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SHADOW WARRIORS, the latest, greatest
and most ambifious martial arts coin-op
game now rages onto your computer
FEATURING
inferactive scenic backdrops. The secrets
of the Ninjitsu assassination techniques
have been handed down since the
Mediaeval wars..now they live on in the
jungle of the American metropolis. A thousand
years of the Ninjitsu secrets at your fingerips...
Take ﬁnur techniques to the streetfs

SHADOW WARRIOR...the hero of the ninefies,

AMPIONSHIP
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Natural and responsive player movement and
w|'r 'hhe most simple of one-touch joystick
———— conftrol ensures exciing
et Ond authentic soccer

acfion, Realistic
close-ball contral,
computer aided
team control
and the micro's
conslan! "Mlow
of play”
moniforing all
odd up to make
this the easies!
and the most
rewarding
soccer game
ever devised lor
the home computer
TAKE ON THE WORLD!




| The hif coin-op game bringing espionage
and action with 9 levels of thrills and
excitement. Innovative game features with
a host of differing scenarios from high-
powered sports cars to underwater guerilia
warfare, Rescue a beleaguered nation
from the oppressive regime of the 'Council
for World Domination'.
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CHARTS

Things are looking up for Neil Archer of Wednesfield in
Wolverhampton, he's won a £20 software voucher for his
charts entry! Good on ya Neil, and you lot keep sending your
votes for your favourite games into your favourite mag
every month! Send those charts votes (your top three for
each chart) to The Charts, ZZAP!, Newsfield, The Case
Milis, Temeside, Ludiow, Shropshire SY8 1JW.

C64 GAMES

(Rainbow Arts)

(US Gold)

4. MicroProse Soccer (MicroProse)
5. Stunt Car Racer (MicroStyle)
6. Speedball ...............ccormnmnnsnsnnnsssasasasesnss (IMEGEWOTKS)
7. International 3-D Tennis..................c...o....... (Palace)
8. The Untouchables (Ocean)
9. 4th Dimension .............ccnuunmcsisasassssesnsnsess (HEWSON)

10. Ghouls ‘N’ Ghosts (Gapcom/US Gold)
AMIGA GAMES

1. Kick Off 2

2. Rainbow Islands

3. F-29 Retallator .............ccccccrnrnnisninsns

4. Stunt Car Racer ...............cccccccuurnssasennse. (MicroStyle)
5. Dungeon Master . cssssannnsnenes (F T L/Mirrorsoft)
BRI I s ook Shsadbiannnensapnons osmsssrimaspenasensensnnmiiss AFICO)
7. Strider.......c.convsrmnnssssssnsnnnienass (Capcom/US Gold)
8. Player Manager ..................cccouissnensssnsasanssrennss (ANCO)
9. Midwinter ...............ccciiciinissnssisssnssannnanss (RAINDIF)
10. TUFFICAN......coerimrminnsssssssnssasssmsssnsnssss (R@INDOW Arts)

C64 MUSIC

1. The Untouchables....................... (Matthew Cannon)
2. Turbo Out Run (Maniacs of Noise)
3. Retrograde (Steve Rowlands)
4. Wizball (Martin Galway)

(Rainbow Arts)

AMIGA MUSIC

1. Blood MOoNey .........cccummussnsssssnsnssnansess (RAY NoFTiSh)
(David Whittaker)
vessnseansass (1M FOlliN/Mike Follin)

(Maniacs of Noise)

3. LED Storm ..........ccoeee
4, Stormlord

COIN-OPS

1. Teenage Mutant Hero Turtles

2. Golden Axe

3. G-LOC

4 TUrbo Out Bun .........cccocmnieaacnsinsisns
5. Special Criminal Investigation ........

e
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ADVANCED FIGHTER
BOMBER

¥ Mad Bomber Hogg flles a suicide mission In Fighter Bomber
Advanced Mission Disk. (Amiga)

Amiga Fighter Bomber sizzled in Issue 59, complete with a mission
designer. Now Activision have put together their own disk of
customized SAM-packed missions, complete with new targets and
some subtle changes to gameplay. The 16 new missions are not
for novices, with an incredible density of targets. One mission has
a 90 minute time limit and another features a terrorist meseting
aboard a flotilla of surfaced submarines! There aren’t that many
new graphics, ie the subs, a new radar site and SAM launchers,
but the recon facility has been altered so you can’t zoom in so
close. This makes it tricky identifying which targets to hit until you
arrive there,

Costing just £14.99 the Fighter Bomber Advanced Mission disk,
which must be used with a copy of Fighter Bornber itself, offers lots
of challenge to fans of the game. It's a pity there's no C64 version
and there aren't any dramatically new mission-types, they just
seem harder, but fans should like it and the price is reasonable.
Out now,

NO GMI, NO
COMMENT?

You still haven't got a copy of Newsfield's Games Master
Intemational yet? Ah well, ZZAP! will still keep you up-to-date with
all the most exciting developments in play-by-mail. GBM (Games
By Mail) is a brand new PBM company which has bought three
ames, has one under development and Is looking for more to buy.
@ three established games are the chart-topping wargame

Crisis, a 100-player trivia game called Trivia, and Star Cluster, a
SF exploration/conquest game. If you want to try one of these
ﬁr_;:w write to Colin Kilburn at Games By Mail, 5 Town Lane,

Neston, South Wirral, L64 4DE. Your first two tums are
free, with subsequent tums costing £1.50 each.

TIN MEDALS

Of late there seems to have been a little confusion in several
software houses, with them mistakenly assuming some of their
games had won Sizzlers. Firstly, Domark put a Sizzler logo on the
packaging for Amiga Cyberball {the actual mark was 72%), then
Sales Curve advertised for programmers with the claim that Ninja
Warriors achieved 92% (actual marks: 79%/82%) and finally
System 3 put a Sizzler on their Flimbo’s Quest ads although the
game has yet to be reviewed.

It seems nowadays the only way to be sure an award is real is to
regularly read the reviews in Oscar-winning ZZAP!




MEGATAPE 9 IS HERE:
THE START OF

OMETHING BIG!

It's the bee's knees and other DE N T UN DE gIGN‘),

bits as welll It'll fill your .

underpants with glee! ' - _ o a— ,:'"""
Yes, Megatape 9 is here with | Bl _ o ' . -y

two cracking complete games - B8 B S5y W -

for you to play. First off, there's

that web of intrigue, chkys

Diamonds. You'll have loads of

fun guiding Dicky The Owl

round Stephen The Spider's

webs, it's a hoot! Then there's

the totally exclusive, previously

unreleased Starace — a slickly

presented space race game by

ace programming team,

Denton Designs. ¥ The countdown is almost over and you're in last place. Pedal

to the metal time in Starace.

But we've saved the best
news till last: this corking
cassette is unl',r the start of a
series marvellous
Magata ﬂ& In the next few
issues P! will bring you
even more thrills and spills with
loads of great games plus
some incredible demos of the
latest, greatest releases — all
just for you.

By 0000330 LERdyy 0OoD0T00 uiies FULLY
STAFFED

Due to ‘internal restructuring’ at
the Newsfield Empire, ZZAP! is
back up to full reviewing
strength with a new staff writer
joining us next issue. We'd like
to thank all the people who
applied for this job — the
response was absolutely
tremendous — and we'll be
keeping the best applications
on file for any future vacancies.
In the meantime we hope to
make ZZAP| an even more
exciting read (and finally get
some halldays'}

¥ A not-really-that-famous five T
of Childline fund-raisers. Lat's
hope Sonia doesn't sing!
b SONIA

All the major software and hardware manufacturers are now
counting every single minute to the start of the biggest computing
event of the year. Picking up where the PC Show left off, the
Computer Entertainment Show will open its doors to the public at
Earls Court, London on 15th and 16th September. Big names in
attendance will include Ocean, US Gold and Activision along with a
‘galaxy of stars' to promote the show's connection with Childline.
The children’s charity (headed by TV 'personality’ Esther Rantzen)
will receive a share of every admission ticket.
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COPY ¢
NOW:! | T e FREE ON
_— =l THE COVER!

GAMESMASTER |\ » R » ; Set-up-and-Two-Turns
Iinternational W\ YhE. — Offer worth £5 to
brings together s W SNHE sample the KINGDOM
all the exciting W e e i Fantasy Play-By-Mail
aspects of 4 e e gamel
fantasy i &
role-playing
with
authoritative
coverage
of computer
adventures,
Boav-by-mml,

ard games,

live role-plawng
in dark

dungeons

game books
and fantasy
miniatures.

GAMESMASTER is put together by the top n:plrtt
in the field — all actively involved in RPG:

Tim Metcalfe and Paul Boughton — the people who
made COMPUTER AND VIDEO GAMES the UK's
No.1 best-selling computer games magazine
Wayne — president of the British Play By Mail
Player's Association and leading fantasy gaming
writer.

Plus a team of contributors, including former
editors of WHITE DWARF, and fantasy authors like
Terry Pratchett, Michael Ilnnmuch and Joe Dever

BRITAIN’S
BRAND NEW
INDEPENDENT FANTASY ROLEPLAY MONTHL__._’
IS HERE! e _4)

A Newsfield Publication available from all good newsagents, or order a cup:.r dlr O] H..u_.ﬂ* . 4..--- At
Ludiow, Shropshire SY8 1JW, enclosing a cheque/PO made payable ta.l """&":-':J-- 7 5{(FOBL ﬁ"”




Thalamus, C64 £9.99 cassette,
£12.99 disk

he Triphyllos Of Nem

plants are the lifeforce of

the planet Tantris,
keeping the populous alive and
the vast forests pure. But the
rise of industry has resulted in
pollution, damaging the plants
and killing off the forests.

To combat the approaching
doom, the Gnostics
constructed the Leg, a heat
probe designed to enter the
most poliuted of areas, absorb
the heat of the Zeal smog
flames and give it to the three
plants. The Leg hops around
the jungle seeking out the Zeal
flames (eight per level). It can
even hop up plants and walls,
or slide along the floor for
faster movement. To defend
itself the Leg can shoot the Ball
which it carries, or use a smart
bomb (if collected). The Ball
can also be thrown out to
collect heat, with the player
controlling it rather than the

The heat must be stored in
the Leg so it can be given to
the three Triphyllos plants on
level three. If you have enough

HEA

heat, the plants open petals to
block the acid rain. You then
repeat the process — only this
time at night! If you don’t have
enough heat you've failed and
must restart. For night
exploration an infra-red system
is available, as Is a flash gun
(energy levels permitting).

The stupid denizens of the
forest won't help you though:
spiders, frogs and flies are
among the pests which attack
you. Contact with them (or the
acid rain dripping through to
the ground) loses Lag energy.

My first few goes of Heat Seeker were met with total
confusion, the ever bouncing Leg never going where |
wanted it to go and death proving rapid. A few calls to
programmer Paul O'Malley and it all become crystal
clear, revealing a deceptively simple game hiding behind
8 complex scenario. While intentionally weird to look at, Heat
Seeker is similar in many ways to Paul's earlier Arac (not least in
graphic style). Perhaps too similar since although it's addictive it's
also somewhat dated in its gameplay and doesn't look all that
special. I'd have liked a lot more change in the graphics with each
new level (both in the plants and creatures). Nevertheless the game
is original, demanding enough and the element of exploration makes
it worth persisting with.

& Slowly making progress up a colourful and smooth scrolling level.

The frog is very nicely animated.

for its squeakin

' ﬂ Now it's finally arrived, Heat Seeker tums out to be an
: innovative and well presented arcade adventure. The
Leg certainly looks odd — and it could do with some oil
— but the jungle graphics are very nice.
The Venus Fly Trap which snaps up the Ball is great, as

With only one life it's just as
well energy can be restored by
absorbing heat energy, while
chalk will protect you from the
rain.

Killing creatures and

are some of the creatures such as the superbly animated frog. The
sound effects further add to the atmosphere with some excellent rain
splashing and frog croaks. What's more the game itself is quite
novel, | especially liked how the Ball gathars up heat, and the whole
Leg/Ball set-up works very well. The basic game structure of
mapping out the levels to find the flames is still a bit familiar, but
implementation is novel to appeal to anyone looking for smnathmg
different. All in all, good fun which warks very well on the C64 — for
which the game was designed (for oncel).

absorbing heat boosts the pass
counter, When the boost
counter hits 9999 the Leg can
teleport to the next jungle level
to seek new Zeal flames in the
quest to save the Triphyllos.
Ecology has never been so
demanding!

¥ It's night-time and there's only a limited amount of light to see by.

PRESENTATION 75%
MNeat animated loading screen
Practice mode for day and night
scanes, multilipad for mach jungle

can be a bind on tape

GRAPHICS B80%
Lots of colour, with good shadng on
thie big plants and some gobd
aprites, but there's not much variety

SOUND 76%
Unusual ke music, spol FX rango
from average o excellent

HOOKABILITY 68%
The controd method can be
frustrating 10 mastar but once you
know what you're doing the game
play Improves markedly

LASTABILITY 73%

In effect there's only three levals (the
night levels are the day levels in thia

dark!) bt r:.u viz got 1o leam he lay-

out of each 1o succeed and the Zeal
flames are definilely fot easy 10 get
1]

OVERALL
75%

A weird but glickly axecuted & mPI
10 Arac, waighed down by
plexity masking the simphe
play

ZFZAP! SEPFTEMBER 19920 9 =




| MURDER
| US Gold, C&4, £17.99 DISK
| ONLY; Amiga £24.99

scream pierces the

night air, penetrating

every room of Ghastley
Manor. The mald has
| discovered something rather
chilling on the dining room
Noor, the crumpled (e dead)
body of Sir Stuart Wynne, Was
it just an accident or sulcide?
Well not unless he ballered
himsel! to death and hid the
woapon afterwards! IU's Just as

wiapon. (Amiga)

MRS

LIES DEARD

4 Gasp! Another murder! The suspicious guy in the brown overcoal is you. (CB4)

well there's a supersleuth such
as yourself on hand to
investigate — Scotland Yard
won't arrive for another two
hours.

First thing to do is question a
lew of the many people staying
at the mansion. You can ask
about any of the other
occupants, the many rooms
and various household objects
(including five types of pistol
and four knives!). In addition
you can ask more specific
guestions about the
relationship between two
peaple (murder motives include
inheritance, blackmall and lust)
or about a particular person in
i particular place with a
particular object ele, Of course
the person may nol know
anything, or even le. Any
useful answers can be entered
in your notebook by clicking on
nn icon, The noteboaok (8
divided into four sections

¥ By examining objecis recently dropped by a suspoc!, you can
atare their fingerprint for matching with those an the murdes

I-'ﬁ' T —
Mg asine

1) LA SEFTEMBER 190

BRENDA WILLTI
AT YOU

YOUR TASK BEGINS

MS
FEETF

0D

people, places, clues and
motives.

The maid tells you she saw a
certain Lord score near the
scene of the crime just before it
happened and also that he
stood to inherit the editorship
of a popular magazine from Sir
Stuart. You decide to explare
the Manor's four floors in
search of more clues.
Movement is achieved by
clicking the cursor over an exit.
A map screen comes in useful
far navigation — and
knowledge of the house layout
Is also essential for working
oul if a suspect could have
reached the scene of crime in
time,

In many rooms, household
objects will have been left lying
around. These can be
examined for lingerprints which
can be stored and compared
Aha, what's this on the drawing
room mantelpiece?; o
candlestick — some very
strange prints on thia, almost
alien... hmmm

N )

LINE ALY ¥

Ah, here comes Lord Score.
MNow if only you can get his
fingerprints. A pity he's not
carrying anything at the
moment. The best thing for you
to do is grab an innocuous item
— this bottle of Vim'll do —,
wipe it clean and wait for him o
pick it up and drop it again.
There, that didn't take long.
Mow lel’'s examine those
grubby prints... well, well they
perfectly match those on the
candlestick. Now all that's left
to do is to pick up the
candlestick for evidence and
arrest Lord Score... whoops,

Anynne who's ever enjoyed
| Cluedo will love this. It's a truly
interactive whodunnit with plenty
of witnesses and suspects to be
questioned. | wouldn't say it was
that realistic, what with
dangerous waapons left lying all
over the house, but the game
certainly has a marvellously
tense atmosphere. Thea
manochromatic graphics may
look a bit dull at first sight but,
on both machines, they are
beautifully detailed with an
anormous variety of art deco
furniture and perlod-dressed
gharactars who move around at
will, picking up objects and even
lighting cigarettes. Interrogating
characters is a fascinating
process, often with humorous
results: in one game two
characters were having a secret
affair which everyone else
seemed to know about! Even
funnier {and sicker}, the victim's
body is left sprawled on the floor

for the other characters o walk
overl Quirks apart, though,
Murder is a seriously brilliant
concept, perfectly implemeanted,
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what's that laser sword doing
stuck between your
shoulderblades? Looks like
another murder!

Never mind, by varying the
date and the name of the
mansion at the start of the
game you can investigate
approximately three million
uniguely generated murders!

¥ The icons are, irom top to bottom, go into question mode, display house maps. display notebook pages

sTRFF BATHROOM

ABOUT HISS AN

AMANDA P
‘4E COOKS BEDROOM A

A Interrogation mode, icons from left are: two character lists, (ask A
about B), ask about a room, object, relationship, erase guestion,
make a note and speak question. (C64)

TERS SIT O
ET§ %0

gQUIT%

ANDA PETERS
OWN IN

You can even change your
sleuth’s appearance (and
name) by altering his facial
features, hair and glasses.
There are four skill levels
ranging from novice to
supersleuth

Murder is one of those games you're either going to love or hate.
| The complex web of clues, motives and characters provides an
excellent simulation of those ever-popular murder mysteries. Of
course, these mind-bending puzzies can test your note-taking and
map-making skills, so programmer Grant Harrison provides both
maps and a surprisingly detailed automatic notebook. This means
‘all' you have to do is put the clues together to get your man — or
* woman. You don't even have to type in any guestions, it's all done
by icons. Indeed, until you actually play the game, its ambitious
scope and comprehensive features might seem unworkable, but the
icon system makes it all very easy to play. Of course with any brain-
bending game the graphics are secondary but artist Jason Kingsley
has set the period scene well. The subtle detail and monochrome
shading work best on the Amiga due to higher resolution, but the
C64 sill looks pretty good and the large number of different rooms is
impressive. There's also some limited, but excellent sound FX on
both machines. If you fancy yourself as a sleuth, you can't miss this!

take fingerprints, examine tingerprint files, wipe object clean, take object and make an arrest

(Amiga)

Collms
Sleuth
Rope

(™)

e

Murder doesn't look all that hot at first glance and the idea of taking
your time analysing evidence, cross-questioning suspects and
wandering around many a similar mansion isn't one to set the
gaming world alight. Amazingly though, the game is incredibly
addictive, the piecing together of information becoming an
engrossing task (akin to the best of puzzle games). What is really
clever is the way the skill levels expand the game challenge
immensely. Choose a higher skill level and suspects know more
information (be it relevant or merely red herrings), more events
happen to disguise the crucial time of the murder and suspected
murder weapons tend to get moved around more. On novice leval
it's a nice and gentle trail to follow but come the likes of a
average/experienced skill level and beyond and you've really got to
be on the ball (even Sheriock Holmes may have detective difficulties
at Supersleuth levell). Addictive and highly original, Murder is a
great game to while away the hours with,

PRESENTATION 90%
Impressive loading screen, plenty of
locations, four skill levels, one load
and automatic note-taking

GRAPHICS 74%
The restrained, realistic settings
don't work 85 well as on the Am
But they're effective enough and
there's plenty of vanoty,

SOUND 72%
Muost of the excellant, superbly
atmaosphanic Amiga FX have been
duplicaled

HOOKABILITY 85%
The icons aren't quite as clear, but
you soon get the hang of things and
crime-solving has never bean mora
addictive.

LASTABILITY 96%
Over 3 million murders on your CB4!
An immense amount of playability 1o

keap you pocupisd for ages.

OVERALL

o

Yo
h 405 i . E[Iﬂg '
compulsive detecine game.

FZAP! SEFTEMBER 1990 17




FORCE

Activision C64 £9.99 Cassette,
£14.99 Disk

he Forth Empire has

occupied the five

planets of the Junos
star system and turned them

but it turms oul to be
quite impressive. Covering four
disk sides it features loads of
large, detailed graphics moving
very quickly. The clouds, briefly
seen guardians and the fire
leaping up in Salamander fash-
ion are all good. But it can still
get a bll mnfusmg, and the
gﬂ gets repetitive.
wll mama fnr effort thuugh and
hopefully the graphic routines
might be reused in a (gasp!)
original C64 game.

into fearsome military bases.
Only the elite Galaxy Force
pilots can save the day...

Start the battle on any of the
planets and use lasers and

missiles in time honoured
xenophobic fashion. Energy
can be topped up by collecting
special capsules, so you might
just be able to penetrate the

conversion,

& Peneirating a fortress in this graphically impressive coin-op

The CB4 game is long overdue and never really could
come across with anything like the original's visual
quality. At least programmer Neil Coxhead has gone for
the ‘feel of the coin-op with its fast pace and sheer mass
of graphics ?eattmg thrown at the player. With Probe
lending a hand on the front-end and the axeman Martin Walker
providing good sonics, it's all slickly done. Inevitably though, without
the awesome grﬂmmﬂm weak, limited gameplay lets it down.

lomnisplay h

Mindscape/SportTime, C64
£14.99 disk only

he latest in
SportTime's Omni-
play series is a

simulation of the ‘sport of

kings'. Up to four players can

compete against computer
opponents in a tournament,
not riding or training horses
but betting on them. Of
course, professional punters
don’t simply use luck to win
— so all the important
statistics about all 128

orse racing

horses’ and 15 jockeys'
previous races are available
including race distance, track
condition, and winning time.
And if you're a mere
pinsticker you can buy a tip
from an expert computer
player — if you trust them
enough!

When all bets (including
various combinations) have
been placed the race section
is multiloaded in. The horses
are shown side-on, galloping
down the straight, the view

¥ Guess which horse Phil put his money on, yes it's Finally Ferrando!

fortress at the heart of the
planet. Once Inside it's a simple
matter of squeezing through
the barriers, punching home
the killer blow to the planet
guardian, and zooming off into
space for the next planet.

PRESENTATION 77%

|g|‘j tLire:
Title |||r|i is

instantly

LASTABILITY 52"%
Gamep: [ B0
(s r|1“jr |IE|: 1|‘l||.l|1 I
dwindling energy
1|‘Iu|1rﬂ| fisgim

Ambatious and
programmed but medic

winning money

Aaargghhh! | just can't believe how bad this multi-
load is. Still, this is a very topical game: by the time
It's loaded The Grand National will be upon us again!
Considering the huge manual, the game is surpris-
ingly shallow. There's loads of options but very little
depth of play and zero incentive to carry on once the thrill of
has worn off. If gambling was this boring
William Hill would be out of business!

J

switching to overhead (and
the horses to mere numbers)
for the bends of the oval
track.

The overall winner is the

- L] This is typical of all
the previous Omni-
play games: a
2 huge manual to
read, loads of
lengthy disk accessing and
minimal playability. And this
one's probably the worst yet
with very little to do other than
pore over reams of statistics
before deciding which horse
to bet on. Then you have to
wait four minutes (only about
two-and-a-half with a fastioad
cartridge!) for the race section
to load. In racing terms this
nag should be sent straight to
the glue factory!

player who has won the most
money after a definable
number of races or the first
to reach a definable amount
of winnings.

PHESEHTATIDH 24“-‘o

SDUHD 30".&:

Muffled galloping effect

I:IGOKABILITY 32%
hiE | CRD
andg ¢

L TA B_ILIT\" 28%

31%

A faller at the first fence
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attack the nat
and volley the
winner! You
might have
taken this
match but -
thot was g . :
on grass - _
can you 1 A
ployas y o
O T \
clu].r or on the mf courts?... with TIE-BREAK
you'll soon find out! And the plu selection doesn't
end there - play singles or doubles, select to play
in all the major tournaments such as
Wimbledon, Davis Cup, French Open and
many more. You can then make a racquet
selection -and that could win you the
match!
Featuring all the shots in the book,
breathtaking animation and amazingly
realistic speech and sound effects anl'.‘ih
style presentation make TIE-BREAK the
out and out winner on any micro.
(OCEAN SOFTWARE LTD, 6 CENTRAL STREET
MANCHESTER M2 SNS TELEPHONE: 061 832 6633,
TELEX:669977 OCEANS G, FAX.061 834 0650.




Modern Day. This makes a total
of 25 screens, shown in a grid
at the centre of the control
panel. Once a Time Zone is
created its five screens turn
blue and you can travel there:
you stay in exactly the same
position as you were before,
only the time changes. Often
landscape features such as
rocks and trees are still there,
the river is in virtually all
Zones. Polts also carries Travel
Pods which can be dropped
and teleported back to.

All this time-travelling is
crucial because you could be in
the Middle Ages when the lce
Ages stop heating up,
threatening Man's evolution. So
you must warp back and fix the
problem before all the Zones
collapse, sending you back to
the start minus a life. You might
also need some food which
grows in Prehistoric times, or
need to change an object which
will have an etfect on a later
level. Your energy is shown by
@ gauge on the right of the
control panel: energy is drained
by walking underwater (!),
being hit by objects such as
falling icicles and being hit by
crealures such as yetis! To
defend yourself you're armed
with a short-range zapper;

A In the mire of prehistory Prof Potts's quest for the accelerator crystal has only just begun. (C&4)

T IE
MACHINE

swamp, river and volcanic

Activision Vivid Image. C64 ground. You must find a way to
£9.99 cassette, £14.99 disk; cool the Earth down, Killing off
Amiga £24.99 the dinosaurs, and allowing
humanity to evolve. If you do
an't altord, or find a this successfully another Time
chrono-charged De Zone is created, the lce Age.
Lorean? Never fear, Prof | Here you must find a way to
| Potts has his own means of heat the planet up. In all, there
| travelling through time, with a are five Time Zones with the |

machine in the classic mould of | Stone Age. Middle Ages and
HG Wells's device. The only
problem is the Prof likes to
work outside, and as he's about

A Ahh. To think we've all

| to zip off to one million years It's been a long time since a game as imaginative as this. The game evolved from these dumb
| BC (and meet Raque! Welch!), operates in such a smart way, eg p!aptmg a sead in Prahugmr_ic critters — _wel!. except Robin |
terrorists strike! Times then warping into the futun?le and discovering a tree standlng_ in who hasn't evolved at all!
The explosion destroys the its place. That's not to say this is another arcade game with o
| time machina and its vital frustratingly obscure puzzles. The solutions are far from obvious, but
| accelerator crystal, hurling the they all seem very logical and the novel time-travelling element
Prof a lot further back in time makes it absolutely compulsive to play. Due to the way everything
that he'd intended. He arrives in interrelates, the game has to be a single load. Yet the Amiga's 25
an era when humans have yet screens pack in five distinctly different zones, all glowing with plenty
| to evolve. The future as the of colour and imagination. The speech bubbles are fun, and the way
| Prof knows it no longer exists. the Ice Age chimps shiver, tum blue and thar'r freeze is hilarious. The
| So he must alter history to game has an excellent cartoon look which really adds to the
| recreate the 20th century, [l entertainment value. But it's the CB4 game which is incredible,
| allowing him to prevent the cramming the same 25 screens into 84K. The quality of the Zones is
terrorist attack and live happily so high you'd be convinced there had to be a multiload, but there
| ever after! isn't! This is a marvellous arcade adventure, great on the Amiga and
Prehistoric Times comprises incredible on the CG4!

| five flickscreens, including a |
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initially it stuns a creature . : -
{useful if you want to pick it Although Time Machine is
up}_ hu'[ prulﬂnged ﬁrE might EII'If.‘rll'IE'F ﬂICRSC:rBEI'I Elﬂadﬂ
kil it. adventure, it's completely

A The lce Age, and Prof Potls has lime

different from the blasting
intensive Hammerfist, There's
still plenty of baddies to zap but
you have more time to think —
essential with such an
innovative game. The puzzles
are so interesting and fun | just
had to keep playing. Even when
you work out what you need 1o
do, getting it all in the right order
and using the travel pods to
best effect is very challenging.

" The graphics are, in my opinion,
an advance over Hammerfist on
both machines and the way you
can interact with them is great. |
especially like the window on
the instrument panel which
shows a picture of any useable
objects you get close to. This
gaves you trying to pick up or
use any useless bits of scenery,
although pretty much everything
is the game has a purpose. The
way everything links together Is
a real pleasure to see and, more
importantly, to play. Definitely
the best 4-D game out!

to drop a Travel Pod before taking on a Yeti. (Amiga)

Considering this is one load I'm very surprised by just how much is
in Time Machine: the wide variety of atmospheric graphics, a
technically superb Wally Beben tune, not forgetting the sheer
complexity of the game and the great sense of freedom to do what
you want makes for an impressive game alright. It's a nice idea that
you can't just leave a time period and forget about it; you've got to
keep jumping back to correct past events, then jumping forward to
manipulate the results and back again to tackle a new problem —
compelling stuffl The ideas behind Time Machine are very inventive,
making for a very devious game: it's akin to the Back to the Fuiure
movie only much more fun as it's you that's manipulating the time
lines. Just when you think you're getting somewhere something
happens in the distant past to make you lose all the time periods
you've reached. It may well sound frustrating but it's great fun to
meraly experimant with the time zones and there's a lovely sense of
humour about it all. I've only one reservation and that's whether
Time Machine is really a 16-bit game, since little has been done to
expand the game for the Amiga though | must admit it's great to play
and looks excellent.

¥ Modern times, modern problems — Prof Potis tries

to stop the terrorists who are about 1o
blow him up again. (C64)

PRESENTATION 79%

A Iitthe intro sets the scene well and

the fack of multilcad is both vital and
weloome,

GRAPHICS 92%

. Very wivid, colourful graphics
establish a cartoon feel with many
amusing touches such as freezing

mankays.

SOUND 85%
Goad intro and in-game tunes, but
the FX are superb with sampled
pleradactyl shneks, rapping noise
and 50 on

HOOKABILITY 91%
As with the CB4 you can have lots of
fun explonng and the first level puz-
Hes are retativaly simple 10 ease you

into the game style.

LASTABILITY 88%
The same as the C64, which s a bil
disappainting — mayhe they
could've put in a a few maore
dinosaurs o go with the ptarodacty|

A stiperbly done ime-travelling
arcade adventure

&4
PRESENTATION 70%

Attractve loading screen and title
miusic, with no muitiioad!

GRAPHICS 93%

Five rones and 25 screens
consisting of top guality graphics

SOUND 80%
Good Wally Beben intro music and
in-game spot FX

HOOKABILITY 94%
Despite the complax ideas, the urge
to simply explore s high and with a
little parsistance Zona Two is 5000

crealed

LASTABILITY 91%
Mot only must you work oul the
intriguing puzzles, but maintain the
Zones agamnst marauding creafures

OVERALL
93%

The best arcade adventure in a lang
whila
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Krisalis, C64 £9.99 cassette,
£14.99 disk; Amiga £24.99

' he most famous club
in the world' (rubbish,
that's Clee Hill Utd! —

Phil) has had its problems in
the League recently, though
Alex Ferguson saved his bacon
by winning the FA Cup. But
maybe you still think you could
do a better job, so here's your
chance. As well as making

managerial decisions you can
even play for the entire team!

But before you get your
boots on, there's a bit of
managing to do via the icon-
driven menu system. Each
member of squad has a

n and several individual

skill ratings. Players aren't set
in their abilities though: you
can use the selective training
option to improve each of six
attributes.

This is no Player

Manager
The C64 game features all of the Amiga's management
options and a better match section to boot. The
overhead-view is preferable to the Amiga's side-on
perspective while the Kick Off-
animatedandmaatnrmumbhpmﬂ n both versions the
control methud is usz enough tn be instinctive while the

Sadly, the Amfga game's np-nitt aumnwha!
section with less effective side-on perspective and bland players
Wmmmml

but it's enjoyable enough.

le players are well

over-complex.
a poor match

¥ Jim Lalghtnn goes completely the wrong way —

again! (Amiga)

ZZAP! SEPTEMBER 1990

Of course, no amount of
training will be enough for
some old sloggers (Bryan
Robson?! — Phil) so they can
be sold and new players
bought via the transfer system.
You can attempt to buy any of
the players on the transfer list
or make a bid for those not
listed although they're likely to
cost more. If another club
makes a bid for one of your
players you can accept, refuse
or even insult the chairman if
it's a derisory offer!

Before the next league match
the team must picked along
with one of five formations. The
arcade section is then
muitiloaded in. Matches are
viewed from overhead (on the
C64) on a scrolling pitch with
the teams kicking left/right. On
the Amiga it's a side-on view.
Both United and the opposition
can be player- or computer-
controlled.

Players dribble automatically
and shoot when the fire button
is released — the strength of
kick determined by the time fire
was held down. In addition you
can chip the ball by pressing
fire again quickly afterwards.
Tackling is achieved either by
running into the ball or by
doing a sliding tackle. if
mistimed the latter can lead to
a free kick: players can get

ded for bad fouls while
their victim may be injured.
Both free kicks and corners
can be accurately aimed by
moving a cursor where you
want the ball to land.

Game options allow you to
change match duration, adjust
computer skill level for United
and opponents, and turn the
management section off.

The two-disk Amiga version
has been around for some time
now. identical to the C64 in
management mode apart from
digitised piccies of the United

players, its elevated side-on
view of the action also features
a radar scanner and a set

I

B
bt
tat
il

it to
though, and management

%
g3
1L

§

erhead wew of ma

HD DI{A BILI"I""lF 65%

yable arcade sachon

LASTABILITY EB"fo

manage
term appea

ovsnALL
6 7%

A Tair hybrid o managemaeant and
arcade football

amiga

PRESENTATION 64%

GRAPHICS 65%




Anco, £9.99 cassette, £14.99
disk

he best football game

ever, and the arcade

game of 1989,
suffered a mediocre C64
conversion using a changed
left/right scrolling pitch.
Thankfully for Kick Off 2 a
completely new,
multidirectionally scrolling
overhead view has been
adopted to replicate the
award-winning Amiga game.
16-bit style dribbling has also
been included, with the ball
bouncing along realistically
rather than being glued to the
player's foot. Scissor kicks,
which are supposedly in the
Amiga game, have been
dropped from the C64
version, but aftertouch is
included — this is where
moving the joystick after the
ball has been kicked lets you
swerve the ball a bit. Also, all
the throw-ins, goal kicks and
free kicks can be controlled
— with players even lining up

W] for effot on this
§ one, after the dis-
| appointing original
they've crammed
an amazing amount of the 16-
bit game into this. The sophis-
ticated ball control system
and large pitch are likely to go
down well with anyone want-
ing something a bit more real-
istic than MicroProse :

useless, aly
rash'mhz': ability to make
u ' passes. There's
also a minor prot

A You've won a corner kick, and there’s plenty of options for how to take it.

in a wall when a free kick is
near the penalty area.

The computer
automatically switches
control to your player nearest
the ball, and tackles are
achieved by running at a
player or doing a sliding
tackle. The latter can lead to
a foul, which occasionally

results in a free kick and a
yellow card. A second foul by
the same player can see him
being sent offl

Besides a simple friendly
match, you can choose to
play in the league, cup and
World Cup. The latter
includes all 24 teams in the
‘90 championship, organized

¥ The radar scanner isn't that much use, but scrolling is fast and

gameplay fun.

E

Kick Off

g

Sadly, C64 Kick Off 2 does tave its fair share of
flaws. For a start the radar scanner is far too small to
be use. As off-screen
enough to get to the ball quickly (mostly they run

away from itl) you often have no players on-screen
for long periods. The scrolling pitch also sometimes fails to
keep up with the ball which moves in an unpredictable manner
— as if it were on elastic. On the good side, the pace of the
game is impressive — almost as fast as the Amiga version —
while the same instinctive player controls have been utilised for
maximum playability. In addition, most of the
options have been retained, albeit via multiload. So how does it
compare with other C64 footy sims? Well despite its flaws I'd go
as saying it's the best since the classic MicroProse
. Not quite brilliant but an undoubted improvement on

players aren't intelligent

major Amiga

LZIAP! SEPTEMBER 1990

in the correct six groups.
Obviously, you can save your
performances. Any or all of
the countries featured in the
three championships can be
selected to be human
controlled. In the disk
version you can select which
people play out of your full
squad, and make
substitutions. It also features
action replays which can be
saved to disk.

Once you've chosen
whether you want to play in
one of the championship, the
main game is loaded in. Then
there are options to vary the
time in a half (3-20 mins),
choose from four pitch types
and vary your team's
formation (before the match
and at half-time). You can

‘also select team mode, where

both players are on the same
side with one unfortunate
controlling the goalie!

