supply pre-
positions for appropriate verbs.
The character often offers advice,
the message screen displaying his
or her reactions.

Occasionally the action cuts to
show a cameo scene happening
elsewhere around the house -
sometimes the Dr muttering
snatches of his plans, or another
member of the household wander-
ing around.

0 complete the mission, all
three members of the party and
Sandy have to be guided to safety,
and the evil machinery in the base-
ment disabled. Can it be done — or
is the Doctor going to take over the
world?

¥ Even the TV set in the lounge
works!

addrecs ShibDwh
g F W 3 v-qr?fwwlwﬂ
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recently — so this is ve
scenario is very reminiscent of the Rocky Horror Show, and it
packs a similar sort of spooky and zany ere. Through-
out ﬂ':ﬂ nﬂunl;\uturn Ihan are both visual and aural clues to help
youa — but the rea to progress is thro experimen-
hﬂnnm‘: plenty of raction, with of different
things to pick up and explore. The control method is a doddle
to use, and makes the action incredibly easy to get into. If
you're an arcade adventurer with a disk drive looking for enter-
tainment, stop off at Maniac Mansion and look around.
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he packaging on Lucasfilm's latest is drab to the least,
T but the game is far from that. After a suitably ::Ink;r intro-
ductory sequence, the action quickly gets into full swing. Man-
iac Mansion feels very much like an interactive Scooby-Doo type
cartoon, and | particularly like the way that the game ‘cuts’
from scene to scene to show the evil plotting of the mad Doctor.
The humour works well - read the notice on the nuclear reactor
in the basement and it says 'Made in C !

ters are pleasantly animated and all the | ns are neatly
presented, with plenty of clever touches and sound effects —
especially the scratchy old record on the gramophone. The
unusual menu system is easy to use and progress is initially
nam but Maniac Mlﬁ.lnsig:' will certainly take a fair amount of
solving — anyone with adventuring tendencies and a disk drive
should go straight out and get it.

Ifruu'vuemthuughtmatmu
arcade adventure genre was
getting a little tired, take a look
the latest product from
Lucasfilm and think again.
Maniac Mansion combines
arcade action, visual clues,
perplexing puzzles and a great
sense of humour to create one
of the best arcade adventures
I've seen. The control method
is incredibly easy to use, and
guiding the three intrepid
explorers around the mysteri-
ous residence is highly enjoy-
able. Discovering new loca-
tions and objects is always
rewarding, and some logical
thinking is required to prog-
ress deeper into the adven-
ture. The player interaction is
tremendous, and gives the
action a wonderful feel.
Although the graphics and
sound don't push back any
barriers, they work together
to create a believa- EESS
ble, almost film-like atmos- I T BT .
phere. EGIET Mansion S i, : ' _ . ¥id Turn on
definitely ranks as a‘must buy’ b 4 sihy 2 s ; iinl1ock furn off
- it's a shame that it's only i S o vl g : Fix
available on disk. 3 3 g g

take a look at part of Dr Fred's art collection

» Two of the rescuing team

¥y The exterior of the creepy old
housa from Maniac Mansion

PRESENTATION 95%

Brilliantly constructed and sup-
erbly implemeanted.

rusied shut, GRAPHICS 80%
' Large, cartoon-style sprites and
mcely drawn backdrops.

SOUND 79%

Mot outstanding, but the effects
help to create a wonderful
dalmosphera.

HOOKABILITY 93%

The excellent control method
makes the adventure easy to get
into, and the action is addictive
from the start.

LASTABILITY 86°%
When the adventure 18 solved,
return to the mansion with a new

gang.

OVERALL 93%

An innaovative and polished
= arcace adventure which
furn on ; shouldn’t be missed.
T Of
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STREET HASSLE

Melbourne House, £9.95 cass, £14.95 disk, joystick or keys

t's not easy being a superhero.
You stand out in a crowd, attract
attention to yourself and have to
beat off admirers. Underwear Man
is one such crusader - but unfortu-
nately he takes things a bit too
seriously and attacks anyone that
comes near him.

bourne, running the gauntlet of its
odd collection of inhabitants.

The player takes control of UM
and battles hordes of fatties, stick-
wielding blind men, handbag lob-
bing grannies, escaped giant goril-
las and snarling dogs who attack
individually at first, then in groups

level he's on.

At the top of the screen are two
energy bars. The first denotes
UM's energy level and remains on
screen throughout the game, while
the second appears only when an
opponeant draws near. As the com-
bat ensues, both bars diminish

»  Our blonde, tanned and Y-fronted Australian hero beats and kicks his way through downtown Melbourne - just

like real life!

iP5t
8005 2

PLAYER
ENENTY

T ifit

I'm sure that if the
team were asked
to write a com-
puter game,
they'd come up with some-
thing like this. Taking control
of UM and doing battle with the
assorted weirdos is great fun!
The  graphics, although

blocky, are full of character,
and the animation is t.
UM’'s moves are limited, but
there are some really whacky
custom ones to try out, includ-
ing the the ‘ear twister’ and
‘nut crusher’ - the results of
which are hilarious. The moves
change from level to level,
making things more varied,
and there are some amazing
street hasslers later on. Street
Hassle is a beat "em up with its
‘tongue firmly planted in cheek,
and comes thoroughly recom-

mended.

Resplendent in his black boots,
studded wrist bands, blonde hair
and startling yellow Y-fronts, UM
makes his way across the horizon-
tally scrolling suburbs of Mel-

14 ZZAP!64 December 1987

P  Toavoid these evil enemies, you have to tickle the dog, and beat up the
old lady . . . Who writes these things?

on higher levels.

UM isn't exactly defenceless,
and has an amazing and often
hilarious array of moves, ranging
from simple kicks and punches to
head butts, belly butts, swinging
opponents above his head and
even wringing their ears! Not all are
immediately available, though,
since they alter depending which

g
=

- e

T RN
' -.-."‘1::".‘-::!'

according to contact made betw-
een the two parties. Should UM's
energy disappear completely, he
loses one of this three lives and
begins the level from scratch,
Lost energy is replenished by
catching the winged hearts that
are periodically released by a
midget in a trench coat. Care
should be taken, however, since

be believed. Maybe

on higher levels this character also
rolls out bombs, and unless UM
swiftly tosses it off screen he loses
another life. it's certainly all go in
Melbourne these days . . .

FHESEHTATIDN B82%

Plenty of'o and a gooc

seraEn

GRAPHICS 77%
|. PSS [E -"'."='i! NUMOLroOUSs Caricon-
hke characters-and great b

arops

SOUND 61%

!.:f-l itable r::':-;-i';"' 5

bumeE

HOOKABILITY 83%

The violent nature of the game is

waorryingly addictive

LASTABILITY 67%
Enoughin it to keep a hardened
Deatemup fan amused {orsome
fime

OVERALL 80%

v strange but enjoy-
able beal'em up

and an odd
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IMPLOSION

Cascade, £9.95 cass, £14.95 disk, joystick only

n artificial planet is on a
direct course with Earth. At
its heart is a white dwarf
and the resultant collision

star,
with our planet would be catas-
trophic. Only one course of action
remains — to send a fleet of three

attack craft 1o penetrate its
detences and initiate its implosion,

The planet is protected by a
series of energy spheres con-
nected together to form a grid.
Seven of these pure energy struc-
tures need to be eliminated before
the planet's wvulnerable Trench
system is breached.

To destroy each protective grid,
all the linking energy spheres are
eliminated by repeated blasting.
When all the spheres are
destroyed, the entire grid begins
to collapse, and a Portal to the next
level is located and entered within
the ten seconds to complete the
destruction sequence. If entry is
successful, the next level is loaded

The main prob-
lem | can see with
Implosion is that
the game struc-
ture tends toward
the simplistic side. It appears
that the technical aspects
were tackled first, and then a
game bolted on to the high
speed scroller and clever grid
system. One really annoying
aspect is the incessant alien
attack waves which con-
stantly buzz around your ship
like angry bees. These are
difficult to shoot, since the
ship is unwieldy and can’t fire
while attempting to tumn.
Implosion is fast and plays
quite well, but it boils down to
being a very straightforward
shoot 'em up, which simply
isn’t enough to justify its price.

from tape or disk.
Throughout the mission, alien
defence ships attack, draining the
spacecraft’s energy. Contact with
the grid or failing to secure a level
within the time limit also causes a
loss of energy.
Energy crystal

stores are

At first glance,
Implosion  looks
. The super-
smooth
scrolling

graphics are very impressive,
and there are some great
tunes and sound effects. How-
ever, those favourable first
impressions dwindle when
you start playing. The gamep-
lay is very simplistic and not at
all challenging. There's little to
do other than blast the links
and avoid alien attacks. Col-
lecting the crystals would add
a little to the action, but
I found it far too risky pursuit
to be worthwhile. It took only
one session to reach level six,
and since there are only eight
Imln | very much doubt Implo-

sion's lasting appeal, espe-
cially as the game ends when
levels have been com-
pleted. There just isn't enough

depth to warrant the price tag.

SUPER SPRINT

Electric Dreams, £9.99 cass, £14.99 disk,

joystick only

he popular Atari two-player

racing game has at last

arrived on the Commodore
64, courtesy of Electric Dreams.

At the start, a one or two player
game is chosen. The former pits a
solo driver against two computer
controlled "drone’ cars, while the
latter is a head-to-head race, with
the option to include a drone
opponent.

Four circuits are available, each
viewed from above and littered
with hazards such as tornadoes
and oil slicks (causing the cars to
spin out of control), and water
puddles (which slow the cars
down). When racing round the
track, the players have to use
ramps 1o jump gaps in the circuit,
negotiate moving gates and take
ﬁhﬂr't cuts in an attempt to finish
irst.

Colliding with the side barriers
at a slow speed stops the car tem-
porarily, while high speed
smashes require a replacement
car, flown in by a helicopter.

Bonus spanners appear regu-
larly, and are automatically col-
lected when driven over. Collect
three and an extra feature is added
to the car, either super traction,
turbo acceleration, higher top
speed or increased scoring.

if the drone car finishes first, the
game ends. Otherwise the track
selection screen reappears, with
any completed circuits bearing a
flag in the appropriate winner's

so0 the
arcade version is
' the bees knees,
) hut this version is
awful.
Graphically, I:hn game is tre-
mendous: all of the tracks are
beautifully presented, and the
cars are small and neat. The
control is a little slow to react,
but bearable. So, what's the
matter with it? In a word -
bugs, and plenty of them, Cars
can be driven off ramps onto
the track below, who
haven't collected any span-
ners are allowed to customise
their cars and at one point,
both cars exploded, the
helicopter froze above the
track and the drone car, oblivi-
ous to all the excitement, went
on to win the race. If only Super
Sprint had been prnm
ested - it could have
gmt LR ]

colours. When all four tracks have
been completed, a fresh set are
loaded in for the competition to
continue.

| love the original
- it's really com-
petitive and

very similar, but unfortunately
frequent bugs ruin the enjoy-
ment. Yes, Super Sprint is badly
bugged - something you don't
expect to find in a full priced
game. Sometimes the helicop-
ter freezes before it drops a
new car on the track (effec-
tively ending the game), and at
other times cars glitch terribly,
u:plndnn or disappearing and

on another sec-
ﬂr.'m of the track. Super Sprint
could have been brilliant, but
g't: fallen far short of its pnturn-

' L}

| eeeees _see

located around the grid and
release four energy crystals when
destroyed. These are collected to
give extra lives, energy or points.
On the final level, giant power
centres are destroyed to cause the

final collapse of the impending
threat — and Earth is saved!

PRESENTATION 80%

Uncluttered screen display with
apretty title screen. Demo mode
and trainer are also featured.

GRAPHICS 71%

Clear grid backdrops with fast
and smoath scrolling. Nicely
detailed main sprite, although
the alien vessels are rather plain

SOUND 73%

Lively titie tune and end game
nngles, and adequate spot
gftects,

HOOKABILITY 60%
The immediate blasting should
appeal to most games players.

LASTABILITY 49%

The similarity of the levels and
simplistic gameplay hardly make
for an enduring pastime.

OVERALL 57%

A fast, graphically pleasing
shoot "em up which provides
only a moderate challenge,

PRESENTATION 72%
Clear and concise instructions
with faithful presentation on
SCreen.

GRAPHICS 82%

small but adequate car sprites,
with some beautifully rendered
track layouts.

SOUND 31%

The grating soundtrack repeats
every ten seconds, and the
effects are similarly forgettable

HOOKABILITY 61%

Easy to getinto, but bugs swiftly
mar the enjoyment.

LASTABILITY 45%

The two player option is fun, if
you can stand the bugs.

OVERALL 58%

Anannoyingly and unneceassarily
flawed arcade conversion,

»  One of the many circuits
awaiting the burnt rubber
traatment
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Thar& are two things that
set Buggy Boy apart from |
other games of this type: the
| use nfgmm“dﬂmnnntml

method. may look bet-

BUGGY BOY . -
(Super Cycle included), and no
i other game feels so good. The

i : buggy is very responsive and

Elite, £9.95 cass, £14.95 disk, joystick only goes exactly where you want it

= lt::, crunﬁngn; paﬂact‘f?ﬂt::ng Iri'l;

Incredibly compulsive exciting racing action from Elite volveme ou

o i ; wrapped up |i"1 II-nurII proceed-

Inga. The speed of the action is

a high contributing factor and
Hm“ “ﬂﬁ. m]‘:ﬂgﬁ levels

really ma ita
osition. There umnqrgﬂr?';!;
ames and racing games - but

re’s only one Buggy Boy!

ho says the racing genre |
WIB dead? Buggy Boy

proves that the racing format
is very much alive and kicking.
It's rare that a computer game
man to give a real feeling
of thrill and exhileration, but
Buggy Boy manages it! The
g ics are  absolutely
superb - I've never seen such
a smooth and realistic 3D
effect, and the ‘feel’ of the con-
trol method is tremendous.
The buggy responds in exactly
the way you wish, and that
makes for some really involv-
ing and exciting racing. There
are five different tracks to
race, varying from the rela-
tively easy Offroad, to the
mean East. Each one has its
own distinct character and
requires a different approach
to complete it. On Offroad you
can burn along and go for
bonus flags, but the hazard-
filed South track ires
some dextral driving. ti
like most of all is that Bugay
Boy remains totally addi
even when the courses have
been completed. It's not only
the feeling that you can better
your top score, but there's
something in the gameplay
that makes it enjoyable to play

' time and time again. Brilliant
stuff Elite, how about a Buggy
Boy II?

i
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he worst thing about this month was Buggy Boy -1 had to
write some reviews! If you think I'm jok-

once you've started. The designers have

ourses 5o cunningly, that hitting one too many obsta-

cles means you coast to a stop a few agonizing inches from the

line — and you have to try again to see if you can get
extra seconds. On top of that, there are quick, clear
are very reminiscent of the original, atmospheric
and masses of tracks - five courses, each with
Id keep the best player going for days. Buggy

all the way. Buy it!

remaining from the stage
are added to that allowed for com-
pletion of the latter.
ing I‘WEH‘BHH hﬂglnrds

, with mora to
avoid, and banked bends, tunnels | fa (310 R: D4
and bridges to test the player's | RV eEgclcleilo s He fele Tg-1 00
m abilities. A fmmﬂ:a m and the overall look is slick.

encou :

driven into for extra points. GRAPHICS 91% _
The somewhat chunky graphics
are completely offset by the
speed at which they move: ulti-

s PP |

- Nutthrhea{amwimﬁmema
way of music, but enough
ef?gms to add a suitable atmos-
phere,

HOOKABILITY 97%

Pick up the joystick at your peril
- and make sure you've QCII the
next day free.

LASTABILITY 89%
Very hard to beat the tDI.I?I'I-Bﬂ
course, but great fun while

you're trying.
OVERALL 97%

A cracking racing game that
proves totally compulsive.
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MINISTER

joystick or keys
es Prime Minister closely
follows the popular televis-

l lon comedy programme,

and takes the player through a typ-
ical working week of the right hon-
ourable Jim Hacker PM. During
this time he or she has to success-
fully negotiate the pitfalls and
hazards of the country's political
machinery.

The main screen contains a view
of the interior of Jim's office. Al
the usual trappings of a major
political power are there.
Accessing these items is
achieved via a floating cur-
sor. Clicking the fire button over
the selected equipment accesses
another screen, where the desired
information is displayed.

* POMER (LTS To ONE ..

YES PRIME

Mosaic Publishing, £14.95 cass, £19.95 disk,

appointment, the player takes part
in the meeting, which usually
involves a discussion with Sir
Humphrey Appleby, Barnard
Wooley and a specified guest.
After a resumé of the particular

Hinyrsitru for

i
S1r H.: It

I’_j} PFlEase
<) annou
fol lovers

Uill of

radical
your

problem, the PM instructs his min-
lons by selecting orders from a list
of possible dialogue. Choosing the
correct response allows the meet-
ing to continue, and also increases
the PM's poll ratirr?.

The game is played over five
working days, each of which is
loaded and played separately. At
the end of the week, the PM has a

HOMEN s

The game starts on the moming smile the ﬂth*' E:
of Monday, April 1st. Checking the times you play, as the
left hand drawer of the desk shows ‘script’ is very similar to the
a list of the appointments that Jim original TV series, but unfortu-
has to attend during the course of nately the jokes wear thin once

i”7| keep a check on the time, and go of times. The £15 price tag is
to the appropriate rooms at the far too high for a game which
correct hour by accessing the offers such limited entertain-
door. ment.

Having arrived punctually for an

YOGI BEAR T
. : consi
Piranha Software, £9.95 cass, £14.95 disk, made jobs
- Joystick only. of their licensed
¢ games, and Yogi
f oor old Yogi Bear! His life- | landscape to find his diminutive Bw““"““mmhxﬁm
1 long pal Boo-Boo has fallen | buddy. ’ gimpl c side, but is mildly
1 into the clutches of a greedy In frun_t of the cage are a series add Thu’ are
hunter who intends to sell himto a EL Etﬁppln% s_tﬂr:r?s whrn]::h hgve :4:. = mhﬁ: ndm nl‘l:l'louun':ﬂtl'inmhant-
Circus. crossed in the night order to
] Boo-Boo is locked in a cage on | reach the key. If the wrong stone is dmr:r‘?h: little g:f“:_f; m
. the far side of Jellystone National | stepped on, the hunter is alerted m. :nmnlmly orking out the
Park, and Yogi makes his way | and Yogi gets captured as waell, GOeEt fouts. talids plenty of
. across the horizontally scrolling 'élglﬁgaﬂﬁﬂ Il-::f his five “‘-’Es-l Ehics , and a little car-
- 0-800 has left a tral tot- e i
| fee apples around the park, each mﬂlﬂﬁﬁm
one containing a part of the step- wear off once Boo-Boo has
| was pleasantly| | ping stone sequence. If Yogi col- : but It Sread
surprised by the| | lects them all he can safely release = II "“‘m :d'ra you forte, Yoqi
quaiity of the| | Boo-Boo. Bear provides sufficient enter-
characters in Yogi wanders the park in search i
Yogi Bear. Yogi| | of the clues, avoiding snakes,
himself is drawn, | | frogs, vultures, irate campers and | A touch from any of these reduces
although the animation is| | the park custodian, Ranger Smith. Yogi's energy, which shrinks
rather poor - ially when
| he jumps (don't Elnh or you'll
1 miss it). The landscape itself is .
' very colourful and has a nice E z
cartoon-quality feel to it. The
inspiri hning'n'i' nanltn'ltph
inspiring, a run
F and mrmct nature. The preci-
. sion needed to negotiate many
of the hazards is annoying, and
some of the cam are
- awtfully difficult to shake off. ] o
! Hunrﬂnia-u:’g it is fun arig § o R ¢ - o
mappers and explorers shou ! ' - .
enjoy what Yogi Bear has to L |
r.
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nffairs,
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final discussion with Sir Humphrey
and Bernard, who pass judgement
on the player's attempt at steering
the country.

PRESENTATION 67%

The icon-driven control is easy

to use, and the text and general
on-screen appearance is good.

GRAPHICS 57%

Bland background, but neat
digitised caricatures.

SOUND 45%
Limited, but competent spot
effects.

HOOKABILITY 72%

Easy to play, and the jokes

dImLuse

LASTABILITY 28%

As there are very few random
events, the game becomes
predictable after a couple of
plays.

OVERALL 38%

Anamusing but overpriced polit-
ical romp, which loses its appeal
alarmingly quickly.

towards a fatal zero, There are also
rivers and holes which have to be
avoided, or another life is lost,

A network of caves around the
park is used to skip from one part
of the landscape to another, but
careful planning is required lest
Yogi misses a Toffee apple. Yogi
starts his journey on January 1st
and has until the hibernating sea-
son to rescue his chum.

PRESENTATION 57%

A rather fiddly control methad.
ana few options.

GRAPHICS 68%

=mart cartoo rn-lkea ij:,-'tr:l-.,-::',.r-:u;_'uf;
with decent main character
SEpriles,

SOUND 72%

Jolly main theme with some very
good jingles

HOOKABILITY 64%

The precision needed to

nagohate the first few obstacles
:l.”':." IT]I,JI:.F_!' .:-H'!r'.‘l"_'l'}l'i|1|__:;_ I_j”[
ifter forewarned is

LASTABILITY 51%
Jellystone Park is large and
should provide a fair challenge —
until completion

OVERALL 61%

Mot what wou might expect from
such a strong title, but a pleasant
and playable arcade adventure
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he instinct to survive. Out of control, scream-
Ing t_uwards Earth at Mar:h 3, just 8 seconds
and 20,000 ft left! Fly aileron rolls, Cuban s,
even hammerhead stalls. Slmulatlun 50 realistic

you may just hlar:knut Hememher - test pilots
are only wrong once.

CLIMB INTO THE COCKPIT WITH THE GREATEST TEST PILOT EVER - CHUCK
YEAGER. FLY 14 DIFFERENT AIRCRAFT INCLUDING EXPERIMENTAL JETS,
LOMPETE AGAINST & ADVERSARIES

:-*--Afvlé“-* 4l 4

oA jL , ?“"E

LUYNAMIC INSTRUMENTATION, BLACK BOX RECORDERS AND 10 VIEWPOINTS
WITH Z00OM UP TO 256X

>
"

:-r.-c:—P-Nlc. ARTS

e i ey i g P e i A e

UNLEASH THE POWER OF
YOUR IMAGINATION

Elaciromic Arls softwere = avallable an & wide range of home computers including Commadore (54
Commndore E""'"DI!I Atari 5T, IBM PC and compatibles, Spectrum and Amstrad

Eloctronsc Ars producis are availshle fram good sofwade stockists and especially whare wou

see fhis zign
‘ ELECTRONIC ARTS®
ALTHUHEEED DEALER

For 8 Toll Besadshest describing the nmplate rangs of information on yaur nearest siockist wrile 1e

Electronic Arts. 11-49 Station Road, Langley, Berkshire SL3 8YM, England. 0 call our
Costomer Senvicas Dept on 0753 48485,
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he small island of Botsneda

has recently been attacked

by the evil forces of COBRA.
As the inhabitants retreated, they
left vital classified information
which would cause great embar-
rassment and a substantial breach
of security if found by the enemy.
it is now down to the Action Force
team to recover this information as
quickly as possible.

r 038 WOOa
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ACTION FORCE

Virgin Games, £9.95 cassette, joystick only

An All Weather and Environment
(AWE) buggy is sent in to retrieve
the secret data, and traverses the
horizontally scrolling landscape
from left to right. However, it has
no defensive capabilities of its own
and is therefore extremely prone
to COBRA attacks. The player
comes into the action as *Wild Bill'
in his "Dragonfly’ helicopter, who
defends the AWE on its perilous

1 SC 20024200
I.

journey.

Protecting the buggy involves
subduing enemy aircraft. These
zoom in and attack with either
machine gun fire or bombs. An
accurate hit reduces the buggy's
100 hit points, and bombs com-
pletely destroy it. Atthe same time,
Wild Eill avoids being hit, as the
Dragonfly is also susceptible to the

»  Action force's smart graphics add much-needed atmosphere

same damage as the buggy, but
nas a buffer of 200 hit points
instead.

After enemy attacks, the two
major hazards are craters and
walls, both of which destroy the
buggy on contact. The former is
countered by collecting bridging
sections from other paris of the
landscape and placing them over
the holes. The latter is simply
destroyed by blasting.

While flying across the war-torn
landscape, Wild Bill avoids hitting
solid objects, such as walls, refuel-
ling points or the extreme left and
right sides of the playing area,
since collision with any of these

sy ACTIONYORCE —

*  Wild Bill single handedly beats off the forces of COBRA while the AWE buggy trundles along,
oblivious to the aerial mayhem

result in instant death

When the buggy reaches its
destination (the extreme right
hand of the landscape) a message
is displayed and the action con-
tinues on the next level, where
more hazards and enemy forces
lie in wait. The mission ends when
either the buggy or the Dragonfly
are destroyed,

mem 3 ACTIONORCE —
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was a licence, I'd never have
ﬂuﬂlnd.ﬂmmhlituuhuutu
nk it with ing — least of
all a line of childrens’ toys. The
idea (as with most Gang of Five
games) is different, if not

from & lack of variety, The

plastic figures. Zoids suc-
ceeded because it utilised the
great sci-fi story behind the
hﬂ-mlﬂ! Action Forca there's
very little to capitalise on - and
it's ended up becoming an
mmm horizontally scrol-
ling and collect game.
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PRESENTATION 73%

Slick joystick control and exten-
s In-game Instruc

too much waiting between levels

10OF texl massanes

GRAPHICS 72%

Atmaspl

=] T

SOUND 55%

A lively intro tune, but simple

game effecls

HOOKABILITY 71%

Simple to play, with enough
tly frenetic action to get

WO NOoKed.

LASTABILITY 43%

Little gameplay variation, and a
udicrously difficult second leve

OVERALL 60%

A biand shoot ‘em g, with ttle




Tell the coach you can't make training tonight. Tell your girlfriend you're washing your hair.
Tell your friends you've taken up karate.

Because Electronic Arts, the number one computer games company in the USA are

launching over 12 new games per month for the next year! These are just some of our new releases:

Electronic Arts - available from e Doorier O S RN
good software stockists! LAN COMPUTER SYSTEMS
: |06 Hagh “hadwall Heath, Romfoed 07-599 0961
Where you see this sign. MESABYTE
Hnck Squade Cumbirnpuld, Seofland D236 T3R8
. - IIIEHI.'I AH'I'IF.!
|E |. [ ] ':: | H G ,‘\I | (: 04 Tetesham Cowt B Lisilan W& m-ﬁ:]EE!il.:I’
ALITHORISED DEALER MICROBYTE
’ i 36 Coumty Arcame. Lesds. D532 450529
kX \ -1y MILES BETTER snnwm
Electronic Arts software is ttk 1 e P, e 1 Cannock At Chadsmoce, Cannack 05435 3577
L5 i - s | P e ) ! H: WF‘F‘HIHE
available on a wide range of home | 7 Jubsan A West Brigiond, Nottinghar 0602 820106
computers including Commodore ELECTRONIC ARTS ELECTRONIC ARTS FEE:T‘.E Tﬂ“ 7 0603 663796
C64, Commodore Amiga, Atari ST, RS.E
) ] 5 Dueens B Watlord 0923 243301
L RG: A cpmpaties, EARL WEAVER BASEBALL * WORLD TOURGOLF ©  suicaswor
Spﬂntnlm H“d ﬂmmﬂd. 14 The Wewds, Hatheidey Bl Sidcup, et 01-300 3395
Elu[:h SHOP
Lyon House bl jor), 227 Tottesinam Couet fad
b % Lancon Wi 01-560 4838
Jl.!l-'I:FEEH'tET RUCTION S0FTWARE | - : e EII.H:I. EHI.'IF
& & annants B Lecaster 0833 700100 ik : STARFLIGH'T ¥ tvideges (st Floar), Qefard 51, London. 01-6291234
-I-II]!LHE'IWHI,IJ BF EHFT'JI'.HII. o i, . ’ Sl.'lFTﬂ[H'I'F.'E
Rd. Marhk FiRchley, Lans ! D1-446 T1T0 The Parnca, Cwemtirn Town Centra, Dweibran
HIE E B‘I‘TEE WHFI.IIEHZE EIB.‘HE BB131
ahion, Rarsleigh &t Liverpoai D91-T00 4486 SOFTWARE CITY
EI.S'I:L[ EI]IIPIJI'EHE i Lichfigld Passage, Wonverhampton 0902 25304
s Passane, La o 0524 61133 SOFTWARE EXPRESS
E!J-'EHDEH El]lﬂllﬂﬂl!lll CENTRE S14-516 Alum Rock Rd, Alum Rock. Birmingham
on i Lecesle 0533 550093 0213263585
EHIF‘E IIIHFLITEH 'EHUF SOFTWARE PLUS
1511 i g Middlesbroogh DB42 219139 7 Worth 51 Romdord. Essex OF 08 TRS2ZT1
I‘IIHHMH {SEII'IL.HHIJ] SOFTWARE PLUS
lamn 5 Glasoow 041 3325147 138 Charwell 5q. Wicharia Ceces. Southend
WHHJ'I'EH I.IMII: 0702 BI0Ta4
Crovam 51, Iosench, Soffole G473 50965 SOFTWARE PLUS
I:[IHH.ITEH HMIE ' [t Blenilpvaris, Haward Condre, Bestined. 0234 66598
158 Andrews 31 South. Bury 51 Edmunds SuRolk SIJFTW.IHE PLUS
MHTI]HUE L Matiheas 50 Ipswch Suffolk DAT3 S47TR
EI!IIFHTEH WORLD E-UFI-"H!HE FL1.I$-
 Market 51 Longton, Stoke-on-Trenl D782 319144 i . ; 35 High St Gravesent DATA 333162
Eﬁlﬂﬂﬂ SOFTWARE PLUS
43 Dukp 51, Cobdstream Scodland 0890 28542979 Liberty Shopping Hall East 5q, Basidon D268 379232
l‘.lllllﬂ'll. SOFTWARE PLUS
Dueiey. W Widlands D384 230259 The Baulevard, Wellington Cente. Aljershot D252 20882
BWIIIHHH El]IIFH!'EH [.'-‘HI'IHE SOFTWARE PLUS
nearmam Bd, Cwmiran. DE333 60996 16 Kmpzway, Cofchester D206 T6097TT
ﬁlul l:[IHFIITEFI ELE[:THI]HIEE SOFTWARE PLUS
13 Totteaham Caurt A Londor W 4-580 3102 44 High 5t Blapham. D634 5TRE34
[il-HEF. STRATEGIC PLUS EI:FTH!.HE
t Brighton E Sussex 0273 728681 180 Futmir Close, Hamipilon, B m-gfﬂ Imr
EI.HEE nuuu - a o THE mwum SHOP
Linit 1 Hall Egsom 0372 44465 : e g - Wkl i Uret 750, Victona Centre, Natbogham 0602 410633
68 IIIB'HFI]L.I.HE ’ e piork 2y )l : - i an}mms & CROSSES et
----- ace, Lprdon Rd., Waterdoowilie = et 33 Market 5t, Hechmindwike, W Yoris.
GOEL COMPUTER sznwus ELECTRONIC ARTS ZLECT : TRICOMPUTER SOFTWARE
45 Besion R Haswell, | i 1-579 6133 L 161169, Ustmoge Ad . Ealing Londan W13 01-674 3418
I ] L) ﬂ cnmunun
““Efﬁ’ﬂ‘“ﬂ“‘“'{.‘;“.,; o ARCTIC FOX - THE BARD'S TALE | ians A Wi 0923 5016
ElILTH.l]HIE:E ‘I'I]F.'I I:I]I.IH:ITEH CENTRE
#1 Tntte ot Bd | Landon W 0N-323 4612 B Dy [avegate, York D904 641862
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Not all titles are availabie on every machine format. Please consull your stockist for avalatulity, Electronic Ans products are availabie from good software stockists. For a full broadsheet descnibeng the

complete range or infarmation on your nearest stockist write 10; Blectronic A, 11-43 Station Rd., Langley, Berkshire SL3 BYN, England. Or call our Customer Services Dept. on 0753 46465
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Outlaw Productions, £14.95 cass, £19.95 disk, joystick or keys

ensible Soltware, whose
previous successes include
Parallax and Wizball, are set

to take the vertically Eﬁ'ﬂilinﬁ
shoot 'em up market by storm wit

their Shoot ‘em up
Kit, a utility which allows a person
with absolutely no knowledge of
BASIC or machine code to create

struction

eir own stationary or vertically

scrolling one or two player

-head blasting games,
The SEUCK allows all the vari-

ables of a shoot 'em up to be
defined to suit the user's require-
ments. Sprites may be designed
and animated, rops drawn,
alien attack patterns set and even
scoreline and bonuses fixed., A
completed game may also be
saved and played independently
of the designer program,
Designinga starts with the
main menu. From here the user
selects one of nine editable fea-
tures: sprites, backgrounds,
objects, sound effects, player limi-

T his has to be one of the greatest packages everreleased on
the 64. The games that come with it would be warth the
money alone, but this gives you the ability to make your own,
You've got an excellent sprite designer and graphics utility with
features, such as slide and mirror, that are hard to find on some
dedicated art packages! There's also a brilliant special effects
mixer thrown in for good measure. All this is so compelling, |
defy anyone not to become totally engrossed as soon as they
start using it. It's beauty is that it enables literally ANYONE to
produce high quality bashes of virtually infinite variation. The
incredible feature of the package though, is that just when you
think you've exhausted its resources, you find some other little
trick it can do - such as the independent file saving. With people
able to create high quality stand-alone games quickly and eas-
ily, it shouldn't be too long before we see the first SEUCK Sizzler
or, dare | say it, Gold Medal!?
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®  The 'select block’ mode,
displaying the separate blocks
available to create your
scrolling map

tations, attack waves and levels to
the character set and front end.
Choosing one of these results in a
sub-menu appearing, which gives
further options for the editor in
operation.

For example, when the ‘Edit
Sprite’ option is chosen, the
screen prompts: select, edit, edit
colour, slide, mirror, copy and
erase. This comprehensive series
of options allow up to 128 12x21
pixel sprites to be designed, col-
oured and animated, These may
be saved out, or used immediately
in the 'Edit Objects' mode which
allows the animation to be defined
and polished as required.

Backgrounds are designed and
drawn in a similar fashion, with an

. extansive sub-menu alluwlng a

char{acter) to be selected, edited
and coloured, and all the chars to
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hat a great idea! OK, it
isn't the first, but it's cer-
tainly the best executed and
most comprehensive (non-
adventure) game designer to
date. | couldn't believe how
quickly and easily a simple
game could be created., The
whole package is brilliantly
designed and so pleasant to
use. The sprite designer alone
is great fun and any aspiring
Disneys will appreciate the
animation facility. | won't say
that SEUCK will be everyone's
cup of tea: some people have
the time, imagination
or inclination to sit down and
design their own games. And
don't kid yourself - itdoes take
time to create a really good
game - but if you fancy design-
ing your own Sizzler, then
SEUCK is just what you've
been looking for.

r
|

—

be put into blocks and used to
creale a very large scrolling map.

Once the backdrop and sprites
have been prepared, the limita-
tions of the player and enemy
sprites are set. Here, the user
defines the enemy attack patterns,

¥  Alien attack patterns are easily defined and stored in the program

¥ Fancy a bit of Silap 'n’ Tickle? It's free with the SEUCK

ZZAP! 64 December 1987




the level of their aggression and
sets the players’ movament.
The game may be split up into
separate levels, the duration and
type of which can be specified,
including a static bonus screen al
the end of each, If required.

To add to the atmosphere, some

» J l ¥ &= | ¥ O N | ; suitable spot effects may be
B W A N N B i A : ; created using the ‘Edit Sound
i ' - ' Effects’ option, This sound

generator is akin to a miniature
mixing deck and allows up to 24
differant sound effects to be gen-
erated by adjusting the on-screen
slide controls. The wave, attack,
pitch, plus speed and time of the
rise and fall can be altered to
create a wide variety of sounds,
from soft gongs to raucous white
noise blasts.

For the finishing touch, a title
screen is also written and ‘colour
cycled’ by selecting one of the 23
predetermined pattems. The
character set may also be rede-
signed to give the game that final )
polished appearance.

Asg the creation process prog-
resses and new features are
implemented, the game may be
playtested and tweaked as neces-
sary. Finished games are then
saved to tape or disk using the
storage facility, and run as an inde-
pendant program.

To show some of its capabilities,
and ?Nﬂ the user someathing to
practice on, the package comes
with four demo games: the cheek- i
ity named Slap ‘n’ Tickle, a variant
on an Imagine licence, Outlaw, a

Gunsmoke clone, Transputer
Man, a Robotron game and Celeb-
n'l'r Shoot 'Em Up, a blaster con-
taining sprites designed by many
famous names within the industry.

1
1
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ensible Software have cer-
tainly come up with some-
thing special this time! If
you've got the time and
patience, you can use the
SEUCK to create some really
incredible games. Earlier
attempts at games designers
have failed due to the lack of
freedom. SEUCK gives the SN -
user an incredible amount of | GEMERAL CcoL -
space in which to develop his o i OENERAL o
ideas - it'll take a long time # x -2 . S R =
before someone manages to : CHANGERADRL &
push it to its limits! The
thought that has gone into its
workings is absolutely pheno-
menal, so much so that you
:Hll"l Eitw}ig‘wﬂ and sts&ri't ﬂHEi%l::;
ng out reading The highlight of the construction kit:
instructions — we did! You do mim?nr F PERER B G
have to refer to them eventu-
ally, and when you do they're
helpful and informative. The
package comes complete with :
a quartet of games, all of which J
are extremely good - in fact -
they're better than some full- ' T
priced games! The Shoot 'em ] e
up Construction Kit is a miles- DO 3
tone in computing history. It LB
mightn't appeal to all 64 own- = e —
ers, due to the amount of JROUNE . Em
attention it requires, but if ' 1[ :
you've ever wished you could

1= '.
¥ N -

S

—

| s a
design your own game, this is e —f— tny%uﬂtkﬂtu &ﬁmmmﬁﬂ-

a dream come true. 2 J— ﬂwn . '_péii :
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Dear Lioyd
After reading Simon Calvert's
Letter Of The Month (lssue 30), |
felt | just had to write in.

| am totally fed up with this
feeble 'software is oo expensive
s0 | copy it' attitude. What a load
of absolute rubbish! I'm a games

dating as far back as the early
black-and-white Pong games,
{dmmybuﬂyrwﬂambaﬂ C

S Calvert states that he ge
per week: that's four po

than | got at his age. Arg
time | was lucky enough te
Atari 2600 games
time it was consider
the-art games playi

At th&
hrrdﬂw

what isn't. All we had then, was
the Atari Club Newsletter which
arrived when it felt like it, and was
full of nothing but self-praise. So,
it alter months of saving,

THE VOICE OF
EXPERIENCE

of considerable experience, . .:I-

but at what price? T hine
itself cost _ _ g
games N £20 1 !
which at the b the is
double what for are
today. In those heré was no
way of pira . S0 you
either saved the game you
wanted, or went without.

At least today we have objective
software review magazines to help
you decide what is a good buy and

saving _for  something
dmt th | E"hi'ﬂ'Md

y therg's su erange
of software to choose from, not all
good | must admit, but the good
outweighs th .Ithas to, or the

would simply

companies have
by the wayside, but
‘majonity of these were selling
guh standard software.
Taday you know what you're
buﬁﬂbafﬁrﬂ you part with your
cash. Just because
osts atenner or isn't quite
you expected surely doesn't
vgre you th-& right to pirate it. There
no excuse for pirating, in my
ﬁmmun it is just down to personal
greed and the attitude of wanting
surnath “ﬁ for nothing.
Coleman, T-ddlngtnn

| agree, and Julian says he also
used to have the same sort of thing
when saving for ROM cartridges
farhfs.ﬂtm 400. | too used to own
an old Atari games console (cost a
fortune, probably the equivalent in
today's money of near on £350),
and thay, and the available games,
were not aimed at a with
spendin power,  although
inevitably it must have been adults
buying them for their kids, It's all
very well loday’s micro softwara

back to US Gold, Three days later
they returned my original game
accompanied by a letter telling me
that "We no longer distribute this
game, | suggest that you contact
MicroProse’, followed by
MicroProse’s address. Okay, try
again.

