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THEGEN INE PIECE
by Bondwell-

Available at most major department stores and computer dealers.
*Sega, Atari, Commodore, MSX and Amstrad
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S8 . BLISTERING PACE
- PIXEL PERFECT PASSING

- SUPERB TACTICAL
GAMEPLAY

KICK OFF 2 gteatly enhances the gameplay of KICK OFF, winner ofthe THE GAME OF THE YEAR in the
imilar awards right across Europe. A host of new features have been added to the ones that
ers the world over. \

ST ACTION - The best game ever to grace the ST, Highest accolade
| can give.
AMIGA USER INT - The best computer game ever 97%
THE ONE - Ultimate soccer simulation, 96%
THE ACE - Brilliant. Buy, Buy, Buy. 930,
FORMAT - Best footy game to have appeared on any machine, 94%
gamel,Gem to play. Magic. 90%
mmmw 85%

NE - Probably the sparis game ever, 92%

uﬂm&dmcanmummm
AMIGA ACTION - Surpusesaﬂ other football games. 93%
POPULAR COMPUTING WEEKLY - Nothing short of brilliant.

- gmﬁammwmmo{mm Long

and short throw ins. ﬁwmm'wﬂlmbﬂWﬂﬂf
. E?msﬂemmﬁom:wo;mwuhmmﬂa o .
oice of tactics %
" AMIGA & ST £19.99 EXP. AMIGA £24.99
" League and cup competilions with Bxtra Time, njury fime | JBM (AT & XT Turbo, EGA & VGA) £24.99
. Facmwmwm'adﬂm' the Action Replays and create CBM 64 - SPECTRUM - AMSTRAD £9.99, £14.99

L. [BM & CBM 64) P—
nager teams and tactics for a single or league game.

+ Red and yellow cards, 16mmmmm;m&mmmmmnsphmfmnmwmchh
real fun to play. 2

An International class p[amfgkes charge of a third division club as Player Manager. His brief is simple
-Bring Back The Glory Days.

His success depends on his playing skills on the pitch and managerial skills in devising winning tactics,
aquiring the right players from the transfer market and building a team worthy of the highest honours.
* Unique facility to design and implement your own tactics.

Ovwer 1000 individual players, each with a unique combination of attributes and skills.
A lively transfer market. Haggle for the best deal.

4 division league and a cup tournament with sudden death penalty shoot out.

The Player Manager brings the every day realities of a manager’s life, his talen
player, his tirumphs and sfhﬂuresmmashatp . i, -
ST. ACTION - Emukzofpurem

THE ONE - mep&mll
THE ACE - Successfully bl .
NEW COMFUTER ms ‘b"
COMMODORE USER - At last,
R A ;- LAY ""f;‘: 2
ST FORMAT - Brilliz

AMIGA FORMAT - Enti =2 — T
ZZAP - Best football management game ever written. ~ 92%

W * w
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he destruction of Morgul,
the three-headed demon
which has inspired
nightmares for millennia, has
made Earth a very boring place
indeed. Just ine you were
living in New and and you
can see how dull things were,
Obviously Morgul's vanquisher,
the heroic Turrican, is rather

# The Gigeresque vertically scrolling shoot-"em-up level.

@ Rainbow Arts,
C64 £9.99
cassefte; £14.99
disk
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This gome is the sort of
program you'd expect o hear
about appearing on some
exofic, super expensive Japan-
ese console. 1500 screens,
twelve levels and five

different worlds on
the ’C6 would normally

microscopic grophics
such as in nfr:ld:m;l‘;'l"' but
Turrican N ri anything yet
seen on the Commodore. If
occasionally a few enemy

ics, as the piranha,
mmnrumurlnhle then
consider the speed of the
multidirect scroll and the
orgeous backdrops. Then
re’s the super-villains —
massive, fast movin un‘:‘l
imaginative.
this was true of the original
game, of course, but the
pushes it all a lot further.
rallax scroll on numerous
hﬂoh, Itllru 8 |uuh|,:;nl
orizontally scrolling shoot-
‘em-up I«l phus on' 3
scrolling shoot-"em-up all in
one game si boggles the
mind. It's unparalleled
technically, but married to
of rock formations and
suchlike are a world aw
from all those bland,
compromised coin-op
conversions. The walkers are
terrific too, they look like
Amiga characters and it's
hilarious m\:l‘lﬂﬂ they EF['
squedling! .

Of course the basic game is
very much o sequel of the
original, but numerous new
elements and improved

graphics (yes, it is possible)
nukl:h ita :-nrlhy GtvEIﬂ Medal.
Quite simply, what other
apart from the original

any comparison in scale,
imagination and ambition? The
campaign for a Turrican NI
starts herel




stuck for something to do. screen with lethal shrapnel as diamond on a world, he gets a that long to load since they

Endlessly appearing on talk Turrican whirls about in continue-play. share similar graphics. Most of
shows is beginning to threaten gyroscope form. Normal smart To defeat The Machine, the levels consist of vast,

his sanity, and he longs for the bombs are still activated by Turrican must battle through multi-directionally scrolling
days when battleship-size simply pressing ‘space’, while five distinct worlds. Each world | mazes packed with masses of
piranhas were snapping at his gyroscopes are unlimited. has two levels, apart from two aliens. There's simply too
heels. Fortunately, at the Pressing space and pulling and three which have three many to describe, just all sorts
moment when Terry is aboutto | down transforms Turrican into | levels each. All the levels are of flying, walking, crawling and
fondie his knee for the the fast-moving wheel-like multiloads, although new swimming villains. On many
hundredth time, news comes of | thing useful for getting out of levels within worlds don't take levels there's two huge end-of-

an enemy who makes Morgul tight situations. For offensive
look like an irate traffic warden. | capability, unlimited mines can —_— - -

According to a crackly be dropped by pressing fire & : .
broadcast picked up by NASA, | while in gyro-form. ' - mrﬂ‘{:mﬁ,:’:m:t;
the planet Landorin is under Turrican's chances can be ; i oo catontiklas alecs of
threat from the merciless further improved by collecting : 3 e
legions of The Machine. Many capsules dropped by killing 1 ot | rF'
light years away, the Landorins | certain aliens or banging into P miga-iyls periormance
have sent this special special rocks. Extra lives, 4 into a C64. Manfred
transmission as a final, powersuit energy, smart bombs, s R I“!' made a frue of it
desperate plea for help. Along | and weapon upgrades — = !‘1“ with new ideas such as the
and bloody war has destroyed changing the laser gun so it I e Dnnm&-ﬂrlu section (complete
the Machine's moon-sized war fires lethal bouncing balls, with gorgeous, superbly
machine, but the surface of the | lengthening the beam weapon detailed parallax scroll) and
planet remains under the and simply making laser bolts RGB." animated scenes such as
Machine's control. The bigger. Turrican can also pick i building the spaceship (and
Landorins have taken shelter in | up the numerous diamonds subsequent crash-landing) and
the core of their planet and can | which are lying around. If he an arcode-style infro sequence.
only pray as the Machine's collects around a hundred, * Looks nice static, but with all the On top of all this, Manfred's
m:'fzﬁ"‘m“:m = which means virtually every cogs animated this level is o mompd fo not only to relain
AING oot et sections like the vertical jet-

pack scenes but he's i
parallax scroll,

Turrican knows this will be
his greatest challenge yet, but
the grateful people of Earth are
quick to offer suppori. The
brilliant scientists who
constructed his famous
powersuit offer to improve it,
packing in even more
weaponry. The laser gun has
been uprated so the long beam
weapon, activated by holding
down fire, is even better when
swung in those lethal 360-
degree arcs. Grenades have
been eliminated; in their place
an even more devastating
smart bomb has been fitted.
Pressing fire and down fills the

of

attack wuvn and (get this)

I‘I"ll'l lgur guurdram
:I-yle blghnddm u

demonstrated —
npl:lullz with the three-

dﬂThi size gfhnui.;t- Iuimilﬂi;
u and has the s
mgm factor of mulur:g
repetitive play if you get lost
but for Turrican fans and
mappers alike this has instant
and ongoing appeal. This
‘bigger and better’ feel is
l‘l‘ll‘ throughout with new
features like the wind blowing
you around, the mega-Super
Smnrl Bnrl'li:l the ground

ﬂnd
rm graphics |llu

cogs mddu coming to life,
WEI.I‘HE;J mgm out if

| tried to list half the new stuff
in it. As well, you have
#nhun“m.nh r.J nxisllng
features — new-style lasers,
ﬂ'hinmg bolt, litle has been

as it was in the first

except for Turrican hlmnlfmu

The level of detail is simply
incredible and applies right
down to the smallest of
creatures: the fish falling down
the waterfall to land in the
woater and swim around, the
walkers scampering around,
even the ftiniest of gun
inshallations does its own thing,
all pﬂlﬂrmmg in their own

unique way. Oozing polish,

hd'mlf.d hﬂllum:u, Mudrud

m;y“ I'P'Pl {and it's mly

£LAP! FEBRUARY 1991 9

* Taking on a huge Walker-style superbaddie.
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level creatures to face.

blows leaves, walkers and

10 ZZAP! FEBRUARY 199,

*  Turrican wisely uses his supersmart-bomb against this huge, laser-firing

e . Turrican across the screen! As
evel starts on Turrican penetrates deeper into
surface of Landorin, complete the planet there's dozens of
with a powerful wind which waterfalls (which make leaping
upwards difficult) and more

* Turrican's long beam weapon can be swung in 360" arcs.

*  The horizontally scrolling shoot-"em-up section features some gorgeous parallox.

i s fo crush you, vari

h, :ﬁﬂw brilliant wind effect with leaves

the whole game is just like the very best of coin-

free from the constraints of a conversion. ed has let his

imagination run riot with an incredible variety of aliens throughout

massive levels. There’s everything an arcode fanatic could

possibly want — u.pluruﬁnn,‘phlfnrm leaping, strategic use of

weapons, horizontally and vertically scrolling blasting action — all
rolled into one game.

I must disagree with Robin: | think Turrican Il is as much of a
milestone os its predecessor. A truly remarkable programmi
achievement and o great game hphy—ifsﬁuhnﬁngnnnrigi:-ﬂ
coin-op in your bedroom!

tricky winds. At the end of
World Two, Turrican gets in his
spaceship for the next three,
horizontally scrolling shoot-
‘em-up levels. The first of these
has a great parallax scroli, the
second allows some vertical
scrolling while the last features
an ever increasing scroll
speed! The next world sees the
spaceship crash, and Turrican
gets out to take on masses of
whirring cogs. The final world
is a spooky, somewhat go
Giger-style level, with all sorts
of Alien-like creatures to beat,
including the facehuggers.
There's also a vertical

scrolling shoot-"em-up level
much like the one in the Amiga update

original, only better! hﬂmmmmwm

)

PRESENTATION 921%
BBicboakyod oot iy o
sdecing level size his s .
Geffing o confinue-phay is ough.
ﬂ““l::ﬂ: 6%
Five distinc grophic ; MAITErous
oliens and monsirous super-boddies
are all rendersd with superb arfisiry,
; I A e, il
SOUND .:%gmd
Impressive infro soundtradk,
in-game FX m‘lﬂ music for shoot-"em-up
shoges.
HOOKABILITY 96%
Inssntly playebls and compulsively

Lﬁ."'ﬂlu“ 'J%

...but this mossive gome is a kot lougher

than the orginall Vanety of graphics

and will keep you playing
forever.

OVERALL
PO

In @ doss of s ownl




= COMMANDERS
o= HOTLINE: 081-655 3494
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AMIGA SPECTRUM AT&Rl ST
G T Grandslam House - 56 Leslie Park Road

GRANDSEAM

Mail Order - allow 28 days for delivery

Croydon - Surrey - CRO TP Tel: 081-655 3494

INVISIBLE. SILENT. STOLEN.

YOU ARE IN
COMMAND IN THIS
DEADLY ACTION
PACKED NEW
COMPUTER GAME
BASED ON THE
BLOCKBUSTER MOVIE.

AVAILABLE ON:

IBM/PC £29.99
Amiga/ST £24.99

CBM - SPECTRUM - AMSTRAD
CASSETTE £9.99 DISC £14.99

TAPR T IR RRLHT O e W oS T P T e w) ) BN HTs ) sERY D
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* No, it's octually o bomb which the huge drogon’s dropping! @

SHADOW OF THE

# Using o special weapon to defeat one of the huge cavern guardians.

TEST!?

Psygnosis, C64
£19.99
cartridge only

t's always unwise to judge
by appearances. Shadow's

goat-headed hero may not
be a picture to look at, but once
he was an innocent human
baby whose only sin was to fall
prey to the minions of the evil
Beast Lord. Deep within the
blood-stained Necropolis
temple the infant was turned
into a monster, crossed with a

12 B F7AP FEBRUARY 1991
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goat to produce the perfect
warrior-messenger. For many
years this tortured being has
served the Beast Lord with his
human past forgotten. Only
now has the delusion been torn
away, by the brutal murder of
his parents on the temple's
sacrificial stone...

Your quest is simply
vengeance. Using the
superhuman powers the Beast
Lord’'s mages have endowed
you with, you must take on an

Shadow Of The

Beast plays

amazingly well on

the Cb64. There's

more loading than

on the Amiga,

usually accom-

panied by a paragraph of
atmospheric text, but since it
tokes about o second the
flow of the game isn't
interrupted. On the Amiga if
ouv accidentally went
, Iriggering a load, it

was teeth-grinding time
waiting for the disk — with the
Cé4 it's hardly noticeable. This
makes for a really fast-playing
arcade adventure. There's not
much thought required, just
map out the admittedly vast
sections, flick @ couple of
switches and grab a few
objects, but the sheer variety of
enemy creatures is stunning.
Everything from a lethal slug 1o
igantic, humb-drnppinﬁ

ragon are wailing to snalc
away your lives. There's just so
many creatures, all with their

own attack patterns, which
make it so addictive. DMA
Designs have used their Blood
Money routines fo good effect,
with the Amiga’s showpiece
stuff — big animated hands,
impaling tusks and spinning
skulls — being effortlessly
recreated on the C44. Ifs a ﬂ:iy
the backgrounds are so plain
underground, but generally
this is top-notch for graphics.
Equally importantly, the rich
Amiga soundtrack by David
Whitioker has been turned into
a gorgeous C64 classic.
Beast may not have much in
of original ideas, but
playability is high and it's
good how you can soon
ress quite a due bo o
arge number of lives. Then
once you've explored a bit,
you can start figuring out the
attack patterns so less and less
lives are lost every time you
play. All in all, a first-class
conversion which improves
over the original in some
\ i well with
ol g el s
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- Du:krmio avoid firebolts, the hero hits the crystal ball to gain o '

| weapon.

army of monstrous beings in
your quest to destroy this reign
of evil. An epic adventure
begins on those famous grassy
plains where masses of
parallax scroll inspired so
many Amiga purchases. The
C64 is very close to the 16-bit
original and immediately
presents you with a choice. To
the right you'll find the
entrance to Necropolis, but

Far from being o
shadow of the

ori !I'.Iﬂl this
nu: conver-
sion actually
_ manages te
- outshine it. For a
start, the graphics are
excellent with an incredible
eleven levels of above
ground. There's tremendous
variety in the nasties too, and
their attack pnlhm The no-
nonsense beat- udlm is
almost identical to
but benefits ﬁnm a illll\'l
faster game pace. It's also

mnrhplcylugood

— the original was

|u|i' the odd informative
interlevel text screen, blﬁnn

loadin
here’s a ﬂ: a

instantaneousl
next nchun

a bit ambitious to most, but
Cé4 Shedow has turned out

there's plenty of monsters to
defeat before you can get there:
a flyirig dragon which drops
bombs, numerous alien
formations, rockets and
granite-encased creatures.
Alternatively you might like to
sprint left where a tree trunk
encloses the entrance to a

| massive underground complex.

To begin with, our hairy hero

. is armed only with his fists, but

later on there's a jetpack, a
laser gun and an electrical bolt
which must be used on the
correct monster, You need to
be adept with these as a single
hit costs one lite. Death brings
a brief moment of
invulnerability — if you've got
some lives left to lose. Also, if
you fall on spikes all your lives
are lost. The 25 lives you start
with can be quickly lost, but
there are strength potions to
restore some or all of your
lives.

PRESENTATION 83°%
Classic scrofling intro, choice of

with bext messoges — but
noous makes it really fost,
bestter the Amigal

GRAPHICS 89%
11 levels of aboen

Bedow ground is a litle dis-
Mhﬂhh;:nﬂrﬂ

] I!llinl:lnw Arl‘s Cﬁd- £9. 99:ussel'le,
£14.99 disk; Amign £24.99

THE CURSE OF RA

urses! You've been

turned into a scarabaeus

and thrown into a
system of plan-view, single-
screen puzzles. These must be
cleared of patterned stones by
aligning matching pairs, either
vertically or horizontally, to
make them disappear. Stones
are shifted by standing on
them, holding down fire and
moving. You can't move around
the screen unless you're
standing on something solid,
so when you eliminate two
stones you must have another
adjacent stone to walk onto!

I'm not a great fan
of puzzle games
generally — after
which | usually say
this one s
different. Unfort-
unately Ra is no
Puznik; merely a very long-
winded and dull game.
The main tricky bit is that some
files don't move, which can be
awkward, but finding out
which ones are fixed is simply
trial and error. As you
progress, more and more Hles
are thrown in which makes it
all very tedious, burying nice
ideas like slippery tiles in the
boredom. C64 owners have
the added fun of deciphering

blurred and confusing
graphics.

ﬁ.rlfgghhhl I've got

a migraine after

squinting at all

thase tiny, subtly

squares.

The Cé4 graphics

are Fmrrul:u‘::'.lri'_.nr

hard on the eyes — especially
confusing with the digitised
backgrounds Iurneﬂ on.
*Cm‘lﬂr:u*iliwIE gomeplay s
extremely es
around is mmmn
puzzlmg and the arcade

rmo s fime limit simply makes
rrocus: more frustrating.
| curse if you buy this!

ZZAP! FEBERUARY 1991

To complicate matters, some
levels contain immovable
stones, slippery ice blocks and
disappearing squares. On
every level, though, you'll need
to get back to your movable
ankh stone to finish — giving
you a password for the naxt
level.

Options include the basic
Logic game, an Arcade game
with a time limit and coins to
buy useful magical items in the
interlevel shop, and a Level
Editor allowing you to create up
to 30 new puzzles.

co6a

PRESENTATION 80°%
Good options, password system,
puzzle designer.
GRAPHICS 24%
SubHe stone potterns are hard lo
distinguish,
SOUND 78%

Good tile and in-game tunes,
HOOKABILITY 32%
Early levels are dull.

LASTABILITY 39%
Unentertaining and repetitive.

OVERALL
b ¥ 2N

A laborious puzzle game.

FII!IH‘:’:JI‘IHII 76%
Passwords, useful options including
puzzle designer.

GRAPHICS 52°%
Clearer than C64 but shill dull.

SOUND 70%
Some gentle, well-implemented runes.
HOOKABILITY 38%
Simple fo get into, I:lmhd:[y too

LASTABILITY 44°%c
Plenty of levels; pity they're oll dull.

OVERALL
e P

Ra-ther poor puzzle game.
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Intent onobtamng the secret formula your brotherhas
devised for developing the ultimate weapon. a biood
thirsty terrorist gang has kidnapped his daughter. Tha
same taerronst syndicate you had disperded n Sagon
SOME Years previoushy.
Yaur work now seemed incomplete . . you Rhave ta
sguash them once and for all

T H FE REETw. . oE g% 5 AV
"Duite simply an amazing product’
LAY pd— y

The graphics are absslutely perfoct and  the
HOMCS are-sSupert. the bundlie & linked with juire
gloss that halps shine owver any small inadeguacios,
VENDETTA is not just the best arcade adwverturs
e, it iInvants a new maaning for the term
YOUR COMMODORE

Dragged through the vortex of time and space, the

Mirja ke brought to Tibet . | Tothe Palace of Mysteries

T hae Shogun Murmitokl, the all powarful master of the

palace, has brought you, thae Lest of the Nimnas, to the
wEry neart of his corruption armd awil

MNothing has resisted the Shogun's onslaught against

the World Only you stand between the old Waorld of
rder and the new Realm of Chaos

RE & L HATRED |5 T  MELESS

Exciting and demanding gameplay owver & diffarent

laveis
Incredibly detailed 3D background graphics
Dramatic ‘real-life' animation of the Ninja and his
opponents

Innovative puzzies tosalve and many objects tocollect.

Atmospheric music on every level

4 explosive cartridges typical of System
3's remarkable reputation for producing
outstanding original computer games

Each contains 4 MEGofdvnamicarcacd:
action designed to make sven the most

Will work on any C64 or CB4GS
Instant Loading.

SYSTEM 3 SCF
~Blafheim House, 1 Ash Hill ¥

Telephone: OB1-866 5692
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hardened games plaver very hot under
the collar. 1

Take up the challenge and experience
the ultimate fantasy world In your hamea -
withthessa highly recommended titles .
that threaten to melt yvour joystick,

¢ Greatly enhanced gameplay.

® These are the only games with
an amazing 4 MEG of mamory.

OF MEMORY

NINIA REMIX is basod on the successful Last M 1
REMIX retains all the features that mads Merga Il an
awara winning product PLUS, it has the followirg
enchancaments:
R mivsie o all seven lavisls
Exciting “filmi-like® animatod introduction soquernics
Greatly enhanced plaver status ares.

THELILTIMﬁ.II':NINJﬂ
MNIMNJA REMIX (s 4 true vilue-for sy Gircdct TRk
PiruvicleEn:

E xitirg arcichis shylis cormbant it
Thaaght Proaols g paass et o ol
Dirarnatic ' rasl e’ arnirmvind e oF Bkl T Te s |
(ST TR TR T Y M

Startes ool 1hio art frogramyming




REAT HéTnFn IS TIMFI FSS

-

L

=

A S T

‘Remember, always remain in

- control of your stealth and

= I cunning as you do battle once

~again with the most treach-

erous purveyor of evil
Kunitoki.

Actual Cé4 Screens
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stages is the assembly of the
two toy halves — it's all too
easy to get the body on top of
the head, or different figures
mixed together. Eventually
you'll need to master quality
control, moulding, packing and
much more.

Further harassment is
caused by Larry Lawyer who
chases you about, trying to hit
you over thehead with a
lawsult. Cliff Lemming is
another nuisance, getting
under your feet and flicking
switches. To deal with him use

There's a tank to mix the

colours, plus paint sprays and

drying fans. a vacuum cleaner (to suck him
One of the most important up) or a venus flytrap (to eat

* The paint vat where colours can be mixed.

® US Gold, C64
£9.99 casselte,
1 £14.99 disk

have the licence to

produce the entire range
of Lucasfilm toys, and demand
is so high the production line
has to be kept running
overnight. Unfortunately IML
are too tightfisted to pay for
more than one worker to
oversee the machines. Fred or
Flona Fixit is the unlucky
person who takes the job.

The automated production
line is called the Beast, and it
sprawls over approximately
eight vertically scrolling
screens. Plastic sludge is piped
into a glass jar at the top, which
must be kept at just the right
temperature. Kick in the plug,
tighten a loose bolt then light
the Bunsen burner under the
flask to get things going. A
switch allows you to vary the
flame until the plastic is
bubbling away. If the
temperature is correct, lumps
of plastic are passed down the
line by conveyor belts (of which
there are lots, all of which have
to be moving in the right
directionl). First stop is the
moulding process where the
two halves of the doll are
punched out. On later levels
these need to be painted.

* Fred stands above the packing section. The I:nlm above is pqdﬂllad to generote pnwa-r

l ndustrial Might and Logic

. v-ﬁ-*“':-ﬁ\r‘ e 5:-3_139
-Hi,--:-{—*# e v d

o |
. ’1911:9,;’-*11*'#,'1;

],11] _11_"|

P

| [P
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him!). These items are in your
toolbox along with a wrench,
match, balloon (to go up the
Beast faster) and umbreilla (to
go down faster). You can use
each Item only once, so keep
an eye out for replacements,
bonus points and bonus
money. But don't dawdle —
uniess you meet your
production quota you're fired!

. "ﬁfrﬂﬁ
N ﬁ.{ﬂ'“ sfexm

PRESENTATION 90%
Four or five levels per load, siofishics
lood after foiling o level can be

bypassed by pressing F7 to restart
leved. Two animoted reward sosnes

it bakes o while to get usad 1o the

o ot g
keep you going...

LASTABILITY 92%
wl’nhlnhhﬂ:dhvhphhﬂ
into something even more monstrous
— and fun. 30 levels provide o mas:
sive and voried challenge.

OVERALL
BBV

wuﬁ:hﬂ.
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he Imperial Tangent
Empire has been up to
no good yet again, 18
months after the 63% Amiga
version the C64 resistance gets
to flex its military muscle. Two
SR-88 Strategic Battle Tanks
are sent in with the objective of
total destruction of each of the
14 Tangent space stations. The
tanks cut a swathe through the
multiple levels of each station,
blasting tanks and static guns,
collaecting stars (for buying
bonus hardware at the end of
each level) and all the while
searching for the key to the
next level. Reach the final lavel
of a station and the tanks have
to collect as much bonus
hardware as possible within the
20 seconds before the station
self-destructs.

® Domark, C64
£19.99
:llrlrldgn <ﬁ

.
Coin-op Vindic-
ators  boasted
. ing sound FX,
a weird control
system and was
quite fun for @

couple of goes. But
the C&4 version, while
adequately with
some altrachive and

sprites, can’t match this coin-
op glitz and must rely on
p which was never
addictive anyway.
Trundlin though countless
-yiew screens soon

gets incredibly boring and
while the sim two-
pl mode is welcome, it
which feels

ﬁnmnrk C64 £19.99 cartridge nllly

(YBERBALL

murir.:nn football has options are presented. Similarly
n:mwn s0 violent that the defence gets to choose

by 2022 only huge from a variety of short,
robots can play it! As in medium, and long defences.
present-day gridiron, the On all plays, the quarterback

offence try to advance the ball first gets the ball before

up the field with the eventual handing or passing itto a

aim of scoring a touchdown. colleague to whom control
However, instead of having four | switches. When passing, the
chances to advance ten yards quarterback has a choice of
they have to reach the ‘defuse three targets to throw to. Field
line’ before the ball explodes! goals are not allowed, instead
The offence can choose to run, | you must either run or pass the
pass or use an option play (a ball into the endzone from a
mixture) — in any case four goal-line position.

PRESENTATION 82%
'Igl'rm"ﬁ:ﬂ Similtaneous two-player mode (both

on the some team|, attroctive play
version we have diagram screens and choice of six

d the Cé4 game, teams to control and ploy ogainst,

looking very nice
: : GRAPHICS 78%%
s " ﬂ“‘l’ﬂﬂ‘t"u Smooth scrolling and affrochve i;nh-_.
i 'P"h;" ‘F.‘s which move quite well,
scro II'Iﬂ- an goo
gameplay .[m“H “PF‘“I to ice fitle mne.‘ln-g-g;w there's basic
most football fans, e
m'lh lots nl Ingdm master. HOOKABILITY 79%
Surprmngb eay o gel o, al leasi
a |||.|-|,. b'“.r U seem III if YyOou concenirote on running rather
spend most of rnur time than tricky throws
m LASTABILITY 75%
m h Each game will take about twenty

minutes, and drfﬂ:l’hng all e oppos

Seeing how old the
ame ideas are

hind Vindic-
- ators, one wonders

wh ' anyone
bol{urul X to
= convert it. .l.l':.I at
cartri prices you at least
mh the basic stuff on
here, the
in :ulnuﬂ and backdrop
:'ﬂ'lll s all very well, but
‘t matched by any kind of
gumlplny variety. After
lowing up your hundredth

tank and seventieth gun
emplacement, excitement

seems ver r away. 5o
e
o 'liulm Il-\vu: ling,

A good r.nn“rliu Jrun
Domark but sadly, not worth
the wait.