&3 tima par half ar
play. Disk version features

SOUND

Limited kicking and whistling Fx

HOOKABILITY 77%

Vary easy 1o get into with instinctive
player controls
LASTABILITY 78%

while champiol oplions mean
hera's plent nge

OVERALL
T T

A im [ worthwhile
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BOY THERESES 1

From the designers of the outstanding Laser Squad
comes a game that will bring powerful wizards,
potions, treasure and hoardes of mythical creatures to
your computer screen in this exciting strategy game Marketed by
for up to 4 players. .

“The game is a real challenge and promises hours '
of enjoyment” -CRASH Business

“A whopper of a game."” Your Sinclair — YS MegaGame.

PUBLISHED BY BLADE SOFTWARELTD.
Marketed and distributed by The Software Business Limited, Brooklands, New Road, St lves, Cambridgeshire PE17 4BG. Tel: 0480 496497
Available: Amiga £24 95, Atari S1. £19.95, PC £24 95, C64/Amstrad/Spectrum Cassette £9.95, Disk £14.95.
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' t had to happen. One last insult provoked the Geek past snapping
point and Norman got a fatal blow to the head from his chemistry
set. Replacing Norman we have the Think Tank, a new section which
includes not only adventure games and tips, but also strategy and RPG
games — in short anything else too brainy for the ZZAP! lads. Nik Wild,
late of TGM and Inter-Action, provides in-depth reviews of most of the
games with Robin Hogg providing strategic help.

BLOODWYCH =8

Mirrorsoft, C64a4 Mirrorsoft seem fo be attempting the ! '.I‘*",'I \ )
£ _ OC cauasseifte, impossible by cramming all these ?Ioodm T Y e
£14.99 disk into a C64... without the aid of a shoehorn. e

You're one of the Bloodwych and as such
The Amiga version of must explore Treihadwyl, recruit more Szazz

ﬁ' Bloodwych and subsequent champions as you go and gather weapons e

data disk were very well mdiiadxhuidynur quest. Using the

received — see the definitive review in joystick to select icons, your main task
Issue 62. The two-player opfion, intricate lupuﬂ from staying alive] is to collect
:pd;:nd combat I;mﬂli’ul'lmﬁwu . crystals from Lo-ur hﬂ::‘l‘l, Iud:: H:;nﬁ:r a :

raphics, spooky F e areo a itth tower and use them to bani evi T
Eid credit to the 16-bit mclctll'llgmu :Iyuw Zendick to the realm of chaos. Not a very LAD‘ ENT[IRE

/MDINg

Do you play computer adventures?
Have you ever been faced with a

seemingly impossible situation?

WE CAN HELP

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

be pleased to answer

your queries. Open
noon till midnight.

We offer help with any
games or any computer

- 50 if you are tearing

your hair out ring this

number now!

0898 338 933

T M E P 11 Mo V0] Brend, Wb, Baier RIS LY
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inspiring plot but it doesn’t matter. What
we have is a 16-bit brilliantly
:H:r:ndml down to fit an 8-bit n‘:chim.
one- or two-player ophion, far too

many spells to wave o wand ot and o
massive area all make for an
enthralling role play game. The only real
difference from the 16-bit version, apart
from less detailed graphics and sound
lobviws!y], is the combat system which is o
- ml: e md Irﬂmwh;;mlm
complaining, | a p | can get.

An nc:.iﬁm conversion of a hri"iurg
ﬂgl:lj, just remember: don't get lost or

I s

THOU aRT
nNoyd R<abD¥y
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THY QSUEST

¢
w
)

KING'S

Sierra On-Line,
Amiga (1 Mb
only) £34.99

ﬁ Edword, King of Daveniry, s
ing and, having no heir to
gﬂ:ﬁronu, chuusgs his

Fuvmm}w - '"i;kn' t Sir Grdmmhln ru? Whmwwfhy
nally snuffs it. To prove himse
of the throne Graham is set the fask of
finding and returning three great treasures
to the ki . This he does and ruler he
becomes (King’s Quest 1). Quickly bored
with being king, Graham looks in his magic
mirror t:r}r ruler should have one) and
sees 0 uﬁfulgirlheldcw in @ tower
by a jealous crone. He decides she is the
m&r?hunﬁﬂuﬁ%m hunm
so (King's tin, marry a
;Mﬁtu?s. Life i.'-l‘tl::'i':!| url:.iil a H':r:‘:ar“d
ragon attacks the kingdom a
their hter, Rosella, is coptured... and
rescued (King's Quest Il}. The scene is now
set for King’s Quest IV...
Graham is dying (here we go again]

and only a ic Fruit from the
swamplands of Tamir can save him. Rosella
discovers this thrngh the magic mirror
(what would they do without it?) and is
transported to Tamir by Genesta the fairy
to not only get the fruit but also retrieve the
fairy’s magic talisman before she
(altogether now] dies.

L T e e
all — u i oo
I:nuch’::u'hmrrnnulm from home with no
idea of where to go.

The fisherman’s hut is good place fo start,
asking fions ides a cou clues.
The to the east of the beach area is full
of interesting and wonderful things such as
unicorns, dwarves, ogres, magic woods,
frogs that change into princes when kissed,
haunted houses and the sironghold of
Lolotte — she's got the talisman.

To the west of the beach is the sea in

which you can swim, although you fire
easily and may fall foul of the many

rs roaming the waters. Keep
swimming west and you'll reach the island
where Genesta lives (or dies, depending on
your actions). You'll also come face to
mouth with a whale that seems to think
Rosellas are good to eat.

You can actually wonder around Tamir
for quite some time not having a clue as fo
what to do. If you're not in the right place
at the right time you may miss an event
vital to your progress: the unicorn only

pops up occasionally, Pan dances about all
shop and s ould;munnlzvisilﬂu
once you'll never get to see Cupid, let
alone nickﬁ:urrnws. E:visiling locafions is
hardly painful however, as they’re mosty
atiractive to look ot and there’s usually
plenty going on within them.

over the

1/

The Perals




King's Quest IV is a most enjoyable
adventure. Graphics are colourful and well
and animation, although slow in
Flucvs, is neat and offen humorous. Sound
X are good but | wish Sierra would do
something about their music, it's dreadful.
Obstacles are many and varied, from
brain teasers such as what o do with the
three hags in the skull cave fo manual
dexterity tests like climbing stairs or
negohiating whale fongues.
UnFoﬂunnlnl}r | found the game fairly

easy to complete, a factor that, for me,

red lue for But it
kg ey it ibu b

Sierra On-Line,

omi E30 99

Forsooth an’ verily! Tis yet
ﬁ me concerning the
d-umgs noble Arthur, King
Of The Britons. Yet this tfime s an ammulnd
3-D adventure from across the seas an’ it
doth detail Arthur's quest for that most
alluring of prizes, the hnllJu :q!l But hnlg |
must away now and said game, for
it hath loadetheth...

Drawing upon the essence of the
Arthurian legends spiced with a sprinkling
of other ies, authos Christy Marx
hﬂ!l:raﬂhﬂushrytimhsucha lleng
entertaining mixture of history and mﬁ'l
fact and imaginafion...

rb says. Let's m shall we?

Three of your Kn ights Of The Round Table

sludoﬂinmdwfhaﬁrm some days
ogo — Sirs Gawaine, Galahad and
Launcelot — since which fime nothing has
been heard of them. As far as Launcelot is
concerned this rncr be a blessing in

ise ‘cause he's gmn-g Guinevere, r
, er,... more altention than he
gn friend he is! (A knight of passion?] —

Lmlgn {7 Mk

Deciding that you must now join the

------p-p:-

glmt for the grail before ]ruur kmgdﬂm

lis on dark hrnas
mhmg Camelot m' bngm thmg: ;.rw

the journey.
Information, a lodestone, your
udvenh.anng gear (including shield and
Y , money and A:cl rﬁn ohrm your wife
ura all im nt. on't r
b!.lm would not befit c?t: .
Homyuu leave Camelot mzluﬂu“ of
ree knights it's a good
mnga urGu:I:s — plural, as yw re
given a chmca in the chapel, it's wise to
praise them.

mm& ﬁ”wﬁw:ILls of leni a map
is dis choose your
destination — decided uﬁ the S
information th‘-ramd from talking to pe?hplu
In your cas ou can on rnuylu ree
Iu-c];‘lmns — Ot Moor, Sou zam
Ghihnhury Tor — which is dlmppmnhng

ially as murl]r more locations are
hlighlad on the map. | headed for
bl.lr]r Tor — I'I'Il |u:i known
whereabouts of Gawaine — and
adventure,

The parser is u to Sierra’s usual
slunduggundﬁu;’ Fmﬂl

shoricuts for dlm-umi phrmu such as
Open Purse, Ask About and Look at. Pull-
down menus for adjusting game speed,
saving and restoring games and certain
commands are easy and quick fo use,

In fact | was having a great fime
wandering urnund Ihe forest on my horse.
Then came the : one location away
from Gawaine wm lenged by the
Black Knight, dark guardian of the forest,
to a joust. | occ his challenge — being
king | had to — and entered the most

frustrating, unintereshi
|mp|emartgh; Sierra * urr::gmm Ive

ever had to endure. Some of the sequences
in the Manhunfer series (also by Sierra) are
fairly dire but this one takes the cake. The
main screen section shows the position of
your lance and shield, the jousting hedge
und the black knight Ff‘kll:m’hﬂ way slowly
towards you, lance erect. The idea is to use
eight{l) keys to move your shield and lance

-wEEEESw




AMIGA SPECIALS

Frdzese.......cconniemuninsinns 2,99
Spendball ..................... 3.99
Pacmanie ... 399
Running Man .................. 398
Alterbumer ..............oc.c.. 3.99
Brian Cloughs Faotball ......3.99
Time & Magik cass/disc .....3.99
Blasterolds .................... 1.8
Triwial Pursuits................ 6.99
Trivial Pursuits New

o o P AR 4.89
Dark Caglie ............c00nnee 2.80

Presidand is Missing .........
Hunt for Red Detober......... 4.99

o R e 3.59
Galdregons Domain ............ 4.99
Lager Squad ...................4.99
MBLBEH . ... ciriirins 2.00
Annals of Rome ............... 3.89
DedaVubiss ... 4.99
Bored of the Rings............ 3.99

COMMODORE SPECIAL IJFFEHS

Head Coach...........ccccce. 2.99
Presidenl .....cocooiies: 2.99
Altered Beast Digc............ 6.99
Question of Sport Diss ....... 4.99
3 Stooges Disc ................. 4.59
Pacland Disk .................. 4,909
Apache Strike Disc .. e
Ghosts n Gobling l:lm:__......-t.ﬂ
L.A Crackdown Disc . 4,00
Tracker Disc ....... ?
Road Warrior Disc
Impael..............

Havy Moves, "
Jailbreak .. -.2.99
Malchday 2. 200
Superman Man of E‘MI 299
Jack The Mipper... ..2.'!9
PRER M .. i rivinninn 2,99
Posiman Pt 2................. 2.99
W.C. Leaderboard ............2.99
Double Dragan I .............. 4,59
Weird Dreams.................. 4.99
Mr Heli .. et
| R e 2.0
Powerdrift Dise ................ 6.99
Ghostbusiers Il Disc........... 6,99
Super Waonder Boy Disc ...... 6.99
Pacmania Dist................. 3.99
Plundered Hearts Disc........7.99
Ghostbosters l................4.09
Powendrift ...................... 4,99

R 4.99 Centrefold Squares .....7.88 | Their Fimesl Houar 26.99
Menace..................4.99 Powerdrift................ 7.99 | F20 Rataliator AT
Ballistix.................... 4.99 Altered Beast ............ 7.99 | o berhall ... 1499
Deluxe Paint l............9.99 namile Dux ........... 8.99 | vanhoe .. : 16.99
Foothall Iunngur + illenium 2.2 ........... 8.99 | Damocles.................... 15.!: Fh'ﬂr Manager............... :gg

11,99  LaserSquad ............. _ Leisure Suit La I N T
Tie & agik :r.ﬂ Tank Aack...7.99 | st wase- - TES8  Eacnd o Sinpes i 218
Rocket Ranger........... B BN 13.99 A a8 Kick ON 2 World Cup. " :
Dragan Slnlr:‘ts' 498 Gunshi 139 i e Eﬂ‘fﬂ o e
W Lealan nr]' Cro S0ECeT ............ ; Operation Thunderboll.._.... 16.99 alonals Bequest ............ 27.89
Shufflepuck Cate.......4.99 Carrier Command .....12.99 n.m“."“é‘r‘.&..é&"'? ......... 699 Haros Guet (1 Mos) . 265
ey 4 uzﬂﬂ R Came From Toe ™" 7 Polles ot 2
:r:na | nilnnql'll:: Football .6.99 Paris D;hrl Hally ereers8.99 Bieactersicen: : g
erceplor. ........ 9.99 Spyvs Spy ....4.,98
Fish . L Slil'f vs Spy 2 .. 409 SUPREME CHALLENGE COMPUTER HITS Il
Trivial Pursuit Il!l{ ' S'!u ............. 4.99 puwrﬂ:m!-g s s
?Bi'ﬂl'nlﬂ in . "x ....:.g T ash nst Kit .. ::: é:‘:l;:l:rlillwrlﬂ HJ:E;ESI:-:dM
rivial Fursuts .......... ' easure Island Dlm iir;ll'allr :t.r:.fr: Golden Path, Joe Illlaml
Kristal... e B HANANO ..............0.L 4.99 s
;:";‘.‘:.’:r%:::mj:': ESSLT,:‘;E??{T.‘_T._“_‘E’?LE TRIAD 3 WORLD CUP 90
...................... i taoges ................9. :
Batman The Movie.....9.99 Rolor..................... 9.99 SWEREE HANNY, D P e R
Galdregons Domain ....6.99 Paperboy........... 7.99 SR Moo Nosey e L
Ea:mﬂf: .................. g;g ﬁun;m:nt:n...............;.E
on el ard Drivin...............0.
Socongs Dot 588 g en-----333 | [PREMIER COLLECTION 2 | STAR WARS TRILOGY
J 199 Toshin.................... ; : ONLY £9.99
u:?;':r.“m"m. b 10 ﬁr'.",::“n..m ,,,,,,,,,,, .00 | | Merorn. Lt usadn, | S War, Enpie Stk g,
Blasteroids . ...2.99  MrHell . ..n.us :
%I:ﬂrrndd :IS #% Tower Of Eihcl ...5.99
on o pm't e Ghosthusters Il .. .8.99
Passing shot .. ...4.99 Dizzy Dice...............3.99 mﬂlﬂ: l&ﬂ?ﬁg
Hunter Killer............. 4.99 Manic Miner.............7.99 Mtarburnes Barbarian ||, Running Man, Licente
Daily Double Racing....9.99 Inlestation.._............. 9.99 Doublke Deagan, Operation To Kill, Return OF Jedi
rhmu; Paintil......... 1;% Beasi And T-Shir...... 12,991 | Waolt, Batman The Caped Crusader :
nterphass................
T s e

fron Lord..........coviennn. 16.99
BOmbEr .....ominaniniiiins 19.89
Super Cars (Gremlin)....16.99
Pro Teonis Tour .........., 16.99
Maniac Mansion.......... 17.99
European

Challenge (TDZ) ........... B.99
Dungeon Master (1 meg)....16.99

Dungeon Master Editor... 7.99
Battlschess

Steve Davis Snooker ...... 9.99
Kings Ouest Triple Pack .24.89
Faleoa............. ...19.89
Flight Simulator 26.99
Lombard RAC Rally ...... 15.99
Scenery Disk 7.9 0r 11 ..13.99
War in Middle Earth......13.99
RODOCRR ...cccvvivorrinrans 16.99
Wateroa.................... 9.09
Batileinch.................. 16.99
Wayne Gretrky's
..................... 14,99
Deluxs Paint 3 ............ 54.99
Deluxe Scrabble.......... 13,98
Dragon’s Lair (1 meg) ...26.99
Bard’s Tale ll.............. 16.99
Farrarl Formula........... 16.99
Grand Prix Circull ........16.99
T T | s 16.99
1ak McKraken............. 16.99
Forgotien Worlds......... 13.99
Test Drivé Il ............... 16.99

Shoot ‘em up Const Kil ,.19.99
Balamce of Power 1990..19.89
I.Jones The Adventure ..16.99
T I R 8.99

COMMODORE 64 TOP 20 MOVERS

10,88 Dperation Thunderholt ...u.II L1068
10.88 lhluln-hll-ﬁ ..6.80...10.89
10,89 Turrican...._................ 000, 10.80
10.98 N-Oul,.. RS (T
1088 F16 Gu-i-ﬂ Pdlll: . 1088 13.99
S Vondeits_.. .. B8, 1000
1088 Din Hard ml: Dﬂl! M. 1289
on 99,1008 Shadow Wariory 2 I'I'I R
B o940 Klaz . R—
Castie Mazinr 58 000  Ferar Formula 1, 690 1000
SOCCER SPECTACULAR SUPREME CHALLENGE
Only £4.99 Disc £11.69 Only £4.99 Disc £10.09
Peter Beardsley's Soco, EME, Ace, Santine
Foothall Manages, Soccer Supreme il
vandbal Maradona. Word Champian g, Tatr
HEROES i
Only £11.99 Disc 14,99 e
Aunning Man, Bazbarian |1, Star Lo o8 Iml:chhﬂb.

Wars, Liscence to Kil i i
WORLD CUP 90 TH!LAHUSDJ:HE HITS
COMPILATION o b g
Only £7.99 Disz £11 08 Hunder's Mioon, OQue-dex.

ik 0, Trackswt Manager. Gary Lineais Hawheye, Armalyie
Hnl shat [edta, Sarmian
30 RED HOT HITS only £5.99
Gosiivsiers, |-Badl, F, A Cup. Park Paliol, Agent X, Theusl, Kine, Harvey Headhanger
L A& Gwal, War Cirs, Wngp Master Tarzas, Raspuin, Nnia Haroies, e & Lisa, Draid 0
Ficochel Magretron, Tolyr, Morties, Explosing Fisi, Samuts Warne, Dun (e
Mystery of We ik, Formula 1, Meg Apocatypse. Brian Jack's Supedsssa Chaalenge. Trag
Tau Gy, Fraghimgre

COMMODORE CLASSICS

10088 . 108

B8R0

B 0.8

B9 108

1088 .13

e 1188

LA0Ee 1388

Lo B8 10,08

ooBEE. 10,59

BB 1088

N TS LN

L0910

- B9 10,00

L6910

I TN A

oo IR 1A BH

[ W, 7.6

809, . 108

8.09,....90.8

10.09.....13.9

10.89.....12.9

1098139

68 .10

LK ]

K K]

8.8

N (]

... 689

iM.. .. 698

k... 12,08

< MR..... 1208

B8 10

R R

Bacew ... CEB LT
| Jomas Lasi Crusade ... 680 10.9
wll-lmf W....f1280. . %%
- Hm“ﬁz i iIu.il.l'.... :; =
Winja Warriors . 6.99 139

Falcan Mission Disc ..... 13,09
Populous... . 16.99
Popilous Promised Land .7.99
Super Cras (TD N Disc) ...0.99
Calitarnia Challenge

(TO B DBE)iieennnsns 8.99
Muscle Cars (TD II Dise)..8.99
F16 Combat Pilot 6.99
Futurs Wars ... 16.99
Hound OF Shlluw 6.99
Kick off Xtra Time..........6.99
SMCHY.. s Ill a9
Austerlitz .................. 16.98
DiralkEn.........cooimimmnnns 14.98
Keel The Thiel .. ...16.99
Bards Tale |................. 7.00
Marbie Madness ........... 7.9
North and South............ 9.99
Oilimperium ................ 7.99
Pipemania................. 14.89
C/Ship Boxing Manager .12.89
Bridge Player 2150....... 19.99
Lozt Dutchmans Mines ..14.99
Kid Bloves.................. 16.99
Fire Brigads (1 mag) ....19.99
Fiendish Freddy .......... 16.99
Red Lightning ............ 19.99
Twin World ................ 16.99
Stunt Car Racer. . ...16.99
Drum Studio ................ 4.99
Capl. Blood ................. 4.99
Sidewinder 2 ... ...4.99
Jumping Jackson......... 13.89
Sherman M4 .............. 16.98
Resolution 109 ........... 16.99
Chess Champion 2175...18.99 )
1, B B s 12.99

PHM 5 R Y]

$im City .. I Y]

Rk ............, M. 1M
mmug

Construciion Kil 1085, 1168

Tiemses o Loww., L8 1099

M!’wnl‘inlr .28 ... 60

Tak Mckrakss e M. 1808

Hrﬂn 19.69....12.88

4.9 .. .. 6.9

.. 0.8

- ]

T ]

688, 10,89

L4088, 10,88

688,089

L6588, . 10,09

BE8.....1.H

A1

4.1

Slael 6991098

im. 100

L] MR, 120

Ml:m 194 12

6541088

Untzucha o B 7000

Ly T

Space Mg ... WA 1099

Serve & Volley Disc .. WA 0599

Romemel Disc............ K. 13,59

Pussia Disg.............. ... 10,58

§am City ... T R

TV Sports Foobhadl

L O | v N

Worlds ... 6.9 1099

Em e 200 509

Panzar Babies Diss. .. WA ... 1108

Shinobl ................ 488 1090

Myviz Bantons Typing . WA ... 20.00
Fum Sehosls

BEE B ... 6. 08

ORDER FORM KN E @8

-Please sup;::l;,‘r me with the follnwmg for

41 SOUTH STREET, LEIGHTON BUZZARD, BEDS, LU7 8NT TEL: 0525 377974

[T - ————— T S — T S o i o St B

%7, SN A e
BB

”..PﬂstCode,,,.....—,.—..‘.‘.‘.‘.‘
ks

L Y S R R R R

FAX: 0525 852278

Please make cheques
& PO payable to

Turbosoft
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ZZAP SEPTEMBER 90

1

i

| | Orders under £5 please

| | add 50p per item. Over
| £5 p&p FREE in UK.

i | Elsewhere please add

1 £1.50 per item.

i IN.B. Please state clearly

1| mode of computer &

1| also cassette or disc

} when ordering




than most Sierra adventures (ie | didn’t
finish it in a day!), but it features the usual
altractive graphics, Iy
animation, poor music, realistic FX and
i pdates. A
by the

Ithough the jousti so-qunm:e[lml
Etenﬁmﬁ:jlﬁmgd:gre?} is a , once
. - :

s behind you Conques Of F;mdo:ﬁrens

interesting read also, full of fascinating

focts about the legends of King Arthur.
Gosh! A whole Sierra On-Line review

and | haven’t mentioned the high price tag!

you pop out and buy Police Quest 1, play it
to its finish then, ::5 only then, come back
to r.lig‘st this review... have you done that?
Ok, let's conhinue.
Death stalks the streets of L in the
form of Jessie Bains (aka Death

Angel). I-lom recently escaped capfivity
ha‘shq-ut fo duudl meat of the cop who
t im away...
P“Tuking the ml:ﬁnm“ Sonny Bonds
you need all your policing skills honed to
perfection you can bring Bains to
justice. ln'zour race against fime fo put him
away — this time for good — you have to
master weapon, disarm aﬂuﬂw
dwicusm search for cdlues on land and
under water. Working with forensic
experts, crime labs and outside police
ﬁwim you to discover, ]
hﬁmﬂ m sufficient mdmcﬂ;
put Bains in mmer.. ently!
Featuring Sierra’s ’cloubrrum;ruﬁnn
raphics’ and ‘advanced animation’ Police
t 2 is based on actual homicide cases
and the stories of retired police officer Jim
Walls. It also uses authentic homicide

‘altention to detai

; cra s o avbani
::H:E:H realism are qx:'}zbﬁ ? ”

. et B it
*samihmiesv’ :Er mrl first proH&mim or:: :FW
|. Turning the engine off,

checking out the box and
ram-llzenng' hﬁﬂnk from the
mmhmk ﬁ;nmdii:ch insignificant action iuc:u |
in totally unnecessary fo inc in
an adventure and incredibly tedious to
have to physically input. Once out of the
car | suggest you make a save so you don't
have fo go through this dull routine EVER

.

Having locked the car (people nick
mﬂhingmaﬂdﬂﬁ]ghmah:::lrﬂn
station and face the rials (pun intended) of

peoples offices and general i
way, | eventually ht?nﬂd mngE‘. "
trusting kind of guy aren’t I? Followi
another quick ex jon | found the locker
room. Discovering the combination to my
locker was no as I'd brought
everything from the glove box with me. As




my cuffs

| stra n on, gra
D ﬂmganh: | like @

and amme clip | ot las
real cop. - "

Weapons range next a spot of harget

ice. The blurb on me packagi
m ‘Fast and furious’, ma on lhenu
razor's edge’ and ‘Face the tension of split
second decisions’ but what with fiddling
about with ear , ammo clips,
pressing buttons to pesition and collE:I
ta , adjusting s si a
e a e e
lowering and aiming my gun | started
looking tor the hﬂng:munrg option!

The point of the weapons range is to
adjust your gun’s elevation and wind mﬂl:
to near perfect so that when facing frou
in the streefs one has some chance of
hitting what one aims at... but it all takes so
long! As an ‘arcade element’ it makes a

position) | went back to my desk to discover
a bit more about myself and get my badge.
It was at this juncture that my cmn
informed me of Bains's escape. is
moment on he kept nagging at me fo get o
e
inking | was being a |
for m;r‘Epdke curfl;glukn dfﬁ cruise the
streets. Before | could start the engine

(] i lled me back and
chewed my buit
Vernacular Inc.)
seems | have to access my computer a
search relevant files for more info before |
can hit the sireets... boring, | wanted fo get

out there and catch some crooks, Ah well,
now what's my ¢ access
gwdm&;d' pr;-ci:ndu

ice e =
provided in the accompanying booklet — is
required fo get . 1 just wish | could
have got into the action straight and
not had fo faff about in HQ. Maybe the
police procedures are a little foo real.

?

Electronic Arts
Amiga £24. .99

After releasing probably

the biggest selling sh'uhﬁy
game ever, namely the
atractive if simplistic Populous, EA have
now produced a more conventional
hwurgume. It puls yuw command of the
uman race just as it begins expanding out
of the solar :!ystmn, encountering four other
alien civilizations aiming for interstellar
domination. The battle is on military,
economic and diplomatic terms with you as
absolute dictator. But there are elections
every fifty years and the penalty for losing
is death!
Your first priority is to colonize neutral
lanets, using them to produce starship
for the coming s. You can also
use combat troops to invade enemy
planets, but as your empire grows you must
watch out for any revolts. Should rl:?
spread to Earth you'll lose your head,
literallyl This would be especially
unfortunate since as long as you keep
yourself intact, the drug Mostrum can
long your life — a la Spice in ‘Dune’ —
F:‘r:ns much as a thousand years. In foct,
once the initial planet-gaining period is
over the fight to gain and keep Nostrum
becomes critical. The battle with the alien
forces is a secondary concern to that of
living through to the next election.
Driven entirely by a smart, smooth
flowing icon system, Imperium is an
authentic looking piece. The mixing of the

classic Imperial look with future world
conflict — and a suitably modern control
system — creates a very believable game.
Building space ships is nicely done with
user-definable armour, engines, weight
and weapon levels allowing for a good
variety of ship classes. IV's a git}r space

com r limited

combat isn't as good, being
in

b=

Gunerulll though, there’s a wealth of
detail. With the colonisation of planets
comes disasters, unrest amongst the
populous and increasing demands to cure
overpopulation problems. Messages
accompany each event and the influx of
non-essential information can weigh ‘You
down — fortunately, a series of fla
markers allows you lermﬂmuugascs
gy dmm shallow level of
Despite a rather sirategy
when it comes to fleet combat and planet
conquest, Imperium retains a strong
challenge in firstly surviving beyond the
first 1 .yu:n (inding Nostrum is the first
essential task) and then taking on the
enemy empires. Unfortunately as your
empire Frm multiply, the game
gets a litle repetitive simply because the
g;::lrrs syﬁ:tm imr Iong;‘;inded.
ing o to a new planet can
take up to half a dozen window accesses in
order to enter the command. Imperium is
certainly very slickly presented, but this
masks the rather limited scope and
flexibility of the wargame. The first fifty

years can see you colonise planets, fight

with fleets and then you've exhaousted just
about all the game has to offer. After this
it's just a question of coping with the
increasing number of planets in your
empire and repeating the moves until
victory (at least four alien empires with
definable wealth, technology and size
makes for a preity long term challenge).
Nicely presented but nothing too
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COMMOOORE BY REPRIRS AN SPARES

TELEPHONE
) 257 229523 11T ORBRINGITINTO US FOR WHILE-YOU-WAIT REPAIRS - AROUND ONE HOUR

BN | 0457 869499 | |l . T ,a o

"Z_NEED YOUR COMPUTER REPAIRED FAsm:Iﬁ

s | FED UP OF WAITING wssxs FOR YOUR COMPUTER 53 mu”“
TO ARRIVE? s —_— REoaRy|

THEN WAIT NO LONGER-The VideoVault have been servicing C64
since 1982, we are the no. 1 Commaodore Service Centre servicing
1000's of macnlnes each weelk.

WE DON'T JUST REPAIR YOUR COMMODORE 64-we check loading,
sound, memory, colour, In fact fully overhaul your computer for
only £40.00-which includes all parts, labour , VAT and return
postage + packing - NO HIDDEN EXTRAS. Your Commodore 64
computer will be repaired to give you years of troublefree
enjoyment, (please note power supply units are not repairable
:;l:l!' &uum need to be replaced. These are available from us'at

OPEN FOR WHILE
yOU WAIT REPAIRS
MON - SAT 10

i we find the computer is
unrepairable due 1o tampering there
will be a nandling charge of £10.001

. ¥ THE VIDEOVAULT
S COMPUTER COMPANION

Units EDITION HOT OFF THE PRESS

VideoVault Ltd, Old Ki school, s | o
goVau ngsmoor $choo ‘ : . .
Railway Street, Hadfield, Cheshire SK14 BAA" okt sron iyt b o

Telephone: 0457 866555/867761/869499 Head Office & Credit l:ard orders, queries,  Justsend Iy tstciass Stamps for your free copy

Manchester 061-236 0376 while you Wait repairs & Spares Centre only.  aeerea o st door oy retum post
Copynght VideoVault Ltd No 092072 \WWE NOW HAVE FAX: (D) 457 868946

WHAT EXACTLY IS ‘PLAY BY MAIL"?

i FED_UP PLAYING WITH YOURSELF? ‘Play by Mail’ is a method of playing a whole variety
. of Computer Moderated Games through the post

= TH E N READ ON {although you may telephone, fax or DX your turns
aEE to us at no extra cost). You do not need to own a

o ' : computer to participate in P.B.M. as our central

" | Do you think you could conquer the world, are you a potential computer does all the work.

Captain Kirk or even Mastermind material? Now you can FIND Play by Mail' is a rapidly-growing hobby catering for

Send your computer now to-

S 5 all ages and interests. We have people from all walks
. | OUT! Enter the exciting world of Play by Mail, send NOW for a of life playing our games. Where else but Play by
- FREE Start-Up in any of our games. Mail' could you pit your wits against people at school/ |
i+ collegefuniversity, taxi drivers, company directors - l
. : } in short, all manner of people, Only "Play by Mail'
§ CRISIS! is a fast-paced wargame for twenty players set on Earth in the offers you the thrill of playing against all these
{| near future. You send your troops out to invade the countries of the world ~ People. many of whom live outside the U.k
- y ; : i The game format is very straightforward: |
| while your factories produce the income required to fund your o Roadl the risles for the gaime you have selected ,
§ campaigns, and your nuclear missiles obliterate vast tracts of enemy land! Wnrk;:uwnurarders. .'
* Complete a Turn Card. |
TURNS PROCESSED FORTNIGHTLY £1.50/turn B G e et
f - Your turn will be processed by our computers and
STAR CLUSTER is a game of interstellar conquest for fifteen players. Each ~ you v«rill[r;mlz:I ive a printout SNy the i et .
: . actions (3-10 pages depending on the game and the |
race seeks ultimate control of the cluster, but first they must explore and  ,06itis ). This process continues unti a player, of .
§ conquer it. Could you lead your race to stellar domination? group of players win the game.
| TURNS PROCESSED FORTNIGHTLY £1.50/turn Write or fphune now far further details including
information on all the games we run, {
: TRIVIA is a postal trivia league for one hundred players. You answer a TICK START-UP REQUIRED
j_ ] selectionof twenty "trivia’ questions and set two of your own for the other || =1 CRISIS| | -
;; playersto answer. Each league contains ten divisions of ten players, could J O sTARCLUSTER 7 |
| = . & " A |
| _§ you gain promotion to the top of the first division? ] TRIVIA
f 8 TURNS PROCESSED UPON RECEIPT £1.50/turn i I
. : B name - - adsupas| !
i ADDRESS ;
1Games by Mail [g= 'B A Ts
¥ 5 TOWN LANE, LITTLE NESTON, S. WIRRAL, L64 4DE i =t . i |
& TEL: 0513361412 FAX: 051-336 8156 For quality Play by Mail Games | | . ... o Eanamersaat |

5 Town Lane, Little Neston, 5. Wirral, LB4 4DE. {
e - . M S S D I S |




demanding. All in all, @ good game to
introduce pgnple to the wodg of strategy.

I B i Wl WA e e
78%
The manual isnt particularly well constructed
| and doesn’t reveal toe much about what
strategies ore possible, but the in-game icon
system is very easy fo use.

ST %
Planet conquest and ship combat can get very
repetitive in the long term. Although the first
century is tough, with Nostrum to find and four
empires to fi;ﬂi off, more was expected,

AU THENTICITY
7O%

Doesn't cover planet governing in too much
detail and space combat is restricted but the
imperial theme works well.

L= Vg =2 N
70%

One of the slickest looking strategy games
around, proving easy to get into but not
particularly demanding.

MicroProse
Amigas £24. .99

% MicroProse certainly take
their ime with conversions
and Red Storm must rank

alongside F-19 as one of the longest in
production. The game is, of course, based
on a novel by Tom Red October Clancy and
was underrated on the C64 (86%, Issue
43). The now dated plot concerns the
outbreak of WWIIL. The USSR has invaded
Iran, occupying the valuable oil fields, and
NATO is scrambling to respond. Global war
soon follows, wilﬂ full-scale conventional
combat across Europe, Iceland and the

‘l’ourc::; in all this is as the commander
of a nuclear attack submarine which is
ordered to engage Soviet naval forces
ranging from attack submarines [both
nuclear and diesel] to surface vessels
(cruisers, destroyers and even the latest
:ircruﬁ cmiriars} — 30 ship types in all (plus

rs).

In true MicroProse style a wide variety of
missions and skill levels allows for vast
levels of play. Single missions to destroy
sole or group targets can be
atte
complete torm Rising campaign itself.
Select the latter and ;ﬁ vitl':r?{lgi! losses
have a direct effect on the war as o whole
la somewhat unrealistic idea but it works
well enough given that it's concentrating on
one aspect nlg the novel).

Effective use of sonar is a priority if
ou’re to survive. The manual, like all

icroProse simulations, is a weighty,
informative tome and explains how sonar
works extremely well. These books are an
education in themselves and it's great fo see
it all working in practice: sonar contacts

m hg or you can participate in the
P Eed; parhicip !

Ludjhmndnulwhihimc ing a target and
odging incoming torpedoes racin
umuﬁd. Iiven = w;i‘ﬂf:lllﬂ::d 2 IooE
unimpressive, ere’s a
lot to think about all the fime, The flow of
information is constant and no conflict is
ever the same. On the higher levels the
enemy can get very, very smart with
multiple forces employing group tactics and
attack subs ufilizing their advantages to the
i}:l - ;:;l'rlrnass an AII: sub as it uses its
speed fo sin "

nar contacts can I:na?u:nuz;ed, and a
ship datobase can be acc for further
information as well as the tactical computer
if you're stuck. To the observer it can look
very dull. With the ‘achion’ taking place on
a screen of lines and dots it's not exactly

| display and its associated screens and it

E——

pushing the Amiga’s graphic or sonic
capabilities but it's very waﬁ thought out.
Overall, the game is a very tense
simulation of sub wartare, especially on

higher levels where it only takes one
torpedo to down you. A:IJ to this the
uncertainty of sonar conbacts, quw to a
very gome of hide and m
can really begin fo sweat with this realistic
simulation. I¥'s a re different game
to Silent Service with a lot more emphasis
on tactics and textbook manoeuvring. |
found it all highly compelling, totally
absorbing stuff (even if it's not particu

astounding to look af]. Highly
Ium — just like the C64 game, in

ct.

Once again the manual is a education in
the ways of submarine wartare. Get over the
initial confusion of interpreting the tactical

es very easy fo play.

CTEA LR ENIGHE
89%

ing fo submarine warfare only con seem
m;?ve for those of you wha'lze read the
book, but the combination of skill levels, four
time periods, nine types of mission (random
situation every ﬁme]cﬂgs the Red Storm
| Campaign ensures considerable challenge.