Guess what. Yes, that's right! A
similar parcel came @ back
containing my game and a letter,
and | quote: °| am sorry to say we
cannot replace your game as it
was not  manufactured by
MicroProse, but marketed by our
previous licence, US Gold', | think
someone's trying to tell me
something.

Obvigusly the game has been
sold to another company who now
manufacture and distribute it. |
would have thought that if, as |

suspect, US Gold are responsible
for this game and genuinely have
no more copies lying around then
they should have offered me
another title.

| would eciate any. advice

you could give me regarding. this
matter.
Gerry Shephard

Come on, this is a bit shabby guys
- over to you US Gold and
MicroProse. It seems to me that
whatever circumstances now
obtain, someagne here’s
responsible for replacing what
could be a faulty product, and like
Gerry, | suspect that's US Gold.
But MicroProse is losing a useful
epportunity for some good public
relations too . . .
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When vou buy 25 disks (DS TH
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inchading VAT & posisge

CATALUHGLTE %00 &V A1 SBLE SEND S0p
tor Mip wilh sirder b relunid sl

VISA
BOCIEE U R g

large { 108 disk

disk dorage hax worth
£13.95 =

SCHOOL,
OIRDERS
| WELCOME

Loaarge i 1D sk |
capacity i fnckahiv
disk slorage box worih
[13.95 -

Wihem vou By 50 disks (151000

ur omly £ZR . 95

imclading VAT & postage

FREE

,‘H}

Alternatively, buy 100 5%4" ds/dd disks for only £49,95 and
get the box free!!!

| < All disks supplied are now

D 7APANESE HIGRANE 5
_~ 54" DS/DD CERTIFIED TO 96tpi
High quality disks with hub rings and user sets GUARANTEE

WITH UNIQUE

YEAR

cheaph program with wour disks insfead

FREE SOFTWARE

B wong slresdy Rave a disk box, vou may ke to chioose a FREE (ar

If v are Buaving 25 disks (L1875 or 50 disks (L2895 or [N

disks (£4% 57 then choise any one of the programs below, paving
oy the price in brackets (many FREE! )

ou.
bought a game only to fin wFian
ou got it home it was total rubbish
it was tough - there was nothing

pirates saying that was then and
this is now — the nature of thisving
never changes . . .
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you could do about it, apart from LM e A A 205 P Fapaten e o N yod-r
dartaran 1168 300 Lusifing PO (100 Lawing Dapligh's 15 (100 FagCity- Aomugen T.55 FREE)
Workdlmsaertcaen 1185 G300 Winal B (70N Ciaras Dviay 118 (100N apine ) T & FREE
Lidi P [l K T §5 FREE) rimad Tl Hti PR 1100 Erdiurg R s 118 0N D 1050 (1,08
Lt 1106 GO0 Covamiiessd 1195 (300 Dk TS (IO el B 15,88 b
Faghie: i 1106 (00 Flte- Fesband '1 15 (600 RevsPun DR V0N g on s Spreg ek TREL|
WachHbertasde 1088 B05 e eess 156 100 Gatsig A RS ket I 9 dREE
e T30 PPREE! Epycbpc 135 298 AH programs supphiod oo 5ledive

Bt osther gamaes atocked plone lor prces. All prices are anclusive ol pusl & YAl

O L UERN SRR T T T TR R LR T IIIII“IIII]III'II 1

After Inat:lingﬁ he game | entered
in the Pylon Race the first and
easiest event. After becoming
fairly proficient at flying around the

| could not gain access to any

other avent.
The next day | sent the game

Dear Lloyd course and making a couple of -

Please help me - | purchased a | successful If rather shaky Nebulae. DeptMID FREEPOST, Kilioot Park Ind sirial =g ORDER B)

copy of the game Acrojet. Thishas | landings, | decided to progress to Telephane (9403 SHE20 (ionday 1o ridoy 105 SAME DAY

always been on my list of essential | some of the other events. ? Dy delivery. Owe year _....| ~TE DESPATCH

purchases since reading your Some chance! | went through all & 14 day maney back period 9603) 51020 =

favourable review. the options many times and had to (09603) 5102 =
reload until l could reload no mare. W accept o' s from afl government bodies. Schooks, wniversities, FLOs, el E

Yo despatch on feocl of &n i Il-.||||.-ul-.lll. O T

Tl L uE T TR wuian®

FREEMOST YOUR ORDER TODAY
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A DIAMOND
DEPARTS

| the thunderous rumbili
Superstar Scorelord, or witness

Dear Lloyd,

It is with heavy heart (sob, sob) |
write to you and ZZAP! for the very
last time (tell those mutinous
minions to stop cheering). | am
upgrading to the Amiga, and am
saying a heart-rending farewell to
my faithful old 64, (excuse me
while | dry my eyes).

S0 in future there will be no more
Jaunty Julian, Pleasant Paul,
Stalwart Steve, Loyal Lloyd, no
more brilliant reviews (so
tissue is soaked, snifflef) | will not
be seeing Traumatic Tamara again
(hip hip hooray) no more will | hear

ngs of the

the magic of The Harlequin. No
more will | be able to read the
wonderful amazing, interesting
ZZAP Rrap (| am anawful crawler).

S0 how can | survive the future
without this stupendous
publication every month? What
will it take to ease a broken heart?
(A ZZAP! sweatshirt would help).
How can | fill this dark and fearful
passage of time without going
completely ga-ga.

The answer my friends is really
simple - | bought the new

Newsfield mag, THE GAMES

MACHINE, and do you know a lot
of my family and friends tell me
that since I've known | won't be
bu ZZAP! again, I've become
a really nice person to know. No

aggressive,
argumentative, lewd and foul-
mouthed ogre | was! So e
you have any or all of
symptoms, a good rub down with
the very first issue of THE GAMES
MACHINE is the perfect remedy.
Well Lioyd, to be serious for a
moment, | would like to thank
ZZAP! for a lot of good reading,

fun and the Poufing Flathead
which | won last year. | upset
some people in the Rrap in the
past, but as you you said at

the time, this is what Rrap is about
—the right of everyone to have their
say. A lot of things in the I
didn't like were for outweighed by
what | did like.

S0 please print this letter, as |
would like to see my name in
ZZAP! one last time, (I'll still read

mate's copy) and | wish all at
I all the very best for the
future (OH, God I've run out of

Jack mﬁL sniffie) Diamond, Ayr

Gosh, Jack, what can | say?! No
more Jack Diamond letters, no
more Jack Diamond backlashes,
no more screwing up those letters,

W them furiously in the
waste

bin, then ({conscience
retneving them and
lyping them in with gnashing
teeth. . . ? Life just won't be the
same. But wait! Before you depart,
take a look at our wondrous 16-Bit
supplement in this issue — maybe
you'll get rehooked, and there'll be
some Amiga updates now and
then . ..
LM

BE FAIR TO

BUDGET GAMES

Dear
Im%mhmmmﬂmMEmm

reviewing ames. The views on
1987 m% neither
coverage as

seven of the October
nor deserve the same

h-dej;:m software’ —may be true in certain cases,
but I'm wmmmm!mmwmammthut many
budget games are of as high a standard as full-priced gamaes.

tﬂmﬁutamnw'?thath_ﬂuﬂmgutstu
ality game at budget price is penalised by getting
areas an inferior game which receives much lower

age review, si because the publishers felt

S89tagonit. .
be be suitable for low standard
few of these, but | am sure the

Wm‘ﬂ”ﬂﬂfﬂhﬂﬁ. here are snippets fror

letters

What is the world coming to? | realise that any good budget games |

get aimost a full page review, but what about those games wh

't quite hit the mark for a Silver Medal award

has written a good
Medal, he turns to the

budget program but it doesn't quite get a Silver

section . . . and finds his review
has been stuffed into a litt buxwithnrathgnthbomm

like Thrust and Park Patrol are very

budget titles you have angered

| would will
avoided in re. Another

R

me and maybe

pay £1.25 if this sort of editorial abortion could be
p could have saved Issue 30 from

of ZZAP! 64,

25
being the worst, in inion, in the hi
Howcana Tl‘zsoﬁrmdachsdmhy rd get half a page
revie % 501

ion
two

een shot and
as good s
--_:"?
sub

squashed opinions when it's twice
s by m.mmmmmmm.

stupid!

P! has fi
|F 5 mmmé.?

VIDEO SENDER
NEW TECHOLOGY

Watch Video Recorder/Computer/Satellite TV on any set
in your home — VIDEO SENDER transmits to any number

| . : . CRASH refused to
of TV'S in your home, no wires, simple to install. Smaller reviews W Wmﬁm m£
than a Video Cassette. 2 50%. E“:WH&TMMa ghetio I,;ut. M’IWM '
PHOENIX COMMUNICATION et i TS ShOUd Gat pivity of apece
| 31 NIGHTINGALE LANE, FELTWELL The reasons why the decision had to be faced are complex, but
NORFOLK IP26 4AR st B Pt ol s o Bl el

Tel: 0842 - 827267
Send Cheque/PO
for £33.50 (inc P&P)
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WHAT ABOUT
THE SUMMER?

Dear Lloyd
| have written to complain to all
software houses about something
that was brought up in my local
computer shop the other week. All
through those long (and
sometimes hot) summer holidays
when kids like me have time to play
on the computer and earm money
to buy games, the software
houses release one or two games.
Then, during autumn and winter
when kids are back at school,
software houses release all the
%DCIEI games at once - like Street
ports Baseball, Street Sports
Basketball, Star Paws, California

Games, Indiana Jones And The
Tempie Of Doom and so on.

Us kids haven't got the time or
money for games at this time of
year.

Glenn Mitchell, Brentwood.

Ah, but whatever you say,
software houses have learned by
experience that game sales siump
during the summer. Try saving
your money, so when the winter
releases come along you'll be able
to afford to buy some of them.
Anyway, what about Christmas
money and Christmas holidays?
You'll just have to wait until then,

LM

L

percentage of budget titles increased, it became clear that the
traditional, full-price software houses were supporting computer
magazines with their advertising revenue in order to promote the
very budget games which they saw as a threat not only to their
full-price sales, but to the very industry itself.

And indeed, for us to continue supporting budget houses who
didn’t in turn support us with anything, began to look like cutting off
our nose to spite our face. Recently Bruce Everiss of Code Masters
said in consequence of the demise of full-price software that ‘there
will be fewer nes... These will hardly be missed.'
(Computer Trade Weekly 12 October). Perhaps not by the budget
houses who care not a whit whether their product is reviewed or not
(it's so cheap, who can resist buying it whether it's good or poor?),
but perhaps they will be missed by those 8-bit owners who have a
serious interest in the quality of the goods they spend their hard-
eamed cash on Mr Everiss.

Added to that we have had to consider the space budget games
were beginning to fake up against the statistics of how many were
exceptional, or even worth bothering with at all; and looking back
the facts are depressing — not a good percentage of budget
titles to date have been above 55%. As you know, we've never
before “discriminated’ against a decent budget game, but perhaps
in attempting to sort out what to do, we've overdaone (or underdone)
it when it comes to the space allowed to reasonable budget games.
As | said at the start, | sit on a fence, but I think | prefer the CRASH
system of simply treating every game similarly regardiess of its
price, and creating space by giving less to unworthy games -
although this hardly satisfies requirement of the full-price
software houses whe support us with revenue.

And to those who regard this consideration as a 'businessman's'
ethic, | can enly say that it's a question of realities - after all, we've
now got to contend with the like of Mr Everiss and what | take as the
‘official’ Code Masters policy towards computer magazines. The
mate question is for you, the reader: do you want to see
Juter magazines disappear? Do you want to see a situation

gre there are no reviews of software, where you will buy sight
unseen so to speak?

Clearly, if we want to continue providing a proper service to our
readers, we must review budget games as well as full-priced ones,
but we do so in the knowledge that we are treading on a knife edge,

and alsg'with a less glowing attitude to W’ﬂhﬂ?hﬂu&ﬁs
than you seem to have. The pricing of budget games is a cynical
na are supposed t

b o R
-acorue 7 Ou ses=if th 2 yours
urprised if the gutsy m.%;arm would care two hoots; any
‘more, to be fair, than would a full-price software house putting out
a game it knew to be poor but stuck with a price point. The
only difference is that you probably wouldn'f buy it, because £10
ho 'Ecﬂka? ?;"nmﬁad cm.a;mmﬂﬁéﬂ;ﬂv 0 F’fﬂ;; b”r?? %
use a . ) . ‘wouldn't think
half as hard about blowing twe quid s e
msqmm{_ﬂw.sﬁnng_es( i the views) have come about as a
(o of deep consideration and not simply because ZZAP! wanted
mm " the views I've received so far, and sorry to go on
50 long about this, but it is an interesting tapic. | would be glad to
Tt decar T

" BY MARTINWALKER
S0ON! CBM64/128
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SHORT SIGHT
FRIGHT

Dear Lloyd

How are you? Just stop and think how your body is feeli reading
this ten thousandth letter. Does your back ache, are your sore,
is your brain exploding with headaches? Most probably “_zwour ayes
are very strained and very tired indeed, and that is what this letter is

This letter is probably more meaningful to the reviewers rather
than you as | don't suppose you sit in front of monitors for hours on
end every day.

Twsea.lbuughtmﬁ#mnmtwnymagnandm“sinm
spent many enjoyable hours on it. However, as the months went ;
| noticed a steady deterioration in the strength of my eyes. | original
used to have my TV about ten feet away from where | sat but., as the
months went by | began to subconsciously move closer and closer
towards the television set in order to see properly. Soon | was only
about six feet away — partly because | bought a short TV computer
lead but mainly because my eyes had worsened — and then only
about four feet. Recently | finally realised something was wrong and
subsequently had my eyes checked out. | was prescribed
spectacles and now my sight is perfect,

If | hadn't gone ea ier to my optician my eyesight could have
deteriorated to the sarme |lavel as a 35-year-old rather than that of a
16-year-old school boy. Wearing glasses steadies the warsenin
effect of television and other powerful visuals so | recommend al
ZZAPlers to get their eyes checked out,

Most particularly | appeal to the ZZAP! reviewing team to do the
same and check out their eyesight, because every photograph we
see of them shows the monitors to be very close to the Fr»ggarmal
seating area and none seem to wear glasses.

Asim Sibtain, London.

Hmmnmrammwmwmapmyummm.mmM
(or tellies) has produced conflic evdance.Durﬁ:imaSEmnﬁas.
American researchers observed that the average distance
from the television of teenagers had decreased to

one foot!

It was as though that tion act wanted to get into the TV.
?ﬂﬂmhninbnceofpmra;mtgm ahanggﬁ‘wmdﬂm
F5 2 well ac "*";’L’ﬂﬂ marm:-nng' dolescence (and boys

'sa accept i a

appear rammrefwmm%ewmmm
mmmmm—mmm, S0 it may be a
mistake to blame your eyesight on VDU. Incidentally, Julian
went to the optician a couple of months ago, and was found to have
perfect vision —not bad for someane who spends most of his

processor or Commodore monitor,
However, some protective rules have been suggested, such as not
having a monitor close to the wall so that ayes have something
atngmaﬁrnﬂsh:mthanﬂmmanhmﬁ&mﬁmnﬁmmmm.
This forces the eye muscles to mmmmmm&

MATURING

NICELY

Dear Lioyd
Since ay first encounter with
ZZAP! B4 (Issue 4) I've seen the
grow in confidence and
E ionalism, At first you were
cautious and tentative. You
were experimenting, ‘trying out
the readers’, The requirements for

a game were not quite so

. The Rrap was more

light with readers

mparod to have a 'biruvva laff’,

now in the days of

conversions, tie-ins and piracy,
things have changed.

Readers look upon these
le:lems and feel they must act.
‘m not saying these problems
were non-existent in earlier issues
but the readers were also
uncertain about a relatively new

e,
mahﬁh the ' reviewers are

nousehold names we can relate to,
not “just another blockhead who
reviews games’'. Reviews were not

treated with. the harshness shown
— you had to be careful not
to g, That's not the case now:

we have a fair idea of the tastes of
the reviewers. That's why a new
reviewer is never really popular
until he has settled in and people
know how he reviewers and in
what style according to his taste.
! has grown in confidence,
improving month by month, year
by year. Your views can be
expressed freely now without
thinking quumﬂdh&nmdwnmd
for you have said. The
wisecracks are more hard-hitting
and confident, rather than little

comments every now and then.

Now (start squeaky violin tune),
| feel | am part of a family growin
and growing, heiping (fade violins
each other at every opportunity, |
can really relate to you. One point
though, | remember the days when
readers could write in and their
letters would be funny and
enjoyable to read. Lifa isn‘t all full
of problems is it? C'mon lads and
i {no sexism here | can tell
you) write in and have a good tima,
and a larf every now and then
pleeese.

Marios Stylianides, London.

I don't know about being cautious.
Seems to me we rather quickly
upset a certain Jeff Minter and,
even warse, the Minter Horde (a
Mongolian word wsed in
conjunchion  with the Tartar
nvasions of Middle Ages Europe
and maaning “tent’, or those who
fived in tents) with our review of
Mamma Llama. The Tartar horde
efyoyed marauding a lot (rather
like latter-day aliens, they always
maraud, don’t they ?), and hacking
off people's heads, Faﬂunarg
Minter's followers used g

rather than scimitars, although I'm
nat sure whether that was better.
Yes, more confident now, but
more cautious then —1'm not sure.,
I mean, would you go up to Jeff
Minter's stand at the PCW Show
and loudly say, ‘I hated Mamma
Llama’, and ex to get away
with your head intact? T

PENPALS @ PENPALS @ PENPALS @ PENPALS @ PENPALS
PENPALS @ PENPALS @ PENPALS @ PENPALS @ PENPALS
PENPALS @ PENPALS @ PENPALS @ PENPALS @ PENPALS

Richard Swinfen, 14 Cedar Road, Broughty Ferry, Dundee,
Scotland, DD5 3BB would like to write to anyone who programs

machine code for the C64.

Gilbert Olsson aged 15 of Radhusgton 4B, S-151 3350 Dertal SE,
Sweden, would like to write to male or females who owna C64 and

cassette deck.

DON’T POKE
SO SOON

Dear Lioyd

Now for my complaint. It is not
directed at EZAH specifically, but
at all computer ines who
have a tips section! It seems that
game hackers are in abundance
nowadays, and as soon as a game

in the local computer
*&E there’'s POKEs for infinite
lives or to avoid sprite collision in
sS0me magazine.

People, I:w&nr#1 Inquisitive, type
them in finish the game and are
then bored for the next few weeks
until they can afford to buy yet
another game. Authors are also to

blame as they incorporate
‘cheats’ into the t
Can thera not some sort of

delay used by all magazines to

allow us gamers a decent try at a
game ore be tempted to
type in POKES? In the case of the
‘press a couple of keys and get
extra lives' cheat, you sometimes
can’'t help noticing the cheat as
you flick through the mag.
Curiosity then gets too much and
the cheat is enterad,

Anthony Bung, Bmm

Don't be siily - is

you to enter any 5. Just
because they're there, it doasn't
mean you have to use them. It's
rather like having a larder full of
food and feeling you have to eat it
all at once. Just controf yuwsu.rLrL
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Luke Burns of 7 Queen Street, Avonmouth, Bristol, BS11 9AL
wants a penpal with a C16 or a C64.

Devree Joel, 147 Rue Cimetiere, 7070 Houdeng Goegnies,
Belgium is 27 and owns a cassette C64 and would like a penpal from
any part of Britain.

Clive Austin, 16 years, of 6 Robin Close, Midsomer Norton, Bath,
Avon, BA3 4NJ is seeking a penpal aged between 15 and 18 who
uses his Commodore not only to play games but for other
interesting computer things as welll
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e v
The Apache ... Fierce and elusive, like its warrior namesake GUNSHIP is available for the CBM 64/128K Spectrumand

... Capable of defeating enemy tanks, infantry, and hostile coming soon for IBM PC and compatibles.
aircraft on the modern electronic battlefield.

Gunship’s revolutionary 3-D graphics enable you, the pilot,

to fly into the world's hottest trouble spots . . You'll use an A R,

unbelievable array of high tech information and weapon .‘r-r - =

systems, including lasers, video cameras, night viewers, -~ o e o b 4

radar warnings, jammers, computers, missiles, rockets, SIMULATION
flares and a 30mm cannon! Successful missions will be

rewarded with medals and rank promotions.

® SOFTWARE

Pleasesend - = copy/ies of Gunship CBM 64/128 [] Cassette £14.95 [1Disk £19.95.
Spectrum [] Cassette £9.95 [] Disk £12.95 [] Further details.

Name [blockcapitals) = Address

Post Code
lenclose £ including 55p P+P. Cheques payable to MicroProse Software Ltd.

or debit my Access/Visacard.Expirydate_________ No. EI:I:I:D:EEEI:EED:I:D

MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL8 8DA. UK. Tel: (0666) 54326.Tix: 43422 MPS/UKG.
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Who's the most mischievous
Playboy in the entire
galaxy?....

1
1
r_l- 3 L

...That’s Who!
and don't forget it!

‘ﬂf_; You may not believe it but he's a super-sharp counter espionage
agent with a big appetite for entertainment and there's nothing he enjoys more
than a full blown bruise-up! Now trouble is heading his way as you help Freddy

recover, after yet another crash-landing, to steal a space-craft to freedom. Take on
man-eating ants, reptiles, robots, mutants and genetic throw-backs with Dinamic’s
. latest wonderman — Freddy Hardest.

SPECTRUM £7.95 COMMODORE £8.95 AMSTRAD £8.95 MSX £8.95




‘WEIRPD...”

Let the Harleguin take yvou to
i the realms of the Gronm
Ranger, help you Scarch lor thi
Secrel of Ll
an evil wizard in Zodiac.

.h'l.:]"f
"-._ the adventures begin . . .

RANGER

Level 9, £9.95 cassette or disk

emember the
good old days
when Level 9
indepen-

They

= and FH.I.FI]I. :-;{1lv-
ing in their never-to-be-lorgotten
epics such as Snowball, Lords of
Time and Adventure Quest. Tt
appears they wish o go it alone
again with their new title, Gnome
Ranger, although they have by no
means broken off their association
with Rainbird, as future releases
will demonstrate,

deafening. Exits
gNorthwest.
K&t gnow? L
ngrid was at
h& sound of
'I‘l'-lf'lﬁ'l.-l"lﬂ "
nortThYesET.
ihat

Exits

Ingrid Violet Boutomlow is a
bossy, thick-skinned gnome who
is eventually banished to the wil-
derness by her exasperated family
The basic aim is to get Ingrid safely
back home, while sorting out some
local problems on the way.,

The first thing [ have to mention

and do battle with

led gnorth,

the base of
falling water was
led gnorth;

.&t

are the graphics: they re very nice
- ot quite up to Magnetic Scrolls’
standards, but a vast improvement
on the usual Level 9 pictures.
What is interesting is that they
load separately from side two of
the disk, thus demonstrating that
all of the memory has been used
for the text, a method which the
Austins have utilised throughout
their adventure career, using only
the spare bytes for graphics.

The amount of text which Level
9 squeeze into the 64 is near mind-
blowing. Screens and screens of
text slowly scroll up as events and
locations are vividly described.

The parser itself is very acceptable,

wWeEST and

a water+tall.
quite

WEET and

gnow? EXAMINE HATERFALLE

with the now almost expecied
ability 1o understand such inputs
as TAKE ALL BUT THE BELL and
CENTAUR, TELL ME ABOUT
YOURSELF. The player may also
FOLLOW another characier, FIND
a certain object known to exist
within the adventure, or even

RUN TO or GO TO any location

There are times when Ingrid
needs to locate an item to enable
her to placate or befriend a crea-
ture, 5o it in turn helps her with
the quest. These inhabitants are
mostly [riendly, and are quite

articulate in conversation and car-
rying out orders. They can do little

adventure

with the cursor keys. Text can be
defaulted to brief or verbose, and
the command AGAIN repeats the
last inpul.

Gnome Ranger is a very profes-
sional, highly interactive adven-
ture, The pretty pictures add to the
already  adequate ambience

created by the text, and the parser
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jobs lor Ingrid while she concen-
trates on the more important
tasks, and they even report back to
her when the job is finished!

The adventure comes in three
parts, each of which is completed
before the player proceeds to the
following section. Positions can be
loaded or saved to or from tape,
disk or RAM, and the very useful
OO0PS command can be used to
take back a move should it prove
latal.

The graphics may be dispensed
with entirely, or raised bit by bit

The SastT.
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is intelligent ¢nough to deal with
most inputs. The only grudge, and
there had to be one, is the game's
slowness, but even this does not
detract from the playability. 1

would like 1o welcome Level 9
back to the top three in my adven-
ture writers chart... and let's
hear it for the price!

ATMOSPHERE 89%
INTERACTION 82%
CHALLENGE 86%
OVERALL 87 %

ZODIAC/THE
SEARCH FOR
THE SECRET
OF LIFE

Incentive Double Pack, £7.95 cassette

{apart from
being a number)
ilis appanmlu

the
walls of two dif-
terent houses. The player has been
given the address of one of these
buildings by a kindly benefactor,
and in no time finds himself amid
its walls, exploring like mad.

The first problem is to find an
exit. However, this is not enough
— a password is also required to

guaranie¢ passage 1o the next
house, and indeed the second part
of the adventure,

Al the start, a brown and yellow
picture 15 presented, supposedly
depicting a corridor. However, my
first perceptions were proved
incorrect by the text beneath this
graphic illustration which read,
‘You are at the southern end of the
hall. To your south and east there
are doors’. It was at this point that
my heart sank and [ buried my
head in my hands . . .

A little while later l auempted to
face the screen again and decided
to give this new adventure from
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Incentive the old once over, it
surely couldn’t get any worse.

I went south and was told (in
yvellow) that I was in the cloak-
room. SEARCH CLOAKROOM
says I: ‘You can't’ is the response,
I try LEAVE CLOAKROOM: "You
can't” i says again. HELP says I:
“You can’t’ says 1t! Remaining
totally calm [ input "N’ to escape
this less than friendly location.
Exploring the house revealed
many more juicy descriptions such
as: "You are on a flight of stairs’,
“You are in a Hall” and ‘You are on
the landing facing east’. The
aimosphere created by this prose
is nil.

One particular location almost
caused me to destroy my Commeo-
dore with a quick zap from my
blaster: the empty panel-walled
bedroom. I tried EXAMINEing the

You
aonily
UPF Plants and dessicated vegetation

A" on a

living tThings

ExitTs

Horth
IH“‘l.-jl:

ILead
now 7

walls, SEARCHing the bedroom,
OPENing the walls, OPENing the
panels and even KICKing them, 1o
no avail. Of course, the answer
seems obvious now: PUSH the
panels, but to fully appreciate the
frustration of having to deal with a
pathetic parser you had to be
there. Oh, by the way — PUSHing
the panels is a task which can be
repeated over and over again,
regardless of whether the secret
door has opened or not.

I persevered and gained access
1o part two, which was no better
and no worse. [ don’t understand
games of this type which, for
example, displays ‘You are in a
secret room kKnown as a priest
hole. There are [ootprints in the
dust." when the parser doesn’i
understand footprints {(or even
prints). The excuse that it creates
atmosphere just doesn’t wash, it
only adds to the frustration.

This adventure comes in three
parts: The House, The Eighth Sea
and The Secret, all of which are
basic to say the least. For me, the
secret of life is certainly not plod-
ding my way through a dreary
game trying to guess which verbs
and nouns the author has man-
aged to include in the database.

Zodiac, is better. The story tells
of Ramus, an evil Wizard who is
intent on destroying you and your
ancient tribe of warriors. He must
be stopped of course, but the only
clue is written in the Scriptures of
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SCorched
VisSible

South

Barenola, which state that Ramus’
weakness lies is in the stars.
Judarez, the wise man of the tribe,
has studied these scriptures and
knows exactly how to destroy the
wizard. However, he is now old
and [rail and cenainly not up to
the fight. This is where the player
comes in.

The mission is to find the twelve
signs of the zodiac and return with
them to the encampment so that
Judarez may utilise them and rid
the tribe of this evil threat. The
quest begins with the playeron the
open road. Again, sparse descrip-
tions are used, but at least the
parser database is better. "HELP' is
recognised (even if the reply is of
no great assistance) and the
EXAMINE command is well
catered for. The annoying ‘sudden
death’ syndrome is present, and

The
driged

PLain
are

and East

frequent saving is recommended
to avoid such abrupt endings as
sinking in the swamp due to a lack
of wellies being worn.

A number of the problems
require a little brainstorming. A
scorpion lurks on the desert plain
but there is no warning of it being
there. However, once the player
has died a few times from the crea-
ture’s sting it may dawn on him to
carry an antidote when entering
these sandy wastes. While on the
subject of obscurity, those who can
get rid of the Giant without any
help should put a feather in their
cap.

The pictures which appear to
accompany every location are not
very good and, 1 feel a corny
phrase coming on, the memory
used on the graphics could have
been better spent enhancing the
text. Accepting the fact that Zodiac
was wrilten using the GAC, and
comparing it to The Secret of Life.
what we have here isan acceptable
little adventure which should keep
a player quietly amused for some
time.

As a package, this latest offering
[rom Incentive seems (o represent
reasonable wvalue for money.
Unfortunately, the actual games
themselves are decidedly unin-
spiring. A price of £7.95 may
appear fair to pay for four adven-
tures, but I feel that the depth and
content is so disappointing that
this is not the case.

ZODIAC THE SECRET OF LIFE

ATMOSPHERE 38% | ATMOSPHERE 22%
INTERACTION 47% | INTERACTION 32%
CHALLENGE 45% CHALLENGE 389,
OVERALL 46% OVERALL gy,

For those of you lesser beings who are apparently troubled
by insignificant problems such as how Lo pass the Balrog,
or where to find the sword, fear not, I shall guide vou.
Walk with me now through the . . .

L%k AT

CASTLE OF TERROR (Melbourne House): Give the old man a pini
and use the ladder rung to wedge that wheel.
CASTLEBLACKSTAR (C.D.5.): The Hydra may be hungry but feed it
from a distance.

DRACULA PART II (CRL): Wait until you see Dracula leave before
entering his room.

FRANKENSTEIN PART III (CRL): Squash the remaining fruit into
segments to feed to the lion.

GUILD OF THIEVES (Rainbird/Magnetic Scrolls): The lamp is in
your sack. Those bars are not what they seem.

HOLLYWOOD HIJINX (Infocom): Access to the house is poetic

justice,

INFIDEL (Infocom): The statue to the north of the alter is the same
weight as you.

KNIGHT ORC (Rainbird/Level Nine): Give the scale to the dragon,
then get him to dispose of the humans. You may then get his smoke.
LEATHER GODDESSES (Infocom): If Thorbast drops his sword, give
it back to him.

PLANETFALL (Infocom): Scarch Floyd for the lower elevator pass.
Use the ladder from storage to bridge the rift.




|
II I
| |
| ] ’
\ SEABASE DELTA (Firebird): Drop the pill on the mat to prevent it
pre—- | bouncing away
—— THE LURKING HORROR (Infocom): The elixir is a handy problem.
-'—'_'_'_._'_'_'_ 1 5 | i L
WINTER WONDERLAND (Incentive): Cleaning fluid and ice don"t
SHADOWS OF MORDOR (Melbourne House): Wrilten permission | mix.

WISHBRINGER (Infocom): Branching out may help Tasmania.

is required to get past the Orc checkpoint

NE ALL

£25 plus VAT per quarter. I's run by Tiger Tiger and Mr Young
(who's apparently a monk) and both are very pleased with the
game. He has even given me the numbér 1o Logon: 01 994 91 19,

Richard Hered of Royion, Oldham has written in to complain
about the cost of Infocom games. He argues that as blank disks ard
so Cheap (some aslittle as £19 for 25 with a free box), Infocom, who
mivst buy them in bulk, should be able to charge less. Unfortunately
Richard, if vou were to load up one of these blank disks 1 think you
may find it a little more boring than playing an Infocom adventure
You see, it's not somiach the disk you're paying lor but all the hard
work — writing, programming, playtesting and so on which goesinto
the game. I'm sure that if you look around you will come across
dealers who will provide these games for much less than the £30 you
send me a copy! have previously paid. As for my topren Infocom games, Richard, 11l

Peter Waterfall has written o me to plead lor helpin Se—Kaa of tell you my 1op three: Zork I, Starcross and Sorcerer, nol
Assigh. He would specifically like 1o know how 1o pass the Black necessarily in that order
Guardian and get the casket from ihe Cry stal Tower. (051) 6087234
will reach Peter should vou be able 1o help

G F Young of Edgeware, Middlesex recently wrote tointorm me
about Lap of the Gods, This, apparently, is one of those MLULY _
SHADES clones which can be accessed in the same way at a cost of

Zapping around all five dimensions conguering evil really takes n
out of a guy. S0 much so that relative time has caught me with my
diamonds down, and as a consequence the letter section is a litthe
short this month. My apologics, [ promise that evenif | have 1o bend
the timescale atouch in the next four weeks, D will see more ol your
CiMmminications

Matthew Vallender writes with a plea tor help with a game
called Breakers, and would Hee o know how he may ablain some
money from Betty, | haven't heard of thisadventure, but if any one
ot there has, vou may contact Matthew on (0737%) 55130 (ata
reasonable hour). By the way, thanks lor vour Cues on The Guidkd
of Thieves, and ves, | have heard of *What Now’, that very good
adventure dossier which 1 read whenever the boys remember to

And that brings the second EXAMINE ALL toa close. H you wish
o appear amid these hallowed pages, take some time oul and write
to me at this address: THE HARLEQUIN, EXAMINE ALL, PO
BOX 10, LUDLOW, SHROPSHIRE SYB 1DB

Remove all cartridges and try
again. Yagmok tells you that he
may have the key to your
problem, and then continues his
message in advanced speech.
Don't panic. If you can't
understand what he tells you,

key he promised earlier and
wearitwith pride. North of here
is a cryogenic store room where
suspended Zyroneons are kept.
There is also a small silver
pyramid which must be added 1o
vour inventory.

IKAYLETH

US GOLD/ADVENTURESOFT

Judging from the letter which came flooding in concerning
this section, {(merci Patrick) there appears to be a little
confusion about how it works. Allow me to make things a
little more clear, Last month’s article was only the first part
of the solution. 1 shall in fact be taking you through the
whole of the adventure to the very climax. So for those of
you who may have thought 1 had left you dangling, so to
speak, read on . ..

Last month I left you you EXAMINE the sleepers, you

experimenting with the three
Azap codes we had learned,
ROO, DHT and ELY. Transport to
the latter chamber so that we
may continue. Going up from
here takes you to a corridor near
the entrance to an elevator
where we find a Pyxis. Upon
examination you are told that
the Pyxis is a small box which
can be opened (1 recommend a
"RAM SAVE here'). Obviously
curiosity rules, and out pops a
pair of lenses which expand on
contact with the air so that they
no longer fit into the box! 'RAM
LOAD’ and you are back with a
closed box plus the knowledge of
what it contains. West is the
Zyron selection centre where, if

discover that they are labelled
‘Rejects for DX’. To the south of
here is an Azap Chamber which
displays a ‘DX’ logo which, as
learned from the sleepers,
signifies a reject! However, try it
for yourself if you don't believe
me.

If you're still alive, go back to
the elevator, enter it and look at
the panel. The available floors
are marked G, M1 and M2,
obviously the one flashing (M1)
is where you are now. Press M2
and leave the elevator to enter a
laboratory where Yagmok
resides. Try talking to the old
man. If he ignores you, it may
have something to do with
whal's on {or in} your mind.

scribble it down and think about
the fact that he called it
advanced. Perhaps he means
substituting each letter with the
following one in the alphabet,
thatischangingStoTand K 1o L.
Try it, or if you're feeling very
lazy just read the next
sentence.' Skim the sea, Find the
coat, Ride the ring, Then down
the throat.’ This obviously
doesn’t mean very much at the
moment, but it will. Before you
leave the lab ask Yagmok lor the

Moving south and west takes
you to the mind facsimile section
in which a dome containing a
body-shaped indentation sits.
You can do nothing with this yet
{(unless you're tired of living),
but remember it for later on in
the adventure.

Now go back into the elevator
and press G, this takes you to the
planet surface where, nexi
month, we shall face many
dangers together = so wear your
khaki trousers.

' ROOKLEQUIN *
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goodbye and good luck.

The Harlequin.

Adventureland, Adventure Quest,
Arrow of Death I & II, Ballyhoo,
Blade of Blackpoole, Borrowed
Time, Buckaroo Banzai, Castle of
Terror, Circus, Colditz, Crysials of
Carus, Cutthroats, Dallas Quest,
Dungeon Adventure, Emerald
Isle, Empire of Karn, Enchanter,
Erik the Viking, Escape from Pul-
sar 7, Espionage Island, Eye of
Bain, Feasibility Experiment,
Forest at the Worlds End, Ghost
Town, Golden Voyage, Gremlins,
Gruds in Space, Hampstead,
Heroes of Karn, Infidel, Invindble
Island, Kayleth, Kentilla, Leather
Goddesses, Lords ol Time, Lucifers
Realm, Magicians Ball, Magic
Stone, Mask of the Sun,
Mindshadow, Mission Asteroid,
Moonmist, Mordon's Quest, Mys-
tery Funhouse, Mystery of Mun-
roe Manor, Ninja, Perseus and
Andromeda, Pharaohs Tomb,
Pirate Adventure, Planetfall,
Pyramid of Doom, Rebel Planet,
Red Moon, Return to Eden, Ring
of Power, Robin of Sherwood,
Savage Island 1, Secret Mission,
Ship of Doom, Sorceror, Sorceror
of Claymorgue Castle, Souls of
Darkon, Spellbreaker, Spiderman,
Strange Odyssey, Tass Times, Ten
Little Indians, The Count, Golden
Baton, Hobbit, The Institute,
Jewels of Babylon, The Journey,
Never Ending Story, Pawn, Time
Machine, Wizard and Princess,
Quest of Merravid, Tower of
Despair, Tracer Sanction, Twin
Kingdom Valley, Utima L I &1V,
Urban Upstart, Ulysses and the
Golden Fleece, Valkyrie 17, Vel-
nors Lair, Yoodoo Castle, War-
lords, Waxworks, Winter Won-
derland, Wishbringer, Witches
Cauldron, Wizard Akyrz, Wrath of
Magra, Zotk LU & 111, Zzzzz . . .
Bob Shepherd, 106, Highfield
Street, Coalville, Leicester-
shire,

The Hobbit, Seabase Delia, Ken-
tilla, Zzzzz, Spytrek, Robo City,
Imagination, Demon Knight,
Koboyashu Naru. Tower of
Despair, Time Tunnel, Citadel of
Chaos, Eureka (parts 1 and 2),
Paul Hardy, 33 Fir Tree drive,
Wales, Sheffield S31 8LZ.
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Clever Contacts

David Sutherlandhas requested that his name be with-
drawn from these hallowed pages, consider it done Dave,

As you will notice the column is getting larger every
month although one or two of you may wonder why your
particular adventuring conquests have not appeare
lately. The reason is one of administration, or rather the
lack of it. However, do not despair, if you would still like
to re—enter the Clever Contacts then simply write to me
with the relevant information and I shall endevour to
ensure your inclusion in future issues.

Once again I will ask that a little consideration be used
when obtaining help from these adventurous people. If I
hear of contacts being phoned in the dead of night then
woe betide the usurpers for they shall be answerable to

Heroes of Karn, Bored of the
Rings, Gremlins, Voodoo Castle,
Zim Zala Bim, Mugsys Revenge,
Tropical Adventure, Dracula, Holy
Grail, The Pawn. Return 1o Oz,
Masters of the Universe. Robin of
Sherwood, Fourth Protocol, Price
of Magik.

Christophe Brassart, 67 rue de
I’Abbe Lemire, 59200 TOUR-
COING, France.