PRESENTATION 65%
Good stort-up screens but let down
by mediocre options screens, Three
skill levels and warp station screen.

GRAPHICS 60%
Varied pattern backdrops with some
obove-average tank grophics but
severely lacking on the variety front.
SOUND 30%

Dull title tune with decidedly dated
in-game FX o maich,
HOOKABILITY 51%
Simple blasting fun proves easy
encugh to get into, but there's noth-
ing new about it to keep you hooked,
LASTABILITY 31°%
Very dated, repetitive gomeplay

doesn’l get any more sophisticated on
the later levels.

OVERALL
== S

Owverpriced, locking variety, depth
ond challenge,

18 B FrFAFP! FEBRUARY 1991

Eutl:inful la mnh it
worthwhile though, and with

practise con improve —
npm:mi on the tricking

nnn:hm:l:;m

advantage is taken of the cart. |

ing lams is a fair chollenge.

OVERALL
>y B

A superslick conversion
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® US Gold, C64

£10.99 cassette, ‘—@:J '.
£15.99 disk; P
Amiga £24.99 \6?, |
* ﬁ'manqnyuppusiﬁmwﬂhmuuufbulhhcm make for a confusing
time. [Amigal
action) and take off. Next stop launcher, level two is purely air-
is the munitions store. to-air with plenty of Russian
However, the store manager bombers before the
isn't your typical military man, confrontation with a Stealth
o limits... No mercy... Middle East is torn apart by he wants money! You don't bomber, level three has a high-
No surrender... No plot! civil war caused in part by think... no, he couldn’t be a tech castle while level four
Well, not much of one, | mercenary arms dealers such Project Four arms dealer!? features an aircraft carrier on
The basic idea Is that the as America, France, Britain The pllots start off with a UN | caterplilar tracks! There are ten
and, oops, my mistake! it's grant of $3000 each, but for levels in all.
really Project Four, a later levels money must be
mysterious collection of earned by destroying enemy
Mal e hn:ﬂ terrorists who can somehow hardware. Money can be spent
en::ugh of these | | l2y their hands on the world's at the store at the end of each
mediocre conver- most sophisticated weapons. level. Hardware on offer
sions. UN To bring peace and stability includes superweapons such
2 2 the to the reglon, the United as 16-way shot, downward
on is another | | yations has assembled a firing guns (useful for ground
"“""‘hﬁl' of “""i squadron consisting of just attack), napalm, bombs,
o rﬂfl':Ph::;: ﬂt;: 4 three pilots! Namely Mickey homing missiles and so on. In
gamepiay. b Simon (USA), Greg Gates the game they can be upgraded
on the C64 with most | | (Denmark (?1)) and finally Shin by collecting glowing spheres mmh be really
of the coin-op's presentation | | Kazama (Japan). They each dropped by certain destroyed
[though the ‘level complete’ | | have their own aircraft with enemy vehicles. Superweapons
screen isn't there) and the unique characteristics. are handy for taking on the SOUND 76%
graphic variety is At the start of the game you superbaddies which lie at the A decent coin-op m"“‘
commendable with neat i“ choose your pilot (two for level's end: the opening scene spot
animation. The small sprite | | simuitaneous two-player finishes with a gigantic missile WT 62%
scale mokes for a large Storts off fowgh and canfusing.
laying area but you'll
u:?lrbrhhlﬂm The Ami mmﬁwﬁmmﬂmj
and h:;wldl- There's plenty of superweapons and

poce: you just aren’t pushed ¢ g
and | qui ulh_m imaginative superbaddies but the gameplay is poor.
ﬁwdro« is a different There's so much junk flying around that the game

fish on the difficulty front becomes almost Eurrndhpzn_und-u
but ultimately achieves the breakthrough, get a further and think it's not so
same result. Everything is bod. Then piece of lethal shrapnel materialises
thrown at you constantly, no out of nowhere and you never want to play it again. More

T e e

fime to relax, sheer numbers Im

; b d all The C64 game as well, with some aftractive backgrounds
m:;ﬂ“?uwy:&u?ﬁfﬂl _ﬂmﬂﬁm‘dwm,aﬁmﬁmmw
highly the main part of the is almost foo — and

o | | | somewhat dull. In particular, the foating mines are so slow if's a

Two plu:-n s
un.m'm.ﬁ;d- ident joke past them. By contrast, end-of-level monsters are very
presentation and quality in- tough, si huml-::' out so many bullets and require so

graphics can't help very many hits to be . Overall, it's not a bad conversion, just PRESENTATION 80%
me L Lﬂmwhmim'lmnwhdhrdm-'m H W'Pﬂﬂﬂﬂ;ﬁmw&‘m
# A giant B-2 bomber provides tough opposition on N pilot already dead. (Co4] G“FHlﬂk 78%

I ’ . « BE w8 r-i |I-_l'| -I'ﬂ.l = X - @ #m mm - & . g W ] . : . thw II II

40 LEVEL 1 i LEVEL 2 80 but shorp ond dlear-od. |
3400 “ .+ /200 SOUND 62%
198 10000 \ 5 16000 06 Mediocre soundirack

HOONKABILITY 76%

D Easy ko gel into, o the ochion
i$ FHEvEeT e,

LASTABILITY 64%

Ten bevels provide o big challenge, i
you don't mind unremarkable game-

play.
OVERALL

L b

A decent comversion, trangey kack:
ing ility.
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W into the attempted murder of our beloved Ed I've been forced to
% A \ ] flee into orbit. S50 no more reviews from me, it's no fun arguing
who disagreas with you! Still, it's not too bad up here. It's easier
S to pick up satellite TV from Andromeda where all the
'"" I interesting than John Major. The postal service is also a lot
ATH DIMENSION [Hewson) better than in Ludlow, but if you want a mention write in to this
L eron Ve ciniscid o ZZAP!, Ludiow, Shropshire, SY8 1JW.
BRI K e PN Im COHACE I'd also like to mention Lea M, Mick the Packyman, Mr Bean,

What a hideous couple of months! Due to police investigations |
W\ over game marks unless you can personally disembowel anyone
k "'I':""u.
"”" programmes are about lunar geology — well it's more
bty WY forwarding address, NEWSFIELD, 500 Miles Up Scorelord, o g R ; Esal e
and Mr Mcintosh of Seer Green Combined School. And to _' . o

Head The Ball

o ik A RN answer Si Wilson's enquiry, washing liquid in cartons tastes like
LN dissected toads in a creamy bleach sauce, ie delicious.
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FINAL FIGHT — A
FULLY PLAYABLE

Turrican is this month's
superlative Gold Medal and
already looking good for the
game of 1991 according to
Hobin. Now, thanks to gorgeous
Nikki Hemming (we will print pics
soon, honestl) and programmer
Manfred Trenz you can
experience a little of the action
for yourself. The first of twelve
stunning levels has been turned
into a fully playable demo,
complete with hundreds of
walkers and an awesome mega-
monster. After a set amount of
time the demo will stop, so don't
dawdle!

Your objective is simply to find
the exit, no easy task in this
hostile territory. Fortunately
Turrican is fully tooled up with the
latest killing gear. The basic
weapon is a laser gun activated
by pressing fire, but if you hold
down fire you get a lethal beam
which can swung in 360° arcs.
There's also two smart bombs;
the standard one is activated by
pressing ‘'space’. Super smart
bombs are unieashed by holding

down fire, pressing down and
then pressing 'space’. In a tight
position you can pull down and
prass 'space’ and transform into
a fast-moving gyroscope, press
fire in gyro form to drop bombs.
You should also watch out for
upgrade capsules to give extra
lives, energy, smart bombs and
improved firepower.

Level one gives a brilliant
example of Turrican 2's high
playability, but for the full
exparience with its 1500 screens,
horizontally and vertically
scrolling shoot-'em-up sections
and much more look out for the
complete game, due out soon at
£9.99 cassatte and £14.99 disk.

& Rainbow Arts Ltd 1990,

The program and data are
copyright and may not be
reproduced in part of in total by
any means without the written
permission of Rainbow Arts Lid.
All rights reserved. No
responsibility is accepted for any
ermors.

HEROBOTIX

® (Hewson|

The Alliance of Space Pilots —
an anarchic organization which
roams space, ransacking remote
colony planets and hijacking
travellers — has raided an
interplanetary weapons
development laboratory,
capturing the Z RAY PARTICLE
ACCELERATOR which could
reduce a whole planet to dust.
Some members of the
organization are against this
maove and have broken away,
determined to destroy the deadly
machine. Their plan is to send a
droid to the ASP’s base with the
aim of logging onto the main
computer thus gaining
information concerning the
location of the Z RAY. So a class
IV droid nicknamed 'Herobot' has
boarded the base in the guise of
an ASP reconnaissance droid.

CONTROLS
Plug your joystick into port 2.

F1: Operates any switch, tuming
it either off or on.

F3: Drops the main gun if you are
in the "door” screen,

F5: Pauses the game. Depress
fire button to restart.

F7: Operates the energy bomb.
<—: Aborts the game during
pause mode.

GAMEPLAY

You must collect six parts of a
large particle destroyer which
can be located throughout the
base. You must then make your
way to a room with a
conspicuously large door barring
an exit. Drop the gun and remove
the door. This will give you
access to a corridor leading to
the main computer. Log onto the
computer, thus downloading the
vital data and make your way
back to the docking bay where
you will be picked up by an
infiltration fighter, allowing you
fast escape.

WARNING: You will not be
rescued without first completing
the mission.

ENERGY BOMB:

When the F7 key is pressed an
energy bomb is released,
destroying any robot present in
the same screen as you. Be
warmed however, as this is a
weapaon of last resort and will
result in you losing half your total
energy. If you have less than half
energy, you will destroy yourself
by activating an energy bomb.

SWITCHES AND DOORS:
There are many energy doors
dotted throughout the complex
and each has its corresponding
switch located on a nearby
screen... usuallyl By pressing F1
while standing on a switch you

will flip the switch thus turning on
or off its corresponding door.

CONVEYOR BELTS:

There are a limited number of
these features which are similar
in appearance to the main
computer. You can log onto these
by standing on the floor pads and
pressing fire. The action will
freeze and you are then given a
set of options in the side console;
1. Draw a map of the surrounding
nine screens.

2. Tum off conveyor belts for a
short time.

3. Exit the computer,

The various options are selected
by pressing that number on the
keyboard — to return to the main
menu, press the fire button,

TRANSPORTERS:

There are roughly 20
transporters within the complex,
each allowing speedy access to
various parts of the base, Each
transporter has its own idendity
code which will be supplied on
entry to that transporter. Enter a
transporter by standing on its
floor pad and pressing fire. You
will then be supplied with its
current code and also asked for
the code of the transporter you
wish to transport to. Key in the
code using the keyboard and
press RETURN to transport. If
you do not wish 1o transport,
simply re-enter the present
transporter's code and you will
effectively be transported to the
sSame room as you are prasently
in,

ENERGY POINTS:

As all the robots within the
complex use energy in plasma
form, energy dispensers are
found dispersed throughout the
base. You too can tap into this
energy source and replace your
lost energy simply by standing
over it.

CANISTERS:

Six of these must be found, as
each one contains a vital
component of the large gun you
need to get past the main
security door. As the canisters
are picked up (by running over
them) the bottom will display the
gun being assembled

HINTS AND TIPS

— you cannot enter the docking
bay until you have encountered
the main computer. The docking
bay is located near the start
screen.

— you can destroy droids by
bumping into them but you will
also lose energy depending on
the energy of the droid.

— look out for hidden exits and
entrances.

CREDITS

©Hewson Consultants 1987
The program and data are
copyright and may not be




reproduced in part or in total by
any means without the written
permission of Hewson

Consultants Ltd. All rights
reserved. No responsibility is
accepted for any errors.

CHIP’'S CHALLENGE
- A FULLY PLAY-

® (US Gold)

Let's face it, Chip's abitof a
nerd. He thinks of nothing but
computers all day long. But then
he meets Melinda, who offers
him his ultimate desire...
membership of the Bit Busters
computer club! To gain entry,
Chip must solve 144 intriguing
levels of puzzle action. In this
fully playable demo you can try
two of these levels.

Chip must collect the required
number of chips within the time
limit (both shown in the right-
hand status panel). Coloured
keys can be picked up to open
same-coloured doors. Spiked
boots enable you to walk across
ice without slipping, a magnet
allows you to walk freely over
conveyor belts, while water and
fire shields allow you to pass
safely over water and fire. There
are also switches which can
open sliding doors, move
hazards into safe positions,
deactivate fireball-making
machines and traps etc.
Teleports transport you to
anather part of the level. Dirt
blocks have a variety of uses
including pushing them into water
to form a bridge and pushing
them over deadly bombs to blow

1

them up. Watch out for thieves,
though: they'll nick your valuable
ob

jects.

When Chip has got all his
chips, he can make for the
flashing blue exit. If this demo
has got your grey matter going,
remember the game proper has
144 varied levels — a real
challenge, available now for C84
(£10.99 cassette, £15.99 disk)
and Amiga (£24.99)

© US Gold Ltd 1990.

The program and data are
copyright and may not be
reproduced in part of in total by
any means without the written
permission of Rainbow Arts Lid.
All rights reserved. No
responsibility is accepted for any
arrors.

FABULOUS MEGATAPE 14
© ZXAP! 64 LTD 1991.

FAULTY FABULOUS
MEGATAPE?

If your amazing ZZAP! Megatape
proves to be faulty, have no fear.
Just bung it in a jiffy bag and
send it to Newsfield, The ZZAP!
Megatape Clinic, Ludiow,
Shropshire SY8 1JW.

GOLF MASTER

® [Rack-lt)

STARTING PLAY

The menu screen offers you a
choice of five options, Use
joystick to move the cursor to
your choice, then press the fire
button.

OPTION 1: Start Game

If you have chosen the training
mode (see OPTION 4) you can
start playing immediately. If you
have chosen the competition

=, “h.-u'
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mode you will be asked to enter
your name. You can move the
cursor by moving the joystick left
and right. Pick the letter by
pressing fire. Choose RUB to
delete a letter and after entering
your name move the cursor to
END and press fire.

OPTION 2: The number of
players

In the training mode there can be
only one player but in the

. competition mode there can be
up to four players.

OPTION 3: The level of
difficulty

Levels:

Amateur: no wind.

Movice: wind doesn’t change
while the ball is flying.

Professional: wind can change
during the flight of the ball and it's
effect on the ball is stronger than
in novice mode.

When you hit the ball from the
rough or a bunker, the direction
of the shot can differ slightly from
the direction you have chosen.
The level of difficulty contributes
to this differance.

OPTION 4: Training or
competition

In training mode you can choose
a new hole whenever you want.
In competition mode the holes
must be played in correct
numerical order.

OPTION 3: Choosing the
holes

In training mode you can choose
any of the 18 holes. In
competition mode you can only
choose to play all 18 holes or the
first or last nine holes.

PLAYING THE GAME

The screen is divided into two
parts. In the upper part (control
Panel) there are eight small
icons. You play the game by
moving the cursor on the icons
and pressing fire. In the lower
part of the screen is the display
of the hole you are playing.

CHOOSING THE CLUBS (the
two icons in the upper left comer)

There are 14 clubs to choose:
4 woods (wood 1 is driver), 8
irons (iron 10 is wedge) and a
putter. The flight of the ball is
longest and lowest when you hit
the ball with the driver. The flight
becomes shorter and higher
when you forward through the
selection of clubs. The length of
the shot with wedge is about half
that of a shot with the driver. The
putter is only used for shots on
the green.

CHOOSING THE
DIRECTION OF THE SHOT
(two icons in the upper right
corner)

On the left sid of the control

panel there is an aiming square
with a cross-like cursor. By
moving the cursor you can
choose the direction of the shot.

CHOOSING THE FORCE OF
THE SHOT (two icons in the
lower left corner)

A graphical scale shows the
force of the shot. The length of
the shot also depends on the
club you have chosen (look at
CHOOSING THE CLUB). If you
hit too strongly with the putter on
the green, the ball may jump over
the hole.

THE SHOT (the second item
from the right in the lower cormer)

An animated figure of the
golfer will appear on the icon
screen, After the shot, the icon
screen informs the player where
the ball is (green, rough, bunker,
etc). In order to go on playing,
press fire.

CHOOSING THE HOLE (the
icon in the lower right corner)

This only works in training
mode.

The game keeps count of the
scores automatically and shows
them on the right side of the
cantrol panel, When all the
players have completed, the
program shows the results in a
special screen. When all the
holes have been played, the
program shows the final resuits.
You can go back to the fire button
after the fanfare for the winner
has ended.

THINGS TO NOTE WHEN
MAKING A SHOT

The wind, whose direction and
strength you can see on the right
side of the control panel, affects
the flight of the ball but when you
are putting it has no effect. If you
hit the ball from the rough or a
bunker it doesn't fy as far and its
direction may be ‘wrong'. If the
ball is in the rough or a bunker
you can't get it out of there with a
putter.

SPECIAL KEYS

With the SPACE BAR you can
scroll the map of the hole you are
playing.

By pressing the RESTORE key
you can go back to the menu.
You can turn the music on/off by
pressing the RUNSTOP key
when you are in icon control.

Written and designed by Mikko
Heleva.

Produced by Paul Chamberlain
The program and data are
copyright and may not be
reproduced in part or in total by
any means without written
parmission of Hewson
Consultants Ltd. All right
reserved. No responsibility is
accepted for any errors.

& Rack It/Hewson Consultants
Ltd.




Dear ZZAP!
| had to write. After finding a
vary interesting find. Yasee
ma old steam boat (yes that is
you, Mr Mangram Esaq) it all
started (| hope yee are all
sitting comfortably? then |
shall begin) when | was in
thee warl!!

Well, maybe not: actually i
was when | was dodging all
shells and ammo to get to my
R.E. room for a break-time
detention, WHEN!! | spotted
some books on the tables.
Mothing wrong with that you
may think? But anyway | saw
a couple o' kids looking
through ‘'em. | spared a glance
at the books and | thought
FLIPPING HECKI! It cannot
be, but it is, but it cannot but it
is, but it cannot:-. anyway |
grabbed a copy ANDIT
WASIH

OLIVER FREY ART. After
recovering, which ook six
days and many cups of tea, |
borrowed the book and sure
enough it was. (AN IT BE
TRUE, ZZAP!II)
| luv ya lots, ZZAP!

Darren Adams, West
Midlands

PS. BRING BACK THE
BORDER DUDES else I'll get
a group of me old wartime
buddies to PROTEST.

® Yes, long before doing
ZZAP! (and CRASH) covers,
Oli was a freelance
llustrator, working on ‘Look
and Learn’ and ‘Dan Dare’,
as well as designing video
and book covers —
including some for the
Oxford University Press,
which (as you didn't
mention) were what you
probably saw. Oli's work
can also be seen in the
movie, Superman — he
drew the 1930s-style comic
strip shown in the title
sequence. So there you

Well I've made my New Year resolutions, and already
broken them: yes, the Christmas decorations are still
up (ready for next year!), | still haven't played the Jive
Bunny record which Aunt Doris gave me (well, not with
the sound turned up anyway) and | haven't managed to drag the
tea lady under the mistletoe yet. Still, your letters have really
made up for the disappointment — well, they're better than
watching Bridge Over The River Kwai for the tenth time!

have it, Oli's ace arntwork
has been appreciated by
millions worldwide!

LM

TEAPOTTY!

Dear Lioyd
There was a letter this issue

Dear Lloyd

There have beensome s0ngs

about video games during the
. But did you

know that already in 1972
Marc Bolan wrote a sang
called ‘Spaceball Ricochet'.

Certainly, that must be a
poetical synonym of ‘Pong’,
which first appeared aboul
that time. Just listen to the
lyrics:

' said how can | lay, when
all | do is play,

The Spaceball Ricochet.

song can be found on

the ‘Slider’ album from the
same year
Ola Hansson, Sweden
PS. ZZAP! has never been
better than today. Compared
to children’s picture books like
C&VG, ZZAP! makes a
wonderfully substantial read.
Keep on £Zzaping,
Ola Hansson, Sweden.

® Thanks, Ola. I've also
found some records
obviously inspired by

(number &7) from a fellow
sane person commenting on
the lack of banana and fish.
Now I'm not an expert on
either of those subjects, but |

know that, sure as Phil is Thin,

your average man-in-the-
streat would also like to read
some letters about Teapots.
Yes he would, so shut up.

Teapots are of great interest to

me. | have collected well over
forty-seven, including a very
rare Indonesian twelfth
century example. A couple of

computer games. Here's my
top thirteen:

1. ‘Afterburner’ by ZZ Top
(Activision).

2. 'Eliminator' by ZZ Top
(Hewson).

3. 'Helter Skelter’ by The
Beatles (Audiogenic).

4. ‘Heatseeker’ by AC/DC
{Thalamus).

5. '‘Epic' by Faith No More
(Ocean).

&. 'Line Of Fire' by Journey
(US Gold).

7T . 'Sabotage’ by Black
Sabbath (Zeppelin).

8. ‘(The) Wanderer’ by
Status Quo (among others)
(Elite).

9. 'Breakthrough' by
Queen (Breakthru by US
Gold).

10. ‘Nightmare’ by Gillan
(Knightmare by Activision).
1 1. ‘Scary Monsters' by
David Bowie (Firebird).

12. ‘Confusion’ by ELO
{(Confuzion by Incentive).
13. ‘Empire’ by
Queensryche
{recommended by Robin!)
(both Firebird and Interstel)
Can anyone think of any
more? Please send them in!
LM

ZZAP! FEBRUARY 1991 1l 25 1

months ago, | wrote a poem
entitled 'Ode To A Teapot', and
| am very proud to have asked
to reveal it here in print.
Ladies and Gentlemen, ‘Ode
To A Teapot’:

| would like to be a teapot.
It would be very nice

Making cups of tea all day,
You needn't ask me twice,

| would like to be a teapot.
Gosh wouldn't it be fun?
There should be another verse
But | can't think of one.

After that enlightening
interlude | would like to thank
my sister |sther for providing
the necessary mental
stimulation (ie thinking of a
rhyme for fun that made
sensa). Anyway, back to the
letter. Teapots are a seriously
interesting hobby for anyone
wha is infirm, bed-ridden,
locked up for their own good
(Edd (woo woo) Bullock take
note) and 5o on. They can be
bought for a few pence and re-
sold, if in mint condition, for
anything up to £1000 (or an
Amiga and £5000 worth of
games, Any offers? Now
where have | haard that
before?...). They can ba
arranged in beautiful patterns
on shelves and, if the handle
and spout is strong enough,
mounted on a wall.

Talking of ‘Rincewind' (yes
we were) | noticed a reference
to Terry Pratchett in The Think
Tank this issue. | am thinking
of starting a Terry Pratchett
Appreciation Society in
memaory of his excellent books
{anybody else read them?).
Membership fee is one teapot
or an Amiga and £5000 worth
of.... no, not again. Anyone
interested should write to me
via Norway. | think.

Anyway, | really must be
going now. Since you heard
from me last, I've had new
gold-plated chains fixed to my
padded box (wibble) as a
reward for being so
enterprising. | showed some
people around my teapot
collection, you see, and made
£2.50 at £1.25 entrance fee
(calculators out...). I'll be
seeing you, Lioyd, but just
think...

Why doesn't your stomach
digest itself?

Bysy-Bye!
Arthur Ennimore (John
Pryer), Worcester,

® Thanks for pouring out
{n;l‘:r troubles, Arthur/John.
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Includes computer, joystick,

Back to the Future 2, Davs of Thunder,
Beast 2, Night Breed , Deluxe Paint 2,
mouse controller, TV modulator,
PSU, manual, mouse mat

Screen Gems Pack’

Oceanic 514" slimline disk
drive for CBM 64/128 only
£109.95 including 10 blank

disks.
x ol v Commodore 64 Night Moves/Mindbenders pack only £159.95 gt
MONITORS & LEADS Commodore 64 console pack including 4 super games £99.95 ~ DISK DRIVES & LEADS
Philips 8833 Medium Res Colour/ Amiga Flight of Fantasy Pack £399.00 CBM 1541 I Digk Drive  £129.95

Steren (including lead)  £249.00 Amiga AS90 20mg

Commaodore 1084 Colour Maonitor E'Ltrl:::ar;::g 14" LT
(including leads) L£239.00 DS Amiga Drive £59.95
Philips Commedore Mono Q-Tec limg Amiga 3"
Monitor £7995 D5 Dirive £79.95
CBAM to Mono Monitor Lead  £5.99 314" Disk Cleaner 314
Amiga to Seart/2] Pin DS Drive £9.95
Etro Connector £13.95 TDE 35" DSDD (World's No. 1)

: 10 o £14.99
"‘_’"’“" to Ferguson Lead £9.50 TDK 514" DSDD (Wordd's No. 1)
C64/128 to Colour Monitar  £4.50 10 for £8.50
TV/Computer Aerial Switching Lockable Disk Box

Linar (Holds 40 3447 £7.50
Computer- TV Lead £2.50 L":'l:'fi‘;a];'h'-‘ lﬂ‘;:‘ _B”f] cand
plds 100 54 ;
Thingi De-Luxe Copy Holder £6.99 100-5 4" Disks plus above
Philips TV Tuner for Drisk Box £39.95

8833 Monitor £69.95

DATA RECORDERS &

PRINTERS & AC :[:L‘.“:‘Sﬁlﬂﬁs ACCESSORIES

Citlzen 120D+ inc. Parallel srd ST — R Load-It Datacorder
I/Face L145.95 sk Box (80 3127 disks) 4 500 Starter Kit STURTER NiT Chd/128 £30,05
NEC P2200 24 Pin E2549.00 £ 100,95 'I. h"i 05 Turbo-Corder for CH4/128  £29.95
. ; Il C16 to C64 Tape Lead
Panasonic BX-1' 101 £179.95 ot £6.99
Panasonic KX-P1124 C15 Data Cassettes 10 for £6.99
24 pin £299.00

Star LC10 Colour
(State CBM/Parallel) £229.95

SPARES
Star LC10 Mono %["’:lﬂl.!E'l'I £179.95 s

Star LC24/10 24 Pin £299.00 - ’ : Mgfp.:pil-‘ph\ D £49.95
A C slead  £8.99 o Conintbdare
s AR RING I[}51 630 3013 TO ORDER e A i P

CBM Printers £4.50 (Free [S'Iiilﬂﬂ_ul? with first liJrlil.I'] or send £1.50 for catalogue {IEFu“dm'l with first order). Bowthorpe Anti Surge Plug £1595
i A bt e B Answe ne 6.00 p.m.-9.00 a.m, (Satellite Catalogue Available) Full 12 months guarantee. 4 Way Apollo 810 RF/Anti Surge

: ; gt __ Answerphon . At !

ry i MR s | CHEDUNGH JARANTEE NUMBER MUST BE WRITTEN ON THE BACK OF ALL CHEQUES TOAVOID DELAY | Trailing Socket £26.95

1000 | .'\ I.'H'Ri Labels i.'?."i:i- ﬁ'l.-TlL'iFAS CUSTOMERS NOTE: E‘m1||m Inaernationsd u‘!.'rplrd MOT Posthank Postcheque. Books not taxasble - Fump' add £5. Mon
G H o

Europe: add £10. Wi reserve the right mo charge carriage at cost
Citizen 120-D Ribbons 2 for  £7.95 | UK POSTAGE ANDPACKING: Teermrs umcler £50 aehd £2. ltemes umder £ 100 add £5. lemns over £100 add €10 for Geroup 4 Courier eisuring

Panasonic 1081 Ribbons 2 for  £7.95 ey ey FEICENC Sk S e oy 1Em}!?3ﬁh:ltu‘;7 S A sl s ot el A o i i o0 = _—WSEF”.LANH“ =
Star LC10 Black Ribbons M L e e o e e e
Mylon) 2 for £7.95 ol it u | I e =
- 1 1 E 1 Amiga Dust Cover £8.95
Star LCID '[_.l.:-lnul L7495 Bl . = & ﬁmlj‘.__i Mouse £29.05 =
Panasonic 1124 Ribbon £9.95 Mouse Holder £4.95
|
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Dear Lloyd
Please can you tell me why
Ocean are going totally
cartridges on the C64. Surely
it will bring down their sales as
they are going to cost 25
pounds before Christmas. As
SCl is going o be 25 pounds,
| will not be able to get it until
Christmas.