87%

Obviously there’s been some simplification to
avoid weighing the player down with non-
essential information 'fship navigation is
particularly simple] but the basic techniques of
sonar wave onalysis, sprint and drift, sub hunt
| tactics and general command of a submarine
are very well replicated.

OWVERMALL
0%

Storm is basically @ sim with tactics, but the
wealth of authentic detail and options ensure
virtually anyone with an interest in subs will
love it.




200 el o) meeope

STARACE

Designs)

in @an age where space travel is
commonplace, a method of

mmvbamm wuiarnymmu

tunnel of space and time

independence nouldﬂl:cmataduf
harnessi power

inallatars, Once the el 1

‘| open and stable, small

can travel through it,
exceading the speed of light.

INS'I'RUCI'IONS'

ZZAP! MEGATAPE

After a time egotistical pilots

started racing through the

tunnels breaking speed records:
from such aﬂnp:a bn'ghnlnu_':;rﬂ"m
sport of ‘Staracing’ began.
tunnels became tracks and the

STARACE league was drawn up.,

STARTING THE GAME

After loading, the player is
presented with the MENU
console. A joystick plugged into
the rear port will control the

cursor, which appears as a hand.

The MENU console is controlled
by a series of buttons, activated
by moving the cursor finger over
the relevant button and pressing
fire on the joystick:

VOLUME SLIDER

Holding fire down on the slider
gives joystick control of the
volume: left is quieter and right is
louder.

MUSIC BUTTON
Pressing this will switch between

'sound FX and the music which
plays while the game is running.

PLAY BUTTON

This transfers control o a
STARACE ship waiting on the
starting grid.

TRACK BUTTON

This button displays a side
elevation of the

selectad track. Pressing track

button again rotates the view of
the track.

HISCORE BUTTON

The button laballed "HI' displays
the ten fastest times and the
names of the pilots that flew
them. Each track has its own
Hiscore table. The Hiscores can
be saved by pointing at the SAVE
leon.

DATA BUTTON

Pressing the 'DATA' button
displays information about the
track and its current settings. The
settings may be

pointing at them with the cursor;

‘pressing fire will then change

them. However, if you change the
default settings of a track, you

will not ba entered on the Hiscore

table.

The difficulty setting changes
the speed of mwm spacecraft
you are racing while the
control Sétting gives computer
aided playing:

Demonstration Mode Demo
mode of the , fire on the
joystick exits back to the MENU
screan.

Manual Complete control of the |
craft,

Computer If the craft

leaves the tunnel for a length of
time, control is taken from the
player as the computer puts the
craft back into the centre of the
tunnel.

Computer Assisted in this
mode the computer tums the
craft to centre it in the tunnel,
Computer Alignment is also
enabled.

SCREEN ARROWS

While using the track, Hiscore or
Data MENU screans, two arrow
heads are displayed on the top
right of the screen. Selecting
either one with the cursar will
change which track number you
have currently selected to
display, and to race.

PLAYING THE GAME

After pressing the play button on
the MENU console, your craft is
placed on the starting grid. Press
fire on the joystick to begin the
countdown.

The object of the game is to
finish the race in the fastest
possible time. Leaving the tunnel
slows you down, so to get the
fastest time you must try to stay
inside the twnnel and constantly
accelerate.

Around the outside of some of
the tunnel bends are spherical
bollards, Collision with a bollard
will instantly eripple the craft,
indicated by the screen cracking
and a loss of control. After a few
seconds, the craft Is repaired and
placed in the centre of the tunnel.

There are other craft racing
through the tunnel which also
must be avoided as colliding with
one results in your ship going out
of control. After a short time the
craft is placed in the centre of the
tunnel, but the other craft do not
stop 80 a few may have
overiaken you.

CONTROLS

The craft is controlled in a similar
way to an airplane: pulling left or
right on the joystick atalars the
craft horizontally, pushing forward
tip the craft downwards and
pulling back tips the craft

if you
will be unable to accelerate and
will slow down.

ZZAP! SEPTEMBER 1990 0 27 I
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CONSOLE READOUTS

1. This bar graph displays
position in race by the height of
the line, and distance along
tunnel by the number of lines.
This results in a display which

shows your performance over the
whole length of the track.

2. Digital distance from the end
of the track,

3. Digital position in race.

4, Bar chart of speed.

5. Best time for current track.

6. Digital readout of speed.

7. This display shows where the
centre of the tunnel is in relation
10 your craft.

B. Time elapsed since stan of
race.

ENTERING HISCORE

it you qualify for the Hiscore table
you are invited to enter a five
latter name. if you've already
entered your name, just press
return to enter it again.

HINTS AND TIPS

Leam to fly on the straighter
tracks at first,

The craft tumns faster at siower
speeds.

The Starace program is the
copyright of Denton Designs
Copying, hiring, lending, or public

ik e,

 performance is prohibited.

DICKY’S
DIAMONDS
(Atlantis
Gold)

INSTRUCTIONS

Dicky The Owl has had his hoard
of diamonds stolen by Stephen
The Spider. Stephen is keeping
his haul hidden, but likes to look
at the glint of diamonds, so he
keeps one at the centre of his

R 28 B ZZAP! SEPTEMBER 1990

web, This is the only time that
Dicky can retrieve a diamond, but
first he must weaken Stephen's
web. He does this by walking
across every strand, turning them
black. The last strand that Dicky
weakens must be a central
strand of the web, so that Dicky
reaches the centre as Stephen
leaves it. if Dicky manages to do
this, the web explodes and he
picks up the diamond as it falls
before flying off. Stephen will
then bring another diamond from
his hidden haul, and leave it in
the middie of a new web, this
time trying harder to protect it. If
the last strand Dicky weakens is
not a central strand, the web will

Ll B8R N N F |

explode but Dicky, Stephen and
the diamond will fall to the
ground. If and when Dicky gets to
the eighth web, Stephen's friend
Cecil comes out to help him (but
only if you selected 'Second
Spider' before the start of the
game).

If you selected unlimited flights
before starting the game, and
there is no white web in front of
Dicky, he can fly along the black
web and can do this as many
times as he likes. If you did not
select unlimited flights, then the
number of flights that Dicky can
make depends on the web that
he is on (Web 1 has 13 flights,
Web 2 has 12). If Dicky runs out
of flights, and is surrounded by
black web, Stephen will come
and poison him. In this mode, if
Dicky rescues the diamond,
bonus points are awarded for the
number of flights unused
muitiplied by the number of
points on the signpost. The
signpost is on the bottom right of
the screen,

Stephen can normally walk
only on the white web, if thera is
no white web in front of him, then
he will respin more white web
until he reaches another white
strand. If this happens then
double the points shown on the
signpost will be deducted from
your score. If your score falls to
T you will lose a life.

If Dicky for a while,
Stephen will think he is trapped
and move towards him to poison
him. The length of time that Dicky
can stop for decreases with each
successive web. If Dicky ever
bumps into Stephen or Cecil,
they will fatally poison him. Cecil
can walk on white or black weh.

Points are scored for aach
strand that Dicky crosses. The
points depend on the web that
Dicky is on, and are shown on
the signpost, as follows: Web 1,
10 points; Web 2, 20 points; Web
J, 50 points; Web 4, 100 points;

Web 5, 200 points; Web 6, 500

points; Web 7 and above, 1000
points.

Controls: Joystick (in No 2 Port)
or keyboard

Options: F1 — to change speed.
F3 — unlimited flights (yes/no).
F5 — starling wab (1-7),

F7 — second spider (yes/no)
from eighth wab only

High scores can be saved to tape
and reloaded on a future game.

Hints for Beginners

A: Select unlimited flights.

B: Try to clear the web so that
you leave a triangle, the base of
which is one of the outer strands,
the tip being the centre of the
web. Clear the triangle starting at
the tip. Time Dicky's movements
S0.85 to enter the triangle as
Stephen starts along the base.
Chase after Stephen so that you
don't quite eateh him, but reach
the centre of the web as he
leaves it.

The Dicky's Diamonds program
is the copyright of Atlantis
Software Limited. Copying,
hiring, lending, or public
performancea is prohibited,

ZZAP! MEGATAPE 9 © 1990

WONKY MEGATAPE?!

If your amazing ZZAP| Megatape
proves to be faulty, have no fear,
Just bung it in a jifty bag and
send it to The Young

Doctors Episode 9, ZZAPI Tape
Clinic, Newsfield, The Case Mills,
Temeside, Ludiow, Shropshire
Y8 1JW. We'll look after it wall,
and send you a fully fit

replacement!

20 e meg
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And take a break on a murder
weekend!!
in the house before they do it! Still. proving their guilt isn't an

demonstrated in USs Gold's knock-'em-dead

Murder Only by thoroughly nierrogaling the many suspecis will you
find the necessary clues and potential murder motives

And after honing your detective dexterity, you may want to
onto the real thing.., well almost: vou could win a blot dy brilliant
for two, a murder wi at one of several luxury County
Pursut/ Trusthouse Forle hotels, As nvestigating the obligatory
murder you'll enjoy magific | murder ‘'em') and
exguisite entartammaent

Twenty runners-up will also get copies of
which machme you owr

All vou have to do s prove vour investigative
{ha followin 1 whodunnt

Most murderers aren't VENY lever |"||_"'_.- may plﬁ:"l the -_',Il:l'-,'

deed meticulously but they always make sure thera's a sleuth

edsy lask, as

progress
preak
Ao
well as
inlt mea 1:"- I'!'r_l|]

".:‘u_.'n',_']'l,- I i) L.Ir ase state

expernse by solving

. ACQUITTEL

..r'ur' =t

=

R

at the foot of the basemient stairs.

parently visited the wine cellar for
tage champagne — he still had the empty
bottle in his death. though, was not caused by sclerosis
of the liv yﬂ'\e ornamental bread knife (taken from the
kitchen§\ urderer) stuck in his chest,

On quéstioning, the four house occupants (who all stood to'inherit

from Uele Rich) revealed the folliowing. Note that two of them are
telling the truth, two are lying — including the murderer.

Uncle Rich's body
The opulent alcoholic
another magnum of

SIR CUMSTANCE: | did it, I'm the murderer!

LADY BYRD: No you're not, you were in the bedroom with me
MASTER BAKER: | saw Miss Take take the bread knife

MISS TAKE: | went 1o the kitchen

Put the name of the murderer on the back | postcard/sealed
envelope (along with your age and which machine you own) and send
it to | KNOW WHODUNNIT COMF. Stalag ZZAP!, Newsfield, The
Case Mills, Temeside, Ludliow, Shropshire SY8 1JW Tln. murder must
be solved before Scotland Yard get here on Seplember 28

MNB. If under 16, the winner must be accompanied on the m
weekend by an adull

urdey
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SPRINT 128

W Full feature Centronics Printer
Interface

iat

W Connect your 64/126 to & range of
full size Centronics Parallel
Printers.

W Easy to use - supports Commodore
Graphics Bet.

V' Onboard Microprocessor Chip
Means No power programmes Lo
lomd.

NOW WITH "JIFFY DOS"!

OCEANIC 118N
DISK DRIVE
FOR 64/128

The Oceanic 118N is a_superb quality Disk Drive
specially designed for the Commodore 64/128.

¥ Works with most applications,
f Mo more to bay!

ONLY £29.99

memory & then replay it with
effects.

astounding
" Playback forwards /backwards sith
echo/reverb/ring modulation.
W Now with full sound editing module

uumr;inn.

to produce
W Full 8 bit D to A & ADC

'mmmmmm
interface. (l.e. Datel unlt for
£20.98, see ad ).

"l‘.hnnﬂnﬂl-mu includes real
time display of waveforma.

"‘ Line in/miec in /line out/feedback
controls.

" Powerfull sequencer with editing
features.

'M}mmﬂ-.ﬂpmﬂmphl
in memory at one time.

'Gu-plmmmflud'm

state].
ONLY £49.99

Just look at these features...
' Slimline design - very compact.
¥ External Power Pack so no

ONLY
£129.99

V' Now probably the best selling
replacement Disk Drive for the

iaic 64,128,
INCLUDING FREE o Y o et i e
E=cT==—= e T T W Ready to om0 more o by
e FREE COPY OF OCP T ———g——
ADVANCED | ARMAMCER ART STUDIQ fE=ss== —o

ART STUDIO

(WORTH £29.99) WHILE STOCKS LAST

[ COM DrUM |

DIGITAL DRUM SYSTEM

Y Now you can turn your digital sound
sampler into a digital drom system.

¥ & digital drum sounds in memory
at one time.

" Complete with 3 drum kits, Real
drum sounds - not synthesised,

f Create superb drum rhythms with
real & step time.

W Full editing. Menu driven. Load,/
Save facilities.

' Output to hi-fi or through TV

ONLY £9.99

STATE TAPE OR DISK

PARALLEL
PRINTER CABLE

T

RESET
CARTRIDGE

W Unstoppable reset button.
NOTE:- user port cheaper type
reset buttons offered by others are

SAVE WEAR & TEAR ON
YOUR EXPANSION PORT

" Will accept three cartridges on it's
PCB.

W Connects full size printers to the :ﬂ_:_“:'.'g_ﬂ_:':m W Switch in/out any slot.
parallel port of your C84/128, ble" Fully buffered.

v w&mphrmnﬂM-l W Add pokes from. magusines ste. : Reset button and an anboard
will drive printers from this port. W simply plugs in to cartridge port. safety fuse.

ONLY £12.99 cowriss  ONLY £5.99 ONLY £16.99

UNBEATABLE
MIDI PACKAGE!!

P

3

DATEL MIDI 64

INTERFACE rPLUS FREE
ADVANCED MUSIC MIDI
SYSTEM CABLES
ONLY £39.99

NO MORE TO BUY - THE
TOTAL MIDI CONNECTION

W The Advanced Music System is probably the best MIDlI/music package ever produced
for the 64/128 offering a huge range of musical composition features plus MIDI
compatibility - add the Datel MIDI Interface and you have the TOTAL MIDI SOLUTION!!

¥ EDITOR MODULE... WV SYNTHESISER MODULE... W LINKER MODULE...

Jjust like a word processor for music. probably the most powerfull allows large musical compositions

All the features you would expect. module. Creste sounds with full to be ereated from up to 26 files
' MIDI MODULE... wavelorm editing, realtime linked together - offering Tempo

this is the moduole which allows the sequencing ete. and Time Signdture adjustments.
MODULE... full potential of the Music System ¥V PRINTER MODULE... W HUGE RANGE OF FEATURES...
allows for entry of and your MIDI keyboard to be allows you to print out your music Advanced Music Sysiem has
music from the achieved. Using the Datel MIDI 64 to a range of printers including literally hundreds of commands
SWERTY keyboard. Interface amy MIDI instromeont Commodore and Epson com pat- and features - we have anly
Bequencer works lke (including Yamaha - see below) can ibles. Printout can be edited and outlined the main headings - this
digital recorder. be connected to your 64. can also include lyrics if required! is & truly professional package.

COM 5




THE ULTIMATE

GRAPHICS
PACKAGE...

3 E&{_}[}%E, > o

S
PRt 3
f"ﬂ“"

COMMODORE
1351 MOUSE

V¥ 1351 Mouse is a high resolution two button mouse featuring optical
counting, teflon guides, microswitches, rubber coated ball and high

quality interface.

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

unmatched...

W Create an image - shrink it, expand
it, move it, rotate it, copy it,
eolour it ete., ete.

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

W 16 pens, 8 sprays, 18 brusnes - s
flexible anyone can create superh
graphics easily.

W Full cut and paste facilities plus
excellent printer support.

ALSO GEOS
COMPATIBLE

W The 1351 Mouse has two selectable
modes - Mouse or Joystick mode
for maximum compatibility.

W Even works with the Best Selling
GEOS utilitics.

W Superb quality.

' Zoom In to add detail in fine mode.

W will program 2716, 27684, 27128 &
27288 chips, 12.5, 21 or 25 volts,

W Fits into user port for maximum

with cartridges/

Superom Board etc.

W We believe Eprommer 84 Is the
mast comprehensive, most friendly
& best value for money
available for the 84/128.

W 1deal companion for Superom
Board, Cartridge Development

OHLY £39.99
COMPLETE

'mmm
dain recorder.

' Pause control, counter, etc.

'!uihlhhr!-lflﬂ.

W Gend now for quick dellvery.

ONLY £24.99

SPECIAL
OFFER
PACK!

INCLUDES FREE MOUSE
MAT/HOLDER WORTH
£12.99

COMPLETE
WITH

TOTAL PACKAGE
INCLUDES 1351 MOUSE/
MOUSE MAT/HOLDER
AND OCP ADVANCED
ART STUDIO

W Pixel edit. font editor, Mip, inverst,
rotate, solld or textured fill and
professional manual make the

HMMM Studio Huply the

MOUSE MAT AND
MOUSE HOLDER

(WORTH £12.99)
WITH EACH PACKAGE

ONLY WHILE STOCKS LAST
ALL ORDERS NORMALLY DESPATCHED W

FIiN 48 HRG

HOW TO ORDER

BY PHONE

ENT X

0782 744707

BY POST
| P

U?EZ 744292

Bt el Send chequu,rmg made |UK ORDERS POST FREE
T t payable to EUROPE ADD £1

Card Line “Datel Electronics’ OVERSEAS ADD £3

PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS
AND SUBJECT TO CHANGE WITHOUT NOTICE

CALLERS WELCOME - Please reserve goods by telephone prior to wisit.

DATEL ELECTRONICS LTD.. FENTON INDUSTRIAL ESTATE
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND.

SALES ONLY TECHNICAL ONLY
0782 744707 0782 744324




Fax: 0268 590076

£1.00 per item.

Elsewhere please add £2.00 per item for airmail. These offersare available Mail Order only.

0268 590766

Please send cheque/PO/Access/Visa No. and expiry date to:
Tel orders:

Dept ZP09, Trybridge Ltd, 8 Buckwins Square, Burnt Mills,Basildon, Essex, 5513 1BJ.
Please state make and mode! of computer when ordering. P&P inc.UK on orders over £5.00. Less than £5 and Europe add

Titles marked * are not yet available and will be sent on day ofrelease.

PREMIER MAIL ORDER
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SOMEWHERE OVER THE
RAINBOW

Dear Lioyd
| have only been backing ZZAP! since issue 59 and I'm already positive
(yes, definitely positive) that it's the best mag in the galaxy (come to
think of it the Universe). You can't complain now can you LM? Now let's
get rid of all this boring old gossip and get down to business. I'm an
addicted C64 owner and just want to make a few points about Tailo's -
1. On the instructions list (under hints and tips) it reads. There's a
secret room on each Island but how to access it is confidentiall’ and I'm
baffled about it! Please could you tell me where they are, how to access
them, and what's so special about them.
2. After working my way through Insect and Combat Islands and
reaching that infuriating Vampire (the guardian on Monster Island) with
four credits and four lives | pathetically perish om the Vampire's
dominion. Yes | occasionally get flukey and destroy it but still lose a load
mmmhmmwmmmemnwmmng
many :
3. | have only reached Doh's Island three times and only managed to
confront him once, but have not been able to annihilate him. Which
muanmmttmmrmﬂmwnganymmgr
1)

%Mhmwﬁﬁ@wh&ﬂmhmmmu?ﬂmm

them.
5. Why does the orange diamond flash when collected?
6. Hera's whal | think of Rainbow Islands. ..

Not particularly good title screen. But the level presentation is good.
Graphics 97%
Extremely'good, clear, colourful, good bold beasties and detailed
goodies.

Sound 96%
Catchy main tune, smart background rhythm, and brill invincible and
high score table tune.

Hookability 74%
You might give up if you come to a stage you find impossible, but after a
' load of attempts you'll be back playing.

Lastability 95%
28 levels is enough to keep anyone eyed to the screen for a long timel
Overall
97%

A very playable addictive game. You won't be able to tell the difference
between the Coin-Op and the 84 version|

James Newman, Salisbury SP2 TTG.

PS. Why the 'Ibleep!’ did ZZAP! give Int. 3-D Tennis 91% on graphics?
A couple of triangular-headed stick men is not what | call good graphics!

1. On the Amiga, if you collect all the diamonds in the correct order a
door appears on the end-of-island monster screen. If you jump into it
you appear in a screen with a special feature to collect, ie permanent
double rainbows. On the C84 the feature simply appears on the
monster screen.

2. You really need double or triple rainbows (preferably parmanent, in
case you mess it up first time). Walk to the left, jump up two platforms
then keep firing as the vampire descends. If this doesn't kill him, fall to
the left and keep firing as he moves toward you. It is passible!

3. Phil has got to monster island, while Robin and the Scorelord have
got to robot istand. Stu's got onto the final island, but everyone's playing
the easier Amiga version currently.

4, Robin's in the middie of a tips feature on lIslands, so watch out!

5. Dunno!

As for Tennis, the smoothness of the animation, the very effective way
the graphics worked, the profusion of camera angles and the originality
all madte it worth the mark.

| WANT YOUR HEX

Dear Lioyd

| have been buying ZZAP! since Issue 53 and I'm impressed. You do a
great job, but now that CU has dropped the 64, you're the only decent
magazine for us 64 owners. This means that you have to do an even
better job. | have a few suggestions to make and a few questions to
ask.

1. The reviews are mostly good. | was especially impressed by the
Batman: The Movie review. But why aren't more reviews done like this?
Surely The Untouchables and maybe Op Thunderbolf could have been
done with a little more imagination?

2. A couple of other things the Batman review has over others —

{a) Loads of screenshots. Op Thunderbolt was terrible in this
department! One 64 screenshot and two Amiga? What's going on? This
game was one of the main contenders for the Christmas number one.
There should have been many more shots, The Batman review was
spread over four pages, so why not other Gold Medal winners?

(b} The Amiga review was separated from the 64. You should do this
with more Sizzlers and Gold Medals, because by deing this, any
additional comments about areas where the Amiga is better than the 64
can be made.

3. The Word is pretty good but could be better. Surely there's more
news floating around the computing world than you print. How about
combining the Word and the Previews? I'm sure it would make a much
better read.

4. Has the Megatape become a monthly thing? If so, great, but £1.95's

a bit steep isn't t? And if the games are going to be anything like
Dominion, it's not worth it.

5. I'm not the first to say ZZ it and | won't be the last. MORE ARCADES
PLEASE!! If CU can do it, why can't you?

6. The charts are a farce. They're almost exactly the same every month.
Why not give us the official charts?

7. By the way, what was the Christmas number one?

8.How about more interviews with programmers, like the Turbo Out Run
and Vendetta ones you've had recently? Alright, the Diary of a game
has retumed, but interviews and diaries are two different things.

8. Is A-Type any good on the 647 I've got Salamander and Armalyte
and think these are both really good, so how does it compare with
these? I've seen it on the Speccy and Amiga, and they're both good, so
if the Speccy’s good surely the 64 is|

10. What about Dragon Ninja? | was really impressed by the Amiga
version, so is the 64 any good?

11. How can you possibly give The Great Escape 90%7 It's a load if
rubbish! The graphics, although monochrome, are quite good and serve
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their purpose fairly well. But the play area is too small, it's too slow. too
difficult and very tedious. | don't think it deserved much more than 60%.
12. Now it's World Cup time again, how about doing a pull-out with all
the reviews of footy games you've ever done in. C&VG did it just
recently, although that was pretty vague and undetailed with hardly any
screenshots. I'm sure it would make loads of people very happy,
including myself.

13. If you don't do this, which is better, Emlyn Hughes international
Soccer or MicroProse Soccer?

15. | own an Expert Cartridge but can't work out how to enter pokes with
it. Would | be better off buying a normal reset cartridge? If so, can | buy
one from the Zzuperstore and how much would it cost?

16. Keep up the good work!

17 Does that deserve ‘Letter Of The Month' or what?

18. Byel

David Cousins, Bradford BD7 4BE.

1 & 2. Reviews crucially depend on

(i) how good the game is, (obviously the better it is the more space it
shouwld hava),

(i) The number of other games around — we try and get every C64
game in, as well as most Amiga stuff as well. If there's a lot of games
out then space is limited.

(iii) Game complexity: Batman has five subgames, most of which were
very different. Describing them took space, and screenshots.

(iv) Time. Batman arrived early enough for us to spend a lot of time on
the layout. But then, at the last minute, the Amiga game arrived so a
fourth page was added.

2b. Separating Amiga and C64 reviews is something which many
readers seem to like. We prefer combining them to save space, but we
don't honestly think the reviews suffer as a consequence, Comparing
and contrasting sheds light on both versions and the review team do try
and make clear the differences. (And don't presume the Amiga version
is usually betterf)
3. Hmmm. Hopetully the Word is getting more informative, although I'd
have appreciated it if you'd said precisely what news you do think
you're missing out on. As for combining it with Previews, I'm afraid if
that happened the Weilshman would soon turn it all into previews!
4. The Megatape is monthly from now on, it's what you — the readers
— asked for in the Zzaptionaire. But it's not cheap and I'm afraid £1.95
15 the price.
5. You're not the first and you're not alone. But there's also plenty of
people who don'’t want any coverage at all. Still, Hoggy always keeps a

DOUBLE DUTCH

Dear Lioyd R
First some greal complime PO LA A :
r'r'l-.ail'-..r qrea'r?I can't wait to buy and play the game. Altho
areat, it's not perfect: L K
?mﬁ:ﬁ:‘ :Iq::qt are often not good: Turrican, Batman, mghl:.l n'm"i:ﬁ?n
Mrnj;a Sp:rrt- underrated. You really like shcﬁt- Em_upbﬁ?ﬁ;: q?t?l-]..-er*,-
(she inl}? Ghouls was a v ood shoot- em-u| gh,
ishoot Robin!)? Ghouls was a very g Rame . .
E{;c!L:;tr-.rE. That's one thing | can’t say about T.:tn_e1 ..far tmj: E.JT;:,ED.:HH
i Turrican got 98% (didn't like it!); what if there is a game eve e
?i}uc:-;,,'.* And what if y.r_':au must rate a game which is E‘r‘l:‘f"lrb:ﬂﬂlﬂ{_ ette
bel‘tu:r‘%' 1ifj1'3-:="-.’ Nah, you can't do that! Explain tﬂris F‘_.:‘._hlia.ﬁ. S
3 Héré comes my real problem: on ISSues 61 ._n:_, L{:-JJ {rarna ol _w P:S
there is more to come) a tape was stuck on the cover, o hece
D :'E‘d t0... but because you had ‘export distribution probiem ol
igtgﬂ;ﬂ'abl;é ih Holland (and other foreign countries) Cheques sno

be made payable to...
Aargh! they've done it again,

all of you. Your Creature Feature was
ugh your mag is

| live in Holland, and | am a little boy
{15) who can't write any English money {pounds, that IE'.II..II[:_}!;?;.F;L
r'ncr'qatape __ after all | didn't like the games on il anyrwayk 31 . q;q
month after (Issue 62).... again a megatape! | Ehﬂlughll_ 0 _tz letsget
some pﬂund'& throw them into an envelope -.-.ulh a little no
‘i-dﬁﬂi..LE!l'Ei write a letter too, at the same time, to Rrap
are. my latter. (Long one, isn't it?) B E- h TR
d"if' rlnga-.f ifl Jun not be sent Megatapelf, | will go to l!:n(g:ec:?r:?[z?i 11'1 Lq. l.t

[, even i-:rmse. attempt to kill Thatcher (ugly, very ugly _ k# o mag.
f;'she anyway?) you havel). | do not mind if you would make th

: ) 7}y

| And here you
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keen eye on the coin-op scene and will be splurging that expenses
money as soon as something exciting and original begins happening.
6. The intention of the charts is for readers to vote for games they
actually like, rather than simply having bought. We re all aware of some
rubbish games which sell well simply because of the hype. The readers'
charts should prevent that — if enough readers vote.

7. According to Gallup the Xmas number one was Batman: The Movie
in the C64, Amiga and all formats charts.

8. Yep, thére's one this month with Visual FX,

8. Unfortunately not, it was a disappointing conversion with a few bugs
and not all that polished. C64 R-Type eamed 72% in Issue 47,

10. C64 Dragon Ninja never really measured up to the good looking
Amiga version and Robin isn't that keen on it. But it got 87% in, yes,
you guessed, Issue 47,

71. Robin’s printable response is that it's still one of his favourite games
with lots of realistic atmosphere. Although he's completed if, he siill
plays it now and then. A matter of opinion I'm afraid,

12 & 13. Hmm, it's under consideration with mixed opinions on the besi
C64 fooly game. Robin likes the superlative presentation and arcade
appeal of MicroProse while Phil prefers the more realistic Emilyn he
can foul in that one!),

14. Due to misuse by pirates Trilogic have discontinued the Expert
Cartridge and when | phoned they were unable to help on how to use it.
Their number is (0274) 691115 if you want fo give them a go. Robin is
printing some Expert pokes, which are in hexadecimal (base 16), and
there may be a way of switching the cartridge to decimal mode for other
pokes. Alternatively you could convert decimal pokes to base 16 and
see if they work; here's how to do it (courtesy of Phil — all complaints to
himt):

Divide the decimal number by 16 and take the whole part (before
the decimal point): this will be the first hex digit. If this is greater
than 9 it's represented by a letter from A to F (A=10, F=15). The
same applies to the second digit which equals the stulf after the
decimal point multiplied by 16.

Eg. For decimal number 125, dividing by 16 gives 7.8125, s0 7 is
the first digit of the hex number. The second digit = .8125*16=13=D.
So the hex number is 7D.

Erm, thanks Phil!
LM

with a tape on it £2 overseas (in Holland we a:eﬁalﬂl very richl)
On June 16th, Cagliari, England vs. Holland, 1-6!

1-0 G Lineker

1-1 Gullit
-2 Gullit

3 A Koeman

4\ Basten
5 E Koeman
-6 G Rutjes
(| wasn't able

1
1
1
1
? to get my hands on an orange, small enough to fitin the

Bye! (-ciao-) &
(Speccy mags always have tapes
they, while you can't?)

Greeets from
Joost Reijnen, Holland.

on the cover also in Holland, why can
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¢ L:n.:f round? Holland! Who didn’t even win a single maicn, ;
sel il ! I
;q.:;'rr'ns:l' Egypt? Holland!
" As for the games, everyone h " :
except maybe Batman, which was may
subject of the Queen and FM,

programme

ere stands by the marks you mentioned
be marginally overrated. On the
at least they're famous. We had t}ut;h X
r Pieter Opdam here for a few weeks E:r-.d hE-*iD:LdniiL rT?r:n
one person from Holland that's ever made a one sentence cap

world news!




 CLASSIFIED CLOSEDOWN

|mmmmm.mmmmﬂw
gmuplhalpn.miamlhadasalﬁaﬂmm.%n I'm glad to say it is, for
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it closing?! | have written before, with details of the Gg4
group | help run called i

local papers. The fact is, | can fully understand your position, albeit an
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ng for contacts, You see
ﬂdver!isamqnts like 'Fast contacts wanted. 100% return.’ People send
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destroyed by the m

classifieds, ‘crackers' :ﬂlﬁ( put their talents to more like writing
demos and their own g
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One thing, | have written to FAST aski for thej

offering them free adve o Tor theit support, and
Adam Whittle, West Walton PE14 7DJ

We re all sorry about the demise of bt piracy i :
pro 4o %ssmmmisaw

wl':yhxaﬂhﬂimﬂgﬁuhinr
seen this happening for a long time, and in a it
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Hopefully through the withdrawal of the

Anyway to round this lettm;nﬂ. please could you send me the list of

! around the worid when | say, i
lonmnitwillbewnﬂhﬂ. e g sl

rtising space in our magazine.

wish your user group continued success

READERS’ REVIEWS 1

Dear Lloyd, (

I have thought up a new feature for that amazing mag ZZAP! Why not
let the readers have their own couple of pages to give their own
opinions on games. But you're going to say but we have already Rrap,
so put letters about any other topic in Rrap and readers own game
reviews in the other bit! You could call it You Review or something. |
have done one for anexample;

SPACE ROGUE

I have just bought a disk drive (1541) and for my first disc game |

bought Space Rogue. When | loaded it up | was treated to an excellent

litle screen and an amazing intro. One thing about the loading is the

length of time it takes, about two minutes. the game has loaded |

looked at all the views and thought brill, and decided to use the

navigational screen; what a time to load in the main computers, but |

love the way the planets orbit the sun and revolve. Docking as you said

was easy and the space station graphics were good as well. | enjoyed

getting drunk and playing Hive as well as buying equipment, for my

ship. The filled vector graphics are very fast but | have yet to destroy

anything (not even a tanker!). The wormhole effect is very good and

very hard, but satisfying as you appear in another system.
Presentation is excellent with a good manual, storyline and cut-out

models (| only got two).

My marks would be:

Presentation 95%

Graphics 96%

Sound 60%

Hookability 90%

Lastability 97%

COwverall 96%

Thanks for reading and | hope you give my idea some consideration
and ZZAP! is cooll

‘Yours roguely

Ben 'bounty hunter' Rotundo, Cheltenham GL51 9QP.

Thanks for the review Ben, but | don't think there's a need for a
saparate section. When people feel particularly worked up about a
game they can always wrile into me.

LM

C64 BETTER VFM

Dear Lloyd

| used to have a C64, which | sold a couple of years back and | bought
an Amiga. | have since sold my Amiga and returned to the C64 and |'ve

never been happier with a computer. Now, don't get me wrong, the
Amiga is a pretty incredible machine, with arcade quality graphics and

some fantastic games and is the future of Commodore computing. | just
teel that some epic Amiga games with brilliant graphics cannot compare
playability-wise with games almost a third of the price on the 64. Let me

give you an example or two, The Kristal and Starglider Il even. | would
much rather have Emiyn Hughes Soccer or even Up 'n’ Down! This is
not sour grapes, as | have had an Amiga and experienced all of these
games,

Of course, in a perfect world, a game as brilliant as Populous would
be suitable for conversion for the 64, but | believe that us C64 owners

are more than adequately catered for with games like Myth. If you strip
away the fancy graphics and awesome sound from most Amiga games,

you are not left with much, if anything more than a fairly good C64
game. | am not saying that Myth is better than Fopulous, the two just
arent in the same league, but for the price of Populous you can have
two or maybe three original Sizzlers which in all might match it for
lastability. |, for one, would rather have 3 C64 games than one Amiga
game.

So, all you CB4 owners out there, don't feel gloomy when your
Amiga-owning friend shows you the arcade graphics from the latest

game: you are doing as well as, if not better than them. I'm not trying to

deny progress, I'm just saying that its a matter of taste,
Jonathan Refson, Liverpool L18 2EN.

Familiar points, Jonathan, but well made. I'd only disagree with you
over Starglider || which is superb if a bit easy, and Populous which had
me completely hooked for a couple of weeks but then became rather
repetitive.

LM

READERS’ REVIEWS 2

Dear Lioyd :

| am sorry to say that | have written to complain about a recent review of
System 3's Vendetta (February 1990). | think this game was totally over-
reviewed and over-hyped.
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Being a fan of such games as The Last Ninja 1 and 2, and Tusker
(also by System 3) | was very pleased to read your preview of Vendetta
and even more so by the review Phil said: ‘If you thought the Ninja
games were great, Vendetta will blow your mind.’ At this; | thought
brilliant and with it earning a Sizzler, | decided to send away for it from
the Zzuperstore.

After four months of waiting, | finally received Vendetta, loaded it up
immediately and marvelled at the opening sequence. During the five
minutes it took to load the first level (on tape), | knew this had to be an
excellent game... It all got off to a good start with me admiring the nice
graphics and sound, and after a good few hours blagting, | managed to
complete the first level. After another long load | got into the driving
segtion. | was initially disappointed by the rubbish enemy sprites, but

From this level on it was downhill. | completed the third section in a
short ime, and the next driving section. Then | completed the fifth level
in an even shorter time, another driving section, and for the very last
and very anticlimactic level, it took me a massive five minutes to
completa. I the last level, all | did was shoot four men and then found a
man lying oh the ground (from out of nowherel) Here | had to do
something really challenging. | picked up a handbag and guess what,
the whole game was completed!!!! Aaaaaarghllll After a massive four
months of waiting, | expected more than four hours play from a game
that cost me ten pounds. It wasn't the graphics or the sound that was to
fault, it was the lastability. | can't see that you could have given a rating
of 94% for lastability (unless you were totally and utterly crap at this
game).

| can't say anything more, but | am very ointed in you for giving
a game that was supposedly better than 2, a Sizzler. For the sake
of anyone out there wha is thinking of getting Vendetta, DON'TI!! | am
now giving you my review of Vendetta:

Presentation 86%
Excellent video intra, but a very long-winded multiload.
Graphics 89%
Good, but a little undetailed in Very good road effect, but rubbish
car sprites. The F40 car is very nice though.