Sherlock, Gremlins, Hulk, Spider-
man, Fourth Protocol, Dallas
Quest, Terrormolinos, Hobbit,
Castle of Terror Parlapas Aris, 18
Pyrsinella Str 453 32, loannina,
Greece Pawn, Tass Times, Bor-
rowed Time, Tracer Sanction,
Mindshadow, Starcross,
Wishbringer, Scastalker, Bal-
lyhoo, Enchanter, Sorceror,
Spellbreaker, Leather Goddesses,
Hitchhikers, Hulk, Spiderman,
Fantastic Four, Gremlins, Red
Moon, Sorcerer of Claymorgue
Castle, Worm in Paradise, Dun-
geon Adventure, Colossal Adven-
ture, Return to Eden, Ultima 111,
Ultima IV, Nine Princes in Amber,
Pilgrim, Perseus and Andromeda.
Guy Thomas, 17 Borstal Hill,
Whitstable, Kent CT5 4NA.
Tel: 0227 274846 (10 am to

8 pm ONLY)

Tower ol Despair, Dracula, Adven-
tureland, Zim Zala Bim, Castle of
Terror, Time Tunnel, Eureka.
John Paterson, 8 Bracadale
Road, Baillieston, Glasgow
G6H9

Tel: 041 771 7729

Mordons Quest, Spiderman,
Hacker

Nigel ‘Nemesis’ Richardson
Tel: 01 360 8325

Zork I I1 & 111, Adventureland,
Dangermouse in BFC, Earth-
bound, The Helm, Marie Celeste,
Temple of Terror, Valkyrie 17,
Temple of Vran, Mask of the Sun,
Lords of Time, Dallas Quest,
Infidel, Mystery Munroe Manor,
Gremlins, Supergran, Planetfall,
Ulysses, Blade of Blackpoole, Seas-
talker, HitchHikers, Ultima 111,
Search for King Solomons Mines,
Skull Island, Murder on the

Waterfront, Suspended, Cutth-
roais, Sorcerer, Enchanter, Ninja,
stranded, Hulk, Mindshadow,
Lord of the Rings, Starcross, Sub-
Sunk, Worm in Paradise,
Hampstead, Classic Adventure,
Colossal Cave, Terrormolings,
Robin of Sherwood, Sherlock,
Claymorgue Castle, Emerald Isle,
Wizard of Akyrz, Return 1o Eden,
Red Moon, Never-ending Story,
Escape From Pulsar 7, Perseus and
Andromeda, Golden Baton, Bored
of the Rings, Empire of Karn, Kel
3, Feasibility Experiment, Lucifers
Realm, Pilgrim, Secret Mission,
Treasure Island, Wishbringer, Cir-
cus, Arrow ol Death 1 &2, Ten Lit-
tle Indians, Ring of Power, Quest
for Holy Grail, Kentilla.,

Margot Stuckey, 14 Marampo
5t, Marayong, NSW 2148,
Australia.

Hulk, Spiderman, Voodoo Castle,
Hobbit, Pirate Adventure, Merry
Christmas, Robin of Sherwood,
Price of Magik, Lord of the Rings.
Nigel Leather, 45 Moreton
Street, Winnington, North-
wich, Cheshire CW8 4DH. Tel:
0606 781028

The Golden Baton, Worm in
Paradise, Hobbit, Fourth Prowocol
(Pt 3 only).

Andrew Blackman, 133 Ashen
Drive, Dartford, Kent DA
LY. Tel: 0322 76887 5.30-
8.30pm

Dungeon Adventure, Lord of the
Rings, Quest for the Holy Grail,
Hampstead, Lords of Time, Inca
Curse, Espionage Island, Planet of
Death

David Lemon, 14 Norton Place,
Dunfermline, Fife KY11 4RH
Tel: 0383 728353 after 6pm
Mon-Fri

Leather Goddesses of Phobos, Zork
I Terrormolinos, Never Ending
story, Heroes of Karn, Mission 1,
Gremlins, Robin of Sherwood
Ron McKenzie, 3 Silverstream,
Freystrop, Haverfordwest,
Dyfed 5SA61 28N

Adventureland, SubSunk, Heroes
of Karn, Empire of Karn, Munroe
Manor, Hacker, Classic Adven-
ture, All early Infocom titles . . .
Chris Fleming, 235 Meola
Road, Pt Chev, Auckland, N
Zealand. Tel: 867074

VYoodoo Castle, Heroes of Karn,
Pirate Adventure, Ten Little
Indians, Hobbit, Lost City, Grem-
lins, Wizard of Akyrz, Quest forthe
Holy Grail, Zim Sala bim, 1sland
Adventure, Castle Dracula.

Paul Flanagan, 6 Corry, Bel-
leek, Co Fermanagh, N Ireland.
Tel: 036565 594

Upper Gumtree, Bugsy Malone,
Never Ending Story.

Craig Hunter, 32 Lowick Close,
Eimtree Farm, Stockton on
Tees, Cleveland TS19 0TJ. Tel:
0642587789 (between 4pm and
10pm)

The Hobbit, Erik the Viking, Castle
of Terror, Eureka, Voodoo Castle,

The Count, Heroes of Karn,
Empire of Karn, Zork 1, Zork 111,
Exodus, Ultima 111, The Boggit,
Lords of Time, Never ending story,
The Hulk, Temple of Terror,
Ultima IV, Seabase Delta, Kentilla,
Valkyrie 17, Sherlock, The fourth
protocol, The Helm, Wizard of
Akyrz, Perseus and Andromeda.
Lord of the rings (part 1), Emerald
Isle, Quest for the Holy Grail,
Hacker, Colossal Cave.

Steven Kelly, 4 South View,
Whins Lane, Simonstone,
Burnley, Lancs BB12 7QU. Tel:
0282 74765 (between 6pm and
10 pm)

Hitch-hikers Guide, Zork |, Zork 11,
Planetfall, Leather Goddesses,
Cutthroats.

Dave Rogers, 15 Elm Terrace,
Westfield, Radstock, Bath,
Avon BA3 1XP,

Amazon, Borrowed Time, Castle
of Terror, Castle Adventure, Com-
puter Adventure, Dracula pan 1,
Grand Larceny, Haunted House,
Himalayan Adventure, Labyrinth,
Mad Mummy, Mindshadow,
Murder on the Waterfront, Never
ending story, Ninja, Raka-tua Vol-
cano, Scroll of Akhbar, Seabase
Delta, Silver Mountain, Subsunk,
The Boggit, The Dallas quest, The
Hobbit, Ultima IV, Voodoo Castle,
Zork 1, Zork 11, Zork 11, Zzzz,
Mario Moeller, 38 Greenvale
Drive, Greenvale, 3047, Vic.
Australia.

Ultima IV, The Bard's Tale, Voo-
doo Castle, Phantasie 1, Never
Ending Story, Dracula, The Prince
of Magic, Borrowed Time, The
Pawn, Seabase Delta, Deadline,
Zork 111, Wishbringer.

Derek Wong, 42 Ingram Road,
Thornton Heath, Surrey, CR4
8EB.

Hitchhikers Guide, The Hobbit,
Lord of the Rings, The Shadows of
Mordor.

Warren Lee Melia, 1 Thornhill
Avenue, Rishton, Blackburn,
Lancs, BBl 4EZ.

Castle of Terror, The Hobbit, The
Hulk, Mindshadow, Holy Grail,
Redhawk, Snowhball, Subsunk,
Twin Kingdom Valley, Voodoo
Castle.

Jeff Gillan, 50 Tynedale Cres-
cent, Penshaw, Houghton—Le-
Spring, Tyne and Wear, DH4
TRP,

Starcross, Suspended, Suspect,
Leather Goddesses, Zork 1, Zork 11,
Zork 111, Deadline, Planetfall,
Infidel, Cutthroats, Ballyhoo,
Lurking Horror, Seastalker,
Beuracracy, Trinity, Moonmist,
Hollywood Hijinx, Hitchhikers
Guide, Wishbringer, Sorcerer,
Spellbreaker, Enchanter, The
Pawn, Ultima I, Ultima 111, Ultima
IV. Sherlock, Gremlins, The Hulk,
Terrormolinos, The Fourth Pro-
tocol, The Hobbit.

Billy Kavanagh, 49 Drake Hall,
Westhoughton, Bolton, BLS
IRAI
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IRON IN THE SOUL -
THE FILMS OF ARNOLD
SCHWAR ZENEGGER

ARNOLD SCHWARZENEGGER's film career began in 1975 with
Pumping Iron, a documentary about the training and competition for

the Mr Olympia contest. His subsequent television appearances as-

the reigning Mr Olympia hmu%r;tf him to the attention of Lucille Ball
who cast the young hopedful in her TV movie, Happy Anniversary And
Goodbye. This was followed by a succession of inconsequential
supporting roles before John Milius picked him for the lead in Conan
The Barbarian - the surprise hit of 1982,

Arnie was later to revive the melancholic wanderer for Conan The
Destroyer, and then confounded the critics with his extraordinary
performance as the robotic killer in James Cameron's The
Terminator. The popularity of this film led America's influential
National Association Of Theatre Owners to crown Arnie the
international star of 1985, while the film went on to become the top
grossing movie of the year.

The Terminator was inexplicably followed by a surpnning role in
the Brigitte Nielsen turkey Red Sonja. Fortunately this near disaster
and the equally ill-advised Raw Deal (which cast a fully dressed and
distinctively uncomfortable-looking Schwarzenegger in the unlikely
guise of an ex-FBI agent who infiltrates the mob) were both
overshadowed by Commando, regarded by most Amie aficionados
as his best movie to date. (Until they gﬁi to see Predator, that is).

The commercial success of the Conan movies along with The

Terminator, Commando, and Predator (which has already
massive hit in the states) confirm that Arnie has made the action/
adventure genre his own. Keep your shirt off Arnial

bean a

FILMOGRAPHY

Pumping Iron (1975)
Happy Anniversary and
Goodbye (TV, 1975)

Stay Hungry (1975)

The Jayne Mansfield Story
(TV, 1979)

Conan the Barbarian (1982)

Conan the destroyer (1984)
The Terminator (1985)

Red Sonja (1985)
Commando (1986)

Raw deal (1987)

Predator (1987)
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AND GREEDY

Activision’s big game of Christmas cheer is likely
to be Predator, based on the gory new Arnold
Schwarzenegger movie. But before the game
arrives, how about a look at the film? Curtis
Hutchinson previewed the action and spoke to
the man of pumped iron himself.

PREDATOR - THE MOVIE

RNOLD's back in action
and doing what he does
best, as he battles against
insurmountable odds in a movie
that starts out looking like yet
another routine invading alien yarn
but ends up, by way of some
unexpected twists and turns, as a
mythological morality tale with
good and evil battling it out in a
climactic duel to 3
it all begins innocently enough
when a voyaging space ship
shoots across the screen
depositing an earthbound shuttie.
#11:; ﬁxplm;a;inm are given, ?ﬂué to
ry brefing, w or
Dutch Schaefer is being handed
his next assignment: a daring
cover mission to rescue a senator
and a grné.% of *military advisors'

being held by guerillas in a jungle
hideaway sntﬁewhem in  Latin
ca.

Schaefer and his crack force are
dropped into the combat zone,
where they locate and
their target, only to find that the
men they were sent to rescue have
been kiled in a particularly
gruesome manner.

Gradually, the two
unconnected strands begin to
intertwine as Schaefer and
company attempt to make their
way to the pick-up point. One by
one his men are killed by an
‘invisible” alien hunter which
strikes with inhuman famnﬂx.

With Predator, s ]
Schwarzenegger is treading
familiar ground. The movie, with its
hot-'em-up battle sequences,
smart-ass one liners and
superhuman central character
could quite easily have been
Commando if. The parallels are
very close indeed and it's difficult
to imagine Colonel John Matrix
reachi

| play a character who is always
in control of the situation,’ says
Amie, ‘but all of a sudden, this
unknown comes in; something my
character has never dealt in
his life — then it becomes scary,
and | become vulnerable.’

WARRIOR CODE

‘I'vaahwﬁrsmadtudnaﬂlm
like The ficent Seven or The
Wild ., Amie continues.
‘What | liked most about Predator
was the chance to play a character
who was part of a team - a
commander surrounded by men
who were powerful,
equally well . It's much
more realistic to hmawgu:rlai-;
Quys working together than to
entirely on yourseif.
hr.::!It took me back to my
iding , where you
wﬁhahuﬂmﬂmma
certain camaraderie develops. In
this story, there are moments
when we are very tough, but at the
same time there are deep
emaotions that show when your
hu:l:.lias are getting killed around

Despite Amie's good intentions,
the film is not about team work,
but the instinctive warrior code
shared by a professional killer and
a visiting alien.

Much of Predator's intensity is
down to John McTieman's taught
direction. 'I'd always dreamed of
deing an old-fashioned Saturday
afternoon adventure picture,’ he
expiains, 'and Predator was
clearly designed to be
entertainmert in a style |
which is suspense. It also
combined elements you rarely find
together — a classic hero story and
a horror story, like the Norse myths
where heroes battle against




supematural beings. It reminded
me of the old war movies and
comic books with men who were
lgrn than Fi‘fErl - an;thﬂ;nnld

warzenegaer is one very
few people in the world who have
that quality.’

JUNGLE SKILLS

Like so many films being made
today — most notably toon,
Hamburger Hill and Full Metal
Jacket — the leading actors in
Predator were assembled for
military style training before
shooting commenced.

Schwarzenegger describes the
vigorous regime: ‘We had done
about a month aphd a hﬁil_nf

ical training in the gym in Los

R hﬂfi:g, n Mexico
we'd get up at 6 am for breakiast
and then run four or five miles to
get into condition. :

‘ After that we worked five or six
hours in the jungle on skills training
- everything from climbing trees
to grappling down ropes to
rmn:gingﬂmmapunry. We had to
learn how to move silently through
the jungle and communicate with
hand signals and deploy for
specific manoeuvres. By that time
we were exhausted. Then we went
back to the wei room in the
hotel and trained for two hours, at
which time the director would call
us and say, 'Okay, now we
rehearse’.’

ALIEN COMPUTER

Bacause of the film's diverse
glements which combine relativaly
straightforward action and stunt
work with the latest in computer
generated graphics and optical
effects, the fiming and
subsequent editing of Predator
were something of a logistical
achievement.

The production crew was split
into three autonomous units.
Director John McTiernan guided
the main narrative flow while a
second unit, led by A Team
veteran Craig Baxley, handled the
stuntwork and explosions.

Meanwhile, the special visual

.i-l

effects unit, supervised by Joel
Hynek, with its hermetically sealed
computer trucks and delicate
camera equipment filmed the
extraordinary visual effects which
serve as the predator's infrared
perception of the worid. In the
finished film human figures are not
seen by the predator as flesh and
bone but as masses of hot tissues
which glow like beacons in a world
of darkneass.

What makes the predator
virtually invincible is a cloaking
device which renders the alien
virtually invisible against the jungle
backdrop. This unusual bilurring
effect, created by animators in
post production, is used to great
effect as a teaser in the early
confrontation scenes. The
suspense builds in much the same
way as the original Jaws, whera

ou don't actually glimpse the
st until well into the second half
of the movie. Unlike Jaws though,
the uncloaking of the Predator is
not a disappointment. The
creature effects unit must have put
in a lot of overtime to come up with
this particular state of the ar
monster.

SPIRITED

With so many elements lifted from
other films, Predator is by no
means an original movie. The
jungle survival aspect was
ored in Deliverance and
Southern Comfort, the action Is
pure Rambo or Commando, and
the relationship between man and
alien strays into areas covered by
Enemy Mine. Despite all that,
Predator is a likeable film. The
suspense is brilliantly timed and
executed and Schwarzenegger
gives another spirted
performance in a movie tailor-
made for his physical assets.

The real star of the show,
t h, has to be the diverse
visual effects that bring to life the

predator, but you'll

ve to wait until January to find

out exactly what they are. Until

then you'll just have to content

ourself with playing Amie in

ic Dreams's thrilling
computer game.

.

PREDATOR -
THE GAME

QUICK to recognise a
blockbuster when they see one
one, Activision secured the
rights to the 20th Century Fox
film long before the first screen
shots had even been seen in
Britain,

Due for a coincidental release
with the movie, the 64 version
will : 'Hm I a-:l‘ hgtznnﬂly
scrolling ax display, with a
very detalled and smoothly
ammated Major Dutch Schaeter
running across it. Activision have
used Hugh Riley, of The Last
Ninja fame, to design the
g{:ﬂ'ﬁus and have used 'literally

reds’ of sprite frames.

Tim Best, the game's
designer, claims that it closely
follows the plot of the film, being
developed from scratch using
scripts and storyboards from the

movie. In the same way as the
film keeps the alien hidden until
close to the end, so the
suspense is built up in the
compuler game, by occasionally
showing the alien’s laser target
homing in on the player's

character,

Initial meplay Is based
around nie's attempts to
eradicate an onslaught of
guerillas, using his  many

s and quite considerable
abilities. It is necessary to collect
uneiul{nh dlﬁ ﬂﬂ;:iu;ﬁwut 1r:;
game, including our types
machine-gun featured in the film,
which are essential to
successfully despatch the
attacking force.

At the climax of the game, Tim
Best cryptically advises you to
‘find alternative weaponry ' to kill
the alien. As its demise is based
on the alien's cinematographic
destruction, the biggest playing
tip must therefore be to go and
see the ﬂlm‘t
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Beyond the farthest
reaches of the

.

]

AVAILABLE FOR THE COMMODORE 64
Available from all good computer

Send cheque or postal order for

game stockists, or by mail order from: Palace Software. 275 Pentonville Road, London N1 gNL.
£8.99 (cassette) or £12.99 (disc) plus 80p P&P. Access and Barclaycard holders telephone 01-278 0751.




BRITAIN'S BRIGHTEST COMMODORE MONTHLY!

RETURN TO.

Phoenix Ltd have
recently released the
“Videosender', a compact unit
that is plugged into a VCR,, satellite
TV receiver or computer, and
transmits the signal to a TV set
without the need for a separate
cable. Attached to a 64, it enables
the user to place the computer any-
where m the same room (or éven a
separate room) without being tied
to the short FM lead. The unit is
quite powerful, and is cﬂfrahle of
sending a signal to several televis-

ZZAP! 64 December

1ons around the house, rather like
a mini transmitting station!

The Videosender, which cosis
around £35, has only been availa-
ble in Britain for a few months. A
full review will appear in the next
issue of ZZAP! — just in time for
Christmas!

ROLLING
BLASTERS

-and ‘Nitro” injection which makes

US Gold have managed to obtain
the licence to release conversions
of the classic Atari coin-ops, Roll-
ing Thunder and Roadblasters.
Rolling Thunder is a thrilling spy
adventure where the player, armed
with only a revolver and a few
rounds of ammunition, enters the
factory lair of an evil maniac o
rescue a kidnapped girl. Every step
of the way is fraught with danger,
and the maniac’s many minons
constantly attack. On later levels,
Fanth&r‘s, nade  throwers,
Masker Blue® spirits and the man-
iac himself prove deadly foes.
Roadbiasters is a furturistic rac-
ing game where other cars are
blasted off the road rather than
overtaken. The plaver's car is
armed with & machine gun, and
extra weapons are flown in by
! as the race progresses,
including shields, nuclear bombs

the car accelerate to an incredible
speed. It's a fabulous arcade game,
but we'll just have to wait and see if
the 64 version can successfully cap-

ture its spirit.

US GOLD PRICE CUT

In the latest move against software
prices, US Gold have decided to

drop all their current 64 disk soft-
wire (retailling at £14.99) 10 £11.99,
which should please many disk
drive owners.

Richard Tidsall, Product Mar-
keting Manager for US Gold, said

the reason for the price cut was
- due to the economies of
scale of production, which have
been added on for the end user.’
Basically. this means the more you
make, the cheaper they become.
Let’s hope other compames follow
SUt

US VIDEO

In a tournament held dunng the
PCW on September 27th, the
American National Video Games
Team battled a British *A’ team

comprised of ZZAP!'s very own
Damiel Gilbert and Julian Rignall,
lan Machin of C&VG and Tony
Horgan of Sinclair User. The US
team have never been beaten in a
tournament and were hot favour-
ites to win the competition.

The tnal was played out on
Arcadia's new Rockford arcade
machine, with each player having
five minutes to clock up the highest
score, At the end of the competi-
tion, the team with the highest
combined score was to be declared
the winner,

PRIME MINISTER

You're the Rt. Hon. James Hacker MP, Prime
Minister. You have the world at vour feet, the future
ahead of you, and Sir Humphrey and Bernard
behind yvou. Can you carry the Party, the Electorate,
the Can and the Day?

Maybe. But for five days ....?
Britain’s premier computer game!

Program by Oxford Dhigital Enterprises
Spectrum, Commodore, Amstrad and BBC
Cassette £14.95 Disk £19.95
Available from W H. Smithz, Boots and

other leading stockists, 2

1| % Mosaic Publishing Ltd, .
Gorley Firs, SBouth Gorley, Hants 8P6 2PS Tel: 0425 57077
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ACES TRUMPED

Both Julian and Dan played
extremely well, each scoring over
22,000 points, with fan and Tony
managing 14,000 and 12,000
respectively. The combined UK
score smashed the Americans’, and
the Brntish team was declared the
winner! However, American Donn
Neuart was awarded the accolade
of ‘International Player of the
Year' for attaining the contest's to
score, with Dran coming second,
and Julian a close third,

A return match has already been
planned, and the A’ team will be
Hying out to Las Vegas in January
to battle 1t out at the CES show, the
American equivalent of the PCW,
See vou there!




SHOWTIME AGAIN

i | The tenth Personal Computer that, with constant ‘people jams’ | year's PCW Show, where it is unlucky enough to miss it this
World Show proved to be yet and the main stairs havingtobe | expected thatgames willbemore | time around, here's what hap-
another record breaker, with an closed because it virtually col- heavily emphasised than ever pened...

L increased number of exhibitors  lapsed under the sheer weight of | before — but for those who were
and record- attend- eager punters! At times we won-

B e T e e ch Pt
Inside the Olympia it certainly Belleve it or not, preparations TELECOMSOFT l The only effect, as far as 64
seemed like there were morathan  are already under way for next SIGNS GRAFTGOLD nwn&m;ﬂnmmmgad?él;aélﬂaeﬂ
One of the most notable delayed for some time. We'll keep
- | _ m + A
. | { l‘ “" u

i\

> The tenth PCW slowly begins tofillup . . .

occurrences of the show wasthe | you posted,
siﬂmrrg ofa Gﬂﬂh'ﬂﬂi between StiH on the Telecomsoft stand,
Telacomsoft (which future 64 releases included the
Rainbird and F}rahu am:l tha imprassive fo from the Scottish
?_Erammmgham team of Doug Hare and Bob
men in question are Etma Stephenson, and the conversion
Turner (author of Ranarama)and | the successful Talto eoin-op,
Andrew Braybrook (Uridium, Flying Shark.
Don’t miss out on || | Pamdroid and wahsusj. These incidentally, an interesting point
) Twol I are soon to be joined by the i5 that Firebird's Druid, has
ssue Two duo of Dominic Robinson | become so popular, that it's now
T and John Cumming, again both being converted to the Japanese
= from Hewson. Nintendo systam!
et lﬂ?&"?—"-—ﬂ--i*r'\‘-q-t?"-lt“ Graftgold's Turner said
hnhp}-r -r.m Syt RS :ﬁ:ﬁn ;ﬂ[ . have been
r-.m*w"rf:-'éﬁr*rq—-‘ } | | proceeding for some time, and OCEAN
e - and e K en Dottt
LGOS, a n ® | Ocean had a huge stand which
joined us from Hewson, and this | was adm&"?aemmmm
contract will allow us to develop and TV monitors, but surprisingly
ramming team. it won'tbe | faw & demos. One
ON SALE 19 Hﬂ\' £'l 25 | | long we're @ major force in | making an appearance was a
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=] | software development.’

brilliant 64 version of the finger-




blistering Combat School. More
news of that next month!

Ocean's catalogue of future
presentations resembies other
houses' available software list,
and videos on the stand
constantly ran promos for
Madballs, the ive looking
Platoon, Denton Design's Where
Time Stood Still and Point,
the rfw filrm "EHTI:I Roba Cop,
and Athena's seq Psycho
Soldier.

Also on display was Match Day
N, which is currently
programmed by Star Paws man,
John Darnell and Bamie
fﬂmmmmd of Head Over Heels

ame,

The stand’s Imagine section
was busy promoting arcade
conversions of G.l}-zur Rastanand

Victory Road, as well as original
releases, inciuding Freddy
Hardest, Phantis and Navy Moves
i bl f'ﬂlﬂw Moves and
rasponsible for
Game Over.

ACTIVISION
Activision's interests were
representad in tha shape of
System 3, Electric Dreams and the
recently recruited Infocom labet,

After Activision's main platform,
Electric Dreams was the most
prominant u:tlnlt_lh its own I?riﬁu‘dﬁ
complete with extreme
music and manned by peopie
wearing some particularly snazzy
black silken bomber jackets.
Several arcade machines were on
show, including
Sprint, Super Harm-ﬂn
and Karnov, a Ghosts 'n'
variant, However, there were no
64 versions on display . .

Activision itself is miaasig

Rampage, Knightmare,

(see feature in these hallowed
pages), Galactic Games and an
improved version of their
undeserved best seller, Enduro
Racer. Again, B4 versions were
lacking, with only a barely
version of

get to grips with.

USsS GOLD

The enormous US Gold stand
{complete with kitchen, offices
and boardroom) ht;li;ﬂmmna
ops on display to up thei
furthmrnllng conversions of
%?r Gauntlet Il, Out Run and

One of the more unusual
rahasaa was Charlie Chaplin
ich gives the player a chance to
dire-:t r own silent movie. Only
a promising Atari ST version was
on show, but apparently the 64
version is gaing to be very close,
: The American Eﬂfh#ar;dhmmﬂ
pyx, was also represented on the
siand, but only Street Sports
Basketball was on show for the 64.
Atari ST Mission Il had
its debut and looks a
good, and a b4 version
should be fin before next
month. We live in hopel
GO!, US Gold's latest label, has
several major releases due out
before December including
Wizard Warz, Bravestarrand a
game based on the Lazer Taglight
Eﬁ,whh:hnrenlahﬂedtnba the
-sedling toy in the US!

playable
for visitors to

ﬁmmwhbalulanhnsﬂmnmta
to three arcade
Siclearms, a two-player

Bﬂﬁld&ﬁ its games releases,
GO! is also distributing Mattel's
Nintendo consola in the UK -a
s!gn of the software houses’

interest in non-
surtwm'a projects.

ELECTRONIC ARTS
AND CRL

Dssﬁnl;ia a new software housa
set Francis Lee (formerly of
t) whosa first release will
ba Titan Find, described as 'A
tensa, all-action arcade strategy

aﬂu&nmra , featuring fast,

CRL, nnwdistﬂhuindhthaﬂﬁ
Elal:lrl:lnk:aﬁrla has Jack The
(whose infamous murders
are, by a strange coincidence, a
century old this year), Traxxion, -
jmlﬂll ‘jﬂt L
I'nu.r-m%
. Thunder Cross and
faforce, Wow!
Elantrmﬁchrhhndplnrrtyﬁf

,including Skate
or Die, Mﬂ#y s

In1 Chuck 'f'augurs
Flight Trainer and
Pagm a hydrofoil simulation.

MICROPROSE

mammimmmmm

?ﬂiimB dua t l:hﬂ

croprose, 0

overwhelming presence of the

mm:-t e This

p ] : was a
"%a tsim,

gfmmdtumnhhztﬂm
icopter com

simulator.

All of Microprose's latest gamaa
were prominent, with
Enun-tn—

going to
El:;m released games included the

latest aircraft simulation,
Stealth Fm ,and the iruu:nraﬂva

ARIOLASOFT

Ariolasoft's numerous labels have
a collection of up and
g;n ﬁﬂmfmﬂmﬂ. i
as have a c
e e
astarn Gameas, and 1988
see The Pink Panther and Tom
mddarryunuuaamhbal
has Werewolves of
vﬂhnhmﬂdb&halw
nﬂalrunclﬁaak‘tﬁrrHaamw
mﬂnmmmmmm
this World. Also in the pipeline is
Bushido Warrior and a forced 3D
isometric perspective puzzie

game, ;
The ight label has but a

single release - a ic
adventure based t?n% by

Marc Pierson, called
&uﬂmrﬁnak,

DOMARK

Dumm'kustandwnuinaquatm'd
shady corner of . where ors

Directors Dominic
mﬁthlmém d

n and straw
boaters.

> Fun-loving Mark Strachan (left) and Dominic Wheatiey (right) flank
Joflery Archer and R2-D2 on the Domark stand

Diminutive

e the new game of his
, Not A Penny More, Not A
FunnyLmTh&aquu!hruml‘tHE+
D2 was thera too, promoting Star
Wm The Game - yes,
at long last someone has actual
licensed the coin-op. The Atari
version looks particularly
impressive, but whether or not the
64 will be able to capture the
flavour of the coin-op original is
another thing
Also demonstrated on the
Domark stand was a set of TV
licencas which are soon to
on the new TV Games label,
including Krypton Factor, a

AND THE REST

Just when you thought old
Pacman had retired to the country,
Quicksilva go and give him a new
lease of lifs. Yes, an's back,
only this time he isn't going around
bling dots — in Pac-Land, he's
a lost fairy get home to
M!Thag ics and sound
looking
hulwalluathavatuwaﬁam:laaa
plays as well as the

%Prmsm‘twmm

busy previewing and ST
umhnnuffhﬂHum or Red

October, a submarine simulation
based on the novel by Tom
Clancy. The 64 version is currently
in developement and sounds very
promising.

I Minnmnﬂu?'mnurmdthaﬂ-i
ncarnation of Andy Capp, a
veteran of the Mirror

Martach the November
release of Nigel Mansell’s Grand

Prix and also Sldine, basad on the
2000 AD character.
promoti Ihﬂ-;;:'.lﬂf

'am
Gmstrugmﬁft,whk:h.ﬁ?ﬂu
Mdnt&rmdynmm has

month. m&"’“ﬂ?&‘““

include the very

Hﬁrmwmrunu
Hmﬁmw&snmu&dmth&

show, and celebrated with a

tanhfull of Ihm ‘E:ldﬂahuﬁwnurlng
variety

wnpnndi mlﬂmmnlm
being armw.m including 2000 AD
ﬂa—in Dﬂﬂhas::rdling
shoot "em up called Gunboat, Roy
Of The Rovers and
sequeal, The Door.
Virgin were fairly busy, but
all the gameas on y
should be out and about by the
time you read this. Future releases
include Scruples on the Leisure
Genius label and Diplomacy,
which is set for a new year ralease.
ware in force with
demos of their 5T games,
Backiash and Damocles:
il. Unfortunately we'll
have to wait until mid "88 for the 64
Endurance Games were
showing off their heavily
publicised board game, , and
Mdbﬂuﬁ;aham"—wait nr':};
Football Manager ll, a sequel
one of the biggest seliing
computer games of all time.

it was certainly an interasting
show, and although there were
some very impressive products
on display for the 16-Bit
machines, the 64 seems to be
gnlng from strangth to strength.

he next twelve months are
certainly going to te interesting
ones — sea you at the eleventh
PCW show.
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CALLIT A SEQUEL. ..

AND YOU’LL LAND UP FLAT ON YOUR BACK.

Commodore Screens o

They called International Karate the best beat-em-up so far. And who are we to argue?
But Archer Maclean has come up with a stunner: A Third Fighter.
Amazing animated background. New moves. Re-mixed music.
p And Balls!

Commodore 64/128 Cassette (£9.99) and Disk (£12.99). Coming soon for Spectrum and Amstrad home computers.

Mail Order: Activision (UK) Ltd, Units 3 & 4 Lioyds Close, Finedon Road Industnial Estate, Wellingborough, Northampton NNB 4FR. Tel: (0933) 76768
Access, Visa and American Express Cards welcome.

Distributed by Activision (UK) Ltd.
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PONDERING

THE
FUTURE

Iwas at the PCW show for only one trade day, soldidn't get achance
to meet any readers of the column. But, I did do the rounds of the
strategy-producing software houses to see if anything exciting was
in the offing, and one thing that struck me was that the Americans
were there in force. That's not surpnsing when we're told that strat-
egy gameas enjoy far more popular support and rake in much more
money in America, and | hesitate to condemn it as a bad thing as
American strategy games are usually pretty good. The voluble and
enthusiastic presence of the American strategy promoters certainly
contrasted with the invisibility of British based companies. There
are, of course, a few dedicated British strategy publishers whose
commitment I don't doubt, but what worried me was the fact that
software houses who have been known to offer the odd strategically
orientated game really didn't seam to be interested in promoting
anything for the future. The Commodore disk owner is probably
assured of a steady supply of high-gquality American games, but
these are notoricusly expensive and those who can't afford them, or
a disk drive. are left to pick up the crumbs.

Weusetheword ‘strategic’ in a loose waywhen it's a label 1o dis-
tinguish games in the genre, but applied to the theory of warfareit's
a technical term which means only one level of action in a pyramid
of five,

Wargames tend to operate on one or two of these levels. ‘Politics’
is defined as the determination of a country’s foreign policy. There
are few wargames which actually give the player a choice about
whether the country is going to war; presumably because if he
decided not to, there would be no game to play! Butthere are games
which attempt to simulate world management, like Armageddon
Man

rand Strategyv’ is the formulation of war aims and policy. and the
creation and maintenance of alliances. Alliances tend not to come
into sclitaire computer games, but board games which simulate
entire wars and involve more than two players certainly do. 'Strat-
egy’ itgelf is the planning of the campaign economically and effec-
tively to achieve the grand strategic aims. This is often simulated by
the rescurce-spending screens in wargames, when the player is
asked to dish cut so many supply points and so many points of air
support.

‘Grand tactics’ brings us to the actual deployment and movement
of forces on the field of battle, and it is on this level where most war-
games find their main area of play. The level of most detail is 'tactics’,
and this is simulated in games which recreate a single battle. 'Tac-
tics’is the management of small forces in the field, down to the hand-
ling of weapons by individual soldiers. Thus, ‘'machine simulation’
wargames can be said to be almost purely tactical,

Inreal waifare the responsibility for taking decisions on each of the
five levels would rest with different people. Politicians, onthe whole,
decide what fureign policy will be and whether or not to go to war;
generals take the strategic decisions in obedience w the grand
strategic objections wourked out by the politicians, lower-ranking
officers make on-the-spot decisions about the deployment of troops
onthe field, and tlie soldier with the gun in his hand makes the ulti-
mate decision tu flie Computer wargames can and do put the player
in al! these positions except the last, which might in the end be the
most unportant and thie most problematic | woender if there's a moral
in this?




RUSSIA

S55G, £14.95 disk

t was Tsar
Micholai I who
passed judge-
ment on Napo-
leon's failed
attampt to

invade Russia:
'Russia has two
generais in
whom she can confide — General
Janrier and Fevrier'. It was a les-
son of history which Hitler
notonously chose to Iignore
when he mounted his own inva-
sion in World War II, and the

Axis armies suffered heavy
losses in the futile struggle
against the Husslan winter.

Owver four years, 50 million men
fought on the Russian f{ront.
According to the introduction in
the rulebook of this simulation
of the campaign, 20 million of
them were casualties.

Looking at the glossy package
of this very traditional wargame
frorn the Australian company
558G, the purchaser is given the
immediate impression that this
is a quality product of some sol-
ity. There's a 72 page rulebook,
two shiny full-colour card maps
showing the entire area of play
with detailed terrain marking,
four cards with tree diagrams of
the menus that dove the game.
a strip of printed labels to make
your save game disk look neat,
and a form which entitles the
first-time buyer to a complimen-
tary copy of the house magazine
‘Run 5'. All of this naturally
made me expect that when I
loaded the game itself 1 would
find something that looked like
it had been programmed in
somebody's lunch break and
took twenty miriutes to process
the computer's turn. [ was pleas-
antly surprised. On-screen, Rus-
sia looks like a traditional war-
game, which tries to convinoe
the player that army divisions
are rectangular, and the speed
of computer movement is won-
derous

These are the aasthetics. The
game itself aims to recreate the
entire four-year Axs campaign
against the Russians, starting in
1941 and lasting for 48 month-
long turns. To ease the baffled
player into this feat of wargam-
ing endurance, there are three

shorter scenarios which, in the
usual nature of these games,
concentrate on smaller, specific
battlas,. The three smaller
goanarios aliow you to take con-
trol of a particular army 'group’,
North, Centre or South, fighting
over a small portion of the map.
In the campaign SCenario you
have control of the whole army
and the freedom of much of east-
ern Europe.

The game is driven by a saries
of branching menus, which dif-
fer slightly between the
gcenarios and the campaign.
The designers were clearly wor-
ried that snoma players might get
lost amid the trees, and so dia-
grams are provided for startup,
game designing, and playing. To
give some idea of the system's
complexity, there are eightéesan
menus associated with playing
a scenario. This is a headache to
get to gripa with at first, but 1
found that I familiarised myself
with the order of play surprs-
ingly quickly. One chapter of the
extensive rulebook takes the
player through the first turn of
the Léningrad scenario step-by-
step, and although this took me
about three quarters of an hour
to work through, I was able to
enter subsequent turns in no
time,

After the usual preliminaries
of choosing a difficulty level —
you can opt for a minor, modar-
ate or major advantage to either
gidde, which is worked out In
terms of troop numbers — the
player is launched straight into
the chosen scenario. The map in
its entirity is divided up into
twelve sectors, and the scenario
takes place on three or four of
them (one sector corresponds to
what fills a screen). Terrain is
representad in an unobjectiona-
bla sort of way, but the display is
enhanced by the printed map
which comes with the package.
It is useful too for identifying
cities. My one complaint about
the screen display — and it's a
fairly strong one — is that cities
are not shown clearly enough.
The whole of the gameplay is
centred around the pursuit and
capture of cities, and it's very
difficult to see them propérly on
the screen. For some reason
they have been drawn as a col-
lection of neutral grey biotches,
and biend into the scenery. I
would like to ses large, solid red
beacons!

The units are shown as
rectangles occupying a single
hex. There's a degree of hmited
intelligence, and you can see
maore of less what type of troops
your opponent has — whether
they're tanks or infantry = but
only the controlling player can
see the specific classification.

One of the menus allows
access to a number of informa-
tion screans, and you can call up
displays onto the map showing
the communication value for the
hexes, railways lines, the con-

trolling side of each hex, and
what the map would look ke if
it wasn't cluttered up with units.
The amount of information avail-
able for inspection is formidable
and, at first, rather alarming.

The Axis army is divided into
thres army groups, which can
consist of up to six ‘armees’. The
armees can in turn control six
korps. There's a kind of com-
mand hierarchy because this
can be confusing at first, and the
player has to give orders at two
different levels. An unusual fea-
ture is that you don't actually tell
units to go to particular hexes,
so you can't fight the enemy by
Arranging your units In pretty
patterns of your own choosing.
Each armee is given a general
‘doctrine’, which determines
what its aim will be. "'Main
Effort’ is the signal for an offen-
sive, and when thisis chosen the
armee is targetted on a vicinity
within seven hexes — less, in
adverse weather conditions — for
the armee headquarters. There-
after, until the city is captured or
the armee's doctrine is changed,
the korps units attached to that
armee move forward in an
attempt to reach and capture
their objective. If enemy units
get in the way, they fight them.
Their exact course is determined
by the computer and is not under
the player’s control at all.

The armee doctrine can be
‘normal’, in which case it does
Ittle, but 1= still able to fight
well, or it can be ordered to rest,
which enable the troops to
recover their strength quickly,
but puts the korps at a disadvan-
tage if they re attacked.

Once the armee doctrige has
been selected, the player gives
orders to each individual unit or
‘korps’. The range of options
open to the korps is determined
by what the armee doctrine 1s,
and whether or not the unit 1s
next to an enemy unit. Next to
the enemy, a korps whose armee
is on ‘main effort’ can assault,
probe, defend or rewreat, and the
player allocates ground support
and air support in points.

The condition of each korps is
given in a general way. Surprs-
ingly, there is no indication of
exact numbers of men: the state
of the unit is described in terms
of the troops' combat experi-
ence and their fitness. Casual-
ties are given in the battle
reports, but there seems to be
no way of referring back to this.