One of the reasons | got the
CE4 is because the games are
more easy to purchase. | can't

see the difference between
cartridges and cassette. You
still get the same quality, the
same sounds and graphics.
The only difference is
cartridges last longer than
cassettes.

With the consoles you can

only play games and you can't

do any programming with it. |
hope the consoles don't do
well and you have to stay with
the cassettes

| only get three pounds

pock oney so it would take

ven weeks o buy
these games and I'm sure I'm
not the only one who is
against cartridges. Couldn't it

be possible for Ocean to make

one cassette in every th e
cartridges?

® M Clarke,
Merseyside

@ The arguments for
cartridges are a lot stronger
than simply the fact that

NICE
NOVAGEN

Dear ZZAP!

| would like to take this
opportunity to publicly thank
through your magazine,
Novagen — the kindest and
most talented software house
on the face of the earth. Let
me tell you my story

A long time ago in a city far
far away (well in N.S.W.
anyway) | brought home the
latest issue of ZZAP! 64 — a
fine computer magazine,
Inside | saw a game reviewed
called Mercenary — it
receved 98% — corl. |
ordered it and it arrived three
or four months later.

I fell in love with Mercenary
— golved it in four months and
realised these were the best
gaming days of my life.

Then | decided to write
away and thank Novagen for
the greatest game ever! Much
to my surprise, Novagen
actually wrote back and sent

they last a long time,
although for shopkeepers
and gamesplayers
struggling with tape returns
from dodgy C2Ns this is no
small advantage. After all,
Dixons stopped stocking
tapes because of
unreliability but are now
going to be selling carts.

Another sensibie
advantage is piracy, many
software houses are
convinced they sell one or
two copies to a school
before pirated versions
make further sales uniikely.
Carts are virtually
impossible to pirate. This
obviously benefits the
software house, but also
you. The more money there
is to be earned in the C64
market, the more likely it is
more games will be
produced for it. The reason
there's so many Amiga
games around is because
software houses are making
more money there,

But there's gameplay
bonuses too. Remember all
those complaints we got
from C2Ners over Turbo Out
Run, even the disk version
was a bit of pain. SCI
benefits immensely from
eliminating tedious pauses.
We were a bit sceptical here
about carts too, but the
speed of the things is great
fun. They make the Amiga's
sluggish disk drive look
painful, let alone the C64's
1501. With disks now
costing £16, £4 extra for a

me the Targ Survival Kit.
Fesaling very chuffed | went
back to playing Mercenary.

The Second City hadn't
come — I'd seen the ZZAP!
review and months came and
went. | came very close
one shop got The Second City
but sent it back because they
couldn't get any of the copies
to load. They didn't read the
instructions — obwviously,

After a frustrated year |
wrote to Novagen again and
once again they replied and..
would you believe it? There it
was — a cassette copy of The
Second City! | hadn't even
asked for it — I'd merely
expressed my difficulty in
obtaining it and enquired
about Mercenary 2!, | couldn?
believe such a caring Software
House existed.

In ‘89 | upgraded to an
Amiga and managed to get
hold of Amiga Mercenary and
another excellent Novagen
product — Backiash!. Of
course the one | was really
waiting for was Damocles —
the official Mercenary 2.

cart is an investment well .
worth making, especially as
software houses realise
poor games are unlikely to
sell at £20. Another
gameplay advantage is the
ability to make absolutely
massive games, and to
pack in more graphics in
short sections which would
be extremely painful on
tape. Just try and imagine
Shadow Of The Beast or
Wrath Of The Demon on
tape!

These arguments have
yet to sway a majority of
software houses, carls

hope they're not inundated
with requests for free
software from people
‘unable’ to get software in
the UK!

require hefty investment,
and if carts do poorly this
Xmas they might be
dropped. You might
welcome this, but the
software houses least
enthusiastic about them
tend to be companies who
don't expect the C&4 fo [ast
long. If carts take off they'll
prove the C64's got a strong
software market which they
should be writing for.

On the other hand no-
one's writing off tape and
disk. Some Ocean games
will be released on cassette
and disk since the company
is also producing for
Nintendo, which often
demands games appearing
on the NES be the only
cartridge versions. Also
some games won't justify
the higher price and there's
always going to be a
massive budget market.
LM

S0 while Movagen don't
release 10 games a month,
what they do release is always
original, pushing your
computer’s limits to what you
never thought possible.
Quality will always outdo
quantity — especially with
single titles offering years of
entertainment.

Yes, now | do have
Damocles — truly amazing —
the ultimate first-person
experience, So, please, Mr
Paul Weakes and all at
Novagen — take a bow — no
doubt you've made many
people's lives as happy as
mine,

Thank You
David Hearne,
Australie

@ Well thank you David, it's
not often people write in to
praise a software house and
we're very pleased Novagen
have treated you so well.
From our desalings with
them we know they're a
very friendly and
professional company, | just

Dear ZZAP!

I've just completed Shadow
Warriors on the C64 and I've
got to say what a load of
rubbish it is. The end-of-game
message made me laugh, It
told me | had destroyed the
evil warlord in his lairl What
Warlord?! | only got two big
guys with claws (YOU GET
THESE ON AN EARLY
LEVEL ON THE AMIGA,
VERSION). In the April issue
of ZZAP, a preview of the
game was done. In ‘Technical
Data’ it said the final guardian
would be even bigger than the
rest, but | was very
disappointed with the end and
to me the game did not look
finished (have | got an
unfinished copy or what?), As
it stands, the game should
have got about 49%. If | have
got an unfinished copy, all
apologies go to Ocean. Please
print this as | would like to see
other people's views. Does
anyone think I'm being
unreasonable?

Neil Vickers,
Westhoughton

® Well | don't, Neil. And I'm
afraid that your copy is a
finished one. Unfortunately,
C64 Shadow Warriors didn’t
live up to early
expectations. The preview
in Issue 60 featured a very
early version of the game.
The technical data which
you mentioned was merely
what the programmers
(Teque) told us they hoped
to achieve. In this case,
their targets were obviously
very optimistic. Maybe you
should have walted for the
ZZAP! review in Issue 65
where the C64 game got
57%. Ocean stuff is usually
of the highest standards,
but we're here to point out
when the occasional glitch
happens. Unfortunately a lot
of people seem to have
bought the game on the
strength of the packaging
and name pushing it high in
the Gallup charts. The
Amiga game, however, was b
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an excellent conversion
earning 83% in Issue 65.
LW

Dear Lloyd

Please excuse the lined paper,
I'm not trying to be common or
owl, but a real crisis has come
up... I'VE GOT NO WRITING
FAPER! Or should that be
maoney? Anyway, on with the
performance:

Why is it that you can never
test a game you wish to buy in
the shops? In three shops
now, with their computers
running, the so-called
assistant’ will immediately
refuse to allow you to even
waltch a game which
intend to purchase. Al 18,
surely thay don't think | wish to
mess around and waste time
when | have the honest
intention of handing over £10-
£30 for a C64 or Amiga
game? Take their excuses:
‘I'm sorry, but if | load this
game, everyone else’ll want
the same treatment.’
TREATMENT? What the heck
is this guy paid for, to satisfy
the customers or stand about
discouraging them from
entering the shop? Or how
about this one: ‘Look, if we did
this all day we'd s :
our computers.” Oh, excuse
me, | suppose I'd better go
home and forget about playing
Dungeon Master, where |
continually swap disks when
saving my position.

| had to laugh at the way an
Amiga‘and an ST were
switched on with their start-up
screens attracting crowds all
day behind the counter! Come
on, shouldn't this be no less
harm to them than if they had
a game which was left
showing a demo all day? (By
the way | was being sarcastic
when | said they attracted
crowds, just in case you
missed the point (Thanks —
Ed).) The shop assistant was
stuck for words when | asked
him how to account for the fact
that more pecple were buying
computers and games at a
privately owned shop
opposite. The truth came out
when he confessed that they
could try out the games before
buying. This did not change

Dear Lioyd

The first thing | have to say is
ZZAP! is BRILLIANT! | must
admit that | have only been

reading ZZAP! since Issue 61,

but after only five issues |
subscribed to the most
brilliant, wicked, awesome,

his (or his manager's) view of
the situation, however, and |
left disappointed.

| hope I'm not being too
critical, Lloyd, but don't you
think a customer should obtain
satisfaction and be secure in
the knowledge that they
haven't wasted their money?

Remember, you cannot take
a game back and exchange il
once it has been played and
bought. | know many shops do
provide a good service, but it
always seems as though you
enter a less halpful one, and |
guess that's life! Anyway,
here's my conclusion: ignore
the ignorant and give helpful
software stores all that they
deserve! :

| hope (again) that the
above wasn't so boring that it
would make you take up
chartered accountancy, but
thanks for your timel Please
could | just say hi to Matt,
Ricky T and Fliddy? Thanks,
and keep smiling! Bye!!
Rick Butler, Chorley,
Lancs
PS. Bring back Rockford,
Thingy etc!
PPS. Pineapple! (as opposed
to bananal)

® Robin used to work in
John Menzies in Swansea
and he is firmly of the
opinion that it takes too
much time for busy
attendants. On the other
hand he was all too happy
to show games to his
friends, so we think he's
telling porkies. In reality he,
like most other shop
assistants, was a bit of a
lazy so-and-so who hates
kids. Of course it can be a
lot of hassle, especially with
lengthy tape loading games.
But | see no reason why
cartridge games can't be
put on show for people fo
have a go at. With their high
price, peaple will definitely
want to have play them first,
s0 | hope demos will be
shown. Of course there'll
have to be a lock or
something to stop the carts
being stolen. Amstrad and
Mintendo do dedicated
display cases, so hopefully
E:‘mmudure will follow suit,
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MNow back to the paint, |
have a question to ask (what's
new?):

On a telavision programme
| was walching, a man (no
names mentioned) said that
no-one really wants to play
with CB4s, Spectrums and
Amstrads any more. | own a
C64 and | do want an Amiga
but the C64 is a very good
computer and not everyone
wants to buy a computer for
£389. So is the C64 going
strong?

Before | go | would like to
thank you for your review on
Turrican because after | read it
| bought the game and it is
ULTIMATE!N!

S0 keep up the good work,
ZZAP!.

Andrew Snead,
Chelmsford, Essex.

PS. |s the Scorelord a
Teenage Mutant Ninja Turtle in
disguise?

@ Thanks for the praise,
Andrew. And I'm glad to
Inform you that the C84 is
still going very strong. Far
from declining, sales of C64
computers have risen
sharply in the past two
years, as have soffware
sales. With the release of
Commodore's GS console
and its Cé4-compatible
cartridges adding extra
impetus, the sky’s the limit
for the future of the world's
E;ﬂiﬂfring home computer.

Dear Zzapersons
| am writing to ask for your
expert advice. My son, who is
11 years old, has a
Commodore C64 with tape
player. He is a regular reader
of your magazine, mainly
game reviews. | also read the
magazine, however | find most
of it completely unintelligible.
This is not a criticism of your
publication, it is just that it
uses a language which |
presume is English, although
not in a form which | can
easily identify.

| have sought advice from
local computer retail outlets
but the assistants (77) assist
in hip hop hap rap
megabytespeak, or tell me, 'It
is only available in cream, Sir.'

The problem, like most
problems, is simple; the
solution apparently not. In
order to load a game one
needs the patience of Job (a
non-technical biblical person)

and the technical ability of a
NASA systems engineer. The
tape player has been cleaned,
serviced, repaired, adjusted
and even spoken to but the
problems persist.

Is thera some way in which
the games which do
eventually get loaded, can be
saved onto disk? If there is,
what do | need to do it with?
What disk player do | get?
What ‘pack’ will enable me to
get into the games to get them
to copy onto disk and who is
going to win the Grand
National?

The frustration level is high.
My son wants to scrap the
systemn and go for a
Superslick Disk System, okay
if you have the money.
Currently the fiscal policy is
undergoing total rethink. My
desire is to get his existing
tapes onto disk — sasy
loading no hassle, and
gradually expand the existing
gystem if required.

Any suggestions would be
s0 helpful. | could probably
pick a disk player myself but
thae rest of what is required is
beyond my vocabulary,
comprehension, experience
and understanding. | am
aware that copying tapes eic
is illegal but this is not far gain
or reward, just for the
praservation of sanity..... mine,
and as far as | am aware it
can be done.

Christmas is coming, the
season of goodwill and
unstinting generosity... HELP.
Mr J Howard
Greenaway, Co Down

@ If you're having tape
loading problems, |
recommend buying a Mills
Load-H. This is like your
normal C2N tape player but
benefits from an LED meter
which indicates its output
level. By adjusting a little
knob, you can maximise
this output and should then
have no problems loading
any tape.

Even better news is that
the new C64 caritridge
games (which fit into a slot
at the back of the machine)
provide instant loading
without any problems and
require no exira equipment
whatsoever.

LM

Dear ZZAP!
Hi, The man of Logic here,
first I'll start with a joke. | ’
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entered a café one day and |
ordered a pie, so | sat down
and the lady sitting beside me
claimed she had lost her ring.
So word got round the café
and people started to look for
it, so the waiter came to my
table and gave me my pie,
and guess what was in the
pie? (The ring, you all say.)
No, mince.

Well | hope you liked that
logical joke. Anyway you shall
receive some more logical
letters from me now that |
have bought your super
magazine. Although I'm
ashamed to say, | haven't
bought any of the previous 60
odd magazines. That was
because | had a Spactrum
128k before (Ha! Ha! | here
you say). Then | bought an
Atari 520STFM and now |
own, a Commodore Amiga
with 1 Meg memory.

Oh well! I'm running low on
ink. Good luck for the futura.
The Man of Logic,
Glasgow

@ Third time lucky, eh?
LM

MEGAWAIT?

Dear Lioyd

I'd like to protest about the use
of the term 'MEG' in the new
System 3 and Ocean C64
cartridge ads. The word 'MEG'
is more commonly used as an

Dear Sir Alistair
Please can you print this letter as
| have previously written three
times. | have been trying to get a
letter in ZZAP! ever since | started
buying it back in Spring 1988. |
am one of those many lucky
people who has upgraded from
the greatest 8-bit to the greatest
16-bit computer, C64 to Amiga, so
ZZAP! has always been the
perfect magazine to buy
| am rather annoyed when UB4
complain about the Amiga
n and taking over ZZAP!
as the C64 is still the dominant

abbreviation (even in your
reviews) for a megabyle.
However, in the two ads
mentioned, ‘'MEG' means a
‘megabit’. Surely this is
misleading, as System 3's
‘amazing 4 MEG of memory’ Is
actually equivalent to only half
a megabyte,

David Morgan, Mold.

@ | think you're being a bit
overcritical, as both the ads
mentioned include a fairly
clear explanation of what
they're referring to. The
‘MEG' problem probably
originated with Commodore
who stated that the new
cartridges would have a
maximum capacity of ‘four
MEG' (meaning megabits).
LM

Crear Lioyd
| just want to put the record
straight with the idiot Joost
Reijnen from Holland about our
brilliant English football team.
On June 16th Cagliari,
England totally outplayed you,
and if | was Dutch | would have
shot myself after that game! |,
on the other hand, am proud to
be English because even the
great Pele said England were
the best team in ltaly 80 and if
you don't believe me, ask him.
Hmmm, that put him straight,
didn't it Lloyd?
Edward Hammond,
Spalding PE12 6UE.

month ago and except far a few
previews nob mentionad it.
2. |s Double an 3 ouit in the
arcades an en will we see it
on th A

3. L , do you think
that Kick Off erved a gold
medal? | do. | would give it 98%
Rafe ‘Killer’ Abrook, Isle
Oof Wight.

® 1. We haven't received a
review copy yet.

2. It will soon be in the
arcades and Sales Curve will
be doing the conversions.

3. Yes, the reviewers now
think that it did, especially as
they play it EVERY lunchtime.
At the time of the review, they

@/ think Joost was more
than a bit optimistic about
his team's chances. He musi
have cried more tears than
Gazzal

LM

UNSWERVING
LOYALTY

Dear Lioyd

Firstly, | would like to
congratulate you for staying
with ZZAP! for five years now,
| think that's great and
deserves some sort of reward.
The '‘ZZAP! Rrap’ section has
been exceptional throughout
the five years, as has the
standard of the whole
rmagazine.

For the main part of my
letter, | would like to correct all
the people who say the
Commodore 64 is 'dead and
soon to be buried’ ete. I'm not
blaming 16-bit owners for this
accusation, in fact some of
the people | have heard say
this do not even own a
computer and are just saying
this with no experience with
the machinel

This iz my story.... (cue
flashing lights and blurry
eyes): during the year 1986,
when | was just 13, | became
very interested in computers. |
had played games on various
formats including Commodaore
and Spectrum machines. |
became particularly enthralled
in Green Beret (for the 64)
and also Winter Games (also
for the 84). When Christmas
came that year | pleaded with
my parents to invest in a C64.
As luck had it we struck on an
excellent deal in the local
paper, and on Christmas
morning | hurriedly opened a
brightly wrapped box to find
my dream computar
(Aaaaarrrr).

For the next two years | had
great pleasure with the CE4
and in between school and
homework | did odd jobs to
save up for software for it. |
efficiently gained quite a
collection and many hours
were spent playing The Last
Ninja and reading ZZAP!
64.

In late 88 | caught a
glimpse of the Atari ST
(eeuuuccckkk | hear you cry).
As my heart filled with passion

for the graphics | sold my
Commeodore and bought the
16-bit machine (which | still
have). | now had a permanent
part-time job and could just
afford the higher price tag. |
also stopped buying ZZAFP! as
it had no relevance anymaore
The enjoyment of playing
games with better graphics on
the ST lasted for about a year
and then tedium set in. Where
was the playability which
Summer, Winfer and
Weorld Games had on the
64777 Where had the
exciterment of waiting five
minutes for your newly
purchased game disappeared

brilliant sound and
atmospheric sound FX which
the 64 had, and also the
games which aren’t available
on the ST such as The Last
Ninja 1 and 2.

| couldn't hold back my
tears any longer and | recently
purchased another trusty old
64, | still keap my ST for
programming and playing
some of the exceptional
games such as the Kick O
series and Starglider 2. |
have also started purchasing
ZZAP! again and that is why |
was surprised and also proud
that you are still covering
Rrap, Lloyd — well done
again. | would also like this
opportunity to congratulate
the rest of the ZZAP! team for
waorking at the magazine and
making it better than ever. My
only criticism is the fact that it
has gone on a diet! It used to
regularly contain 130 pages
plus, for every issue. |t's nice
to see all the original features
still there though, such as the
Rrap, Tips and The Word.

My letter should prove that
there's still life left in the old
64 and in my opinion, it beats
the chips out of the 16-bit
machines for playable games,
and I'm sure many people will
agree.....

Mark Macrae, Kent
ME10 4TR.

® Thank you for your
praise, Mark. Your story
shows there's still life after
death... er, | mean ST
ownership!

LM

didn't think it was that much of
an advance over the original
Kick Off. But if you have a go at
Kick Off after playing Kick Off 2
you'll see how much better the
sequel is. The more you play it,
the more the subtle differences
jn gameplay become apparent.
LM

copinrside Byl s Ah, well I'm feeling a bit better now. Right, that's it, I'm

SIS 00RO - actually going to do it... '‘Come on everybody, clap your
hands... W-w-w-wake up little Suzie, wake up... G-g-g-g-
g-good golly Miss Molly...'

Aaaarrrrrrgggghhhhhh! Now I'm really depressed! You'd better
keep sending those letters in to Newsfield, Lioyd Mangram,
ZZAP! Rrap, Ludlow, Shropshire SY8 1JW — before | go
completely mad!

1. Where are all the reviews for
Fire & Forget 27 It was release

ZZAP! FEBRUARY 1991 Il 317 W
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FULL RANGE OF AMIGA, ST, SEGA, 64, SPEC, AMSTRAD, PC, PCW, 2600, XL/XE, BBC

COMMODORE 64 DISCS

==

Deja Vu......................4.99
Murder by The Dozen4.99
Slarcross ............c.i.. 4.99
Daatding .........conmsens 4.99
Bloodwyche................ 5.99
Uninvited .........ccoo0 i 5.99
Murder off Miami........ 4.99
IIIGUS ... 4.99
Weird Dreams............4.99
Battalion Commander5.99
I ey e 3.99
SokoBan............cc.e... 4.99
Enlightenment ........... 3.99
BIRNE..o isiie i 3.99
North Star...........ce.... 2.99
T e AR i 3.99
Thunderbirds ............. 4.99
Thunderchopper........ 3.99
Apache Strike.............4.99
Slot Car Racer ...........4.99
Afterburmner ............... 4.99
Super Scramble

Simulator ...........coceue.. 2.99
Glider Pilot................. 3.99
Infiltrator Il ..........cceee. 3.99
Gary Linekars

Super Skills ...............2.99

Street Sport Soccer...3.99
World Tour Golf..........4.99
International Soccer ..2.99
Fighting Soccer .........4.99
International Karate ...3.99

Hercules ....................2.99
Ninja Hampster..........2.99
Chambers of Shoalin.4.99
Addictaball................. 2.99
T A 2.99
Ballstx..........coiiniiii 4.99
Venom Strikes Back ..2.99
Blasteroids................. 3.99
Flintstones................. 2.99
Foxx Fights back ....... 3.99
Afterburner ................ 3.99

WHERE TO BUY:
EITHER AT

LONDOM
MN14 6PH

19 THE BROADWAY
THE BOURME
SOUTHGATE

COMMODORE 64 DISCS

=
Return of Jedi ............ 3.99
Pactand...........cc.ooii 3.99
lkari Warriors ............. 2.99
o Ry R 3.99
Running Man ............. 4.99

Terrys Big Adventure .4.99

JOBBIN o imiiiiioiimisin B9
Dynamite Dux............3.99
Navy Seal .................. 4.99
The Three Stooges....4.99
Super Pacman........... 4.99
Track and Field........... 4.99
Blockbusters............... 3.99

Top Fuel Challenge....3.99
Cloud Kingdoms ........4.99

Jet - Sublogic.............9.95
Stealth Mission .......... 9.95
=
Swift Spreadsheet......9.95
Simons Basic.............9.95

Simons Basic
Extension........c.ccoeeuu. 4.95
Lo, . R e s 9.95
Introduction to
BasicPart2 ............... 4.95
Macro Assembler
Developer .................. 9.95
Sound Studio ............. 4.95
Personal Money
Manager.....................4.95
Sound Expander-........9.95
Programmers

AORIBOE: .. i s 4.95
Geos Inc Geowrite

Word Pro...........ccccev... 9.95
Programmers Utils .....9.95

UNIT &
MIDGATE
PETERBOROUGH
CAMBS

PE1 1TN

5 LYNTON PARADE
CHESHUNT

HERTS

EMNB BLF

C64 DISC COMPILATIONS

<= =

COMPUTER CLASSICS
4.99
Zynaps, Dynamite Dan,

"Aliens,Cauldron |l, Into the

Eagles Nest

BEST OF ELITE VOL 2
4.99
Paperboy, Ghost & Goblins,
Battleships, Bomb Jack ||

BEST OF ELITE VOL 1
4.99
Bomb Jack, Frank Brunos,
Space Invasion, Airwolf

PACK OF ACES 4.99
International Karate,
Boulderdash, Who Dares
Wins Il, Nexus

HIT PACK 6 PAK 4.99
Scooby Doo, Fighting

Harier, 1942, Sacred
Armour Antiriad, JetSet
Willy I, Split Personalities,
Duet,

HISTORY IN THE MAKIN
11.95
Leaderboard, Express
Raider, Impossible Mission,
Super Cycle, Guantlet,
Beachhead Il, Infiltrator,
Kung Fu Masters, Spy
Hunter, Road Runner,
Goonies, World Games,
Bruce Lee

CONFLICTS 1 4.99
Battle Of Britain, Falklands
'82, Theatre Europe

FISTS & THROTTLES
4.99
Thundercats, Buggy Boy,
Dragons Lair, EnduroRacer,

MAIL ORDER TO:

5 LYNTON PARADE
CHESHUNT

HERTS

ENB 8LF

Tel: 0992 640050

= o=

FIVE STAR GAMES 4.99
Spin Dizzy, Balalyx, Zoids,
Equinox, Scarabeus

FIVE STAR lll 4.99
Trap Door, Uridium,
Exploding Fist, Tau Ceti,
Firelord, StrikeForce
Harrier, Aliens

6 PACK VOL 2 4.99
Into the Eagles MNest, Batty
Ace, Shockway Rider,
InternationalKarate, Light
Force.

KARATE ACE 4.99
The Way of Exploding Fist,
Bruce Lee, Kung Fu
Master, Avenger,Samuari
Trilogy, Uchi Mata, Way of
the Tiger.

KICK BUT-SLAM 4.99
Bop n Wrestle, Rambo,
Fist, Uchi Mata

COMPUTER HITS 11 4.9¢
Super Pipeline 2, Mutant
Monty, Henry House,
Gribbley Day Out,Snooker,
Mamma Llama, Raskal,
Aqua Racer, Frenzy,
Circus.

0 COMPUTER HITS VOL Il 4,98
Altack Mutant Camels,
Basildon Bond, Geoff Capes,
Elidon, BlaggerGoes 1o
Hollywood, Cauldron, 3D
Lunar Attack, Crazy
Comets, Dynamite Dan,
Herberts Dummy Run

J4 BAKER 5T,
LONDOM

wi

Tel: 071 935 2539

POSTAGE AND PACKING: 1-3 ITEMS 75P, 4 OR MORE £1.00




Hi, I'm Chip. Remember
me? Yeah, I'm the little
chap with the specs in
US Gold's Chip’s Challenge. |
originally only existed on the
Atari Lynx handheld, but | was so
popular that the guys at US Gold
decided to convert me to other
machines like the C&4 and
Amiga. And what a good job they
did, earning 86% for both
versions along with comments
like ‘tremendous puzzling fun’,
Now everyone can have fun,
guiding me round those puzzling
levels, searching for coloured
keys to open doors, and objects
to allow me to negotiate hazards
like water, ice and fire. With 144
levels it's certainly some
challenge, but well worth it if | get
to interface with the lovely
Melinda at the end!
2 | can't offer you quite the same
sl incentive to complete this special
= competition challenge but there's
e e Lynxes to be won by two lucky
g readers. These remarkable
B L L handheld consoles are just
- slightly bigger than a video
cassette and have a 3.5-inch
screen which can display up to
18 colours simultaneously (from
a palette of 4096!) and an infinite
number of sprites! In addition,
fifteen runners-up will get stylish
US Gold T-shirts.

Now to my challenge. All you
have to do is answer solve these
three cryptic clues for the names
of Chip’s Challenge levels:

1. It's holy but plays rough in
Wakefield — nevertheless,
threesomes can still be fun! (7
letters)
2. Not quite what it seems, this
granny could tie you up! (4)

« My dear Watson, what else
could it be? (10)

3 I — - . - - . -
k2 b i ) b s o e v
of a postcard (or sealed

envelope) and send it to

— . -——— i : m"ﬁ?mﬁﬁﬂHlFs

™ ™ | =5 ¥ Shropshire SY8 1JW,
oD

. Usual competition rules apply
—a . -;JE_J ',._ and entries must reach us by

Faebruary 28th, at the latest.

.
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SUPER C2N!?