Sound 81%
Some good sound FX, and good musie intro, and completion of game
tune,

Hookability 94%
Very high, especially if you like the Last Ninja 2.
Lastability 73%
Much too easy to complete, and because of the multiload, you are
unlikely to return to it

Overall
84°%

A good game, marred by a very easily set difficulty level, and the levels
were too shallow.

This probably won't get printed, and if it does, | will probably be insulted
but | don't care, as long as | have set the review right. But remember
Lioyd, you once told us to write in if we disagreed with games reviews,
so this is what | have done.

Darren McNaney, Northern Ireland.

PS. The megatapes are great. Keep it up (ooh-er).

LM: Insult a reader, do | ever do that? Well, maybe, but not unless the
lefter is fairly silly — which yours isn't. Over to Phil for a reply (and an
insult?):

PHIL: don't know about over-reviewing Viendetta, it was mere a case of
under-reviewing. Il an ideal world we'd have ages to review games and
no deadlines to meet. Sadly this wasn't the case with Vendetta which
System 3 brought down to Ludiow at the end of a schedule. As you say
the presentation is great, and we had great fun playing the game.
Unforfunately when we were given a finished version ta keep, we found
parsistent play over a few days soon resulted in it being eompleted.
Obviously the lastability rating was wrong, and it's always the most
difficult mark to do. We can't predict how long it will take to finish a
game, only whether or not there's sufficient variety and challenge to
keep you playing after the first few goes. I'm sorry you were
disappointed with if, but it's obviously proved popular with many readers
who've done numerous tips and maps for it. In retrospect we agree with
your review and thanks for sending it in. As for the insult, you're a
banana, how about that?
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found this section a lot more playable than Turbo Out Run or Powerdrift .-
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ZAP| is definitely THE mag to buy if you've got a 64 or Amiga.
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e Crow, Wales PO16 8HB.
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BUDGET

THE BUDGET BIT!

RAD RAMP RACER

Mastertronic Plus, £2

ancy araca? Il ride my

BMX and you can scool
along on your skateboard. What
do you mean that's an unfair
contest? It's what Rad Ramp
Racer's all about, anyway. The
screen is split horizontally with a
skateboarder at the top and BMX
rider below. Each must sarn as
many points as possible within the
time limit by doing jumps and
collecting tokens. Pressing fire
propels you forward through the
honzontally scrolling course. The
half pipes at each end of the
course allow you to make a quick
turn via some furious joystick
waggling. You can also move up
and down to avoid barrels and
flags — crashing wastes valuable
time. Parforming stunt jumps

(flipping back and forth in mid-air
by waggling the joystick) from
ramps eams loads of points.

You can ‘race' against the
computer, using either BMX or
skateboard, or go head-to-head
against another player in a three-
course cup. Either way, the
simplistic action soon gets
repetitive: there really isnt much
to do apart from avoiding
obstacles and jumping a few
ramps. Even the easy-to-use
course designer (to redesign all
three courses) can't save the day.
The game's most 'radical' concept
is that you sometimes get points
for crashing, while the bonus'
objects are apparently worthless!

OVERALL 33%
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THE VINDICATOR

The Hit Squad, £2.99 (Rerelease)

This original game was, for
some reason, subtitied
Green Beret Il by Ocean, But
rather than being an out-and-out
shoot-'em-up this epic comprises
three very different sections, the
second and third accessed by a

password.

The first section is The
Complax, a four-level maze
{linked by lifts) of corridors and
small rooms. Your aim here is to
find the bomb components to
blow The Complex apart. The
rather strange 3-D perspective
shows you running ‘out of the
screen’ as you go forwards. To go
the other way you must firstdo a
180-degree tumn. This can be.
dlsnnemaﬂng so the comp

15, pan |n~.rﬂlua

computer pass-cards which
they're carrying with

m for your rifle. On
: a computer you're

given an anagram to solve — the
correct answer is rewarded with
your position in relation to the
next bomb component.
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Section two is a vertically
scrolling shoot-'em-up with you
controlling a plane with which to
strafe and bomb the landscape.
Then it's into your jeep to go
through the landscape again (why
didn't you just parachute out?!),
shooting or avoiding enemy tanks

and helicopters. At the'end of this

quality? Not quite..

II:}'M'EFIMLL 59%
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with a massive baddie at its end.

TIME SCANNER

The Hit Squad, £2.99 (Rerelease)

his conversion of the rather

odd ‘video pinball” coin-op
wasn't reviewed in ZZAP! due 1o
its late arrival in the office (several
weeks after its release by
Activision) and its mediocrity.

The four double-screen (flicking
between top and bottom) pinball
tables are interlinked by ‘time
tunnels’, ie special holes which
the ball goes into. Unlike the
Amiga version, though, you can't
switch between tables at will —
the current table must first be
completed before multiloading in
the next. Tables are completed by
fming a special task, eg the

by flipping the ball

as using the flippers (one set for
each half of the table) you can 'tilt
the table to alter the path of the
ball. Time Scanner's simple
playability was okay on the Amiga
which at least featured decent ball
movement and easy switching
between tables, Sadly the C64
game is a very poor conversion
with two-tone, Spectrummy
graphics and appallingly slow,
jerky ball movement, Surely part
of the appeal of pinball is the
speed of play: Time Scanner
would hardly test the arcade
reactions of a (dead) tortoise. A
plw lts 50 unplayable as unlike
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KILLING MACHINE

Atlantis, £2.99

ed of three imrels each

The final level guardian is The
Great Brain itself. Getting that far
will require smart use of all the
add-on equipment floating

vhole is unhkaliy to provide that
much entertainment. The only
novel factor is that the order in
which the different aliens appear
is random, making it impossible to
learn a route through a level.

OVERALL 36%
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INDIANA JONES AND THE TEMPLE
OF DOOM

Kixx, £2.99 (Rerelease)

pid breaks in the rails and
lanes. Surviving this leads
the Temple of Doom
Miore Thuggee guards and
bridge must be faced as
s to recover one of the
stu-nes Once he has the
5 I-:rws the usual
Dlng right back
ips around
lrope bridge

The US Gold tie-in game is
based on a three-part Atar coin-
op. Load one is where the
children are held captive in tiny
cages. Indy uses his whip to open
their cages, stun Thuggee guards
and kill snakes. He must also be
quick on his feet, avoiding falling
from the platforms linked by
wooden ladders. There's
conveyor belts to add more fun,
but what Indy is really looking for
is the mine cart to take him to
load two.

This next sta e <
zooming down a diagonally
scrolling track, leaning lefi@

the ungrnal arcade game that
much — the gameplay is very

waak... [but] the worst thing of all
is that mora time is spent battling
the unwieldy loading system than
playing the actual game.” 41% _
was the overall mark and jLag8
doesn’t seem that upfair NOW
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At Microsnips, we stock over 3,600
different computers and accessories.

So whatever you're looking for, look no
further,

Even if all you're seeking is some

COMPUTERS

Commodore 64C Light Fantastic Pack £149.95
Also available Light Fantastic C64C Upgrade & Software

£39.95
AMIGA FLIGHT OF FANTASY PACK
Including ‘Extras’, Workbench 1-3, Manuals, Modulator,
Rainbow Islands, F29 Retaliator, Escape From The Planet of
the Robot Monsters, Deluxe Paint ||, Mouse Mat, 5 free disks,

I

Mouse Holder and Disk Box. £399.00
Commodore 64 World Cup Pack £159.95
MONITORS & LEADS

Philips 8833 Medium Res Colour/Stereo £249.00
(Inciuting Lead)

Commodore 1084 Colour Monitor £239.00
{Including Leads)

Philips Commodore Mono Manitor £79.95
CBM to Mono Monitor Lead £5.49
Amiga to Scart/21 Pin Euro Connector £13.95
Amiga to Ferguson Lead £8.95
C64/128 to Colour Monitor £3.99
TV/IComputer Aerial Switching Unit £2.95
Computer-TV Lead £1.99
Thingi De-Luxe Copy Holder £6.99
Philips TV Tuner for 8833 Monitor £69.95

DISK DRIVES & LEADS

CBM 1541 |l Disk Drive £129.95
Amiga A590 20mg Hard Disk £399.00
Cumana 1mg 32" DS Amiga Drive £89.95
Q-Tec 1mg Amiga 3'¢" DS Drive £79.95
34" Disk Cleaner 3'%" DS Drive £4.95
TDK 34" DSDD (World's Na 1) 10 for £14.50
TDK 5%" DSDD (World's No 1) 10 for £7.95
Lockable Disk Box (Holgs 40 3'2") £6.50
Lockable Disk Box (Holds 100 514" £7.50
100 — 54" Disks plus above Disk Box £39.95

RING 051-630 3013 TO ORDER

or for FREE CATALOGUE

Europe add £5. Non Europe add £10. We [Eurcpe): Full pnce shown wall normally cover BPAE FICHM] vy
Answerphone 6.00 p.m. - 9.00 a.m. reserve the right to charge camriage at cost, camiage and free tax. Non Europe add % o total I

expert free advice.

After all, how else do you think we have
become one of the most respected hardware
and software dealers in Britain?

DATA RECORDERS & ACCESSORIES

Load-It Datacorder C64/128 £39.95
Turbo-Corder for CB4/128 £29.95
C16 to C64 Tape Lead Converter £5.95
C15 Data Cassettes 10 for £5.90
PRINTERS & ACCESSORIES
Citizen 120D inc. Parallel I/FACE £149.95
NEC P2200 24 Pin £299.00
Panasonic KX-P1081 £179.95
Panasonic KX-P1124 24 Pin £299.00
Star LC10 Colour (State CBM/Parallel) £220.95
Star LC10 Mono (Parallel) £179.95
Star LC24M10 24 Pin £299.00
Amiga to Centronics Lead £7.99
C64 Printer Connector for CBM Printers £3.99
Box 2000 Fanfold Plain Paper 11" x 914" £15.95
1000 1 Across Labels £6.95
Citizen 120-D Ribbons 2 for £7.95
Panasonic 1081 Ribbons 2 for £7.95
Star LC10 Black Ribbons (Nylon) 2 for £7.95
Star LC10 Colour £7.95
Panasonic 1124 Ribbon £9.95
MISCELLANEOUS
Amiga Pro-Sound Designer (Complete) £79.95
Amiga Future Sound £89.95
Commuodore 64C Dust Cover £6.95
Amiga Dust Cover £7.95
Amiga Mouse £29.95
Mouse Holder £2.95
Amiga Replacement Power Supply £49.95
Micromate Commodore 64 PSU £24.95
Bowthorpe Anti Surge Plug £14.95

4-Way Apollo 810 RF/Anti Surge Trailing Socket £24.95

OVERSEAS CUSTOMERS NOTE
Postgiro International accepted. NOT

day J&ﬁ ||:E d!lpdl-h Uversegs customers

CHEQUE GUARANTEE NUMBER MUST BE WRITTEN ON THE BACK OF ALL CHEQUES TO AVOID DELAY

UK POSTAGE AND PACKING. Ivems wnder £ 50 |
add £2 Tterna under £ 100 add €5 ltems over £100 |

Plhll‘ ank Post h-:*q'ur Bocks oot tanibie add €10 far Group 4 Couner ensunng delivery the
: c =

Personal Callers Welcomed

NMoking Cochmology work [o¢ S0

37SEAVIEW ROAD, WALLASEY, MERSEYSIDE L454QN. 051-6303013 051-6305396 051-691 2008 FAX:051-6392714
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OFTWARE CITY

Unit 4, B.D.C, 21 Temple Street, Wolverhampton WV2 4AN Tel: 0902 25304
“ Call us on: 24 Hour Credit Card Hotline 0902 25304

MAIL ORDER ONLY
NEW BACK CATALOGUE

CBM 64 FULL PRICE
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WHO YOU GONNA CALL?
e ——

Nik Wild, our new Think Tanker, stops adventuring
just long enough to find his phone, connect it to a
passing modem and take a peek at the mysterious
world of the midnight-oil comms people.

If you are thinking of going
online, now is a good time to
do it as “while stocks last”
Micronet are giving away free
modems (plus cable) with their
starter pack. Also included is
one year's subscription to
Micronet and  Prestel,
communications software,
postage and packaging. That
means C64 owners can get
their grubbies on all this for just
£92, while for Amiga beavers
it’s only £138 — and no, I'm
not on commission!

But let’s hold our horses a
while. I know what you’'re
thinking: ‘What’s a modem?
What in tarnation is a comms
and who're Micronet and
Prestel when they're at
home?... I thought you'd never
ask.

Journey with me now to the
late 19705 when British
Telecom (or Buzby as they were
known then) set up a system
called Prestel: an information
network akin to Ceefax and
Oracle but accessed via the
phone network. Advantages in
using BT's system were capacity
— there are currently over
300,000 pages to check out —
and interactivity.

Space on Prestel was sold to
businesses wishing to enter the
world of electronic publishing,
and magazines were set up to
provide specialist info for
computer users,

Micronet was launched in
1983 and has steadily grown to
become the largest provider of
information on the Prestel
system. Basically Micronet is an
electronic magazine coverin
varied computer-relate
subjects. To experience it you
need a computer, a modem,

TR iFieen e

communications software and a
subscription (which also gives
you access to Prestel),

50 now you have a vague
idea of what Micronet and
Prestel are what about the
equipment? Well, a computer is
a machine made up of... ha!
Only joking! You all know what
a computer is... don’t you? The
modem (short — thankfully —
for modulator/demodulator) is
a clever little box that takes
signals from your computer,
converts them to ‘modem
language’, relays them across
the phone wire where they're
Er by a receiving modem
and translated into a"?ingu the
receiving computer under-
stands. This enables different
computers to talk to each other.
Your Amiga, for example, can
quite happily chat away to a PC
or you can merrily hurl abuse
at Atari ST users — not a good
idea actually, as abuse on
Micronet is a good way to jel
your subscription nullified...
someone’s always watching,
you know,

Communications software
(Micronet’s deal incorporates
Ruby-View or Ruby-Comm) is
the program that enables your
computer to talk to the em,
it also lets you print screens,
download software, scribble
messages to other users, doodle

raphics and customise screen
ﬁisplays.

The subscription is the
pittance you pay Micronet so
they'll let let you look at and
play with their wares.

Once you've stretched your
phone line so it reaches
somewhere near your computer
{or you've decided that
computing in the hall isn't so

80099914

a@alp for

Hhéi;éd.EFC C PCH (CP/H)

Commodorae Amiga
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bad) it’s time to let your fingers
do the walking. The modem
you get with your Micronet
deal is a manual one, which
means you have to do all the
dialling yourself, although you
can pget more advanced
machines (for around £100 and
up) that dial for you. You're
now ready to ring Micronet —
they give you a local number to
call so even at peak rates it's
only 7p a minute (plus VAT).
However, it's much more
sensible — and you've more
chance of staying friends with
your parents — to phdne off-
peak: 6pm-midnight and at
weekenﬁ. Midnight to 8am is
FREE!

When you get through, a
high pitched squealing in your
ear reminds you to press the
button on your modem marked
Online and put the phone
down. You should then get a
welcoming message and a
request to enter your password
and ID. From this point you
have access to all the services
Micronet and Prestel have to
offer including bulletin boards,
mailboxes, Inefv;rs, micro
magazines, Telesoftware (some
of which you can download
and keep), chatlines, galleries
and | of quizzes, some with
prizes.

Certain services may cost
more than the basic 7p a
minute but you're always
warned before you access
them. Also, should you have a
really good modem (ie not the
one provided by Micronet), you
can access other machine-
specific bulletin boards.

However, what most
interested me were Micronet’s
two multi-user games (MUGs),
one a middle-earthy type
adventure called ShaJes, 1‘:;-
other, Trash, concerning the
collection and disposal of
futuristic rubbish. In fact they
interested me so much |
thought I'd take a closer look...

just for you.
Shades

Set in a land of wizards,
caverns and magic woods,
Shades requires you to collect
treasure and drop it in the Mad
king’s room to gain points and
earn levels; wizard — or witch
— being the highest. Sounds
basic doesn't it? Well in fact it
is, although there are one or
two puzzles included for the
hﬂl’E(r player to attempt solving.

Game size is small, mapping
is illogical — something | hate!
— and location descriptions are
flowery. All this makes Shades
sound a very dull game... but it




isn't!

Its sa ce is it enables
plarer:vtlzuilftr:rad with each
other. Up to 120 ‘Shadists’ can
play at one time and, if you
don’t ﬁ;ma across h:

rticularly sn w
Nt (oI (0 aomedy ot Tn
their gang, you should have
hours (make that minutes if
‘[:ur mom’s reading this!) of

n rabbiting away to other
real-time players. Of course,
you can also try and kill people!

The parser is basic —
compared to the likes of
Ma‘Futic Scrolls games —
understanding mostly just
verb/noun i although
can get as complex as 'Hit
{person) with (object)’, ‘steal

shouting should be limited
though as too much of it
clutters up the screen. A useful
‘who” command informs you of
all other players currently in
the s0 you can seek out a
plrm person should you so
desire.

You can of course use
Micronet’s chatlines if talking
to other people is all you want
to do but in Shades you have
the added interest of going

with other players,
solving puzzles together and
having a gﬁ:ﬂ chin wag as you
1

Trash

It's a messy job but someone's
got to do it,

You climb the ranks of
Interstellar Refuse Collector by
picking up rubbish and
depositing it in the furnace,
soﬁring puzzles and earning
Hmium la

i to b4 to
indulge :tga:f one H:;Jl?l'r:uh
is better than Shades in respect
of size and things to do.
Locations are again flowery and
generally not amusing
(although they try to be) but
the option to play in ‘brief
mode’ cuts out lengthy
descriptions.

As with Shades the main
feature of the game is the
option to walk 'n’ talk with

although you don’t have to
include speech marks with
every sentence when talking to
other players. All in all, Trash is
a better game than its older
sister.

Both games feature dated
systems and scenarios, but
interaction between players can
be interesting, amusing,
educational or simply a good
laugh — and you never know
who you might meet! For me
these two MUGs make the
subscription (plus free modem
“while stocks last”) to Micronet
well worth the money.

There! I think I've just about
earned my 50% subs discount
(edit that last line out would
you Ed?).

:ubieﬂ] lﬁun{ ipel-mn:I ) ..?."d ‘tell Th:“h;ultiv;ru is 1:|I.rl:l of | other players. There are even

rson) (sentence)’. You can | rubbish! What's needed to ivate rooms available so you - :
ro sentences: a feature | clean it up is a team of E:n chat to people wlthzut For more !nfﬂrmatmn
TR R e N S
ear what you have to say, $ ry e parser is of a similar — it's a
whether they want to or not — | travel and the dangers therein. | standard to that in Shades, free call?
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RES L”-TS with Ken the Fish

I’M A POET AND | KNOWAT
COMPETITION

(Incentive/Domark, Issue 61)
‘On The Teme" by Ken Shelley-Fish

I wandered lonely as a fish, Water, water everywhere, | met another
lonely fish And then we made a pair. '

Ah, what poetry. And what a pleasura it is to present a fellow
wordsmith with his prize, a Sony CD Radio Cassette Recorder —

music to tha ears of...
Eric Mitchell, Holsworthy EX22 TAJ.
30 other rhyming runners-up recaive a Castle Master mobile:

S Dawson, Blackburn BB6 7NH; David Barnett, Reading RG3 5YL;
Sundeep Ray, Blackburn BB2 6DQ; Trevor Morgan, London E6
1BL; C Price, Bournemouth BH8 0AS; Margaret Dolan,
Manchester MB 6Q.J;B Gibbison, Gateshead NEB 4QE; Graham
Auty, Leeds LS6 4L.Z; D B Restal, RM& 3XD; Brian
O'Relly, Dunboyne Ireland; Duncan Aberdeen AB4 TXN;
Michael Maroussas, Woodbridge IP12 4DL; Martin Fenech,
London NW1 1ER; Daniel Besser, Milton Keynes MK2 2LW;
Stewart Camplon, Stevenage SG2 9RB; Steven Johnson,
Dunkunfield SK16 5JF; Philip Robinson, Seascale CA20 1JR;
John Moore, Warminsteer BA12 BJR: P D Mambro, Dankeith EH22
5LZ; Roy Steele, Liverpool L8 4UT; Steven Martin, London N13
50T; Rafe Abrook, Cowes PO31 7UA; James Burgess, Bristol
BS12 6AB; Dean Smith, Heath WD2 3RB; Julia .
Brighton BN7 6ND; Andrew Steele, Liverpool L8 4UT; mll
Wheeler, Aylesbury HP17 8RQ; D J Edmonds, Newquay TR7 3AN:
?En:url Sadler, Halesowen B63 4EA; Thomas Brettell, Dudiey DY1

NIPPY NINJA COMP
(Activision, Issue 62)

Ken Doe hers, to present a Sony Midi Hi-fi (appropriately from the land
of the rising Sony) 1o the most knowledgable nippy Ninig

J Moores, Coventry CV3 BEX.

hay, doesn’t he run a mail order catalogue?! Anyway, 30 runners-up
also receive a copy of the excellent Ninfa Spirit on C84 or Amiga...

Danny Chan, Retford DN22 7LN; Peter Lynch, Kells Ireland: Joel
Smith, Coventry CV5 6NO; Michael Bishop, Birmingham B44 8UJ:
Thomas Brettell, Dudley DY1 2ER; Kevin McGarrity, Edinburgh
EH10 7HD; Thomas Aldis, Cirencester GL7 1AT: N Mallett,
Northants NN9 5TU; Paul Cuison, Wilmslow SK9 6DL: Daniel
Judah, Dover CT17 0SG; Tristan Thom, W.Lothian EH54 7BZ: Paul
Cutting, Norwich NR9 3DG; Thomas O'Malley, Sheffield S12 3JB;
Robert Craig, St Helens WA11
0XU: Ben Smith, Norwich NR3 4EN; Henrik Malzen, Radekro
Denmark; Peter Bennett, Matiock DE4 2JP: Richard Turnbull, Liverpool
L36 3TQ; Darren Adams, Solihull BS0 3EA; Marc Hutchinson, Barrow-
on-Soar LE12 8MG; Neil Jones, Bridgnorth W16 4HP; Roland Corbet,
Walsall WS2 0DU; T King, Broadstairs CT10 2NF; lan Parnacott, Kent
BR4 OLR; Craig Lawton, Sheffield S3 9JX; N Hawkins, London NW10
0PX; Fahad Hamid, Gidington BDB 9HS: James Snowdon, Durham
E;‘E 2TX; T Bates, Coldstream TD12 4JP; Dominique Snoeckx,

gium.

ROBO-REVIEWER COMP

(US Gold, Issue 63)

| almost split.my gills laughing at all the entries for this ane, though
none of them were quite as daft as the real Phil. The funniest robo-
reviewer (plcked by Editorial Assistant and baked bean fan (1), Viv
Vickress) wins a neat Omnibot plus a copy of Rafox for its clever
designer.

Simon Keefe, Liverpool L18 1DT.

And 25 robo-runners-up get a copy of Rofox or a C64 (US Gold) game
of their.cholce...

Tom Werber, Wood Bridge IP13 6N.J; Simon Winstanley, Burnham
On Sea TAS 2PD; Jamie Caple, Derby DE2 7DF; Lee Candy,
Andover SP10 5DS; James Pang, Lancing BN25 BJP; John
Greenwood, Leeds LS16 7BX; Scott Gazzard, Leicester LE2 6RF;
lan Grzelak, Manchester M23 9EL; Chris Moyle, Yarm TS15 9EY:
Mark Lloyd, Lingfield RH7 6RJ; Alex Simpson, Northwood HAB
1AN; Sasha Payton, London Colney AL2 1JX; Mark Rouney,
Oldham OLS 7SN; Antony Butler, Bilston WV14 8BL; Simon
Wright, Tadworthy KT20 5QT; Michael So, Edinburgh EHT 5YQ;
Eddie George, Portchester PO16 8HB; David Penn; Bridgnorth
WV16 5DN; Scott Neil, Ayrshire KA3 4AP; Carl Carter, Stoke-on-
Trent ST6 5NH; Mark Turrell, Chichester PO19 4TN; David Cooper,
St Ives TR26 1EP; Craig Bolton, Sheffield S6 5FY; Howard
Goodall, Coine BBS8 BDU; Ricky Halliwell, Stafford ST20 0JP.
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DELUXE PAINT I

ESCAPE | ROBOT MONSTERS:

Hir's somuiiing comirelsy 3 Em
- echanca ficion slory wilh come
‘ol ayle graphioe. Our henses Jake
and Duka arp o0 the Manel X fesiy-

:

THE COUPON FOR FREE COLOUR BROCHURES!

The Commodors ASK0 Bmman Pack must

TAS

Flight of Fantasy ia the vary Iatast Amiga 500 pack from Commodars,
featuring BRAND NEW aofware releases, o maka this the most spac-
tacular ABOO pack svarl Tha pack fesiures the Amiga 500 computer
. ; - wilh mouse controlier and TV modulator, 55 weél as lour top softwene
ANy | = titles. Thesa include ihe following!

F29 RETALIATOR;

Tha uftrraie in Mg wrumEoe sith § choos
ol T i el and fosui Bamlle svionmaniy
wilhi dozens of Gfismeed eclical missions
Aarial combat, sirategis Bamtings, resnc:
v ground based baffes, ses(oing camen

ifs el ol Teaisres=s #ndless. Resl ime
cochpll displays, incl ‘irun radar’
snhance ira mehstc heal of this stusning
LG

p
PACK INCLUDES:
ASDD Computer & Mouse £396.99
AS20 TV Modulator . £24.58
Deluxe Paint 11 ... . E40.85
Escape/Aobol Monsters £19.59
Rainbow lslands . .. £24.85
F28 Retaligior ... _ £24.85

TOTAL RRAP: £544.82
Less Pack Saving: £14582

PACK PRICE: £389.00

£399.|

Raturn e coupon for further detadis

FREE OVERNIGHMT COURIER DELIVERY: On all hardware orders shipped in the UK.,
TECHNICAL SUPPORT HELPLINE: Team of Amiga technical axperis & your service,
PRICE MATCH: We normally match competitors on a '‘Same product - Sama price’” basis.
ESTABLISHED 12 YEARS: Proven track record in professional computer sales,

Erim TURMOVER (with 80 staff): Solid and reliable with maintained growth

____Upaceng Hour - N ... !
SIDCUP SHOP: 1-4 The Mews, Hatheriey Rd, Sidcu

Oedar Linas Opan: Mon-Fri B00em-8 on Saturasps

SHOWROOMS: Damonstration and training facilities a! our London & Sideup branches.
THE FULL STOCK RANGE: All of your Amiga requirements lrom one suppher,

PAYMENT: By cash, chaque and all major credit cards
CREDIT PAYMENT TEARMS: Silica are licensed credil brokers - return coupon for details.

Balons you decide whien 1o by youT new Amiga campuler, we suggest you thirk vary cansully about WHERE
o by M. Gongider what 8 will Be like 8 few mamba aftar buying yoer Amiga, whan you may requins soditignal
peipharals or softwids, o hslp &nd advte with your naw purchass And, will fha company you buy fram contact Addrass: . b . . B
¥Ou with dtails of new products? A1 Sdca Shap, #4 snsure 1hal yau will have nothng o warry about, Sdica have l
bean esinblished jor over 12 yeamm. and have an armusl turficvar of £13 miSon, With our untivaSad exparience

I Postoode: ... - g P

I MriMra/Ms: Initials w  Bumame

And axpertiss, we CAN Now Claim b Mmest Dur Cusiomens reguiemanis win an undarglanding which & sacond
to none. But don't |ust take cur word tor . Compinte and raturr

B coupor now ior our klest Fres lieTaiure and bagin (o8- A

peiiancs 1he “Gilica Shop Bervics' SII " A

RETURM THE COUPON NOW FOR ' SH P
| =i i =)

FREE BROCHURES

Which computer(s), if any, do you own'?
- S S . .

Opsening How lk:r:Sﬂ B Diarn-5 Mg Laln Night: Fricey until 7pen | | 1308
BUSINESS/EDUCATION:  1-4 Tne Mews, Hatherley Rd, Sidcup, Kent, DAI4 4DX Tel: 081-308 0888
D0psm Gl dufie-S0i (o500

ox )

BUSINESS/EDUCATION/GOVERNMENT: Volume discounts avallable lor large ordars. S SN IS S I D S B S S S —
ﬁ_ Sifica Systems Lid, Dept ZAPBA-0880-32, 1-4 The Mews, Hatheriey Rd, Sideup, Kenl, OAT4 4

FREE CATALOGUES: Will be mailed to you with offers and softwarslperipheral detaile. l PLEASE SEND INFORMATION ON THE AMIGA i

DETAILS OF THE AMIGA

SHOP

. Infowing & rainbom and you're

e o e e eees o | AS00 Computs & Mousa £30899 e ety
Commodore Amiga 500 compuier with 0 ulstor .. £24.99 mmmwﬂm

m mouse controlier and TV modulstor, pius | Batman The Movie . £24.95 mm
four top sofware 1tes. The softwans Mew Zegland Story . £24.95 ingand snd Finaly aninr Ihe

= cludes: "Batman The Movie’ - Rid Gotham | Inferceplor .. e E2ADE LTS, gt 14-; MddﬁmLuw
City ol the cunning joker, In Ocean's top | Deluxe Paint Il . .. E48.85 asnnrms — et —

h salling titke based nnmnh::nm_uw Baai- l“_—"'""— Fﬂﬁ FU HTHER
il S S | Lus Py g WD

o R A s e . RETURN IT TO SILICA
which sel tha standard lor athars o follow. 5399 NE

THE UK’s Nol AMIGA SPECIALISTS

MAIL DRDER: 1-4 The Mews, HaThMIE!' Rd. SIUI:u::;mHEm. DAt -1[11!( Tel: 3151-31]'! m
S ' L l B A 5 H l] P U F l: E R V U U mugur:l' iLIHﬂF'm"::M = '@lﬁ?ﬁ:nham'ﬁmﬁ:ﬂ%@ﬁaf WAF OB g‘%;ﬁ#ﬂ? 400
Hours Mor-St B am-E00pm Lain Hight: Theiruday uniil Spm Fan N 0M-3234TH

p. Keni, DA14 40X “Tel: D81-302 BAT

nx No DE1-308 0017

Fax No: Ot

ot AZ000 '
N N .

EMUE - Adverimed orces snd seecilcalipns Ty Chans - [SEnE remum (e conpan 07 T (et ircrmasos




JULY 14TH

What a day! We woke up this
afternoon and thought we
were in the Carihbean — it's
that hot. Then we realised we
had to stay indoors and type
up this flipping diary. Oh well,
we'd better get on with it...

WEDNESDAY
JUNE 13TH

John: Well quess what we did
today, that's right — we went
to Z2AP! HO (all our diaries
start with this). Pieter 'Venom
Wing' Opdam was there
(actually he's hean there for
about live weeks) still adding
the finishing touches to his
game (and having A LOT of
mastering problems —
shouldn’t have macde your copy
protection so good, eh Pieter?)

Steve: The guys at ZZ2AP! have
been viewing the latest
version of Creatures. This
happens 1o be the last level of
the game which starts off in a
graveyard setting and leads on

I as B F7AP! SEPT

to the castie and torture
chamber at the end of the
game (which was shown in the
last 155ue)

FRIDAY
15TH JUNE

John: Today [ started coding
the Shop, represented by a
witch's hut. The (pretty) witch
15 going to be speaking to
Clyde during his visit in the
shop, so ['ve had to write a
couple of small routines which
will print speech bubbles to
the screen and what she says
inside them

Accidentally found a very
pretty effect using overlaid
sprites yestarday. It all came
about from the arrowhead
used in the '‘Get Ready” attract
gsequence, and looks like
vertical ‘colour splits’. Anyway,
without giving too much away,
| reckon 1 could make good use
of it as a 'screen appearance’
gsystem, maybe for the High
SCOres screen.

Steve: The shop graphics are
really finished this time. 1
know I've said it before but the
final adjustments have been
made and it's all done.

The time has come to design
the second 'hilarious’ torture
screen. This will see one of
Clyde’s friends tied onto the
top of an "ACME jack’ which is
being worked by one of the
bad guys. Above the jack is a
swinging blade which will
surely slice the poor fuzzy-
wizzy in two. You're required
to save the fuzzy by stopping
the jack: I'm not going to give
too much away but it invalves

a rock, a seesaw and a cannon
ball

TUESDAY
19TH JUNE

John: Took a little time off from
doing the shop this moming as
[ had to add some restart
points to the second level. |
found a little bug in the game
yesterday which sometimes
caused an alien not to appear.
As this was a fairly major bug |
had to stop work on the shop
{again) and fix it.

Also found out about a series
of ‘monster movies' on
Channel 4. They run at about
11.00 pm each Friday and I'll
give you three guesses at the
title of the series... that's right
— The Creature Feature

Steve: I've spent a few days
working on the alien maps. All
the screenshots of the game s0
far have had demo aliens on
them which haven't actually
been mapped onto any
platforms or anything. This
means that there has never
been a demo of the game with
aliens walking, flying or
swimming around. So there's
never been any proper
gameplay before now.

In between doing the aliens
I've done the shop music
which has had much praise
from Andy Smith. It has the
bass 'n' drums we come to
expect from me with a real
nice wibble at start

FRIDAY
22ND JUNE

John: After working loads of
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hours on the shop the last
couple of days, I've hit a
problem — adding a purchased
weapon to Clyde's weapon list.
I've studied a print-out for the
last hour and modified my code
several thousand times but it
still doesn't work. By the end
of the afternoon I'm getting
very annoved and end up
throwing 'coosh-balls’ round
the room. If you don't know
what a coosh-ball is thén check
out the last instalment of the
diary. The piccy of us on the
bottom left of the first page has
me with some coosh-ball
earrings!

Steve: After getting the basic
design of the second torture
screen, with all the sprite and
colour splits worked out, the
next task is to reproduce the
drawings onto the C64. 1
started designing the
characters and have produced
a really colourful effect that
has the left hall of the screen
on light blue and the right half
on black. Most of the devices
on this screen are animated
through characters and
windows, such as the Acme
jack and the swinging blade.
These use up a lot of character
animations and therefore have
to be stored out of the current
on-screen charset (character
set) and stored over when
neaded.

TUESDAY
26TH JUNE

John: Spent yesterday morning
fixing ANOTHER bug Steve
found in my 'alien movement’
routine: any aliens moving
with a speed of a pixel every
other 50th (of a second) inan X
direction somehow screwed up
the other aliens. Don't ask me
how, I'm only a programmer
(just).

I spent this morning adding
an information option to the
list of icons in the shop. If you
select this the witch will give
you a handy playing tip for the
following torture screen. But,
as we only allowed four lines
of text in her speech bubble,
it's not a great deal of info. So 1
came up with the idea of being
ahle to buy additional info if
you want it. I also chucked in a
little routine which pulsed the
icon tablet every time you
purchase something.

Steve: The torture screen
chars are now finished, even
though sometime in the future
I'll prabably adjust and add
hits to them. So next on the
long list of 'things to do’ are
the sprites for this section,
starting with the creature that
works the Acme jack.

I've also been adding more
aliens to the scrolling section.
I'm just.completing the last
part of water on the first level,
with all the cute little fishes
and smiling puffer fish.

THURSDAY
28TH JUNE

John: Wednesday's post
contained a demo disk from
Andy Roberts. It also had some
of his bitmap screens on, with
our favourite apparently taking
the least time to copy — SOITY
— create! (Now where have 1
geen that Lamborghini before?)

This afternoon was another
‘stop work on what ever I'm
doing and fix a major bug’
afternoon. The problem? The
sprite 2 sprite detection
sitbroutine. This is used by my
UTHEM and BULTHEM
routines (you against aliens
and your bullets against aliens
respectively). The prohlem
with it is the detection over the
‘256 line’ (MSB). 1 still haven't
fixed that blasted thing — |
don't know what it is. (My poor
little eoosh-ball has taken one
heck of a hammering today,
especially after one of my
source disks crashed!)

Steve: I have now finished the
first level of aliens and am
about to start the second level,
which begins in water. This
then leads onto a long section
of forest, then to the end of
level and torture chamber. Your
journey through the forest will
naot be easy as you have Lo
tackle many fierce aliens (with
cute bug-eyes).

As John has been working
on the "'shop’ section of the
game, he requires some
graphics for the weapon
selection. So, as usual, | have
to stop what I'm doing and
ablige. The graphics he needs
are & few extra icons to go in
the list of weapon icons you
can buy; the extra ones are an
information icon and an exit
icon. While I'm trying to design
a good-looking info icon, I have
the idea of trying to do the
Tourist Information 'i°, that you
get on the signs and on the
maps.

MONDAY 2ND
JULY

John: At long last — I've lixed
my detection subroutine!!! So
what if it was only luck that |
fixed it in the end, at least it's
done.