Each armee has an individual
supply of ground support units
which can be distnibuted to the
korps, and the air supply units
come out of & general army
group pool. If the supply lines of
a korps get cut off, they can't
replenish their O8Ps, but their
supply of ASPs is unaffected.
The provision of basic supply

»  The map for Russia is displayed in all its glory

TALL 1NN
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points is affected by supply
lines, too, and a noval statistic 1s
the "administration’ factor. This
is an indication of how organised
and ready for combat a korps is.
According to the instructions,
the maximum wvalue of seven
means that 'all the forms are
fililed out and the army camp
barber has sharpened his razor’!
When the fighting starts, things
gradually become more disor-
ganised. An armee can't launch
into ‘'main effort” unless its
administrations and supply
points are high enough, and low
values make them vulnerable.

After adjusting armee doc-
trines and giving individual
korps orders, the player wades
back through the menus and
hits ‘Run &'. This command
seems to be the S5G buzzword,
and executes the turn. Battlas
are resolved, and the player's
and the computer units move
instantaneocusly and simultane-
ously. No staring at the
wallpaper—it's over in seconds!

The program provides full
facilities to create your own
scenarios. Because you can alter
almost every single wvanable,
including the point values of
cities, with enough patience and
interest you can set up for any
Russian Front battle. Although 1
haven't seen a copy, the com-
pany magazine ‘Run &' prints
statistics for further scenarios.

Everything the full-blooded
wargamer could want has been
provided in this game, and
moreover it's easy to handle
once you've learned the system.
Nothing interrupts or irritates —
except perhaps the choo-choo
noise of units travelling by rail —
and I found 1t completely absorb-
ing. Definitely a worthwhile
investment,

PRESENTATION 91%

Beautiful physical compo-
nents, smooth operation and
thoughtful touches

GRAPHICS 75%

Pleasant enough, although the
cities are unclear on the map
screen.

RULES 90%

A lack of extensive historical
information 18 made up for by

the extremely thorough
descriptions of the game
mechanics.

PLAYABILITY 89%

The branching menu system,
once learned, makes play fast
and compelling

OVERALL 91%

One of the best traditional war-
games I've seen - thoroughly
recommended.
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n its back cover,
Lords of Con-
| quest describes
itself as 'a great
 strategy game’.
I'd agree with
that. However,
I'd hesitate to
agree with its
‘better than any

other claim:
board game'.

It is not a war game. Although
it concemns itself with conguest,
it iz of the most abstract kind.
Lords of Conquest is an attrac-
tive attempt at a computer ver-
sion of the type of glossy board
games which keep students
who have better things to do
with their time dice-rolling and
negotiating until four o'clock in
the morning. And the designers
have made good use of the
opportunities for frills, extra bits
and easily-adjustable paramet-
ers afforded by the computer
medium.

STRATEGY
LORDS OF CONQUEST

Electronic Arts, £12.95 disk

ritories which are inaccessible
axcept by crossing water.
Atthe start, the playeris given
the opportunity to adjust the
parameters. This seems tomean
the adjustment of a few simple
difficulty scales, but the nature
of the game is changed quite sig-
nificantly by the player's choices
at this stage. There are five
‘levels’, which govern how
many types of resources are
available and what you can use
them for. On the 'baginners's'
laval there are only two
resources, gold and horses. On
the 'advanced' level, you can
have all five resources, gold,
horses, iron, coal and timber,
and you can build boats with
them. Playing on the first two
levels, which don't allow boat
building, realistically has to be
restricted to maps with single
land masses. The difficulty scale
I8 a separate gquantity, and
ranges from 1 to 9. On level 1 the

P The stylised Lords of Conquest battlegrounds

Lords of Conguest presents
the player with a map— one cho-
sen out of many — which is
divided into territories. These
terntories are under the control
of one side or another (the prog-
ram allows for up to four
players). The gameplay concen-
trates on acquiring territories
that were the rightful property
of the computer, or one of your
friends. If this were an end in
itself, things might be too
simplistic; but the ultimate aim
is to build cities on your own ter-
ritories by means of wealth gen-
arated by those territories which
produce resources, S0 money
rather than power is the real
name of the game.

There are twenty maps built
into the program, representing
places like Europe, the Carib-
bean and the Sea of Japan in a
very stylised way, So stylised
that it doesn't really make any
difference that a handful of the
maps are of fictional places like
‘Boarderlands’. Some of the
maps are single land-masses,
but most have groups of ter-
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player is given four territories
more than the computer, and on
level nine, four less.

The player can also choose
whether to play with a chance
level of low, medium or high.
This affects the basic nature of
the gameplay too. A low chance
level means that the outcome of
attacks can always be predicted,
and so the game is very severaly
strategic. A high chance level
means, essentially, that dice are
rolled. An attack which is num-
erically stacked against the
opponent has a high percentage
chance of succeeding, but there
is always a random element and
any attack can fail — or indeed,
succeed. [ found it to be more
natural and more interesting to
play on the high chance leval
The rulebook promises a
tougher computer opponent on
low chance, but the game seams
to be designed for dice-rolling.

After selecting for a few minor
options, like whether or not to
be regaled with music, the
player is presented with a blank
map and asked to make a choice

of territories. Computer and
player select alternately until
the whole map is claimed, and
this part of the game is as impor-
tant as any other, so much so
that first choice of territory is one
of the advantages you can select
for yourself, and I preferred it to
first attack. The safety of a territ-
ory depends very much on how
many territories of your own sur-
rounds it, so it's a good idea to
get your resource-producing
areas nicely embedded. The
computer's tactic at this stage
s@aeams to be to prevent you
building up too strong a power-
block, and to place its territories
beside any of yours that look val-
1 A

I played the beginner's level
first of all, but soon realised that
the game is much more interest-
ing when all five resources are in
play. Certain territonies, bearing
the appropriate symbeol, produce
regsources every turn. During the
salection stage the resource-
producing territories are obwvi-
ously the ones to take first, and
the game revolves around the
capture of the enemy's.

The game is organised into
multi-stage tums, supposedly
representing years. Firstly,
except in the first turn, both
sides have the chance to use
their resources to build either a
weapon, a boat or a oity.
Weapons are invaluable in com-
bat and cost either two gold or
one iron and one coal. Boats can
be bought with three timber or
three gold. Cities, which win the
game, cost four gold or one each
of the other resources. Cities are
a good buy because they count
towards the victory condition,
they have an attack/defence
value in themselves, and they
double the production of their
own territories and those sur-
rounding it. You can choose
where to site any developed
item, and because of the relative
immobility of weapons this
needs careful thought.

A production phase follows,
and you can watch wealth roll-
ing into the computer's coffers
or your own. On the high chance
level, production might not hap-
pen. The reasons given for this
are entertaining, and display the
cheerfully artificial nature of the
game. So far I've seen 'legalistic
excesses', 'outbreak of sanity’,
‘terrible heresies’, 'feverish
apathy’ and ‘astounding
prophecies’ preventing produc-
tion. I'm still waiting for ‘feable
excuses prevent production'!

On the highest game level you
can move weapons and horses
In the next phase. I preferred to
play without this refinement.
The restricted movement of the
second-highest level seemed to
make things harder, and call for
more careful planning of
strategies. You do get the oppor-
tunity to move your stockpile —
the territory in which all your
wealth is kept s which is advisa-
ble if it locks like the enemy
might be in position to capture it.

The real business of the game
comes in the next phase, which

is conquest. Every territory
which is bordered by an oppos-
ing territory has some sort of
chance of being attacked. Its
defence value is worked out in
straightforward numerical
terms, and is determined by how
many friendly territories sur-
round it, and whether it or any
territories next to it have a horse
Or weapon or city in them. After
a bit of practice it's easy to work
out roughly what attacking and
defending values are, but you
don’'t have to do it yourself -
there's always an information
menu available, which tells you
the force count of any territory
on the map.

In practice, I found that it was
a great advantage to be the first
boat-owner on the board. The
computer doesn't seem to antici-
pate attacks by boat very well,
and if you load your ship with a
horse and a weapon, its total
attacking value is seven.

The game can be over quite
quickly, especially on those
maps which only have a few ter-
rntories. There is no facility to
gquit a game if you see your posi-
tion is hopeless, but the com-
puter opponent is adept at it.
Lords of Conguest is the only
game I've ever played in which
the computer is programmed to
be a bad loser., It abandons a
game with surprising abrupt-
ness with messages like 'l know
I'd win if we kept on, but I've lost
interest for some reason’' and
"You must have cheated, but |
can't see how'. This can get
irritating!

When you've played out all
twenty maps you can ask the
computer to generate a new one
randomly or cteate one yourself,

I have some doubts about the
balance of the game - it's too
easy to win too quickly — but
there's no question that Lords of
Conquest is extremely enjoy-
able. The possibility of endless
maps doesn't entirely make up
for the lack of other varied ele-
ments, but although each game
follows much the same sort of
course | found I could play as
many as | had time for in succes-
sion and still be eager to load it
again. Don't expect a sophisti-
cated wargame, but as a strat-

egy game for relaxation it's
addictive,

PRESENTATION 80%

Of a high standard, and the
irntating nngles can be turned
off

GRAPHICS 69%

Reasonable, but nothing spec
tacular

RULES 75%

Adequate, but sometimes a bit
difficult to find a specific pece
51 lr]fl-'.'lr[nﬁ!lf:ltl.

PLAYABILITY 89%

Very moreysh.

OVERALL 86%

Very enjoyable




Preview The Future!
PROJECT:STEALTH FIGHTER .
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Stealth Fighter...the hottest topic of conversation in aviation PROJECT: STEALTH FIGHTER. Another brillant simulation

circles today. Space Age technology and engineering make from MicroProse. Available for the Commodore 64.,/128K.
these aircraft virtually undetectable by enemy radar. Cassette £14.95. Disk £19.95.

Stealth Fighters are believed to be in operation, flying the
most sensitive missions, flown by a superior class of pilot. You
can experience that thrill of flying a revolutionary aircraft,
previewing the edge of the future.
ULATION » SOFTWARE

Please send ______ copy/ies of Project: Stealth Fighter CBM 64/128 [] Cassette £14.95 [] Disk £19.95 [] Further details.
Name (blockcapitals) ___________________ Address

=R IRIE RS AR AL 1T SR Sk sy SOH IPNPL LW, Sl e ) A Ay WV e, 1Y
| enclose £ including 55p P+P. Cheques payable to MicroProse Software Ltd. PSF/zz/1287

or debit my Access/Visacard.Expirydate________No. 5 T 7 4 O I L 5 A D e Y

MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL8 8DA. UK. Tel: (0666) 54326.TIx: 43422 MPS/UKG.
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This seven headed horror is the
dragon found on level eight.
He's not at all nice, in fact he's
downright nasty. So how do you
go about killing him? Well, it all
sounds quite simple, but it most
certainly isn't. This dragon is a
combination of all of the
previously encountered

BALLBLAZER
(Activision)

Matthew Hodgson of
Beckenham, Kent has managed
to shut out Droid nine in 34.2
seconds - impressive, eh?
Here's how he manages to
score 50 quickly . . .

Just befora the plasmorb is
ejected into the playfield, move
right and stop dead when you
are about four squares away
from the edge. Push the joystick
lorward and when the plasmorb
enters the grid, go for it. Keep
moving forward for a couple of
seconds once you have
possession of the plasmorb,
then veer left towards the
goalbeams. With practice you
should be able to score every
time. MNow try it against
someone else who's just read
these tips for some interesting
developments!

THE EIDOLON (Activision|

Here's a well fab listing which gives you unlimited energy and
unlimited time to bash those 'orrible dragons, courtesy of
Luddly Crix Yales, half of the all-singing, all-guitar playing
sensible Software team. Plonk The Eidolon tape into the C2N,
type in the listing, RUN it and complete the operation by
pressing play on tape.

THE EIDOLON (Activision)

dragons, so each head has to be
disposed of in the same way as
it was before. In other words,
start off by shooting the dragon
with three red fireballs to get rid
of the first head, then four yellow
fireballs, followed by five green,
six blue, seven red, eight blue
and nine red fireballs. Hard

PRESTIGIOUS
; ASSISTANCE

The following tips are especially for those who've
| ~ _ bought the absolutely superb Lucasfilm Prestige compilation.

work, especially as it's throwing
a mega-wobbly and is lobbing
copious amounts of fireballs in
your general direction!

Watch your energy level doesn't
fall too low, try not to panic, and
make sure that you have
someone tapping away on the
space bar to collect any fireballs
thrown at you by the dragon, as
this is a great help. If all else
fails, start praying!

Ar al

KORONIS RIFT [Activision)

Alan Srmith of Whitehall, Bristol has come to the rescue of those
Technoscavengers who are running into problems on the later
levels of the fractal sci-fi epic. Type in the listing, RUN it and
follow the on-screen instructions to load Koronis Rift with a

difference . , .

ZZAP! 64 December 1987
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HEAD OVER HEELS [Ocean)

i you're still having problems with Ocean’s brilliant 3D isometric
perspective arcade adventure, try out this unlimited everything

listing. Just

type in the program and RUN it for infinite lives,

shields and doughnuts! Thanks to Sean and Adrian Meads of East

Oakley, Hants.

ZYNAPS (Hewson)

Great stuffl Some really neat
POKEs for Hewson's ace shoot
‘em up, courtesy of Justin

still face the same attack
waves? Confused? Just enter
these and all will become

MICRORHYTHM
(Firebird)

Have you got a disk drive? If so,
do you use Firebird’'s mini drum
machine? You do? Oh good, you
can use these Jim Blackler
POKEs to enhance your life. Just
load the program, reset the
computer and enter the follow-
ing:

NONTERRAQUEOUS
(Mastertronic)

Thank goodness - some unli-
mited lives POKEs for this huge
arcade adventure. Just load the
game, reset the computer and
enter ...

THE LASTNINJA (System 3)

Eeek! There was something
wrong with the listing printed in
issue 30 which causes the com-
puter to crash. Fortunately Zol-
tan Kelemen has supplied a fully
working one - so that all you ail-

POKE 5631 8B:POKE 5667.8:5Y%
7103

You'll now find that pressing
keys FS and F7 loads and saves
(respectively) the song and bars
to disk. The only trouble is that
all files are called DRUM DATA,
and theraefore you may only have
one per disk side. Still, | wouldn’t
complain...

POKE 30424173 (For infinite
psyche) 3
POKE 28399173 (For Infinite
bombs)

And 5YS 30633 to restart. Once
again, thanks to Sean and Adnan
Meads,

ing Ninjas can kill that elusive
Shogun! Just type in and check
the listing type RUN and press
El:?y on tape. How easy could it

POKE 47107
POKE 47108

(RETURN)
234 (RETURN)

However, if you want to prog-
ress automatically to the next
level when you die, rather than
return to the beginning of the
current one try out these
beauties . . .

POKE 47106,76 (RETURN)
POKE 47107,31 (RETURN)

POKE 47108,184 (RETURN)

Okay, how about progressing to
the next level when you die, but

70 ZZAP!64 December 1987

32839,184 (RETURN)
32831,31 (RETURN)

When your ship is destroyed and
the blue Zynaps logo is dis-
played - gently tap the
RESTORE key to progress to the
next level. Be careful though, as
the computer crashes if you
press RESTORE at any other
time.

When you've made all your
changes, restart the game by
entering SYS 32768, Fun, eh?

.: EDATA 20, 3, 162
0! Soarass, 7 14
e AD,D, 1

2 96 69

r T

EE“IH: of Highfield, South- clear... LI POKE
pton. The trouble with the o/ 649,0:FoR |-

unlimited lives listing printed a POKE 47106,238 (RETURN) 1 LA:C=g A:NEXT =579 TO EdG:HEﬁD :
while back is that you still return POKE 47107,33 (RETURN) ®l 4FoR |=317 " APOKE e
to the beginning of a level when POKE 47108,185 (RETURN) ® lAC o 2270 31735:READ A L
you die - the following POKEs o' 5PN o NEXT LIF 0 _ggore — P OKE :

| make things a little easier! By the way, be careful with -3 INT IEF"HDH IND 6 THEN Sysg 579 , @

First of all, load the game as these, as the computer crashes ®1 EDATA 198, 157 ; ATA " ‘e
normal and reset the computer. after the last level - abort the ®, 186, 255 30 T 8,41,3 18 0, 162 's
If you want boring old unlimited game before you get that far. If o' 7 DATA 1' 189, 255 35 213 2 : . 1,168, 32 Jr [
lives enter . . . you want to play the same lavel I 544 40,21, 3, 169, 128 14 95, 120, 136 @
a couple of times, and then go Ll <38, 120 244 Tﬁgl » 141, 237 2,238 1 e

POKE 47106,234 (RETURN) onto the next one, try these . . . : 5 » 118,




WIN A WINTER OLYMPIC HOLIDAY
WORTH MORE THAN £2000

WINTER OLYMPIAD’88

Winter Olympiad’88 is
undoubtedly the best winter sports
simulation to date. [t features the
classic winter olympic events;

Ski Slalom, Giant Slalom, Two man
bob, Ski-Jump, Biathalon and Speed
Skating. These have been depicted
in a2 way not seen on any home
computer before. The result is a
phenomenally realistic and
spell-binding game.

Available on the following formats:
CBMé4, BBC/ELECTRON,
ATARI £9.95
- SPECTRUM, AMSTRAD,
Cl16/+4 £7.95
~ DISK - BBC £14.95
" MASTER COMPACT £14.95
- ATARI 8 BIT £14.95 |
" ST.£19.95 ~“ AMIGA £19.95
" IBM £19.95 |

ADDISON INDUSTRIAL ESTATE - BLAYDON - TYNE & WEAR - NE21 4TE - TEL: 091 414 46| |
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S E Eﬁ Commodore 64/128 Cassette (£9.99) and Disk (£12.99) IX Spectrum 48k/128k/+ (£9.99) Amstrad CPC Cassette (£9.99) and Dt (14
Mail Order: Activision (UK) Ltd, Units 3 & 4 Lioyds Close, Finedon Rood Industrial Estate, Wellingborough, Northampe NN8
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| game we’'ve ever
Her tThhan Oul Runt!”’

ZZAP! 64 ‘ANOTHER DAY
AT THE ARCADES’

p Officially licensed from the greatest
motorcycle racing game, the thrills are
real we considered making a helmet
compulsory.

» Four skill levels.

p Four music tracks.

p Push your turbo charged racing machine ||
into 18 progressive stages racing across
Asia, Africa, America and Europe.

[ AL e S
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Dit (£14.99) Amiga Disk (£14.99)
Copyright 986 Sega Enterprises Inc. (USA). All rights reserved.

0TNg 4SR. Tel: (0933) 76768 Electric Dreams Software. Authorised User.

ELECTRIC DREAMS
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o l ” ‘ Gang of Five meet Action Force™,
q Y INTERNATIONAL . Virgin's Gang of Five have created

HEROES ., Lo the excitement of an Action
L S Force™ adventure for your ,
computer. |'

COBRA, the enemy, are attacking
the military installation on the
island of Botsneda. A W.E Striker
has been enlisted for the

\S dangerous mission of rescuing

\ classified information from the
war-torn eastern sector.

Your part in the mission is to
cover AW.E Striker from the air. In
the Spectrum version you are
Snake Eyes, air-borne with a
helipack. In the Commodore
version you control Dragonfly
helicopter. Both feature smooth
scrolling, excellent graphics and
4 fast arcade action that Gang of

. Five are famous for. You must

clear a safe path for AW.E Striker

to successfully complete the
mission.

Commodore 64/128 cassette £9.95,
Spectrum 48/128 cassette £9.95
Spectrum + 3 disc £14.95

s

Action Force © 1987 Milton Bradley International Inc

R e e e

Please send me ACTION FORCE™. | Commodore 64/128 £9.95 cassette
|
Please make crossed cheques or postal Spectrum 48/128 £9.95 cassette
orders payable to Virgin Games Ltd and Spectrum + 3 £14.95 disc
send to Virgin Games Ltd, 2/4 Vlernon Yard, Name b
Portobello Road, London W11 2DX. Address
PLEASE DO NOT POST COINS OR MONEY! Total enclosed.




JUDGE DEATH
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l'.r BEGAN AS JUST ANOTHER ROUTINE CASEIN
THE CAREER OF JUDGE ANDERSON. . .

oo AT TURNED INFG A NIGHTMARE OF EVIL
THAT THREATENED IO DESTROY EVERY MAN.
WOMAN AND CHILD IN MEGA-CITY ONE !

GET OUr OF MY

HEAD, YOU GHOUL !
YOU'RE DEAD ! |
KILLED YOU !

FOOL  You

CANNOT 3
KILL WHAT POK ! THAT WAS

. NOT SOME DREAM !
| ﬁ'[fss' Wil | KNEW | SHOULDN'T
I"-’.'l IIIE Ii.,ll Y H'q.l-.'ll: I"‘||u|:} rl"“'.iT
REVENGGE ! LIRS TR
SUPPER !




EMSLAND'S DUTY TELEPATH -~ Tl
CAN'T HE HANDLE I 2

THe INTERCOM CRACKIES - TIEERER

N0, (L BE WITH ¥0u
IN A JIFF..

ANDERSON...? §
15 THERE '

. SOMETHING
% WRONG >

'7’/ ANDERSON ! YOU'RE REQUIRED IN 1
PSI-LAB. STREET JUDGE JUST
Y WHEELEDIN A CROAKER.

lllll

Y JUST DREAMT
&Y MY OLD PAL

i/ JUDGE DEATH
CAME BACK ON
A SOCIAL CALL -
.OR SHOULD | SAY,
S0 ANTI-S0CIAL

D Call

Dears was oné OF FOUR DARK JUDGES FROM A
WARPED DIMENSION WHERE ALL LIFE WAS A
CRIME. N AN EPIC CONFRONTATION,
ANDERSON HAD LAID THEM PO REST =

T WAS JuSTA FLASHBACK - ) PST PIVISION -ANEuTE
3AD AEHORY FROMANOLD (  CORPS OF JUDGES SPigiLY

FOTHER \

e . AINE | MULTIPLE HOMICIDE,
| CASE. ALL Pai5 GIT THEM Lﬁ;"urﬂ m?:'lffﬁm WHEN | CAN SMKATDAILM,
\_.\;Eﬂ”_nﬁ £S5 AMA READ YOUR FINENTY MIkUTES

POWERS - CONSTITUTES A MNP

YITAL ELEMENT IN THE
NEVER-ENDING FIGHT
AGAINET MEGA-CITY CRIME

2

s !

/H'-Kﬁl"r 'H‘\.,
WATCH ME |

o MAKETHIS
¥ Dpeap
TURKEY
THIS CREEP WAS PICK-UPMAN 50 You S I .\ _SING!
IN THE SOUZA BABY KIDNAP. 4 | WANT ME 10 ‘\guﬁl__

§ RUMBLED MY SURVEILLANCE -
HAD T0 WASTE HIM. WHEN HE
| DOESN'T SHOW UP WITH THE

FIND THE
KIDNAPPERS'




" FOR A SHORT WHILE AFTER DEATH, LATENT IMAGES ARE RETAINDBY THE == -
ARAIN ASKILLED TELEPATH CAN EXTRALT THEM - THAT'S [T, GROGAN. | 1S ENOUGH, THE ONLY

= , YOURSTIFFS /' CROCKER IN THECITY
o s 1 JB e GONECOLD " WITK A HIGH-RAD LEVEL IS
¥ ¥l viw o1l ) 5l 1A r 1 i
RADIATION LEVEL. CROCK...CROCKER. ON Mt (¥ SECTOR 61
THERE'S A NAME CROCKER STREET!

THERE. ..
FOCUS ) GOTTA
1L |

FOCLS |
. -+
Erx 1_
- i ﬁ.--l'_l.'lp_ il E
m "1-5&0#- NONEOF | WE'VE STILL GOT T0 PINPOINT THE 1 - g [[ !
’ THE MANY AREAS [ SNATCHERS' EXACT LOCATION. | SHouL? —— il > L :
g DEVASTATEDBY IE| Bt ABLE T0 TAP INTO THEIR THOUGKT MY ; iy |
WAVYES AT THIS SHORT RANGE . - '
I
|
_. \ |
r"II'l |
{ G, |
i
£ §T11L, PSIS ARE HIGHLY-STRUNG. | -
ANDERSON CAN'T RESIST HER } -,a.,lf-'.e.ghrmnunl.\l.’:a:EMTr".é:E) : sﬁuﬂ;‘éﬁs!fmﬂrf; U;;Egif;zi;m - |
LITTLE JOKE. NOT NORMAL ( LITTLE PERSONALITY PEFECT - ” ‘ -
FOR A UDGE ! ' R L = ==2>_  BLOCKRUINS. AR
mfﬁ 784
3 e, i b
h YAN Y N " WHAT THE HELL'S
INDERBLOCK PASSAGES - W My 4] 5y
e e LI NN ™ KEEPING HARLEY WITH
THAT RANSOM ?
Y xJY |
(] . . .
&' VW ’
t \ ‘ - ; iEl
L) Vo ?
2 Wy, o :
. r = 4 i i AN IJI
! Vg .- I




THOUGHT | HEARD
SOMETHIN'... .

AND YOU SHUT THAT WHININ'
BRAT UPOR I'LL BURY HIM,
RANSOM OR NO RANGOM !

PYKE - 6O SEE I F N,
THERE'S ANY.SION [

HARLEY !
YOU THERE ?
IT'S PYKE
HERE ...

=,
:‘;‘.’*ﬁ. x9

YOUR GRAPLE-SNATCHING
DAYS AREOVER, CREEPS !

THE LAST KIDNAPPER
BOLIS THEDOOR -

7 DON'T 1RY 1O GET I,
| ORTHE SOUZAKID'S DEAD! |

\_ YOUHEAR-DEAD! &

o T

- PE N ST
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g mE

== " YOU CANT HIDE FROM
(P PSI DIVISION,
A |\

1 .
e < I
n . " ;_' > ' Sim:ﬁlgﬁ rﬂ - f ’ ~ ﬁ
" s , .:" A - .. g : ..1.-.- .
) boom B PIERCING ! & /7~ \\

STAND-OFF !

S
-~
S

YOU'REALL
RIGHT, |
LITTLE

FELLIR- |
THANKS 10
ANDERSON

ANDERSON...!

Rl ™

WITH THE GRISLY FIGURE

GLIDING EERILY BEFOREHER,
ANDERSON PLUNGES
DEEPER. ..

i L3
Ay
L]‘ .' ]

DOK! IT'S HIM AGAIN =
AND THIS TIME | KNOW
I'M NOT PREAMING |

ANDERSSSON |
THISS WAY |

.. AND DEEPER
INTO THE

UNPERGROUND

LABYRINTH. ..

S

[I= 5 S I S










CAN'T PUT THIS ONE DOWN
[0 CHOQBACKEE ! BEITER

SIGN MYSELF ON FOR A
JEAD END! HE'S ROUTINE MEDICAL =
GOKE AGAIN -5
HE EVER WAS

HERE !

| HAVE COME TO SSTALK THISS

I WGELG A-GA[H: P HHD ?ﬂ“:

ANDERSSON. WILL BE My
INSSTRUMENT OF
DESSTRUCCTION!

TURN ARDUND, ©
ANDERSSSON !




) | HAVVE RETURNED THE CRIME 158§ LIFE. ALL WILL BE ALL WILL DIE....
- 10 JUDGGE THISSS THE EEHTEHEGiI’SSS i PUNISHHHED . DIE.. D, /_

 DEATHHR!

e
[ THOU
/% GHOST...YERH, SORT OF.
GHOST OR SOMETHING : [ & 2 30" MEMORY FROM THE
PAST. HAPPENS 10 US
PSS SOMETIMES.

LISTEN, GROGAN I'VEGOT e
SOMETHING T0 DO, YOU HANG ==
| ON HERE WITH THE BABY TILL sl

d THE MED-QUADS ARRIVE, 4 ,

AEY, CHON! | DON'T KNOW RIG
THE FIRST THING ABOUT KIDS. '\
YOU GAN'T LEAVE ME LIKE THIg !




ANDERSON, WE'YE GOT |
ANOTHER VICTIM FOR YOU-
JUMPIN' JIGGY JIG6S,
THE VID-JOCKEY.

YOU GOT AN
ADDRESS ON
JIGGS ?

SUITE 400, CHUCK
WINDSOR LUXY BLOG
THAT'S OVER IN
EAST SECTOR 80.

WHAT HAPPENED ? ANDERSON TELEPATHICALLY

ND THE Vi

TUNES IN T0 THE RESIDUAL #mu ;m.rﬁr}& i
MOST PROBABLYA | | /MAGES IN THE DEAD CHILLINGLY FAMILIAR -
HEART ATTACK. MAN'S MIND = e

NEIGHBOURS . WH-WH-WHADDYA WANT

HEARD HIM g WITH ME, MAN 2
SGREAM =FOUND _
HIM DEAD IN BED. gl

JFT HIM DOWN.
| WANT T0 TRY
FOR SOME
LATENTS.




ANYTHING!

s \\\\\\\&%W}\WWWW

PONE ki
pLit ‘ ; . ;
O W h\\%ﬁ?"

£ YOU LIVE,
THAT 1888
SSUFFICGIENT.

0 VET JUMPIN
JIGGY VIGES
HERE SAYS

BUT HE CAN'T BE. | MAY
BE SCATTY, BUT MY
MEMORY'S NOT THAT BAD.
[ FOLLOWED THE GREEP
BACK TO HIS OWN WORLD
AND LAID HIM TO REST

PERMANENT. | KNOW
| PID |

ONE THING'S FOR SURE -
SOMETHING'S GOING ON,
AND | BETTER FIND OUT




s

AT THEGRAND HALL OF
JUSTICE 1§ LOCATED THE Lot
BLACK MUSEUM -

HERE, ON PermaNent | Ml = - o=
EXHIBITION, A i S
COLLECTION OF GRISLY .

RELICS = A CONSTANT [
REMINDER OF EVILIN  ¥=2
ALL ITS FORMS =

ol (| i iy o
my v A | w1 il DN !

A N g

| CAN USE IT TO GO BACK TO THEIR
DIMENSION AGAIN, GHEG{JFE'J;_EM

NOT EXACTLY STANDARD
PROCEDURE, BUT THEN THIS
SITUATION'S ANYTHING
BUT STANDARD.

THE DARK JUDGES' DIMENSION
JUMP. OLD STONEY FACE AND |
i USED I TO FOLLOW THEM BAGK
L7 TO THEIR OWN DIMENSION =

4N\ DEADWORLD.

I'M GONNA LAY
THIS GHOST ONGE
AND FOR ALL !

THE BATTLE
CONTINUES IN TITAN
BOOKS JUDGE
ANDERSON BOOK 1




Comic albums and graphic novels have been bestsellers in
countries like France, Italy, Denmark and Japan for decades.
Now British comics are coming into their own with a wide variety
of exciting stories, extraordinary characters and astounding
llustrations.

Titan Books isthe leading publisher of comic albums and graphic
novels in the UK, beginning with over sixty collections from
Britain's leading science fiction comic, 2000 AD. These quality
albums range from the futuristic exploits of Judge Dredd to the
nuclear powered anarchy of D.A. and Quinch.

Titan Books graphic novel range covers the best of adult oriented
comics for mature readers including Alan Moore's Swamp Thing
series, the revolutionary Batman: The Dark Knight Returns and
the latest smash hit, Watchmen.

Ttan Books also publishes the best of the European comic
albums in English, including Storm illustrated by Don Lawrence,
best known for the classic Irigan Empire series.

For the Star Trek fan, Titan Books.is the British publisher of Star
Trek novels including the giant novel, Strangers From the Sky and
the Star Trek Compendium, an episode guide to the original TV
Series.

If you're looking for quality comics and science fiction, look no
further; Titan Books has it all

Send an S.A.E. to Forbidden Planet Mail Order for a complete
catalogue.

BOOKS

23 Denmark St., London WC2H BNA
Telephone: 01-B836 4179

The Film and Television Fantasy Shop

58 St. Giles High St., London WC2H BLH
Telephone: 01-379 6042

FORBIDDEN PLANET MAIL ORDER

P.O. BOX 378, London E3 4RD. Tel: 01-980 9711.

JUDGE DREDD Written by John Wagner and
Alan Grang, llustrated by Cam Kennedy The
maost popular comic character in the UK in his
own graphic album senes. £4.50

JUDGE DEATH Written by John Wagner
ilustrated by Bran Bolland Judge Dredd’s
greatest nemasis is back to plague

him. £4.50

T W 1 T WRRL K g Fint WIS s it Tallst

NEMESIS Written by Pat Mills and illustrated
by Bryan Talbot 2000 AD's weirdest hero
features in an epic saga of good vs evi,
refigion &nd aben life forms. £4.50

FORBIDDEN

The Science Fiction and Comic Book Shop

JUDGE ANDERSON Written by John Wagner
and Alan Grant lllustrated by Bretr Ewins,
Ciff Robinson and Robin Smith. The most
dynamic and unorthodox judge in the
Psi-Division. £4.50

OB T

ROGUE TRODPER Written by Gerry Finley-
Day ilustrated by Cam Kennedy and Bretf
Ewins. 2000 Al's classic science fiction
adventure seres following the perls of
genetic warfare. £4.95

A ﬂﬁ;i

SLAINE THE KING Written by Par Milis,
ilestrated by Glann Fabry Barbarian blood
and guts block-buster from the pages of
2000 A0 £4.50

With two shops in London and two in New York, FORBIDDEN
PLANET i1s the world s best known retailler of

fantasy. comics. film posters and«4V memorabiha Over the past

nine years Forbidden Planel has

gsted over one hundred

SIS and leclures by popular contemporary artisis andg

celebnty authors

Come to the FORBIDDEN PLANET shops and explore the outer

reacnes ol reaiily

THE ONLY LIMITS ARE YOUR IMAGINATION
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All strip artwork and text () Fleetway Publications 1987, This format © Titan Books Ltd 1987. Colouring by John Burns.




HIT
GAME

B SPORTS

AVAILABLE FOR
AMSTRAD
COMMODORE

SPECTRU
SPECTRUM +

CASSETTE

£12.95

DISK

£17.9

FROM YOUR LOCAL
SOFTWARE DEALER NOW!

FEATURING

ASKETRALL SOCCER WA LFLT SWpMMIND SHOOTING S RCHER TRIF™L
OMHG PISTOL SHOOTIMG CYCLING SPRING BOARD DIVIMG GIANT S
E LI s F E sQu 5 0



9 THE ULTIMATE
: ,..,\ AERIAL EXPERIENCE
@ . NOW AVAILABLE
=~ FOR YOUR
= COMPUTER

All the thrills and skills of real
skateboarding in this unique

; challenge to become champion of
the skating world.
Starting out from **Skate City"" test
your abilities amongst the numerous |
skateparks irnpn:wing your /
techniques in both freestyle and .I
competitive action as you attempt tn
complete the ultimate manoeuvre —
the 720 degree twist while soaring |
through the air.

Spectrum
£8-99 1:pc




CBM64/128 -
E£11-99 pisx
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Amstrad

£14-99 nisx
£9-99 1ape
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THE NATION

N : i F | DR. MEGALOMANN. “STEP DOWN MR
- . IS SET FOR AN ¥ / PRESIDENT, SUBMIT TO MY RULE OR TODAY
ar (ol ALMIGHTY _L_AMERICA WILL KNOW A PLAGUE FROM WHICH

S . e o CELEBRATION.
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NEW GAMES

There have been a number of new

mes launched recently — none of
Eﬁem |:|u]r'[|:_u|..=|r|',.r cheap, but all
quite interesting.

"JADE GAMES' have launched a
science fiction ‘magazine’ by the
name of New Order, a three dimen-
sional space-based game, Features
are numerous, and include large
fleets of starships to command,
LIFOs, combat, trade, heavy use of
strategy, technological develop-
ment of player positions as the game
develops, five classes of starship
with a maximum of 26 ships types
and four empirical social groups,

OFFER

Cdter limited to one per household

Start-up for only £5.00 including first five
turns (normal price £6.00).

lllllll ELELELEL SR RN RSN ERLEE LD E L L bl e
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Send this coupon to ZZAP! START-UP OFFER, 211A AMES-
BURY AVENUE, LONDON SW2 3BJ
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Winter approaches us once more, and | begin wondering .

. . will the beloved Post Office

maintain its prompt delivery of ‘ first class’ mail? There again, why should this year be any
different from any other? Hmmm. There’s no denying that every now and then the odd let-
ter gets mislaid in the pmml system somewhere, but it’s no joke when that odd letter hap-
pens to be your latest order form. There you are, poised to clinch the game (or the next
round at least) and your turn comes back ‘NMR’: No More Received. War is hell, especially
when your orders lie in some forgotten corner of a post office that is forever England . . .

The rulebook is huge — and |
couldn’t hope to condense it
Ennu%h to make any sense o you, If
the rulebook is anything to go by,
New Order seems to be a well
thought out game which could
prove to be a lot of fun, Further
details are available from JADE
GAMES, PO BOX 54, SOUTHSEA,
HANTS, PO4 ONA.

The remainder of the games are
by new producers — the first being
Dropzone by H| SIMMONS of 30
BURLINGTOMN GARDENS,
SELSEY, CHICHESTER, WEST SUS-

A selaction of the
documentation
from Anwvil
Games' Pangea

_------------------1

/SUBTERRANIA
SUPER START-UP

(TR TR RN R LR N LR EEE LR LR LR L

i
i
|
I
|
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SEX PO20 ODP.

Dropzone is (according to Mr
Simmons) a PBEM game that simu-
lates an assault by the "Terran
Maobile Infantry’ on a hostile alien
planet, It seems a good.idea (but
isn't there a computer game by the
same name?) and the rulebook is a
very good read, Send Mr Simmons
an SSAE for further details. | must
admit that | fail to see where any
multiplayer “bits’ come into the
game, though.

Possibly the best packaged game
to come my way for along time has

to be Pangea by ANVIL GAMES. It's
a very promising fantasy game
where the player becomes a charac-
ter in a strange world, | must say that
the game designers have put a LOT
of work into it, and have created a
whole worlu for the plavertoenjoy.
A long history, different races, lan-
guages and types of magic are all
carefully documented in the
rulebook. If you enjoy a bit of rolep-
layin F perhaps you should write to
Anvil at THE OLD FIRE STATION,
QUEEN STREET, GODALMING,
SURREY, GU7 1BD.

TIPS FOR TRYING TO JOIN A GAME

1. liyou don't know much about
the game, send the GM a large
SSAE and ask for a copy of the
rulebook for you to study. This
way you can see for yourself
what the game is about, and
whether or not it appeals to you
before paying for start-up.

2. MNEVER send cash thmu%h the

post— always use a postal order

or a cheque. If a letter contain-
ing cash gets lostin the post, you
never see that money again, but
you can always stop a cheque.

3. BE PATIENT. Many games
require a fixed number of
players to start, so the GM may
not get in touch with you until
the game is full and ready to
start. So don’'t worry!

SUBTERRANIA

PRODUCER: Tim Lomas,
221A Amesbury Ave, Lon-
don, SW2 3B|

START-UP FEE: £6 (inc first
five turns)

COST PER TURN: £1.50

Subterrania is an interesting game
which Tim Lomas has been
developing for some time. It's a
deadline out and out strategy war
game (a mixture of force meets force
which is defended by force), which
is moderated on a Dragon Com-
puter (remember them{}), The player
takes control of the Queen of a hive
of ants in a 3D maze of tunnels and
halls (3x10x10). The objective is to
control the inhabitants using mental
power, The only problem is that
other Queens want your hive as
their own nest, so your ants are used
in battle against the opponents’.
Should two or more groups of ants
meets at a location, the computer
uses its secret calculating method o
figure out who is the most likely to
ain the location, retreat under
osses, orevendie . . . Aninterest-
ing concept, I'm sure you'll agree,
Lose your Queen’s hall and you lose

the game — it's as simple as that.
THE MAP

As I've already said, the game is
three dimensional in de'_-.lgn Only a
few tunnels exist between locations,
and at the end of each turn only one
players’ ants may occupy any one
part of the map. There are few verti-
cal tunnels, but such locations are:
real treasures if you can find AND
hold them, Once you've conquered
vour own level, you can easily
maove on and try another!