Mills' Load-It replacemeant
datasefte has been around for
years, covered several times in
ZZAP! and, in fact, almost all our
tape decks are Load-Its. Despita
it's relatively high price, it's done
so well that a Spectrum version
has been launched — even
though that computer doesn't
require a weird interface like the
C&4. Long time Zzapers know
how highly we rate the Load-It,
but for the benefit of newcomers
here's another look at it.

The C64's unusual interface
allows the computer to control
the datasette, stopping and
starting it as required.
Unfortunately it's long been
plagued with unrefliability
problems according to many
retallers. There's certainly
nothing more frustrating than
getting the latest Gold Medal-
winning game, only to find out it
won't load. But is it the C2N or
the tape?

The Load-It has two main
advantages, Firstly there's a strip
of ten LEDs which light up to
show the strength of the signal, a
sort of volume indicator. This
helps indicate the quality of the
tape. Secondly, there’s a knob to
adjust the alignment of the tape
head which can radically
increase the strength of the
signal. It's a simple enough set-
up, but if something is loadable
then this should handie it. The
Load-It also comes with a slim
manual reminding you to keep
the tape heads clean and other
common sense things. At £39.99
from the Zzuperstore the Load-it
isn't cheap, and it obviously can't
load faulty tapes, but if your C2N
is wearing out or just plain
unreliable this is an essential
purchase.

CHEETAH'’S
HANDHELD

As the handheld wars hot up,
with the Lynx dropping in price
trom £180 to £120, Cheetah
have begun importing a
Japanese syslem with ninateen
software titles. Called the
Gamale, the Cheetah syslem is
aboul the same size as the
Mintendo Gameboy, has a similar
rmonochromatic display and
retails for just £58.99 with slereo

headphenes and a free game
(Witty Apee). Optional extras
include a rechargeable battery
pack, mains adaptor and a cable
to link two Gamates for
simultaneous wo-player action.
Mormally the Gamate is powered
by four AA batteries and has a
speaker if you don't want 1o use
the headphones. There's the
standard control systems — a
foypad for movement, two fire
buttons, plus start and select
keys. Cartridges are smaller than
credit cards and the whole thing
comes with a one year
guaranies,

In use the Gamate boasts a
tuneful sound chip but the
vellowish display is a bit prone 1o
blurring. As with the £10 more
expensive Gamebaoy it's not
setting any amazing new hi-tech
standards, it's the portability and
the software that's important,
Portability is assured with the
neat size, but as yel software
can’t match Gameboy standards.
The neat carts are £5 cheaper
than Nintendo stuff, but games
such as Galaxy Invaders (Space
Invaders) and Money Maze (Pac:
Man) are anclent ideas poorly
implemented. There's plenty of
other litles which we havent
seen though, and while Nintendo
neednt worry yet, it's certainly
got potential

mmmwnmmﬁmmmum but at the
mnmﬂGﬂermuinmrmin in the area of fortune-telling.

mmmwnmmmmmw
instantaneous multiload on cart are, in fact, very spartan), hl.ltlt‘nquibn
playable. The ability to shoot other cars hmﬁﬁﬂygmdﬁm in two-

player mode and there's an impressive range ‘hardware. As
with all games of this sort endlessly ruund circles gets a bit
repetitive after a while, m#wﬂlmﬂha as one of best
examples of this dated

For the future, Bond mudmmﬁnmmhnnfﬂu
Spy Who Loved Me is mmmlmapw
out of the C64 tape 9?' hﬂwhﬂm
so the new sections are welcomea use the cart to.
improve the driving section graphics as well, Spy might finally
mmmmmm{m Issue 67). No news on a

release dale as yet though




H's been a long time since we've had space for the charts, so 2 lot of
your votes are a bit dated, but hopefully by next month we'll have a lot
more voles for the newer games to knock off the oldies. Turricanm 2 for
next month's number one maybe?

This month’s lucky winner of a £20 software voucher is Richard
Bateman of Aston, South Yorkshire. If you want a chance of being a
winner yourself, write your top three votes (for each category you're
interested in) on a postcard or the back of a sealed envelope, and send
them to Newsfield, ZZAP! Charts, Ludlow, Shropshire SY8 1JW.

TOP 10 C64 GAMES
(Rainbow Arts)

1

2

K (US Gold)
4, (Ocean)
5. Retrograde (Thalamus)
6. Stunt Car Racer (MicroStyle)
7. Creatures (Thalamus)
8. 3D International Tennis

9

. MicroProse Soccer (MicroProse)
10.Iron Man (Virgin)

TOP TEN AMIGA GAMES

. Kick Off 2
. Rainbow Islands
. Turrican (Rainbow Arts)
; (Ocean)
] (Image Works)
J-\_.‘II I-| ].-lI ()N I) O LLZ&.R : Blnod Mﬁnay [PS?QHUS!IE}
GAME . Midnight Resistance (Ocean)
. Player Manager weseee (ANCO)
Gremlin's big Easter licence is MB Games' 1989 bestseller, the . Time Machine (Vivid Image)
HeroQuest board game. Almost 200,000 units have sold since its 0.Dungeon Master (Mirrorsoft)
Laleasa in ‘B9 and it's SFII firmly in the WH Smith top ten. MB have a
500,000 (almost a million dollars!) ad spend planned to create feverish
excitement about the product which features elves, wizards, barbarians 064 M U S IC

and dwarves in a quest for loot. Expect a preview of C64 and Amiga
varsions next month.

. Turbo Out Run (US Gold)

. The Untouchables

. Ghouls ‘N' Ghosts (US Gold)

. Turrican (Rainbow Arts)
(Thalamus)

AMIGA MUSIC

. Xenon 2 (Image Works)
. Blood Money (Psygnosis)
. Turrican (Rainbow Arts)
. Batman: The Movie (Ocean)
. Ghouls ‘N’ Ghosts (US Gold)

COIN-OPS

. Teenage Mutant Hero Turtles
B R e - : . Golden Axe
s e e pan i e . Special Criminal Investigations
*  Phil and Robin caught with another cheap promotional gift infended 1o
SWay reviews,
B 326 E ZZAP! FEBRUARY 1991
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A sampler is a hardware device which converts sound into a data

74! @ form which can be understood by a computer, effectively allowing
- EhD & SOmE you to use thal sound within your own music compositions. g

L e i R -wll Complex algorithms within the sampling or music software calculate

what the sample would sound like when played back at different

pitches so if you so desired you could play back Beethoven's Fifth
- ed by Symphony using nothing else but \:Ic»?I rks, a heavy metal guitar £

- Amin: " or just about anything you wish. The musical possibilities are

- TuTge endless ‘G

A sampler records sound somewhat like a movie camera records
motion. Where as a movie camera takes around 50 photographs a
second, a sampler works at a much higher speed taking thousands
3 of ‘snapshots” per second. When the camera replays its
AL . photographs one after another in quick succession we see motion:
~ likewise when the sampler replays its snapshots we hear sound.

-, ful Of course, the sampler isn't actually taking photographs — what

‘have it is doing is measuring the sound. How do you measure sound? g
- Well sound is created by changes in air pressure. All the sampler

; "ar does is to measure these changes, record them and output them P
1, 24y, again — the more measuraments it takes the more accurate the

sample will sound.
The quality of the sample is effected by several factors, the most JEE"ENES
important of which is the sampling rate (specified in kilohertz). This 5
controls the number of snapshots taken per second — a rate of §
dag 18kHz takes 18,000 snapshots each second. Basically the more
samphing. options bu snapshots taken, the better the quality of the sample. Sampling
eryuseful 48 rates upwards of 36kHz will produce a sample which is near B®
ave  int Lrﬂ.gﬁw indistinguishable quality wise from the original while rates below
1 10kHz produce samples which sound rather tinny, often with
noticeable hiss.
Sampling is a memory intensive operation. Each snapshot
gﬂneratas a value which in turn occupies a piece of memory. L
earing in mind that thousands of snapshots are taken eac k.
second, even a short sample can occupy a large chunk of memory.
For this reason the C64 is a less than ideal computer for sampling -
— B4K just isn't enough memory to take a decent set of samples
and still be left with some s to write some music. Even on a
1Mb Amiga it's quite easy to find yourself running low on free RAM,
However, there are several niques which allow you to reduce
the amount of memory your samples occupy and yet still have some
useable sounds. Not all sounds need to be at a high rate
1o sound good. Sounds which are predominantly ‘bassy’ such as
bass drums, bass guitars and suchlike can be sampled at a lower
rate than sounds which contain a lot of high frequencies such as hi- P
hats and violins. W S5y o
- A good technique is to initially sample the desired sound at a [ %
memaory-saving low sample rate. If the result sounds good or at & it
least useable then go with that sample. If you don't like what you FR%=es
hear then resample at a sll;!hw higher rate. Continue r&samplrnq(at
graaduallr higher rates until you end up with something you like. =%y
mpling is a trade-off between quality and memory. Good quality ﬂ@v{:
samples are always desirable, but more often than not you're going '
to have to settie for something less than best in order to leave A
‘yourself with some spare RAM for other samples, and your music. -

#e Amiga. LIKe%
. Amiga_samplers it in

-
-
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@ Editor of the extraordinarily famous
Adventure Probe adventure fanzine, Mandy
Rodrigues is the lady behind Atlas
Adventure Software and is also the
exclusive distributor of Incentive’s Graphic
Adventure Creator +.
The latest adventures from the Atlas
by mlmh&rsm mkm
a re
mmwﬂh?;mhhmwmc
T}E&Sﬂ&sﬁ. Titled

price, they still upm"?&lgoodmhnhr

The arrival of Incentive’s GAC+ for the
mmnndbmrwﬂhlrlﬂiurnn
fanfare. Coming in sturdy , on
one disk plusu:ilpugnmmm,llumum
change from original vanilla GAC is
that GAC+ can fully utilise the disk drive for
the first time and you can now have an
spanning a maximum of 250

parts! — one part or section using all of the
computer’s memory. 50, as you can
w""’“f’rﬁ“m"' for

gamel This is news
adventure authors who have

o e cnmplumod
One item to nobe, ,ulhanAG .
takes u upa illhnrvar?
the basic CSuuuﬂ\m have
h-on.i:h“ murh\goldﬁﬂfudmwmmh

ppointment with GAC
mlrsl:;:u enhancements umdl.l'::

improvements. In fact, it appears that
%1EMmmmc+wmhun
— Idﬂqnu:lluuluw
e ey S e
m that was coded years ago!
G.Al'.‘-HsuqummMilﬂy—
adventure authors

R T s of the
i-part feature of GAC+, send it to
and we'll have o er at it.

o=

_T i : Y,

(hvelcble fromfim MocBrayne, 27
val m

Paidmyre Crescent, Newton Mearns,
Glasgow G77 5AQ.)

The trouble with you is that
you're mﬂnnz being
g o ey
C

Blml:ll:é sop and his :rms Fair ennuph
you did present them Gul
shoelace — which hhlly
Jones — but Quetzicoah’s toothpick? Is
there such a mmglc;WuH, if's up h you to

T el
15 to Jim
MacBrayne's third adventure game, The
Mission. The first two were created a
placed in the Public Domain. Now Jim has
decided o go commercial on us. A text only
adventure, The Mission bears a striking
resemblance to the old Infocom style.

The screen is very clean with the
room location utllufupoflh
screen. Text is walmﬂhnﬂ!d
I\umm'uusm

ﬁ:md unqbout
rew at it. it nrgcl mmnd
IT. You cun ;'lDAD script a hard

mﬁmhmﬂkmundmm

Short-cut keys such as Z for ‘wait’ are
welcome.

The puzzles are

St sy i i IR

end, very enj Inf‘uclsmuﬂlu
:ﬂnmmhuu.n;uf;n:'ncmnism &

ﬁlermky-s: puzzling: know,
-qu'l-md-t"gpl"

hl:!ir

nPrnslmld iven a rather large
rugﬂhrqumkfwhii:“
wnrkm l"heMl.umn Furnnumnl:nn
Aﬁ;;mn: %ﬂrﬂﬁu calibre of The
t,
mpym:u:mndﬂmmml
demand a sequel.

PUZZLE FACTOR
oO2%

IRV ERACETIORNS
85%

2%
1%

THE SIM CITY:
i

Osborne McGraw Hill, £11.95
(Contact McGraw-Hill Book Co Lid,
Road, Maidenhead,
2QL.)

Here's o 'bool: that should

Handbook contains 193 pugnafnunhul
reading for any devotee.

pmmnhu
hlﬂslndn:hufﬂnhuhmuldhdopnnm
cities, focusing on a vari of:ﬂfpdhrni
from the grid pattern u
urhmm:hihnbndonpﬂhm
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—— ted before the Great Fire in 1666.
Ehanier Shies Tt e

sword of human resources in the context of
human planning and how it can be applied
to Sim dy::; ion enhances

Lwcasfilm_ "US
Gold, Amiga
E2D O

Okay, okay, I'm a bit late
ith this one — well you
do want a thorough review
don't you? Not the five minuhlo es
offered by other, inferior mags?
Written by ex-Infocom man, Brian

Moriarty, Loom presents you with another

of Lucasfilm’s animated graphic
in the tradition of Maniac Mansion and

a , if any, are missing from Sim City.

apler sight tokee  nemtber of spedfic
case s s (such as falling land
values) and discusses how to combat them.

In a similar vein, the following chapter
takes a look at classic mistakes made by
other and ts solutions to
those s.Th:lﬂ‘uppenix
discusses the terrain editor while the second
appendix looks at selected cities entered
inhmzfmvﬁm City competitions held over

| Skates

n -
Wﬂhﬂn!xhns'w!' and
index, lots of photos, and
g:'::lhsplusunoﬂufuruﬁu of the
is newsletter filled with Sim City hints
and a disk that contains the cifies
mentioned in the book, the Handbook is not
only an essential purchase for any Sim City
MHMHbelnnhduponmﬂwﬁm

Indiana Jones. The main difference, though,
is that Loom uses a unique musical interface
to aid puzzle solving.

You are Bobbin, a member of the Guild
of Weavers: a secluded race of e who
actually weave the fabric of reality to
create spells. They do this by the use of a
staff, or distaff, which utilises short musical
pieces o effect the spell.

The highly original, and rather involved
shrﬂine, culminates in the pro of you,
Bobbin, a 17-year old Weaver, having to
solve the mystery of the disappearance of
the whole Weaver race. Can you prevent
llw.{-:i:hnns Tkhl:;::s" sumflgrumlul:;;w? 1

ves and o are searchi
the screen with the mouse. When the :urg
sweeps through o designated area a small
cameo picture appears at the bottom of the
screen. Click once to keep it there and click
on the cameo to access any information it

my contain. | do have reservations about
collecting clues in this way but | must say
that Lucasfilm’s system works fine.

However, the game is centred around its
musical interface which is innovative and
brings a new dimension to com
games. To ‘weave’ the spell for opening, for
example, you must .I'hype in the four
required notes, via the keyboard. Type the
correct sequence and the spell is inihated.
You'll have lots of fun trying out different
combinations of spells on unlikely objects.

The game comes with three levels of
difficulty, which all affect how much help
you are given with the musical interface. I'd
certainly recommend Expert Level as you'll
get the most out of the game this way —
not fo mention a bonus animation

uence.

m may be criticised for being too
easy, especially for the money you're
paying. This is a fair comment but
nevertheless Loom is a wonderful
experience, Graphically and aurally
excellent coupled with the superb scene
sefting cassette that's included, Loom

fo exude a refreshing innocence

reminiscent of the classic Disney films. Sit
back and let it flow all over you.




WINETH S AMAZING

AR CADEMACHINE

*

EERISH( s R
ADVENTURE! WORTH £2000!

How do you fancy winning a € Run Arcade Machine, so you can use

whenever you want and never have to pay to play? You bet!!l Well, this brilliant
arcade game is worth £2000 and to give yourself a chance of winning it all you
have to do is call 0898 101988 where you'll have to try and beat our race course
before you get beaten by the clock!! If you get o the finish line in time and
leave the best answer to our tiebreaker question then this rad machine is yoursl!!

Calls cost 33p (cheap rate) and 44p (at all other times) per minute including VAT. Populuxe Productions, PO Box 1640, London, NW1 8NG.
Please ask your parents permission before you call. Average length of the call is 5.5 minutes and we advise that you ring at cheap rate.
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Dynamix /Sierra,
Amiga (1 MEG
ONLY) £34. 99

Being an American import,
| ma fo get my hands
on A-10 before Robin and

from m experiancewi'rht:ﬁ PC varsmF;u
was to review it quickly enough for
this issue. So adventure fans needn’t worry
that Think Tank’s going to turn info an sim
section, and sim fans can be reassured this
isn’t a text adventure with fancy graphics!
A-10 Tank Killer is obviously enough a
Hight simulation of the USAF's A-10
Thunderbolt _k or wﬂby as it is
affectionately known by all ‘Hog-Drivers’.
Those of you weaned on lilﬂ:l?se but F-16s
might wonder what the hell an A-10
| actually is. Primarily, they are used
| alongside battlefield helicopters in the close
| air su role. They are slow enough to
i:lenﬁw::d attack ground targets but they
come mH\I;lah survivability and a greater
weapons than helicopters. A-10s have
a distinctive shape and the largest and most
| gun ever mounted on an aircraft.
Called the A 30mm cannon, it fires
depleted uranium shells at a rate of 4,200

flight-sim Fanatics will crificise it for its lack
o? certain details. For example, the game's
A-10 is a two-seat version whereas the
only active service version of the A-10 is
the single-seat version. In addition, you
don't have to land if you don’t want to and
the time has been ¢ ssed in cerfain

areas. Also, the main Hight m:lvennrz is
called @ MiG-27 — but looks more like o
5u-25. However, Dynamix are fully aware
of these facts. They intend A- 10 to be more
of an entertainment package. That is not to
mT that Aight-sim u&?;nms won't enjoy
it. | am and | did!
In fact the graphics are A-10's star
quality. Dynamix have used digjtised
s of real actors, taken on location,
itted out with real flight gear to give you
mimudr:t nlm-.::: ! Tnuhwuni : mir;llic
cockpit display? me has a digiti
cockpit from a g&nuir?:h-lm And are
other digitised screens of the aircraft itself
(the weapon loading screen, for example).
All of the other graphics are solid 3-D
affairs which are detailed and smooth. A
demo of the 3-D graphics is the
icle Preview’ option. This shows you
each individual vehicle (including aircraft
and helicopters) that you will meet in the
game. Other impressive screens are the

sLo W
271

qg*
N: H?
* ALO

provide close air support for o rluluon
nks which will take uE flt:dga sites
AND a nea ]
hrgﬁuiod su I“m‘?ln fact the main uurE:"uf
the game is the compaign. Here, you will
cycle through each mission but every action
you make will affect events later on. The
more failures you have initially, the more
difficult things will be later on — both for
rself cmtfllm rest of the armed forces.
mix have promised further scenario |
disks to load into the original game. -
Ihagl:ﬂlhingubwlﬁvlﬂulhufyou |
real you are part of a team. Missions
involve lots of aircraft and the inter-
pilot chatfer is an excellent feature. Radio

ALT.

.8
33

rounds per minute. Enough to atomise a status screen which shows any me appear on-screen informing you
tank ot 4,000 yards. It is generally rated as taken, along with an animated weapons of mission u , or orders your
I:mm_"nrne mean muvva’. inventory and multiple views inside and flight leader or just fo ‘back offt’ if you fly
ile the game is aerodynamically outside of the aircraft. too close to someone during a mission,
accurate it should appeal to the player who The game itself consists of six different When you play Falcon, for example, you
would normally avoid flight sims missions. They tend to be varied, multi-part the feeling it is you against the world.
ether: it won't snow you under with affairs. For example, one mission asks you owever in A-10 it is more of “You hit the
technical specifications. In fact, die-hard to hit a supply dump. However, you must MiGs, I'll hit the SAMs and Buddy here will

DIPLOMACY

Virgginmn, €64
£ .99
casseifte

E£1 2.9 dislk

Aaaahhh, memories. Yeq, |

remember, doing History A-

level all those years ago.
Then staying affer class on Thursdays with
m: lecturer undh:u::.rdnr five others to Eml:r

Diplomacy info
wee hours. A game H-nw?yds ended up
bitter enemies, names were called and fists
flew — all because one treacherous swine
had shn:ulwd in the l:lhclc :l::r and pinched
one chap’s terri en
Pt i g e e,
Aye, we used to make our own fun in those
days (strains of Hovis advert music) not like
now wi'ya new fangled computer HII?:
and Virgin's computerised version of
classic. 50 how has the board game
transloted to the wonders of the C64?
Coming on a solitary disk, Diplomacy

tells o slwz as old as time. You, of course,
wish o rule the world. But to win you do
not only rely on force. You will need to

forge and break treaties, threaten
countries, create non-aggression pacts. In
shurr.heurypimll Ehﬂcqmn—bag:h
when it suits , e through r

when necnssurrayuund stab uh?v:u backs
when the chance comes for a few rich
pickings.

After loading you can choose from two to
seven players, any of which can be
computer- or player-conirolled. After that

select the computer player’s difficulty
I. Intriguingly, you can also choose 1o
have a time limit on eac s moves. |
never the board game with one and
rs were much oo er o get
Eﬂ\!ﬁl‘l‘l :Ih‘e gome. | su that
ibi arise some players ma
i::y;:ﬂu_ hihll;ﬂi;liiuuuinnwiﬂ'l uﬂmp ¥
s formulating a treaty — or
sprcding disedorsotion by mols tlook
's arranging a freaty, or... you
g:ladydriﬁ.ggﬂandynpﬁon # e s
short.

The design of the game is of a high

s

. All of the menus are logical while
not being cluttered and, most imgortantly,

you are given plenty of chances o back out
of any hgsl'r or uc:?denlul decisions.

After selecting the View Map option you
will be transported to a simple graphic of
pre-WW1 Europe. Each country, and sea,
shown is divided up into a variety of areas.
To win the game you must conquer o set
number of these areas. Within the map
section you can view yeur iroops or
fleets lie and what territory you own.

As well as taking o aﬁandur at the last '
few moves made by all concerned you can
also m?uesf reports on the military and
political situation. A further option allows
you to conduct the essential talks needed to
win. After all, who can afford to attack one
:nuntrn with a second or third breathing
down his neck? — ask Hitler about the
wisdom of that move.

When you conduct talks with a particulor
couniry you are able to give a friendly
greeting, abusive insults, threatening
gestures, 3rwd rumours or request
military aid. The Issve Treaties option takes
you one step further whereby you select the
type of ireaty you want. Later on your
ambassador will report on your success, or

back of it. Inci computer
set on the m 2‘7 hv;lpumﬂguw);ﬂ
you the cold shoulder if you attack and
then, later, offer an alliance.

include mﬁ:p, staying put and
supporfing another unit's move. This
support is essential ot times because if




blast the anfi-aircraft guns. Let's go for it.

Yee-hah!’ 5o you feel more involved, the
action appears more realistic and you end
up with a real knot in your stomach when
you hear ‘F'm hitl I'm hitl’ and you watch
Lﬂur wingman turn into a ball of fire. A-10
nk Killer is thoroughly recommended — it

is pure entertainment.

PRESENIATION
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GRAPHICS
0%
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HOOIKABILITY
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1%
OVERALL
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another unit from an opposing country
wishes fo move into the same area the
country with the most supporting units
wins,

The convoy order is a nifty time saver.
Basically, troops can leapfrog over a streich
of water to another Iauncrmuss if they have
a fleet (or another country’s co-operating
fleets) on that body of water, At mnd of
the turn, new units can be built on s

centres — thus move, hither and thither
— throughout the land.
Virgin's Diplomacy is a

inferpretation of the board game and is
especially useful for solitaire play. For
games with grnl.zs of ‘humans’ the
computer game fails in comparison to the
board game which offers better
presenhph:iun ;ﬂ:ﬁi cramped
aimosphere seven p-aopl:
huddled around a TV/ m);niinr. However,

that is not to say that computer Dj :
is unplayable during mul‘h?upla}rer m:;y
gu;_nh:i — far from it.
computer opponents are mos

lacking in chal , even on the h-nﬂrydaﬁt
level. However, this is to be expected when
matched against the deviousness of the
human brain. In addition, the game plays
commendably fast. So, any increase in
computer Al would slow lge whole thing
down dramatically.

Recommended for solitaire play, Virgin's
Diplomacy can still be a used for live

Electromic Arts
Amiga £29 99

The sequel to the
ennrn,:,ou successful
Populous, Powerm r
was actually conceived durin% the g
development for Populous and has many
similarities in graphic viewpoint as well as
the control system. The suitably power-mad
plot concerns your arrival in a new land
ruled by various tinpot leaders. Since you
were a king in your old realm, you decide
to show these leaders what war is in o
merciless drive for conquest.
The world of Powermonger is composed
of a whopping great map divided up into
195 different territories. You start at the
top, left-hand comer of the map, working
your way down unfil you reach the most
difficult territory posihioned in the bottom,
right-hand corner.
To gain control of each territory you must
bring two thirds of that territory’s
lation under your control. You do this
E; roaming over ri-:: territory’s habitable
areas conquering armies, village
populations, etc. With each conquest a
small set of scales will tip in your direction
indicating the percentage gain towards
victory.
Combat is an automatic affair. You just

games, but you must be aware of its
inherent limitations.

5
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click on the ‘attack’ icon, point to the
desired spot and watch your army launch
an offensive. If you win, food can be token
from village stores and surrounding
livestack. Any villagers who have not been
slain are recruited to the cause. If a village
has a workshop new weapons can be
invented and constructed via the ‘invention’
icon. In this way you can steadily uEgrude
from pikes to cannons. Inventing takes
advantage of the surrounding natural
resources. 5o if your men invent pikes you
will notice them chopping numerous trees
down. Metallic weapons will need the
assistance of a mzﬂ.ﬂre mine.

In all actions, your posture will be the
most im nt variable. So in combat, an
aggressive posture will, more than likely,
result in all of the defenders being put to
the sword while a passive posture will
spare as many as possible. Similarly, you
have the option to trade with a vill
rather F:H}H attack it. Setlements will irade
items for food. Here, an aggressive captain
will trade a cannon before a passive &
captain will, for example.

Apart from the original captain that you
start the game with, you also have the
opfion nfguﬁlising any of the defeated
captains that decide to defect to your side.
Each captain is rated for srremth {or life
force], the amount of men under his
command and the amount of food carried.

o

displays further captain stats such as

aggression level and speed.

Powe pe ive is an
improvement on the novel Populous 3D.
Now you can rotate the view, as well as

zooming in/out. Powermonger also boasts
wauﬂ':e? — rain and snow come and go
with the seasons. Rain will affect the speed
of your marching soldiers and, of course,
food will be huﬁ to come by in winter.

Powennmﬂer is a very addictive game
to play. Graphically and uumllﬁ it is
excellent. For exampie, you will see and
hear tiny sheep grozing and blea

ting. Your
men disturb a flock of birds n:'%u.'y
irudil.::hyrnu h the Inndsc:re whereupon
you' mung hear the birds as they rise
into the sllc.zn[ul'l'mir shadows receding on the

ground). ever, | do have one or two
reservations. Firstly, considering
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Powermonger is a wargame there is a
dearth of tactical play. | can understand
Bullfrog wanting to appedl to a wider
audience than lﬁe normal wargame
specialists, but just to have your men fall
upon every sell!lemenl as a rowdy mob is
streiching things a bit far. The uni&smnﬁul
tactical combat variables tend to

weapons and the numbers of soldiers
involved. Even a few simple, tactical
formations would have been handy (and
more believable).

In addition, | considered the reports to be
lacking in certain areas. For example, if |
asked my men to invent something wh
Bt thay recort bod 1o tell se ot the
had just invented ‘X'? The only way | could
analyze this information was by clicking on
individuals or the workshop itself to see
what each man was carrying or what stock
the workshop contained. Even then | was
confused as to exactly what had been
invented in the first place.