Had to take an hour off from
Creatures to reply to some [an
mail we received late last
week. Mark Bishop (from
Dudley, which doesn't have
very good software stores)
sent a letter to ZZAP! to pass
onto us. He included a handful
of Burger King cards with the
winning panels scratched off,
giving us free Whoppers, {ries
and cokes. Rob H just had to
take one before passing them
onto us, didn’t he?! Mark also
liked the same music we do
(check out King Bee — Back By
Dope Demand, it's great (I just

luv the video)). Anyway,
thanks Mark for an
entertaining letter and of
course, the BK cards.

Steve: Hey man!| Done some
real wicked vibes today! —
well [ need a break from
mapping on aliens. Whenever
something gets a bit boring I
usually compose (copy?) some
musi¢, so our disk boxes are
overflowing with tunes, ditties
and drums,

Another brainwave, this
time in the form of a new
magic potion for another
weapon, This weapon will
have Clyde spitting flames, but
they will stream out further
than normal and go through
any platforms in the way.

There are maore sprites to be
added tu the waterfall level,
but I may be starting to run out
of ideas for aliens. This level
has got some good aliens like
the cute little birdies, the hig
bug-eyed slugs and the 'Old-
age Mutant Heroine Tortoises'
(just kidding about the last
one),

WEDNESDAY
4TH JULY

John: Spoke to Pieter Opdam
yesterday about a Creatures
demao for him and his mates,
They might be doing the 16-hit
conversions of Creatures for
Thalamus,

Fixed loadsabugs today
including some which have
been in the game for months:
the colour scroll glitch (the
colours for characters at the
bottom right of the screen
don't update fast enough) and
alien explosion colours (the
colours have a nasty habit of
going out of time with
animations, wiich doesn't look
too cool!). | also modified my
dreaded sprite 2 sprite collision
code to detect vertically
expanded sprites properly.

Steve: Finally ['ve [inished a
level of aliens. This level is the
third out of six (at the moment
anyway — bul it may change
again).

As soon as John gets his
finger out and saves off the
next alien map editor (level
four) I can continue with more
alien mapping but in the
meantime [ shall continue with
the sprite aliens on the first
and second levels,

Rob Ellis has recommencded
that we hear Jean Michel
Jarre's new album — Waiting
Far Cousteau, s0 on it goes as
we wark away, his music is
perfect [or working to, really
relaxing and mellow. Some of
the tunes are quite cute in a
way, and I may be inspired by
them (copyright — what's
that?) One of the hest tracks is
22 mins long — imagine that
for title music|

MONDAY 9TH
JULY

John: As Steve's mentioned
before, Clyde starts the fourth
level in water When [
uploaded the map and Clyde
appeared in the water, it
looked okay — until I pushed
up. Every pixel Clyde moved
up, his jump sound effect
played. I half expected
something like this was going
to happen as it's not the
conventional way of getting
under water (he usually has to
fall into it). A bit of messing
around with the code and ['ve
not only fixed the bug but ['ve
arranged the code’s structure
s0 | can incorporate different
movement routines for each
level

Steve: More work on level four,
adding two screens Lo the
water section at the start of
the level. After the water
section ends you have the long
section of forest to deal with.
John now has to upload the
new map before ] can continue
with more aliens, so it's back
Lo more level one and two
sprites (again). I've got a nice
goblin-type creature strutting
his furnky stuff and some neat
turning animations for him.

FRIDAY 13TH
JULY

John: Adjusted the in-game
colour splits today. Instead of
indiscriminately splitting all
colours, they now only split
colours which are different, On
the subject of colours, 1
decided to do something about
the lack of effective sprite
colours we can use. At the
moment we can normally only
use five or six, the sprite
multicolours being dark grey
and yellow. | managed to gat
an extra seven or eight 'good
looking' ones today (by mixing
two presant colours, eg grean
and pink to form a greeny-pink
colour... hmmm).

Steve: As you probahly know
already, the first level of the
game has a waterfall in it and
today saw me trying to
animate the diagonal cormer.
The problem here is [ have to
design the frames one by one
and can't see them animating
until John has uploaded them
and put them in the level,

The first attempt looked a bit
meassy but ance I had sorted
out this problem I did a segond
version which is much better,
The diagonal slope of water is
preceded by the horizontal
section that you swim in,
which has some pretty neat
animations for Clyde splashing
around and nice parallax
water, After the corner you
have the vertical drop into the
water below. We may put
sound effects in for the
waterfall which will get louder
as you get nearer and fade
away as you leave.
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POST FREE
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THE MOST POWERFUL, FRIENDLY AND FEATURE PACKED UTILITY
CARTRIDGE EVER CONCEIVED!

Load 202 block pragram in under 6 Easy lo Use disk file copier. Much faster than
coaconds - world's fasiest disk serial loader. On-board RAM and conventional methods. |deal for backing up data disks.
ROM achieves high loading speeds. Works with This feature will add Turbo Reload 1o the
15411571 'Cceanic/1581 e ' programs l|‘|¢|1 you save to tape - no user knowledge required.

Automatic infinite lives!! Format an entire disk in about 10 seconds
Very easy o use, works wilh many programs Mo user - no More messing about.
knowledge required Print out your frozen screen to printer -
E Full 64K Freezer Monitor - MPS 801, 803, Epson, Star, elc. - very versatile
examine ALL memory, including stack, 1'0 area and registers in For parallel printers, Star,
their Irozen state. ldeal for de-bugging ar just for fun! Epson, etc. Print out listings with graphic characters elc.
Freeze the acltion and view the sprites - (Cable required for parallel poft £12.99).

« watch the animation - customise your games - kill sprite

Mow you can edit the entire frozen
collisions

sereen with this text editor - change names on high scores, elc

Now you can make your old slow Great lun!! .
loading programs load lasler, Simply freeze the action and save Many single stroke commands for
lo lape ordisk lo reload, independently, at superifasl speed - no Load. Save. Dir. ete. Plus range of exira commands, i.e. Auto
mare waiting for programs lo load. Number, Old, Delete, Merge, Append, Linesave, elc

THE REVIEWERS SAID...

SLIDE SHOW - View your favourile screens in a slide show lype “I'm stunned, amazed and totally impressed. This Is easily the best

display

value for money cartridge. THE CARTRIDGE KINGI"

BLOW UP - Unigue utility allows you to take any parl of a picture & COMMODORE DISK USER
"hlow it up” to full screen size

SPRITE EDITOR - A complete sprite editor helps you to create or
adil sprites WAR Nlms 1933 CDFYHIGHT AGT WnRHIHG
MESSAGE MAKER - Any screen captured with Action Replay or Dital Electronics Lid., neither condo it
created with a graphics package can be turned into a scrolling

screen message with music

HOW TO GET voun ACTION. REPLE Y- f'h('- Vi
TELEPHONE (24 Hrs) - - CREDIT CARD ORDERS

WE WILL DESPATCH YOUR ORDER GANCELY & EFFICIENTLY Tﬂ € L;.I'nu mmm BEMEFITS DF JOUR PURCHASE WITHIN DAYS, NOT WEEKS

- ' _OFDERS NORMALLY DESPATCHED : tuﬁ*fﬁm.;mnEm MADE PAYABLE TO.

75 ATEl, BMECIRONICS LD,
2 ~GOVAN-ROAD _,_luﬂ@!TnlnL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND
' " # TECHNICAL/ICUSTOMER SERVICE 0782 744324

==
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4TH DIMENSION (Hewson)

Cyberdyne Warrior

35 G Cool” Matthaws, Casmpihily. hid
:"'-lli"\ Duke, Hermal Hempstead, Harts
& Daeryll Gould, Horsall, Surney

Head The Ball
13,660 Aok H, Stalag ZZaP|

42 800 Scot aldridge. Cheltenham, Glos
32,290 Alex Duke, Hemel Hempstoad, Herts

M:E!-ltlﬁ ‘IH"IPGEEIDUI}"NE

34,730 Stuast Wynnae, Home For Sick Eds

APB (Tengen/Domark)

'6.850 (Day 18) Len Loga, Warley, W Mids
E S0 (Day 18) John GO0 Canter, Webaryr
.1]’IJE'|'I" ity

|Armigal

03 458 iDay 209 lan "Stoal’ Permymaan, Phmoulh,

Devon

16540 ({Day 17 Bleven Packer, Chadmstard
E5su

505 (Day 127 Richard Fowler. Biggin Hill
Kt

EAHE&H:#H il (Falace)
1,006 G Macdonald, Glasgow
E- 75,000 1 nnar. Basildon, Essex

488, 790 (Complated] Siman Philps, Greentiald,

Beds

BATMAN: THE MOVIE (Dcean)

1.580.120 Karl Graan, Acklam, Clevaland
1,479,500 Paul Barry 'the cool dude’, Rochdale
1. 478.700 Marcos The Muke” Simpson
Moritwood, Middx

[Armigal
-

769 400 Chris (Megablasier), Riwijk, Holland
an I-"Enlr..lr an r'-‘l.;mnul"l Devin
Compised) Crisg and Jasan

|'-1 -3

BATTLE SQUADRON [Electranic Zoa) (Amiga)

2,645,645 lan 'Stoal’ Perryman, Plymouth
Deirwon

2,537,550 Jimsmy Gustalisson, Sweden
2,440 600 Luciter, Deal, Kent

BLOOD MONEY (Faygnosis)
137,650 S 'Ok BlEnsowi
127,450 Rob H, Sialag ZZAP

Hanbury, Dxan

il

81,180 lan Pasrgman, Plymouth, Deven
'--1‘:-' BED Chris (Magablaster], '1||°iwuk Hiolan:
340,000 (Complated — Again] G Hall
Haughlon-|g-Spmig, Tyre &g WWear

BUBBLE BOBBLE (Firsbird)

12312 “"z‘ samon Fhillips, Greenligld, Beds
. 0. mgs Coha 2N, LINRrpo
| 35-1.?'5.1 Lan Moglar FATERE

ca E--“-l. I:DW“"I
ANE 51 ompdeted] Chrs Campbell
[ :,|-|r\-:|r\-'|,1'|

Mad Man

\‘ wik' Agmian, Manchesier
] onald ‘Redical’ Pattit

I'm appalied. | don't know what it is ‘about some humans that they
can't admit how pathetically puny they are and instead resort to
cheating. It is my sad duty to inform all you honest high-scorers out
there that three such cheats have managed to infiltrate this page.
When | first saw those massive C84 Turbo Out Run scores | was
suspicious but | gave them the benefit of the doubt. But then | got a
call from Mark Kelly of Probe Software (who programmed the C64
version). He pointed out that the maximum possible score on the
Cé4 game is around 17,500,000. All the three top scores far exceeded
this. Now all | had to decide was what punishment the offenders
should get. Luckily for them | was in a very good mood — otherwise
they'd have been boiled in a bath of acid — and simply banished
their oversize scores and reinstated the previous legal ones. But
next time | might not be so lenient, so don't risk sticking that extra
zero on the end of your scores — you might just find out what it's
like to watch 200 consecutive episodes of Prisoner Cell Block H!

CASTLE MASTER {(lncentive Domark)
B.387 500 {Completad) Graham Cole, Tadley,
Hants

B.201 250 (Complatad) Key
Barrslay, 5 Yorks

Magister Bowlay,

CHASE Hl:‘.‘l [Ocean)

10,880 53 |,'|I|l|,| Michanal Efs' Macol,

Maran Tha Mifiin

v, Plymbudh, Devon
1| Casey Gallacher,

CRACKDOWN [US Gold)
01,350 Malthisa SNole® Allen, Wast Eweil

SUTTEY

E-MOTION (US Gald) {Armsg
Compleled (158 400) Sewp Packer, Chalrmsio
Egman

Completad (140
Mgt
Level A7

il

(127,850) Luciler, Deal, Kent
GHOULS 'N' GHOSTS (US Gold)

4,384 600 Mathan Rees, Cyncoad, Cardiff
4 mplitad) Semon Hudson

125100 |Complatad) Rab Paul, Easf Kilbrida,
Sootland

HARD DRIVIN' (Tengen Domark) (Amiga)
TO5T6 (Tima

1:37.88) Andriow Rowlay,

{ l:'-i Stu Ilnl,:ll:r-ll Biromiwood, Essis
A0, 280 | :"'J"l Aok H, Stalag ZXAP

IVANHOE
63,015 Shuar Wynna, Home For Bick Eds

JUMPING JACK SOM (infogrames) |Amigal

20750 Stove Packar, Chelmafard, Essex

KLAX (Tongen/ Domark) (Semiga)
1.060,225 Phil King

397,100 Stuar Wynne. Homs For S
B8 BOD Rob H, Stalag Z2aP!

ck Eds

MY¥TH (System 3)

70,457 Peter Hills, Gravesend, Kant
58,126 (Compheted| Graamea Tensad-up
Fairchild, Bréntwood, EsSix

53,000 (Comgpleted) Paul Grannes, Millfiek
Sunderiand

MIMJA SPIRIT [Activision)
248 400 Sman Tk’ Blenoowe, Barbory, Oxen
HINJA WARRIORS (Virgin)
204 880 (CompletadiMarcos ‘The Muke
Simgson, Mordttwood, Middx
203,540 (Complelad) Edwand Fistchar, Ashlon
uinger-Lyme, Manchespes

T.320 Luke Povey, Wandsworih, Londor

ih, Shilfeskl

{i} Aoh Sadier, Halasgowan, W

144 430 lan Parmyman, Plyrmouth, Dewon
OPERATION THUNDERBOLT (Amiga)
4,095, 120 |(Completed) Alan Mitchedl, Radclifie
e

T2 Jemig S
Manchester
2,858 800 (G

1t Willkarma, Lirmstons

smplaled) Cagey Gallachar

Pnli" FREEDOM FIGHTER (Firebdrd) |Amaga)
1,328,000 Steven Delory, Hailshar, E Sussex

709,800 Fater Yeages And I

452 P62 lan Parryrman, Plymi

ih, Devon

F‘HDEIM [Ml-rrdrsdﬁl

266 400 (Coer platad) F Pater Hilks, Gravesand

spart Amaud, Huldenbarg, Balgum
The Jokier Jonkars, Venio

| Mike 26 Crossovers

l ¥
BE.l' m | -'-"c-l._" Thomas Matthews
Eastbe

L

ga)
50 Jirrmy Gustaleson, Sweder
'|'_|1- 300 Rch Sadlar lﬁlerr'm ' s

POWER DRIFT r-ﬂ.clrumlnn
902340 P Ang, Douglas
884 980 Phil Hallswell, 5
Durham

884,640 lan Tiger' Gough, Gorsainon, Swansea
(Hallo anca agasn fram Penliergaer resider
Rob H

| St
Collisry, Co

1 -q. 3 38 §
Wik
|.!J'|'."-.".i'_'H Philip Gatci

RAINBOW ISLANDS
3,658 380 Gary Thom, Eastools, Maddx
3,482 820 (Compl Robert (Rainbow)
Carney, Amj

2,251,820 Ivan Trusco

t. Foxhaole, Cormwall

{Amiga

4,788,600 Simon Ja 5
33351 Sifrar Sl
2,893 980 Stuart Wynme

amywille
ord, Hers
Homa For Sick Eds

RETROGRADE (Thaiamus)
3,185,675 (Completed) Siman Hudson

Completed) Dave Pawson. Craylord

1,574,315 (Completed) Gary Thom, Eastcote

Aoy

RICE DANGEROUS (Firobird)
17400 (Complatad) Chis Mapablasien
Rijgwifx. Holtand

311,180 Simon Phillips, Gresnliald, Beds
257,300 {Co Casey Gallacher, F

rpletad)

{Amiga)

T4 550 [Com
564,250 lan 'S ymoit
14,000 Darwil Bossen, Blelchley, Bucks

RA-TYPE (Electric Dreams) (&miga)
205000 {Complelad) Lee Elarshaw, Blackpos
Lance
258,800 [Cor
Espex

miplEted) Andrew Fowisy, Billencay

55, 700 Pirted Torner, Rarmad-Gan, 1srmal
SILKWOHH (Virgin)
2,113,000 Stepahn Bidgeon, Newall Gneen

r.1.'|nr" 3
G54 Gl Holgate, Dalkon, Australia
394 Dawsd Carson, Swidney, Australia
2 } Andrew Maunder, Marple, Cheshire
2.04 l.Tl omplheted) Stews 'Aad’ Adeing,

Munsier, W Germany
1,138 200 Mail Haad, 5

taurbridgs, W Mids

STRIDER (Capcom)
23,500 (Complated) John Tyrmel, Drogh

11.B50 James Jack fir,.'D!\.i- gt Hollamg

wn, Esni

| Al

1077500 Rafe Ball, Acton. London

24 800 (Complated) ‘Spice’, Shollay, W Yarks
307 000 (Complated) Daniel Purbnok, Bo
Coormvall

TEST DRAIVE 2 {Accolade)

A6 B0 (Completed) Mark wan Geilanbesk
= el

eted) Mika Vina, Chaganbam

-1

185,684 (Completed) Aran Helgekamg, Holand

emplatad) Matt Haaton,
e, Herts .
Sami Jussda, Jyvaskyla,

127,296 |Completed)
Findand
304,900 (Completed) Stuart {F40) Jehan,

Gusrmai iy

TURBO OUT RUN (US Gold)

360 000 'Mad Man Mark Ashion. Manchester
000 Aot ‘Road’ Hogg, Sialag ZZAP
15,530,000 Johan The Jokes™ Jonkens, Venlo
Bierick, Holland

257 Slavan Bves. Askplt
346 Glenn Patarsan, Pl
kS }_hdl,-l 73 lan ‘Sioal’ Peyryman
Dewon

TURRICAM (Rainbow Artg)

1,238,040 (Complated) K Azhe, Buith Wells
Prowys

1,141,020 Michasl Daw, Newporn Pagned, Bucks
BAA 110 (Completed) Simon "0k’ Blancowa
Banbury, Ouor

|brracgn)
1 A00 lan Perryman, Plymouth, C
FA6. 250 Steve Packer, Chalmslard

604,650 Pieter Opdam (Tug). Holland
THE UNTOUCHABLES (Dcean)
243,760 Mark Steel, Rotherham
Marcos Thie Mukeé Simpsan
Norhwood. Mesdx
208 THE Siowe Mundy, Askarn, Doncishon

VENDETTA {System 3}
2027 (tm lef) Jonadhan Chavis, Bucktest Hill
Essax 28:45 (lime lefti Aob H, Stalag L26P)



KONIX MEGABLASTER

Pracision mouided confrol knob with
steal shatt for compiate rellabifty. Dual
fire buftons for left and dght hand use,
Heavy duty leaf switches and rubber
suction cups.

microswitc hes,
single normal fire bufton provide

t f recdiness.

CPRY a8

EUROMAX ELITE STANDARD

Short travel microswiich acfion in

ergonomic and highly durabils design
OFFER £9.95

EUROMAX MICROHANDLER

An array of features: extra-sensitive
microswitch aoction, two Infegrated
paddies, variable Autofire, extra large
fire buttons and solld metal casing

> e =

KICK OFF 2

(Anco)
Ce4

£7.99/£11.99
SAVE £2.00/£3.00
Amiga
£15.99/£19.99*
(* inc WORLD CUP “90)
SAVE £4.00/£5.00!

(US Gold)
Cé4

£14.39

disk onl
( SAVE £3.60! 7

Amiga
£19.99

SAVE £5.00!

iy SRS TR TS VIR S S

FLOOD
(Electronic Arts)

part of Phil's joystick round-up

with rubber suction cups. Aﬂ"llga Bl
OFFER §19.95 WELLTRIS 1 9 o5 |
DYNAMICS COMPETITION PRO 5000 E i ! E
(NORMAL) (infogrames) ' ;
leroouenes. okl e butons, robust Amiga P SAVE £5.00! : G
steal shoft and rubber refum for _
] 1
Srelst S £19.99 ® — |
|
SAVE £5.00! TIME MACHINE = |
e =l
(Activision)
C64
[1
PARADROID ‘90 £7.99/£11.99
(Hewson) SAVE £2.00/£3.00!
Amiga Amiga
£19.95 £19.99
wx COMPETITION PRO 5000 SAVE £5.00! SAVE £5.00!
Same &,l PRO 5000 NORMAL, but with
'::I':Fg#"!}fw -Ir
Em;a mcﬁs ij%n;rmrmfg Pﬂ? EXTRA [
SOTUNes O, ri@é, Unigue show G '\" l‘dﬂ : |.|ﬂ|'||,| I?PI]-_
E}? ;ﬁ'ni?; %ﬂm - e wéﬁaae? Lafsﬂﬁa Suit Larry Il Uni
| Photon Storrn, Resclution 101, Ch
POWERPLAY CRUISER STREAMLINE ALL Therne Park Mystery, Tower Of gg
Wi ekl leod for Spectium Gk 158 g‘:’t:a'* %Ugr?dccmpm 225;:”:1', o Me
8 oxing. u :
o e e ;:eqmcge 8 with two complate 90, ngrd many more besides! ot
OFFER 12.79 Saas Dol and Fai .E:I'E
POWERPLAY CRUISER CLEAR AUTOFIRE Irsicle I mossive preview of all Mo 64 August 1990 Nfﬁ
Simpily by holding down elther of the ihe latest Ocean games plus a i
fire buttons engages Autcfire. joystick round-up. A teature praview of all the A
OFfsR 812.99 Reviewed: Blmﬂpmev. i I:::ItﬁgT lil;ishglndm g:}rnlas. a raview IS
International 3-D Tennls, Jumpin of handheld consoles
POWERPLAY CRYSTAL STANDARD JTJEL gor Btk Plotae Ef:l'ﬂ g b g el -
o i e Defenders Of The Earth, Die Hard,  Gamebay), and the second IS
OFFERE14.99 Dynasty Wars, F-16 Combat Pilot,

POWERPLAY CRYSTAL TURBQ
Same oz CRYSTAL STANDARD,
Ineludes fast Aufofire oction.
OFFERS14.99




How to order

The offer prices on ow gomes list In-
clude o discount and ars In-
clushve of First Closs postoge.

If you wish to order a game not in-
cluded In the et plecse e tha fol-

SIM CITY STRCRAZY Ees

fhie soffware houses adveits.

C64 disk SAVE £7.00! FEATURING BOBO [F-iambsiivtessabars

NOW ONLY £12.99 C64 SAVE up to £5.00! B 399
Amiga £18.99 £6.99 cass/£9.99 disk B

Amiga £12.99
TINTIN

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

PURPLE SATURN DAY &~—

C64 SAVE up to £5.00!

2BZ2BLBIZIRE

e

FEREE o = ] : Emg:ﬁr to Indicate gar-
£6.99 cass/£9.99 disk | ° et i ian
Amiga £12.99 ?, | orden pecse

ZZAP! MAIL ORDER

NAME [Description
ADDRESS

BEOSTCODE
PHONE No

n ﬁ? Jumoan. Method of payment (please tick)

bl o Access [_] Visa [_] Chequel_] Postal Order ]
- Goblins, G ' 1,ngw
Metal, Heto's Quest, Manhunter 3
xnmuﬁm s:émskmﬁ or Credit Card No
fie, Sonic Boom, Sword Of
ﬁﬁnghﬂmﬂhﬂmmm
ALSO ﬂ'l.ll.llgl
:gu“ ?,'i-g‘.’.,f" Make cheques and postal orders payable to ZZAP! Ltd. Send this form to
ISSUES 43 TO 62 ZZUPERSTORE, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB.

Expiry date




IT’S GOT THE

anada. da CAN s54, B ;

Ay us £45 Ca_ﬁﬂ : &

yearly su ‘:'“"‘:,'“"Ep::tz; g0 (inclusive of postage)
anada 3

LOT!

ISSUES FREE!
WOT IT COSTS

UK MAINLAND £15
OUTSIDE UK £22
TSIDE EUROPE £35

OUTSIDE EUROPE POSTED AIR MAIL. ALL OTHERS ARE SURFACE MAIL

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

IT’S A SAVING OF,
BLIMEY!, £3!

USE THE ORDER
FORM ON PAGE 51 COMMOTION GOING ON

a

THERE’S ALWAYS A

IN ZZAP!’S UNDERPANTS!
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The 1989 Read-
ers' Awards saw
Mark Kelly and
Steve Crow voted
the C64 Program-
ming Team of the

Out Run picking up Best
Sound, Best Coin-Op
Conversion and Best Game
awards. All that for a 16-
week rush job! Now
they've got a team name,
Visual FX, and eight whole

- ths to convert Sega's
| STUART -

Geolden Axe.
WYNNE and MICHAEL
PARK

ent company is loéated

building, modern - and
distinguished by attractive

within and a red Porsche
211 Carrero outside. A yuppie
ulopia, and ‘. s ifm]:ri:.!:i;ly

‘young — Ma Kell‘r appears
only @ year or se his junior.
_Probe’s star progfammer is o

talkative Glaswegian, not much
impressed by the rest of the
imruil.ry:_ But that's "off-the-
record’, and notia litfle red-eyed
he takes us up to his office. It's:
Fl-:ln:inl:lE with hul:dwu}e*_'iﬁ;l ing
a TV "for watching Weighbours
and Egstenders’, :ﬂ video recorder
and an Acoustic Research hi-f.
Steve Crow works athame
most.of the time, but his ab
now _ is duéfo a dentist

(-
arate-practising girlfriend, but
ig might iu::ie his i:oﬂ_il.h
s€nse of humeur... JIn th
meantime Mark loads up Golden
Ax¢ ~an  his M3IPC, then

- —

el —

"
b .
:
A

Year, with Turbe '

®Fergus McGovern’s Probe |
in a modest three-storey Cratydon

slayer,

s, Mark, |
| i.w..,...':mm:ﬁ?fs: i

thro

to leap

downloads it onto o C64 via PDS.
The coin-op is a five level hack
distinguished _by

spectdcular magic effects and
:Engcns wh

pictures for comparison — wtx
| _most coin-op conversions this
would be very foolish.

Lood one is the intra which
includes stunning portraits of the
three characters you can play; o
barbarion, dwarf and Amazonian
woman. Sm're],frnw‘s grupl:lri!::s
improve upon the coin-op's, Thé
se?% screen has the charocters’
standing on'a skeleton’s hand,

INSON paid them a |
_‘_Hisit. - ' . Lo ‘!lp'...
b | et

t moves the charocters
foryou o select — gettings.
ﬁa or smaller n::nrd‘u&'!hni;“'
litthe trick requires 54 frames-of
animation; triple what Mark
Jintended to use,
Although the two-player mode
“has been lost, presentation shaws

originally

Mark had to play through the | 4x3
entire_game so Steve could toke
ph_vq“g;: The ma
wa

hangs on the
to the rig

, and it ook
‘ages’ to do. As"Mark walks us
me, glonces to the
‘map show the layout is identical

switching to vertical when he has |
w*aru are'q
ich Mark-

problems —.

few tiny glitches,

explains are ‘timing

they'll be fixed, but there's no
.‘ i ‘" = oy | P

‘ =
‘point in :lETn‘g that until

avurlyl'hing else is finished.” The
scroll is an. updated version of the
one used in Mr Heli. —

ich the player can ride The dwarf is quite big and
on. Before starting the game | brilliontly animated, but the. first
Mark takes out a baich of ¢ enemy is almost twice as tall.

_moves; the Wmaginative combat
action.is one the best parts of the
coin-op. "We had to work out all
the action moves, there’s quite o
few @nd some time after we
thought we had them all we
discovered the piledriver, which
can take out some of the big
baddies, with just two or three
blows.’ The dwart demonsirates,
leaping into the air before make o

pulverising Wﬂ | blow. But
r.pjnrnE authenticity, = isn't

everything: 'The “weman’s
shoulder butt move replaces the
kick, I:I;nuse hﬁvel-:?dh :Ilmk

ite right. But e i 5€ is
there, including .fk:nﬂwulf‘q

“'no sign of mise. headbutt .

I ask Mark how helpful - | The graphits are indeed
were and he grimaces. 'zg:_ omazing, and the is soon
w?w, ﬁﬂgrﬁphmbal;lrr | ostride a :nd :l:'ulEping left

id were ably | ight spi re at the
from the i useless.’ m&:&h Characters caf be up to

sprifes in size. ‘Memory is the
biggest killer, so welhad to make
the dragons vanish when you're
hit. We also couldn’t have the
dragons jumping, so what we'ye:
done is make it so they only
appear when it's not necessary fo

— it.-3eems every paviag stone | jump. ]
Jhas been duplicated! ' Periodically the palette switches
The first level begins in o forest sckground colours h an abrupt
with a y “detailed |° — this unique idea meaps
backgeound. As the dwarf-strolls | Axe keeps very ﬂm to the coid-
¢ horizontol scrofling is | op, unlike most conversions which
super-smooth, ©  eftapnlessly

c omise on one palette per
hf

& . The character set used for
backgreund. is alse being
constantly updated, Axe has five
levels in all, each, a single load,
with the intro and outre making

¥ The barbarian rides a dragon across the superlative eagle-head

bridge.

™ o e L v poee o
" - - - = S "l
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Iﬂhihg'him n‘l:ﬂm m‘niﬁy,

screen

the selection

requires 54 frames of animation

=
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we've slightly altered the way it plays to make the best use of the 64

¥ Gilius the dwarf demonstrates the magnificent lightning magic.

seven loadt in i Although the”
coin-op treatures aren’t that
varied, ‘the control froutines are
all different. The Sumos come on
slow, the Knight is yery quick,
while the Adder is very fast
reacting.’ Similorly each of the
characters you can select vary in
speed, strength-and stamina.
Memory restrictions mean there
can only be one baddi# on screen
at a time, plus a thiel — & small

_creature which carries magic. "We

had @ choice 8t doing Double
Dragon size sprites or something
bigger and more ambitious,
uhfnough thete’d just be one of @
timeActually | spent seven weeks
on routinesto get hwo enemias on
screen ot the same time, but | just
couldn’t gih it without some
glitches’ The idea of such’
imperfection  is .<learly,
unacceptable to Mark. -
‘Fortynately in the arcode
ame there's usuolly only one
enemy attacking ot o fime. And in
our game Os SOON as an enemy
dies, onother moves in so there's
hardly timé ta breathe. Only
when you walk ahead is there
any rest. Basically we've kept the
coin-op théme qnd ideas, but
slightly altered the way it plays fo
make best use of the 64." As the
beoufiful eagle-head bridge
serolls onto screen, made Jp oﬁf‘

255 characters, Steve calls in 1o
report he's had six injections!
Obviously looking for sympgthy
he gets orfy lou from Mark.,
Tough luek!™, .

His oral misfortune reminds.
everyone they're hungry, but

rather than go to a plush
‘| restaurant in typically Hoggish

fashion, “we decide on: @
MacDonalds. We're joined by
Jércen Tel, @ Dutch Maniac 'Of
Noise who's providing the seven
tunes required. There's also an FX
only option, with two or three
channels per effect. Maniocs are |
going to have to excel themselves

magic.
<
o0 B Y
& & 0
o

oy

to beat Turbo, and Robin will have
a full ifterview wath Jeroen next
month. ;
Over cheeseburgers, talk turns
te Turbo's programming. In his
IIAP! interview Steve Crow
predicted tlm‘ ot peopletwill try
and cc style we've come up
with in this gome’. It furns out he

W, Mark Kally discovers the dangers of'mgcking Maniac Jeroen Tel,

witheSteve Crow providing help (and a mucky carl).

-

wos more right than he could
have imagined, as Prdbe haos
been appraached by numerous

handle their driving games too.

 The anly ene Mark could show us
was Special . Xriminal
Inestigations (AKA Chose HQ il

d.i makes Turbo lock sluggish!
As we return to Probe, Steve
drrives — tall and cheerful, the
progranimer of numerous

ectrum smoshes and now one

the Cé4% top graphic ortists.
After much exaomjnation of
gleaming ivory he sets up his 520
STFM. ‘When we started Turbo |
did a few graphics on the Cé4,
but | soon swi to the ST. | use
[Rainbird's] Art Studio, which is
great for characters, ond a Genius
mouse. I'm always changing mice
because it's so important,’ .

| ask about what it's like
“working with Mark, and Steve is

software houses wanting them toy

_you've got

picked up so

“ dro

immediately enthusiashic. 'Mark'sij[‘f -

a brilliant programmer, he makes_
sure the graphics go.in just right.
It's no use doing brilliant graphics
unless they'ré animated just right
and the programmer shicks to
tn':urs you intended.”
very rarely change colours,’
Mark confirms, ‘and | always
check if | do, Our motto is:
Teamwork, hardwork and co-
ordination. Steve’sjalways comi
up.with new stuff to crom in
testing out his graphics on me.
With Steve the grephics are
usually so good | can't help but
try and get them all in. | think
you've got to fry and use all the
resources of ime and money

do the best possible.
Eeﬂg Wwho're in it just for the
money pistime off. Ten pounds fis
a H{ ey for some parenks,
and

weekend.' .
On the specifics 'of Axe, Steve |
.J,nm graphic |
tricks from Segur‘?ﬂln 1 first

| thou loads
a s of of animation,
butiin fact the blurring effect is
ver ily done.* The cartoonish .
spe Enn::rhen a character
attacks are shown in the

of five

screenshots. ‘But in

showing the swrd movement, the
blur shows' all.the positions in one’
frome.'. % e, -
There are 16 frames of:
animation for each of the three
characters you can choose to,

play. Edeh framea yses six sprites, |

with 96 different sprites per .
character'movirig in one direction.
This is effectively doubled k'f
software flip ing.liefour :
aliens have eight frames, while
the big ies five, There's "
o massive 360K.of graphicsiin -
Cé4 Golden Axe (or ware?:bu‘
night after the interview.they
worked to 2om and increased the
smaller aliens’ framef of
animation ladll}!‘r_ ‘The un‘hfy
creature we dropped was the
chicken-legged 5:6‘501'1 ,?ia 5
Steve. ‘| drew it but it hod fo be

only graphics date to spee

many games don’t last 8 *

pped.’ Egch level liu|h'¥d:
things up, ond putting in chicken-

 §

different positions of action |
¥ The slick selection screen: each of the characters have their 4
own stamina, speed and magic attributes.
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sy

:

l ']
b [

leg rauid require code, There’s o
similar question mark over; the
just-finished map which might be
dropped’ to avoid multiload
hassle. Mark's 5murel?r criticaliof
Turbo an cassette, and Axe should”
be a lot better.

Now Steve’s arrived Mark"
shows off the magic aﬂecrs,
there's o different Hng fpr each
level, with various 'hﬁgﬂ'i of
poOwer, P‘rewni fire couses the *
dwarf to raise his orms ond the

screen fills with aatplosqﬂs
Hickscreen effect, al { l*he

a!p‘ﬂsmns w

graphies dlymﬁ

the Jyu ”“30 ning the
hnogi; Even more ||'rlpress.m is
th assive

ewing
drogon head ond Gﬂe ﬁihﬂhg
blue lighming whichi walks across
! the screens ﬁmnm a tiny bit

of li h'lnmg,whmh otf 18
I:umﬂs;r flicker on its 3":#‘}'

that oul, but | didn’ really ﬂlmk

I Mmﬂ&buﬂwhpmgmmlj

in," says 5!“‘&, wha's

=

et

~gndaf|Hi Hulipﬁ monitor fo

maogic anima f&r the i hmu 4
As the fireball mdgu:
SM Dal
rgqnd hunﬂ!l mr its
. the C64
iP | 106
erences, e 5T's
lbas.nﬂ Steve ially

scene.

Fer parents
by Death Adder

¥ One of the three superb character portraits in the selection |

gruphlcs which look g-aod on ﬂ'lre .
ETH.!ﬁch on a real C64.

ey'll be fixed and ﬂ’sﬂgoml :

exomple of their team approach, |
each checking the other's work.
‘Next week I'll be giving Mark
serious. grief over playability,’,
‘Ernmum Steve. ‘On Turbo | askéd
im if he couldn’t make the car go
‘faster across the screen. He said .

.hﬂ :quh:lrﬂ su | siggested hﬁ;q
a gnul.‘l

Céin't go for thot”,
suu:l -1;):& wugn; having
eventuall he did.’
it s hard to think of another

partnership where, the graphic
artist can not only criticize the
progromming  bum. make
5ugge5hnn&qs well. Bml:;:nre
fullsome in the other’s praise;’and
Turbo was the ultimare test.
remémbérs, ‘We started Turbo this -
very dur [26th Jumie]. T final
confrdcts between US Gold,
Probe and ourselves were signed
over o wg:hn&“l’ﬂ"u hotl sixteen

W eredmquﬂy:h i Euilp«lr
wt a break.’ %o a po] UbS , all the rest |
aa was ely | did o, ok a ta do
leisurely: while Turbo | each . . butgthey were long
L five weeks to m:llr. ) « s o
ltthm: h which :nnvmcaﬁ.,
“work, with Golden
four months. |
, The first thing |
oll rnuhne .

ﬁ'xum

g the pla
seven

'h.'l

me‘wﬂnm.cnd it was then '
11. # A

= ) days!’