HOWDOES THE GAME WORK

Right then: what have we so far?
There are 300 locations linked with
a variety of tunnels. We have, atthe
start of the game, a small number of
Cueens, all with a small number of
ants under their control. Each loca-
tion is capable of ‘incubating’ ant
eggs, thus each turn your army
increases with a set number of ants,
Worth remembering!

Lising a simple ‘orders’ form you
instruct your ants to attack any loca-
tion within reach, and so graduall
build up your empire, Two types nm?J
battles exist: the most obvious is
where two apposing ant armies
move 1o the same location at the
same lime. They, quite obviously,
fight until one lot retreats, The other

typeis a rather clever idea: The Tun-
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nel battle. Here, vou have two loca-
tions linked by a tunnel. Player 1
owns the first location, and player
two the second. Instead of a simple
swapping of locations, the ants fight
over the tunnel between the loca-
tions — a good idea, that.

THE OBJECTIVE

The objective is, in rulebook ter-
minology, ‘notto lose’. Thisis done
by either defeating all opponents, or
gaining control ﬂ?l 51 locations,
which isn't easy at all.

OTHER FEATURES

Subterrania has other features not
mentioned so far: organiser ants (o
boost your strength in battle, the
strategic grouping of ants in tunnels
to send blasts of energy into an
adjoining locations (destroying its
occupants) or into a wall to make a
tunnel. Ants may also block tunnels,
shield themselves against thase
energy blasts, and generally be
quite handy when you are attacked
from an unexpected quarter where
you just happen o have enough
ants to defend that location . .

TO PLAY

This is a real thinkers” game. There
are only a limited number of ants
available, so you must decide the
best places to distribute them for
maximum offence and defence.
They're all Furely logistical prob-
lems, and if you think you could
handle such tricky decisions which
(in the end) only involve a few num-
bers anyway, you could well enjoy
this game. The only point against it
Is the cost: £1.50 per turn. It could
be cheaper when compared with
the value Spiral Arm offers, but this
doesn’t stop it from being a brain
itcher of a Play By Mail game.

OFFER

game account.
Name ..........
Address ......... .

ESFREREER AR ET IR E N RN NN AR N

Offer limited to one per household

Send this voucher to Spellbinder with your
start-up to get a free turn credited to your
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Send this coupon to ZZAP! START-UP OFFER, SPELLBINDER
GAMES, 7 TURNER COURT, BENSON, OXON, OX9 6QH

SPIRAL ARM

PRODUCER: (UK) Spellbin-
der Games, 7 Turners Court,
Benson, Oxon, OX9 6QH
START-UPFEE: £2 (inc. first
three turns)

COST PER TURN: £1.30,
additional charges for sun-
dry items not essential to
gameplay

Spiral Armis a very popular and well
respected Sci-fi strategy wargame
which throws together computer
moderation, economics, strategy
and diplomacy into an intriguing
stew of galactic goings-on. Let the
rulehr:u:rE tell the story |

‘The present state of affairs arose
with the climactic and rapid
destruction of the Empire by an
extremely potent alien virus. The
central fleet was then destroyed
while defending the galaxy from an
alien force, With no power to exert
a controlling influence, and with
xenophobia at an all-time high, the
galactic civilisation crumbled into
an anarchic state of affairs. Knowl-
edge was lost, much history
destroyed and many worlds were
wiped out. Sufficient remained
however, to build space ships and
1o use the established system of
Hyper-Space Portals (HSPs). The
makers of these portals have all died
out, and their mechanics remains a
mysiery.

That said, every world is con-
nected to the galactic grid of these
portals and can be reached by using
RSP, but not necessarily by a direct
route. Players don’t know the desti-
nations m‘?HSF"; unless they win the
planet of origin, hence they begin
the game with one planet and ﬁwe
destinations of all HSPs leaving that
planel. As players gain more
worlds, they add to their knowledge

/SPIRAL ARM
SUPER START-UP
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of the galactic grid's map.'

Quite a scenario! The player is
given a world equipped with such
game enlilies as a population, cal-
onists, ransportation, raw mat-
enals, industrial units, an environ-
ment and a ‘cash’ income level per
turn. It's through wise deployment
of these economic goods that star-
ships of various types and
capabilities may be built with which
to explore the galaxy, and hopefully
lo conguer it! A nice touch is that the
player can choose to be one of eight

races, including Humanoid, Repti-
lian, Ameoboid or Robotic.

TO PLAY

| must confess that | haven't actually
played this game, but after talking
with a few of Spellbinder’s custom-
ers | am considering it. Spiral Armis
rated very highly as a PBM game,
and is plawefby many people. It
seemsto be a fairly flexible game to
play, and there's plenty of space to
be explored —and at £1.30 perturn,

there's little to moan about!

THE LETTER!!!

This month I've received a letter, so here it is in all its glory.

o

Greetings Brendon,
Nice to see that finally a PBM section has been set up in ZZAP! 64 —
it's much better than some of the other sections | cnuﬁi mention,

I was amazed at the price some companies were prepared to charge
foraturn, £1.50 0r £2.00 is much too nsive for what you receive,
nol to mention start-up costing a fiver. If PBM companies bring down
the cost by at least half, I'm sure that it would prove mare appealing
to the ma&urity of prospective PBMers.

| myself take part in a PBM game and | must say that after tryin
others | found it to be the best of all. It runs on the scenario of an islan
packed with bloodthirsty trolls, all trying to gain supremacy in their
own devious ways. The cost is a mere 90p per turn (usually about 4
feet longl and your actions card is processed and  returned
immediately, much better than a week or a fortnight turnaround, | feel,
the GMs are also very friendly and will answer most questions.

Making alliances and planning moves is one of the most enjoyable
parts of the game. | am a member of an alliance who have so far
dominated the game (several alliances are run): we are known and
feared as the Skullcrackers Union and compete with other groups of
murderous Trolls for the winning places each round. The game, inci-
dentally is called Trolls Bottom,

| find the best thing to look for in new games are the start-up price,
the scenario and whether.or not a computer printed tum sheet js
wanted, Many may feel disappointed with a handwritten reply: as you
say, computer printouts can give a good atmosphere, especially in a
sci-fi game. The choice is up to the players — you want something?
You'll probably find it somewhere in the PBM world!

Bestof luck with POSTMARK, and a big Hl to all Skullcrackers . .

Guldrum, Game 2, Trolls Bottom.

B S . ———
Thank you, Guldrum — a very interesting letter with which | agree
entirely. | must point out that although some games cost a lot to play,
they can be very enjoyable. What must be considered is the amount
of time to GM puts into running the when one is assessing its
cost. Trolls Bottom IS a very enjoyable game - | receive a lot of mail
abaut it for the CRASH PBM MAILBOX section — yet they cut costs by
using a very efficient processing system (codes on a turn sheet
mergin.t:s;, ideal for the game. Games with a slightly larger ‘fantasy”
S?Dm m-gur‘re some element of human moderation. That extra bit
depth can't be given by computer moderation, so in such games the
player sadly ends up with paying for that extra bit of time the GM pts
info the processing. You pay for what you get, you see. Many thanks

for writing in,
BK

If you wish to air your views, by all means write in. If you're lucky, I'll

Prﬁl your letter, and if you're really lucky, }rm: even win a
-Shirt! Whﬂﬂﬁ:ﬁﬁﬁfﬂri Chuck your letter into an en

;I;Iﬁ.!enti}mﬂnﬁtn: ! PBM, PO BOX 10, LUDLOW, SHROPSHI

—_—

BRENDON KAVANAGH

—

L--‘-------‘------

i
I
i
I
1
1
1
i
i
i
i
]
]
1
1
1
i
i
I
]
|
96

ZZAP! 64 December 1987




IAE ACTION—OIIVIULAIIUIN

‘fuu are one of the elite ... parachuting alnne behind enemy
lines. The enemy controls the terrain, hidden in bunkers and
machine gun nests.. .you may be surrounded. The action is
fierce as you control one soldier's battle against over-
whelming odds. You'll need skill and strategy to out-
manoeuvre your enemy, plus courage and some luck to
make your escape. Airborne Ranger is an exciting fast-
paced simulation with 12 desperate missions in 3 different
regions of the world. The possibilities are endless!

Please send

VT T | TSR MRS | L frr S A S

lenclose £
or debit my Access/Visa card. Expiry date

AIRHGHNE RANGER. Achallengmg combination of danger

and suspense. Available for the Commodore 64/128K.
Cassette £14.95 Disk £19.95.

.Mmm
5 MULATIONRN 2 OFTWARE

copy/ies of Airborne Ranger CBM 64,128 (] Cassette £14.95 [ Disk £19.95 L] Further details.

T R b U Syl TV \ L} =t Ll T
Post Code

including 55p P+P. Cheques payable to MicroProse Software Ltd,

N P T e U 1 ) T O R Y ) N

ARJzz/1287

MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL8 8DA. UK. Tel: (0666) 54326.Tix: 43422 MPS/UKG.
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CASSETTE
£9.95
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Contact your nearest computer store &

. : LR

for details on full range or clip > |
the coupon. rd bei-""

Prices from £5.95-£29.95 2D | -
Euromax Electronics Ltd. ' 4 E"‘-‘} AN ij
FREEPOST Bessingby ;’ -t WY _'rtl

Industrial Estate s {.,h' e TR _-,-L:Lfrh' f
Bridlington YO16 4ST ;‘ P AT |
> 0262 602541 2’ . |
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amous CoursesDf TheWorld
VOLUME 1 .

4
INTHIS GREAT NEW 4 COURSE COMPILATION «-

. ALLTHE FEATURES OF WORLDCLASS LEADERBOARD

r

PEBBLE BEACH
Length: 6799 yards
Par: 72

Record:

Kite 62

Length:

7131 yvards
Par: Tga

o . -]
e
.

e
-

COLONIAL gy ____’«?bj_: Yor
Length: o “"*{‘:{? "‘Jk{"r?
7100 yards Q& ity ) ,'\i%hr :

Par: 70 Y

=
oy :‘4

Record: Joey S, -;/ e i — ' Length: 6894 yards

: e i : . Par: 71
Sindelar 62 R S Record: Peter Butler 65

l ......... - : . — = 4

Following the amazing success of the now
legendary Leaderboard series of products.
Famous Courses of the World presents four
superb new challengers for the joystick golf
fanatic.
From the infamous Pebble Beach Course on
the California coastline to the historical
course of Muirfield, Edinburgh, the oldest golf
club in the world. From the beautiful Colonial
Country Club built by Texas oil baron
Martin Leonard to the “designed for
pe Y\ computer” challenge of Access's
"‘*’?ﬁ%ﬂ Glenmoor course, Great Courses of
“@%ﬂ" the World is a must for anyone
W/ hooked on computer golf,

L\
LEADERBOARD PRODUCT INDEX

| :
i 9.99¢ 9.99¢ 9.99¢
comoovo s [ 325 12122 Lam | |
LEADERBOARD 4,99¢ 4,99¢ 4.99¢ 9.994
TOURNAMENT 9.99d 6.99d 6.99d :
4.99¢ 4,99¢
hioescomess |- | TR

*SPECTRUM + 3

(.5. Gold Ltd, Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388

EEEEE g@ﬂ[ﬂnwﬁs




BARBARIAN * BACKLASH*ECO |
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it seems impossible to mention the words ‘Amiga’
or*Atari ST’ without sending someone into paroxysms of rage.
From then on, you're not likely to get any sense from the injured
party ... In an attempt to bring a balanced view of the 16-Bit
situation, ZZAP! takes a step back and looks at both machines, their
history and capabilities and gives programmers of both machines a

THE BALANCE OF POWER

chance to air their opinions.

COMMODORE

Early in 1985 the ailing
Commodore company bought the
rights to the Amiga project from
ex-Atari Jay Miner, much to the
displeasure of Jack Tramiel, who
had only recently bought Atari (the
legal wrangles continue to date).
With rumours of an Atari 16-Bit
based machine, Commodore
were under duress to release the
Amiga and, as with the ST, the first
batch to surface were rushed,
having a bug-ridden cperating
system that loaded in from disk.
While Atari targetted their
machine at the lower end of the
market, the Amiga, complete with
imprassive graphics and multi-
tasking capabilities was pushed
as a business machine-cum-
executive toy. It is generally
regarded that Commodore got it
completely wrong, and while the
Amiga floundered in the no-man’s
land of the ‘serious amateur’,
Atari's ST was busy building up a
strong public following and a
similarly large software base.
m“m[.‘r%thﬂ Amiga appeared as
the A1000, looking every bit the
serious computer, complete with
a colour monitor perched atop the
hardware case, separate
keyboard and a mouse. Sales
were rather poor and the decision
was made to release the more
compact and considerably
cheaper AS00, which appeared in
the Autumn of 86.
The AS00 saw the first real
attempt at taking Atari on at their

own game, with the hardware,
keyboard and disk drive contained
in one case. Unfortunately a
standard TV modulator was still in
omission, leaving the necessity of
a monitor.

The Amiga uses the Motorola
68000 16/32 bit processor,
running at a clock speed of 7.14
MHz. This is a touch slower than
the ST, but more than makes up for
this deficiency by the addition of
multi-tasking custom chips which
handle many graphics features on
their own, leaving the main
processor to run the bulk of the
program. Screen resolution has
four modes: 640x400, 640x200
and 320x400 with 16 colours
(chosen from a palette of 4096
colours) and 320x200 which can
support up to 32 colours on-
screan, There's also a “hold and
modify' (HAM) mode which
displays all 4,086 colours on-
screen, although it only works with
static pixels.

Musically, the Amiga is superb,
with four, nine-octave FM stereo
sound channels, and a novel built-
in speech synthesiser. The AS00
also has eight hardware sprites,
hardware scrolling and a bit Blitter
for the high-speed transfer of data.

The machine that members of
the public are most likely to get
their hands on, can be cbtained for
around the £460 mark, which
inciudes the A500, mouse,
external TV modulator and some
bundled games and blank disks.

News of Atari's first steps into the
world of the 16-Bit home
computer market came in the
summer of 1985 when, following
the launch of Commodore's
Amiga, Jack Tramiel announced
theimpending release of the STin
diract competition to
Commodore's new wonder-
machine. :

The ST, according to rumour,
had been in development even
before Tramiel started at Atari, but
apart from the internal hardware
designs, little else had been
produced. An operating system
was still needed, as was a usable
front end and some form of BASIC.

The built-in software used is a
version of CPM/68K, renamed
TOS (Tramiel Operating System).
A Graphics Environment Manager
(GEM) was gumhased from IBM,
and the BASIC was hastily

obtained from Metacomco, a
British 68000 company, who were
also responsible for AmigaDOS.

Atariwere so keen to releasathe
machine that the first production
models required the user to load
the 200K TOS from disk before it
could be used. New machines
have a de-bugged version of TOS
on ROM.

Late 1985 saw the first :
appearance of the standard Atari
520 ST in Britain. Unfortunately, it
also needed an external disk drive
and a colour or monochrome
monitor, as no TV modulator was
present. This didn't stop the
machine selling in substantial
quantities, mainly due to Atan's
fierce marketing campaign.

Since then, the original version
has been superceded by the STM
with TV modulator, STFM with
modulator and built-in disk drive
and the 1040 ST with one-meg
memory. Recently Atar have
released a new breed of super

STs, complete with blitter chip and
2Mb and 4Mb memories.

All versions utilise the Motorola
68000 16/32 bit internal
processor, which runs at a clock
speed of B MHZ (slightly faster
than the Amiga). The screen !
display has three modes of .
resolution: 640x400 pixels, which,
can only be used in conjunction -
with a monochrome monitor,
640x200 pixels with four colours
on-screen, and the normal
‘games’ mode of 320x200 pixels
with 16 colours. All colour
selections are made from an
internal palette of 512.

Recently Atari have announced
plans of a new super add-on
based around the Inmos TB0D -
Transputer chip, which turns the
ST into an incredibly fast mini-
computer. A 32-Bit Blitter chip
handles the graphics, supporting

16 million colours (yes, r
16,000,000) on the lowest 4
resolution 512x480 screen. It 4
certainly sounds exciting, but we'll
have to wait until June 1988 before:
the finished product can be seen. |

Musically, the ST is poorly
catered for, since the sound chip °
is the same as the one used in the
Spectrum 128 and Amstrad CPC
range. There are three separate
aight-octave sound channeis and
a separate white noise channel.
However, the addition of MIDI
(Musical Instrument Digital
Interface) ports allow direct
access to any MIDI compatible
synthesisers. There's plenty of

IDI software on the market, and,
the machine is used by many
professional musicians, including
Midge Ure. [

Pricing is one of the Atari's *
strong points, with a complete and
ready-to-run 520 STFM currently
retailing around the £260 mark. A
1040 STF with 1Mb drive retails at
around £4E0. {

# a
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WHAT THE PROGRAMMERS SAY

To present a (hopefully) balanced
account of both machines, the
ZZAP! team interviewed several
programmers who have been hard
at work with both the Amiga and
Atari ST. The first lamb to the
slaughter was John Damell, prog-
rammer of Dragon's Lair, Escape
from Singe's Castle and Starpaws,
who has been working on an
Amiga for a couple of months.

He has strong feelings about the
way the Amiga has been mar-
keted. ‘Commodore botched it’

- ‘-—-—.'—"_—'r——'r"!—ql-"
'ER PAW i'—'-!.;:-.;};‘-

exclaims John. 'The whole thing is
very reminiscent of the 64 versus
Spectrum fight of a few years ago.
The 64 was obviously the more
powerful machine, but while Com-
modore pushed it as a potential
business computer, Sinclair was
quite happy selling the Spectrum
to the general public and creating
a huge software and user base.
‘There's no doubt that the
Amigais a more powerful machine
—it's absolutely incredible and it
will be years before its full power is
touched. The ST is good, butit just
doesn't have the same potential.
"“The main argument is the price.
Joe Bloggs in the street goes into
a computer shop and sees both
machines. They're both labelled
as 16-Bit, but the ST's sitting there
with a £299 price tag. His choica is
obvious. Basically, the Amiga
hasn't been marketed properly.
That's not to say that it will flop,
though —it's too good a machine.’
His grievances don’t only lie
with Commodore's marketing:
“Their support for the Amiga is
pretty bad. They spent millions
developing an operating system
that no-one needs and which is
still full of bugs. In fact, there’'s an

104 ZZAP!64 December 1987

American magazine called Byte
who runa‘Bits’ network (similarto
Compunet) and everyone spends
their time on it discussing the bu?s
in the Amiga operating system! If
you go via the OS5, you lose 20% of
your processing time, so you have
toditch that. If you do want to leam
how to use the machine, you have
to spend another £110 on the
equivalent of the 64's program-
mers guide, and then you have to
read it all at least twice! | went to
the Commodore show, and saidto

the people on the Amiga stand, |
don’t want the operating system. |
was looked upon as something of

a hereticl’

Next, we spoke to Peter
Johnson, author of ST Arkanoid,
who’s currently working on Atari
and Amiga versions of Wizball.

“The ST's power lies entirely in
the 68000, he says. ‘It's a bit like
the Spectrum, where everything
has to be done via the CPU. This
means that most ST games will be
slower than the equivalent games
on the Amiga. The main handicap
ofthe ST is the screen layout which
makes scrolling difficult to
achieve. You have to store large
chunks of the graphics in memory
and manipulate them before print-
ing them to the screen, which
takes up a lot of memory and pro-
cessor time. You can cheat, of
course, by limiting the number of
colours or reducing the number of
(software) sprites and making the
playing area smaller. The sound
chip is pretty bad too, but one way
around this is to have a MIDI out-

*  lan Oliver and Andy Onions
of Realtime Software

put so that people with MIDI
synths can hear the music that
way. Arkanoid does that.

‘In the future, new techniques
will certainly evolve, but the lack of
internal hardware in the ST means
that there are no things to perform
tricks with, like sprite multiplexing
or sprites in the border. '

Andy Onions and lan Oliver
from Realtime Software, program-
mers of Spectrum Starglider and
Rainbird's forthcoming Carrier
Command, also agree with this.
“First of all, you have to realise that
the ST is much cheaper and sim-
pler. There's little assistance from
the machine when you write a
%ama — it's just a big screen.

reating sprites and the suchlike
IS also down purely to the power of
the processor. To save processing
time, we always write direct to the
hardware, ignoring the operating
system. The OS on the ST is abys-
mal - but it works. Oddly enough
the majority of software houses
are leaving the operating system
ot
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‘The Amiga is just the opposite:
it does it all for you. Technically the
ST has no advantages over the
Amiga — with the possible excep-
tion of the disk drive and a fraction-
ally faster clock. But then, you get
what you pay for. If the Amiga was
the price of an ST, no-one would
be buying STs. The A500's a
beautiful machine, but priced
wrongly. You can now get an ST
for the price of a Spectrum + 3. No-
one in their right mind would buy a
new 8-Bit machine thasa days,
and the + Is totally overpriced. We
don't know how Atari do it. At the
price, it's a bargain.

‘The main problem at the
moment with the Amiga is the soft-
ware base: the games are still
axpansive and it will take time to
increase the amount of users. it's
the development time that costs.
We could knock cheap games out
in three weeks, but the-,r d ba rub-
bish. Than again, we've already
seen some full-price rubbish on
the ST. The price of games has a
large influence on the sale of the
machine. The Amiga might be
caught in the same trap as the 64
was when it first came out. The
hardware was expensive, 50 the
software was priced accordingly.
Then the price of the 64 came
down, but the software remained
the same. This could happen to the
Amiga."

Graftgold’s Andrew Braybrook
is a staunch Amiga fanatic and
launched into the discussion say-
ing: "It annoys me when people
say the Amiga and ST are similar.
The Amiga has loads of custom

Morpheus, which only filled 64K,
How long will it take to utilise all the
available space of a half meg? You
have to have more than one man
on each game, and use utilities.
You can't really do graphics in hex,
so development software is also
impﬂl}ﬂt. -

: moment Amiga games
tend to be converted f?nm the ST,

»  Andrew Braybrook hard at work . . .
capabilities while the ST has little

extra chip support. The ST has the
oppaortunity for a Blitter upgrade,
but ynu c.an't wrlte for it until

‘Wntm Eﬂf‘[WHIE is a totall
ferent ball-game. The ST is
tively “empty’ and you have to ﬁII rt
up, whereas the Amiga has lots of
potential for writing to the built in
custom chips. You have to obey
the rules of the operating system,
which involves hacking your way
through the expensive manuals.

‘Time is amajor problem: it took
about 1400 man hours to write

dli—

but neither one is being pushed at
the present time. Games aren’t as
pnlrahm:l as they should be and
'Fﬂ owners are snobbish: thay

don't like to see their machine
doing things that others can do!
Both machines should be compar-
Eblaa?t'r}ti:ﬁmund the end of 1989,

ut at the superior graphics
of the Amiga will lend itself to
polished arcade conversions while
the ST might go for games which
rely more on number-crunching.
Tha Amiga will be a true arcade
quality machine, and the ST more
of a thinking man's machine.

‘I'm certainly glad that both
machines are around. | don't want
to see either disappear. There's
plenty of hg;nwmatrtinn which
pushes the programmers along.”

Finally, we s to Steve Bak,
whose extensive 16-Bit works
include Goldrunner, Jupiter Probe,
Karate Kid Il and Battleships. He
admits "the operating system on
the Amiga is really bad. The first
thing | do when working on either
machine is to completely destroy
the OS, so that it never interferas
with the program that | put in. In
this way | can save B0OK on the ST
and 1 on the Amiga.

‘| can certainly understand the
debate that surrounds them. |
mean, who's going to spend four
or five hundred pounds on a
machina and then say it's a load of
rubbish? | disagree with the 64 and
Spectrum analogy though, a
closer comparison would be to the
64 and Amstrad.

‘I'msure that the ST will be more
successfulinthe long run. Atar are
right behind the machine. Atari's
boss knows what direction to go
in, and his staff know what direc-
tion to go in—the technical support
is brilliant.

‘Unfortunately, the same cannot
be said about Commodore: they
still insist that the Amiga is mainly
a business machine, and are actu-
ally dlannumglﬁ the production of
games. | phoned Commodore and
asked about a development pack
for the Amiga. | was working for
Microdeal at the time, and
reply | got was, and | quote, ‘if you
have games in your ca we
will not sell you a development kit .

‘From a programming point of
view the Atari is faster than the
Amiga. Metacomco's assembler
runs about 50% faster on the ST,
due to the clock speed - the

Amiga’s complicated o Ptim
system slows it down. Amiga

has the Blitter, but it isn't as impre-
ssive as Commodore would have
us believe. When the Blitter is run-
ning, the main processor can't be
used, and it's only useful for mov-
ing large objects around, rather
than, EE?I' small lumps of graphics
for scrolling

“There are other things like
speach. The Amiga handles it bet-
ter, but at the expense of memory.
The 40 seconds of speech in Gol-
drunner takes up 140K on the
Amiga, but only 46K on the ST.

'A main disadvant of the ST
is the single-sided disk drive. The
Amiga's drive is double sided, so
we can put twice as much data on
one disk, as we did for Karate Kid
If, which had eight backdrops
instead of four. It's also more
aconomical since we save on the
cost of a second disk.

‘Without doubt, the Amiga is the
ultimate games machine (what-
ever Commodore would have us
believe to thé contrary), but | look
at each machine from the inside
out. I'm not really interested in their
value, only what | can sall as a
games writer. In that case, the ST
comes out tops. ST software is
outselling Amiga software by
about four to one at the moment.
You can buy an Atari STFM
cheaper than a 64 and disk drive,
and the 1040 5T is about the same
price as the Amiga. At the end of
the day, the most important differ-
ence is the cost.’

In this article, we have tried to
remain unbiased, while still pre-
senting the advantages and disad-
vantages of each machine. The
programmers we spoke to offered
their own opinions, and while
some readers may disagree with
their thoughts, this article is not
intended to kindle a debate.
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A DUZEN GOOD REASONS Wi

1

C64 CONNOISSEUR PACK

CBAC, C2N, MOUSE AND CHEESE (PAINT/ART
SOFTWARE), CLUEDO, MONOPOLY, SCRABBLE, CHESS,
RENAESSANCE, TYPING TUTOR, PLUS 2 JOYSTICKS,
SBOOKS, 10 BLANK DATA

orerusore  do 189994

128 COMPENDIUM PACK

COMMODORE 128, C2N, MUSIC MAKER, INTERNATIONAL
SOCCER, JACK ATTACK, SPIRIT OF
THE STONES, PLUS 2

wwoe . £220,00.
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PLUS 4 PRESENTATION |l - R,
PACK

PLUS 4, C2N DATASSETTE, 10 CASSETTE GAMES, 3
CARTRIDGE GAMES, SCRIPT PLUS
WORDPROCESSOR, BUILT IN

SPREADSHEET AND DATARASE E 79 9 5
PLUS JOYSTICK [ A

COMPLETE MUSIC PACK “

CB4C COMPUTER, C2N DATASSETTE. 5 OCTAVE
KEYBOARD, SOUND STUDIO CASSETTE. SOUND
EXPANDER CASSETTE. PLUS 3 PLAYALONG
ALBUM CASSETTES. A

PROFESSIONAL

woromioe o2 19.00
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MUSIC EXPANSION
SYSTEM

FOR LISE WITH C6d, Ce4C, C128

INCLUDES 5 QCTAVE KEYBORARD, SOUND STUDIO
CASSETTE, S0UND EXPANDER CASSETTE, 3 PLAYALONG
ALBUMS CASSETTE OR DISC. PLAYALONG

ALBUMS AVAILABLE £7 5 00 -': S .' A
SEPARATELY AT £5 99 EACH . A | g s

SEIKOSHA PRINTER

COMPATIBLE WITH MOST MAKES OF COMMOOORE
CGOMPUTERS. FEATURES VARIETY OF FONTS INCLUDING
GHAFPHICS AND NEAR LETTER JUALITY, REVERSE
PRINTING, ITALICS. TRACTOR FEED AND PAPER
SEPARATOR. COMES COMPLETE

WITH SERIAL CABLE ANC FREE

mocessonpicnce. S 1609:99.4

qqqqqqqq
FFFFFF

COMMODORE 64C AND
C2NDATASETTE

DATASETTES ARE AVAILABLE

SEPARATELY FOR £1 49 99 — __.,,:.:—.- e |
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COMMODORE 1901
COLOUR MONITOR

COMPATIBLE WITH MOST COMMODORE HOME
COMPUTERS. HIGH QUALITY RESOLUTION AND SOUND
AGE AND PAL SWITCH

5
ALLOWS FOR 80 E 2 00
COLUMN MODE 5. A
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9 COMMODORE 1541c :
DISK DRIVE

THIS NEW STYLE 1541 DISK DRIVE COMES WITH 20
BLANK DISKS, LDOCKABLE DISKETTE STORAGE BOX
AND 5 MECES OF DISK BASED SOFTWARE ALL

d  ern £189.99,
10 EVESHAM EXCELERATOI|
PLUS DISK DRIVE

COMPATIBLE WITH COMMODORE HOME COMPUTERS |
COMES WITH 20 BLANKE DISKS. LOCKABLE DISKETTE
STORAGE BOX PLUS 5 PIECES OF

e, £1959.99)
'_ 11 XSL PHASER COMMAND
o | THE INFRARED GAME
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XSL PRASER GUN SHOCTS SAFE NVISIBLE LIGHT
BEAMS 150 FEET AND MOAE. AUTOMATIC LASEHTAL
TARGET SENSOR: ACCELERATED SOUND AND LIGHT
SYSTEM ELECTRONICALLY INDICATES HITS. SENSOR
CAN ALSC BE CLUPPED ONTO BELT'S, SHIRTS, ANL HUNRR
A M I G A 5 oo ON THE WALL ASWELL AS WORN ON THE BODY
£200.00 WORTH

T

HARMESS SLPPLIED. SINGLE PACK INCLUDES: 1 XSL
PHASER GUN 1 HEANY DUTY |

BOCY HARNESS, 1 HOLSTER 1 Ezg 99

TARGET UNIT (] ]
- SPECIAL OFFER 2 PACKS ONLY |
e £50.00.
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OFFER INCLUDES: AVIGA 500 COMPUTER - MOUSE - 'SC STORAGE T PPy | 38582 |

BOX - 10 BLANK DISCS - 2 JOY STICKS - DE LUXE PAINT - SHANGHAI - bt ASE fe! # S8 |
' | HACKER Il - MUSIC STUDIO @A R e

A TOALL PRICES ADD £5.00 POST & PACKAGE

Offer applies to U.K. Mainland only. All procducts guarantead for 12 months R 10 FOR NEXT DAY DELIVERY
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Realtime Software, programmers
of Spectrum Starstrike and
Starglider, are currently working
on Carrier Command, a combat
simulator for both the Atan ST and
Amiga.

The player takes control of a
futuristic aircraft carner, equipped
with four aircraft and four tanks,
and conquers an archipelago of
some 64 islands. The computer
controlled enemy has the same
weapons and equipment, so a fair
degree of cunning, dextral ability
and strategy have to be applied if
the mission is to succeed.

The game features filled-in 3D
graphics which run smoothly atan
awesome speed, and look incred-
ible. Carrier Command should be
available towards the end of the
month on both the ST and Amiga
with a £24.95 price tag.

#  Dick Special has to negotiate all
manner of strange hazards in his
Search for Spook

»  Realtime's Carrier Command boasts some extremely fast, filled-in 3D

action
After seven years of program-
ming, American designer D Ezra
Sidrah is putting the final touches
to his epic Universal Military

Simulator, which is potentially the
greatest breakthrough in com-
puter wargaming to date.

The UMS is a wargame con-

*  Magnetic Scrolls’ latest gama, Jinxter, featuras static graphics of their

usual high standard
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struction kit, allowing the player to
pit an army of his own making
against the massed forces of any
other (ranging from a gang of
spear-wielding savages to the
most modern of NATO forces).

The battleground is displayed
as a 3D gnd landscape and con-
tains many topographical features
which are easily redesigned to
represent any area of the world,
There are also options to add
cities, forests, deserts and rivers
to add an extra touch of realism.
The potential for creating battles is
incredible, with almost infinite
possibilities. Mow you can pit a
German Panzer Division against
the entire Roman Army —on a Mil-
ton Keynes battlefield!

Armies are represented by icons
and labeis, and the proceedings
are conducted using a com-
prehensive seres of pull-down
menus. The depth of play is
phenomenal, with facts and
figures for every aspect of play.

UMS is available now for the
Atari ST for £24.95, with an identi-
cal version for the Amiga following
in Decamber.

Jinxter is Magnetic Scrolls’ fol-
low up to The Pawnand The Guild
of Thieves. Set in modem day
Aquitania {on the borders of
Kerovnia), the story revolves

COMING SOONTO A 16-BIT

MACHINE NEAR YOU

around the player's quest to find
seven links of a fragmentad magi-
cal charm bracelet which previ-
ously protected the land from bad
luck. Carrying the country's
remaining good luck, the player
sets out to recover the seven
charms.

Aswith its predecessors, Jinxter
contains many puzzles, served
with a large dose of humour, The
accompanying graphics are of a
similarly high standard to Magne-
tic Scrolls’ previous games, and
the parser has again been
improved. Adventurers will be
pleased to hear that the program
Is currently available for both the
ST and Amiga for £24.95,

The Solid Software team of
Sandy White and Angela Suther-
land (the duo responsible for Ant
Attack and Zombie Zombig) are
putting the finishing touches to
Dick Special: The Search For
Spook after two years of program-
ming.

The game features detailed, car-
toon style backdrops and a fully
animated character who carries
out a large amount of movements
smoothly and convincingly. As the
title infers, the action follows
Dick’s attempts to find and rescue
his dog Spook, who has been dog-
napped on the eve of the Mr Dog-
giverse show, Dick explores the
hotel and its rooms, avoiding all
manner of hazards and inconveni-
ences along the way.

Dick Special is to be released
first on the Amiga for £24.95, with
an ST version to follow soon after.

The fourth Level 9 release on the
Rainbird label is Time and Magik,
another compilation of their earlier
8-Bit games, Lord's of Time, Red
Moon and Prince of Magik. Each
adventure is accompanied by
improved digitised graphics (ina
similar impressionist style tothose
used in Knight Orc), and an
improved parser. The package
offers great value formoney and is
available for both machines at
£19.95.

»  The illustrations for Level 8's
Time and Magik are actually
digitised from original artwork
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Sensible Software's superb shoot
and collect 'em up is soon to be
available for the Atari ST and
Amiga, courtesy of Pete Johnson,
programmer of ST Arkanoid.

The gameplay is identical to the
Commodore 64 version, but the
graphics are improved, with finer
sprite and backdrop definition,
and some lovely effects: the land-
scape scrolis in smooth parallax
and the ‘feature’ icons flip over
when activated. An Amiga Wizball
igalso in the pipeline, but won't be
finished before the New Year.

The other Ocean release is cur-
rently being programmed by
Denton Design's Stoo Fotherin-
gham. Eco is an innovative icon-
driven game which follows the
player's evolution from an insect
through a possible
4(),000,000,000 combinations of
possible species, to a higher life
férm.

Each creature is animated using
wire-frame graphics — initial
demos of which are quite superb.
Exterior factors also come into
play, such as radioactive meteor
showers (which mess up your DNA

' '
Panriimssirmstpee—s
Crnrep e

strands causing mutations) and
the usual predatory consider-
ations.

Eco should be finished in six to
seven weeks with, an Amiga ver-
sion planned for Christmas.

B The Atari ST version of Wizball boasts some stunning graphics
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The popular Atari coin-op, Super
Sprint, is the first arcade conver-
sion from Electric Dreams. The
objective istorace around a saries
of enclosed circuits to the finish
line, avoiding hazards and the
other cars — be they human or

computer controlled.

As can be seen from the screen
shot, the game is more or less
identical to the stand-up version,
and incorporates all the features of
the original, including the three
player option. Atari ST owners
should be able to buy the finished
game by the end of the month for
£19.99.
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Sensible Software’s superiative 84 game has been brilliantly converted
to the ST, and makes full use of the improved colour and graphics

(3 Ocean's innovative and unusual evolutionary game, Eco features some
superb vector-graphic animation

»  The ST version of Super Sprint has a three player mode, as signified by
the superb options screen

HEMIdAAD
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Budding boy racers are well catered for with the ST version af
Supersprint
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Bub and Bob the bubble-spitting
brontosaurs are back again in
what promises to be the bestcom-
puter version of the arcade hit
Bubble Bobbie.

For all those unfamiliar with the
game, it features the adventures of
two brontosaurs as they travel
through 100 hazard-filled screens
to confront the evil Skull Monsta.

The gameplay is incredibly
addictive, and it looks almost iden-
tical to the arcade original. Unfor-
tunately there are no plans for an
Amiga version, but ST owners will
beable to buy Bubble Bobblefrom
December.

Firebird have also been busy
converting some of their more
successful Silver Range games to
the Atari ST. Thrust, Warhawk and
|, Ball are just about finished and
will be available on the new 16-Bit
‘budget’ label at around £10.

The ST version of the almost
legendary Star Trek is also ready
for an ‘imminent’ release around
Christmas. This Christmas com-
ing, hopefully.
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Mot being a company to rest on
their laurels, US Gold are all set to
follow the incredible success of
Gauntlet with the officially licensed
sequel, Gauntlet /.

Set across most formats,
Gauntiet lishould prove a best sel-
lar when it appears on both the ST
and Amiga. Plans are also afoot to
make the 16-Bit conversions four
player games, using a special link
to connect two extra joysticks via
the expansion port at the back of
each machine.

Epyx also have a couple of
games up their sleeve, most nota-
bly Impossible Mission Il, the long
awaited follow-up to the outstand-
ing Impossible Mission. IM llis due
out forthe ST and Amiga very S00n
and follows a similar style of
gameplay to the first. We wait with
baited breath . . .

As with the the earlier Epyx
sports simulations, California
Gamesis also set to be converted
to the Amiga and ST. More details
when we have them.

5_{-’_ﬁ_§__|_‘;]_[[{ﬁ]?ﬁ[f§ -
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Available soon for the ST is FTL's
Oids, a complex Gravitar variant
with enough laser action to satisfy
aven the most avid of blasting
freaks, There are six increasingly
difficult missions to tackle, each
requiring the player to fly down to
the surface of a series of alien
infested planets to rescue cap-
tured soldiers.

The second ST game from FTL
is Dungeon Master, an RPG style
game set in a labyrinthine dun-
geon. The action is presented in
first person 30 as a band of four
characters are directed through
the catacombs. The game caters
for combat between the charac-
ters and any of the dungeon's indi-
genous species as the player
seeks out hidden treasures.

The ST version is at afairly early
stage, but still managed to raise an

=  The later levels of Oids tend to get a bit tricky: witness the 23 homing

rmissilas!

eyebrow or two with some very
smart graphics.
Other Mirrorsoft's programs

include Tetris, a logic puzzle

ame, Mean Streak and Bermuda

roject, for both the ST and Amiga,
Strike Force Harrer and King of
Chicago for the Amiga, and
Spitfire 40, Deja Vv and the already
classic Cinemaware ralease,
Defender of the Crown for the ST,

Thamissions involve blasting all
the alien installations and avoiding
some pretty hefty defences,
including gravity converters and
droves of homing missiles. If a
prison unit is hit, the captives
escape and are rescued by land-
ing the ship and allowing the men
to board. Graphically, Qidsis a real
treat and the gameplay is abso-
lutely superb.

P  Stunning graphics add plenty of atmosphere to Mirrorsoft's adventure/

RPG, Dungeon Master

¥

The sudden scream
of battle brings

aour party teo a
ﬂau. lzf-lm face &
Kobolds.

Hill your stalwart
band choose to

Amongst Electronic Arts' 16-bit forthcoming catalogue is the great role

playing game Bard's Tale, which includes plenty of high-quality graphics

to supplement the earie action

ELECTRONIC ARTS

The ST conversion of the classic
arcade game, Marble Madness
has just been released by Elec-
tronic Arts, although initial impres-
sions are disappointing—itisn'tas
playable as the Commodore ver-

sion. Still, you can decide for your-
self if you've got £19.95 to spare.
Also available on the Electronic
Arts label are Bard's Tale, an RPG
which boasts some lovely
graphics, Degas Elite, arguably
the best art utility available for the
ST and Deluxe Faint ll, arguably
the best art utility for the Amiga.