Powermonger is a very good game that
has immense value for money and many
unique and well-designed features (such as
the seasonal changes). However, the I‘quﬂl'r
aspects take some shine off of what could,
and should, have been a Sizzler.
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Psygnosis,
Amiga £3224 99

Carthage (no — not the
bony stuff in your knee
was, in times of yore, a
rather wealthy Phoenician city on the Gulf
of Tunis. All would have been well and
if the Romans hadn’t got the hum
and decided that it wanted a piece of the
Phoenician Eoe Three wars, known
throughout history as the Punic Wars,
followed.
Now’s your chance fo get even with the
Roman rotters in this game that is pro
as a blend of both sirategy and arcade.
You play Diogenes, the hero who is going
to save Carthage from the rampaging
stk ey of ot
strategic ents ar are
played via a top-down mwlmbd
using some very nice 3-D | routines,
by the way). You also have a bit of god-
&wen sight that can assess the enemy’s
rces and positions. In response you can
create armies from the city reserves. Armies
normally consist of archers and infaniry.
However, other tactical weapons can be
utilised such as elephants and catapults.
The latter cannot be created but must be
token from their scattered posifions before
the Romans get them. Loyalty, strength and
experience increase with combat —
although fatigue can also hit. Such a unit
must fhen ﬂr:ﬁi'. q "
To se units and pay and mainkain

you'll need a constant supply
E:E:I is obtained via transactions

ith merchant ships that visit the mainland.
Keeping a low stockpile of cash will
encou more trade and more cash fo
flow in. However, to distribute the dosh to
the neighbouring cities will ire a bit of
legwwi [or rather, wheelwork) because
you will need to take the gold via chariot to
each city.

To visit a city, you drag your character’s
icon to thet city (every unit and army in
designated by icons of some description).
After that the game shifts to a new view,
just behind your chariot, at ground level.

is is the arcade bit, a race game, using

the joystick. You manoeuvre your chariot
around the winding roads, dodging past
numerous obstacles that threaten to
dislodge a portion of you gold, sending it
onto the road. There are also Roman
assassins to contend with. These characters
are also in chariots. When you catch u
with one the view shifts to an nverheos
:iiawh?f both chariots. Using a f:dambl:nuli?‘n

whipping your nent and spiking his
wheels with your meal spikes you must
run the guy off the road. If he wins you lose
all of your gold and must hitch a lift back to
the city you started from.

Carthage does have its good bits. The
graphics are excellent and the sound is

. The basic storyline and the use

of this fime period is to be commended.
Apart from Annals Of Rome | find it difficult
to remember any game, worthy of note,
that uses this section of history so a pat on
the back to Psygnosis for that. The method
of viewing the tactical map is well-
designed. Basically, the program
remembers you ask for a new angle
or zoom level. It then lists it, in the form of

*

=5

a mini-graphic, on a separate screen for
your immediate selection later on.

There are @ number of problems, though.
The arcade section dominates to the
detriment of the game because this section
is prefty repetitive and becomes boring
very quickly. The manual offers little in the
way of tactical thought [a brief mention of
the advantage of height and that's about i).
The game doesn’t handle the tactical
sequence very well. You do not feel that
you are pitting your wits against a wily old

eral. It's just a matter rowing in
F::‘ge numbers and hoping for the best. No
tactical feedback is present ot all in this
area (formations, strengths of one unit type
over another, efc).

| wish software houses would sto
de&igninq_hﬂseu silly strategy/arca
hybrids. They try to make strategy
altractive to everyone, but anly succeed in
wasling eve s time. While Carthage
does have its points, there are too
many design ﬂ:ulh fo warrant your
affenhion.
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BETRAYAL

Rainbierd,
Amiga £29.99

The \';emmh“;s is ruluen:lr.d

a ; King o
::Ysl'-op each has a court
filled by courtiers presented by the knights
of the land — you are one of them. Now,
courtiers hold great influence as all matters
of Shate are put to a vote in the respective
Courts. if, by some chance or design, one
of the knights could have more courtiers in
each Court than any other then that knight
e s o i A iy
power se Bi and Ki
would then present itself, replaci ﬂ;ng
with a suitable puppet ruler. If l:::?n Courts
are so ruled then that knight is declared the
winner. This is your task.

In Betrayal, tour knights battle it out:
managing estates, collecting taxes, creafing
armies, ring wor on a lor basis,
spying and other noble acts. a
Jmu"ﬂiy level has been decided upon in
addition to other game options, you must
travel to different villoges. Villages supply
taxes, wheat (the harvest of which you
must personally initiate), pottery to sell and
militias (for a your army]. A
self-sufficient village is your aim, otherwise

‘Il have to finance it out of your own
pocket. ‘fuul;!!idi:h hﬂl:ﬁrfh m!:h out for
your ich, if it falls below o
spu:im” hul?uﬁll result in rebellion.

At Court you must have ot least 13
a:_:uﬂien to overthrow the King or Eif;hnp.

gain courtiers you must r
taxes, assassinate other cwpr';rmrr:?uuusa
them of treason and so on.




make a ising game. Then
comes and spoils it. The combat is for
too simplishic and lacking in any skill or
i Inhenfunruuhnnyl:ndy.ll’
mubzqgun@hu lottery. Fr;liﬂrﬂ:hng,
as com ISani area

an imporiant

TS Blir=x,
Amiga £4.99

The lsraeli Prime Minisker
ﬁ has just been assassinated
and guess who's just gol
16 Blitz

his job? According to Mastertronic's

gome of Middle East conflict in 1997 — it's
you. The objective is siraightforward
enough. Just ﬁ:l every neighbouring
country o collapse. You read the headlines
from various newspapers each month. As
you might expect, the radical Arab rogs just
don’t see the situation in the same light as
the lel Aviv Times, so the news not only
makes amusing reading but also £ s
an essential insight about the underlying
polifical stances of neighbouring

Citgy i e

rnments.

Then it's off to the War Room to study the
situation map. It is here that the Cabinet
gather to urge you torward to a greater
Israel. A simple graphical interface allows
you to examine, couniry by couniry, the
sPt;lus nll each nation ,;s ::"I:;lymL;“Tm

itical posture towards nd.

Itis inpﬂ:n War Room that you are
reminded by the opposition party of the

overnment’s present international presr:'ga.
?h alte

is is @ barometer which is eus;n:lly
up (when you assert military and/or
political strength) or down (if you show
signs of weakness of compromise).

Mossad [the Israeli secret police — Ed),
the chaps that raise the phrase ‘cloak and
d way above a mere fashion

?H.':E!!: s€ Optons.
S50 units

450 urits

900 units

No deal

Chieftain Battlanh
Standard Heavy Tank vith 120mn

Cannon

Funds available $1809 H

Unit cost..2 H

statement, can turn the enemy’s rabble into
rebels, create emergency insurgencies, do
coups and will even throw in the odd
assassination.

When the situation looks tough you can
nhch;l;m yourself with a US grant. With

r advisors eggi on you can see
ﬁul the US, t';'!gl rrt:?n, Fme and
other independent arms dealers have to
nﬂghnn the hnrdw?rr;“ﬁonr thi:i I'!'Iﬂtlr'l'l'l'l. The
selechion i a supplier
become umtusm“r bﬂrfhe US tends
to have the best selection — surprise. Arms
include helicopter gunships, strike aircraft,
SAM:s, efc.

You can raise infernational fension by
stirring the pot a bit. An aerial sirike here
and there works wonders. Don't let things
become too tense, though, or the US might
intervene and blow the whole war by
peacekeeping or force an arms embargo
upon {nu. Spoilsports.

Dealing with the Palestinian homeland is
a sticky problem as you must keep the
ﬁm“ﬁiu" :.nduémgalg:‘la. Picl:i.;g winn-ume

ights a eveloping nuclear capability is
thge key to success. (31; and if o #d
neighbouring country develops nukes you'll
know to despaich a strike force to keep
them in line, won't you?

While not striving for a realistic
simulation, Conflict is a surprisingl
entertaining game of Cold B::r porilics that
is easy fo learn and available at an
aftractive price.
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AC 11000 =Pl Ay 11 5!

THE MOST POWERFUL, FRIENDLY AND FEATURE PACKED UTILITY
CARTRIDGE EVER CONCEIVED!

Load 202 block program in under &
seconds - world's lastest disk serial loader. On-board RAM and
ROM achieves high loading speeds. Works wilh This feature will add Turbo Reload 1o the
1541/1571/ 0ceanic/ 1581 ° * programs thal you save lo lape - no user knowledge required

Automatic infinite lives!! g Farmal an entire disk in about 10 seconds
Very easy 1o use. works with many programs. MNo user - no More messing about.

knowledge required Print oul your frozen screen to printer -

Easy to Use disk/file copier. Much faster than
conventional methods. Ideal for backing up dala disks,

Full 64K Freezer Monilor -

-
examine ALL memory, including stack, 1/0 area and registers in
their frozen state. Ildeal for de-bugging o just for fun!
Freeze the action and view the sprites -

MPS 801, 803, Epson, Star, elc, - very versatile. «

For parallel printers, Star
Epson, etc.  Print oul listings with graphic characlers elc
{Cable required for parallel poH £12.99)

* walch the animatlion® customise your games - kill sprite
0

Now you can edil the entire frozen
collisions

screen wilh this text editor - change names on high scores, etc.

Now you can make your old slow Greal fun!! .

loading programs load faster. Simply freeze the action and save
lo tape okdisk to reload, independently, al superfast speed - no
mare waiting for programs to load.

Many single stroke commands for
Load, Save, Dir, elc. Plus range of extra commands, i.e. Aulo

Number. Old, Delete, Merge, Append, Linesave, elc.

THE REVIEWERS SAID...
“I'm stunned, amazed and tofally impressed. This is easily the bast
IDE SHOW - Wi i t
= i '";::,:?“”'“' it value for money cartridge. THE CARTRIDGE KINGI"
BLOW UP - Unique utility allows you to take any part of a picture & COMMODORE DISK USER

“blow it up” to full screen size
SPRITE EDITOR - A complete sprite editor helps you to create or

edit sprites WARNING 1988 COPYRIGHT ACT WARNING
“EES*GE “‘KEH - .ﬁl‘ll‘ sSCren I'.‘!phll'ld w‘l‘h Mﬁm H‘Fh’ or Dadel Eactronics L |, naithar condansas of auil o e produces 1od s pad Lt ear
created with a graphics package can he turned into a scrolling

screen message with music

HOW TO GET YOUR A CT7 ;Oﬂ REPLAY M Vi
TELEPHONE (24 Hrs) - - CREDIT CARD ORDERS

WE WILL DESPATCH YOUR ORDER QUICKLY & EFFICIENTLY TO !Hﬂw'e‘w 10 a'r.tn'r RECENVING THE BENEFTTS OF YOUR PURCHASE WITHIN DAYS, NOT WEEKS,
ORDERS NOAMALLY DEEFiTI::I-EI'.‘I W‘PﬂH [T ALL mF‘WAL ORDERS MADE PAYAR LE TO..

“DATEL Ek&CanONICs L5D.,

: ].HIJ‘I:ISTHIAI. ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND
TECHNICAL/CUSTOMER SERVICE 0782 744324

TR
VISA
e



it's recommended that Vo Collag '.]-'lefl: an |.;_|!‘|.|' task quiven the

|As coin-op conversions increasingly

| = = = thé gold, holiday vacation tickets shaer number of spriles involviod
ldﬂmlﬂﬂtE the Charts |t’5 no Surpr|5E .|:|r1-.‘,:1rnr."=..tr,' E:;l:}llg-:r‘.it{:jl‘r‘m: It and .rl I” [iji..‘. ..l;: '.::'|F;.!"' Tng ;
|‘ software houses are snapping up the | al worth while. But the REAL fun | chalienge it overshadows even |
liEEI’ICES. DCE‘H“ are pl’ﬂﬂtiCﬂ“v IS IN pICKING up exlra weapons ' G-Loc |
- - 5 and biasting the Iiterally | |
wedded to Taito, but still playing the | hundreds of henchmen that -
field with Williams {”ARC and SMASH ! COMme f'-;lr-rmri:n-:]tn it of tha gates to |
= = | pummel you, blow you up, tramp |
TV), UPL (Toki) and Mitchell (Pang). | 5 0F J00 Pon o 0 e |
US Gold are a bit more 'althfl,”, | and generally lurn you into i R
- = = 1 Ciallals ] i P SOr v ol the Efr 0
firming up their ties to CAPCOM and | Ticemeat Throw in some of 4 &
Sega while Domark remain committed | mothers Ive ever had the bad !
to Atari Games. ROBIN HOGG takes a | luck o face and you have o . .
- - CARNAGE. My only complaint B [
look into the future of C64/Amiga e gy Sl i SN |
releases with a trip down the arcades | complets it. With so much sttt | TGS BBe T |
thrown at you constantly it's just | S LA -
and another wodge of expenses. do Ml belvion ha i ong halior” |
! a blast trying Ch s |
f The graphics are similar 1o =l A [
NARC s rotoscope animation ! ~
only viewed from abave. They're 1 .
packed with detail — the fat guys | .
| 1aden with dynamile swagger | ._ :
| alang, the clubmen look [ I o
| downright vicious and the qut: oty o Il
| ‘ 5 Showtima!' cried tha tor Dollars' game show where | really do .'I-:,' when a man steps an )
| host of Willams' follow graed is all and death a minor a mine. Violance is everything
| up to NARC and if worry and | love it. A classic iy 11
| you've seen The Running Mar Any sequel to Robo Tron Probe are canverting Smash s
you'll be instantly at home with doesn't need a plot and Smash TV tor Ocean for late 1991 with
| this brniliant slaughter-"am-up TV doesn'l disappoint, Sure Nick Jones (Cybernoid 1.2 and TIMP e i
What this reminds me of isa TV you're a contestant in a game Stonmiond) handling the Ch4 il ,',l'jr“l'i" i ;
advert in said film for a Chmibing show called Smash TV and sure game. Needless to say, Nick's ;_;_' . i .
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hen | was dowr
southend way with the
Apex ladz {subtle

namedropping eh?) 1 finally ao
s

ound 1o seang it baby 1he
pug-awaited sequal 10 one of

hme lave -!.I:-'-'_i|_;.'|"l_
iar my llusions of brilliance

were snattered

ast mowving, colourful, large

honestly | can

"
LA think of a bigger disappointment
= I S s this vear: No StiHee b 86 ary



graphics flashing past but there's
fo real perspechive 1o them
paricutarly in the canyon stages
There's planas nying past at top
speadin the usual fashion and a
groovy effect when an anemy
MG comes up behind and the
view [umps 1o oulside both

aircran (rmixin

g vector graphics
with l[ayered graphics), but
there's ng 1o re

“!:I" Ordan the

player. The rg prefty

| good with a il more vanely and
a nice windscreen shatter effact
tha afterbumer throttle
controllable
aives Afterburner a run for its
money but othenvise il
DUsIinNess as usua

A maore sophisticated Head
Up-Display, flight sim-lype
perspective and min-mission
bnetings suggest a bit mare
depth than the griginal, bul it's
still pretty simple, The structura

15 Deen rewarked: instead of
mission, G-LOG is for

5 More

and the soundirack

gne gvargil

the most par a min-missmon
game with each stage having its
own objective, more often than
not involving downing & specified
number aof Mitas or ground
largets. Fail to meet the target or
get shot down and that’s it — thie
ona is tough! 1 might go back to
s agamn some tme due its
speed etfect but Afte
more action, more of a g
and more style. In the H360
cabunet {which can spin the
playar omo his head
could be good fun, otherw
Wiy

The anginal Alterburner (by
Activision) was a di
LS Gold couls ori
Allerburner serips what Ocear
did for Chase it

irter h

yace 1o d

Ed} it

HOD) w wli|
namely produce

varsion (o er

he angina T

s t nominy of Her the o
T T e video of th
First Strike prove the CB4 can omi

handle it techmically, so here's
haping!

nd Atan fare itlle bafter
with Pit-Fighter, an
tichmactic beat-"en
5 pedigraea 1or
Ihree pl Iyers ldke on

'I-iJFI

Ay
the mantle of specialsed fighters,

with their own urnicL
moves

Faiy

AT Tl ks
itizabon, everyll

(Tel 1] "

e status pane! face

attract mode 15 digitized

ately the attract mode is
of Pit

e Des! thind
. Tha actual hghtars are
IQUSlY animaled rom rga

paaple, with soma good falls and

L @
Ve P

punches. Unforiunately it facks
enough frames of animation 1o
make for a convincing effect
Also lacking is the attentior
detail asseciated with the
raditional coin-op graphics
beal- 'em-ups ke Final F
Combatnbes

Good hights give cash
while bonu: are given an
aach !-._r.]""_ for knog I-;;'u,h'r and
brutality par tight. Best of all

ihe grudge match where a

nlaver it out amonast eact
olther The 11 each killa
ounet aefectbutat 1

em-up has to offer a o
than a novel dignizeq e

keap ma hooked

tavountas for getting tha licance
but as yet Domark have yet to

sign any contacts

Despite the

Domark's close links with Alan ardinarn s of the coin-op, a
':_-:I.'I""""-'- whose ¢ oIN-0ps Qo on & by on could make

RIS 1l ham ML ¥
they're the hat | I
i
|
1
|
|
|
|
|

It's inevitable that the graphic
ANC somc gualty will be high
1 the name Michael sport:

| '-\.'I":y' |'_‘..”5_-= pop

giver
With [ some excellent animation
b gl “Ar ‘ gspecidlly whan he executes a
qet | dance move (complate with
b ‘ Baddies getting in on the act) |
k ire in trouble and | Sonics are also impressive, i you |
i

doing his drug-peddiing
lipe matenal for Michael to
off tus dancing shoes, gat
the dance magic going (his -
source of firepower!) and
accasonally tum into a robot
{thanks 1o Bubbles the monkey!)
in his battle with robots, scout
walkar lookalkes, laser quns and
countless henchman. | YOu can
accept that there can be up to
three Michaels running around
what a thought!} !"--:r1-l"-r-.'fr' 5
actually a preftty decent game
ehing n

| haven? already overdosed on {
Yacko's hits. Overall, dated
gameplay oftering little new but
Spruced up engd nthe
graphics deparr ! o make i
worth a few goes

The Moonwalker coin-op is
completely gdifferant Irom tho |
onginal US Goldgame —anda |
lot better. The Zaxxon-style 3-D ‘

should pose no real problems for
the CE4, let

Wil

alone the Amiga
2 gameplay 15 fairly strong

erfhelass

LIS Gold have no
5 yello do a conversion

plans a

Watch out for the sequel to U.N. Squadron coming soon, titled Carrier
Airwing. It's more of the same familiar aerial action with some of the
original's graphics in there (Capcom do like that B-2 Stealth Bomber
graphic!) but no word on release, conversions or anything. Capcom’s
Magic Sword looks similar to Black Tiger, only better and is being
converted by Probe for US Gold. Also on the US Gold slave gang are
Tiertex, currently working on Sega's 'Golden Axe meets Alien
Syndrome meets Beastbusters' blast, Alien Storm. One Sega coin-op
US Gold have yet to announce getting is Ghosthunter, which should be
arriving on our shores soon. And after them the hot news on the
Japanese streets is of an Operation Wolf 3 sporting three guns, and a
Chase HQ Il as well.

Already in the arcades is Atari Games' sequel to Hard Drivin',
namely Race Drivin', complete with new tracks (including a spectacular
corkscrew), a choice of cars to drive and a two-player option. Domark
have the licence for it, but have already programmed their own sequel,
Hard Drivin’ 2, which boasts a new track, more cars and a track
?gs;gnuri After C64 Hard Drivin’, both titles are virtually certain to be

-bit anly,
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TRUST US — ALL Pi¢

MAIL ORDER

LE CLICK CAMERA £4.9

It's the smallest snapper around! This handy pocket-
sized camera comes complete, with carry-case.

ZZAP! CAP £3.99
T.G.M. CAP £1.99

o1 L '_.L'-_'__l %

ZZAP! C64 DUST COVER £4.99
Don't let the dust attack your Commodore, protect it with a
ZIAP! computer coverl

POSTERS £3.99 :
Colossal Al size posters, featuring the best of Oliver Frey's
artwork! Red Moon, Zombies of the Night, Kepler of Mars,
Metro Force 1.

T—SHIRTS £4.99
SWEAT SHIRTS £7.99

ORIGINAL ZZAP!
T—Shirts only sizes
M XL -

= 4

- — i L .
. ,? ZZAP| ZAPPING ZZAP! AXEMAN
- T—Shirts only sizes

T—Shirts only sizes ~ T—Shirts only sizes
M XL M, XL M, XL

ZIAP!/ EIDOLON ZIAP| ROCKFORD T.G.M.
T—Shirts sizes T—Shirts sizes T—Shirts only sizes ZZAP/CRASH

SN S MXL TRACKSUIT £7.99
Sweat Shirts sizes Sweat Shirts sizes small only
S

SM




ES INCLUDE POSTAGE, PACKING AND VAT. NO HIDDEN EXTRA!

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

ZZAP!
STICKS

DYMAMICS COMPETITION
PRO 5000 (NORMAL)

Features arcade quality
microswitches, dual fire buttons,
robust steel shaft and rubber return
for sm coniral,

OFFER £13.50

DYNAMICS COMPETITION
PRO 5000 (CLEAR)

SGHF:I'IE' as PRO 5000 NORMAL, but
W L7

OFFER £13.99
DYNAMICS COMPETITION
PRO EXTRA

Features ropid fire, unique slow

maotion and see-thru body.
OFFER £14.99

POWERPLAY CRYSTAL
STANDARD

Clear joystick with red fire buttons
and pistal grip handle.

OFFER £14.99

POWERPLAY CRYSTAL TURRO
Same as CRYSTAL STANDARD, but
includes fost Autelire action,
OFFER £16.99

POWERPLAY CRUISER BLACK
With dual lead for spectrum
48K/ 1 28K, Plus/Plus2/Plus3,
OFFER £9.99

POWERPLAY CRUISER CLEAR
AUTOFIRE

Simply by holding down either of
the tire buttons engoges Autofire.
OFFER £12.99

THE ZZAP!
s

TURRICAN i
Ch4
£17.99

Iw

Chd
£7.99/£11.99
SAVE £3.00/£4.00!

Amige
£19.99
SAVE £5.00!

SOFTWARE
MEGADEAL

If you wish fo order any software

is curr avai Eln please
use the following Special Offer
discount table to calculate your
Offer price using the
reccommended retail price as
quoted on the software houses
5]

RRP OFFER SAVE
4.99 3.99 1.00
2.95 474 1.20
7.95 &.40 1.55
7.99 6.44 1.55
8.95 7.20 .75
8.99 7.24 1.75
9.95 7.95 2.00
2.99 7.99 2.00
11.99 P.99 2.00
12.95 10.40 2.55
1299 10,44 2.55
14.95 11.95 3.00
14.99 11.99 .00
19.95 15.95 4.00
19.99 15.99 4.00
23.00 18.40 4.40
24.95 19.95 5.00
28.95 2315 5.80
2995 23.95 6.00
34.95 2795 7.00
FREE GAMES!

Furthermore, order any three
£2.99 gomes and we will give
ou one £2.99 game absolutely

Dlscom'r
HOTLI
Please phone 0584 875851 now
9 and 5pm and ask for
Discount hotline and we will give
v availability and release dates
E:r your software order.

ZZAP! MAIL ORDER ISSUE 70

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




SUBSCRIPTIONS!

sunsaribe now!

For just £23 and get a FREE GAME or JOYSTICK!
Roll up; roll up for this incredible offer. For just 23 quid, {ou get a

year’s subscription to ZZAP!, PLUS and it's a BIG P

® It's the offer of a lifetime, ladies and
gentlemen, the stuff dreams are made of, the
cream in a cream doughnut, the perforations
in @ tea bag, the lead in your pencil. So fill
r boots up and subscribe to ZZAP!.
hese people already have...

‘ZZAP!’s the way | like it!’ — KP and the
Punshine Band

I think ZZAPY's the best magazine ever in the
enfire universe. it's got me in it foo!’ —
Phil Ki

‘Damn fine magazine’ — Special Agent
Couper

‘It's dead good fun!’ — Laura Parma
‘Diane!” — Frank Botcher

FREE £; 99 game of
YOUR choice

ora
Black or clear |
Powerplay °
Cruiser joystick.'

UK MAINLAND
OUTSIDE UK
OUTSIDE EUROPE

£23
£25*
£38*

‘Free gift offer enly applies for UK residents. All
subscriptions oviside UK are posted air mail!

=

-

rFrrereress——

| has got its very own subseription and back issues sales office in
Onforio, Canada, Just phone your order through to Barry Haicher of Brifish
Magozine Distributors Ltd. on tel. 519 4211285 [(or fax him on 519
4211873) - Visa occepted. Alternatively send your enquiries to British
Magazine Distributors Lid., 598 Durham Crescent, Unit 14, Woodstock,
Ontario M45 5X3, Conada.

Yearly subscription rates U5 $65, Canoda CAN $75. Back issues US $5.45

Conada CAN (inclusive of postage).

T

® By the way, here’s what just a few of ZZAPYs
many cElem readers have to say about their
fave mag (ZZAP, sillyl)...

‘Nice to read ZZAP!, to read ZZAP! nicel’ —
Bruce Forsythia

‘I prefer it fo a cup of teal’ — Boyo George

‘I can’t get enough of it.” — Pamella Bor?ello
‘ZZAP!'s the to do it! — Mr Punch

‘I wouldn't drink anything else.” — Oliver Ride
‘Burpl’ — Clyde Radcliffe




Hi, Maximus Mouse
here. Remember me?
I'm the star of
Thalamus's latest hit,
Summer Camp. Yeah, I'm the
poor little guy who has to go
looking for a replacement camp
fiag. | have to go all over the
place to find one: the Wild West,
down a Gold Mine and finally,
taking a trip to the moon. Mind
you, | have some fun along the
way, dodging and shooting
assorted nasties, jumping around
platforms to find the paris
needed to assemble my Acme
build-it-yourself vehicles.

Well now Thalamus are
planning a sequel: yep, you
guessed it, Winter Camp, but
they're having trouble thinking up
new levels for me to explore.
What they want you to do is
design a level for the game. And
there's a great incentive too: the
two best designs will win their
senders a mouse-size Citizen
pocket TV with 2.2-inch colour

LCD screen, It's great fun as you.

can watch your favourite
proggies anywhere: in the car

{not while you're driving,
though!), on the bus or even on
the toilet (good for horror films!).

In addition, 15 runners-up will
gel copies of Summer Camp (so
please state whether you own a
C64 or Amiga).

So don't just sit there, get
designing! | asked our arty-farty,
Markie, to give you a few
pointers, He says all you need is
a big crayon and a straitjacket! If
the winning designs are good
enough, they may be used in the
actual game, Obviously any
designs submitted will become
copyright of Thalamus and the
only reward offered is the chance
to win one of the prizes listed
above. Also, competitors are
expected to ensure that their
ideas are original and don't
infringe anyone else’s copyright.

Once you've designed a level,
send it to Newsfield, CRACKING
CAMP COMPF, ZZAF!, Ludiow,
Shropshire SY8 1JW. Usual
competition rules apply and
entries must reach us by
February 28th, at the latest.
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POWER TOOLKIT

A pr}wcrr'u| BASIC. Toolke {Additional |'|r|pfu|
commands] that considerably simplifies prog-
ramming and debugging. The toolkit commands
can b used in YOLE DIDRIAmL

DISK TOOL

Lisang POAWE R CARTRIDHGE you can load up to
s tirmess. faster from disk.