‘rnogln: effects msw?
l' ‘master. Alread
I Fuur months jo

| convinci

reception.

we made the bi ;";rnull! sprite
decision. After thot it was the 1
Hickscreen effect of the magic,
then the buckynundb They use
mulhpl; character sets.’

- h level's backgfound is
taﬂstrucmd Fm‘n hﬁo c'hum:

ﬂ says Steve.
first thing | di i ask_Steve
aboup the 'ﬂ?;,gmh:m:':hmﬂ"

X n# !:rtquus,{k‘pﬁﬁﬁg
.ml,ﬂgqﬁ iﬂ u" ce
i

he commitmept certainly

shows, and Gelden Axe is going,

‘I to have a similar’ am;l-n:l on_ the *
as

-tired world of beat-'em-u
I Turbo did &n rbce games, The-
ruph]u re great, while the
vnnety nfq:nmbnr moves um:l
'|I1ms
fhehs
exhuusl‘\\;e

phy!nshu&:n the project an
M{:gn? amount. qnm d

hlllmn dallar.
murlml‘ bet ons. "’IE}I' v

] al: nd;r been Hown.over to

}kﬂitn:o Fonu chat. Bul Mark's
_ n his eommitment to
!hﬂCM e's parficularly labking

urcl o possible cartridge
Jverilonsé Turbo and Axe. The
ES&I{  memory would solve many

1

A Debbie arvives at work with pagarazzo Mir.haﬂ providing the

of ﬂm memory rum:hnns

_allowing lots of extra features.

 There might eyen be -«a cattridge
rece gome t'wnstr;:hnn Hs!ﬂ

allowing buyecs to eir
own Turbo OutRu %ﬁnnfd'

don't know uhuﬂ tyet, bui

hnpefullr they'll back i, Any_
ELB’ foput in are:

rnu 'FS"I'l"

invited to write ln‘g

ﬁkad Gre ‘n ‘ﬁejnii.l‘dem_f,_i

ft

. ""h‘ﬁ
urrAnngngm:i
pnuhn

%of#\ﬁrn He tlso

the train, -
to the stafion SH}FE
e fime asked
hlm for seven frames of
" for the Mr Heli character. ‘L gaye
him ‘seventy-two frames. |.'.ﬁ.l1
thu-m all in but he doesn't
t about it.” Such’ :mlmrlnmri‘,
fram grophit. “ertist
programmer mdké anything
possible. The rewards ore already.
apparent and while SM has just

bought a house, Mark's .got an
l-i“]-'ﬂ'lph Calibrd

order in for,
fand they nnlyfuma in.red).

Golden Axe vnﬂ be released by
| Virgin Games in Oetober for
£9.99 cassette antd £14.99 disk
on the'C64. An Amiga version is
also under development by Probe.

¥ The barbarian's sixtean frames of animation. Note the
‘spead-lines’ effect on his sword.

+

‘games. But for uh llf“l .

nd

there's a massive 360K of éruphics in golden axe

. = A

-,_-
-

-
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A poweriul BASIC-Toalkit (Additional helpiul
commandsl that comkderably simpdifies prog-
ramming andd debugging, The toolkit commands
cien B usied in vour programs

Lising PCYWER CARTRIODGE o can lewaed v ten
b fmimars faster from gdisk

The Disk commands can be wsed i vour own
PR

Uking POWER CARTRIDGE you ¢an work i
10 tirmes faster with your data recorder. This
Tape commands can hie used s yoour programes

POWERMONITOR

A poweriud machine |snguage monior that i
readily available and keaves all od vours Commo
dore memory available for programming

Ao works i BASKC RO, KERMAL angd 1403

Aeas

Fhe POWER CARTREDCE ¢ ontains 2 vy efie
trve Prioties It e, that soll debis b if b prentas
raoannecied 1o the Senal Bus or User-Pon
il jpring AN Commuodone charactors on b psten
amied Comignalibis priniTs

Fhas proinber-mterd s e has g Arely o seef - L peos-
sehilities. e an produce HARDCUY of s moens
nol only o Serial prankess (MPSBOE . 82 HL
b | bud also on Centromic perimders (EPST M
STAR, CITIZEMN, PANASONIC, pic)

The HARECOHY fungbion aulomatic ally distin
iuishes betwissn HIRES aned LORES Mult-v oo
o graphics are converied indo shades, o ey
The PSET Renctioms dlow vou e dhecide oo
Largersmall and Marmal/lnyerse prenting

Foibe vmme { demvog s i chios: Pl i i PR 1
ailhuar et makieg iy amy m [[EURT e
whatsimeer of ¢ opas or silap oy riehil wicks i
el b peoies b mateeial | and wee = Pty L artrady
1iry T T By e d el the Friaking o
o= adlaptmos ram all i opyrighe siel other riglt
N et Sese LUK Ciopreraghi, [isigen & Paiionis

American Dreams :
L A e e :
BIACK THB .. idvmciea basnmnsiimis
Cloud Kingdams ................oo..
Cyberhall . o
Datenders of the Eart

0 T TRt R
BN ..o i gy
Escape Pint Robot Monsier..
F-29 Retalistor....................
Full Metal Planet.................
Gravity ...
Hammaerfist ...

M WIS ...
Op Thundearboll ......... o
P-47 Thunderbalt...... ........
Pipemani ............ooens
Pro Tennis Tournament 5
Rainbow bslands ... ...
Shadow Warriors

S CEY oo rrann
Thame Park Mystery ..
Treasura Island Dizzy.......

b s T A R A S
Weird Dreams ........... ;

b2 T

DELTASTAR ENTERPRISES

(Formerly Suncomp)

38 Edmunds Road, Cranwell Village, SLEAFORD, Lincs, NG34 8EL
Telephone: 0400 62046

We now accept Access and Visa

Other titkes and formats also available. Please write or ring for lists Remember to state

Can the bkl thie POWER CARTRIDGE thees

i i B

SPECIAL MENU appear on the screen

CONTINUE - Allows you 1o nedurm io o
[egram

BASIC ~Return b BASI

RESET - Normal RESET

TOTAL Saves the contents of the

BACKLP memoryonto a sk The

MSK prErogram an be reloaded later
ety BLC WAL foo vl By
COXSNTINLE

RESET ALL RESET ool any program

TOTAL An BACKLIF DISK but e TAPE

BACKLP

TAPE

HARDCOPY - At any mament, prints oul a

MO

el Bution, Pressing this bafton make 3

Hardeopy of the sc reen
Lising COMTINUE afterwards
you can returm bo the program
ITOR Vakes youinde the Machine
Gkt Mot on

mmmmmwm
MMMI“&W

COMMODORE SUPPLIES

REPLACEMENT PARTS LCIDOHONT -......ovoorrreeons £9.99

Amiga Power Supply ............... ... £39.99 LC10-24 ... e i

Commodare 128 PSU..._. o £30,89  EpSORLNBO......... £3.58

Commodore 64 PSU ..., ) | Brother MIDDS..............cconeeneeinncions 4,99

Amiga Modulater ...... ... £17.99

Vic-20 Modulatar ... won£14.99  CABLES ETC

64 Datacorder (CON).......................024.99  Serial Cable (84) ...................... . £5.99

16/+4 Datacorder (C3M)................... £24.99  Amiga Gable (Centronics).. v 09,99

Commodors 16PSU .......................£14.99 64 Pamalel Convertar .. £14.09

PRINTER RIBBONS OTHER ITEMS

MPSE0T Ribbon............................. 0499  Simons Basic Extensiodi.....................04. 88
100 £ 5 1/4” Discs........... £29.99
100 x 3 1/2" BSO0 Cartified.. ..£49.99

Prices are fully Inclusive. Delivery within 14 days.
Chq/PO to; Omnidale Supplies (Z), 23 Curzan Stroet,

Derbry, DE1 2E5 Tel: (0332) 21219

Bitcon Devices Ltd.  TEL: 091490 1975 and 081 490 1916

B8BEWICK ROAD  FAX: 0914801918

GlTESHEAD To mﬁm wslcome — Chaques or P/O

TYNE AND WEAR orders add £1.20 post/pack total - E16.19
1RS incl. V.AT.

AT LAST!

COMMODORE I/C SPARES

AT DISCOUNT PRICES
For Cé4, C16, +4, C128 and Amiga

Cla 6516 £12.99 ROM 901227-03 £8.99
MPEU 6310 £9.99 ROmM 901225-01 £7.99
PLA 9061 14-00 £9.99 S5OUND 6381 E16.99
ROM f01226-0]1 £12.99 RAM 4164 £2.99

CHd4 USER PORT RE-SET SWITCHES £5,99
MICRO MATE REPAIRABLE Céd4 POWER SUPPLY UNITS. SUPERB QUALITY
WERE £29.99 NOW £24.99
Co4, Cl6, +4. SERVICE MANVALS £19.90
All prices include post & packing, handling and VAT-send your faulty computer

which format require. If you can't see what you want please ring, we're here to help,

Pn::ﬁmmm?:unmmandpmmgfw UK. For EEC please add £1.00 per item. Fast of

the world please add £2.00. New releases sent on day of release. Stock fems sent same
day. All programmes subped to availability,

Please make cheques & postal orders payable to DELTASTAR ENTERPRISES LTD. We
also supply compulers, joysticks and other a5, Please ring for our very
reasonabie rates. DELTASTAR ENTERPRISES is mad order only,

and P.5:.U. for estimate and repair from £9,99 + paris + carriage + VAT,
SEND CHEQUE/P.O.

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST. CLEVELEYS, BLACKPOOL. FYS 3NE
Tel. (0253) 822708

ACCESS/VISA CARDS WELCOME




ASK AND YE SHALL RECEIVE

What a kind hearted lot you are out there in reader land! |
asked for maps and tips on Turrican not so long ago and
here we are with tons and tons of the stuff. Michael
McDonnell asked for Fantasy World Dizzy tips and in came
complete solutions, tips, maps and all! Apologies for no
Rainbow Islands or E-Motion stuff last issue but things were
crammed to busting, with a lot of the stuff you see this issue

being held over from the previous. So much work, so little
space,

TV SPORTS:
FOOTBALL

(Cinemaware/Mirrorsoft)

Hutl Hut! Hut! Ace computer
quarterback Peter Di Mambro
of Dalkeith in Midlothian is
on the scene and touching
down with these end-zone
tips for this blitzin
American Football sim. So I'll
just say ‘it's Good!!l" and let
Peter take it away!l

Here's how to average af least
70 points per game (it should
be possible to get over 120)...

OFFENCE

It is only necessary to use the

| Blitz through the middle

Shotgun formation with the

4l bottom-right tactic choice.

Position Wide Receivers on
the left. When the ball is
snapped run the Quarterback to
e?e so he is in a vertical line
with the Wide Receivers.
Advance fo just before the line
of scrimmage and two of the
defence will run towards you. It
is now that you throw the ball
upfield as far as possible,
resulting in a Touchdown! When
within ten yards of the end-zone
it may be easier running the ball
in yourself.
Occasionally the defence will
or from
this case just dum

the ball out to the left half bac

and you should gain at least 5

e left — in

| yards.

This Offence will work against
all computer teams s they are
so lacking in intelligence it's
incrediblel A litle‘moan about
the Lusfﬂbiijg score you gave the
game: 24%qis a little m as
once you've won the CWFF Bowl
you won't it os it's foo
easy (Especially with these fips it
is!l — Rob H). | beat San Diego
in the Final 98-3 and | didn"t
bother scoring again as there
was only mmgrgﬁw%adigih on the
board! (Shew offlll — Rob H
again).

| KICKING

Exira Point: Obvious — stop at
the line half way up.

Field Goals: Why settle for 3

sints when you can have 72 But
if you must, enly aﬂunJ:l within
the 30 yard line and do the

same as the above.

E:‘nl*f mhh:d:"m ﬂ'ﬁlm
before

icking as this will get you

Blocking Punts: Don't waste your
time. Just impede the rw:
two runners as this will enable

ce to goin an extra

7N Defurce

DEFENCE

It doesn’t matter too much
whether the computer scores or
not as you're guaranteed fo
score more (What a big head!!
— Rob H).

Always use 4-3 or 3-4 Defence
with either Pass or Run Inside
opfion.

I-Formation

Man-to-Man mark the Widé
Receiver with the Left Corner.
Either Double Cover the Wide
Receiver or Blitz Left Safety.
Leave the Right Corner.

Control Right SuFet?f yourself,
Position him in the middle o

5 ynrds behind the line of

scrimmage.

Shotgun
With the corners Man-to-Man
the Wide Receivers. The Right
can either Double Cover
ot Safety . ind
is under your
control. Either tackle the m;

Back when ing the ball or i
the Quarter Euﬁ is passing
stond in front of the Hall Back s5

cannot run upfield.

i
i
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AG IN a foke

(Codemasters)

l— _— ' -

| think | should get more
people to write into the Rrap
asking for maps and tips like
Michael McDonnell did when
he asked for help on F.

World Dizzy, the latest in the
ongoing eggs-citing series of
eggs-cellent from
the Codemasters yolkers
(He's well gone this time —
Ed). Mrs G Smith of Carlisle
(where we print this
wonderful mag) in Cumbr
NP Hewitt of Bristol, Richard
McBlane of Prestwick,
Crispian Batstone, Duncan
Wardle from up the road in
Shr Lawrence Nuttall

in Leics are all
kind-yolked eggs-perts Iin
this game with maps, tips
and solutions galore sent in
to help Michael (and many
others jud In?‘by the pleas

for help). simply great
and shows how caring ZZAP!

readers are: more of the
same | say, give them a
round of applausel Now what
about the same sort of stuff
for other decent budget
games? Come on, we're on a
(egg) roll herel!l

THE FANTASTIC FANTASY
WORLD DIZZY SOLUTION

First, give the APPLE to the
TROLL, take the JUG OF
WATER and tip it on the FIRE.
Then get the LOAF and leave
the room. Take the BOULDER
near the barrel in the
smuggler's cove and jump onto
the top platform. As the RAT
runs right, run after him for
about a second and drop the
BREAD in its path. Get out of
the way by going left,

Drop the boulder in the
entrance hall and go to the
CROCODILE on the next
screen. DON'T pick up the

him, jump right! Get the
BOULDER and come back to
the entrance hall.

Drop the boulder and go

about the fire on the wal) Tur

the PORTCULLIS on and get
on the table next to DENZIL,
of

still in
in the top left corner. Now jump
onto the na:tEt%qﬂn. it

Go to the Wing i
the KEY, taking mmmﬁlﬁ
the spikes. Now get the BONE
from the attic, go down o the
entrance hall and drop the key.

Go ta Armorog's Den and put
the bone at the entrance of his

cave. Quickly get the boulder
and jump out of the way of
Armorog. Get one boulder

the entrance hall and go to the
Dizzy Hawk. Jump left when he
comes towards you and keep
jumping. You're okay when you
are under the CLOUD under on
the left side.

Walk up to the edge of the
BRIDGE -and drop both
boulders in. Get the other
boulder and do the same. Fall
onto the middle bit and jump
onto the other side. Get the
KEY and jump onto the BOXES
on the next screen. Walk on
top of the boxes to the next
screen and jump the HOLE in
the PIER. Talk to DOZY and

B 58 E 77AP! SEPTEMBER 1990
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FANTASY WORLD DIZZY

§
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H
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¥
A-Jogof Wole M- Pick Axe Y Moy
= | B- Brecd M - Broaa w-
g bﬁ' C- Apple Knoder R :-lnﬁ:!'
S st e e Sl el
- 1 % Bothe ..

g ~Spikes! E-E P iy G
get the SLEEPING POTION. | and jump up to the next cloud
Try and talk to him again and | on the screen above (climbing
kick him in the sea for a laugh. | the bean may be a bit fricky so

Go to the DINOSAUR past | be careful and take your time).
the croc and, when he lifts his aummmczgﬁsm
head, run past the TREE and | get the DRAGON'S EGG, jump
drop the potion. Get the key | all the way down back to the
from the entrance hall and pick | LOCK ROOM. Walk down the
up the BAG from on the wall. | hole and place the dragon's
Put the keys in the the LIFT | egg on the NEST (but not too
CONTROL and get the KEY | near the Dragon else it
from the bottom of the won't do anything). When he
VOLCANO which is about four | lets you past jump up to the
screens to the second platform on the left and

Talk to D on the way | use the pick-axe,
back and put the key in the lit | Get the RUG, climb the

down it.

the SHOPKEEPER in the
MARKET SQUARE and
exchange the COW for a
BEAN. Get the key from the
chape &ﬂpm at in the lift

Plant the bean in the
MANUBRE. Go up the
WOODEN PLANKS again and

et the DOOR KNOCKER and

1@ PICK-AXE from near Grand
Dizzy. Go to the entrance hall
and from there go to the door
where it says 'KNOCK AND
ENTER'. Drop the door
knocker and enter to pick up
the BUCKET. Go to the bottom
of the volcano and step into the
WATER. (Don't worry, it won't
kill you!). Fill the bucket and
drop it in the manure.

Climb the BEANSTALK to
the first cloud on the screen

H
:

,.ﬂ,
- e
it
1

unscrambled, unpoached and
unfried life, sunny side up of
course!ll

FANTASTIC TIPS

# On the lid of the bottomless
well is a pouch you can pick up
and use to carry more objects.

# If you're having trouble
finding coins you can get an




Laval two Level thred
- g TR o
y oite =3l | i
e | B O = b
extra one by going into the , » a a
mines, ﬁndin-gyﬂ?E m%l and then MI"BDW = R s— = | =
going back to the start where a | |SLANDS 3 2 O
coin magically appears. (Ocean) 0 A
# The Dizzy bird won't get you | [Level one L
if it's uve:z?::lnud- If ynuggre on 3 @‘ e \—3—J
the left wait until he is over the

3
laft cloud before moving; =\ % -4 L
similarly so with the right-hand
Side. : 53 : =t = ”
| THE COIRS AND THEIR [ = @ -

(Many thanks to Mrs G Smith | —L T3 = %

= 1;.En§r_lﬂé!_m—-5Emﬂd. e T SRR - | e

10. Amazing lllusion — In the [ 1 ] o A1 e S —
12, Bottomless Well — In the || —= ==X (Dl & 5 3>
rail between 2 trees _ i - — el .
13, Base of Tree House — | Now this is weird: cute [5
wut#w R tanks! The Il\ml ll'l 3 <
near well | g: thlr?lml M m of O 0 |
15. Large Oak Tree — Clu each Island proving a long | [
of leaves in the tree on the mulwiu:luu-rmm =
ﬁ'mmm P e bwn -glw o4 - Hl
5 —_ | rain as p orms =
17. Active Voloano — Top of |nnnrpnm-d into 1;: —d e
_ Amiga game are some n -

_1&-.- Denzil's Pad — In the | cheats which can be | — U
's Empty Hut — | screen. Printed here are a i
el Noar the | 1€%,01 the cades but thers o BT comnneon
ﬂuﬂng - Near must be loads more so get AJSBUSE
e Dizzy's Parent's H prratel gl reed fose g = e Raoows
m " ut_ i rifpdd Hi B i . E —_—
the window | To input these cheats load | 6 ¢ | R
. Market Square — In the. L m;w,n usual and r .

: _23. Complex Cloud mz—_-h-f." 0go starts to colour-cycle, l_ O e e s
cloud : type in anyone of | Le 21| | LILSLBLS  — Hint B —
g;lalltr:;lﬂnm Church — Near | { v to;tl;wln? ~ codes O e
: unfortunately only one code :
25. More 'Orrible Clouds — In | can be used per game). Now &
cloud input up to the mnxh‘lﬂlﬁtﬁ Py = Be COMBAT ISLAND BOSS —
26. Dragon's Lair — Near the | credits (the Hints should o HELICOPTER
i appear at this point if you | F= ; :

27. Daisy Prison — Under table | selected the Hint cheat-code) The helicopter is as easy as
28. Deserted Mine — Near the | and then start the game, | & the Spider to bump off. As soon
rocks Depending on the code-cheat _z"'l | miE— Znd of island motter

29. Castle Dungeon — Where | you should start with an

the guard was standing extra capability and even

30. Long jump cloud — In | better you'll keep it! (Even
cloud, stand on the left of | after using a continue play).
platform in the tree house, near | Now, what about a 64
lift. equivalent?

DE*—-—-‘*
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cheshunt 0992 25323

. PCW, 2600, XL/XE, BBC

MMODORE &4 DISCS 4 DISCS UTILI
S e Gs i C64 DISC COMPILATIONS
== == p—— —
) e B 2.99 == =
Street Sports Soccer ............... 2.89 | Swift Spreadsheet................. 9.85 COMPUTER CLASSICS
BolmBan. s 3.99 i
e T —— i | 2.99 FIVE STAR GAMES 3.99
L o R A 480 | o Basi 9.95 Zynaps, Dynamite Dan, Spin Dizzy, Balalyx, Zoids,
BlockbUSters.................c.c.o...... 299 UVIONYS CRBNG.1vrvsesess sesrstsanie . Aliens,Cauldron I, Into the Equinox, Scarabeus
The Three Stooges.................. 4.89 | Simons Basic Extension....... 4.95 Eagles Nest
Blue Thunder........ P e 208 ||| oG i amaianis st 9.95
Bomb e T 2.99 | Introduction to Basic Part 2..4.99
Super Sprint ..o 299 | programers Utlities............... 4.99 FIVE STAR Il 3.99
Super Wonder Bay ... A9 | Eay SI00 .o o 9.99 BEST OF ELITE VOL 2 Trap Door, Uridium,
e A e 458 | Macro Assembler Developer9.99 i : Exploding Fist, Tau Ceti,
el ook Ll ol WP g age [ Paperboy, Ghost & Goblins, Firelord, StrikeForce
Running Man..............u...cn.. 3.99 A A AR e ' Battleships, Bomb Jack Il Harrier, Aliens
Mickey Mouse ..........c.cvuveemmnans 299 | Personal Money Manager....3.99 !
§Ub Ea:mBB: ............................. ggg Commodore Sound
ac B i i A o] [ = m - 1| o e 05
Netherworld = ... 299 Exga ndmk""g """ d 4335
ARGIDUMIEN .....0.rsoervererarrrsne 3.99 clave Reyboards ... : ST OF BLITE YOL 1 6 PACK VOL 2 3.99
RN D 399 | Programmers Toolbox.......... 4.99 BEST OF ELITE VOL Into the Eagles Nest, Batty
T 499 | Geos Inc Geowrite Word Pro9.95 3i:99 Ace, Shockway Rider,
NOF BUAF 1o vereosmsssissssssonsssass 2.99 Bomb Jack, Frank Brunos, InternationalKarate, Light
Gary Linekars Superskills........3.99 Space Invasion, Airwolf Borca.
Super Scramble Simulator ......2.99
s M i e COMMODORE CASSETTES
Hsiatid - | D
International Karate .................2.99 F:#FK OF ACES 3.99 KARATE ACE 4.99
emational Karate, : -
Tﬂ‘p Fuel Ch&"ﬂﬂgﬂ ................. 2.99 Enuldﬂfdﬂsh Whﬂ Darﬂﬁ The Wﬂf ﬂf Expludlng FISt..
POE OB i 299 @ Wins I 'NEH Bruce Lee, KUHQ Fu
The Empire Stikes Back......... 2.99 kel libisrines Master, Avenger,Samuari
RTINS i s 499 | COMPILATIONS Trilogy, Uchi Mata, Way of
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as the level starts jump up onto
the lower left platform and jump
up firing a rainbow at heli-face
as he draws near. Drop down
and run across to the other
side of the screen and jump up
to the right lower platform to
escape his clutches (you can
get a few hits in on him as you
run but it's best that you do a
small leap before firing as a
rainbow on the ground can

TURRICAN

{Rainbow Arts)

And here's me saying in the
I'd be waiting months for
complete maps!! Simon
Blencowe of Banbury, Oxon
is the ZZAP! Hero of the
Month with these extremely
detailed maps; this is one
BIG game! Inevitably, these

follow it up listings, the
cheat modes and more in
future issues. Thanks also to
Robert Johnson, M Hewett,
Alastair Heath for his great
mdpl of the first few levels,
-ﬁrm i]y Hanugl&tﬂn also
a great thank

&nu a to Steve of West
irby, irral for his
-NLM_ ly detailed, totally
comprehensive, ‘massive’
map of the game
(reproduced here in all its

-

Turrican: The Alternative
Map!

"Mapped' out by Steve Ken
{qﬂggl;g'b? anyon

TURRICANNY TIPS

+# Hidden around each level
are a number of invisible stone
blocks which can be revealed
by laser fire or by sweeping the
lightning flash around the
screen (the longer the beam,
the better your chances of
revealing one). They are well
worth going for as they give out
power ups and even a few
extra lives if you're lucky. It's
harder to spot blocks on the
first levels as they're all open
levels; as you descend into the
more difficult complexes it
becomes easier as the rooms
are small and enclosed.

pose problems until it crumbles
away). When the helicopter
reaches the edge of the screen
it then moves down to the
horizontal position where you
were when it reached the edge,
so it's wise to jump up as the
helicopter nears the wall. (Keep
running to the right platform to
hide if you don't kill him in the

gun emplacements

disappear by walking away so

they scroll off screen, walk far

enough nnr? then hllmk and
. ave gone

(other than the Number One

— the Lightning Blast)
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of debris but you cen rack up
e points by lightning-blasting
it as it fnlh'%mu down

and to the far right to get the
hidden power-ups. Jump up
and go through into the open
chamber and use the

to get past the four
start moving and draining your
'““EF at fast speed so
DON'T!). Once past, nip
through the up/down spikes

either stand on the right-hand
side of the ledge near the
entrance and use everything on
the Pincer Alien or you can
gyroscope past it and hit it from
behind (the Iattar is
recommended as the Pincer
Alien takes a lot of hits and
doesn't stop moving forward
until it's crushed you). Use the
combination of grenades and
energy lines first and then
finish it off with the lightning
blast. Now go to World 31

TURRICAN C64 CHEAT

Mohammed Akhlag. from
Acocks Green, ham,
Martin Nadin and Steve
Kepyon of West Kirby, Wirral
(sorry Mohammad and Steve
if | spelt your surnames
wrong) are here to make
things a lot easier with this
nifty cheat for Turrican on
the C64 (although it's
recommended that you have
three hands to get this one to
work!ll).

When you start the game or
any level, press the Pause key
(CONTROL or CRTL) and keep
the pause held down. Now
press the fire button and keep
this held down as well. With
both pause and fire held down
you can use any spare hand
(or a friend!) to control the
joystick and send Turrican
roaming around the level with
no aliens to bother him. This
gives you the chance to
explore the levels and pick up
the masses of 1-UP extra lives
lying around. Unfortunately,
you can't fire or use any
weapons while in no-aliens
mode (necessary to get past
any shootable block barriers),
you won't be able to pick up
the lower and leap onto
the small ledges above the
spikes, scale the cliff face using

‘palgﬂonnsam ap off onto
hand side Run

the

sl (taking
along this to the end on
the massive laser bolt-spitting
robot if you want — otherwise
use the Pause/Fire Button
lJoystick cheat), There's two 1-
UPs to pick up here but to
collect the lower 1-UP you will
have to fall down the start
again after picking it up, the
choice is yours. Pick up the
second, higher up 1-UP and
then teap on the ledges
progressing up to the right and
then up left to the three 1-UPs.
Now go back down and pick up
the 1-UP on the far edge of tiny
platiorms. Leap off the edge
and run right to the cliff face
ledges, pick up the 1-UP and
then head right and down (the
three 1-UPs in the top right
comer are tricky to get as you
need to turn into a gyroscope
to pick them up). Reveal the
hidden block and pick up the
power-ups before falling down
to the tower where there's a
very small grey block to the
right of the tower. Lightning
blast it until it explodes: a
platform then rises, jump on it
and you're taken into the first
level of world 2!! Yaaay!

Level 1-1
Walk left and climb the cliff to

AG IN a Foke

collect the hidden 1-UP and
reveal the hidden power boost
block nearby. There’s nothing
in the bottom-left cavern. Run
to the right, past the crashing
boulders and leap the
waterfalls (follow the arrow to
sneakily avoid the Ilast
waterfall). Leap up to the rocket
and climb up the platforms on
the inside and reveal the
hidden block on top. Now run
to the left and, at the last
second, leap off the edge and
keep pushing left (fingers
crossed you should land on the
small ledge leading up to four
extra lives, if not then leap back
over the waterfall, climb the
rocket and try again). To finish
the level, climb to the top of the
rocket and leap off the right-
hand side, pushing right all the
way until you hit the ground.
Now. kill the robot and exit the
level,

Level 1-2 -
Reveal the hidden stone block, |

the metal towers.
lightning to reveal each stone: |
bgnk but DON'T blast them for |
the power-ups (you need the |
blocks as stepping stones

leading to seven extra livesl).

fall into a waterfall). From
the top of the cliff go right and
down through the maze of
ledges and pick up the three
extra lives in the left-side
cavern if you want. Avoid the
spikes at the bottom of the
level and head to the right to
the exit.

Level 1-3

A large level with a lot of
ledges so practise your jumps
here. Leap the waterfall and
move right along the top ledge
over the spikes far below
(there's a 1-UP down there for
any brave player). Run across
ingger point 1-UMs, you cant
use the gyroscope, time still
runs out as normal and you
won't be able to take on the
end-level guardians until you
switch off no-aliens mode. Most
of the end-guardians bar
further progress until killed so
you'll need to tackle them to
complete the game. To exit the
mode just release the pause
and press fire to continue as
normal (watch out though, if

FFZAP! SEPTEMBER 1920 &1 R

then kill the fist and go up-onto |
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you re-enter normal mode then
all aliens, spikes and guardians
will reappear — if you're in their
position on screen at the time
then down goes your energyl).
Once past a guardian or barrier
just re-enter no-aliens mode in
the normal way and continue
with the game. Nice one Stevel

LEVEL 1.1

Ty
H’r";
I}
|}
I}
i
[
Il
JLY,
I ! )
[
i

I

!ﬁ’}?‘ el — Coapeas
=
Ll - o ‘.
| = 2%
—
AL
-] L B ——
F— "
L
—_ L

”'j
| J.I'E“I
I|J|F"4|1"

I gl

TURRICAN-
WORLD

ey R

o
T
‘:-": N -]
Fa .\ F.‘ — ™,
Y - g \\
ke i,
SRt v
A -
Al e
=

ONE
Ky -

I Ievisible grey block
& 1P — ExtraLite

a2 R ZFAP!

SEFTEMBER "' 990

S HaoT
Exit Bt

Tower [Shoot block nearky to raise platform)




el F‘]ILJ’I:IFd Hadden of H
Stu's favourite aF

r-hlu_-ll h"l-' 2

PASSWORD

FROG
YEAR
QUIF
LONG
WORD
FRED
WINE
GRIP
TRAP
THUD
FRAK
VINE
JUMP
NILL
FOUR
GRIT
ZING
JING
LIDO
POOL
HATE
REED
LIME
QuID
WING
FLEE
GIGA
HEAD
LOOP
SING
JOUX
PINK
GOGOD
LETS
QUAD
BRIL
EGGS
HENS
NAIL
Soap
FOAM
MEEK

(7)end D Ao

In Issue 62 Edward Nevens |
revealed the solution to
Rainbird's (not Activision’s
as | put) much delayed Weird
Dreams, unfortunately, it
seems Ed missed out on just
one thing, namely how to
complete the final screen
after the House. To the
rescue comes James Jack of
Grypskerk: (wherever that is).
Take it away JJ.

After the chicken monster in

level B there's a clock. Walk to
it and press UP. The clock will
open and you'll get a green
sphere (like in levels 2 and B).
Mow go through the right exit
and you'll enter.

Level 9 — The Brain

This one's easiest of all. All you
have to do is hit all three balls
and the brain will eat them. Et
voila mon ami, you've
completed the gamel!!!

Start Klax as normal and select

IMPOSSAMOLE

(Gremlin Graphics)

[ Robert

moley tip from

gpelgm of MNeath, Wgﬁs;

Glamorgan forf lheinuﬂh
yersion of Gremlin’'s

mole game.

Get a high scorf

KLAX

(Domark)

A quick Amiga cheat here

‘courtesy of Dutchman Wim

van Hoek.

g and enler

JUEGLEHS

ame again and
a high score
gne of the

your name as
Then play the @
when you gel
enter your name as
ollowing: N
HEINZ For three
A s %
F;H;f;’giﬂﬂ For a low energy
ILGSEEJAK . For double length
energy bar

weapon

the first wave. Press CAPS
LOCK at any time during the

game and depress SPACE.
While holding Space down
press 3 (to skip a level) or 4 (to

start on level 100, the last
level)!

COLORADO

{Palace/Silmaril)

The tale of Wild West gold-
grabbing on the Amiga
continues with Mr Raccoon
Hat paddling down the river
to arrive at the second part
of the Colorado tips.

THE BIG BEAR FOREST
Take a right turn twice to fight
the bear.
Method 1:
bullet,
Method 2: 1 complete powder
charger.

Method 3 (Better): It is better to
fight him using the knife (it is
quicker), advancing and
retreating when the bear lifts
his paw, you can also try the
crouching position.

Go right for 2 passages, take
the passage at the back to
Save. Come back and take the
second passage (in front of the
tree on the right). Cross the
field of rabbits.

To combat a wolf: the best
thing is to touch it immediately
with a low blow using the axe,
otherwise you will have to go
back a place in order to let the
wolf pass in [ront of you so you
can give it a low blow with the
axe. You can simply avoid it by
not moving in a straight line.
Continue right, pick up the
nugget if the icon is free (you
can pick up an icon by drinking
the potion).

THE GANG DOWN THE MINE
Throw the dynamite into the
pile of rocks. Reload the gun
then shoot the miner. Select
the knife or axe and strike at
the miner who will run away —

1 dynamite + 1

continue moving to the right. In

the blind alley; kill the minar.
Huek will get up. Follow Huck
through the mine where a
passage will open up. Note: If
there is a free icon, you can
pick up a nugget in the room to
the right of the secret passage
room.

Take the secret passage —
the 1st fork: take the one at the
back — be careful of the jump
— the 2nd fork: take the door
at the bottom — reload the
gun, shoot and finish the miner
off — the 2nd fork: door at the
back — reload the gun — on
entering the room, take a few
steps and shelter in the recess
— make the Old Timer shoot
then use the gun in the low
position — take then read the
parchment (you can put it down
again afterwards). Right —
Throw the dynamite into the
pile of rocks — go to the foot of
the peak where you can Save.
Return to the first fork: take the
lower door — kill the miner with
the gun, knife or axe — Next
room: advance gradually, when
you hear the waggon, take a
diagonal step backwards into
the recess — Pick up the
nugget if the icon is available
— Right — Kill the miner —
Right — Head of the miners: if
you still have some dynamite
use it to kill the boss miner
(releasing one icon) otherwise
use the gun and knife or axe —
Pick up the large nugget —
Return to the forest — Return
to the canoe.

And that's your lot for this
very issue. Can you face the
Cheyennes single handed, can
you handle the terror in the
woods and whal's in
Powhatan's Cave? Find out
real soon.

>
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I'm not that much of a football
freak but Dino Dini's
masterpiece has kept the
entire ZZAP! team busy for the
last few weeks. | haven't had
much success with my
Swansea City team, but Footy
Phil's already managed to win
the first division and the cup,
although not yet in the same
year. 5till, he reckons he
knows a bit about the game
and volunteered to do some
tips. | must also thank Anco's

Anil ﬂurta who helped with
al detalls.

All good teams are based around
a good, solid defence. Try and
buy at least four good defenders
rather than one mega-brilliant
player — one man alone does
not a defence make! However, if

defender, he'll probably be most
effective in a central defensive

position.

If you have a fairly slow defender
with good tackling skills (usually
a veteran), the best position for
him is sweeper — where he
doesn't have to run so far.

Make a list of all your players and
their details on a piece of paper
(a high-tech tip, this one) — it

compare their abilities.

Agility is by far the most
important physical attribute. It
moderates all other abilities and
determines the whole way a
player reads the game.

Pace is also an important
attribute —-it's no good a player
having the skills of Maradona if
he can never get to the balll

If you have very fast players then
adjust your tactics so they run
turther, making more use of their
pace. Fast defenders are
probably best suited to wide
fullback positions while speedy
midfielders can do wonders on
the wings.

Morale can have a massive
detrimental effect on a player's
performance. If a player is
unhappy it may either be
because he's not getting a place
in the team — in which case let
him play a mateh or two — or
because of personal problems, ie
acting the prima donna. A good
way to deal with the latter is to
pul him on the transfer list, then
cancel the transfer a couple of
weeks later: the chances are he'll
have sorted out his problems in
the meantimel

you do have a superstar’

makes il so much easier to:
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PLAYER MANAGER

Players with low stamina aren't
useless — they can still make
good substitutes, as can utility
players (those with good all-
round skills) who can play in
various positions,

Always have at least one hard
tackling, aggressive midfielder to
help win possession from the
opposition,

Al the beginning of a new
season, carefully study each
player's ratings and compare
them to the previous year's
(which you wrote down!) to spot
trends. Players reach their pe.
at 28, while at 31 their physical
attributes tend to decrease
dramatically — especially
stamina — aithough often their
skill levels will increase slightly.
Older players may still be useful
in a different position, eg a
forward moving to midfield.