Paul Woakes' Mercenary caused
quite a stir when it first appeared
on the Atari XL and Commodora
64 at the end of 1985. Rumours of
a sequel were to remain
unfounded (The Second City
being merely an add-on) until a
couple of months ago, when the
first pictures of Damocies
appeared. Still far from finished,
Damocies boasts some very fast
and impressive planatary
graphics, as seen from the cockpit
of the player's vessel.

The completed game should
contain the same captivating
game style as Mercenary, but this
time the action is set over several
planets instead of just one.
Interplanetary travel will therefore
play a major role, as well as the
normal exploratory and trading
features. The game also allows the
player to load in his escape status
from Mercenary and begin the
mission with the equipment which
he took from Targ.

The ST version of Damocles is
appeanng first, with other formats
to follow in early 1988.

3 Space isn't the final frontier in Damocles

DAMOCLES

The B-Bit versions of Battleships
have been recently dropped, the
general feeling was that they
weren't strong enough products to
warrant a £10 price tag. However,
Elite have decided to go ahead
and release ST and Amiga ver-
sions.

The rules are exactly the same
as the game played on paper, but
benefits from animated action
screens. Battleships is scheduled

for a mid November release, at
£19.95.

The other Elite release is a con-
version of the popular off-road
race game, Buggy Boy. The player
takes control of a beach buggy
and drives over rough terrain, col-
lecting flags and avoiding obsta-
cles such as fences, rocks and
logs. From the early demos we've
seean, Eugﬁy Boy looks and plays
aswell as the original. The ST ver-
sion is out around December, with
ag Amiga version following shortly
after.
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YOUR MICRO | \
DESERVES THE BEST...

When your home or business micro costs several hundreds of
pounds, it deserves the finest repair facilities in Europe (well,
probably!). And the finest prices — £5 off trade rates for a limited
period only. * How? At Verran we use our own range of advanced
automatic test equipment (now sold worldwide), backed by
stringent 2-8 hours soak-rack testing. That means speed, ultra-low
prices and, most important, guaranteed reliability. For the first
three months we’'ll repair any fault free. For the next three, at half
these quoted prices, * It's the finest service available.

s
J\

* Currently we handle over 3500 products on average every day
Providing services for such leading companies as Amstrad plc,
Commodore Business Machines, Sinclair Research, Rank Xerox,
Dixons, Currys, Boots, W H Smiths, John Menzies and many more.
* Join them and take up our special offer now.

Recommended and Approved by

AMSTRAD ATARI
ACORN SINCLAIR

EUROPE’S LEADING
COMPUTER REPAIR CENTRE

COMMODORE

...AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS!!

W With over £500.000 worth of spares in stock, we :-::hrf;'l::-ﬂ Membrane X E::" Supplies boe
can meet many of your specialised requirements s o Bl 800 ClE 1% 00
We've listed a few examples and for anything not il G
displayed just call us and we'll guote immeduately Metal Template } All the above prices include VAT but please enclose
inclusive of first class post a further £1 50 post and packing on all camponent

COMMODORE SPARES oroders
E510 Processar e HOW TO CONTACT us
SPECTRUM SPARES “'r‘"'l Cia 3 o W For quotes on computers not listed or on
[ P Greaiin e any camponent, teleohone 0276 66266,

280 CPY 381 S Chp g (Quoting ZAP: 127)

LILA& &C00) f00 01225 Graphs: ROM 1000 ;

Frower Supply [ b 01 23 Bader ROM [0 0 % To send us your micro for repair mail it securely

RiIHA 70K S0 1237 Kemnal ROM 1500 packed, accompanied by cheque, postal order

4116 RAMS M O] 14 Howte Koeper 10 {made out to Verran Micro Maintenance Limited] or

JTX 650 40 E5A5 — WIC 1200 quote your Access or Barclaycard number And 1o

TR 713 40 4164 RAMS - Memary RLY obtan your special discount quote ZAP/ 127

Verran Micro-Maintenance Limited, Unit 2H & 2J, Albany Park, Frimley
Road, Camberley, Surrey GU15 2PL. Telephone 0276 66266.

erran

& Merry Christmas from all of us at Veerran ¥ 4

Y~
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What if you could buy all these hit games in a
special pack for the price of one.. Wouldn’t that be
fantastic?

And what if there was an extra FREE
game included — say the best selllng
martial-arts simulation |

Wouldn't that be sensational?

WELL NOW YOU CAN!
It’s called...

You

SPECTRUM,
AMSTRAD,
Gaooon it
It.on
ouBLE December 1st
® O.K.?

Ocean House - 6 Central Street- Manchester-M2 5NS - Telephone: 061-832 6633 - Telex: 669977

R




- SuperStar Ice Hockey is the first Y
complete computer hockey simula- 8
tion. As a player, take the ice as =
centre or goalie. Fire slap shots, hip- 5?« i -

1eck opponents, make slick passes =il

block shats. As coach, setup =

--Ij : E , Jﬁ"l € . ’ I ox R <
1 and 2-player options. Play against the "
computer or another opponent, or pla b T TR Commodore 64/128

against the computer. . Cassette £ 9.95
Variety. Play 2-on-2 hockey, 4-on-4, or 6-on-6 —— 1
(regulation hockey). UISK 4.95

Exciting graphics and animation. Full player B M-PC £24.95
movement for up to 12 players on the screen. :
Realism. Compete in a hockey league featuring : Am 'ga £24.95

players of varying abilities and ages. Atari ST £24.95

15 WOLSEY MEWS, KENTISH TOWN, LONDON NWS5 2DX. TEL: 01 482 1755

Under licence from DesignStar Consultants Inc. Sublicensed to Databyte by Mindscape Inc. Mindscape and the Mindscape logo are
trademarks of Mindscape Inc. SportTime, SuperStar ice Hockey, and the SportTime logo are trademarks of DesignStar Consultants Inc.
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Cinemaware first launched themselves into the
software world with the Amiga wversion ol
Defender OF The Crown. The stunning graphics
and sampled sound impressed many, and even
though the game was a little easy to complete, it
instantly became a vardstick for future Amiga
software. Shortly after came Sinbad And The
Throne OF The Falcon, which although not quite
o visually impressive, had more dgepth in the
gameplay. 50, what now!

‘We've nearly finished our next game,’ reveals
Bob, ‘it's a gangster game c'.:?led King X
Chicago. The end product will have 20 digitised
sound effects and 30 difterent lunes,

As a gangster game, would King Of Chicago
be violent! ‘We are programming for an older
audience, so there’ll be a lot of romance and a
little explicit language, but it's all mild stuff really.
The trouble is that people go totally overboard
when anyone mentions sex or violence, If you

look around, everything has a sexual element —
just look at adverts for example. It shows how
immature attitudes are lowards computer games
—you put in a litthe sex and people go crazy!’

The demo of King Of Chicagothat Bob bought
along certainly Im_ﬁ’(f-. very impressive — but the
early demos of two releases scheduled for spring
next year look even better! The first is Rocket
Ranger, 'a Forties cliffhanger serial featuring Nazi
spies, trips to the moon and an unflappable
hero'.

Bob expands: ‘ The game is split into chapters,
each one ending on a cliffhanger. There are

plenty of arcade sequences, and the music . . .

”
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» Defanderof the Crown-the largest selling 64 disk-based game to date

Although Cinemaware are relative newcomers to the software scene, they've
already made a big name for themselves, Their three 16-bit games, Sinbad And
The Throne Of The Falcon, Defender OF The Crown and SDI have been widely
acclaimed. and the Commodore 64 version of Defender Of The Crown has sold
a record breaking 10,000 disks! How are they going to follow their successes?
julian Rignall spoke to the enthusiastic President of the Cinemaware
Corporation, Bob Jacob, about future presentations.

well, it'll blow you away — it's being written by
the composer of the Oregon Symphony
Orchestral”

Also planned for a Spring release is The Three
Stooges, an officially licensed game based on
the old American comedy film characters. 'It's
being written by the same guy who wrote the
navigation program for the Space Shuttle,” Bob
says. ‘The sound is going to be very impressive,
with over 900K of compressed digitised sound
effects — more than any other computer game.,
The graphics are a mixture of digitised film as
well as computer animation. We feel that this is
the first computer program which really fakes

full advantage of its licence.’

In that case, does he feel that generally
licences tend to fall short of their potential?

‘Yes, Look at Laurel And Hardy — it's terrible,
it has nothing to do with the characters.” And
then continuing on the licence theme: ‘The thing
is, in Britain people think that they can only
succeed if there are 30 sprites on screen. It's the
content that counts. In the end it all comes down
to a matter of time. In the UK it's not
economically possible to spend time on
anything. Over in America we spend at least a
year on a project. We have two artists working
for six months, a computer graphics man, a
programmer and one person working on sound.
We spend a lot of money on talented
people . . .~

With all those people working away, do they
find that they are at all limited by the machines
they work with?

‘The limitation is with disk space, ' Bob admits.
‘At the moment we're exploning the potential of
interactive CD, and with 600 Mb ol storage
there's plenty of room! We're just trying to
expand our themes. We're trying to appeal to
people who love interactive experience, There
are two types of person, one sort who just sits
there and likes to be entertained, and the other

»  The Three Stooges in a custard pie fight

type who loves to join in — that's the type of
person we try and attract. We make our games
easy to get into, so that the casual gamer can
enjoy them, '

With plans for
Cinemaware maove

interactive CD, will
away from the humble

» Digitised animation from Stooges

Commodore 647 ‘No," comes the firm answer

*§0 is currently being converted to the 64, and
that looks re.jrhr special. If you thought the
graphics on Defender Of The Crown were good,
wait until you see the ones on 5DI — they make
Defender's look like a Spectrum game! We ve
taken the original Atari ST wversion and
completely redesigned it, adding six extra arcade
sequences. The gameplay has also been
wweaked. After that comes Sinbad . . . °

There are also plans for Commodore b4
versions of Rocket Ranger and The Three
Stooges and, for the summer of 1988, Bushido,
a Japanese type of Defender Of The Crown
which sounds very promising indeed. It certainly
looks like the interactive film genre has a very,

very bright future ahead . . .

b




OUT NOW

ZZAP! takes a look at the latest and greatest 16-Bit releases

RANARAMA

Palace Software, £14.99

sounds just like a Conan film!
It's a shame there isn't a solo
st h:sﬂnhnn jl.mtlﬂllltI
ops as
things are hotting up! Mind you,
the action is still thoroughly
enjoyable, with some adrenalin-
pumping fight sequences.
Barbarian is definitely the sort of
76 apsin. | nlovs barih o
me nltp
re  Tabutue e you o
w w
L L
offers plenty of gory entertainment

. and shouldn't be missed.

OVERALL 89%

TERRORPODS

Psyagnosis, £24.95

The astercid 'Colian’ holds =a
wealth of minerals and is mined h-;
the Federation. A goes well until
the evil Empire attacks and turns
the place into a slave labour camp
with the sole aim of producing the
i Components r_;f Tl':rrl"lrrlll-_ll"]'_. .
the Empire’s ultimate weapon
fJ,_;_-”-r; this as a chance to learn
th LEnre o lerrorpod
construction, the Federation plant
an unoercover agent in  the
complex, but the Empire find out
ther plans and decide to "'If"-1".l]-'
theentire works and all ite carrets

s -

r.1lfl'|{] the rale of Federation
agent, the player attermpts to both
defend and co-ordinate the
runming of all ten mining colonies,
by trading the necessary minerals
which each colony needs. and
reconstructing units destroyed by
the Empire.

Completing the game
neavily on stralegy as well as
mindless blasting, the latter of
which is accompanied with some
fjreadl sampled effects. The
graphics aren't bad and the game
15 engrossing, but the £25 price tag
IS a little on the steap side.

_ OVERALL 69%

Falias

»  The smart, but slightly jerky, parallax backgrounds in Terrorpods
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BACKLASH

Movagen, £19.95

Paul Mercenary Woakes'
Encounter was released three and
a half years a?o, and quickly
gathered a cult following. Now a
16-Bit sequel has arrived in the
form of Backlash.

The first-person 3D action takes
place on an alien desert, where
weird aggressors fly in to attack
your craft. In some situations there
are so0 many things to avoid, blast
and watch out for, it's almost
overwhalming. The 3D effect is
staggering, with  beautifully
detailed objects whizzing in and
out of the screen at an awesome
rate. The gameplay is truly dextral,
and you get completely wrapped
up with the action. Atari ST owners
can rush out and buy it now -
Amiga fans will have to wait until
after Christmas.

OVERALL 92%

| & Paul Woakes' 16-Bit version of Encounter. Backlash takes it a few steps

furthar . . .

Electronic Arts, £24.95

[CHESSMASTER 2000

ST, and the
~speech on

18
i

standard built-in

the Amiga) and two

|
2538
3

it

Psygnosis, £24.95

Not to be mixed up with Palace's
namesake, this arcade adventure
from Psygnosis puts the player
into the role of Hegor the
Barbarian.

After seeing his father brutally
slain while battling a ferocious
dragon, Hegor vows to destroy the
monster. e story of or is
recounted in the 14-page booklet
that accompanies the game,
which carries on where the tale
ends.

Hegor is icon controlled, and
accessing each one with either the
mouse or joystick allows the
sav. ona to run, jump, pick
Itmhas!‘;.ﬁaﬂach and djgfaﬁd and if
the battle isn't going to well, flea.
Although appearing quite
unwieldy, this system works

Barbarian

»  The first 16-Bit icon-controlled, bash 'em up arcade adventure,

ngly well.

e loinciothed hero moves
across each static screen until he
reaches either edge. The screen
then rapidly scrolls across to show
the next location, in a sort of
psaudo flick-screen style.

Graphicaily, the game is very
smart, with good use of colour and
a suitably earthy, primaeval feel to
it. Hegor and the inhabitants of this
strange world are neatly drawn,
although the animation is lacking
polish.

Each time Hegor attempts a
strenuous motion, a digitised
grunt issues forth, and attacking
monsters also let rip with some
effective, gutteral noises.

Barbarian has plenty of depth
and should appeal to arcade
adventurers who like a slice of

action.
OVERALL 81%

Firebird, £19.95

Hailed by many as one of the most
innovative pieces of software avar
written, The Sentinal is now
available in 16-Bit form. The
|gameplay s identical to the
| onginal 8-Bit versions, but the
| graphics are slightly clearer and

THE SENTINEL

run much, much faster. There's
also a new 'help’' feature which
allows the landscape to be viewed
from far above, so that the player
can see exactly where he is.

When JZLZAP! reviewed The
Sentinel last year it was felt that it
was in a class of its own and defied
ratings. We say the same about
the new varsions . . .

ZZAP! 64 December 1987
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1 (3) THE LAST NINJA (16%) 11 (9) URIDIUM 21 (20) NEMESIS

System 3 Hewson Konami

2 (4) WIZBALL (9%) 12 (17) KIKSTART Il 22 (27) ROAD RUNNER
Ocean Mastertronic US Gald

3 (6) BARBARIAN (8%) 13 (10) THE SENTINEL 23 (21) I,BALL

Palace Firebird Firetyird

4 (-) BUBBLE BOBBLE (7%) 14 (12) GUNSHIP 24 (-) BOULDERDASH

Firebird Micropross Prism

5 (2) LEADERBOARD (5%) 15 (6) DELTA 25 (14) PAPERBOY
US Gold/Access Thalarmus Elite

6 (1) WORLD GAMES (5%) 16 (18) DEFENDER OF THE CROWN 26 (22) INTO THE EAGLE’'S NEST

US GoldEpyx Mirrorsoft Pandora

7 (11) WORLD CLASS LEADERBOARD (4%) 17 (13) SANXION 27 (26) STAR PAWS
US Gold/Access Thalamus Software Projects

8 (5) GAUNTLET (3%) 18 (15) HEAD OVER HEELS 28 (24) GREEN BERET

LS Goid Ocean Imagine

9 (16) CALIFORNIA GAMES (29%) 19 (-) ZYNAPS 29 (-) MEGA APOCALYPSE
LS Gold/Epyx Hewson Marlech

10 (7) ELITE (2%) 20 (199 MERCENARY 30 (-} RENEGADE

Novagan Dcaan




1(3) DELTA (36%)
Thatamus
Main Theme — Rob Hubbard

2 (1) SANXION (12%)
Thatamus
Loading Music — Rob Hubbard

| 3(4) THE LAST NINJA (9%)

Systemn 3
Title Tune — Ban Daglish

6 (2) GREEN BERET (5%)
:_Elgﬁ Music — Martin Galway

7 (5) L,BALL (4%)
Firebird
Main Thame — Rob Hubbard

8 (6) ARKANOID (2%)
Imagine
Tithe Tune — Martin Galway

4 () MEGA APOCALYPSE (7%) 9 (10) GAME OVER (2%)

Martach
Main Thema - Rob Hubbard

nll'
gm :’{.’,:1 WIZBALL (6%)

Main Theme — Martin Galway

Imagine
Title Tune ~ Martin Galway

10 (8) FLASH GORDON (2%)

MAD
Main Themea = Rob Hubbard




When the Creators of

PARALLAX and WIZBALL
decide to give away their Trade Secrets

it has to be Something Special. ..

S ET WS L BisE B B OF F T W Kol bis

Available from all good computer game stockists or
Send Cheque/Postal Order for £14.95 (Commodore 64/128
Cassette) £19.95 (Commodore 64/128 Disk) plus 80p P&P
Access and Barclaycard Holders telephone 01-278-0751
mmmmmmm 9NL

part of the PALACE Group of Companies.




To celebrate the launch of
Firebird’'s new up-market
£2.99 budget label, Tele-
comsoft have decided to
give away THE ENTIRE
Firebird 199 Silver Range
to the lucky winner.
There are also ten run-
ners-up prizes of five of
the latest releases of their
choice. The first prize
includes normally out-of-
stock games and could
totup to well over 40 titles
- 50, if you fancy owning
the definitive Firebird
budget collection, read
on.
Listed below are five
anagrams of famous Fire-
bird one ninety-niners. All

i
COMPETITION

1) FANS OF NICE BRAVES
2) HANDY BHAGEE RIVER
3) AH, KIRLY PODS

THE COMPLETE
SILVER RANGE
| ON OFFER IN THIS

- -, -

rircBirRd

4) NIKKY THE SNOG-WIG
5) TOWN WATER PILL

you have to do is
unscramble the letters to
reveal the correct title.
Simple eh?

Put your answers on a
postcard, orthe backofa
sealed envelope and
whizz your entries to us
at: FIREBIRD FORTY
BUDGET COMP, ZZAP!
TOWERS, PO BOX 10,
LUDLOW, SHROPSHIRE
$Y8 1DB, to arrive no
later than the tenth day in
the month of December,
this year.

Names, addresses,
telephone numbers, blah,
blah, blah. You know the
routine. Get cracking!




Features . . . ﬁ.,_
Extremely compatible &
Xcellent value "
Compact sze

Extra rehable

Low noise

External B9 switch

Rave reviews,

AL A TIve ADDEAr AN e
Turbos, no prablem

One year guarantee
Runs cool

+[hrect drve motor

= & F B % ¥ & F * ® ¥ ¥

E:&ler:t or+
and_ GE_QS

Excelerator+
and GEOS, PLUS
Freeze Machine

T ——

like this for just . . .

wuper sophusticated GEOS
(Graptue Ernvironiment
Operatng System| GEOS
15 the GEM-like operating
system for the 64/1 28 fron
WHICH yOu Can access
geoPAINT . full-feature
graphic workshop,
geoWRITE .1 easy 100
WYSINGY O word processar
and the Desk Accessori
which include Calculator
Poteact, Alarm, etc  Many
mMore exlensons are
Availalie, such a5
geoCALC, geoDEX, el

TN,
— ..!['.U-I!'ill_.n
S T YT "‘I':I.Ib

wish the

Excelerator had come
out two years ago

.l.lul—-l—lul.-l—l-.l. . i cahe

my only complaimt was
thiat the label on the front of
the dfve was put on crooked!

I'd rather buy an
Excelerator+ than a 1541C or
als570oralsil

The Excelerator benaved
admirably throughout It does
exactly what the 1541 does

THre package normally retat
[#]]

But you can obtamn i

the dnve does have absolutely FREE with the
dramatic improvements over purchase of an Excelerator «
the 1541 in quality and =3
reliability

The Excelerator+, though,
weems Lo cope laultlessly wath
commercial software

A stylish modern replace.-
ment case for the CBM &4 of which
your Commodore magazine said
Fiting the case is simphcity itself and should present
no prablem o anyone with even a rudimentary knowledge
of how to hold and use a screwdriver
The Slimline 64 case 15 a vast improvement on the ald style It not only
looks micer but does make it a lot more comfortable in use My anly question s, wihy
cidn’t SOMEeOne think of it before /

Avallabile from good computer stores or direct from Evesham Micros «

Frces indclude VAT Delivery FREE Ewv es h < m :

e chegue/P O on ACCESS/VISA detaily Micros

O phione wath your ACCESS/VISA No 63 Bridge Street

Same day despatch whenever possibie Evesham : o

Caovt . educational & PLC  orders  acepterd
Callers welcome, open b days 9 10-5 40

et day delivery ES.00 eaira

Worcs. WIR11 4SF
Tel: (0386) 765500
Telex: IZIZITF94 EMICRO




This super b mnvmion of
the iﬂt&l‘l‘lﬂﬂﬂﬂﬂ“? famous
coin-op is not to be missed.

" CE4 SCREENS

AVAILABLE ON: SPECTRUM; AMSTRAD; MSX Cassette £8.95.
COMMODORE Cassette £9.95; Disk £14.95. ATARI ST; AMIGA £19.95.

Victory Hovse Letcmber UMNace London W) TNB
-




Knightmare the computer game uniquely combines the best
elements of traditional adventuring with some hot arcade action

'*md provides puzzles and riddles of a varying nature not qund*’

before in computer games.

Mail Order: Activision (UK) Ltd, Units 3 & 4 Lloyds Close,
Finedon Road Industrial Estate, Wellingborough,
Northampton NN 4SR. Tel: (0933) 76768 PHGDNI Heio e ™

L SN

Commodore 647128 Cossette (£9.99) and Disk (£12.99)
IX Spectrum 48kN2Z8K/ + (£9.99) Amstrod CPC
Cassette (£9.99) and Disk (£14.99) Atari ST (£14.99)

IACTIVISION]

N -
i Copyright 87  Anglia Television, Gome copyright 987 _\.

Activision (UK) Ltd Al rights reserved




FOOTBALL MANAGEMENT

Thres Classic Football Man Sirategy Gamas for all enthusiasts, Each of these QUAL-
ITY gamas is packed with GENUINE FEATURES to make them the most REALISTIC around.

PREMIER LEAGUE
A LCOMPREHENSIVE LEAGUE GAME - Play all tearms home & away. Full squad defails all teams
Inpuries, Team stylas, In-match substitutes, Named & recorded goal sconers, Comprehensive trans-
fer market, 5 Skill lgwels, Financial problams, Team Training, Continuing Seasons, Save gama,
Cppasition Sedect Stronges! Team and MUCH MUCH MORE] 84/ 128k Commodore i&

WORLD CHAMPIONS

ACOMPLETEWORLD CUP SIMULATION = From the first friendlies, qualifying stages, iour matches
and on to the FINALS = Select from squad of 25 players, 2 in-Match substitutes allowed, Discipling
Iabie, 7 Skil mvels and MUGH MUCH MORE! Includes a full text malch simukation with Inpuries,
Bookings, Sending off, Corneds, Frise kicks, Maich timar, injury time, Extra time, Goal times and
MORE! 84/128k Commodors £7.86

CAPTURES THE FULL ATMOSPHERE OF EUROPEAN COMPETITION — Home & away l&gs, Away
@oars count doubbe (it drawn), Full penalty shool out (with SUDDEM DEATH], 7 Skill levels, 2 subs
allowed, Pre-match team niws, Discipline tabba, Full team & subatitute selaction, Disallowsd Goals
and MUCH MUCH MORE| Plus FULL TEXT MATGH SIMULATION.  64/128k Commodors ET55

FANTASTIC 'h'hLUE—Burwmyimﬂ deduct £2.00; buy ail 3 & deduct £3.00
AN games are available for IMMEDIATE DESPATCH by 15t C. POST and include FULL
INSTRUCTIONS (add £1.00 owtside L)

From E & J SOFTWARE, Room C3, 37 Westmoor Road, ENFIELD, Middlesex, EN3 TLE

AT LAST!

COMMODORE SPARES

AT DISCOUNT PRICES

CIA b326 £11.95 ROM 901227-03 £l4.59
ML 6510 £11.99 ROM 901225-01 £9.99
PLA D61 14-01 £9.99 SOUND 6581 £14.99
ROM 901226-01 L9909 EAM 4164 L2.49

Co4 POWER SUPPLY UNITS £19.99
All prices include post & packing, handling and VAT - send vour faulty computer
and P.5.U. for estimate and repair from £9.99 + parts + VAT,

AMIGA A500 £479 - AS00 DISCOUNT SOFTWARE
SEND CHEQUE/P.O. ACESS/VISA CARDS WELCOME

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPDOL, FYS INE
Tel. (0253) B2270R

TRADE ENQUIRIES WELCOME send large 5.A.E. for full list

FREE

The chronicles of the “Knights of the Avalon’, is a new
100 player computer moderated Fantasy Play By Mail
game from JADE Games. Startup is FREE, with further
turns costing 70p, players outside of the UK £1.00. The
game features, 1000s of player armies and fleets con-
stantly involved in conquest, a playing area of
1,250,000 sq miles with over 100,000 locations. A
highly developed class system of squires, knights, lords
etc fighting to become emperor. An economic trade
system with 1000+ trade items, merchant and political
banks, stock markets and trade treaties. Religions based
on a planet wide network of temples and monasteries.
Players having the choice of accepting one of the
twenty existing gods or creating their own god and
religion. A hierarchy of gods capable of direct interac-
tion with players. Alliances of trade, religion, politics
and military might. + MUCH MUCH MORE, gares
limited only by the players imagination

For a FREE startup write to:
JADE Games, FREEPOST, Southsea,
Hants, PO4 0BR
[no stamp required)

"--

Ill

do Com 16, Vic 20,
plus &, or you can orger

D.LY. section

ADESUPPUED
T%EDM STOCK!

Telephone: Glossop (STD 04574) 66555/67761
140 High 5t. West, Glossop, Derbyshire, England

c Copyright Videovault Ltd No. 151085

_—_—_
COMMODORE 64 REPAIRED FOR ONLY £35.00including POST & .
PACKING - PARTS - INSURANCE - NO HIDDEN mml

Are you fed up walting weeks for % While yOu wait repair service.

YOur computer to be repaired
well walt no longer. We repair ail repairs.

Commodores same day. Wealso & International Repair Company. We & Over B years experience working with

the Replacement Chips fromour o Al Computers sent Mail Order turned Power supplies fully tested

UNFUTER REPRIRS

= VIDEO VAULT INTERNATIONAL

# Most Commodores repaired
within 1 hr
o Al MICros insured for return journey

# 3 month written guarantes on all

repair computers from all over the computers
world. & ANl computers fully tested

around in 24 irs. * RGB output Fully tested

If you know what :nip nas gone in your computer you
can order the replacement |.C. from our range.

6526 23.00| 901225-01 23.00
6510 23.00| 6569 23.00
6581 23.00| 4164 RAMS 3.00
901227-03 23.00 | Power Supply
901226-01 235.00! Units

All prices include V.A.T., please ADD £1.50 to cover i
P & P and handling costs, insurance.
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The nﬁ Hewson blockbuster,

stunning rotational 3D graphics
and probably the most outstanding

game from Hewson in 1 987.
Available on Commodore and Spectrum.

Spectrum i

Cassette 7.95

Commorodore
Cassette 8.95
Disc 12.95

For Ma;l Drd:—*- < .. |
r se
nd 3 {:hﬂque P, D tor H{—'W‘\UH Ennsultant
5 56b M

nwm |:u=-r and'a
5'Ij'Eh::lrl"hEﬂ"ll £
ot am,p and addrw . D't fnrget to gnclote Hewson Consultants I.m

- / Ag part pb our
r F ' F ur antinuipg dey
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FOREVER
BLOWING
BUBBLES

Firebird's fabulous Bubble Bubble
arcade machine competition stir-
red up an incredible amount of
interest as readers sent in their
igns for the side of a Bubble

le arcade machine.

The ition was run across
both and CRASH, and
we're pleased to say that a ZZAP!
reader — HIHLmﬂlHampﬂhlrE
RG22 5RH - iatiﬁvmn
nar ungrah.tlaﬁm

y rrndinﬂhaal’lymt
There are also 25 runners up
of a copy of the game — the

arad

THOSE
WITH AN
ARTISTIC
BENT

Rainbird were so pleased with
their Advanced OCP Art Studio
that they offered an airbrush com-
plete with hose, three cans of
propellant, a set of ten airbrushing
inks and a copy of OCP Art Studio
to the reader who could draw the
best picture of Rockford in his
studio. Qur favourite was sent in
by W A Chetwynd, Warks, CV10
ODR. There are also ten runners-
up prizes of copies of the Art
Studio, which are claimed by . . .

Nial Quee, N. lreland, BT19 1DD:
Stephen A Graham, Cumbria,
CA2 7QB; Aten Skinner,
Orpington, Kent; Clive Bevan,
Gwent, NP4 0EY; David Knox,
Scotland, EH16 5HQ; Peter Skel-
ton, Northem Ireland, BT21 0PQ;
Danny Blom, Birmingham, B15
2NG; Hayden Duvall, Merse-
yside, WA11 8JY; Peter Cum-
mings, Ripley, Derbys, DES 8JF;
J;T Haigh, South Yorks, 571
1

ARCADE RENEGADE

r..nch F‘lcrln;- w-.l-.l "‘

Fa i Fa

STREAKY MEAN

In preparation for the release of
their futuristic motorcycling game,
Mean Streak, Mirrorsoft decided
to offer an adventure day out with
the ZZAP! team for five people.
Those lucky (or unlucky, however
you view it) are Simon T :
Leics, LE7 7TPX; Spencer Torr,
Beds, MK44 3JP; Steven Fran-
cis, Essex, 5511 BNA; Jamie
Dunning, Cornwall, PL15 8HN
and Kevin Burton, South-
ampton, SO4 4FL..

Fifty runners-up each receive a
specially made Mean Streak key
fob. They are . . .

Philip Wynn, Lancashire, WNB8
9BD; lan Lowe, Surrey, KT9 2EY;
Nicholas Lee, Cambs, PE17
35R; 5 B Woods, Goole, DN14
9QD; Paul Dorritt, Elizabeth Bar-
racks, BFPO 29; Mark Ratcliff,
Kent, CT4 5DH; Graham Taylor,
Oxon, OX8 TEW; N Reynolds,
Surrey, KT9 1XQ; T Y Barlow,
West Yorkshire, WF5 9RB:
Richard Sykes, West Yorkshire,
BD16 1LB; Stephen Keach, War-
wicks, CV12 9PU; Paul Taplin,
Darhm DE3 2HS; Mark Taylor,
South Elamurgan. CF6 5AH;
Scott Graten, Tyne and Wear,
NG25 BRE; Lawrence Bowyer,
Berkshire, RG7T 3NN:; Jason
Baker, Kent, CT1 1TS; Michael
Dutton, Birmingham, B33 BEQ;
Sebastian James, Powys, LD6

CHART VOTING DRAW WINNERS

\hllf{

;I1Fl;ii'-

2HL; Phil Yard, Surrey, CR2 0BN;
Philip Ruxton, Essex, CO3 3SD;
Daren Parr, Notts, NG16 6QW,
Justin Mallinson, Nottingham,
NG13 8SP; Gary Smith, Notts.,
NG9 1QA; Robert Dilks, Notts,
NGS 4DL; David Horton, West
Midlands, WVE 0TQ:; Nichola
Cobner, Gwent, NP44 5AF: Neil
Stewart, Glasgow, G41 4DF;
Robert Macintyre, Cheshire,
SK8 3AT; Matthew Kibby, Bris-
tol, BS19 2RG; A Marshall, Mer-
seyside, L35 OPQ; James Wit-
ney, Lincs, LN13 8QS; Mr C D
Lioyd, Hereford, HR4 7EN;
Stephen Downey, Northern Ire-
land, BT14; Daniel Taylor, Leics,
LE6 1LB; R Waliman, Surrey,
RH7 6QF; Thomas R Macdonald,
Lanarkshire, ML7 5AR; Russell
Ayres, Bristol, B56 5AN; Michael
James Brown, West Yorkshire,
WF5 0QD; Anthony Goddard,
Oxford, OX2 7TE; Barry Bolton,
Billingham, TS23 1DW; Alasdair
MaclLeod, Isle of Lewis, PA37
2HB; Jason Taylor, West Mid-
lands, WV12 5AR; R Marshall,
Merseyside, L35 OPQ; Andrew
Sharp, South Yorkshire, DN5
8PJ; A J O'Donovan, Hampshire,
S02 4BQ; Zzap! Reader, Oxon,
RG9 5AR; Shouma Khan, Lancs,
BL5 2QP; Terje Hansen,
Kongsberg, Norway; Barry Mar-
kay, Surrey, RH6 9RP: Simon
Bell, Worcs, DY10 3YL.

WINNER (£40 worth of software plus ZZAP! T-Shirt): D M Edwards,

Sutton Coldfield B74 3HS

N
NNERS UP (ZZAP! T-Shirt and Cap): Wari Orumbie, London SE15,
g#l:hard Sutton Coldfield, B72 1AT, gln.umy

Reid, Chester, CH4 7R,

Mat Eastmond, Amersham, HPG 5LB
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WrOFTHIS

"SUDDENLY, the
jet plunged into a
sea of flashing
lights =Chuch
gasped with horror

weorld. Collect
energy-giving
power pods as you
fly through eight
action-packed
levels, and seven
brilliant bonus
levels.

> Features seven
different
weapons,
including Quark
CannonJWide
Beam and Lazer.

> Amstrad

‘Smooth Scroll.

-~ Availahlg on Spectrum, e
. . | Amstrad and CGommodore.  \}




HAVE A DIG AT WINNING YOUR
VERY OWN TREASURE TROVE -
- COURTESY OF US GOLD

Missing out on Sizzler-
dom by the merest frac-
tion last issue, US Gold's
Solomon’s Key is a bril-
liantly addictive platform
puzzle game. The friendly
chaps from Birmingham
have agreed to stump up
THREE Gold Sovereigns
(valued around the £300
mark) for the lucky chap T
or lady that manages to W
locate the hidden treas- f

ure on the map below,
Have a look at the Sol-
emon’s Key room and,
using your judgement
and knowledge of foot-
balling conditions, place
asingle ‘X’ where you
think the treasure is most

The En'l:ry which has its ... 1....; e

—

likely to be hidden

mark closest to that --- .-
positioned by our panel of -_....__- .m__..,,__

experts(?) will walk of

B HH%IIIIIHI-UI
copy of the game. 25 run-
ners-up will also win the b .
64 version of Solomon’s J ""
Key for their troubles. Ll

i e
suitable copy) in an i.:.t'-- =~
envelope and send itto: *
socoons - L (]I "!I"lllll"'ll
SOVEREIGNS COMP, ||
el oo | | | o

BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB,
to arrive no later than 10
December.

Don’t forget to include ——
some sort of name, W ﬁlulul S ---| .|- e
address and phone H
Happy ‘X'-ing.
"*," : : ZZAP!64 December 1987 131
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1| ETHDE‘MB*HHM Ptymouth, Devon ITMMHHW Huddersfiaid, W Richard Seatard
. " & v ' a " 3 4 5 .Eﬂﬂ
| 143,500 Paresh Solanki, Foreat Gaie, London 13,610 Tranoy Gaatan, Brusaais, Yarks Eﬁg,ﬁmE Bromwich, W Mids
| 126,500 Paud Grifiiths, Liandudno, N Wales 2,497,341 Paul Cashley, Bishopston, Bristol 2,208,360 Taki Liberopoulos, Athens, Greece
AR DEFENDER OF THE CROWN (Mirrorsoft)
the V MARIO BROTHERS [Ocsan)
AaRE laude Zeh, Hoenheim, 1200, Haneik Sylow. hhuﬂ;l:mm EE.HET Keavenay, Huddersfield, W 449,380 o £ West Bromuich, W Mics
- March 4 ml.‘:l'ml:mqnu NH‘W‘H‘F. EIH_“: London
| 0204,400 Fiohard Huckion, Copmnmorps, §18,692 Pauil Hollington, Mullordge, Essex 134,120 Liwss domer. Grebro, Swaden
; 8.917.300 Tony Shoreman, Billington, Lancs DELTA
% - GHOSTS "N’ GOBLINS (Elite METROCROSS (US Goid)
o ANTIRIAD (Palace Softwars) 1258430 Comn Rodiern. Horomand. oo 820,800 Gasey Gallacher, Swalowleid, 367,550 Andy Stocks. Grimaby, S
@ 3:08 . Bishop's Stortlord, Herts 972,038 Simmonds, E Studdal, Keat 3908 - ietian Major, Norwich, Norfolk 362,850 Andrew Holmes, Bottesford, Natts
. 312 Ged Keaveney, W Yorks 456,060 Chris Goodswen, Norwich, Norfolk 311,700 Louis Famham, Twickenham,
40 Damian Boocock, Colne, Lancs DRAGON'S LAIR (Software Projects) Micioesex

Australia
36,642 Simon Cola's Mum, Ghelmsford,
33,750 Simon Cola, Chalmeford, Essex

13,120 Grasme Crichion, irvine, Ayrshire

GUMSBHIP (Micropross)
278,785 Richard Mallor, .
Bridgewater

271,835 Mark Slavin, , Go Durham

I,BALL (Firebird)
104,040 Marc Johnson, Broughton, Chester

MILK RACE (Masterironic)
7,965 K F i
?.H'lm ulfitt, Estover, Plymouth

1,003,580 Steve Tye, Kidderminster, Wores 265,990 David Micol, Heworth, York 7 _mamg“"l m,‘-,,-,_iml'c w': !