Thie Disk commands can be used in yout gwn
PHTHLT A

TAPE TOOL

Using POWER CARTRIDGE you can'work up 1o
10 timies fasher with your data reconder. The
Tape commands can be used in your programs

POWERMONITOR

A powerful machine language monitor that s
readily available and leaves allof your Commao-
dare memory available for programming.
Aleo works in BASIC-ROM, KERMAL and 110
ATEES,
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PRINTERTOOL

The POWER CARTRIDGE containg a very effe
tiver Prantesr- Interface, that self detects it a primter
Is connected to the Serial Bus or Uiser-Port

" W will print all Commodorne characters on Epson

and compatible prinkes,

The printer-interface has a variety of set-up pos-
sibriletees. [t can produoe HARDMCURY of screens
nat only on Serlal printers (MPSA01, BO2, 803
ebc] but also on Centronic printers (EFSCN
STAR, CITIZEN, PAMASDMNIC, el

The HARDOOPY functhon sutomatic ..'4|I1r destin-
guishes between HIRES and LORES. Multi-col
our graphics are converted into shades of grey
The PSET functions allow vou to decide on
LargeSmall and MNormal/lmverse printing

Bacowm Dewices Lidd cioes not authonss of grarpod b
authorise the makeng by any means or dor any puspose
whatsoever of Copies or adaptioes of copynghl works o
other protecte d material, and wess of Bhie Posser Cariricdge
st abtain the necossary preor consend for the making of
swch copees or adapbenens from all copyrighd ard otfer nght
oreners;oncermesd. See UK Copyright E‘K"ilgll\ & Patenis
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Blicon Devices Ltd ENGLAND,

4L

suppar 4

POWER RESET

O the back of the POWER EARTRIDGE thete

5.2 Risset Button, Pressing this button makes a
SPECIAL MENL appear on the screen
COMNTINUE - Alloves yiou o sedisrn 1o yoder

PFGRLAm

BASIC Retum to BASIC

RESET — Mormal RESET

TOTAL —Saves the contenls i the

BACKLIP memory ondo a Disk. The

DISK prograrmcan be reloaded later
weith BLEYVAD deullemaeeed by
COMTINLUE

RESETALL - RESET of any program

TOTAL — s BACKUP LISK bt 1o TAPE.

BACKLIP

TAPE

HARDCOPY — At any mamient, primisoul a
Hardcogy of the screen.,
Useng COMNTIMUE alterwards
WORE Can ru_-1|_rrn'lur|'n-_-|:|r AT

MOMNITOR - Takes vou info the Machine

lamguage Monitor

Bitcon Devices Ltd.
B8 BEWICK ROAD
GATESHEAD

TYME AND WEAR
MEB 1RS

FrapFRaOEyOSSO

= = o= moE o =

FEEEd A R Ml

e 3B ES5 o
RAREaH i
TEES R
EE W

suaneyd zox

TEL: 081 480 1975 and 091 400 1919
FAX: 091 490 1918 :
To order; Accesa/Visa welcome — Cheques or P/D

h
B:-mhn add £1.20 post/pack total - E18.19
Incl. VAT,
orders add £2.50. Overseas add £3.50
AND EXPORT ENQUIRIES WELCOME
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(- It seems a long lime ago
| now, but once upon a time
| [ games came out, then
'J]. quickly — and not so
L quickly — shufiled off the
shelves Into obscurily. Nowa-
days games seem almost
immortal, being endlessly rere-
Iunl.lnd. mr.uln:ulljr aven
remixed, but mainly repack-
aged as budget m! compila-
tions. The latest balch gives
newcomers an  excellent
opporiunitly to quickly and
. cheaply build up an essential
i soliware collection, while vet-
erans can calch up on those
hils they missed first time
around. Balow, the ZZAP! team
evaluale the compilations, not-
ing the marks games gol on
their release and how well
they've stood the test of time.

us Gold Cod £15.9%9
casseite, £19.99 disk;
Amige £24.99

OB LIS Gold began 19490 with
the high octane growl of Turbo
Out Rum (97% and a Gold
Medal] The game zoomed up
the charts to be US Gold's Xmas
bestseller (across all formats)
and won a clutch of ZZAP! read-
ers awards (Game Of The Year,
Best Coin-Op Conversion and
Best Sound). Programmers Mark
Felly and Steve Crow picked up
Best Programming Team award
as well, so how does the game
stand up now?
|  Mery good indeed, is the
answer. The superlative presen
tation with an excellent hip-hop
version of the coin-op tune is still
! asiounding The basic gameplay
a Ferran F40 racing a Porsche
across America for the favours of
a boautful blonde is simplistic
but addictive. Beautifully drawn
and incredibly fas! graphics make
it an unmissable experience. The
only drawback is a hefty cassette
multiuad between stages.
Crackdown was US Gold's
nexit hit Sega conversion. An
overhead-view game with a split-
screen for simultaneous two-
player action. Mow down the

baddies and plant the bombs
before hitting the exit! 16 levels
make for a big challenge and the
game won a 90% Sizzier. Phil
had his reservations about this
‘souped-up Gauntlel and a year
on it's not so impressive techni-
cally Playability remains high,
though

The last US Goid game here is
also the least, the company’s big
hope for Xmas 1988 which
endead up in flames (well, 69%:).
Thunderblade is a fairly simplis-
tic shool-"em-up distinguished by
mixing levels of into-the-screen
3-D with overhead-view, vertical
scrolling 3-D. Chris  Butler
crammed in the coin-op speed,
but some wobbly overhead
graphics and  unremarkable
gameplay make for a dull game.

Rounding up this compilation
there's two Sega rconversions
fram Activision. Dynamite Dux
(57%) sadly dropped the two-
player mode, but is otherwise an
okay conversion of a simplistic
horizontally-scrolling beat-'em-up
cum  shool-'em-up, enlivened
only by weird cutesy characters.
Super Wonderboy (68%) is a
horizontally  scrolling arcade
adventure with some tiny spriles.
A frequent multiload combined
with some wvery short levels
doasnt help matters either, but
it's nice enough as a filler,

RECOMMENDATION: If you

haven't got Turbo and Crack-
down this is a very worthwhile
collection, otherwise its value
is more dubious with three
weak titles.
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ANBGR:= Not really as excit-
ing, with only Crackdown stand-
ing out with a 90% Sizzler rating.
Both Turbo and Thunderblade
are respectable with 80% each,
while Dux boasts a two-player
mode but still only earned B5%.
The simplistic Super Wonderboy
(36%) suffers lengthy

accessing of C64 standards.

Ocean, C64 £14.99 cassette,
£19.99 disk; Amiga £29.99

Q6% Glorious hype, but per-
haps a little hollow. Possibly the
most notable game here s
RoboCop (89%), simply because
it's taken so long to be compiled.
Despite being released in Febru-
ary 1989, it dominated 1990's
chars long after superior games
such as The Untouchables had
faded away. While a very nice
looking game and superbly struc-
tured, mixing side-on horizontally
scrolling shoot-"em-up action with
shooting gallery and ID puzzle
sections, it doesn't play nearly as
well as il should. There's just one
life to see you through some
incredibly tough action — pro-
grammer John Meegan has com-
pleted level five only twice!

By comparison Batman —
The Movie plays brilliantly, earn-
ing 96% and a Gold Medal on its
release. Loads one and three
contain  large, side-on  view
mazes of platforms and ladders,
packed with villains armed with
machine guns and gas grenades.

disk

The ability to swing from the plat- |

forms on a batrope is particularly
good fun. Load two provides
excellent variety, with a ‘Master-
mind'-style puzzle game to identi-
fy lethal chemicals, and two hari-
zontally scrolling sub-levels. In
the first the Batmobile is racing
out of Gotham City: the batrope
allows some snappy right angle
tums into the screen as you fol-

low yellow direction arrows. The |

second sub-level has the
Batwing flying through Gotham:
cables altached 1o gas-filled bal-
loons have to be cut with the

wingtips of your aircraft. Great




i‘un.

Unfortunately us Gold's Indy:
The Action Game (72%) was a
much less ambitious project.
Four levels of side-on view plat-
forms and ladders follow the plot
of the movie fairly closely, includ-
ing an archaeclogical dig, on top
of a speeding circus train and

. aboard a Zeppelin. The final level

is an unremarkable Melrocross-
style Irip through the Holy Grail
caverns. Still not bad as filler.

Much worse is Activision's
Ghostbusters I (39%). Level
one is an off-beat shoot-'em-up
with Ray Stantz winched down a
sewer shaft infested with ghosts.
Level two s a horizontally
scrolling shoot-'em-up with the
Statue of Liberty taking on the
ghosts, while the final level uses
isometric 3-D. Loads one and
three are too short, and two over-
ly difficult.

 RECOMMENDATION: Plenty of

hype, but only Batman stands
out as a firsi-class game.
Would have been unmissable if
Ocean had included The
Untouchables  instead  of
Ghostbusters Il

-t e
mixed bag.

Again a dramatically
fndy (42%) and

| Ghostbusters I (B0%) are fairly

dire, but Amiga RoboCop (92%)

| has dated less badly than the

CE4 game. Top-notch ST graph-

* ics combined with high playability

make this good fun. But the
stand-out game is Batman (97 %)
which boasts some genuinely
jaw-dropping graphics with the
Batmobile and Batwing sub-lev-
els being tumed into 3-D, into-

« ' | the-screen spectaculars. The rest
' of the game isn't too bad either

with some great music lo bool.

SYSTEM 3

=Y US Gold, Cs4 E15.99 cas-

sette, £19.99 disk

Q84 System 3 is one of only
two software houses to develop
primarily for the C64 (the other is
Thalamus) and 1990 was an
excellent year for them. Top of

' the heap was Myth (94%), the

58
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‘ultimate arcade adventure’ which
sends you back through the ages
to experience four mythological
settings, each a massive load
with spectacular graphics. Game-
play mixes platforms and ladders,
beat-'em-up action and puzzles
to good effect. The final fevel is
completely different from the rest,
and is rumoured to be one of the
best horizontally-scrolling shoot-
‘em-ups seen on the C64. A mur-
derously difficult level three,

Egypt, makes gefting there very

difficult, though!

By mmpadﬁun Tusker (907%)
/s a bit dated, an overly familiar
flickscreen arcade adventure-
type game. Nevertheless an
involving Indiana Jones-type sce-
nario combined with high produc-

tion values and good graphics

makes this an involving game. 60

screens split into three loads pro-
vide a good challenge.

Vendetta (93%) was also
slightly overrated, but only
because it urned oul to be a bit

on the easy side. An atom bomb

scientisl has been kidnapped by
lerrorists — you must rescue
him. There are four ten-screen
isometric 3-D  locatiens to
explore, searching for clues while
taking on lerrorsts with fists, a
knife and various guns. Between
each location there's a top-notch
racing game, complete with
attack helicopters and police

Phavabanatine

cars. Still immensely good fun if
y-;n.:i don't mind the lengthy multi-
lnad.

The final game here is simply
the best beal-'em-up available on
the C64, namely International
Karate + (97%). It's all out beat-
‘em-up action with three fighters
competing to get the most punch-
es, kicks etc to win six points

before time runs out Beautiful

backdrops and a bonus sub-
game aiter every lwo stages
makes this an absolute classic
for one or two players. If you
haven't already got it at full price,
or more recently on the Hit
Squad label, get it now!
BRECOMMENDATION:  Unmiss-
able for newcomers with four
top-notch games. Veterans
must decide if the one or two
games they haven't already
got justify the price.

AINBGA: So far only Interma-
tional Karate + (86%) and Tusker
(very mediocre) have been con-
verted to the Amiga, so no Amiga
compilation!

us Gals £15.99 cassetie,

£19.99 disk; Amiga £24.99

Q64 The companion compila-
tion to the S Mastermix, this
is US Gold's CAPCOM extrava-
ganza. Probgbly the pick of the

-

e
R ¢
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bunch is Ghouls ‘N’ Ghosts
(86%) which must be one of the

most varied and imaginative
coin-ops ever. Five levels freely
mix horizontal and vertically
scrolling action to superb effect.
Graphics arent immediately
impressive, but there's plenty of
detdil and the sound is utterly
awesome. I's very tough but
great fun!

Programmers Scoftware Cre-
ations also converled LED
Storm (94%), a simple bul
superbly playable race game
viewed from overhead. You zoom
along the race track avoiding all
sorts of hazards l:espaet&ily jug-
gernauts), leaping across
and shaking free frogmen (1). The
soundtrack s excellent, and
although a tiny bit dated, there's
nine levels of pure entertainment
for speed freaks,

The sagmd Sizzler of this col-
lection is Forgotten Worlds
(93%). It features one or two jet-
pack-wearing herces floating
across six worlds, both vertically
and horizontally scrolling. It's a
pure blast-'em-up, with some
impressive graphics and nice
interievel screens. Unfortunately
it's dated a bit badly, the control
system is overly awkward while

“the action is a bil dull. A bit aver-

age nowadays.

The final two games are both
disappointing. Strider was a
superlative coln-op packed with
imagination and action. The ath-
letic cartwheeling hero, armed
with a laser sword, fought
through five levels, sadi)r hacked
into smaller, lesser pleces for the
C64 conversion (42%). By com-
parison Black Tiger was a
mediocre coin-op to begin with.
Lots of platforms to leap between
maybe, aleng with people o res-
cue, but unremarkable graphics
and end-level monsters. A good
C64 conversion (64%) couldn't
redeem the dull gameplay.
RECOMMENDATION: For caoin-
op enthusiasts this and the
Sega Mastermix are an excel-
lent way of getting lots of con-
versions relatively cheap. For
other purchasers it's another
mixed bag, but anything with
Ghouls and LED is good value!

ANBGR: The Amiga Ghouls
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‘W' Ghosts (85%) disappointed
mainly because it was basically
an ST port and made little use of
the Amiga's superior capabilities
The basic gameplay is stll pretty
good, though, and the music's
greal. LED Storm (92%) was a
simpler coin-op to convert .and
there's still little to criticize about
this very fasl race game. Good
fun and excellent rock music.
Strider (96%) was converted by
Tiedex, and although little
improved over the ST, the zestful
playability of the imagnative
coin-op is certainty there. Most of
the coin-op elemenis are there,
and aithough it's technically
dated — good fun! Forgoften
Worlds (97%) has stood the test
of time less well, the graphics are
nice bul no longer compensale
for dull gameplay The control
system is awkward loo! By con-
trast Black Tiger {63%) i5 mainly
spoilt by a poor coin-op. Overall,
though, this is a very good Amiga
compilation and definitely recom-
mendead,

Ubi Soft, Cod £14.99
cassette, £19.99 disk;
Amiga £29.99

Q6 The first of two Ubi Soft
compilations is a fairly sporly one
with Fighter Bomber (63%)
being the lone exception. Activi-
sion's fiight sim is spoilt by its
sluggishness, considerably
reducing the excitement of com-
bat. Mevertheless, there's some
attractive external views of the
plane and eight missions 1o
attempl.

Mext on court is Ubi Soft's own
Pro Tennis Tour (B2%), one of
saveral tennis sims released |last
summer. Hitting the ball is initially
very difficult as you have to accu-
ralely position your player and
time your swing to near perfec-
fion, but an excellent practice
option lets you hit balls thrown
out by a machine. Once hitling is
mastered, play is enjoyable
although rallies tend to be short.
Overall, it's a preity good version
of the sport with a lwo-player
mode and four international tour-
naments.

Anco's disappointing Kick Off
(37% ) bears little resemblance to
the Amiga original — the pitch
even scrolls horizontally instead
of verically! With the lack of a
radar screen and the inability to
pass accurately, play is reduced
lo blasting the ball up (or rather,
across!) the field. Further embar-
rassment is caused by horren-
dous sprite flicker,

MicroStyle's Stunt Car Racer
(94%) was written by 'legend in
his own time', Geoff Crammond
Somehow he managed o over-
come one of the C64's few weak-
nesses and do fast, filled-in 3-D
for this exhilarating race game.
You compete against one of sev-
eral computer opponents, rearing
around rollercoaster-like tracks
— some of them with huge
chasms to jump over. The aim is
to beat your opponent to eam
points in your three-man division:
overall, there are four divisions
plus a superdivision for only the
best drivers. Extensive oplions
allow you lo save your game
position and lap records, and
practise any of the tracks. Sheer
brilliance

Finally, Superski is an obscure
Microids title which was never
reviewed in ZZAP! we've

never seen it
RECOMMENDATION: Apart from
the incredible Stunt Car Racer,
there’s nothing wvery special
here. And a compilation's not
worth buying for one game
alone.

AINVBGER: The Amiga versions
of both Fighter Bomber {90%)
and Kick Off (96%) are excellent,
while Stunt Car Racer (94%) and
Pro Tennis Tour (B8%) are as
good as their C64 counterparts
A good VFM package

Ubi Saft, Cad £14.99
cossette, £19.99 disk;
Amiga £29.99

ﬁt Ubi Soft's other compila-
tion roars out of the pits with Fer-
rari Formula One {95%), ongi-
nally released by Electronic Ars
and now oul on their budget
label, Siar Performers (£2.99
casselte, £6.99 disk). This belat-
ed conversion caused controver-
sy when it Sizzled in Issue 60 a
few readers thought it vastly
overrated. This was mainly due
to the rather sluggish race sec-
lion, bul the game has far more
to offer than this, It's a full-blown
Formula One simulation, with you
compeling in  sixteen Grands
Prix. As well as driving, you can
make detailed mechanical adjust-
ments to your car — Fiorano (the
Ferrari test track) even has a
dyno room and wind tunnel,

Another ambitious conversion,
Rainbird's Carrier Command
(64% ) didn’t quite come off, sub-
sltituting an overhead view for the
Amiga original's 3-D. In this com-
bination of strateqy and arcade
action, you control a carrier com-
plete with Walrus amphiblous
tanks and Manta aircraft. These
are needed to invade any of 64
islands, with you battling for over-
all control with your opponent —
a computer-controlled carrier,
The game's strong strategic
aspect involves supplying vour
stockpile island  with  fuel,
weapons and replacement vahi-
cles (from your other islands, via
underground pipelines). The 2-D
arcade seclions are a bil repeti-
tive, though.

MicroStyle's Rick Dangerous
(73%) Is a highly amusing plat-
form and ladders game with the
brave hero exploring flickscreen
caverns, dodging lethal traps,
avoiding/shooting anary natives
and blowing up walis with dyna-
mite, It's hardly the most original

concept, but still great fun lo play
— the ideal sort of game to put
on a compilation

Firebird's Jaleco coin-op con-
version P47 Thunderbolt (61%)
15 a no-nonsense, horizontally

scrolling shoot-'em-up, with the |

usual weapons capsules to pick
up while battling tanks, planes
and huge end-ol-level vehicles
It's an okay blasl, but lacks the
coin-ap's two-player mode

Finally, Microids' Grand Prix
500 s another game never
reviewed in ZZAP! A one- or
two-player race game |t features
a novel split-screen effect with
two scrolling overhead views.
Other than this it's pretty unre-
markable, with much frustration
caused by not being able lo see
v.e.? far ahead of your car

COMMENDATION: Only Fer-
rari  Formula One really
impresses, and that's already
available on budget, The other
games are merely okay, mak-
ing up a mediocre package.

ANBGR: This version omits

Grand Prix 500, substituting two
other Microids games Highway
Patrol is a dull driving game with
you chasing villains along desert
highways. The equally poor
Chicago 90 also involves chas-
ing villains, but has a scrolling
overhead view.

As for the other games, Ferrar
Formula One is fairly old but still
a classic, as i1s Carrer Command
(92%). Rick Dangerous and P47
(72%) are much the same as the
CE4 versions, though the latter
benefits from a two-player mode

Overall, only marginally better
than the C64 package

T
| IL". | - b
[Ratings: Céd4/Amigo, NR =

no! reviewead|

Wheels Of Fire (Domark) con-
tains Turbo Out Run (97%/80%),
FPower Drift (94%/65%), Hard
Drivin® (20%/81%) and Chase
HOQ (53%/67%), A good package
for speed freaks

TNT (Domark) contains APB
(90%/89%), Toobin' (75%/68%),
Hard Drivin' (20%/81%), Dragon
Spint (24%/70%) and Xybols

(27%/83%). Not so good on CB4, |

better on the Amiga

In Action (Accolade) contains
4th & Inches (90%/61%), Fasl
Break (BBY%/NR), Grand Prix Cir-

cuit (T9%/62%) and Blue Angels f

{61%/NR). Fairly mediocre stuff

All Time Classics [Accolade —
C64 disk only) contains Serve
And Voltey (71%), TKO (568%),
Rack ‘Em (74%) and Steel Thun-
der (T0%) No real classics here

Soccer Mania (Addictive) con-
tains Foothall Manager (NR/NR),
Football Manager 2 (7T1%/68%),

Gazza's Super Soccer (NR/INR) |

and MicroProse Soccer
(90%/62%). Pretty good for footy
buffs.
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NEW VALUE
PACK

¢ Commead:
FLoPPY DSt

® Full feature Centronics Printer
Interface.

® Connect your 64/128 to a range of
full size Centronics Parallel Printers.
® Easy to use - supporis
Commodore Graphics Set.

® Omboard Microprocessor Chip
Means no more programs to load.

® Works with most applications.

ONLY £29.99

DIGITAL
SOUND
SAMPLER

NOW WITH
FREE

COM-DRUM DIGITAL
DRUM SYSTEM

® This NEW Sampler allows you to record any sound digitally into
memory & then replay it with some astounding sound effects.

Playback forwards /backwards with echo/reverb/ring modulation.
Now with full sound editing module for cutstanding effects.

Full 8bit D to A & ADC conversion.

MIDI compatible with suitable interface (Datel Unit £39.99, see ad.).
Live effects menu includes realtime display of waveformas.

COMMODORE I541 mKkii Disk
DRIVE FOR G+4/I28

The 1541 Mk Il is a superb quality Disk Drive

specially designed for the Commodore 64/128.

JUST LOOK AT THESE FEATURES... ® Direct drive motor for super quiet
operation and extra long life,
® Plus fabulous collection of Disk

® Slimline design - an extremely
compact unit.

® ExternalPower Pack so no
overheating problems (unlike some

other types].

TOTAL PACKAGE INCLUDING
TRIVIAL PURSUIT, SNARE,

Software - see below for detalls!
® Comes complete with manuals,
connecting leads, etc., etc.

CONFUZION, SPLIT PERSONALITIES,

SECRET AGENT, NIGHTBREED,
SHADOW WARRIORS, MIDNIGHT
RESTISTANCE DISK SOFTWARE

ONLY
£149.99

ADD £5 IF HEXT DAY COURIER
IS REQUIRED

Line in/mic in/line out/feedback controls.

Load/save sample. Up to 8 samples in memory at one time.
Complete software/hardware package. Tape or Disk (please state).
Now you can turn your Digital Sound Sampler into & Digital Drum
System with your FREE Com-Drum.

8 digital drum sounds in memory at one time.

Complete with 3 drum kits. Real drum sounds - not synthesised,
Create superb drum rhythms with real and step time.

Full editing. Menu driven. Load/Save facilities.

Output to HI-F1 or through TV apeaker,

STILL ONLY £49.99

COMPLETE WITH FREE COM-DRUM DIGITAL DRUM SYSTEM

DATd RECORDER

® Quallty Commodore compatible
Data Recorder.

Pause control, counter, ete.
Sultable for 64/128.

Comes complete - no more to buy!
Send now for quick delivery.

ONLY £24.99

UNBEATABLE MIDI DATEL MIDI 64
PACKAGE!" INTERFACE PLUS . TEHIFE!  FREE
Y ADVANCED MUSIC c:‘;f'E .
) SYSTEM ONLY £39.99
"," AVAILABLE ON DISK ONLY
ﬁ" ® The Advanced Music System is probably the best MIDI/music package ever
- < : produced for the 64/128 offering a huge range of musical composition features

MIDI SOLUTION!!

processor for musie.

® HKEYBOARD MODULE... allows for entry of allows the full potential of the Music System and
music from the QWERTY keyboard. Sequencer your MIDI keyboard to be achieved. Using the
works like digital recorder. Date] MIDI 64 Interface any MIDI instrument can

® EDITOR MODULE... just like a word

® MIDI MODULE... this is the module which

plus MIDI compatibility - add the Datel MIDI Interface and you have the TOTAL

be connected to your 64.

® HUGE RANGE OF FEATURES... too

COM 8

numerous to list. Advanced Music System has
literally hundreds of commands and features -
we have only outlined some of the main headings
- this is a truly professional package.



NOW A TOTAL 9YUSE GRARINICS
PACICAGE FIRt YOUR CONOBDONE Sa/128
AT A TRYLY YNBEATABLE PRICEY

-

[

COMMODORE
1351 MOUSE

AT T TS

COMES
COMPLETE

WITH ADVANCED ART STUDIO

® 1351 Mouse is a high resolution two button mouse featuring optical counting,
teflon guides, microswitches, rubber coated bail and high quality interface.

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

Ii!

® Create an image - shrink it, expand it, move it, rotate it, copy It, colour it, ete., ete.
® Spray patterns or shades, make elastic lines - stretch and manipulate shapes.
® Zoom In to add detail in fine mode,
® Pulldown/Icon driven menus for ease of use.
® Mouse operation, plus joystick and kevboard control.
® 16 pens, 8 sprays, 16 brushes - so flexdble anyone can create superb graphics easily.
P pray ¥ pe
® Full cut and paste facilities plus excellent printer support.
ONLY ALSO GEOS
| 1 - COMPATIBLE
£3 I99 ® The 1351 Mouse has two
TOTAL PACKAGE selectable modes - Mouse or
Joystick mode for masxtmum
INCLUDES 1351 MOUSE/
MOUSE MAT/HOLDER compatibility. MOUSE MAT AND
AND OCP ADVANCED ® Even works with the MOUSE HOLDER
ART STUDIO "Best Selling” GEOS utilities, (WORTH E12.99)
PLEASE STATE IF YOU REQUIRE TAPE OR DISK @ Superb guality. WITH EACH PACKAGE

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!
® The Star LC200 Colour Printer not only prints in Near Letter Quality for your regular jobs but also
prinis out your pictures from Arl Studio, Action Replay, etc., in generous colour!
® LC200 is a full Centronics printer so it works with other computers (Amiga, ST, etc.).
® Made possible by Datel's unique colour printer driver - now vou can have a hardcopy in up to 16
colours!! ® No more to buy - just plug In and print!!
PACKAGE INCLUDES STAR LC200 COLOUR PRINTER RRAP £345.00
SPRINT 128 PRINTER INTERFACE RRP £29.99
DATEL COLOUR PRINTER DRIVER SOFTWARE RRP £19.89
NORMALLY £394.98

COMPLETE PACKAGE NOW ONLY £259.00

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY £19,99
® If you already have an LC10 or LC 200 Colour Printer we can supply the Driver separately.
® Works with Serial Version of LC10, Parallel Port, Sprint 128, ete.

HOW TO GET YOUR ORDER F4S5T... Lo
- TELEPHONE (24 Hrs) - [JEFRZYS(}] - CREDIT CARD ORDERS 2

WE WILL DESPATCH YOUR ORDER QUICKLY & EFFICIEMTLY TO ENABLE YOU TO START RECEVING THE BENEFITS OF YOUR PURCHASE WITHIN DAYS, NOT WEEKS,
ORDERS NORMALLY DESPATCHED WITHIN 48 Hrs. ALL PRICES INCLUDE V.A.T. UK ORDERS POST FREEEUROPE ADD £1/OVERSEAS ADD E3. PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS AND SUBJECT
TO CHANGE WITHOUT NOTICE. CALLERS WELCOME - Please restrve goods by telephons prior to vish. ALL CHEGUES/POSTAL ORDERS MADE PAYABLE TO_

DATEL ELECTRONICS LTD.,

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND
TELEPHONE SALES ONLY 0782 744707 FAX 0782 744292 TECHNICAL/CUSTOMER SERVICE 0782 744324

COM MSE 2




loads of
games for
not much
cash!

@ pPocket

DOUBLE DRAGON

® Mastertronic Plus, C64 £2.99; 16 Blitz Plus, Amiga

£7.99 (Rerelease)

t's the age old story: some

pillock took a fancy to Billy

Lee’s girlfriend (Marian) and
whisked her off. However, the
‘pillock” in question just happens
to be the leader of the notorious
Black Warriors gang.
Unperturbed, karate expert Billy is
determined to get back his
béloved — chop chop. Of course,
there are many martial-arty types
ready to stop him, so he can take
along his brother to help. Various
weapons (whips, chains, baby oil
(I? — Ed), etc) can also be picked
up and used.