If you're playing a standard 5-3-2
formation, put your weakest
defender at number 4 — then if
you switch to just four defenders,
number 4 will move into midfield
where he can be substituted by a
midfielder. Of course, this can
work in reverse: in standard four-
defender formations put your
weakest midfielder at number 4.

In league fixtures before an
important cup match it may be
best to keep some of your star
players on the bench — I'll never
forget how Cardiff ruined my
chances in the following cup
semi-final by nobbling my best
players! Apart from pleasing the
board a good In Cz
rake in the cash (EG0O0K for
winning the final alone).

Al start of game the player
manager has & huge Influence
over the overall skill levels of the
team, but when you get
promoted, this starts to wane,
The answer is to buy loads of
young players when in division
three. As their skills can improve
dramatically, some of them will
develop into star players. When,
searching for good young players
look for high physical ability
ratings:-their ball skills will
improve with age.

Life in division one is tough, but
it's even tougher when you're in
the top half as the computer
introduces nine new tactics to
confuse you. In addition, players
are likely to have massive
misfortunes such as getting
arrested or breaking a leg. Watch
out!
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FIGHTER BOMBER

A good few issues ago |
printed some tips on

the Fighter Bomber fig
bombers, now I've !
round to finishing them off

with a correction to the

BUCKAROO cheat on the
Amiga version, a Hai: of
lously unrevealed keys
or the C64 version, a real
handy C64 cheat and how to
refuel in quite a few easy
steps!|
If you STILL haven't got a
debugged version of the
game off Activision then |
suggest you do it NOW as
you can't complete the game
without one!

C64 FIGHTER BOMBER
QUICK AND EASY CHEAT

David J Hughes of Stoke on
Trent has spotted a nifty
cheat to reduce the game's
lastability to a few minutes (it
needs itl).

Use the KYLIE cheat to select
any mission. Choose the
OFFENSIVE Missions and
select BROKEN ARROW.
Once the game has loaded and
you're in your plane sitting on
the runway, QUIT (CRTL and
Q) and return to the briefing
menu and then EXIT. Now
select REFLY MISSION and
the Cup Screen should load in.
Dead Easyllll

Another way to complete the
C64 game was found by
James Mayes. If you want to
compiete a mission without
being attacked do the
following. Take off and fly
straight and once in steady
flight press each of the keys
in turn EXCEPT the ones
stated on the reference card
and the ones revealed with
these tips. Once this is done
you'll notice that the aircraft
handles better and that the
camera angle shots are
faster. Now EJECT (CRTL
and E) and go to the mission
report screen. It should then
say ‘Mission Complete’ even
thouqh you didn’t destroy
anything. Now choose either
REFLY MISSION or NEW
MISSION, allow the tape to
continue and you'll see the
end screen! Hurrahl!

Here are some extra keys In
C64 Fighter Bomber found out
by Ben Willis from down at the
tip of Britain, namely Saltash

finally got

in Cornwall. Yep, the Bomber
manual sure is rubbish if it
_ to mention these

forgets rather
important keys

RUN-STOP — Pause/Unpause
7/ — Rear View

(: — Left View

); — Right View
CRTL and E — Eject

R — Radar Scale
CRTL and Q — Quit

Thanks go to Russ Johnson
who works for Gordon
Harwood computers in
Derbyshire for bringing to my
attention the fact that Vektor
Grafix have quietly changed
the Amiga cheat.

The BUCKAROO cheat revealed
last month does work with the
bugged version but not the
debugged version. Now instead
of typing BUCKAROO (when
you're asked to enter your pilot's
name at the start) just type in
448944895554 and you are
rewarded with the words Cheat
Mode On. Like the previous
cheat you can now access any of
the missions from the start. |
forgot to mention it last time but
during the flight if you press D it
advances you to the next
waypoint along. Very handy
indeed.

FILL 'ER UP WITH UNLEADED
MATE!

Use the Refuelling start-point
option to get the hang of what
can be a wvery frustrating
procedure particularly when the
manual doesn't bother to
describe it, .
For the vast majority of the
missions the flying fuel pump is
at the set height of 30,000 feet
maintaining a ‘racetrack’ circuit of
5 miles of so. Approach to 12
miles away and bring power
down to 70% or so. Line up the
Tanker in the centre of the HUD
and bring the plane in to the 3 or
4 mile mark. You'll almost
certainly be out of alignment with
the tanker and itll fly past to one
m. As it starts to slip past, tumn

;
g
§
3
g

00 kis or so for the final
contact (the probe's 't;t:tllls}illulau'nl
Vi SO
worry about your ¢
Now get your flight suit and
‘bone-dome’ on, we're going

bombingl!
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ADIDAS FOOTBALL ..........5.99 BEDLAM.................... 99p BIONIC COMMANDO .....2.99 3.D TENNIS ............... 6.99 THE UNTOUC o
PASSING SHOT ....convnnneeeel B9 MEBULUS.......co0vvvisees 1.99 OUEDEX .............0oo- 09 BLOOD MONEY .49 HABLES ...4.99
HEARTLAND .................. .99 SHAQ LINSRD .........2.09 RIMRUNNER ............. 99 \MBO'S QUEST ........ 590 THE INHERITANCE ........ 2.9 IN CROWD
WEC LEMANS............ Uy R N R e el =0 TIME MACHINE............ 6.99 KARNOV, GRYZOR,
COMBAT SCHOOL,
SALE TIME AT SOFT OPTIONS - CAN YOU AFFORD TO MISS THESE . ALL PLATOON, BARBARIAN,
ORDERS SENT 1ST CLASS POST, P+P UNDER £5 LAST NINJA, TARGET
75p, OVER £5 P+P IS FREE. RENEGADE, PREDATOR
IN STOCK ITEMS DESPATCHED BY RETURN, ACCESS + VISA ORDERS PLEASEADD 50p EXTRA.  (QNLY 8.99

sae  JEOCEN sac EOCEN soc EEOC
C64 DISKS | Please send me the following titles ZZC7 |
SUPREME WICKED GIANT
CHALLENGE. GAMES 3 STOOGES ....2.99 : Title Cass or Disk :
FOOTBALL MANAGER,  PACK CONTAINS 50 GREAT YET......oorr.....4.99 Amount
HANDBALL MARADONA,  ARCADE ACTION GAMES, DARK SIDE......2.99| |
PETER BEARDSLEYS EXCELLENT VALUE. SUPER HANG I I
SOCCER SUPREMED 8.50 N N \
ALL§ GAMES 5.99 GO CRAZY NIGHTS .......... 299l i
KNIGHTMARE 2.99
SPECIAL ACTION :EEE:;T%H:%MS FOOTBALL : I|
DRILLER, CAPTAIN BLOOD, ynks, SHACKLED MANAGER 2 ...3.“|
THE VINDICATOR, S.0.1,  ONLY 3.99 MATCHDAY 2..3,99 |
D.T'S OLYMPIC RAMBO 3........3.99 | I
CHALLENGE. COMPUTER OPERATION | i
ONLY 5.99 CLASSICS ::;:I-_- ----------- :-: | . I
m1 u‘rm“‘E m. ELLEELEET TR P&P [f a iicablg
GAME SET & MATCH 2 ALIENS, EAGLES NEST, ~ RUN THE ! by : :
CAULDRON 2. ONLY 399 GUANTLET.....3.99] Total Amount |
SUPERBOWL, e mer e
WINTER OLYMPIAD 88, by |
COIN-OP ZORK 2....ccoves 499 \ !
BASKETMASTER, CormamaTion ZORK 3. aoel NaMe.... e
IAN BOTHAMS TEST I Add I
BREAKTHROUGH, DOBB. it e Al Wi it ki e
MATCH, SUPER HANG ON,  gxpRESS RAIDER. METRO [ I
; MATGHDAY 2, CROSS, CRYSTAL LIMITED I .................................................................. sanaa I
NICK FALDOD'S OPEN, CASTLES QUANTITIES BE | ; |
cHMFInHSHlFSPH.n u“LT 2.“ ﬂulc“t l ----------------------------------------- FEESEISEEREREREEEREE RN RES I
TMEK&FI!I.D. I ............................ G EEEEEESEIEESEEEEREREER SRR FEsEsEEEBETEES l
STEVE DAVIS SNOOKER.  FLIMBOS QUEST.......6.99
eyt i pobe i I Telephone No............ T TN e SO
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AG IN a foke

THE SOUND OF MUSIC

The following are samples which can be used with the brilliant
Jon Barry music sampler from the May ‘89 issue and all were
found by music maniac Stuart Jehan. May °89 is quite some
time ago so just for you I'll repeat the Jon Barry listing and at
the same time ask you lot to hack away at any games with
samples and send them in, the more the merrier! Let's make it
a Mega-Sound of Music special!

*** MAC: Back to normal ***

JON BARRY SAMPLE PLAYER

Instructions

This sample player allows you to play samples from most games in
any order and at any sample speed.

1. First load up the game you want (le Grand Prix Circuit) and
reset the game with a reset switch once it's loaded up at the
indicated point.

2. Type in the SAMPLE REPLAY
tape or disk and RUN it.

3. Once this is done, type in the BEATBOX program (Listing 2) and
Save it to tape.

4. Now line 100 is the DATA line where you put the data for the
samples that you want to play and this is the structure:

L.H (from the following sample tables), speed of sample (1 is
fastest, 255 is slowest, 20 normal).

It you want the sequence to carry on ad infinitum, then put the -
1,0,0 at the end of the data on line 100.

Eg If you want to replay the ‘Hit the gas’ sample from the Turbo
Out Run (Part Two) sample list at its slowest speed and you want it
to repeat forever then make line 100 the following:

100 DATA 020,032,255,-1,0,0

5. Now RUN the BEATBOX program and bop to all those samples!

SAMPLE REPLAY (Listing 1)

program (Listing 1), Save it to

1 REM ZZAP! SAMPLE REPLAY LISTING
2 REM BY JON BARRY (C) 1990

3:
5 FOR T=4096 TO 4145: READ A: POKE T.A: NEXT
6 POKE 56,16: NEW

10 DATA 120,169,53,133,1 »160,0,177,251

20 DATA 41,15,141,24,212,166,254,202

30 DATA 208,253,177,251,74,74,74,74

40 DATA 141,24,212,166,254,202,208,253

50 DATA 200,208,227,230,252,165,252

60 DATA 197,253,208,219,169,55

70 DATA 133,1,88,96

BEATBOX (Listing 2)

1 REM ZZAP| BEATBOX LISTING
2 REM BY JON BARRY (C) 1990
3:

10 RESTORE

20 READ L H,D: IF L((less than))0 THEN 10
30 POKE 251,0: POKE 252,L
40 POKE 253,H: POKE 254,D

50 SYS 4096
60 GET AS$: IF A$="" THEN 20
100 DATA .........commsnenransens

Well, now that you've got the listings here's the data for K+,
Grand Prix Circuit and the best of the best Turbo Out Run.

IK+ (System 3)

Reset the game (with a reset switch) when loaded and run both
Jon Barry Sampler programs. Enter the number on Data lines 100
+ and check out the sounds,

SAMPLE L H
Large 'O0OF!' 190 200
Small '0O0F! 201 205

Speed = 20 — NORM
66 E ZZAP! SEPTEMBER 1990

GHAHD PHIX GIHGUIT {Accolade/Electronic

Arts)

Reset on the title screen and run both Jon Barry Sampler
programs. Here are more numbers for the Data lines.

SAMPLE E H
DRUM 140 146
GUITAR 147 152

Speed = 40 — NORM

OK, time for about the best samples in the universe you can
extract!

TURBO OUT RUN (US Gold)
(PART 1)

(These work on disk, | don't know about the cassette version!)
Reset on the title screen (the one with picture and 'HIT FIRE'
underneath) and run both programs by Jon Barry to enter the
following numbers in the Data lines.

SAMPLE L H
"Hit me!" 051 056
*Yeah!' 056 061
GUITAR 061 o078
SCRATCH 085 090
‘Cnel’ 088 09z
Twol' 092 096
Three' 096 100
‘Hit it!" 100 104
‘Out Run' 104 1mM
Speed = 20—NORM

TURBO OUT RUN

(PART 2)

Reset (using a reset switch again) on the title screen two (the one

with the bouncy writing) and follow the instructions for title screen
one above.

SAMPLE L H
‘Hit the gasl' 020 032
‘Hit it' (1 032 036
DRUM 1 036 049
DRUM 2 050 061
Hitit' ( 061 065
SCRATCH 'ONE' 065 069
T™wo! 069 073
‘THREE' 074 077
‘COME ON' 077 083
'YEAH' 084 088

Speed = 20 — NORM

It's fingers-crossed-time again as | hope for maps and tips on
Damocles: Mercenary I, Rotox, Blood Money and everything
else for next issue, budget maps and stuff like that would be
rather handy. I've got a neat little music co-ordinator lined up
for next issue and Ninja Spirit could well be Def Guided. For
this month's Pig In A Poke tips, Simon Blencowe wins a
special £50 prize for his superlative Turrican maps —

given the sheer size of the game Simon must have been at it

for ages (less of the innuendo Phill). Just HOW long did you
spend on those Simon? For those of you sending in maps try

to use black ink/biro or dark pencil for the maps: it saves us
having to trace over them again at 4:00 am (it has
happened!). The address for tips, maps, pokes and the whole
caboodle is (surprise, surprise) Pig in a Poke, Stalag ZZAP!,

Newsfield, The Case Mills, Temeside. Ludlow, Shropshire,
SY8 1JW.

o




THE 1990 ATARI ST

PRODUCT GI.IIDE

PERIPHERALS & ACCESSORIES Wy g . | = UI('s No 1 LT LEyIe
GUIDE TO THE

ATA RI

FLOPPY_ DISK DRIVES

rﬂwuaminmrsmd in buying an Atari ST (or if you already
own one), then you will not want to miss the FREE Atari
ST Product Guide from Silica Shop. This 48 page, full col-
our guide is packed with details of peripherals, ac-
cessories, books and software for the Atari ST range of
computsrs. In fact, the 1990 Atari ST Product Guide is the
most comprehensive product handbook available for the
Atari ST. Not only does the Product Guide provide an in-
valuable source of information on the UK's largest range
of ST products, it is available absolutely FREE OF
CHARGE! Just complete and return the coupon below for
your FREE COPY! in addition to ALL Atari hardware, the
range of products featured in the catalogue includes:

PERIPHERALS:
Robotics Clocks Floppy Disk Drives
Hard Disk Drives Emulators Graphic Tablets
MIDIMusic Modems Modulaiors
Monitors Mouse controllers  Plotters
Printers Scanners Scientific Equip
Sound Digitisers Sound Samplers Video Enhancers
ACCESSORIES:
| Cables Cleaning Kits  Disks
| Disk Boxes Dust Covers

, Joysticks

| Monitor Access Mouse Access Power Supplies
| Printer Labels  Printer Paper  Printer R

PRINTERS | Stands

ST Dedicated

| SOFTWARE - ENTERTAINMENT:
Arcade Games Compilations  Advanced Sims
Sport Sims Adventures Board & Strategy

SOFTWARE - FHODUC-‘T!WTK
Art & Graphics  Accounts
Communications Databases DuttopPubuahing

Education/Childs Music i
r PLUS MUCH MORE! [ Ssastiiadiima g l & Ig__r;;.rf.: .MORE!

COMPLETE & RETURN
THE COUPON FOR YOUR

1-4 The Mews, HBHIEI'IH]' Fd, Sld:up I‘-'.Br!T DAt4 4[1}': TII malﬂ m
#00am-E00pm

52 Tottenham Dnun Huau:l Lnndnn ‘mF 0BA m lﬂ-lm 4000
BU30am-500pm i Lrldq' Fax Mo H-333 4797

Sdlrlrlg-us l1s Foor, mhrdsrmt London, wu. TAE  Tel; 071-629 ﬂﬂmu

'HMI'I Man-Sal 5308 'L.-rllg'h'r Thl.l'll‘.ll'lwlﬂ Faa Mg -85 m'l
SIDCUP % 14‘Tne Mm Hmniﬂr_nu Sidcup, n;m DAu 40 el ﬂi
Opaning Hours:  Man-Bal

Fricay umlil Tpm Faa Moo OB1-308

Fm: Silica Em. Dept IAPE»HEEM?. 14 The Mews, Hatherley Rd, Sidcup, Kent, DA14 amh
j [PLEASE SEND ME A FREE ST PRODUCT GUIDE] |
OF THE 1 990 ATAH' ST I MrfMrsiMs: ... Initials: .......cineee BRI i mb b S e s S H L B e st I

48PAGE PRODUCT GUIDE /O i i B |

FHDM SILIGA SHDP a THE ATAH' SPECIALISTS ............. Rt R Rl 0 b 2 RS LN i rs o -5 a0 S o e B S 0 i

Silica are the UK's No 1 Alar Specialists. We have baen
establishad lor ovar 12 years, and have an annual furnaver
of 10 million, With our experience and experiiss, we can

claim o meel our cusiomers requirements with an

understanding which |8 sacond to none. But don't just take
our word for it, Complete and returm the coupan for ous basest
fres libaratune and begin 1o experience the "'Silica Sarvica'”.

Which computer(s), do you oWn? .......ccoibemn. bR T o

-___“-___1___
EROE - Advwilinnd prcea and specficaiions map changs - passs sstum T coupen o S lemsl e esos




MICRODIAL

ATARI
S520STFM DISCOVERY PACK

1040STE BUSINESS PACK
PORTFOLIO

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

COMMODORE
AMIGA A500 BATMAN PACK..............cooiiennn. £369.0uU
AS500 FLIGHT OF FANTASY PACK............... £369.00
AS00 CLASS OF THE 90'S PACK................. £515.00
MS501 1/2 MEG UPGRADE INC CLOCK & GAME )
C64 WORLD CUP PACK...........ccceovrninnnnns £150.00
PC STARTER PACK........ccccceeeennnn. PLEASE PHONE

PRINTERS

MANNESMANN TALLY MT81

CITIZEN 120D

PEINOSHA SPROODL. & bt ... £199.00
SOFTWARE UP TO 20% OFF RRF

THIS IS A SMALL SELECTION OF OUR WIDE
RANGE - PLEASE PHONE - WE WILL TRY TO
MATCH ANY PRICE
All prices include VAT and P&P,

Courier Delivery add £8.

Piease make cheques, PO.'s payable t> 'MICRODIAL" and
send fo:

THE OLD CAMP SHOP, WARRINGTON LANE, ADGEN
WHARF, LYMM, WARRINGTON, WA13 OSW.

All items are o , are s to change
without notice. m'm,'. upon Hm payment.
Froprietors: Mike Todd and Mal

Neary.E. & O. E.

w T s Te L

SAME DAY
SERYICE

ICALLEHRS
R TN

HINDLEY E

i

MUVREREAL

TURSAHTI N

BN HA KBs
irMEsTAl

[ 1 EXPERT COMPUTER REPAIRS
Fm COMMODORE-SINLAIR-AMS TRAI-ATARI Fqu
. BEANMITAMI CHARIGGES

CTRONICS

* SPECLAL &
El
BINTEI

Un i LR ETRE T TR Y| WA I i
o THADE HEPAIRS UNDERTAKEMN o
1 ALY (N Sl by |

SE0STE POWER PAGK ... oo iii ot £369.00)

TELEGAMES

STILL EUROPE'S LARGEST VIDEO GAME CENTRE
N
( DS

E

NINTENDO

AR seaA GAMEBOY
20 IEGRA DRIVE N sTock Now
7800 SNK NEO-GEO PAL & SCART SYSTEM

NOW AVAILABLE 'WHAT VIDEO GAME' 2 HOUR VHS
FILM SHOWING ALL POPULAR GAMES SYSTEMS
-OVER 400 GAMES £14.95

SPECIAL OFFERS
MEGADRIVE COMPLETE WITH FREE
GAME, JOYSTICKS
SCART/PAL VERSION £229.95
SCART VERSION £219.95
PC ENGINE COMPLETE WITH 2
GAMES, 2 JOYSTICKS
PAL VERSION £219.95
SCART VERSION £209.95

PC ENGINE 2 PLAYER ADAPTOR £42.05
WITH ANY PC GAME FREE

NOTE: We only sell fully compatable, 1 year
guaranteed items

Send for lists (state make of game)
TELEGAMES, WIGSTON, LEICESTER, LE8 1TE (0533-880445)

—

—#"ADVERT IS WRONG,
" 7" WHO PUTS ITRIGHT?

We do. The Advertising Standards Authorily ensures
adverlisemenls meel with the strict Code of Advertising Practice.
S0 Il you question an adverliser, they have Lo

answer Lo us,

To find out more aboul the ASA, please write 1o |
Advertising Standards Authority,
Depariment X, Brook House,
Torrington Place, London WCIE THN.

This space is donated In the Inleresis of high standards In adverilsements,

FIGHTE

USE YOUR VOICE
TO OUTDRAW THE

GUNFIGHTER
FOR CASH PRIZES

0898 31 35 69

INFODIAL POBox 36 LS1 4TN Call Charges 25P/Min Cheap 38P/Min Al Other Times

a

Propriccor B.Everias, PO, B4ax 71, Kineton, Warwich, £¥15 SXA,

Cals chamged al 250 per mirte cheop rofe ond 180 B rrnufe af all ofher jlimes

{ Ask whosver pays phane bill )




Infogrames, Amiga £24.99 g\;_‘

he Russian game that

sent the West mad Is

back with a vengeance.
For the uninitiated, Tetris
invalved manipulating falling
coloured shapes so that when
they landed they might form a
line with other shapes. The
concept of the sequel is similar,
but it has been expanded.

This time the play area
consists of a square ‘well’ —
with you looking down into it.
As before, oddly shaped pieces
fall down one at a time. These
can be moved around the four
walls of the well and rotated.
Your aim is again to form
straight lines from one side of
the well to another. Once a line
is formed it disappears with a
satisfying thunk, pleces resting
on the line move together, and
you get lots of points.

it you're slow forming lines,
then the well will fill up with
pleces. And If a plece doesn't
fall completely into the well —
ie part of it sticks out up the
wall — then the wall flashes red
and no pieces can be moved
across it until another three
pleces have fallen. If all four
walls turn red then it's game
overl

To begin with the pieces fall
very slowly, but after 15 pleces
an awkwardly shaped bonus
plece falls and then the speed

f‘F e

A Agh! Two walls are locked up, and this white plece is about to lock

up another!

I'm not sure Welltris will have quite the same impact as
its predecessor but it's just as addictive. The ‘three-
dimensional’ aspect makes it even more puzzling, giving
you many more options for the positioning of each
shape. Despite this, with its simple rules the game is
easy enough to get into straight away, and the lowest speed sefting
is a nice, leisurely pace. As with the original, presentation is the
game's weak point with purely functional game graphics, mediocre
pictures and irregular out-of-tune tunes. It hardly pushes the Amiga,
but the game will surely push even the brainiest mind to the limit —
yes, even minel

¥ Uhm... Michael isn't going to be able to complete any lines with this plece.

SCORE
LEVEL
SPEED
LINES

ZZAP! SEPFTEMBER 1990 69

TesT

is increased by one. Also, the
purely decorative picture on the
right of the screen changes
with a short burst of Russian
music.

There are five speeds which
can be set at the start, and
three levels with bigger more
awkward pleces.

rience that is extremely addic-
tve. t's a pity the pictures

weren't more interesting, but
who needs them? This is a first-
class game which compares
wery well with both Pipemania
and Klax. Although it lacks their
variety of gameplay, it's less
lgmtraﬁng. Highly recommend-

L it

A CB4 conversion is highly likely, but
programming has yet 1o star.

PRESENTATION 80%
Choosa from three levels and five
hods. High
5—. Iilk‘j
GRAPHICS 65%
Simple, but very affect
graphics accom
gecorative oS G

SOUND 55%

Satisfying ke

of & reswar
bility mea

OVERALL
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Hewson, Amiga £24.95
he frontier world of
Basymth has come

I under attack from the

Trimorg empire and an urgent
call for help has gone out. Time
is short, and five freighters are
launched with human skeleton
crews aided by maintanence
droids. The cargo is a wide
range of awesome battle
droids. All goes well until the
fleet reports it is being scanned
from an uncharted asteroid
field. Minutes later a frantic
captain sends a fearsome
message — the ship’s crew has
come under attack from their
own battle droids, they can't
hold out for long...

Three days later a rescue
ship arrives. Beaming troops
aboard the freighters is out of
the question, the only hope is a
prototype Influence Device.
This remote-controlled device
floats a metre above the
ground, and although it carries
a plasma gun, its principal
defence is the ability to take
over other droids’ brains. Your
plan is to use this machine to
destroy all the fleet's droids...

The game has an overhead
perspective, with the ship
decks scrolling vertically. When
the ID is in motion, pressing
fire sends out a plasma bolt. If
stationary, fire activates the
influence spark — hold down
fire and you can move around
with it.

When the spark contacts
another droid you go into the
Transfer Game. This has a
single screen with a Central
Control Bar split into 14
segments, with wires from left
and right, You can pick which
side lo play from. The aim is to
turn as many of the central
segments o your colour by
firing a limited number
(depending on your curreni
drold) of Pulsars down the
wires, If iwo opposing Pulsars
have been fired at the same
seqgment, the one lired last
wins. The exception is il a wire
has an Auto-Pulsar — ance hil

L TREIET]

T

Sl La]

A The Transfer Game, tough to explain but great fun to play.

it sustains the charge so this
always wins the segment.
There are also Splitter wires
(divide to hit two segments),
Terminators {dead-ends),
Colour-Switchers {turn
segment the wrong colour),
and Joiners (two wires going to
a single segment and requiring
two Pulsars to work). At the
end of the time limit if there's
an equal number of Segments
per side the game is repeated.
If you have most Segments you
take control of the droid. If you
have least, your current droid
(or if none, your ID unit) is
blown up!

Each deck is divided up into
fully furnished rooms. Although
you can see the objects in
another room, droids are
invisible until the door opens.
One of the most important
items of furniture are the
Energisers, which recharge
power. Unfortunately controlled
droids slowly burn out their
maximum power potential, until
eventually they self-destruct!

There are also lifts, to take
you to other decks, and
computers. Log onto a
computer and iU'll show you a
deck plan, ship plan and how
many droids remain active, Iif
you control a droid it will also
show you pictures and info
concerning your droid, and all

¥ Consulting a computer brings up superb pictures of all the droids

in the game, plus these deadly allen Ralders,

e e ]
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the other droids below it in
power. There are 14 droids,
ranging from the sluggish
vacuum cleaner to military
robots such as dalek lockalikes
and tanks!

There are also Raiders,
aliens which are sent in if you
don't take control of the
freighter in time. If you succeed
you move to the next freighter.

The proof of a classic is how
well it stands the test of time.
Loads of things have changed |
since the release of C64
Paradroid: then, beer were tup-
pence a pint.. But thankfully
some things never change: in its
new form Paradroid '90 is just
as addictive as ever. The purely
vertical scrolling was a bit of a
surprise after the multi-direction-
al original, but it doesn't affect
play. | love the way the varied
and intelligent robots hide
behind doors and tables, ready
to ambush you — the fact that
you can't see robots beyond
your ID's view creates a tense
atmosphere, aided by subtly
shaded backgrounds and a
massive variety of superb sound
FX. The heart of the game,
though, is the transfer system
which is surely one of the great-
est (and simplest] sub-games
ever. Beautifully presented with
perfect playability, Paradroid ‘90
is an ageless classic not to be
missed.
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A A psychopathic droid tries
to fry you with the shuttle
engines,

"ff!f!//f.-’Jff.-'i'..ri"-’.r"fd’f??HJI?!?fllf!ff’”?fl??f!f!fff!fff!ﬂff!)?!J?f.-"f/fﬂ

Tl el ol e

LI /] *

"

CB4 Paradroid was a Gold Medal-winning classic. Though
graphically simplistic it worked so well that it takes a while to get
used to the highly detailed 16-bit graphics. The multi-directional
scrolling is now only vertical,-and the droids arer1 as fast so you
can't go zooming around bouncing off the walls. By way of
compensation the enemy droids are much more intelligent, reacting
to their own detection systems and even using the energisers.
Combat is also very much better, You can dodge behind tables —
which powerful droids can destroy — and see individual bullets fly
through the air.

The Amiga version also improves lastability with the ships being
distinctly different in layout and toughness, if rot particfarly varied
graphically. There's also the classic Paradroid frustration of making
a bad transfer and being destroyed after aimost finishing a deck. But
the ambition and work that has gone into this conversion are almaost
without parallel. Can anyone think of a game so thoroughly rewritten
in being converted? The whole game has been taken apart and
redone, and while the game concept can't push the Amiga to its
limits as it did on the CB4, this is an example to all those people who
do nothing more than gloss-up the graphics and sonics.

| 90 is the humour pervading the

i on with a 'whistle’ brings forth a

when a drinks carrying servant
i robot entered the room where |

Paradroid ‘60 is a brilliant con-
| version, superbly capturing the

essence of the original and play-
ing extremely well. Once you
get into the game you don’t real-
ly mind the lack of horizontal
scroll. In effect you've got two
games in one with the transfer
mode on/off toggle: the game is
better with the transfer option as
it allows for more tactical play.
Five ships may not seem a lot
but it's difficult enough coping |
with one deck, let alone one
ship!

One gripe, why not a different
style of graphics with each new
level? It's immensely satisfying
to conquer a ship but I'd have
liked a bit more of a reward than
just a different colour scheme.
What | do love about Paradroid

game: the ability to fry robots |
using the shutie engines is |
neat, and the computers coming

smile. What cracked me up was

(in the form of the ultimate 999
robot) was, realised what it
faced and just as rapidly shut
the door and legged it, brilliant!!! §
More seriously, the varied ways
the robots act is a superb
demonstration of artificial intelli- §
gence, taking out one smart
robot was like a replay of Alien!

PRESENTATION 88%
Transfer Game optional, oplicn to
restan level, e driid piciures
bt no scene-satting intro texd l

GRAPHICS 87% |

Only vertical scrolling, but incredibly
detailed decks wilh some superh

enemy droids.
SOUND 84%

Good Intro soundirack, excetleant in-
gama FX

IHWI[ABI LITY 92%
nstanily addiotive, especially with
Transter Game oplion

LASTABILITY 90%
Five-ships provitde @ massive
challenge, il not an immense amoun!
of graphic varia

OVERALL

90%

A slate-of-the-ant conversion of a
Iegendary C64 game.
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THE

WORLD’S
LARGEST
BHAIN

AMIGA

MR
DIAMONDS
DIRTY DOZEN

CENTRES WHY SETTLE FOR LESS!!!

AUGUST ONLY, 40% OFFER OFF ALL AMIGA GAMES SOFTWARE

DIAMOND PACK 1A

DIAMOND DIRTY DOZEN

ALL OUR AMIGA A500 PACKS CONTAIN MACHINES

Southampton

(0703) 232777

Fax 232679

Poole (0202) 716226
Fax 716160

London (081) 597 8851
Fax 590 8959
Midlands

(0926) 312155

Fax 883432

Bristol (0272) 693545
Fax 693223

Eire (061) 376744
Fax 376470

DIAMOND PACK 1B

FLIGHT OF FANTASY

WITH THE FOLLOWINGSTANDARD FEATURES @ 512K RAM @ Built-in Speech Synthesis
® 1 Meg Disk Drive® Two Operation Manuals
® 512K RAM @ Built-in Speech Synthesis @ 4096 Colours @ Operating Systems Disks
® 1 Meg Disk Drive @ Two Operation Manuals @ Multi Tasking @ All Appropriate Connecting Cables
@ 4096 Colours @ Operating System Disks ® Mouse
@ Multi Tasking @ All Appropriate Connecting Cables

@ Mouse

Batman The Movie, New Zealand Story, F18
Interceptor, Netherworld, Star Wars, Bombuzal,
Clownomania, Saint & Greavsie,Table Tennis,
Paperboy, Mike Reid's Pop Quiz, Baal, Menace,
BloodMoney, Deluxe Paint Il, Microswitch

Joystick, 10 Blank 3 1/2"Disks, Disk Library Case,

Mouse Mat, hmlpqg Dust Cover, TutorialDisk, TV
Modulator + 23 PD Programs.

£399.00

Including VAT.

F29 Retaliator, Rainbow Islands, Escape From
The Planet of theMonster Robat, Netherwarld,
Star Wars, Bombuzal, Clownomania,Saint &

= - Greavsie, Table Tennis, F:parha, Mike Reid's
0

CLASS OF
90’s PACK

£499.00

Pnr Quiz,Baal, Menace, Blood Money, Deluxe
Paint I, Microswitch Joystick,10 Blank 3 1/2”
Disks, Disk Library Case, Mouse Mat, Amiga
DustCover, Tutorial Disk, TV Modulator + 23 PD

Programs.
£399.00

Including VAT.

DIAMOND Z501

* TWO YEAR WARRANTY
* BATTERY BACKED
CLOCK/CALENDAR
* FREE UTILITIES DISK
(RRP £49.95)
+ ON-OFF SWITCH
D501 + FANTAVISION + SPRITZ
+ COMIC SETTER £79.95

£39-95 INC VAT

£45.95 INC VAT: “IT CAME
FROM THE DESERT"
+ FREE DELIVERY IN EUROPE
OR £49.95 WITH PHOTON
PAINT 2

DIAMOND PACK 2

If you thought the above
Diamond Packs were good
value just lookat our
Diamond Pack 2!

SAME AS PACK 1A BUT
WITH PHILIPS COLOUR
VISION MONITOR (U.K)

WITH 1084/S
£599.00
WITH 8833 £619.00

INCLUDING VAT

DIAMOND PACK 3

AS PACK 2 BUT WITH HIGH QUALITY 24 PIN
COLOUR PRINTER

ony £725.00

INC VAT

DIAMOND PACK 4

BATPACK, CONSISTS OF: A500, NEW
ZEALAND STORY, BATMAN 2,
F18INTERCEFTOR, DELUXE PAINT Il +
FREE MONO MONITOR

ony£399.00

INC VAT

DIAMOND - THE NAME YOU CAN TRUST

EXPORT HOTLINE (0272) 693 545
EXPORT FAX NO (0272) 693 223

Diamond Computer Systems Ltd
406 Ashley Rd, Upper Park Stone,
Poole. BH14.

Diamond Computer Systems Ltd
84 Lodge Road, Southampton,
LAN Computer Systems Ltd,
1045 High Road, Chadwell Heath,
Romford.

LHC Microsales, 121 Regents St.,
Leamington Spa, Warwickshire,
Diamond Computer Systems Ltd
227 Filton Avenue, Bristol.
Diamond Gumputaf Systems Ltd,
Ballina, County Clare, S. Ireland.

CHIP SHOP PRICES

WE ONLY SELL NEW CHIPS
AS590 CHIPS

0.5 MB £29.95 INC VAT
INC VAT

2.0 MB £115.00 INC VAT
AS590 £319 + VAT

A590 2 MB POPULATED £399 + VAT

8 UP BOARD CHIPS

2MB £109 + VAT 6 MB £319 + VAT

4 MB £219 + VAT 8 MB £429 + VAT

8 UP BOARD/SUPRA ONLY £160 + VAT
8 UP BOARD 2 MB POP £E279 + VAT

1.0 MB £58.95

* SPECIAL %

DIAMOND DRIVE
THRU PORT
ON/OFF SWITCH

OMLY £49 " 95 INC VAT

WITH 10 BLANK DISKS
£53.95 INC VAT
WITH METAL CASE £64.95
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SUMMER SALE NOW ON Mll.l



WE ARE PARTICIPATING IN THE
COMMODORE UPGRADE OFFER AND WE

AREGIVING AWAY 1 FREE MEGA BYTE. IF
YOU HAVEN'T RECEIVED YOUR MAILSHOT
OR REQUIRE OTHER DETAILS
PLEASE CALL.

YOUR AMIGA 500
IS WORTH OVER
£800!!

When you part exchange it for
a B2000 with an autoboot hard
disk!
PART EXCHANGE YOUR AMIGA 500
1.3 KICKSTART WITH 1/2 MEG UPGRADE
GET AN AMIGA 2000 FOR £499 INC. VAT
Phone or call in to a Diamond Store for details!