DUET
ARMOURDILLO Masters) HE"" HADES NEBULA (Nexus)
20 200Ae Grfis,Clowborough ESussex 108170 P Sang L o, Cheohke 383200 v Theys, S, Bogum - NONTEZUMA'S REVENGE Deisi
22.800 P Griffiths, LI N Wales TRRTHA Gy S, Besinasioks, Hants BO1,800 Jennifer Yates, Boitcn, Lancs

] , HEAD OVER HEELS [Ocean) 412.450 Adam Trewella, Stapleton, Bristol

ESCAPE FROM SINGE'S CASTLE 848,620 Gad Keaveney, Huddersfield, W Yorks
AUF WIEDERSEHEM MONTY {Gremiin 88,140 Richard Lunn, Leeds, W Yorks sl

0 Leon Consett, Co Durham B8, 140 Robert Bowe, Otfard, Kant 66,209 750 e W
51,223 Casey Gallacher, Swallowfield, 82 742 Craig S, Steven Packer, Cheimsford,
20,478 Montague-Smith, Trowbridge, BB,588 Stavan ; Oldham, Lancs 1,158 880 Thomas Broers, ta. Norway g:,ﬂl;:%m Bonner, Southbowrme w

L Wilts EXPRESS RAIDER [US Goid) 569,870 Pob Evans, Tring, Herls w’m 4 prs

18,000 Sanjay Vaghela, Rugby, Warks 68,450 Gavin Shute, Aylesbury, 911,300 Steven Boswell. Telford, Shropshire

80,800 Dean Farguson, Gillingham, Kent

NEMESIS THE WARLOCK

BARBARIAN Softwars) 48,500 Bharat Vaghela, Rugby, Warks HERO : s .m
muuanmmuwm 187852 Lawsan Davies, Pencoed, 5 Waies 14.280 Andraw Scully, Brinciifle. Shefileid
57,600 mmmmaz W Yarks THE EQUALIZER (The Powsr House) 177,762 Patrick Lammers, 1400 Mivelles, 12,770 Mike Thomas, Caerphilly, Mid Glam
44 450 Box, Doncaster, 5 Yorks 20,620 Botiey, Southampton mmm Consatt, Co Durham

14,850 Jonathan Richards, Attieborough, ’ s

Warks (Mastartronic)

MiIN.JA MASTER
485,840 Gordon Shearer, Aothas, Morayshire

188,880 Robert Futter, Downham

TR B T e, el Nkt 51,600 Stephen Raggett, Westbourne Pk, Norfalk

T2, Tye, , Worcs ﬂnsl.unnnmu | W Mid London 186_315 Michael Pihl, Kumia, Swaden

BMX SIMULATOR [Codemasters) :&Ewmm#vm b e HOMAD

6,285 Barry Scotland INTO THE EAGLE'S NEST {Ocean)

4.420 &“ﬂmw f‘ltm&”p“mmm'mw ’Euﬂmm?m iﬂmmn‘ ate, N Yorks

BREAKTHRU (US Goid) fe00 Kristian Beunin, Gopenhegen, R DS ORI, THS. o L) ANDLINSA

246,000 Vincent Ofd, Welingborough, 827 290 Laan 18,820 Lee Barkaf, Northwich, Chashire

Northants m.luhm , Copenhagen, IRIDIS ALPHA (Lismasoft) 14,888 Stuart Scatiergood, Address not

111,900 Gary Rice, Colchester, Essex 4O Sty - , Lancs e e ;
' . 204,390 Jonathan Wood, Micidx

BULLDOG (Gremilin
2. 238 200 Foofitt, .
Gary m
2,185,900 Peter Walker, Adelaide, S Australla
1,825,700 Roger Alaxandarsaon, Gotebsorg,

11,088 Stephen Simpson, Obley, W Yorks

e

= T f:

FISTH
1,?53.&“&:1%%“
Lﬂmﬁﬂ Kaavenay, H N

1,220,000 Steven Guilfoyle, Oldham

GALIVAN (Imagina)
283,000 Steven Ward, Doncaster, 5 Yorks
Chashire

L

JAILBREAK

356.500 C Mitchail, Patersfield, Hants

Lﬁﬁmmm.m.Tmm
ear

102,500 Malcolm Radiam, Praston, Lancs

PR | Siecan 287.000 Chris McLean, Halsby,
JEEP COMMAND Byta)
S COBRA GAME OVER EIH.EHGMMI. 2930 Schilde, Belgeum
¢ 285,800 Stevens, Alfraton, Dertryshire 99400 Mikes , Caarphilly, Wales 300,990 J {Runsoft), Melbourna,
E.%Fn Grgen, Burnlay, Lancs " Austraiia
¥ L] Im IT
: i GAUNTLET - DEEPER DUNGEONS (US e 0 Dave Sraec, Culleroosts. Tyne &
CAYSTAL CASTLES (US Gold) nrarmwmmm Clovaland K }
&77.992 Julian , EZAP! Towers 4,350,297 Paul Cashiey, Bi hn, Bristol 11,700 Crailg Bent, F M
. 668,885 Richard Musnaaton, 4,308,061 Michael Roberison, 8, g,% Emaw Maw Enmm
| 652,127 lain Davidson, Dumiries, Sootiand ke c 9 i
5 -.IIIJ DECATHLON Thor Tha Warrior 21,184,770 m‘ﬂmm :Lu
i 12 265 D Rice, Londan 4,878 832 mﬂm Alvington, Glos
L 11,599 Steve Tye, . Worcs 3,974,521 Paul , Bishopston, Bristod 12,740,800 Dave & Brett Warburton, Cheshire
B 3,232,197 Dean Thomas, Powys, W 3,068,500 Steven Packer, Chelmsford, Essex

- : . ’ — — o .—.“‘“- ..:::
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301,400 Mark Ralf, Kattaring,
300,700 John White, Whiteheld, Manchester

86,500 Bri DTHU'?MI Ayrshire

an Yea, on,
63,200 Adam Beabies, Tarbolton, Ayrehire
56,215 Iain Kant, Milngavie, Glasgow

PARALLAX [Ocean]
106,850 Ali Kerswell, Guildiord, Surmay
B0,300 Jason Bimia h, Surray

mim&tmnmumm.nmnim. Lancs
845 610 Jonathan Edge. Waverion, Cheshira

POD [Mastertronic)
2178 600 Grahame Fae, Boness, Scotland
1,488,440 Karsten Toksvig, BBI2 SKAIS,

QUARTET [Activision)
2 874,500 Adia Griffiths, Crowborough, E

910,000 Les Ozouets, S1 Peter Port, Guernsey
367 471 Nell Rickey, E Laigh, Hants

:

FANARAMA (Hewson)
4 K28 400 Fichard Leadbaiier, Witham, Essex

} 556,700 Miarin raper, Afvton, Derty

RE-BOUNDER [Gremilin

3 485,090 Julan Figraill, Z%ﬁ Towars
2470584 Marc caalby, M Yorks
1,408,530 Greg Murphy, Mareton, Wirmal

RIVER RAID (Firebind)
258,235 Julan Rignall, ZZAP! Towars

131,020 Jonathian Richards, Attleboraugh,
Wirks

ROAD RUNMNER

285 000 Anclraw , Braunton, Devan

282 B&0 Paul Dunstan, High Wycombe, Bucks
272 320 Roger Alexandersaon, Goleborg,

3,125,100 Jamie Orridge, Gedling,
ham

2 555,200 Alan Smith, Glenrothers, Fife
941,300 Graeme Dutch, Tillydrona, Aberdesn

SABOTEUR (Diurakl)

£2, 7808 600 Garath Milchell, Mifiald, W Yorks
£2.115.200 Per Josnar, Orebro, Sweden
£2.0:38. 200 Linus Jarmer, Orebro, Swadan

SANXION

1,006 468 Steven Malpasa, Stoke-on-Tramn,
Stafs

784,300 Staphan Gandy, Halasowen, W Mids
517,880 Patar Willlarms, Presion, Lancs

SCO0EY DOO

304, 700 Robart Wakafiokd, Newcastla, Stoke-
on-=Trant

248 600 Sean McDonagh, Jarmow, Tyne &
Wear

184 550 Gareth Mackie, Paterhaad,
Abesgeanahare

SHAO-LIN'S ROAD (The Edge)

128,420 Damian Boooock, Colne, Lancs
73,670 Barry Milis, Denny, Scotiand

36,164 Steven Young, Wallsand, Tyne & Wear

SHOCKWAY RIDER (FTL)
1,524, 708 Matthew

297,004 Jufian
88,350 Howard

. Sunmyhilll, Dary
: | Towars
orlon, Souttrwark, Londaon

SILENT SERVICE (US Gold/Microprosa)
: wy Gi , Slough,

810,100 Karsten Tokisuig, Drossalve] 6,

Denmark

563,100 Steven Hall, Croughton, N Hants

SKATE ROCK Bus)

326,380 Brian , Prascol, Merseysida
288 430 Justin Cole, Huddarsfiekd, W Yorks
239,020 Sean Walkar, (Runsof), Australia

BKY RUNNER (Cascade)

E560, 700 John Dayle, Kimamock, Ayrahire
585,700 Paresh {, Forest Gale,
Landon

$160,600 Martin Dobson, London E12

SKO0L DAZE }

126,510 Anthony Dulker [Runsoft),
Melbourne, Ausiralia

120,780 Gordon Sheaner, Aothes, Morayshire
104,340 Scott Moore, Fixby, Huddersheld

5 801,720 C Harbinson, Rumnay, Gardift
£ 504 B7T0 Gavin Bumett, Westhill, Invarnass

SLAP FIGHT ina}

586,000 Maltthaw , Chinnor, Oxon
147,775 David Scouber, Billingham, Clevefand
137 560 Cleveland Gibbon, Erdington, W hMids

SPLIT PERSOMALITIES [Domark)
BR1,.500 Kelth Lenton, Halesowen, W Msxds
GB0, 400 Mrs L . Landon E16

G55, 200 Wrs J Carroll, Burnham-on-Saa,

STAR PAWS (Software ects)
445,570 Shaun Gora, King's Lynn, Norfoli
427,014 Justin Allen, Edgewars, Middx
353 549 C Mitchell, Petersfield, Hanis

?‘EI'? ?E»‘.!ungad rowd, E;.El I, ST

L} m i

287140 Cve Knudseu, 5033 Eﬁlﬂiﬁd&u
Momya

273, Per Kjallander, Stanungsund,
Swadan

STREET SURFER (Bubbia Bus)

21,108 Jonathan Stock, Denton,

Martham

16,270 Howard Clarke, Imverness, Scotland
15,81 1 Adia Grifiithe, Crowborough, E Sussex

[US
342,650 Bryan Chambariain, ich, Norfolk
328,860 Lesgh O Connall, Murrumbesna,
Ausiralia
320,180 A Verhaaghe, Blatchiey, Bucks

TENTH FRAME (US Gold/Access)
AMATEUR

300 Stafan Alaxandersson, Goteborg,
Swadan

2890 David Riddick, ikeston, Darby
290 Les Stahl, Queansiand, Austratia

PROFESSIONAL

300 Stafan Alsxandersson, Goteborg,
Sweadan

233 Nail Taylor, Bracknell, Berks

214 Grasme Dutch, Tilydrone, Aberdean

TEARA CRESTA (Imag _
402,100 Michael Dunajaw, , Auatralia
371,800 Rpbert Hamphill, Port Glasgow,
Remifrewshing

341,000 Marc Hodge, Selby, N Yorks

THING BOUNCES BACK (Gremiin

Graphics)

1,649,973 Mick Kinsman, New Maiden, Surmiy
1,338,108 Steve Bannett, Prestatyn,

1,134 940 lain Davidson, Duminies,

THRUST [Firebird)

4, Tad 050 Robert Troughton, Kaighlay, W
Yarks

4 182,050 Ao Swinaon, Doncastar, 5 Yorks
Eﬂﬁm Declan Guinm, Bassbrook, Nawry

THUNDERBOLT w
213,220 Robart Troughton, W Yorks

164,450 Adse Griffiths, Crowborough, E
SuUsSEx

TOY BIZARRE (Activision)
223,420 J D Dliver, |pswich, Suftolk
144, 700 Shoril Satema, Cairo, Egypt
102,900 Julian Rignall, ZZAP! Towers

TRAILBLAZER (Gremlin G
;i Eﬂ.aﬁn Jason Cooper, nesbury, W
1,120,040 Henry Rawlinsan, Salisbary, Wilts
A28 ZT01sn irson, Tottenham, London

TRAP (Alligata
481,800 La'nw]Slmrn. Livaérpool L23
429 510 Colin Bayne, Glenrathes, Fite

328,500 Robert ENiot, Middlesborough,

Cleneland

UCH! MATA (Martech)

382,580 Nicolas Gislan, , Eslgium
378, 760 Mark Seatton, W Sumsex
353,795 Micholas Lesier, W hids

ka, Viborg, Denmark
221,280 Stephean . Uckiinld, Sussar
197 925 Russsll . Co Dublin, Iredand

VIDEO MEANIES

(Mastartronic)
250,541 Stuart Scatiergood, Chwyd, N Wales
135,159 Saan McMeanamin, Clarkstan,

B ~
WW:M ikington, Longsight,

VOIDRUNNER [Mastertronic)
6,253,825 Grant Bannisier, Luton, Bads
5,967,328 D Rice, . Loncon

5 403, 560 Mick Wadl, Hil gh, Shefiieid

WARHAWK (Firebird)

6,220 526 Glann Haworth, Swallow, Lincs

4 459, 784 Hamish Patel, Noriholt, Middiesex
3,322 548 Jamie Orricige, Gedling,
Nottingham

WEST BANK (Gremiin {]
a6, 750 Stephen Raggett, Pk,
Landon

210,000 Jon Cullen, Hillgats,

141,250 Mark Huck, Washington, &
VWear

242 545 God Keavenay, Huddersfieid, W
N OrRS

154,140 Craig Wills, Taunion, Somearsat
152,735 Staven Medcraft, Rayleigh, Essex

WONDER BOY (Activision)
353,160 Jason , Vata, Guamsay
mlﬂ!ﬁu Crowborough, E
X

244 910 Jason Hone, Crofton Park, England
XEVIOUS (US
824,380 Firtan Bragy, wmnw
412,540 Mafthew A , Kand

Rami Hanninen, Eapod, Faland

888
5

701,250 Howard Clarke, invermass, Scotiand
671,450 Jake E, West Bromwich, W Mids
576,200 Staphen Ross, Ryde, Iske of Wight

ZEM
18 480 , Morthafiarion, N Yorks
19,345 Justin Allen, Edgoware, Middx

ZOLYX rd])

285,683 Cropper, Wokingharn, Berks

294,320 Rob Evans, T Herts

261,608 Mick Auiton, W Mids

20,316 Marc Spence, Middiefon, Leeds

14 650 Jonathan Wood, . Wliddn

&Whﬂwﬂnﬂuﬂﬂ. ghton Buzzard
B

198,440 I'&t'hm Metherton, W Mids
162 300 Mike Thomas, ' Wiahiss
126,850 David Hopkins, W Mids

= i A e i L

= :%‘ﬁ_n- 2 '

e

=
e gl = —=—= o et e - = e e

0 2

=TT

— =

h
Applications to the Scorelord |
should be made on a postcard
or the back of a sealed envelope,
and entries whichcontainmore
than three high-scores will notbe
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NOW YOU DON'T HAVE T0 BE A BANK
ROBB/NG BANDIT 70 AFFOR

e | AMIGA A500

Bl | Mlggﬂmtﬂw 4096 Colowrs  Stereo Soiifid

Built-In Speech Synthests., Multi-Tasking
DFREE - 10 Public,Domain Disks Worth £39.95
D EREE - AmigaRandbook Worth £7.95
WD FREE -Deluxe Paint - Worth £24.95-.
@FEEE Mouse Mat' Worth £7.55.
P FREE-TV Modulator. Worth £24-95 &
@ FREE - Karate Kid ZLWorth £2¢.ﬁ (S

ew WEWWM

-AMIGA EX TERMI
DISK DRIVES

- WCOMMODORE thteg. £ 249.95 -SAVEOVER £43 A |
COMANA 1Mieg 213995 MWﬁ m B~V

m exfrﬂ TMeg.internal Drive FREE |
L\ A (phone for details)
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MICROVALUE
FOUR GREAT GAMES - VOLUME 2

Microvalue 2 follows on from the phenomenally
successtul first release with the quality and
value of games better than ever.

—

CBM54
PYJAMARAMA FROSTBYTE
PHANTOM TOP DUCK
SPECTRUM %
BATTLE OF THE PLANETS  STAINLESS STEEL
DISC OF DEATH BUBBLE RUN
AMSTRAD
e BATTLE OF THE PLANETS STAINLESS STEEL
e e | FUTURESHOCK TUTS PYRAMID
_ ELECTRON e
. - E TE -_ MOUSETRAP MEGA FORCE
; R{} PV VW THEGREATWALL GUNSMOKE
| i MSX
COMMODORE 64 EUROPEAN GAMES QUASAR
b CETUS BILLY BOPPER
ATARI XL/XE
WHODARESWINSII  MOUSETRAP
SPACE HAWK KILLER CYCLE
CBMC16/+4 4
JET SET WILLY | WORLD CUP
LAWN TENNIS RAFFLES
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New recruit, Dan Gilbert (who arrived too late to be introduced in this months’ editorial) casts a fresh, but sharp eye over the latest batch

of budget bargains. Take it away Mr Giblet . . .

BEACH HEAD I

Americana, £2.99

This classic Sizzler was

first reviewed way back

¥ in Issue 4 and was

B awarded 90%. Now US

~ % Gold have given it a new

lease of life by releasing it on their
budget label, Americana.

The plot concerns a Dictator
who has captured allied soldiers
and is holding them prisoner on his
remote island. A crack squad of
commandos is sent to their
rescue.

Beach Head Il is played three
ways: one player takes the role of
either the Dictator or leader of the
assault team, or two players battle
it out simultaneously in a head-to-
head.

The action is played over four
independently loaded scenes. The
first is "Attack’, where the com-

mando team is parachuted in by
helicopter. The Dictator controls a
machine gun and blasts the sol-
diers as they rush down the
screen. Next comes ‘Rescue’
where the Dictator's forces are
used to kill captives before they
@scape the prison.

If the prisoners are rescued,
they're flown by helicopter up a 3D
vertically scroling screen. The
Dictator's army is out in force
again, this time to blow the 'chop-
per out of the sky before it reaches
safety. Finally, there's a thrilling
knife fight between the Dictator
and the leader of the commando
team, and there can be only one
survivor . . .

Beach Head Il is simply superb,
and boasts some Iﬂveir graphics
and a huge range of sampled

voices. The gameplay is very
bloody, but extremely enjoyable,
and at the price it's a steal.

OVERALL 94%
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ZFirebard 1987

PLAYER THO

ZZAP! 64 December 1987

In this oddity from Firebird, one or
two players attempt to keep a
group of blobpods, small leapin
faces, constantly moving from le
to right along a horizontally scrol-
ing landscape comprised of
blocks. This sounds a little on the
simplistic side, but the pods must
always bounce on solid ground —
when a gap is reached they fall off
the bottom of the screen and die.
The action is controlled with a
cursor, which picks up blocks from
one part of the landscape and
drops them over gaps in another.
As well avoiding gaps, there are
killer blocks (which vaporise when
a blobpod passes over), iImmova-
ble blocks (which speak for them-
selves), and mutant blobpods
(which eat blocks away) to watch
out for. To add a little more pras-
sure, the task of moving all the
blobpods from the left side of the
‘squarescape’ to the right is
played against a time limit!
Although Hyber Blob is great fun
to play, and gets very challenging
later on, there's little variaty in the
gameplay — consequently some
players may become bored rather
quickly. If you like reaction games
which require plenty of very quick
thinking though, try it out.

OVERALL 80%
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ON-COURT TENNIS

Firebird Silver, £1.99

Tennis simulations aren't that
common these days, so this
Activision re-release Is quite nota-
Dle.

There are a decent set of
options, including a choice of
three surfaces, the chance to play
the best of three or five sats, four
different computer opponents and
two player or demo modes. The

MICROBALL

Alternative Software, £1.99

Microball is a pinball simulation
written by Steve Evans, author of
Guardian. Between one and four
players each have five balls with
which to register the highest
score. The table is fairly basic
table, and features shoot targets,

HICEDOERLL
EY
STEUE EURNS

IR TSR

T

-

Taasialal
4.

control allows a wide variety of
shots, from smashes and lobs to
slices and hard topspins. Service
IS also very realistic, with similarly
varied options.

Having said how close to the
real thing this is, it is also just as
difficult to play, and it can be
infuriating when, for instance, the
ball bounces under your racket,
Sports fans should give this a look,
but | think the gameplay might well
prove a little too frustrating for the
average user.

OVERALL 75%

e e e R N T

magnets, a bonus tube and roll-
OVers.

The gameplay isn't brilliant, with
none-too-realistic gravity and very
digital flippers (that is, they only
have two positions). Compared to
the what now aging Pinball Con-
struction Setis capable of produc-
ing, the play is bland, and even

PIRATES IN

HYPERSPACE

Alternative Software, £1.99

In this budget shoot 'em up, the
player takes the part of a space
pirate intent on pillaging an
immensely valuable microscopic
life form. To achieve this end, he
tackles a heavily armed fleet of 21
cargo ships, boards them one at a
time and steals their precious sub-
stance from under robot guard.
The action is played over three
stages. The first Is a vertically
scrolling shooting section where
the player battles through fleets of

»  Choose the ship you would
most like to be blown to bits in

dedicated pinball fanatics will find
it ultimately tiresome.

OVERALL 73%

=  Be a pinball wizard for two guid - with Steve Evans' Microball

s mma’

SHODT ARERIXIN

guard ships. Occasionally, ener-
gising stars appear and are picked
up when run into. When three stars
are collected, an assault on the
cargo ship is undertaken. The ship
in question appears at the top of
the screen and shoots fireballs
while the attacker registers as
many hits as possible. If enough
hits are sustained, the ship is
boarded and searched.

The fast and furious gameplay is
sometimes a little rough, with dis-
appointingly monochromatic
graphics and very limited sound.
Having said that, it's fairly play-
able, and has enough appeal to
make it a reasonable buy.

OVERALL 58%

SUNBURST

Rack-it, £1.99

Rack-it's release this month is a
multi-directionally scrolling space
shoot 'em up which centres
around a series of star systems,
each with a huge sun at its centre.

The first system, a bubble-like
alien environment, is home to a
vicious race of beasts - spinners,
phantoms and octopods to name
but a few — who home in on the
player's ship, depleting its energy
on contact. If too many hits are
sustained the vessel is destroyed.

The aim is to survive attacks
from these aliens and to destroy
the carriers, a species that trans-
ports energy around the system.
Blasting these leaves a decaying
energy pod that remains intact for
10 seconds. When enough pods
have been collected, as displayed
on an energy meter, the ship is
guided into the sun, which vap-
orises. With the mission
accomplished, the player moves
onto the next, more difficult level.

Sunburst is very smart looking
game with brilliant scrolling back-
drops and some really neat
sprites. The gameplay is a touch
repetitive however, and is also
marred by some dodgy collision
detection — the ship sometimes
explodes without touching any-
thing. Entertaining for a while, but
doomed to end up gathering dust
on the software shelf.

OVERALL 67%
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- SINCE THE DRUID'S LAST VICTORY, ACAMANTOR
HAS RETURNED TO BELORN, DEMON PRINCES
RULE THE LAND, AND ZOMBIE'S ARE THEIR
LEGIONS; WAITING FOR BATTLE.

Spectrum £7.95 Commodore & Amstrad £8.95 (£12.95 & £14.95 d)

@ PUBLISHED BY FIREBIRD SOFTWARE. A DIVISION OF BRITISH TELECOM PLC. FIRST FLOOR, 64- 76 NEW OXFORD ST. LONDON WC1A 1PS
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INDIANA JONES AND THE
TEMPLE OF DOOM

US Gold £9.99 cass, £11.99 disk, joystick or keys

Incllana Jones is back: Fedora | lage of Mayapore by the Maharaja.
donned, stubble designed, and | Once protected by this artifact, the
whip cracked, ready for more | town now lies devastated. The
heroic deeds in US Gold's latest | thoroughly nasty Maharajah has
arcade conversion. macde his palace into a worship-
The player is given control of the | pingground for the Thuggee death
legendary adventurer as he travels | cult, and has the village children
to India in pursuit of the Sankara | working down his gem mines.
stone, stolen from the remote vil- In the first of three screens, Indy
travels through the platform-like ; '
mine caverns, climbing ladders stones have been collectad, arope
and crossing narrow passages in | bridge is reached, and Indy
search of caged children. Pressing | escapes to safety.
I never liked the | | fire makes his whip lash out, which
original arcade | | Kills snakes and forces pursuing
game thatmuch~- | | Thuggee guards off the platforms.
the gameplay is Constant lashing is vital to Indy’s
very weak, and survival, as contact with a guard or

once you've seen the brilliant | | snake results in a loss of one of his

What's happened
to my favourite

The stunning

gra and heard the amaz- five lives. If acage is found, a crack hero? The less loading picture of
ing sampled speech there's lit- of the u-.rljip breaks the lock and than brilliant Indy gives rise to
tie incentive to put any more frees the imprisoned child. coin-op has been high expecta-

money in the machine. On the Having released all seven chil- converted in all its supposed tions. However,
64 you haven't got the speech dren, Jones escapes down the glory to create an even less hopes are soon dashed when
and graphics capabilities, so mineshaft to level two. Here, he brilliant 64 game. Graphically, you start playing. The action is
you're left with a very simple | | hurtles down the diagonally scrol- the second stage is the worst, unbelievably frustrating, and
three level game. None of the | | 'INg train track in a mine car, which with badly drawn and variably- the effectiveness of the whip
screens are challenging, and it | | 'S tilted left and nght to avoid bro- sized rail cars whizzing along seems to vary from second to
only takes a few goes to ken rails or change lanes to avoid tracks of dubious perspective. second. The ‘depth' of plat-
master them. The worst thing dead-ends. Indiana makes like ‘Automan’, forms doesn't register and you
of all is that more time is spent Having survived the course, achieving sharp angled turns hit objects four feet away sim-
battling the unwieldy loading Indy enters the final level — the with unbelievable efficiency. ply because you pass behind
systemn than playing the actual Temple of Dﬂ_EH‘I‘I. To finigsh the There are so many niggling them - the collision detection
game — which is very frustrat- screen he retrieves the Sankara points: the unintelligent colli- between sprites is equally
ing indeed. When you look at | | Stone from a statue of Kali, the sion detection, poor anima- dodgy. The tune rapidly irri-
some of the original games | | goddess ofdeath. Thestoneliesin | | tion, the dire soundtrack and, tates, and the gameplay :
around this month, like|| the middie of a lava pit and is possibly the worst, a multiload becomes very repetitive once
SELICK, Zig Zag and Nebulus, it | | reached by negotiating a moving | | system that loads in level one the correct routes are known. ,

makes you wonder whether || Dridge. even when you've just died on To cap it all, there's a really '.i
there's any point in pouring Should the stone be recovered, it. it's all there in memory, but patheatic multiload system to l
money into non-starter pro- | | Jones re-enters the first level (al- ust to make sure, the program break up the action, Save your
jects like these, beit with different layout) to begin oads it all in again. Indiana money for something more

a second adventure. Once three Jones and the Temple of Doom interesting.

should be called Indiana Jones
in the Program of Doom . . .

*  Indy arrives at the Statue of Kali, in the depths of the Temple of Doom

PRESENTATION 38%
A very clumsy multiload system,
and no options

GRAPHICS 44%

The loading screen is the graphi-
cal highlight — the rest of the
game is a jumble of poorly ani-
mated sprites and inept back-
drops.

SOUND 39%

An abysmal rendition of the
soundtrack drones along, sup-
plemented by weak effects.

HOOKABILITY 46% l
Initially spoiled by niggling weak

spots in the gameplay, and the ;
intrusive muitiload only servesto
further dampen the enthusiasm. }

LASTABILITY 35%

Learning all the routes shouldn't
take too long, but even this may
prove too frustrating for soma.

OVERALL 41%

A startlingly unimpressive
arcade COnNversion.
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he year is 2000-and-a-bit

AD and the setting is the

12th Dimension School of
Star Flight. A pupil is faced with
the ultimate test: fly through the
Matrix of Zog — a bewildering
assortment of puzzles, aliens and
traps — and collect the eight Crys-
tals therein before the 144 minute
time limit elapses.

The Matrix of Zog is presented
as a multi-directionally scrolling
3D landscape, comprised of long
passages, junctions and miscel-
laneous buildings. The player's
ship is viewed from an overhead
position and is controlled via the
normal left/right, up/down com-
mands. Turming comers, however,
is only achieved by rebounding off
one of the %l-'.igms located at every
junction. ship’'s course is
affectively ‘reflected’ in the face of
the prism: hitting a diagonal face
turns the ship through 90 degrees,
whereas hitting a fiat face (or the
walls of a building) causes the ves-
sal to do a complete about-face.
The mission objective, therefore,
is to discover how to reach the

142 ZZAP! 64 December 1987

Mirrorsoft, £9.95 cass, £12.95 disk, joystick only
@ Incredible 3D action in Tony Crowther's latest and greatest game

eight gems, since many areas are
only entered by particular routes
determined by the positions of the
prisms.

There are also small switches in
the walls and floor which, when
shot or flown over, toggle prisms

CasH 0&4

TIHE

FO000000

Q0 : 02

and sections of wall into and out of
existence. These form the basis for
most of the puzzles: prisms that
apparently send the craft into a
blank wall are dependent on that
section of wall being switched
‘off".

discover the eight hidden
*CORE. 001870 1318 163
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»  Superb 3D landscapes make up the maze's labyrinthine interior

SCORE
CASH 085
1.

Ladd g

0015870

As the mission continues, the
craft is attacked by a variety of
enemies which range from bounc-
ing killer frogs to small cube-
shaped aliens. Collision with one
of these results in a loss of one of
the player's five ships. Blasting the
aggressors earns money, which is
used to buy equipment in one of
the shops found around the land-
scape. The obtainable hardware
varies in price and obscurity, from
Infra-red and X-Ray vision to the
vital Shield and Missile abilities.
Having bought several of these
accessories, the player goes off in
search of the eight crystals which
he finds to finish the task.

»  Negotiating the Maze of Zog to
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The mission doesn't have to be
tackled as a brain teaser. An
option on the title screen allows
the player to choose a straight
shoot 'em up game by turning all
the puzzles off, enabling the ship

to move freely throughout the
whole map. However, the mission
can't be solved in this fashion, but
it"s useful for mapping. The control
method may also be changed from
standard to "pilot’,

» Tremendous use of colour is in force throughout Zig Zag's many screans

N ‘.‘ii‘l_‘_.lll

>  Plenty of blasting and strategy
in Tony Crowther's latest and
greatest maze game, Zig Zag

PRESENTATION 95%

Numerous in-game aptions,
equipment buying facility and a
stupendous title screen.

GRAFPHICS 88%

Perfectly smooth scrolling, lots
of fast action and beautifully
poalished titles.

SOUND 90%

Excallent title and game sound-
tracks, with the alternative of
high-class effects.

HOOKABILITY 88%

The control method is tricky to
master, but once you start blast-
ing and buying, it's VERY difficult
to stop.

LASTABILITY 90%

An enormous map with massas
to find, retneve and shoot.

OVERALL 92%

An unusual, but highly polished
shooting and explonng game.
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ion-0, Tygra, Panthro, Cheet-
ara, Wilycat and Wilykit are a
humanoid race of wildcats
who were forced to flee their home
planet, Thundera, when it was
destroyed. Seat adrift in a spacec-
raft, they crash-landed on an alien
planet, ruled over by the inevitable
baddie, Mumm-Ha, and his
despicable minions, the Molemen.
The Thundercats set up base inthe
Cat's Lair, and conflict between
the feline heroes and Mumm-Ra
soon followed.

During a daring raid by the Mole-
men, Tygra, Panthro and Wilykit
were kidnapped, and the Eye of

L

THUNDERCATS

Elite, £9.95 cass, £14.95 disk, joystick or keys

»  Lion-o continues his mission into Mumm-Ra's forbidding lair

144 ZZAP!64 December 1987

Having
seen the
Thundercats on

this Hﬂlrlnuuf the
atmosphere cartoon.
Thundera stolen. This mystical However, as a computer
jewel energises the Sword of , it's good, and has an

Omens, which in turn gives the xp lity
Thundercats their powers. Since that keeps ‘R: coming back

Lion-o was entrusted with the for more. HW is
gem, he decides to infiltrate similar to a fast and fu 5

Mumm-Ha's fortress, castle Plun- me Master, and getti

Dar, retneve the Eye and rescue

the
his friends bit of practice. The graph
are

The player takes the role of

sword-wielding Lion-0 and battles of colour is odd, the overall
across 14 horzontally scroling | [effect | neat. There's a
levels to castle Plun-dar. Through- | using Rob Hubbard title tune

. . m
out the perilous journey, Molemen | {some and the sound effects

attack, removing one of Lion-o's | |are suitably loud. In fact
five lives on contact. Therearealso | [there's only one niggle: it's
bottomless pits which the heroic | possible to sit on level three

you enjoy hacking games, this
ong has of chal
e

though, and scattered throughout
the landscape are supply boxes
which are broken to give either a
blaster, sword or extra life.

Progressing through the levels
gives Lion-o the chance to rescue
his allies: battling successfully
through level three rescues Tygra,
Panthro is held on level eight and
Wilykit is found on the penultimate
screen., When Wilykit is safe,
Mumm-Ra himself attacks in a
| fight to the death. If the evil one is
despatched, the Eye of Thundera
s restored and the Thundercats
cat leaps across - falling info one | may live in eternal peace and har-
spells instant doom. All is not bad f mony

*  Digitised graphics add to the overall look of Thundercats
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First of all it was
Transformers, The
Gobots and
Masters of the Uni-
verse. Now
everyone's favourite bunch of
pussycats have been immor-
talised on your humble home
computer. The game is a basic
hack and slay affair which |
found quite playable at first.
However, as time went on |
became more and more bored
as | hacked away at the seem-
ingly endless droves of mole-
men, | think beat "em up fans
will enjoy playing Thundercats,
but | can't see it holding that
much of a grip on anyone else.

PRESENTATION 76%

Game restart and highscore

table and pleasant screen lay-
out.

GRAPHICS 67%

An unusual ensemble of styles
have dubious aesthetic qualities.
Brilkant, although superfluous
parallax scrofling.

SOUND 79%

Good Hubbard title music, but
some of the in-game effects are
harsh and ill-suited.

HOOKABILITY 76%

Enthralling action and strangely
addictive from the outset.

LASTABILITY 70%

14 levels should provide a good
platform for the player's hacking
and slaying talents.

OVERALL 74%

Fails to capture the essence of
the TV series, but entertaining
and addictive nonetheless,

=




TEXAS SCREAMED FOR AN ARMY - EARTH SENT ONE MAN

= : @ - e

WHEN NEW

ﬁ\ A ;

On the far-flung wastelands of the planeVNew Texas the

discovery of Kerium.brings a rush of fortune seekers from all

corners of the galaxy. Some are good, but most are bad...

putla d gamblers, terrorising the merchants and robbing
the mm. ut went the cry for an army of lawmen, but

. in reply the Earth Council sent but one - :

STRENGTH OF
THE BEAR!

' Yo ]

L l'r
SPEED OF THE PUMA! oy

'HE WAS ENOUGH! |

*Marshall Bravestarr - a man of : |
determination, st , justice and ‘

bravery. A man bl with amazing

animal powers thl;:fm him unimaginable

capabilities and he needs them all in

taming a world of rejects and scum.

Overcome them he does, all that is

but one malicious and greedy

individual. That outlaw is Tex Hex, ;

JI -who also possesses magical powers -
the powers of darkness and evil, ‘

inherited froma time long ago when New Texaswas .,
inhabited by the monstrous Broncosaurs. In an era of ||
. imitations Bravestarr is an original. A compelling mix 1
: of the exciting and unusual h-.rinﬁien; into one, the |
. legendary old West and |

space frontiers
of the fulure.

] 1
| - -

‘_;}, / ﬂ. £11.99 oisk £9.99 cassere
S PECTRUM £8.99 cassirie
R el B “'*.
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- Warshall Beareilliet, Tee Han, Shamen, Thiry Thirty, jwige [N, Sampeds,
fori Kerimm, ‘Viare Pk il o Wemcraaars aned the dhidncies Teseses thereol are iratemarin of Flmation L., ared are
o, B e

i clurpd il diiribmied ander Boescn o Flmation Ll by Go! selia Holdings Limbied, Uity 1) Hndird 'Wary,
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<ZUPERSTORE

All the goodies any ZZAP! reader could possibly
want (or we could think of) by mail, courtesy
of Auntie Aggie and our jiffy bags

KIDSPLAY JOYSTICKS

.

s

Score like a pro with D]mam.ics!-:-n

COMPETITION

Fancy getting Xeno, Spindizzy, || G AL ORE § FIRO 5000 (Nermal)

Deactivators, Bounces, M.-:u-rr’-.r Don't let those aliens get Features arcade quality microswitches, dual fire buttons, robust

On The Run, Mm ' bl m o ?mslgaﬁ mnét;rbgf return for smooth control and longer life,

m’%{w % new joystick from our Normally £14.95 — ZZAP! Price £13,80

Back, ' selection to suit all needs

Skyfox in one bl Bk Pty m’;‘ i COMPETITION PRO 5000 (Clear)

compilation, and feel you're KO SPEEDKIN The designer joystick has armived! All the features of the Normal

also helping others? : The joystick that actually fits PRO but with the added thrill of its unigue see-through casing
Then this nity at your hand, with a fire bution which offers a tantalising peek at the hi-tech innards.

discount offer of only angled for your trigger finger to Normal price £15.95 — Our price £14.00

All tothe £6.99 - £3 OFF the normal ikt ey s
NSPCC/RSSPOE. £9.99 price! Cassette only. fmﬁ"mn .ﬁ“&f‘?.ﬁﬁﬁ iy Two winners from Euromax . . .
A VO DAL RG-S —— T Bt e e EUROMAX PROFESSIONAL STANDARD
s E e I Normal price £11.99 - OUR High durability, rapid response and ultra sensitive movement accu-
item Size Qty Price | : PRICE £10.99 Erardi?ﬂ? ﬂrsé ?"d;;n;ad ergonomic design. ldeal for left or right
| | TERMINATOR i
|| istas el natven e~ EUROMAX PROFESSIONAL AUTOFIRE
| gﬁ:: ﬁ?ﬁ:ﬁghmw All the quality of the standard, with the added banus of the Auto Fire
I switches for top-notch control Option for when the going gets tough!
| and kool high-scores, £18.95 ]
| | Normaiy £19.95 - ZzaPy PLEASE NOTE: JOYSTICKS AND DISKS ONLY AVAILA- -
| PRICE £14.95! BLE IN UK AND EIRE!
|
|| STICK IT ON DISK
| | Slipped a disk? Then stock up with ZZAP! ZZUPERSTORE:
| | Blank 5.25” single sided SS/DD 45TP1 box of 10 isks £6.60
| | Blank 5.25" double sided DS/DD box of 10 disks £7.50
I | Store ‘em in your very own lockable Disk Storage Box DD100L. j~/
| | which will look after up to one hundred 5.25" disks — only £10
L ———— =
MME FEEw - aw [aT] - - I
BODRENE i i
- LELLE Y LLLER LRI I TR PR TNy (T LT T |
|
LLLE L R TR T T T E T T T e repapapepapapy FﬂSTCﬂDE R EEEEEE I
PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ '
idelets as appiicabie) I
Carctholdar s Adoress (i dfarent ot abowe) |
NAME R L — |
m‘“ EREEAAEE L EEE LLL) :
Im*ﬁ_ﬁﬂﬂ PACKING S POSTCODE .ooooveeeen. |
B P ol e o e s T p——— sy
tama. may aeve sepasioty. CRAGH Foticry otars mal e o PLEASE CHARGE MY ACCOUNT NO: |
dvisabin Wi Decambar but wil be Gapaiched as soon 34 possibie I
CONTINENTAL EUROPE / ! new :
OVERSEAS ORDERS ONLY: | AM \ ’
L ENCLOSING PA&P PAYMENT SEND THIS FORMTO : al s et ’
FOR  ITEMS AT £2.00 EACH. ZZAP! ZZUPERSTORE, "|'| TO CAP THE LOT
i T PO BOX 20, LUDLOW, e o
JOTALPAMENTENCLOSED: | sHROPSHIRE SYS 1D8 | I e
I ZZAP! logo and adjustable
146 ZZAP!64 December 1987 : E:Ep,tf fﬁaﬂ one size fits all
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| THE NOT TRIVIAL
TIIIHIAI. PURSUIT

CHRISTMAS HALF

PRICE OFFER

Join in on the fun everyone's
having with Domark's Trivial
Pursuit with this pursuable
deal:

Buy acopy of the Trivial Pur-
suit start-up ‘Genus’ cassette
at £14.985 and get both add-on

of guestions FREE -
£15.90!

Iif you already own the TP
Genus Edition — then buy both
add-on packs for £7.95:

' ing of £7.95

TRENDY NEW ZZAP!
DESIGNER T-SHIRTS

Three designs - three full-col-
our ZZAP! covers with logo.
Start your collection now.
Available in two sizes: Medium
and porky XX Large. 50% cot-
ton and 50% ter.
Choose from WILD WARRIOR
Issue 20), CALIFORNIA KID
Issue 29), and ZZAP! ZZAP-
NG (Issue 25).

ZZAP! IN A BIND

your mags safe in the rich
maroon binders with
logos. Each binder
twelve issues and comes with
plastic ‘year’ stickers to iden-
tify the ‘vintage'.
£4.50

| Onedaythey'll ban dust, butin
the meantime it's one of the

biggest single keyboard killers

around. But don't worry! We've

had some m;[l:-ar quality covers

op s piprs fhof te LU
nky fudge

?ghaupa-slim modern 64C or

CBM 64 £5.00

CBM &4 C £5.50

128 £5.50

rﬂ-------------------‘--------------

. BACKNUMBERS |

__’1211_

Here's your chance to fill in the gaps in your collection.All
those issues you missed, full of pokes reviews,
scintillating features and controversial commentary on
the Commodore computing confraternity . ..