The C64 originally arrived a

M
SUPERKID

SKATIN’ USA

@ Atlantis, £2.99

H omror of horrors, Superkid
woke up one day to find
his superpowers had gone: he
had reverted to plain Tom Essex.
Now who could save New York
from the street gangs? Tom had
the answer: he dug out his

LLE ETe."40

catapult and trusty old skateboard
to carry on crimefighting.

In each of six horizontally
scrolling levels, Tom skates along
looking for dollar bills. Ramps can
be skated up to reach higher
platforms. Gun-toting thugs must

B 62 B zzAP! FEBRUARY 1991

month before its Amiga
counterpart, but earned a measly
15% in Issue 46. Why? Well
maybe it was the appallingly slow
multiload, the tiny sprites, the ear-
wrenching tune or the omission of

be avoided or shot with Tom's
catapult — it has a limited amount
of ammeo, though. Catching a
bullet or skating into a baddie
reduces Tom's energy —
replenished by collecting
hamburgers or fruit. Collecting a
banana skin increases Tom's
speead|

Every time a dollar bill is found,
one of the letters in "Skatin’ USA'
is lit — when all have been
collected, Tom can go through the
exit at the far right of the level.
Extra points can be eamed in the
interlevel bonus section, with Tom
skating to and fro on a halfpipe to
collect the bonuses which appear.

As a sequel to Superkid,
Skatin' USA is only marginally
maore sophisticated. Avoiding
baddies is made more difficult by
the skateboard's inertia —
although it seems unfair that
landing on thugs’ heads costs you
energy (especially when the
game's cover picture shows Tom
doing exactly this). Frustration is
increased by having only one life.
As with Superkid, there's a severe
lack of variety with later levels
having only different platform
layouts — no new features
whatsoever,

OVERALL 36%

BLITZ:

money purchases

@

many of the coin-op’s features. As
Maff explained, 'the 64 conversion
is absolutely pathetic.'

Reviewed in Issue 47, the
Amiga version came as
something of a relief, getting 62%.
However, the general feeling was
that, although a fair beat-"em-up,
it wasn't a close enough
conversion of the coin-op. The
other main criticism was that it
was far too easy, with Maff
claiming he'd completed it on his
second attempt (mind you, he had
already completed the coin-op).
On the good side, it's technically
fine with some well-animated
sprites, attractive backdrops and
a good rendition of the coin-op's

tune.
€64 20%
AMIGA 69%

® AHanhs £2.99

like ‘Milk Man' (he's gotta

lotia bottle) and 'Double
Glazing Sales Man’ (a ‘pane’ in
the neck for villains)| Only
Superkid can hope to clean up the
crime-infested streets of New
York, in the year 2089. Using his
power of flight and his supreme

F orget ordinary superheroes




CAVEMAN UGH-LYMPICS

@ EA Star Performer, £2.99 cassette, £6.99 disk (Rerelease)

ad enough of sleak,

muscular athletes

dominating multi-event
sports games? Caveman Ugh-
lympics redresses the balance
with hairy, fat and crude
competitors — not unlike our own
Phil King (Hey, I'm not that hairy
— Phil). Up to six players can
practise or compete in six
prehistoric events, starting with
Mate Toss (aheml), in which you
throw a cavewoman as far as
possible. Dinosaur Race and
Firemaking are self explanatory;
Dino Vault is an early form of pole
vaulting, a carnivorous beast is
the incentive for speed in
Sabertooth Tiger Race, and
Clubbing must involve getting
drunk, dancing very badly and
chatting up giggling girlies. But
doesn't, instead you must beat
your opponent about the head
with a big stick.

Caveman Ugh-lympics'
gratuitous violence and stone age
humour suited the ZZAP! team of
Issue 45 down to the ground.

strength, Superkid must protect
the few innocent people left in the
city from warring street gangs.

On each of three flickscreen
levels, Superkid flies around
looking for young girls *..." to
rescue from the top of
skyscrapers (what are they doing
up there anyway?) and old
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They gave it B0% overall, Gordo
Houghton finding it ‘dead good
fun’ while Maff Evans found ‘the
whole thing entertaining and fun
to play' but admitted that ‘after a
few games the humour began to
rub off".

Certainly this novelty game is at
its prime during its first few plays:
although on the blocky side and
jerkily animated, sprites are big,
bold and cartoon-like, and their
antics are highly amusing. The
only weak event is the Dinosaur
Race and even when the humour
wears off, Ugh-lympics is still
playable, especially when
competing against friends in the
Clubbing and Firemaking events.
Playing solo soon becomes
boring if restricted to cassette —
the multiload system is
cumbersome — but if you've a
disk drive and a few friends to join
In the jovial Neanderthal action,
aveman Ugh-lympics is a
sargain.

OVERALL 79%

grannies to escort home from the
library! A set number of both of
these must be rescued to
complete the level. Machine gun-
wielding baddies can be killed
simply by fiying into them.
However, if Superkid soaks up
any bullets, his 'Crimewave
Overload' meter increases —
when it's full, he loses a life.

Extra points can be earned on
the simple interlevel bonus
section — just collect the bonus
points which appear on a single
screen. If all three levels are
completed, Superkid must repeat
them — but this time in twilight,
with more vicious thugs patrolling
the streets.

This is one very simple game.
The criminals aren't that clever or
vicious and they're all the same
type, while rescuing girls is simply
a matter of finding them. The
grannies provide a few laughs —
especially if Superkid accidentally
flies into them! However, once
you've seen the first level you've
seen all the game has to offer.

OVERALL 31%
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® The Hit Squad, £2.99 (Rerelease)

emember the coin-op with

the car cockpit that

physically span around
when you crashed? Well this
conversion's nothing like it! Well,
apart from the basic racing
concept: reach successive
checkpoints within the time limit,
avoiding other cars which cause
your car to spin round or even
overturn.

Featuring jerky 3-D and dull,
repetitive action, the game was
originally slated, getting a mere
40% in Issue 47. As well as 'the

lurching track movement’, Gordo
found the other cars made it too
difficult to get round the track as
they home in on you and are very
difficult to avoid.

Almost two years on, does all
this criticism seem harsh? Nah!
Let's face it, this simple driving
game is to motor racing what
Fatty Phil is to dieting! It looked
like a budget game first time
around; now it's just plain
embarrassing!

OVERALL 20%

® Kixx, £2.99 (Rerelease)

riginally released to

coincide with the 1988

Winter Olympics in
Calgary, Epyx's sports sim
comprises seven events.

Luge has you waggling to push
your sledge at the start of the
chosen toboggan run where you
steer left and right to take the
shortest route around the bends.

Then it's an with your best frilly
skirt for the Figure Skating. First
you must choreograph your
routine by choosing your music
style and compiling a sequence of
jumps and spins which you will
perform afterwards.

More skating next, but you
dispense with the skirt in favour of
a figure-hugging bodysuit for
Speed Skating. Compete against
a computer or human opponent
by moving left and right in time
with the skater's arms as he
glides around the oval track.

Mext it's out on the piste for a
spot of skiing: first, the Downhill.
The first-person 3-D action is
interrupted by the side-on camera
views (whose position you select)
where you can show off by doing
flips. Slalom is shown in Zaxxon-
style with you competing against
a computer or human opponent,
weaving between the flags. Then

put on your milk-bottle glasses
and silly grin for the high-flying
Ski Jump, steering down the
ramp and controlling your position
in the air. it may be dangerous but
don't worry: if you finish last you
might become an overnight
celebrity! Finally, there's the
Cross Country Skling: move left
and right with the skier's legs and
fire to thrust him down the hills.

Back in Issue 40 the game
earned a respectable 76% with
Paul Sumner the most
enthusiastic reviewer. The other
two weren't as keen with Paul
Glancey finding the more complex
avents 'excruciatingly difficult to
complete’ while Gordo wondered
‘if the Epyx bubble has finally
burst.'

In fact none of the events are
outstanding: the best are the
simpler, simultaneous two-player
ones. The graphics aren't that hot
either (maybe it's all that snow),
though there's a lot of variation in
perspective. Worst of all is the
multiload which is a real pain —
you spend more time loading than
playing. Still, as with most multi-
eventers the sheer variety gives
the game some value at the
budget price.

OVERALL 58%




BUDGET!

ACE/ACE 2

et aircraft combat is the

name of the game in both

of these simulations, the
first giving you a choice of skill
levels, summer, winter or night-
time graphics, different weapons
payloads and a two-player option.
When the latter is chosen, the
second player conirols the
gunsights of the jet. There are
enemy tanks, jets, ships and SAM
sights to take out, with the aid of
instrumentation (including a rear-
view camera) and full-screen
map. Mid-air refuelling extends
the length of missions.

The Zzappers of Issue eight
were so pleased with the depth
and variety of Ace that they gave
it & 90% Sizzler: Gary Liddon
‘couldn't believe how much there
was in i’ (strange, as it's
completely unlike a copy of the
TV Times) and Julian Rignall was
sure it was "THE most exciting
flight sim on the 64". But Gary

@ Encore, £2.99 (Rerelease)

Penn admitted he ‘wasn't overly
impressed with the graphics.’
Today, all the reviewers’
opinions hold true, although
positive opinions should be toned
down — it was only late "85, after
all. Missions are uncomplicated —
destrgy land, air or sea targats —
and the instrument panel is pretty
sparse. However, the refuelling
seqence is good even today.
Graphics are tacky, 3-D jerky,
landscapes sparse, movement
unconvincing and sprites blocky.
Sound effects are simple but
there's some amusing grainy
speech ('missile warning', 'low
altitude’ etc). All in all, visuals
spoil the aging play and these
days Ace is worth a mere 56%.
Ace 2 has a much more direct
approach. The screen is split
horizontally so that two players
have their own independeant
cockpit views for one-on-one
dogfights. A single player can

(Rerelease)

arth has come under
attack from litthe green
artichokes from the outer
reaches of the Twix (well it makes
a change from Galaxy or Milky
Way (aargh! — Ed)), so in return,
the ace Gemini Wing fighters go
out to wreak havoc on the aliens’
world. Vertically scrolling levels
are packed with swarming nasties
to blast with lasers, Extra
weaponry, including the famous
‘Windscreen Wiper Of Death’ (1),
can be collected and activated by
holding down fire. Unsurprisingly,
every level ends with a large
superbaddie.

Yes folks, it's straightforward
vertically scrolling shoot-'em-up
time again. And as straightforward
vertically scrolling shoot-'em-ups
go, Gemini Wings is merely okay.

GEMINI WINGS

® Mastertronic Plus, C64 £2.99; 16 Blitz, Amiga £7.99

The rereleased Amiga version
comes off slightly the better,
mainly because it allows
simultaneous two-player action.
However, apart from a lengthy
multiload, the C64 game is
technically more impressive with
attractive, detailed backdrops. On
both versions, a level password
system avoids frustration.

In Issue 53, this Tecmo coin-op
conversion eamed 65% on C64,
69% on Amiga. Stu thought, ‘a
serious attempt hasn't been made
to do anything like a close coin-op
conversion,’ But, as Robin said, ‘If
all you're looking for is a very
playable blast, this isn't bad.’

€64 63%
AMIGA 66%
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tackle computer-controlled aircraft
and ground targets; when such a
mission is selected in a two-player
game, i's a race to see who
destroys the other's base first.

Reviewed in Issue 30, the
ZZAP! crew were a lot more
restrained in their views. It was
generally agreed that Ace 2 was
too simple, too much like an
arcade game, in comparison to
the original. Steve Jarratt said it
'does provide a decent, albeit
short-lived, challenge against a
human’ and Julian added, "...if
you're likely to be playing Ace 2
solo, avoid it Paul Sumner
supported the two-player mode:
‘among friends, Ace 2 provides
fun, spectacle, colour and
axcitement.’

In fitting with Ace 2's direct,
arcade approach, the jets’
instrument panels are pretty

basic, but not as simplistic as the
views of the outside world. Light
blue, dark blue and yellow lie
either side of the horizon 1o
represent sky, sea and sand, no
features or highlights on any of
them so it's all very dull to look at
and there's no sensation of
movement. Sound effects are dull,
Rob Hubbard music's irritating
and even in two-player mode only
mild interest is generated. Given
B1% originally, it's only worth
around 52% now.

True, you get two complete
games for your three quid but
neither are particularly well
programmed or enjoyable —
you'll load each one once but
won't feel compelled to bother
again (unless you're Robin Hogg).
Far from an ace release.

OVERALL 67%

Gemini
(LhEne
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Do you ever get bored

waiting eons for a tape

to load on your C647

Can't afford a disk drive
and think cartridges are
expensive? Well the boffins at
Dacol Electronics have the
answer: use a video recorder to
save and load games in a
fraction of the normal time. All
you need is a video recorder (any
type will do) and a Video Fast
Loader cartridge to fit in the back
of your 64. Load up any tape
game, press the VFL's little red
button and save the game onio a
normal video tape. You could
even store your entire software
collection on one video tape (just
make sure your kid brother
doesn't tape ‘Postman Pat’' over
it, thought).

Even better, the cartridge can
be used to enter reset pokes to
cheat on games. And even if you
haven't got a video recorder, the
VFL can make compressed disk
and tape copies which load much
faster than normal.

We've got five of these brilliant
little devices up for grabs in this
easy-to-enter comp. All you have
to do is ring:

0898 555085

...and listen to the three easy
questions. Write down the
answers on the back of a
postcard (or sealed envelopa)
and send it to Newsfield, I'VE
GOT IT TAPED COMP. ZZAP!,
Ludlow, Shropshire SY8 1JW.
Usual competition rules apply
and entries must be received by
February 28th, at the latest.
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Vipeo Fast Loaper

The VFL is a revolutionary, fast loading, mass storage device linking your video
to your Commodore 64.
LOADING SPEEDS FREEZE BUTTON
% Video: 64K in 3.5 secs (any game) Save any program and reload in just
% Disk: 200 blocks in 4 secs - the —g a few seconds.
world's fastest disk serial loader. - RESET BUTTON

% Tape: 10 times faster. LViSss.[ =  Enter 'pokes' from magazines etc. ;
MASS STORAGE .,/ =72  RELIABILITY |
Store over 64 Mbytes on an E240 The VFL has a triple error correction
video tape (over 1000 games). system, which guarantees

DISK COPY ', consistency in saving and loading.
Save a complete copy of a disk to
video tape or disk, in less than a
minute.

Pfl=srasinans s
/ R Ry

/ e

BACKUP AND LOAD 64K IN 3.5 SECS

WITHOUT A DISK DRIVE I
o e s ey et ok el ~] COMPATIBILITY

Tick the illustration below that corresponds to the Video (not Audiol
socket/s on your video recorder. Or. send details of the make and
model, to ensure supply of the comect connectors. Cut out then
post with your name, address and your cheque/PO. for £49.99 to
DACOL ELECTRONICS, No. 20 Holden House, Deptford Church Street,

| Compatible with any video recorder. Supplied
London SE8 450. Tel. 081 297 1049 |r
|
1
|

with one metre of lead and connectors to
Sult your video.
Under the 1988 Copyright Act it is lllegal to make copies of
copyright material without the consent of the copyright

owner, DACOL ELECTRONICS does not authorise or condone
the use of the VFL for the above purpose,
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DRINKING ON DUTY
Mega busy as per
vsval with a ton of
maps coming in for
Golden Axe which is
starting this very
issve along with
Amiga RoboCop 2.
The tips on C64 Robo
2, like Robo himself
’n the film are having
‘technical difficulties’
so next issve, defi-
nitely! With the
Izaptionnaire votes
coming in let's see
what you think of
PLAP. | hope I'm
§ covering the games
youv want fo see cov-
ered and let me
know if you want
oldie games retipped
and also let me know
what you think of the
0898 tipsline.
Enough of all that, |
hope you had a ZZIA-
Ping goed Xmas,
here’s to 1991, the
€64 and all you lot
out there so cheers
from me and on with
the tips!

NIGHT SHIFT
{Lucasfilm,/US Geld)

It may be a doll in the
game but the chaos of doing
23 things all at once Is very
familiar to us Zzapers — foo
tamiliar, in fact. Hmmm, tipping

1G |
POKE:

wnis game might be too much
like real work for my liking.
Thanks to us hard working
souls in the ZZAP! team here's
the passwords for the first 10
shifts along with a list of the
dolls required and some tips.

SHIFTY TIPS

* It's recommended that you put
the switches, conveyor belts and
Jacob's ladders moving in the
right direction when you first go
up to the top to switch on the
Beast itself. Activating it at the
top first and then running down
hitting switches left, right and
centre as you go is risky as it's
easy to miss a switch and get left
behind by the falling
heads/bodies. Work your way up,
activate the Beast and then use
the umbrella to get back down.

+ The Bunsen Burner is tricky to
set to the right temperature at the

IN A POKE!?

i

start as its initial situation (on or
off) is random (it's also
particularly difficutt to fine-tune on
the C64 version as the smaller
scraen area doesn't allow you to
see the resulting raw materials
coming out). If the Burner is
initially off, then light it and heat it
on full for 3 or 4 seconds and
then bring it down to power rating
3, If the bunsen is already
burning (at any heat setting) then
lower its heat to 1 and wait for
the steam to stop, wait a second
or 5o more and then raise the
heat to setting 3. If the liquid isn't
bubbling then increase the heat
until it does and then fine-tune
the heat so that you end up with
a heat setting of 3 (the middle
setting).

+ Timing is everything if you
want to correctly match the
ibodies and heads. This should
be your main priority once you've
got the Beast working. Change
the Jacob's ladders to ensure the
bodies go down before the heads
{make the heads take the long
route round the Jacob's ladders if
need be) and use the conveyor
belt switches on the Bonding Unit
belt to fine-tune the timing of
head/body matching.
REMEMBERI! THE BODY GOES
FIRST! Keep an eye on the
Quality Control to confirm that the
final dolls are actually correctly
manufactured.

* The best place to stay to
observe the final effect of heads
bonding with the bodies is on the
ledge just above the right-hand-
side Bonding Unit conveyor balt.
From here you can flick the
switch controlling the final head
canveyor belt and momentarily
keep a head from going up the
tube to the final matching
process (which allows a body
part enough time to get up the
tube into the matching receptacle
in the middle). To stall a head,
flick the switch and then flick it
back once the body is about to
go up the tube (experiment to get
the timings right).

* The balloon is excellent for
getting up to to a ledge fast.
Collect as many as you can and
use them efficiently. The umbrella
is good for getting down but not
as good as falling down sheer
drops (provided you know where
they are).

* The lemmings are annoying
but not too much of a problem as
they don't mess with the Beast
switches (to begin with) and you
can jump over them easily
enough anyway. Hoover them up
or set Vienus fiytraps if you want,
but otherwise don't waste your
‘energy if other things need to be
done. Larry Lawyer is a pain,
though (at all costs avoid getting
caught in a comner with Larry as
he can keep hitting you and
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knocking you out and lose you
the game).

#* Extra Time is the most
important icon to collect if you've
got at least one of everything
else. If you see a tool or lcon
then collect it; 'll need as
many as le for the later
levels. Particularly balloons and
(to a lesser extent) umbrellas.

* When constant paint
flushing/mixing is required, the
best place to stay (once all the
switches are in their correct
settings) is by the paint wheels of
course. Here you can stay until
the end of the shift and tackle
Larry Lawyer, hoover up the
lemmings and set Venus flytraps
with litthe to worry about (other
than the paint mixtures of
course!). Watch for the head and
body moulds falling down when
they change to create the new
dolls.

* The basic checklist of items
you need to set for all the levels
is as follows (going from the
bottom of the Beast upwards).

1. Furnace (Use the Match on the
coal)
2. Power Cycle (Ride the bike
3 Hoad/Body Bonding U

E nit
Cuwwﬁﬁwﬂdm (Switch so
that both belts move towards the
middle, away from the far edge
bins)
4, Raw Material Belts
Switches (Switch them so that the
belts move away from the bin in
the middle)
5. Loose Bolt on Resin Mixer (Do

this up with the Spanner/Wrench
first
6. Electrical for Row Material

Feeder (Kick this in next)

7. Bunsen Burner (Use the Match
to light it and fine-tune it to a
power rating 3 (middle setting))

And depending on the level
you're on check the following.

B. Paints/Paint Mixiures (These
are vitall Set up the paint colour
in the vat ready for the first doll
as you make your way up to
activate the Beast. Flush if need
be but keep checking these)

9. Quality Controller (Very useful.
Eliminates incorrectly matched
and mismatch colour dolls but
doesn't detect dolls of all one
incorrect colour).

10. The Paint Showers/Dryi

Fans (Vital. Switch on all ASAP)
11. Head/ Frequency
Setfings (Low frequency selected
by a high bar setting for both).

DONT FORGET TO RIDE THE
POWER CYCLE NOW AND

4



THEN TO KEEP ELECTRICITY
FLOWING!

Incidentally, the ZZAP! record
number of dolls correctly
produced is 33 Indiana Joneses
on level 3 (set by yours truly, of
course). Beat that, you lotl

THE SHIFTS/
PASSWORDS, /TIPS
AND ALL

Shift 1

(BANANA/LEM

MNAMNA or No Password Needed)
Dolls: 5 STORMTROOPERS
(Any Colour)

The first level sees very few
problems as you don't need to
worry about colours or anything.
It might be worth juggling with the
conveyor belts to make sure
mismatched colour heads and
bodies are eliminated but I'd
leave it all alone once it gets
going if | were you.

shift 2
EESEHHWEAMANNBAMNNLE
)
Dolls: 5 ZAK MACRACKENS & 3
RAZORS (Any Colour)
Two different bodies, two
different heads but again no
problems. Again it's best to leave
the Beast to do its own thing
once you've got it going correctly.
Any female/male combination
head/bodies may look odd but it's
more trouble than its worth to try
and correct them. Complete level
2 and Mr/Mrs Fixit gets to buy a
house. Whooo!!

Shift 3
(BANANA/CHERRY/PINEAPPLE
/PLUM)
Dolls: 5 PINK INDIANA,
JONESES

Now here comes the Paint
Selection Bit. Only one colour is
needed so no problems there.
Select Pink first, switch on
everything and leave it to it. The
Extra Time icon can appear quite
often on this screen so go for it if
you see it.

Shift 4
(PINEAPPLE/LEMON/PINEAPP
LE/PINEAPPLE)

Dolls: 4 BLUE EDNAS & 4 PINK
EIDOLON ALIENS

You'll need to flush the paint with
white before changing to pink (do
it just as the new body falls down
to the Shower, ensuring the head
before it gets through in time
before the paint change. Mind
you, | could live with one or two
mis-coloured heads or bodies).

shift 5
(PINEAPPLE/PINEAPPLE/LEMO
N/CHERRY)

Dolis: 4 BLUE BOBBINS & 2
YELLOW STORMTROOPERS

Quality control comes in on
this screen and at least you won't
have too many deductions
getting through from now on.
Switch this on immediately and
check on it to make sure it's
Quality Controlling okay.

With regard to the paint it's
easy enough to flush and change
to blue paint quickly but flushing
and running over to the yellow
takes time (especially if the
lemmings are around your feet).
Kick/kill the lemmings before you
change to yellow paint for these.
Mo probs otherwise,

Shikh 6
;::IIIJ_IE}EHHWFLUM.I'PLUM!PINEAP
Dolls: 2 PINK LUKES & 2 BLUE
DARTHS & 2 YELLOW OBI
WANS
Three dolls to worry about so

gﬁu'll be kept on your toes

ushing the paint and running
between paint squeezer cogs.
Fairly standard stuff still, but go
all out to pick up Extra Time as
often |'ve fallen short of quota by
one doll on this level. Complete
this level and a car is yours — a
bit clapped out but at least it
goes (sort of).

shifh 7
(CHERRY/PINEAPPLE/LEMON/
BANANA)

Dolls: 3 BLUE R2-D2S & 3
GREEN C-3POS

Two problems cors into
operation here. Firstly the blue
paint must have yellow added to
it to make green for C-3P0O
(followed by a complete flush
again to get the blue for R2-D2
afterwards). And secondly the
Drying Fans and Paint Showers
on each side need to be switched
on, Miss any one of these and
you can't finish the level. Switch
everything on at the start and all
you need to worry about is
mixing in the yellow to make
green at the right time. Simple-
ish!

Shiftr 8
(FINEAPPLE/BANANA/PINEAP
PLE/CHERRY)
Dolls: 3 BLUE GIRLIES & 3
GREEN ACKBARS & 3 YELLOW
EIDOLON ALIENS

Even with 3 types of doll
there's still no great problems.
Speed is the key to success for
this level. Immediately upon
sighting the Eidolon Alien falling
through towards the Shower and
Fan combination, fiush the paint
and get over to the yellow
sharpish (the frequency of heads
and bodies is speeding up, if you
didn't notice already).

Shitt 9
(PINEAPPLE/LEMON/LEMON/C
HERRY) _
Dolls: 4 PINK DARTHS & 2
YELLOW RAZORS
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A simple enough, small scale
quota except you've now got the
Frequency Springs for both the
heads and bodies to worry about.
Jump on the frequency springs
until the bar is at the top for both
the head and the body (which
keeps the frequency of

.head/body change low). If you

change the frequency to high
(with the head/body bars at the
bottom setting) then you'll get a
fast change of each character
and some clever setting of
switches, conveyor belts and
Jacob's ladders is needed if
you're to get the heads and
bodies connecting right. On top
of this you'll have a lot of mis-
coloured dolls going through (at
least 50%). Basically, high
frequency settings are not worth
it Keep the frequency low and
the bars high!

Shift 10
(LEMON/BANANA/PLUM/PLUM)
Dolis: 5 GREEN EIDOLON
GOBLINS & 3 PINK EDNAS

A repeat of the previous level
except you'll need to stay with
the paint to flush it after each doll
change and also add blue to
yellow to make green for the
Eidolon Gaoblin dolls. Phew!
Things are starting to get tough!

With the first ten levels under
your belt, that should be
enough to get you going. Send
in your tips, solutions,
passwords, cheats (and even
maps if you want) but send
them in NOW! | don't think |
can take any more of this
chaos!!

(NB: C64 players using tape
don't have as many presentation
screens as disk owners.)

IRON MAN
(Graftgold/Virgin)

Andrew Simpson here with
some mega-tips for the ace
Amiga and C64 conversions of
Ivan ‘fron Man' Stewa:t's
Super Off Road Racer (phew, |
think I'll just stick to Iron
Man)lt

* A good tip to slow down the
rate at which the computer-
controlled cars improve their
performance during a game is to
wait at the finishing line (if you're
in first position) until the second
place car is about to beat you to
the post. Just accelerate across
the line and, while you won't
have a good lap time, it will fool
the computer into thinking that
you're a beginner/slow driver and
thus the computer cars are
improved in the pitshop at a
slower rate,

* When in the pitshop, start with
shocks and tyres upgrades and
upgrade thes#to half or three-

quarters full with one higher
speed added on initially (just to
keep you ahead of the pack).
Never buy into one of your '
credits unless it's absolutely
necessary as they're vital on the
later levels. The way | buy
equipment is to fill up with
shocks, one unit per pitshop
stop, and then fill up with nitros
(don't go over the limit). When
you're full up with shocks, do the
same for tyres. When you've got
all the tyres, you should notice
the car's sharper cornering. At
any time, if you get #200,000 or
more get a higher top speed
then, with what's left, top up on
nitros (between 40 or 60 nitros
provides for the best
acceleration). When you get
down to 10 or so nitros then
stock up again.

* On the very first race, nitro
away from the pack. Only do this '
when there's a long straight
ahead and no cars either,

 If you get jammed with another
car, use the nitro, you will
probably fly back but at least
you'll be free,

* On the second race, at the top
of the circuit, position your car in
the middie of the two barriers and
just hit the gas (not nitros). Don't
turn, as you always hit the
barriers gand they turn you
around.