RENDALE 8802
GENLOCK MUSIC X
£179 INC VAT The Ultimate
Music Package
'y | Full Blown
PRICE BREAKTHROUGH Version _E‘.EE.DD
A590 2MB POPULATED inc VAT
£399 INC VAT + DELIVERY
INCLUDES CONNECTING LEADS
VIDI AMIGA
l £99 INC VAT
] CAMERA
1 £139 INC VAT
A VIDI +« CAMERA Suﬂlx vz
J _ £289 INC VAT eos on
. CITIZEN SWIFT |
. EOLOUR 24 PIN . .
?i PT;‘JEE“ 47MB Autoboot, Fast File System Hard Disk
r for B2000 - only £39540MS £395 - 2BMS
DIAMOND MULTISYNCH f:
h'. MONITOR £435 - 111 MB, 23MS £695
g £205
HIGH QUALITY 3.5” BULK DISKS
I1héC VAT INC VAT
OKIMATE 20
FANTASTIC QUALITY 24
PIN COLOUR PRINTER
£149 incVAT Add £4.95 for 80 capacity box
AUTOBOOT 20MB HD & CONTROLLER FOR UPTO 7
DEVICES ONLY £199.00 + VAT

DIAMOND
CONFIGURED
PACKS:

AT System
Amiga B2000
AT Bridgeboard
2090A 20 MB Autoboot HD
Colour Monitor

XT System
Amiga B2000
XT Bridgeboard
2090A 20MB Autoboot HD
Colour Monitor

Basic System
Amiga B2000
2090A 20MB Autoboot HD
Colour Monitor

Audio System
Amiga B2000 + 2090A
Colour Monitor
Music X & Midi Interface

Visual System
Amiga B2000 + 2090A
A2300 Genlock
Deluxe Video's

Phone for our
incredibly low prices

on the above ‘
systems!

COLOURPIC

Real Time Frame
Grabber

£489in{: VAT

SOFTWARE CLUB PRINTERS
For just £20 a year you can obtain 30% a“;ﬂm;:;u::ﬂﬂ 00 G0N A G Mchide
discounts on software! A
Call wth your credit card handy to AioaPC', 67, Azchimades oo, Traolor S piRon
o n your iree mouse m 1@ 8
Comic Sztar. Fantavision & Spritz £34.99 m&s;:slﬂ EXP-1124 PH“-IPS 3333 [U K
Metherweorld £5.00 24-PIN D.MATRIX PRINTER £199 BDLDUH Mu" ITU H WITH
Star Wars £5.00 OKIMATE 20
Bombuzal £5.00 24-PIN COLOUR THERMAL STEHEG SUUHD
Clownomani £5.00 DOT MATRIX PRINTER £159
Sa?l: ;";eu:uiu £5.00 STAR LE—‘II}KHEIHG qu'Y £1 99
Table Tennl €5.00 Multiple fo fram frant panel, excellant paper
i g e b b . DIAMOND MULTISYNC
Mike Reid's Pop Quiz £5.00 STAR LC-10 COLOUR MONITOR
Baoal £5.00 Cosour version of the popular LC-10, allowing the effect
Menace £5.00 of fullcolour on screen dumps (requires colour printer UHI.Y £295
Bloodmone £5.00 vingsoftware), C4/128 version avadabla, £189
Amegss £5.00 santeaes S COMMODORE 1084/S MONITOR
The Art of Chess £5.00 24 Pin version of the popular LC series with sxcaptional u"l-"' E'! gg
Barbarian £5.00 latberpsint quality E188
B B £5.00 STAR ¥XB 24-10
mﬁg:'ar:irs £6.00 24 PIN COLOUR PRINTER £435 BIAMBHD 3n Hur" sv"c
insanity Fight £5.00 (INCLUDES COLOUR OPTION) MONITOR
Mercenary £5.00 CITIZEN SWIFT
Terrorpods £5.00 COLOUR 24 PIMN PRINTER £265 5379
Thunder Cats £5.00 CITIZEN SWIFT
Sonix £24.85 MONOD 24 PIN PRINTER £249

1 ALL PRICES EXCLUDE VAT. COURIER £5. NEXT DAY SERVICE £10.
E & OE. All prices correct at time of going to press and aresubject to change without notice.

LLION £ STOCK CLEARANCE
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TREASURE TRA

Electronic Zoo, Amiga £24.99

he sunken treasure ship
I Esmeralda has been

found, and its scattered
cargo of gold could make you
very rich indeed. So it's on with
the rubberware and brass
helmet for some deep sea
diving. The ship has over 100
rooms, all presented in
isometric 3-D. Needless to say,

Electrocoin Software, Amiga
£24.95

T his SNK coin-op takes
place in the aftermath of
a cock-up, with the
majority of a seven-man
commando team captured
soon after beginning their
guest to stop Gylend, the
mighty space dictator. In the
coin-op Yohan and Ben survive
to provide simultaneous two-
player action, but the Amiga

busty marble maldens.
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the Esmeralda Is packed with
marine life, from friendly
Stingrays (which allow you to
ride on top of them) to lethal
octopuses, starfish and even

homing mines! In an
emergency you can release a
smart fish, a nasty piranha
which chomps up the baddies!
You begin with six lives and a
full tank of oxygen — which
can topped up by picking up air
cylinders. Differently shaped
keys can be collected to open
locked doors. Whenever you

& ¥ While our rotund hero overinflates himseit with oxygen, a
‘smart’ fish devours the baddies.

. i
and C64 conversions have only
one survivor whose
companions have been
scattered through five Ages.

As you massacre Gylend's
minions objects are dropped
which can improve your
weapon with Tri-Shoot,
Missiles and Lasers. A Big
Boss at each level's end
guards one of your colleagues.
Should the going get tough,
you can use a warp gate to hop
to another Age.

¥ Our Time Soldier blasts the enemy hordes before the eyes of some

 €€€B0E€ES
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collect a multiple of 50 bars of
gold there's an opportunity to
save the game.,

Mo plans for a CB4 version,

PRESENTATION 88%
Great intro, demo, map, save/load
opton, less delay betwean rooms on
1Mb machines. Good manual

GRAPHICS 71%
Imaginative and anteraining
II'h:iur.ilnq a podgy main sprite and
vicious smart fish!

SOUND 90%

Magnificent, vared intro which goes
on for ages. In-game FX are okay

HOOKABILITY 74%
Control system and 3-D takes a little
gefting used to, but spon becomes

addictive
LASTABILITY 77%
while various high scores (himes

and bars) keep you playing this
iough chalenge

A superbly presented and very
playable arcade adventure

Whatever went wrong with this conversion? The C64
game lacked the simultaneous t'«n-qlmr mode but
made up for it with some impress _
guardians amongst other things. Unbelievably the
Amiga game lacks even an alternate two-player mode
— | thought two-player action was a trademark of these lkari
m: wbﬂ? Tr;nm's mn&inlgg aﬁl&n‘gﬁ with ﬂuwm

1o go ; 8 it drove us up | trying to get
ONE level with NO continue plays and NO desper _w-madad
energy pods. You really do learn to loathe the multiload.
supposed to be the most faithful conversion? Try again Electrocoin!

ve blitter-style

d this is

'I was disappointed
W:ilh the extreme

game and hoped for
more of the Amiga
game. Unfortunately it's even
more difficult, there isn't a two-
player mode and the graphics
are disappointing with a poor
main sprite and mediocre
animation generally. Gameplay
is incredibly hard, and made
even more irritating by the
painful delay in restarting the
game when you die. If yoy've
the patience, the ﬁvgt levels and
graphic variety might provide a
satisfying challenge, but | got
very little enjoyment out of this,

PF!ESEHTATIDH 39%

GRAPHICS 66%

_ SOUND 60%

HQQHABILITIY 3_7"-"::

LA S_TA_BI LITY 38%

DVERALL
36%
A disappointing conversion
overly difficult and unexciting
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TRASH 21
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Electronic Arts, Amiga £24.95

eing neat and tidy has

suddenly become

very trendy, both on
planet Earth in Skidz and
now in the fabulous
underground caverns of
Quiffy's world. And who is
Quiffy? Well think of a short
Phil King, with a bigger quiff
of hair, and painted green.
Not a pretty sight, but this
pudgy guy is our hero and
we're stuck with him. Other
differences between him and
Phil are: he eats trash (Phil
creates it), he can climb up
walls and across ceilings
(Phil has to be helped up the
stairs), and he's a dab hand
with all manner of weapons
(Phil's adept only with balis).

Quiffy’s world is made up

of 42 levels, each of which is
completed a level by eating
all the trash before finding
the end-of-level teleporter.
Quiffy has to be quick about

et L= T R L}

it too, because he is pursued
everywhere by the ghost of
his chastising aunt. She
appears a couple of seconds
after Quiffy arrives on a level,
and follows his exact route —
only slightly faster! This is a
problem because she drains
Quiffy's energy with every
contact. Another problem is
water: most of the caverns
have a tendency to rapidly fill
up with it. Quiffy can dive
below the water, and swim
about, but he can only hold
his breath for so long...
Sadly, most of the other
creatures in the game are
perfectly happy breathing
water and they're all after
Quiffy. Leaping Psycho
Teddies kill on contact — as
do Sparkling Fungi, static
objects which must be
avoided. Just as dangerous
are Doctor Dustys, which
wear hard hats and love to
throw around sticks of
explosive! By comparison

slovenly snails, ricocheting
Beady Balls, floating Lumpy
Wanderers, sleepy Plonkin
Donkins and Vacuous
Gombos are welcome.
Although they all drain
Quiffy’'s energy.

It's just as well there are
some weapons for Quiffy to
collect, including grenades,
dynamite and a Huge
Flamethrower which will
torch just about everything.
Dying nasties even leave a
heart of energy for Quiffy to
catch. Other objects which
can be picked up include
Stout (extra life), Cocktails
{brief invulnerability),
Switches (discover secret
objects and uncover secret
passages), Plungers (briefly
pauses flood) and Droplets
(speed it up). There's also
mines which throw you up in
the air, balloons for a more
sedate ride upwards and
parachutes for a calm
descent downwards. Best of
all there's question marks,
which give you a password
enabling you to start at that
level from then on.

¥ Quiffy crawls down the wall on the right, dropping grenades on the incredibly vicious (and not at all

cuddly) Psycho Teddies!
SCORE

HE1 A8

FRASH

36

LIVES 82

PRESENTATION 76%
Comprahensive and amusing
mstiuctions, vital password system
and fun miro. Good guit and usetul
resian vl ophiong

GRAPHICS 75%
Black backgrounds are
chisapaimting, and level graphics
aren’t that vaned, but the crealures
and weapohs are greal

SOUND B0%
Gooel intro tune and excalls
sampled eflects

HOOKABILITY 84%

Vary easy toget into

LASTABILITY 77%
bt 42 leveals of varied gameplay, if
not graphics, provide a substantial
challenge

OVERALL
80%
A superh arcade-adventure,

ZZAP! SEFTEMBER 1990 75




Audiogenic, Amiga £24.99

he World Cup may be

over but there seems

no end in sight to the
flood of computer footy
games. Nearly two years after
the release of the C64
version (90%, Issue 43)
Amiga Emlyn Hughes makes
its debut.

As in the original you can
manage and play for any of
eight international sides,
picking the team from a
squad of sixteen players of
variable skill and fitness, On
the scrolling side-view pitch,

N

EMLYN HUGHE

INTERNATIONAL SOCCE

you take control of the
nearest player to the ball. The
player in possession has a
variety of kicks (five possible
angles and three elevations)
at his disposal, achieved by
holding down fire (for shot
strength) and pushing in a
direction. Tackling is
achieved either by running
into the ball or by pressing
fire for a sliding tackle,
though the latter can cause a
foul.

Game options include a
league, cup, one- or two-
player friendlies, and two-
players against the computer.

that unique, ‘streaker’ effect.

Emlyn looks a little crude at first, but turns out to be
Y surprisingly playable with a good ball control system.
 It's pity there's no scanner showing you what's hap-
pening off screen, but overall it's easier to play than
Kick Off and highly enjoyable. And the wealth of
options should ensure it'll keep you playing for months,
although | hope you don't use Phil's skin coloured uniforms for

The C64 game
was a classic. But
almost two years Sii aw
later and in a :
crowded footy field
the 16-bit version has insuffi-
cient improvements to com- Okay menu tune

pete with the likes of Kick OFff HOOKABILITY 84%
If. What it does have, though, 5y 10 Qe 1, with intelligent
is all the playability of the orig- SS DOMRA.

inal. The control system is a LASTABILITY 75%

bit difficult at first but once oy
mastered it offers great flexi-
bility in play, allowing you to
do really intricate passing.
And | just love those chanting
crowd FX which really help
the footy atmosphere.

levels

GRAPHICS 70%

s a bit limited, but tha
adequataly animated

mbig

A really fun soccer game.

While | haven't played the original, the principles of
baseball are fairly straightforward. Success in batting
rests as much on knowing when the ball's 'no good’
as actually hitting the thing. It's certainly tough, and
can be frustrating getting the timing just right. To
begin with the joystick control is a little odd, illuminating your
choice of pitch/shot for all to see. But rapidly pressing fire hides
your decision well enough. In a match with Phil (which | won, of
course), | found it fun, if a bit sluggish and crudely presented.
Masses of options, including comprehensive substitutions, pro-
vide lastability for baseball fans. But I'm waiting for
Cinemaware's effort to provide the visual spectacle this lacks.

I Eall 1]
Slirikes 8
| | Myt i ]
Ratter B
PFitcher ER#

PRESENTATION 80%

Accolade, Amiga £24.99

porés games are

always difficult to

simulate, look at all
the rubbish footy sims, but
Accolade got baseball just
about right in the C64
original. Now a couple of
years on, they've come back
for another whack at the
sport, surrounding the basic
Hardball game with a wealth
of options. Most, such as the
league, are designed to
increase realism and
lastability, with such

management challenges as
making substitutions and
changing fielding positions.
But there's also plenty of TV
glitz, such as instant replays
and different views of the
action.

The main part of the game
is the pitcher-batter
confrontation with both
players choosing from five
types of pitch/swing and
alming on a grid of nine
squares. If the ball is hit, the
view switches to the fielding
screen with tiny animated

players.

B 76 B FFAP! SEPFTEMBER 1990

| remember playing
the original on the :
Spectrum  years :
ago, so | was sur- 1 SOUND 46%
prised that, even e
on the Amiga, the sequel isn't
that different. It plays very
much like its predecessor —
it's still just as difficult to hit
the damn balll The graphics
aren't much cop either, very
bland and PC-ish with a lack
of detail. The game's playable
enough, though, while the
new tactical options, action
replays and league offer extra
realism.

GRAPHICS 42%

M and
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Mindscape, Amiga £24.99

he tiny town of Sturgis,

tucked away in the

Bilack Hills of South
Dakota, may seem an odd
destination for a loud, greasy
Hell's Angel like yourself, but in
August Sturgis becomes a
Mecca for about 80,000 bikers
from all over the world.

Of course there's only one
way to travel there: on your
sturdy Harley-Davidson
(affectionately known as a
'Hog'!). Though this can easily
reach 100mph, high speed isn't
always advisable. Speed cops
patrol the highway, issuing on-
the-spot fines to offenders. The
road is also littered with
hazards like rocks, puddies and
other traffic — too many
crashes and you die. You'll also
probably want to slow down to
pick up a beautiful blonde
hitchiker!

Starting out as a "Wanna-Be’
you'll have plenty of time to
upgrade your biker rank in the
many towns along the way. As
well as an essential gas pump,
every town has a bike shop
where you can buy lots of stuff
to repair and customise your
bike (better engines, tyres,
transmission systems etc) and
upgrade your image (a variety
of jackets, helmets, boots,
animal pelts, sunglasses and
aven tattoos).

FILLED UP YOUR TANK

¥YOoU SEE ANYTHING ELS

HIGHT BE HRANTIN®7
YEHH

All of these cost money,
earned by entering one of five
types of biker event:

Slow-Ride Contest: Ride around
the road cones in the slowest
time possible.

Drag Race: A straight speed
race against another biker.

Hill Climb: Ride up a steep hill in
the fastest time possible. Go
too fast and you'll tip
backwards; too slow and you'll
fall off.

'HESS FIRE TO CONT 1HUE

pump attendant.

Weenie Run: A bit weird, this

one. Your pillion passenger (a
gorgeous blonde bimbo, of

course) must try to bite as

Poker Run: The strangest card many of the frankfurters which
game ever invented. You hang from strings above the
compete with another biker, road|

collecting playing cards off
bikers standing at the roadside.
At the finish the best poker
hand wins.

You can also get to mingle
with other bikers (and improve
your image) at parties. The
guys might even invite you to

r‘“'\n-..
's—

Mindscape have numerous race games heading for
release, but they're all different — MHarley most especial-
ly, with some sleazy adventure elements. The actual
road section looks okay, but it gets a bit repetitive dodg-
ing obstacles in the road, passing cars and stopping for
hitchikers. Of course, you can speed things up but it's a pity thera's
no chase, once the cops see you, you automatically pull over for the
fine. When you do hit town you can have fun customizing self and
bike at the shop, ogling the digitized petrol pump lady and participat-
ing in one of the events. These add variety, but suffer from PC-style
graphics. The overall quest ensures the game has more lastability
than most, but graphics and sub-games lack oomph for this enjoy-
able game to be a big hit.

M.B. Our copy glitched with a one ' meg Amiga, but worked fine with
the upgrade removed.

DOLLARS

A Gna of the attractions of hitting tﬂm — @ superbly digitized petrol

camp out for the night —a
great way to reduce rider
fatigue. Who knows, by the
time you get to Sturgis you may
even be an 'Ultimate Biker

Despite the roar of
the bikes and the ZZ

Top-style intro
music, Harlay
Davidson Isn't so

heavy. It's really a light-hearted
mixture of enjoyable sub-games
linked by a road section which
gets tedious with the long dis-
tances between towns. There
are some nice touches though,
like giving a girl a Iift on the back
of your bike and customising
both yeur bike and your image
— a pity then that these
changes don't show up on the
actual riding screens. Once
you've tried all five events, how-
ever, there's little else to see
apart from some disappointing
single-screen party scenes.

¥ The driving scene, with our grizzled hero stopping for a speeding ticket with a babe riding pillion.

PRESENTATION 84%
Digitized scre ans impressive, as
is a good ad/format option.
okl levels and an amusing, infarma-
Ive rmanual

GRAPHICS 77%
The race graphics are effective
rather than imprassive. Side graph-
ics move well, but horizon graphics
poor

SOUND 69%

Good ZZ Top-style intro music,
in-game limited to good angine nodse
and a coupke of lunes announcing
sub-games

HOOKABILITY 70%

Mousea controd soon Becomes
second-nature, but ack of arcas
appeal imits instant addic

LASTABILITY 79%
Owvear tha long term getting to Sturgis
5 a lormidable challenge, made

maore enjoyabla by plenty of sub
games. Never raally compulsive
entefainment, but a game (o come
hack to

OVERALL

eal and enjoyable race
gam

ZZAP! SEPTEMBER 199008 77 W




DAY 8%

A The red cross shows how far you've got, with an optional digitized

TIHE @6:15

sequence providing graphical frills.

Ocean, Amiga £24.99

he Vietnam War was a

particularly pointless

exercise: America
dropped most of its bombs,
more than were used in WWII,
on the country it was
supposedly defending — South
Vietnam. The Lost Patrol
doesn't really deal with that, the
Gls are still the good guys, but
at least it's about survival
rather than victory. Set in 1966,

the game starts with the crash

of a helicopter in some remote /
highlands. 1

As Sergeant Weaver your job'
is to lead the other six
survivors in a trek across 57
miles of jungle and swampland
to the nearest US base. Booby
traps, Viet Cong troops and
snipers will ensure it's an
interesting trip.

The main screen is a map

JTHE LOST PATROL

where you can select which
direction to march in. Hills and
rivers slow progress down, but
following well trodden trails
makes you a sitting target for
the VC. You can also decide the
pace at which you march, how
fast you consume rations and
how often you rest, as well as
how long you sleep at night.
Periodically static screens

come up showing what's

happening and occasionally

there's a short digitized
uence.

Your trek is also interrupted
by numerous arcade
sequences. One of your scouts
might run Into a VC soldier,
resulting In a simplistic Hand-
To-Hand combat scene. You
might also come under Sniper
Attack. Here the screen shows
a static picture of a village, as
shots ring out tiny muzzle
flashes can be spotted through
your telescopic rifle sight.

A sharp eye is also required
for the Battle Sequence, which
has you pinned Inside a ruined
farmhouse. As you hide behind
a wall VC stand up to take aim:
pressing the right button has
you standing up to fire back or
throw grenades.

Somewhat similar Is the
Grenade Section with a VC
sniper hiding in a field of
wheat. Pressing fire pulls the
grenade pin out, leaving you a
few seconds to select the
strength of your throw. The
overhead-view Minefield
Section has one man crawling
ahead of the rest, using a
bayonet to uncover mines.

There are also confrontations
with villagers who can offer

arcade sections are also ve

sequence is particularly tense
only trouble is that after a few goes

| was relieved to find that, unlike most strategy games,
mwhwmmmmmmu

well presented with easy-to-use menus and atmospheric
pictures. Imwmmﬂmlnm

your leadership or even :tahbinglyw in the hauitt Some of the
I)‘

Attack
effect. The

— the Sn

t ff and endless| tuﬁgl himwl bec
o wear off and endlessly trudging throug e omes
repetitive J

¥ The battle scene, with the wall scrolling down for you to use your M-16 and grenades.

78
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vital food supplies if
questioned correctly. But for
that unique My Lai touch,
there's an option to massacre
entire villages.

r

NZ 'u’j e heart of the
MR- lgame is strategic:
- pdaklng your route,
pace, rations and
i rest periods s
ritical to making significant
. Providing graphical
le, ara numerous static

are hm none are
uutatanding. A more serious
problem is the RAM save
option, why no disk save? —
ly because the 57 miles

isn’t that long for a game. It's
certainly not , and
m'ng back to
up hitting
traps again is frustrating. A
more missions would've made
better value for money.

Nevertheless this is a
innovative and interesting nnrnj
which Vietnam buffs at least,

might find very compulsive.

There are no plans for a C64 ver-
sion.
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Ocean, C64 £9,99 cassette,
£14.99 disk; Amiga £24.99

n Oriental demon has
A arrived in New York and

recruited a massive
army of street thugs to
dominate the city. Only you can
stop them. And who are you?
Well, long ago when Japan was
divided by warring states, the
Shadow Warriors Secret Ninja
Society was formed.
Membership of the society is
proved not by a special tie or
weird handshake, but by
knowing the Five Secret
Ninjitsu Techniques: the Triple
Blow Combination, Flying Neck
Throw, Hang Kick, Phoenix
Backflip and Tightrope
Technique.

Each Shadow Warrior has

DO WARRLR

%

four lives, each of which
comprises five energy units.
One or two players (one only
on C&4) can take on the street
thugs In six American
nelghbourhoods before the
final Demonic confrontation.
The first level is set in a fairly
typical street, with some
tightropes to walk along. Level
two has the ninja crossing busy
roads with hit-and-run drivers
zooming along. There's also
mad bikers racing across the
pavement on their Harleys. The
next level takes place in neon-
lit Las Vegas, then it's the
Grand Canyon! All of the levels
have the traditional
superbaddie or two at the end,
so it's as well there's five
continue-plays.

enjoyable game.

enjoyable.

Although the Amiga version has the usual pale Teque
Y palette, it's not too bad this time, with plenty of variety
| and detail on the levels. More importantly the combat
moves are new and imaginative, the Flying Neck Throw
being particularly impressive, In short, this is an
axcellent coin-op conversion which beat-'em-up fans will love.
Others may feel there isn't quite enough new stuff to get that excited
about, but there's no denying this is a very well executed and

The C64 version is much less technically impressive, with the
enamy sprites blocky and simplistic. The background graphics start
off crude as well, but improve significantly with an atmospheric New
York City on level two — albeit lacking cars. Gameplay is extremely
tough with strict collision detection making landing a punch
irritatingly hard. It seems impossible until you master the difficult
throw teghnique (down and fire, despite what the instructions say),
The game then becomes possible, but is acceptable rather than

on.(Amiga)

Besides the unusual combat
moves, Shadow Warriors is
distinguished by the players
being able to leap onto ledges
and objects such as telephone
booths, barrels and hot dog

A With one red-garbed warrior injured his blue comrade fights

. | It's a chock-a-block

=] games market when
it comes to beat-
‘am-ups and
Shadow Warriors
needs to be pretty spectacular
to compete with the likes of IK+,
Exploding Fist etc, etc. Aside
from some fairly good
backdrops I'm struggling to find
anything good to say about the
'C84 game. There's little in the
way of enemy sprite variation,
collision detection is overly
precise and only the throw move
works moderately weall.

The Amiga game works
considerably better, with lots of
coin-op style presentation, an
axcellent title tune and very
good graphics. Despite the
limited number of effective
moves it's highly playable and
the two-player mode works a
treat, (although Phil kept
thumping me by 'accident'l}).
Good fun, but level three is
possibly too tough.

\

¥ The end of level one with the superbaddie leaping into action.(C64)

stands. If you throw a man into
these objects they're
destroyed, revealing icons for a
sword, extra energy, lives and
points. The sword is pretty nifty
to use, but getting hit results in
it vanishing!

PRESENTATION 83%
Great intro, rephcating coin-op
start-up, plus excellent confinue-play
screen and interevel picturas

GRAPHICS B4%
Lots of varety and detail, palette a
tad pala in the Teque tradition

SOUND 85%
Graat intrg music, varying
soundiracks for each level, tunelets
for continua-play, game over eic

HOOKABILITY 87%

MNew moves anly take a coupke of
goas o mastar.

LASTABILITY B0%
.while six levets provide guite a
challenge with each level having its
own style

OVERALL
83%

Thi best Amiga Deatl- am-up in a
long while

64
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4 Putting things back to order in the puzzling section three of Back
To The Future Ii. (Amiga)

¥ The second of the five stages in Back To The Future Il Is this beat-
‘em-up game. (Ce4)

A Marty catches a ride in
Back To The Future If from
Mirrorsoft. (C64)

BACK TO THE
FUTURE Il
(Imageworks)

‘It's your kids, Marty!
Something’'s gotta be done
about your kids!l." With
perfect timing comes OO0 0 e T T reeny ENERGY

Imﬂgﬂ'ﬁ'ﬂfk$! first big film ) = TOEIiITIIDLE TT ol 4
licence, just in time for its ] : JEREER]

release on video while Part
il hits the cinema.

Back to the Future 2 is a
five-part game starting with
Marty in the future on a
hoverboard (incorporating
Zaxxon-style scrolling) as
Marty tries to escape future
Biff and Co. in the race to the
town hall. Marty and Doc
then go to future Marty's
house to rescue Marty's
girlfriend, Jennifer, in a
brain-bending puzzie game.
Complete this and it's off to
1985 but it's Alternate 1985
and Marty has to change
time by fighting his way
through Hill Valley to reach
Biff's skyscraper. Then it's
off at 88 miles an hour to
1955 to the Enchantment
Under The Sea dance where
Marty is falling to pieces
(literally!) in a sliding block
puzzle game (complete with
animated graphics and
‘Johnny B Goode’ playing
away).

Finally Marty has to
recover the sports almanac
off Biff in another Zaxxon-
style hoverboard section.
Even then this isn't the end
as Part lll beckons.

Images are handling the
production of Part Il on all
formats for imminent release.
But already Part il is being
worked on, with Probe
Software and Hugh Riley
converting the tale of the
Wild West and Time Travel
for Xmas time.




wnnne, ) 52 | (S

A Use your transparent bat to bounce the metal ball down
Infogrames’ Light Corridor. (Amiga)

¥ Infogrames unique beat-'em-up Metal Masters has massive robots
using a wide variety of weapons on each other. (Amiga)

i
.!

v gﬁ:?é”;glf immortalize the escape from ZZAP! Towers... | mean ¥ Rotox's unique rotoscope technique is used again in US Gold's
. (Amiga) ; Operation Harrier. (Amiga)
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¥ Domark's latest 007 game — The Spy Who Loved Me — Is looking
very good indeed. (C64)
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YOUR FIRST CHOICE FOR AMIGA 67{

NnARY / ‘Al & 3 EEERE N
GENDARY Awig? ¥ CVWERPLAY packs
- phudSE AND WITH PACKS 1,2,3 & 5 YOU GET AN EXTRA... |
Pﬂ‘ﬂ Wﬂ Fw’*"? BRILLIANT BONUS BUNDLE
UHI.‘I' FROM GORDON HﬁRWUOD COMPUTERS!!! =

wﬁﬂmf’;ﬂgﬁz& \ | AND NOW...

wrﬂ,‘ You geto

’%: fuﬂ-f'ffﬂ ; Great Mystery

Awiz POWERPLAY

FREE tag!l!

Aripe POWERPLAY |  Aripe PO\' ERP lﬁY

enfertainment computer

phck 3 Smeme
mua "t ey

nmu-ns:.i-
+'ﬂrﬂlﬁhhhr

70 CHOOSE EITHER YOUR FREE 'BATMAN' OR FREE
OF FANTASY' SOFTWARE COLLECTION A OR B WHEN YOU |
#,.»mrm HARWOODS POWERPLAY PACK 1,2 0R3

BATMAN THE MOVIE e 1 FUIGHT OF FANTASY (i /lctin ©

. Sm%mn z .. 7 | @ mﬁﬂﬁiﬂwﬂhw‘-ﬁr

Wﬁﬂm&uf Fﬂﬂ“ﬁﬁ i ORDERING MADE E‘.ﬂ" - COMPARE OUR SERVICE
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A590 HARD DISK (As Above) WITH 2Mb MEMORY
1 Expansion fitled and ready fo use siraight owoy

NEW LOW PRICE ONLY...£499.00%3

MORNITORS

PHILIPS CM 8833 STEREO
Full 14° Sterso High Resolution Colour Monitor

1 SCART Euro-connector fitted os standard

AMIGA A500 AND AMIGA AT1000
L1 For both ASDD and AT 000 as supplied
23 Autoboots on ANY Amiga
GREAT VALUE AT ONLY...£499.0082

EXTERNAL FLOPPY DISK DRIVES
mmm#nhmmﬂ_

oy ity kO

e

o b o e
COMMODORE 1084 § A REAL BARGAIN AT ONLY...£89.95
Full 14" Stereo High Resolution Colour Monitor CUMANA CAX 10005 5.25" SECOND DRIVE
<1 RGB/AL TTL, Composite Video & Audio Inputs L3 Amiga DOS and MS DOS compatible
3. o b b s s TV SAVE MORE THAN EVER...£129.95

o funer or YCR ek s Tibsd Part Cowee -

" ﬂ
e €950

SUMMER CLEA
PFRODUCTS AT LESS THAN ADVERTISED PRICES!IN
4 '.' FHOME NOW for dentails of osr FX-DEMO snd RIFURBISHED STOCK:

Jesk about every produnt we sell @) VERY SPECIAL PRICES ond...
BLL with o WATERTIGHT GUARRNTEE now nveiluhle!

3 SAVE £££'s.. SAVE EFF's. SAVE £EF's

'SUPERSLIM PRICE' ONLY...£64.95

A SUNDRIES
DIEGO'S SPECIAL OFFERS...DIEGO'S SPECIAL OFFERS
MUSIC X -FULL VERSION-SOFTWARE  £79.95

512K RAM UPGRADE £64.95
Including... It Came from the Desert’ and FREE ..

Ko Al %
URtl S, D e fhe

ACCESSORIES

COMMODORE——
E&ﬂ.h“ﬁ‘h’f&“{;i vith reel ime battery mmﬁ
R s, _GREPHICS
i ATY Acchisonm HERDWARE
FLOPPY DISKETTES

mmmtﬂ'ﬂi‘:‘f tmﬂl.lﬁhmmatltm
e 3 ] Frio i I MR
SR ey o o Sy

* Cranes: [T ool LA Sk, Uit BR : comeniy oo werod ek i doande 1Y

10 GENUINE COMMODORE 3.5° BLANK DISKS £9.95
QUALITY CERTIFIED 3.5 BULK DISKS (supplied with lohels)

I “fw [or roloar wifh DLW o) widksy wickin eierd o comeria in 5t ol o womd.
Tex, W s PHONE FOR g::: :m; Seper Priee__Li29.95 ]

HITACH VIDED CAMERA_ RENDALE GENLOOKS )

450 v e Pried
5'".“ “.m g,l,...-.fﬁr {ompete ik SOFTMALE CONTRRL (AN &
m' |
HE movamy,  E749.000

%ﬂmﬂ LARGER  FTRTY
uncased QUANTITY FET T

Eighty with LOCKABLE storage cose kbt £54.95

A

 FASTORDER HOTLINE-0773 836781 »

VISIT OUR SHOWROOM

Please visit
- Igi.tli:' where our full range of edvertised products,

.u.mu:?.'r‘“,.wm.“:.'-mm""'“

REMEMBER, WE ARE NOT JUST ANOTHER MAIL ORDER COMPANY
|'  STOP PRESS...STOP PRESS...STOP PRESS

bailt showroom
1o effer on even

& A6 Guesterfeld | \
-

oo s e

PC's, ST abe. and toma ﬁ_ﬂmm

STAR LCIO - 120/25 cps

Dur most Mana Dol-Matrix
uﬂnu%ﬂ i

fant
e o
a Wnnm ond single
=1 240 x 240 dpi £159.95

STAR LC10 Mkl - 150,/30 cps
Brond new superfost Mkl version of the ever

: LC10 peimir. EIJ"I'JSﬂ
STAR LCIO COLOUR - 120/25 eps
3 Same :'"""E:h LA CIoN
glﬂm un-hmhnﬁ
| 2
3 am e B 00 e
STAR LC 24 10 - 180/60 cps
S o
a % 360 dpi Grophics
- font corfridges ovoilable
238 fonts £239.9559
Fﬂ”l'ﬂ- 10 COLOUR - 240,80 ps
Very fast 1O 24Pin Colour Printer
(= | quakity
o 4y mﬁmqﬂyhﬁ
(3 24 x 24Pin near letter quality fonts
1 Huge 27K buffer expondable to 187K
0 360 x 360 dpi Colour Grophics
1 Our best calour printer
123 1’2miths on site warranty
(UK Mainkond) £479.955
STARSCRIPT - POSTSCRIPT LASER
1 300 DP, 2Mb.
3 Emulaions include; HP Series 1, Epson EXBOD,
1M Proprinter and Digblo 630
| : : plhl:thmll'huhf&h )
2 2miths on site worronty (UK Moinla
-2_Every desktop dream £1995.000
CITIZEN SWIFT 24 PIN COLOUR - 160,50 cps
Most compefitive 24 Pin Calour Printer ovoiloble Todmylil

=3 Ridhonsl st e o e/l

48 | N-part stofi

3 mmmmhm%m P,
) 2Veor Citizen warranty (UK Mainlond) 1949 g5

CITIZEN SWIFT 9PIN COLOUR - 160 /40cps

New super high spec 9Pin colour primter
8 ﬂlﬁhr
1 4 Fonts
3 Push ond pull tractar built-in

3 Additional bottom feed for lobels/multi part stotioner
3 240 x 240 dpi Cobowr Gr e !

(3 Best text quality i aur 9Pin ronge £249 955

CITIZEM 120D - 120 /25 cps

Very relioble low cost printer

1 Interchangeable Interfaces for Cantronics BS 232
~ or Serial type for CBM 64 ot

Characters Per Second speeds quoted are Droft/10 at 10cpi
A FULL RANGE OF PRINTER RIBBONS ALWAYS AVAILABLE

Gordon Horwood wiers 05 both o Star Corporate

Profarred Reseller ond Stor Gold Dealer in recognition
of our commitment fo their produds and the levels of
par! wa provide.

HARWOOD COMPUTERS
P/B10, 69-71 HIGH STREET
ALFRETON, DERBYSHIRE, DES 7DP
TEL:O773 836781 FAX:0773 831040

GORDON
DEPT.ZA
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THE COIN-OP HIT FROM ™ DATA EAST BRINGS SUPER-ACTION T0 YOUR MICRO SCREEN,
Join the resistance fighters in their crusade ogoinst the awesome powers of KING CRIMSON - the
manic scientist, and Eis Crimson Corps - mere earthlings transmuted into freacherous fighting
machines... giant armoured tanks, lethal circular saws, airborne fighters, mechanized snakes and
. many more. Each level throws you into confrontation with an enemy even more terrifying than the
ﬁﬂ: i last. If you have the skill you con locate the weapons of your predecessors’ failed missions - if you
Ty il have the courage you can fight to reach
g YOUR ULTIMATE GOAL - THE DESTRUCTION OF KING CRIMSON HIMSELF.

50, POWER UP AND TAKE ON THE MECHANOID WORLD OF MAYHEM AND ITS LEADER - KING CRIMSON. [ :

Ocean Software Limited - 6 Central Strest
Manchester - M2 5NS - Tel - 061 832 6633
Telex: 669977 OCEANS G- Fax: 061 B34 065