SPECIAL OFFER

*Order any three or four issues at the same time — we knock 40p

off the total cost!

*Order five or more issues at the same time —we knock 20p off each

item!

No 12 April 1988
116 Pagas! THREE Sexiem! Mindsmear Preview|

Mo 13 May 1588
196 Pagea! Aller Ego Cold Medal! TWO Sizzborsi
Imagine Featurs! Infoeam Review Fam [

He 14 Juns 1086
124 Pages! Spindizzy Gold Medall SEX Soeeiess)
Indcenoim Intorview Part 1

Mo 18 July 19684
124 Pages! Leadar Board Gold Meds)?
Sizzlers! Budpet Raviawn Homanea)

FOALR

No 16 Augumn 15986
116 Pages| FOUR Sariors| Controversinl Musican's
Ball Intarvias!

No 17 September 1966

124 Pages! TWO Gold Madils! Ohosts ‘6 Qabling)
Graphic Adventure Creates! FIVE Siesiara! Chria
Butler Intarviawel |

Mo 18 Oetabar 1586
116 Pagas’ FIVE Sizzlers| Greg Barmett Int erviewed

Mo 1% November 1806
148 Pages| World Games Gold Maedal! FIVE Bizeles!
Deito Four Interview! Jofin Twiddy Intarviaw!

Mo 20 Decaenbar 1888
150 Fagas! TWO Oold Medals! The SEeotinell Boual-
dardaah Conatracteon Kitl FIVE Bazleos|

Mo 31 Christmas Special 1EREET

186 Pages! DNE Sizzlar! The ZEAP Lagds) Danton
Dsmigne RawvEited | Daaosn lsland 5551 2Z2ZAP Scrop-
bk Page 201

Nao 22 Febranry 1507
132 Poges! Orwar FIFTY Pages of Rewviaws! FIVE
Sizzbars! Kale-Line Profile!

Mo 23 Manch 1087
118 Pages! TWO Sizzlers! Sensibls Sodvware Inter-
wimwed! 1086 ZZAP! Asade:’s Awards Hosubts!

Mo 24 Aprll 1987
116 Pagesl ONE Sozier! B Pages of Coin-Op
Havirwn! Jorrait Joinsl

Mo 28 May 1067

118 Pages! An Abmoot Fall-Colowr [seus! TWO
Sizzbaral Sxeilip And Co Preview! Index For lasuss
13-4

100 Pages PLUS SAMPLER CASSETTE! TWO
Sizrimrsl A Hitchhikers Gusde To Douglas Adamal
Cimlk's Thicliy Talsl

Ne 27 July 1987

116 Pages! THREE STPFLERE Arcades Anslysed!
Fhiippa Irving's Manosuvies — The Beginntisg! Tha
Nintendo Consalel Americen Football Reund-Thyl

o 28 August 1987

116 Fages! ONE Gold Medal! Hend Oves Hesks!
THHEE Sizzlors| Behind The Scenes Of Tha Living
Daytights! ZZAP! 16 - The C16 Scrutinised)

Mo 20 Sepramb=r 1087

124 Pagem| ONE Oobd Modal! Californie Gaman!
FOUR Beerlors ! Thlﬂlgu.fi'—m‘l.lﬁl B ey WVadrion Say
Thaair Pleoo!

Neo 30 Cctober 1867

132 Pages| OME Golid Medal! Bubbls Baobbdal
THREE Sizmbars) Arcadas Analyssdi Fuwsi Fart OF
Bhoal 'Em Up Hiswory|

Ho 11 Novambar 1887

148 Pages| THREE Sizsiami Final Far Of Shoo 'Em
Up History! Combmi Zons| Mictopenss Fasiurs!
Ubek's Mumao!

[ would like to order the following ZZAP! 64 BACK NUMBERS . .

Pleasa tick the comrect box or boxes . . .

14}_|_353_]__| b]:]?anﬂﬂl_‘*rHI—EUDH ]

2578 (24 125 126

PRICES

® ALL BACK ISSUES NOW £1.20 EACH (including P&P)
@® OVERSEAS ORDERS: £2.00 per magazine

Name

Addrass

Postcode

Please make cheques/postal orders payable to ZZAP! It is best to avoid
sending cash payments. Please DO NOT enclose ANY order with mail to
the EDITORIAL side of the magazine as this will result in DELAYS! Send

your orders to the address below . . .

PLEASE DEBIT MY VISAJACCESS ACCOUNT £

| wish to pay by Visa/Access (delete as applicabla)

-

Signature

Expiry Date

Please Charge My Account No:

Card Holder's Address

Postcode

Less discount if applicable

| enclose a CHEQUE or POSTAL ORDER for the TOTAL

MNumber of issues ordered

TOTAL COSTE

BACK NUMBERS, ZZAP! 64 MAGAZINE,
PO BOX 20, LUDLOW, SHROPSHIRE 5Y8 1DB




Now you can use your micro in a sensational new way with the superb Gamma-Strike "Plug
in” Automated Target System! It's totally unigue - fully interactive with your micro - enabling you
1o test your skill firing safe guns with a whole va riety of full colour, full action Competition, Reaction
and Adventure games software, which drives ond interacts with the target electronics.

THE INCREDIBLE GAMMA-STRIKE MEANS HOURS OF FUN FOR ALL THE FAMILY AT AN AMAZINGLY LOW

PRICEOF JusT £24.95 (inc paravan
SO EASYTO PLAY!

Simply plug in your Gamma-Strike target, load your chosen game, go lor your guns ..and fire!
The target automatically senses where your pellet impacts, feeding the information into the
computer instantaneocusly. The effects are amazingly realistic - hear the blast as you fire . the
ricochet of a near miss ... see your score automatic ally displayed .. and receive your micro's
congratulations when you're doing well. Gamma-Strike can be used with most types of pellet and
spud fun guns

GAMESWARE EXTENDS HOME MICROS INTO NEW AREAS OF ENJOYMENT

sendto: GAMESWARE
99-61 Church Street,
Liverpool L1 1DE

S AMES W\ o B = Tel:051 708 7020

Please supply GAMMA-STRIKE target system(s) at £24.95 each

My Computer is a Commodore 64 / Commodore 128 / Spectrum 48K / BBC'B’
(Dalets a5 appropriate)]

|enclose a Cheque/Postal Order made out to Ga mesware, Value £

g N T ey o M o b s _ Address

i=tr o : s PostCode___
if you're aiming for a brand new micro experience —
fill in this coupon and send for Gamma-Strike NOW!|
PLEASE NOTE i you do not wish to cut out this ship, you may sand your

payment with an attached note giving the above details. Please allow 28 da vs for delivery

You could be ontarget fora totally
NEW EXpEerience using...

Your Special introductory Package contfains;

® Colourul hi-tech target : with built in SENSOrs

and interface for automatic scoring.

® 2 metre cable and plug for your micro's user

port or bus.

® 2 plastic fun guns designed for salety,

accuracy and rapid fire, plus o large supply of

reusable soft pellets : Load up to 20 af a time
® Software on cassete for 3 spectacular

games to play using your Gamma-5Strike

1. ‘Competition Shootout' An exciting game
forone to four players - multilevel with
fantastic sound effects : Stage your own
target shooting competition!

2. 'Voyager | 9' Fortwo players — with speech
music efc . Rapid altemate firing and
graphics displays for a fast and lurious game.

3. The AlienTeam'. Canyou penetrate the
detfences and outshoot all members of the
elusive alien team? A combined Ta rget/
Joystick Game.

Gamma-Strike makes the perect gift and
comes atfractively packaged with instructions
and tully guaranteed

Voyager 19

The Alien Team
screen Shols for Commodare &4



EARTH ORBIT STATIONS

Electronic Arts, £16.95 disk, joystick with keys

ith the increasing realisa-
tion of the importance of
space exploration as a

commercially viable venture, EOS
(Earth Orbit Stations) comes as a
possible candidate as science fact
rather than science fiction.

Set toward the end of the cen-
tury, EOS centres around the con-
struction of modular space sta-

to crash! All
to do is insert the

tions. Up to four players take the
role of aspiring Space Directors
and attempt to build and manage
space stations, produce profitable
products, conduct research and
eventually aim to fulfill a mission
goal. hese missions  are:
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*  The option screens look nice, but are a pain to use

Research, Dry Dock, Shuttle, Mars
Rescue, Lunar Base, Space Col-
ony and the final option, Search
for Life.

‘Research’ is a simple project to
help acclimatize the player(s) to
the game and its operation. To
complete this scenario, each
Director builds a profitable space
station and follows market trends
(as outlined in the EOS news sec-
tion) to choose the most profitable
activity.

Each space station is con-
structed from purpose built sec-
tions that fit together using special
connectors., Starting with com-
mand, power life and logistics,
further sections are added from a
wide range of industrial modules.

Once a monetary base is
developed, research is entered

into. Instead of earning money,
these modules collect technology
points, and the director with the
highest amount of points s
deemed to have ‘won’ the
Hesearch mission.

A similar method of play is used
in later projects, but definite mod-
ules are needed for their success-
ful conclusion. In order to get
these modules, the technology
required for their construction
must be researched. A manned
lunar base, for instance, can only
be set up once the technology to
produce fabrications in space, and
the necessary transportation has
been researched and developed.

The four participants may be
human or controlled by the com-
puter, and the game in progress
may be saved to disk at any time.

»  The complex graphics belie its inherent simplicity

EOS is an
involved game
from the start.
Practice is
definitely .
required beafore you can get
around to playing a m

‘serio , let alone complet-
ing one! vast array of mod-
ules for attachment provide
plenty of scope for station
construction, and with seven
missions, the possibilities are
endless! The time taken to pro-
cess each tumn n:dl.dd have

up, a

ey
contained a couple more dia-
grams for the first-time player.

PRESENTATION 38%

Slow and cumbersomea disk

access, badly structured menu
system and limited and slightly
confusing instructions.

GRAPHICS 55%

Adequate repraesentation of sta-
tions and modules.

SOUND 23%

Fathetic title rendition of
Strauss' ‘Blue Danube' and
meagre beeps to confirm selec-
tions thereafter

HOOKABILITY 25%

It takes quite a while to wade
through the instructions and
lengthy disk operations.

LASTABILITY 32%

There are plenty of missions, but
single player mode is fairly point-
less and the computer is a poor
adversary.

OVERALL 40%

An admirable idea, but the
design and implemeantation is far
below expectations of the asking
price.
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CAPTAIN AMERICA

GO!, £9.99 cass, £11.99 disk, joystick only

c aptain America's foe, the
mad Dr Megalomann, has
Issued a grim ultimatum:
submit him the Presidency of
America or suffer the consequ-
ences of an exploding under-
ground germ missile!

With the fatal deadline only an
hour away, Captain America is

called upon to enter the multi-level
bunker, better known as the Doom

11

Tube, and neutralise the missile
before it releases its contents.

The whole Doom Tube is con-
taminated with the toxin, the con-
centration of which increases
towards the bottom of the shaft.
Captain America only operates
safely on levels with a lower toxin
level than his immunity count —
entering a room to the contrary
proves rapidly fatal.

The Tube is inhabited by robot

uards who fire upon the hero. Mr
erica isn't defenceless though,
and has an armoury of six shields
which destroy the aggressors on
contact. If a shield is thrown cor-
rectly, it retums to Captain
America. However, if one is thrown
beyond the confines of the screen,
it's lost for good.

To reach the missile chamber,
Captain America has to locate the
parts of a password and collect the
ingredients of an anti-toxin to
increase his immunity level.

When the vault is reached, the
complete password is entered to
a?suﬁralise the missile and save the

L AUNCH
|

17

PRESENTATION 47%
Restart and music on/off
options, but the instructions are
very unhelpful,

/GRAPHICS 69%
Well detailed and nicely coloured
backgrounds and reasonable
sprites.
SOUND 61%
An unusual, but oddly pleasant
title tune, with fairly average

: spol effects.

HOOKABILITY 38%

Poor instructions lead to confu-
sion and the gameplay only
sarves to compound this.

LASTABILITY 35%
The repetitive and difficult

gameplay gives Captain
America little lasting appeal.

OVERALL 36%

The Marvel Comics' hero looks
totally out of place in this ill-con-
‘ceived and poorly executed
shoot 'n' search game.

HOW TO BE
A COMPLETE

BASTARD

Virgin Games, £9.95 cassette, joystick or keys

de Edmondson, BA(stard)
has decided to follow-up
his book with a computer
game. The player controls the

obnoxious author around a Yuppie
party he has gate-crashed and

2

-

tries to offend as many guests as
possible, causing them to leave.
While doing this, he attempts to
score points for carrying out par-
ticularly horrible deeds, such as
putting clingfilm over the toilet
and hurling dog mess around
the room.

The display is in ‘Bastavision’
which comprises two viewing
screens, each of which can display
four different angles of the trainee
idiot. This means that the player
views his protegeé from the side
and behind simultaneously.

While roaming the house, Ade
searches household furniture for
items to help carry out his horrible

a

lavatorial sort of

its

the

the

action becomes very tedious
and there's very little urge to
continue. The sprites are

1
]

3

pranks. The most significant of
these include urinating and pass-

7Y

oooo2g2

HOW

10 Bl

ing wind, preferably in public
places for maximum offence. The
potential for these acts of inde-
cency are measured on two
meters either side of the screen,
which increase the more Ade con-
sumes or imbibes.

Ultimately, Ade attempts to
score points for grossness, and
when he manages to make a quest
leave, one of #IE letters in ‘Com-
plete Bastard' lights up at the bot-
tom of the screen. His unsavoury
task is deemed complete when all
the letters are lit.

PRESENTATION 59%
Good packaging, but an awk-
ward and unclear display

GRAPHICS 31%

Tiny, badly animated and
monoachrome L'-.:u_'_'l-::-::ir-.']Fp:._

SOUND 42%

A Tew effects and an unsuitable
title tune

HOOKABILITY 52%
' splay is confusing, but the
JoKEs amuse

LASTABILITY 349%

It doesn’t take long for the
humour to wear thin, and oncea
this ha ittle to

YOu playing,

OVERALL 33%

Apoor attempt at a dubious con

VEarsion

iens thera ' s




SPECTRUM

7.95

COMMODORE

8.95

AMSTRAD

game concept. 8.95

Flashpoint is not a quest to save the universe, or a mission to shoot everything in sight.
Flashpoint is a game; a game of strategy and speed enabling you to mangehmhymrrs
and your opponent’s playfield in a 3-D space-time contest.

A game of lightning action and re-action, you
decide where and when to do battle ... position

quicidy ... re-deploy ... Faster ... Scan at speed.
New strategy for a new challenge ... FLASHPOINT!

T
o

Dﬂlnﬂﬁd’brﬂnﬂtnn for maximum addiction and excitement.
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r.:rllm-.rin-%hﬂ! on the heels of
the highly successful Last
Ninja s System 3's long-
awaited martial arts simulation,
Bangkok Knights.

Huge 'cartoon style’ sprites and
multi-directionally scrolling back-
drops portray the action as the
player travels to Bangkok and par-
takes in a kick-boxing champion-
ship. Control is achieved in what
has become 'standard’ fashion for
beat 'em ups: all eight joystick
positions are used for different
attacks, with a further eight obtain-
able with the button depressed.
These moves range from high and
low punches to shin and head
kicks. What isn't so standard is the
optional ‘intelligent’ attack sys-
tem. In this_mode each joystick
position corresponds to two
attacks: a short and long range.
The program knows how far
player is from his opponent, and
the computer selects the attack
with the comect range needed to
hit — very usaful for the first-time

F

pha‘r’er.

hen the combatants are
locked in battle, the strength and
enddrance meters at the bottom
of the screen come into play.
Strength is related to the number

*  Huge, smoothly animated
figures give Bangkok Knights

of exhausting moves a player has
executed. Many head kicks, for
example, tire the fighter quickly,
while punches are far more
economical. Endurance is simply
an indication of how much more
damage a fighter can take before
he is knocked down. The winner is
the first to knock down his oppo-
nant three times.

The player starts as a country
boy, and proves his worth by battl-
ing a series of local hard-men. Man
Chu Man is the first opponent and
is fought on the edge of a high cliff.
MNext comes a jungle confrontation
with the psychotic Bambo. Finally
the budding boxer takes a trip to
the markat place in the centre of

== :.a-..__'..-'
FLAYER €N
S ————— ]
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> Battling it out in a downtown
Bangkok marketplace

town where that duckin' and divin®
cheeky chappie, Killa Kale, is con-
fronted. Only when these three
foes are defeated can the cham-
pionships be enterad.

In the finals, the playver contests
four bouts against eight different
opponents. Each of the fighters

iﬁ“ A
R
-

| I
L L
L

il

152

ZZAP! 64 December 1987




But'ammflnl
had it so good! The latest
offering of Oriental violence
has a nrnu:lm .n"i'hh
very, very p . e
raphics are marvellous, with
Euge, #h;nuﬂfuﬂy mmm
sprites fighting across eq

good backdrops. Some of the
maovas are great, and | particu-
larly like the way the fighter
splats like a concertina when
he gets knocked on the head.
Programmer Mark Spruthers
has also done wonders with

ol
AYEE THC
i e R il

i e et}

has a specialised move, including e PR gE— E——

deadly blown kisses, swift kicks to
the lower regions, toe-stormps,
head butts and as a light joke,

Ninja Magi;i

Only when all eight fighters have
been disposed of is the title of
Champion awarded — but it's a
long and hard fight to the top.

[

:kdrops. Their
lone is stunning, but add to this some great anima-
mﬂunwuimnﬂum.ﬂmmm
cet - and one it shares its predecessor, The

it's so well produced. It's full of neat touches
and pleasant to . 5uch as the screen
way the players appear d . Kok
beat 'em up, but for fans of the genre it's

ZZAP!64 December 1987 153



DE LUXE

W Spear's classic board
game was first conceived in
the late 1940's, and since
then has appeared in many for-
mats — Scrabble, Scrabble De
Luxe, Travel Scrabble and Pocket
Scrabble. Now the range is further
expanded with a computer version
of Scrabble De Luxe.

As expected, the game follows
the rules of the board version. At
the start an options screen allows
any combination of four human or
computer opponents to be cho-
sen. Computer players are indi-
vidually set to one of eight levels.
One to four have a limited vocabu-
lary and are therefore more suita-
ble for a novice. On levels five and
eight the computer also responds
with any of the acceptable two,
three and four letter words and
extensions found in Chambers'
20th Century Dictionary and
Chambers’ WORDS, the official
Scrabble reference books. The

P The computerised
Scrabble board.
Cam, what's a ‘FEHME"?

merica is under threat from
a terrorist organisation
who have secretly placed
an armed space station in orbit.
Unless their demands are met, the

e O S bt S o S S A

COMPUTER SCRABBLE

Leisure Genius/Virgin, £12.95 cass, £15.95 disk, keys only

J

1
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X-15 ALPHA MISSION

Activision, £9.99 cass, £14.99 disk, joystick only
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»  Anenemy helicopter

oy : : whizz t the cockpit
station’s full destructive power is P s e

to be tumed on a number of

unspecified American cities.

Only one course of action
remains: to send a pilot, flying the
X-15 spaceplane into orbit to seek
out and destroy the space station.
That pilot is you.

After a mission briefing from the

154 ZZAP!64 December1987

Pentagon containing the vital
access code for the space station,
the mission begins. The X-15 is
flown through three levels of the
atmosphere, eventually reaching
outer space. Each level has its own
brand of enemy craft, including

entire vocabulary contains over
20,000 words — so prepare to see
words that you never thought
existed!

Each player is given seven let-

missile-firing helicopters, jets and
killer satellites which are all
destroyed by accurate shooting.
Cruise missiles, however, are
immune to the X-15's armoury,

and are avoided by rapidly climb-
ing or diving.
Once the

space station
becomes visible, placing the cross
hairs over the station's centre is
met with a prompt to input the
access code given at the start of
the mission. Successful code
entry prompts the launch of the
excursion module, which has to be

flown through a mass of asteroids




ters, randomly apportioned from
the standard set of 98 plus two
blanks. A word is made and placed
on the board in such a way that it
fits in with one of the words already
there. The seven letters formin
the rack may be ‘juggled’ around,
allowing the player to view the tiles
ina random order. Placing the tiles
15 accomplished by typing in the
full word and positioning a cursor
on the board where the first letter
5 to be. Typing "A' or ‘D’ places
ihe word across the board or down
accordingly. Unfortunately, the
‘board’ provided is displayed in
monochrome rather then the nor-
mal beige with red and blue
squares. While this forms no major
drawback, it's a rather poor sub-
shtute for the real thing and
becomes harsh on the eyes after a
heavy playing session.

Once a word is positioned, the
computer displays the score
ganed by its placement, taking
into account any new words made
and the premium squares the word
falls on (double word and letter
score, and triple word and letter
score). A prompt asks if a new
word is to be positioned, and if the
score s adequate, a response of
‘N' ends the turn, and the next
player's rack is displayed.

As the computer's vocabulary is
fnite, it occasionally comes
across a word during play that it
does not recognise, and a chal-
lenge is issued. If it turns out that a

player's word does not in fact
exist, it is removed and the current
turn forfeited.

The game continues in this fash-
ion until either one player uses all
of his tiles and no more remain, or
neither player can place any more
tiles. The computer then displays
the final scores and asks if another
game is to be played.

A feature of this version is a
built-in clock which allows contes-
tants to play against an adjustable
timer. This can speed the game up
tremendously and also adds the
tension of being under pressure to
finish a turn within a short period of
time. The clock may be set from a
lightning ten seconds to a more lei-
surely 9 minutes and 59 seconds.

Aesthetic niggles apart, Scrab-
ble De Luxe is about as good as
one can expect from home com-
puter. It's easy to use, fast, and
provides a brilliant opponent.
There are plenty of options which
also make the game user friendly
and adjustable to suit the human
player. If you're a fan of the board
game, but lack an opponent,
Scrabble De Luxe is an almost
essential purchase. Those who
haven't played before should try it
out — not only does it get the old
grey matter clanking back into
action, but also helps expand your
vocabulary AND is highly enjoy-
able. Scrabble De Luxe may be
pricey, but you'll be playing it for
years!
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:’1( INFOOTBALL DIRECTORIAS F’

HE MOST REALISTIC FOOTBALL
STRATEGY GAME YOU CAN BUY

— —SPEGTHUH SCREENSHOTS

e

inorder to successfully land on the
station's surface,

On landing, a group of remote
control robots disembark and are

ided across the station surface
in order to seek out and connect
with the exterior weapon systems.
Once a droid is securely inter-
faced, it is then ordered to self-
destruct, effectively disabling that

Af

o
:Jff %

particular system. When all the
weapon systems have been
destroyed, the last robot is then
directed to the central power sys-
tem where the station finally
explodes.

PRESENTATION 78%

Annoying delay at the beginning

but otherwise decant

GRAPHICS 67%

Extremely quick vector graphic
gnemy craft, but fairly average
thereafter

SOUND 40%

Uninspinng titke music and in
game sflects

HOOKABILITY 58%

After the compulsory (and some

what tedious) lift-off SequUence,
the first shoot ‘em up section
provides moderate excitement

LASTABILITY 45%

Once the first section is mas

ter

OVERALL 46%

A brave attempt at a strategy/
3T up, which unfortu
nately falls short of the mark
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NEBULUS

Hewson, £8.95 cass, £12.95 disk, joystick or keys
@ Incredibly compulsive platform/puzzie action

————

steps, lifts, and doors which run all
the way around the outside of the
building. The action is displayed in
3D, with the tower rotating as the
worker walks around its exterior.

PLAYP
00001420

n the planet Nebulus,

trouble is brewing. Some-

on2 has been building

giant towers in the sea without

Blﬂanning permission, and

structo Inc has been given the

job of demolishing them. The

player takes the role of the unfortu-

nate worker who has been given
the mission.

The demolition expert arrives at
the battom of each tower by sub-
marine. He's a typical Nebulese; a
fat. little green biped capable of
jumping and firing energy blobs.

To successfully destroy a tower,
the worker reaches the top within
a set time limit. This is easier said
than done, and requires the worker
to negotiate a series of platforms,

Walking up steps, or usi
reach a hi?her level makes the
ECreen scro

lifts to

| vertically.
The worker's progress up the

T here's no doubt about it, Nebulus is sheer inspiration - it's
completely original and beautifully designed, and | defy
anyone to play it and keep thair cool. Not since Boulderdash has
a game been so playable and frustrating. Each level has been
brilllantly thought out, so that you always get a little bit further
with every go. However, when you just begin to think you're
doing well, some horrible trap or puzzle claims that last life, and
you have to start all over again. This gameplay is incredibly
rewarding, but never quite satisfying enough, so you have to
return for 'just another go'. Consequently, once you start play-
ing it's very difficult to stop — work completely ground to a halt
in the office! The marvellous gameplay is supported by some
incredible graphics. The 3D rotational effect is absolutely
amazing, and the main sprite is superbly animated. Even the
sound effects are good! Nebulus is a wonderful combination of
platform action and mind-bending puzzles, and offers days of
solid play — buy it at your peril.

tower is hindered by a variety of

energy

—c——t

blobs, while all other

obstructions, ranging from bounc-
ing balls and rotating aliens to
flashing wall blocks and fiying
eyeballs. Bouncing balls and
flashing blocks are destroyed by

hazards are avoided. Failure to
dodge any moving object, or step-
ping onto a disappearing platform
results in the worker falling. He's a
hardy beast and is able to drop any

»  The Destructo Inc worker begins his ascent of the first tower

'LAYEr Oonge

00000170

PLAYEr TuD

00000000

PLAYEr One

00005005
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In what has to be the most
PLRYBEI TuD &mnzingmunﬂ-lfum%ﬂwnra.
my money goes on ulus as
UDDDDUUU the most entertaining of the
three Gold Medals. The
graphics have seriously got to
be seen to be believed — siill
shots CANNOT do them jus-
tice. Their quality is in the ani-
mation: the parallax scrolling,
the tower rotation, and the
cute little green alien are all
stunning. This game is not just
technically brilliant though, as
the programmer has managed
to capture the most elusive
element of all - addictiveness;
I'm not sure whether it's the
| time I beat I, or the aliok
o g 4 : - =8 méa t H!| or a8 L
. "y ’ "? ‘:‘ s \ presentation that makes the
b Pl e~ e e e St S e, whole experience of playing
T 4 T e ey s enjoyable, but you just keep
coming back for more. It
seems that Hewson have
again shown the bigger soft- |
ware houses that quality is
what counts, not just a good
idea, an axpensive license, or
lossy advertising. Keep it up!
he software industry n
games like this.

*  Incredibly effective parallax scrolling on the sub-agueous bonus section

distance, as long as a platform | boards his mini-sub, and enters a
! breaks his fall. However, dropping | horizontally scrolling bonus level
: into the sea is fatal, and one of his | where he attempts to catch fish by
five lives is lost. Alife is also lost if | firing air bubbles at them. After this
the time limit expires before the | brief interlude, he is deposited at
| top of the tower is reached, the base of the next tower to con-
When the highest door isentered, | tinue his work. There are sight
the tower is destroyed and sinks | towers in all, each requiring a dif-
rapidly into the sea. The workerre- | ferent strategy to complete them.

*  Riding an elevator on the second level

“LAYETr Tuo

00000000

parallax scrolling in the PRESENTATION 95%
section is u?.u; incredibile. Beautifully presented, with all
This gamep sn't been the in-game options necessary,
neglected either: the word 'ad-
dictive’ fails to amply convey GRAPHICS 97%

the lure that Nebulus holds. Truly stunning effects for the
F film tie-ins and ‘offi- tower rotation, and excellent
clally licensed' games - true parallax scrolling in the bonus
wins through every stage.

High quality title music, and
thoughtful effects throughout,

HOOKABILITY 97%
Absolutely impossible to stop
playing — even though it's
infuriatingly difficut.

LASTABILITY 91%

The eight towers require enorm-
ous perseverence to crack, and
even when they've been con-
quered, there’s always an

improved time to go for.

OVERALL 97%

One of the most innovative
games ever, and one which adds
a whole new dimension to the
platform game fmt_
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COMING SOONTO A
MONITOR NEAR YOU

US Gold have been busy this
month, with two arcade conver-
sions and anew RPG in the final
throes of completion.

The first of the conversions is
Sidearms, Capcom's one or two
player horizontally scrolling,
progressive shoot '"em up. The
two fighters fly across an alien-
infested landscape, blasting for
all they're worth. Occasionally a
dead alien yields a bonus pod,
which enhances the ship's
defences or offences when col-
lected,

in two player mode, both ves-

DD W

ATARI 120 CONIWG SOOM FRONM US GOLC

A  Skateboarding looks like its coming back into fashion, with US Gold's

rag”
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> Sidearms takes the form of a two-player Salamander variant

sals appear on screen simul-
taneously, theoretically making
the assault easier. Occasionally,
both merge into one craft for
particularly difficult areas -
such as the end of a level.

The action is very frenetic, and
looks like being almost as good
a blast as the original.

The second arcade conver-
sionis Atari’s 720 °, a technically
amazing skateboard game
which is currently being prog-
rammed by Space Harrier
author, Chris Butler.

The player collects tickets in
the multi-directionally scrolling
Skate City to gain accesstoone

¥ GO!'s latest RPG/arcade
adventure promises a wealth
of spelling, shooting and
searching

5
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of the many skate parks. Once
inside, he works on his
techniques in both freestyle and
competitive action, performing
as many stunts as possible to
earn bonus points, hopefully
building up to the 720" - a man-
oeuvre in which he performs two
complete revolutions while air-
borne.

Chris Butler has coped mag-
nificently, transferring much of
the original feel into the game
while maintaining a high graphic
quality. The game should be
available the New Year-solook
out for a review in the coming
months.

In a different vein, GO! are cur-
rently working on a new RPG to
compete in the Ultima/Bard’s
Tale genre. The game, Wizard
Warz, is the tale of a
megalomaniacal warlock deter-
mined to become Chief Wizard.
To achieve this end, he travels
the countryside, fighting
monsters and other wizards,
building up an arsenal of spells
as he goes.

The screen format is standard
for this type of game: a small
graphic display of the land, sur-
rounded by information about
the player's character and his
enemies. For combat, the dis-
play is magnified, with the
opposing parties duelling in a
small arena, satin the surround-
ing countryside. The player has
an armoury of spells which to
cast, each one exhausting the
opposing wizard in a different
way.

While the idea behind the
game is not the most original,
the approach is novel, with a
greater than usual emphasis on
combat and high quality presen-
tation.

fdﬁ“ hic

it may have escaped your atten-
tion, but Piranha are in the final
stages of completing Judge
Death, the latest computer ver-
sion of a 2000 AD comic star. In
this latest release, the player
controls psi-operative, Judge
Anderson -Judge Death’s living
nemesis - in a mission to find
and destroy all four of the Dark
Judges: Fear, Fire, Mortis and
Death.

In its present stage of
development, the game involves
two shooting sequences. In the
first, picture-bearing targetis
flash on randomly for a few brief
seconds. Some have images of

"l
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THE PHENOMENON CONTINUES

The mind blowing sequel to the No. 1 " acid puddles, forcefields and moving exits make
smash hil. Addictive, frantic and packed your progress all the more difficult. But there are
-ﬂhnmwmﬁmﬁlﬂﬂm mystical amulets to be gained which will enhance
ﬂﬂuuimhuﬂ:nipuluunn your powers Lo repel the monsters, walk
en it ':__ - . mﬂwhﬁmmhm Youmay even

(LS. Gold Ltd., Units 273 Holford Way, Holford,
Birmingham B6 TAX Tel: ﬂEI 356 3388 ATARI -~
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SCREEMSHOTS FROM ATARI ST VERSILM

SPECTRUM 48/128K

£8.99 tare \ : ,_!__ . . : . Y £19.99 visx

CBM 64/128 : y h_ Y AR | AMSTRAD
£9.991are £11.990is A, 3 4 \ £9.99 e £14.99nisk



MAIL
> ORDER

READERS’
SPECIAL DISCOUNT

OFFERS
£3 OFF
ANY TWO

ALL INCLUSIVE OF
VAT & P+P

£1 OFF ANY OF THESE
GREAT GAMES!

Normal retail prices are quoted, just
knock off the discount on the form below

L |

BANGKOK KNIGHTS
System 3, £9.99

ZIG ZAG
Mirrorsoft, £9.95

MANIAC MANSION
Activision, £14.95 (DISK ONLY)

SCRABBLE

Leisure Genius, £12.95

SHOOT "EM UP CONSTRUCTION KIT
Outlaw, £14.95

NEBULUS
Hewson, £8.95

BUGGY BOY

Elita, £9.95
AND THEN THERE'S . ..
EOS (Electronic Arts Eiﬁ_ﬁ 20050
QUEDEX £9.99
SOLOMON'S KEY (US Gold) £9.09
YES, PRIME {HDIE[LBJ E‘i-l e
.. SUPER SPRINT (Activision) £9.99
= - X-15 MISSION (Activision)
s e ::::: - "uh"."!.“f.ﬁi T: == mmﬂct RL) £a _95“:9 -
sccepied |such a3 Subscribers’ extra discounts,
or the normal ZZAP! Mail Order bulk buying dis- CAPTAIN (GOY) £9.99
counts). Al the above were reviewsd in lnsues 31 ACTION FORCE £49.95
and J2 of ZLAP!, most are already availabhe; we YOGI NEAR £9.95
ety gyt o HIGHLY RECOMMENDED! INDIANA JONES (US Gold) £9.99
games which havon't yot been relessed. STREET HASSLE (Melbourne House) £9.95 HOW TO BE A COM BASTARD (Virgin) £9.95

SPECIAL DISCOUNT OFFER

| would like to order the following game(s) and understand that | may
deduct £1 off the quoted price for any single order, or £3 off any pair of
games ordered (for example, | can deduct £4 from the total prices of three
games, or £6 from four games). I've listed them below, and enclose a
cheque or postal order made payable to NEWSFIELD LIMITED.

TITLE HOAMAL PRICE

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

SUB-TOTAL

PLEASE DEBIT MY VISA/JACCESS ACCOUNTE
| wish to pay by Visa/Access (delete as applicable)

DISCOUNT CLAIMED

PAYMENT ENCLOSED |

MAIL ORDER, PO BOX 20, LUDLOW,
SHROPSHIRE 5Y8 1DB

Signature Expiry Date
Please Charge My Account No:
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After the enormous success of
Barbarian on many machine for-
mats, Steve Brown and his team
at Palace Software are set for
their next stunner, Rimrunner. In
the highly original scenario, a
race of insectoids is under
attack from a mutant breed of
arachnoids (spiders to you). To
defend themselves, the insec-
toids have built giant domes to
live under on each of their plan-
ets, but these are powered by
generators which require con-
stant maintenance to keep them
working properly.

The player controls an insec-
toid given the responsibility of
keeping the domes working,
and travels from generator to
generator around the rim of the
dome on the back of his trusty
dinosaur steed - the Rimrunner.
Hindering him in his task is a
huge number of aliens, which
attack in waves as he runs betw-
een generators. This forms the
main body of the game, and is

1035

#  The hero of Palace's new horizontally scrolling shoot "em up has an unusual mode of transport . . .

/0119064

ENSURE YOUR
REGULAR

depicted as a fast, horizontally next, more difficult planet. and FX and some surprising
scrolling shoot "em up. The game should be a touches: at the start, the

Should the player maintainthe | polished production, featuring player's insect calls his beast by
generators for the required parallax effects on the horizon- | whistling, asif callinga dog, and
period of time, he completes tal scrolling backdrops, more when the beast dies, heturns to
that level and moves on to the brilliant Richard Joseph music a skeleton beneath the rider!
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Please place me a regular monthly order for ‘
SET Thul NohEaGEny T

B ZZAP! 64 Magazine.

Name

£ZZAP! 64 Magazine is published in the middle of every
ewsfield Ltd, 1-2 King Street, Ludlow,
Shropshire SY8 1AQ. Tel: 0584 5851, and distributed to the
newstrade by COMAG (08954 44055). Please check with
the publishers if you have any difficulties in obtaining

month by

supply.
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PREVIEW

ENERLGY 065

ELECTRONIC ARTS"

Competing with US Gold's 720 °
is Electronic Art's Skate Or Dije,
another skateboarding simula-
tion written by the authors of
Summer Games. In this version,
the player chooses to enter one
of five different competitions,
three based on professional
events and two specially
designed for the game. The
three 'real’ events are Ramp
Freestyle, Downhill Race and
Ramp Hill Jump, in which up to
eight players compete for the
highest points and best times. In
the two special events, Pool
Jousting and City Downhill Bat-
tle, the player competes against
an opponent — either a second
player or one of three computer
adversaries. it's certainly look-
ing , but you'll have to wait
until next month for the review.

-« Yetanotherskateboarding i
game - better go and dust off the
old "board!
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ENGLISH
SOFTWARE

Another firm marketed by US
Gold, English Software, are cur-
rently working on Octapolis,
which they describe as 'shoot
"em up action united with chal-
lenging platform encounters’.
This means a strange mix of per-
spective platform action, with
split-screen scrolling and a
spaceship flying over the top!

The player takes control of a
pilot who has been chosen to
tackle the defences of a planet
called Octapolis. This planet is
the last obstacle to the
Imperium’s attempted Galactic
domination, butithas one of the
most impenetrable systems
aver created, based on blocking
attacker's thought patterns. It
has taken 200 years to find a
pilot immune to the mental
power of the planet, so the role
should not be taken lightly!

In what looks like a merger
sure to be stranger than Zig
Zag's maze and shoot 'em up
theme, Octapolis is truly
attempting to break new ground
— it should at least be interest-
ing.

162 ZZAP!64 December 1987

A Octapolis features vertically
scrolling split-screen blasting
action

the four judges, which are shot
for points, and others have inno-
cent citizens, which are
avoided. Similarly, in the second
sub-game, dark judges appear
in the midst of a crowd of citi-
zens, and again must be care-
fully shot, as hitting innocents

%

impairs the player's score.

The game is currently at an
early stage of development, with
rather rough gameplay and
crude graphics. Underneath,
however, the action feels quite
playable. We can but hope that
Piranha manages to fulfill the
game's potential.

¥ Space sections of Octapolis boast 'Parallax perspactive horizontal

scroll'!




CAMERAL... ACTION!... ENTER THE SLAPSTICK WORLD OF SILENT MOVIES!

kluﬁun all you budding hilm directors! Here's your opportunily to become a Direct the crazy antics of Charlie as he performs stunts and plays the fool with

movic mogul directing none other than the the rest of the cast. Replay each scene in the editing suite;
kegendary Charlie Chaplin! **** but be warned—a reshool will be costly and you
hoose scripls, cast characters, *
select scenery, props and A

could go over budget!
backdrops. Then il’s
SCENEONE—TAKEONE... _ 4

CAMERA... ACTION!

film! The crtical acclaim
of the audience will deter-

‘.r mine whether your box

office carnings allow

you the budgel for
another film, or
leave you with a
ﬂﬂp and a trip
Ilﬂll!' skid

row!
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CBM 64/128 | £9.99 Cassette £14.99 Disk =

Spectrum 48K £8.99 Cassette
Amstrad CPC | £9.99 Cassette £14.99 Disk

| Atari ST £19.99 Disk

. [BM PC £24.99 Disk
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INTRODUCING

SPECTRUM
COMMODORE
AMSTRADCPC §
3 DIMENSIONAL Cassette £14.95

GRAPHICS Disc £17.95

Mitral — An abandoned Moon — An unstable Moon about to blow — A defence system set on automatic —
Lasers that don't miss — Scanners that hunt you out. Mitralis MASSIVE . ..

“The 3D presentation is Spectacular’ sincLAIR USER. “A Major Breakthrough "amsTrap usen.
“A New 3 Dimensional Reality ... WOW!” crasw.

THE DRILLER EXPERIENCE - IT’S JUST LIKE BEING THERE!
© 1987 INCENTIVE SOFTWARE LTD. ALL RIGHTS RESERVED. JJ i) A %I¥Y2: ™ IS A TRADEMARK OF INCENTIVE SOFTWARE LTD.

ince l'"lti‘u"_% 2 MINERVA HOUSE, CALLEVA PARK, ALDERMASTON, BERKSHIRE RG74QW (07356) 77288 g

SOFTWARE i