#* On the first figure-of-eight,
always nitro (if you have any left)
horizontally but beware of the
barriars on the other side. When
you're turning to go over the
water vertically (middle section),
nitro as you're turning and 9
times out of 10 if you have done
it right you'll go fiying over the
water, If you turn normally you'll
just skim the barrier on the other
side. Never nitro vertically when
going the opposite way.

* On the track with a rather high
comer, always jump off that
corner using nitro. Whichever
way you're going, this is useful
for avertaking people as you
jump. Sometimes when you land
on the other cars they go back or
slow down,

* Short cuts are invariably a
waste of time as they're too
narrow to allow for margin for
error. So unless you're lined up
dead accurately then it's best to
go round. g j

* A tip that comes naturally here.
When you're going to lose and
you're in fourth place or so then
try to get into second or at least
third place as you get more cash
ready for when you use your
continue-piay.

More Iron Man tips please, and
what about cheat and music
POKEs? .




CBM 64 FULL

2 Player Supar League Soccer2. 99
g ¢ A SR 2.99
1943 ... . 2.99
Ace..... Ry
Aealand®........cccccnennni 2.98
Ml 2.08
Arcade Trivia Oulz.............. 2.99
Australian Rules

Football NEW............cocenns 2.99
Barbarian........cocoiconnmmnens 2.99
Barbariam 2..........cco0vennens 2.99
Balman The Caped
Crumpdar:..........ccccomvmmmnnid 2.99
Blinky's Scary School.......... 2.99
1 T R —— 2.99
Boxing Manager ................ 2.9
British Superleague............ 2.09
Bombjack 1or2.........oc0eee 2.9
Boulderdash 1 or 2 o 259
Buggy Boy .......c..oonnveininnn 2.9
California Games............... 3.99
Cauldron 182 .........ccocenecdd 2.89
Championship GoM............. 2.99
Chuck Yeager MEW........... 2.99
Chuckie Egg1or2 ............. 31.99
Clazsic Punler .................. 2,99
Classic Trainer.................. 2.09
Combat Schoal.................. 2.09
Commando ..................... 299
CrizyCars ............coo00000e 2.99
Cricket Captain ................. 2.99
Cup Foothall..................... 2.99
CYROM........ov i onsormsrens 2.99
Daley Thompson's Decathlon.2.99

Thompson's

Olympic Chall...........oconnnninans 2.09
DR e ke 399
DNy DRl ......covncinsinnnsonns 1.9
TheDoubls ............cconmvieee 2.99
Double Dragon MEW .......... 2.99
Empire Strikes Back............ 2.99
Escape from Singes Castle ...2.99
Fantasy World Dizzy ........... 2.99
Fast POl ..........c.cceeeencns 2.99
Ferrari Formula One ...........2.99
Fighter Pilot.......... 208
First Past The Post 299
The Footballer 299
Football Champions... .2.99
Football Manager .............. 2.99
Framk Brumd ........ccocoimemeves 2.99

OFTWARE CITY

Unit 4, B.D.C, 21 Temple Street, Wolverhampton WV2 4AN Tel: 0902 25304
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PRICE

Fruil Machine Sim1or2...... 2.
G.B.AlrRally ............c....cu i
Games Winter Edition ......... i
Gary Linekers Hotshols........ .
Gauntlel 1or2......ccovmnnans :
Ghosthusters............ e R
Ghosts and Goblins ............
Graham Gooth..................
Green Berel ..............c00eees
Bridimn 2 ... i
Guardian Angels ...............
Hong Kong Phooey ........ ki
Howard The Duck............... :
Hypersports .............cooeues 5
B e
lce Hockey
Impossible Mission 2.......... :
Indiana Jones Temple

of DOOM.....covirmenennncs
International Manager..
International Soccer .
eari Warrlors ...................
Jack The Nipper 1 or2.........
Kentucky Racing................
it 2 :
Kwik Snax NEW ............... ;
Lot Nimfa...........ccooaininnna 3
81 g e .
Macadam Bumper (Finball) ..

MatchPoint ..................... 4
Malchday 2...........oviinunnea :
Mike Reids Pop Ouiz...........
Monty On The Run..............
Motoreycle 500 NEW ..........
BIRERIE ... o virainrtanatns
OnThe Beneh ........coocimvmnns
DOperation Waoll NEW..........
[ e e e e ;
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Pro Boxing 8im ................. i
Pub Games...............cc.e... :
T S ————— A
BT 4

AAnErEmME ......ooovenmmmenrnsns
Real Ghostbusters NEW ......
Renegade...........ccoovciinnrens
Renegade 3 . §

s

Roadblasters ...
Rolling Thunder ................ 2.

B3 B3 B3PS L R

Rock Star Ate My Hamster ..

MAIL ORDER ONLY
COMPILATIONS

\I-"ﬁ BACK

Artura (Disc Only) ................ 2,
Caveman Ugh O
11181 T e S
Chain Reaclion MEW PRICE b
Chicago 30°s  NEW PRICE ..... g
Deaclivalors MEW PRICE. ......0.
Football Direcor...... oo H
Hammerfisi NEW..
Hunters Moan HE'H I’HIBE ......
Kenny Dalglish Soccer Malch ..
L.E.D. torm MEW PRICE..
Last Minja 2 ....ooennies
Overlander (Disc Only) ...
P-47 Thunderball NEW .. d
Power Pyramids (Disc Only).....
Question Of Sport..................
Roy of the Rovers {Disc Only) ..
SigmaT MEW PRICE.............
Technocop (Dise Only)............ F
Thunderbirds (Grandslam) ...... 4
‘Fllnﬁlmillt NEW PRICE....... A

door 2 (Disc Only)............ i

h ik's Musik . R

Weird Dreams NEW........

FREE GEDS DESKTOP OPERATING
SYSTEM WITH EVERY DISC GAME
ORDERED PLEASE CLAIM YOUR FREE
GEDS WHEN DRDERING

.-.:mmn.d.

2
A
3
2

Mossmasees

Roulette Sim...........convenens 2.99
Rugby Manager
(Mastertronie)...........oooeee 2.89
Sabotewr 1or2 ....cooiivinvinns 1.99
Salamander .............coeee. 2.99
SEMEDN . s 2.99
Scooby Doo.. -
Sidewinder 2 e A |
Silkworm NEW ................. 2,00
Skate orDie..........covinneae .88
BoccarBoss ..........ccoeeneene 1.98
Soccer Director .................. Z.99
TN . S e M 2.99
T e Y S i 2.99
Sooly and Sweep............... 2.99
Bpindimy...........ccooviiannnns 2.99
Epvhumler..........cccinmnninan 2.8
SV Epytorl................ 2.99
Stewe Davis Snooker........... 1.99
Streel Fighter ........ ..2.09
Striker....... 09
Strip Poker 2 .2.08
Summer Games ........ et 98
Super Ski Challenge ........... 2.99
Super Nudge 2000...............1.98
Targel Rensgade ............... 2.99
T s nr e 2.99
Thealra Eurape ................. 2.99
Thomas The Tank Engina...... 2.99
Thundercals .........cocneeimeees 2.89
Tiger Road...........oenveieees 3.89
Tomahawk ..........oooemmemns 2.99
TopGan ............n R 2.99
Trapdoor1 & 2.......ccc0c0m0e0 2.98
Treasure Isiand Dizy ..........2.99
The Vindicator ........corevnenn 2.99
W.EC.LeMans ..........cooevee 2.99
Winter GAMBS.......oonimsrasn 2.99
L. AR R 2.99
The Wombles ...........ccoovenes 2.99
Wonderboy ............ccoceeinen 2.99
World Class Leaderboard .....2.99
World Games.................... 2.99
‘World Series Baseball ......... 2.99
World Baceer...........oooneens 2.99
Xemon MEW ..............ccoe.. 2.08
Yes Prime Minister............. 2.99
YieArKung Fu.................. 2.99
Yogl and the Greed
MORBIEY.....cociciiannaihivnanin 2.99
Yogl Bears Great Escape ...... 2.99

isssszsmzzkiﬂhzssssszs 2

THE BIZ THE STORY S0 FAR VOL 4
R-type, Operation Woll, Double  Ghosthusters, Allens, Wonderboy,
Dragon, Batman the Caped Eidolon, Back To The Future &
Crusader. Quartel. CASS 6.99
CASS £9.99 DISC E13.09
HOLLYWOOD COLLECTION
SOCCER SQUAD Robocop, Indiana Jones Last

Crusade, Batman The Movie &
Ghosthusiers 2

Footballer Of Thia Year, Gary
Linakers Superstar Soccer,

GaryLinekers Superskills and CASS £9.99 DISC 13.99
Raoy Of The Rovers.
CASSE4.99 PLATIUM
Strider, Black Tiger, Ghouls and
SUPREME CHALLENGE Ghosts, Forgotion Worlds &
Starglider, Tetria, Sentinel, L.E.D.Storm.
ACE 2 and Elite CASS £10.99 DISC £13.99
CASS £5.50
SYSTEM 3 COMPILATIONS
THRILLTIME GOLD 2 Vendeita, Tusker, |.K.+, and Myth.
Airwoll, Scooby Doo, Battleships, CASS £11.99 DISC £13.99
Saboteur and Frank Bruno.
CASS £6.99 SEBA MASTER MIX
Super Wonderboy, Dynamite Dux,
THRILLTIME GOLD 3 Crackdown, Turbo Outrun, Enduro
Commanda, 1942, Spitfire, Racar.
Combal Lynx, Deep Strike. CASS £11.99 DISC £13.89
CASS £6.99
TAT.
BEST OF ELITE Hard Drivin', Toobin, Dragon
Bombjack, Frank Bruno“s Boxing, Spirit, Xybols & APB.
Commando & Alrwolf. CASS £9.99 DISC £16.99
DISC OMLY 2.99
SOCCER MANIA
HEWSON COLLECTION Foolball Manager 2, Microprose
Eliminator, Sanxion, Cybemoid 2,  Soccer, Football Manager Warld
Lighttorce, Uridium & Exolon Cup Edition & Gazza's Super
CASS 6.99 Soccer.
CASS £9.99 MEC £11.89
QUATTRO ADVENTURE
Dizzy, Vampire, Ghosthunters & POWER PLAY CARTRIDGE
Robin Hood Stumt Car Racer, Rick Dangerous &
CASS 2.99 Microprase Soccer
£
6 PAK VoL 2
Eagles Mest, Batty, Ace, Shockway WHEELS OF FIRE
Rider, Inl. Karale & Lightiorce. Hard Drivin®, Chase H.0., Turbo
CASS OR DISC 2.99 Outrun & Powardrifl.
CASS 9.99 DISC 16.89
EDITION ONE
Daoible Dragon, Xenon, DIZZY COLLECTION
Silk Worm & Gemini Wing. Dizzy, Fast Food, Fantasy World
CASS 8.99 DISC 9.99 Dizzy, Tresaure Island Dizzy &
Magic Land Dizzy. CASS 6.99
THE STORY S0 FAR VOL 2
Overlander, Space Hamler, 4 MOST SPORT
Hoppin' Mad, Beyond The lce Soccer Boss, Run For Gold,
Palace & Live & Let Dia. Endzone & Rally Driver.
CASS 6.99 CASS 2.99
ORDER FORM AND IN
b R e e Uk 3. SO 21 oml Sirezs, Watvarkampion: vz an. |
| ORDER FORM (Block Capitals) I
P N TR AT
|nddress |
| g o=y, [0
! YT0T TS, | |1 —— }
Name of game Computer [Value
| I
| Postage |
| TOTAL |
| POSTAGE RATES - Piease add S0p for orders under £5. Non UK/EEC countries |
| add £2.50 per item . Non EEC countries add £2.50 per item. |
I PAYING BY CHEQUE - Cheques payable to Software City i
| EXPITY DB ....cooecivescsnrsemmraiossiee |
I ...................................................................................... I
| I
| ZZAP FEB |
L-_---------------J




AT LAST!
AT DISCOUNT PRICES
For C64, Cl6, +4, C128 and Amiga
CIA 6526 £12.99 ROM 201227-03 £R.99
MPU 6510 E9.99 ROM P01225-01 £7.99
PLA 6| T4=010 £9.99 SOUND H581 E 16,99
ROM 901 226-01 E12.99 RAM 4164 £2.99

Co4 USER PORT RE-SET SWITCHES £5.99
MICRO MATE REFAIRABLE Cod4 POWER SUPPLY UNITS. SUPERB QUALITY
WERE £29.99 NOW £24.99
Co4, Cle, +4. SERVICE MANUALS £19.90
All prices include post & pac king, handling and ¥ AT=send your faulvy compurer
and P.S.U. for estimate and repair from £9.99 + pans + carriage + VAT

SEND CHEQUE/P.O. ACCESS/VISA CARDS WELCOME

ELECTRONIC SERVICES

176 YICTORIA ROAD WEST, CLEVELEYS. BLACKPOOL, FYS INE
Tel. (0253) 822708

COMMODORE
< =n

Software Hire Club
Send S.A.E for details to,
C. STATHAM
3, Briarbank Ave
Nottingham
NG3 6JU

Tel: O602 581635
We condemn soffware piracy.

STRATEGY

BLITZKRIEG AT THE ARDENNES: The plan was to quickly strike weakened
Allied lines in Belgium and Luxembourg and to break through and muve quickly
1o the Meuse to capture the Liege and finally Anywerp. Take over and simulate
one of historys greatest batties. Features includes V-2 Rocket attacks, German
saboteurs, Paratroopers, Artillery, Supply and one or two players. Amiga 512K
version £28.95 1 meg ver £29.95

PHANTASIE Il: This time, the Dark Lord Nikademus has set his evil sights on
conquenng the entire world, Your group will fraverse an entire continent, battling
the Dark Lord's uggly hordes and exploring dungeons for clues that will
ultimately lead you to Nikademus - and to the Final Gonfrontation. C64 disk
£19..85

MICROLEAGUE WRESTLING:Featuring HULK HOGAN. decide which moves
to make - body slam, leg drop - all the authentic moves of each wrestler
Includes two great wrestling match-ups: HULK HOGAN vs RANDY SAVAGE
and HULK HOGAN vs TED DIBIASE. Interactive strategy determine the action
and outcome of each match.

Amiga £29.95 C54 disk £19.95

STORM ACROSS EUROPE: Move armies across the map 1o conguer territory,
Launch huge U-boal campaigns in the Atlantic. Carry out strategic bombing
strikes against enemy production centres. Send raiding fleets to criple your
opponent's shipping. And drop paratroop forces on enemy positions. Ability to
change starting levels for each country. Up to 3 players can play this game, with
the computer able to contral the allies and/or the Russians. Exciting game
designed by the author of Colonial Conguest recreates World War |l in Europe
on & grand strategic scale. Amiga £29.95 C64 Disk £24 .95

CLUE BOOKS: £6.85 each COLONELS BEQUEST, CONQUEST OF CAMELOT,
GOLD RUSH, HEROS QUEST, KINGS QUEST LILIl OR IV, LEISURE SUIT LARRY
I, Il OR Ili, POLICE QUEST | OR Il, SPACE QUEST I, I DR i, CODENAME
ICEMAN, £7.95 each: BARDS TALE |, Il OR i, CHAMPIONS OF KR"I"NH CURSE
OF AZURE BONDS, DRAGON "l'l"ﬂRS- DRAGONS OF FLAME,
DUNGEONMASTER, ELITE, HILLSFAR, KEEF THE THIEF, MANIAC MANSION,
MARS SAGA, MIGHT & MAGIC |, NEUROMANCER, POOL OF RADIANCE,
SENTINEL WORLDS, ST.HLFIFLIGI'IT SWORDS OF TWILIGHT WASTELAND or
ZAK McKRACKENM, GBE ATTACK SUB, INDIANA JONES ADV. SECRET OF
SILVER BLADES £8.95 sach: ULTIMA Ili, l"nl" VorVl.

Mail order only. Please allow 28 days for delivery. Please make cheques and postal
orders payable to CINTROMNICS LTD. Free post and packaging within the UK, Europe
sdd E2 per item. Overseas £4 per item.

CINTRONICS LTD, RICHARD HOUSE, 30-32 MORTIMER STREET, LONDON W1N TRA

YUPPIES COMPUTER CLUB

AM .EA EAM EE

THE PUNISHER........ I o R LT
TOTAL RECALL s 18,89
S S A R T
R Y e e E Y
M1 TANK PLATOON ...covcevonseccensasnsssisssmansinmmsmnns s e £15.89

B R e rs stesaiianrusssanssmansibrsstos it i it b . D
ROBBCOR BILL.......... o ikt il 1500
BATTREMASTER ... ...cilasau ool R e D
CONQUEST OF CAMELOT ........ R
DAYS OF THUNDER..........crmrmersesmesmsssmemmmsronne somsmmmmen £ 15,79

ll MONTY PYTHONS FLYING CIRCUS ...........ooooomomrrrn £12.75
KICK OFF 2 ¢ WORLD CUP oevcv v enomenoesemmecsisseosorsen
T e S i i eeressn£15.65
TEENAGE MUTANT NINJA TURTLES .oooooovoeoooreomoorrrressnionen £17.75

ll SUPER OFF ROAD RACER ........coovoeeseosemssossmsos, en£12.70

B TR o i Ty
BT, it I b i i o B T TO
LOOM.........on... RN = Sl L T
VAXINE .....cncie it D, o e T ik

il HELTER SKELTEH -£12.90
WINGS OF FURY............ b e WEIFETTII T R g L
THE LEGEND OF BILLY BOULDER P e e . D

YUPPIES ORDER FORM DEPT ZZ1
Payment Method

B R R A TR TR S SRS

PR TR S T [ "

OPERATION HARRIER.........ccccoo e iunuannnen - £15.75
ORIENTAL GAMES ... e e el B e e e B15.75
iy 0T N Y S S———— T
RAINBOW ISLANDS.............c.ociivicnrrinsssisssmssissea s E15. TS
NN SPYIT e S i it i R TR0
BLADE WARRIOR........coccommerrreorr FRTRRCS SRR RSSO, 2 L N |-
SHADOW OF BEAST H.....c.ccvvvooone PR S S AN, = L e
688 SUB ATTACK... A N L e o 1 7
SUPER CIAIEE s it iliiiissinkeseibih v mmsransnionimin st R 1000
LOSTPRIROL ocecsviccrivomemris R IR 1 | 1
BACK TO THE FUTURE Il .. £1 5.70
R I 5.90
F19 STEALTH FIGHTEH... P R S SR R, oo .|
LR S N S N—_— 2
THEIR FINEBT HOUR ....oiirsrimsmimarssst iisssmessnsassssomensic E NS
INTERNATIONAL 30 TENNIS .-.oororoooooo oo oeoesoeresese s £16.85
DRAGONS BREATH ... isiiisiniisannmnisanmsmaninisssnisiaionc E1 7,05

AMOUNT

TOTAL

_ TO ORDER PLEASE SEND THIS FORM ALONG WITH PAYMENT TO THE ABOVE ADDRESS




POKE 10392,165 (Infinte Time)
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PI1G

\/—  STRIDER
({Capcom /US Geold)

Finally, we have the map for
level 5 of this so-so conversion
of a brilliant-brilliant coin-op.

Mow what about Strider 27

«RPpOOR
L__ |
/

IN A POKE!

COLORADO
{Palace /Siimaril)

Not too far to go now as we
wander into danger for the
final part of Colorado. This
follows on from the antics
down the mine last month.

IN CHEYENNE COUNTRY
Right (twice) — jump over the fire
and turn right. Pick up the skin (if
the icon is not available, put
down the object, pick up the skin,
swap it at Biggle's store for
gunpowder, change the powder
horn, pick up the object you put
down). At the first fork take the
upper road.

MAC BIGGLE: Swap the
nuggets and the big nugget.

Right — 2nd fork: take the one
at the back behind the tents —
Make a sign of peace to the
medicine man — Find out what
the parchment says — go back
to the first fork: take the lower
road in front of the tent — Fight
the giant in the same way as you
did the beat (1 dynamite will be
enough). Go right — make the
sign of peace to Chief Two
Moons — find out what the
parchment says — return to the
canoe.

Be careful not to miss the
landing stage as there are
waterfalls at the end.

TERROR IN THE WOODS
Move right (four times) — kill an
Indian — right, Mac Biggle —
right, kill the Chief — pick up the
necklace and the skin.

MAC BIGGLE: Swap the
necklace and skin — The silver
bullet and potions can be left
there — the powder horn can be
swapped and you can drink a
potion,

Heturn to the third room in the
forest — Take the passage at the
back to the right of the rock —
Climb the mountain and fight the
Indian (you can avoid him but be
careful of the sheer drop) — in
the next room there's an Archer
so reload the gun beforehand,
crouch down on entering causing
the Archer to shoot an arrow with
standing/crouching action. Use
the gun and jump and then right.

POWHATAN'S CAVE
Save — Take the right blind alley
— Climb at the bottorn — if you
take the right, kill the bear with
the dynamite and gun or in the
traditional way. Return fo the left
— choose tha barral on the
extreme left — move back to
avoid the blast. The passage of
the Great Cross is now open —
go left and take the lift.

Return to the mine. Go back to
the fork then go to the back to
return to the peak.

TWO MOONS'S SON

At the foot of the peak save your
position. Climb the mountainside
to the level of the sticks. At the
top, fight the condor by using the
upper blow (easier with the
knife). Take the papoose. Retumn
to the mine and return to the
cave using tha lift. Go back down
the mountain, pick up the silver
bullet you had put down. In the
second screen in the forest, use
the passage behind the large
bush. Left, reload the gun and
eliminate the hidden Indian using
the gun and knife or axe. Right,

jump, right.

THE MEDALLION OF
COURAGE

Return to Chief Two Moons and
put down the papoose — recover
the medallion. See Mac Biggle if

B 7 B ZZAP! FEBRUARY 1991
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necessary.

To return to the forest, take the
canoe at the beginning of the
camp.

Move back up the mountain
and save your position in the
cave. Leave the cave by the
right.

SAVAGE HORDE

Right, kill the wolf (using the axe
with a low blow). Right, kill the
condor (high blow) — right —
right and then kill the wolves (two
successive screens),

IN THE KINGDOM OF THE
DEAD

Save your position here. There is
a passage behind the burial
place an the right — note the
contents of the parchment — go
right, pass in front again and to
the right. Kill two wolves. Right.

LOME WOLF

To kill Lone Wolf: choose the
silver bullet icon and load the gun
with it. Take two steps to the right
then use the gun, shooting low.

THE GREAY SPIRIT

To get past the Great Spirit you
just need to possess the
Medalliion. Right and take the
canoe (again, when in the cance
be careful not to miss the landing
stage as there are waterfalls at
the end).

POCAHONTA’'S GOLD
MIME

This is itl The final location and
the gold is finally within reach!
Just go right, place the Medallion
in front of the Chief and the
passageway opens, leading to
riches beyond imagination!!! THE
END!

RICK

DANGEROUS 2
(MicroStyle)

This nifty little game is made a
bit niftier thanks to Andrew |
Roberts and lan Perryman,

On the CB4 version, enter JE
VEUX VIVRE on the high score
table to gain infinite lives. The
Core Design logo goes red in the
process to confirm the cheat is
in. Oh by the way, it's French for
| WANT TO LIVE' apparently.
Trés bon!

On the Amiga version, enter
POOKY on the high score table
and you can now play either the
8-BIT SHORT GAME or the 16-
BIT LONG GAME. Can someone
please tell me the difference?

SOUND OF MUSIC

Some more data values for use
with Jon Barry's Sample
Replay/Beatbox listing. These
are for the Megatape game
Tunnel Vision from Hewson
from Stuart Crocker of
Gillingham. Ta Stu!

TUNMNEL VISION

(Reset the game with a reset
switch at any paint once the
game is lpaded).

SAMPLE L H
‘Well Done

Player Onge' 012 031
‘Well Done

Player Two' 032 0as
‘Attention,

Get Ready’ 03g 0s8
‘Bad Luck' 059 064
‘Prepare for

Tunnel Vision' 226 243
'‘Hard Luck’ 244 252

Speed = 27-NORM
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CECCO
COLLECTION
Cass £6.89
Disc £12.99
Excéon,
Cybemuoid,
Cybarnoid I,
Stormiord

TAITO COIN OP
ONLY £8.99
Rastan, Flying Shark,
Bubble Bobble,

Thurdestiade, Arkanoid, SiapSight,
Dynamie Dux, Turbo Aricarsid 1], Renegacs,
Chainun Lagand of Kage
—
SOCCER
Surreme | | o e Ak
Only £4.99 Disc £10.99
ONLY £4.99 Foothall Menager, Patar
DISC £10.99 Besrostey's Socoer,
Eiite, Ace, Seniinel, Workd Chasmolons,
Hardball Marsgonna,
s‘lnrgﬁdur Tatris 5 p
MEGA MIX THE BIZ
OMLY £9.99 OMLY £10.99
Barbarian I, ﬂpum!_lpn Woll,
Dragon Minja, R-Type,
Operalion Wall, Batman Caped
The Real Crusader,
Ghostbusiers, Double Dragan
30 RED HOT HITS
ONLY £6.99
Ghostbusters, FA Cup,

Agent X 2, Kane, LA Swal, Ninja Master,
Rasputin Ollie and Lissa, Ricochet, Zalyx,
Way of Exp Fisi, Dan Dare,
Formula 1 Simulator, Brian Jack's
Superstar Challenge. Tau Call, Park Patrol,
Thrust, Harvey Headbanger, War Cars,
Tarzan, Minja Hamster, Enlightanmant -
Diruid 1, Mystary of the Nile, Mega
Apocalypse, Magnetron, Morpheus,
Frightmare, Traz, Samurai Warrior

Turrican ...
Shudmﬁl‘n.n‘-nrrs
Robocop...

Chasa HO ,
Operation Trumdarbalt ...

F16 Combat Pilot...
Rainbow |slands... T )
Bairnan The Move ...

Lords Of Chaos ..
X-Dut... .
Flight Smmnr
Seunt Car FRCRr ..o
Tt Drva ll ...

Gihouls M Ghosts, ...
New Zealand Siory
Gpaca Rogue ...
Ciriental Garnes .
Tirme Machina.

iafl

.? ...
7-50....
750
B . ¢ S
1.08 ...
.
FioE 1 BER
599 ...
F50...
3,99 ..
.50
S |
A gls
gl o
o . 1
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= |
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Fooitall DINSGIOr. .. ..o
Treble Champions............aod
‘World C/Ship Boxing

i

CBM 64 CLASSICS

CASS.....DISC

3I:|Paal ?50.....1195
Bm Gty ..o SR TS P X - -
T v e S ) WO -1
Colossus Chess 4. 750, 1186
Colossus Bridge 4. B850 1.8
Alrbourne Rangar ayiie ¥ 1188, . . 1488
Quarterback ROl R A B 45 . DR, ) B~
Wiar in Middle: Eanth. ..o T80 e 11,88
Heroser of the Lance... TAO... ... 1186
Dragons of FIamil ...t T.50....1208
Poals of Radancs .. T W 19.98
Hillstar ... . awt . 15.99
Cursa of the Azure Bonds............NiA. 18.95
Biont Sarvice iy T80, 11.98
Aed Storm Aising ... 1499
Grand Prix Clroun......... 1188
Super Cars (TDU)........ ...6.88
California Challienge (T.D 588
Bards Tala V... . B.08
Bards Tale 2., MiA ... 12,08
Bards Tale 3 ..., MUA ... 12,08
Drasgon Wars ... s 1008
Indy Jones + Last Crusade T.50.....11.88
Hinje Warriors . 7501188
U i sy Bga. ... . 1299
Pirates 11.98. 14.98
Rommael_.. LW 1399
Aussia .. WA 1388
Panzar Battias.. WNAAC 1388
Panzar Sirike .. NRAL 18088
carﬁarcnwnann W | - PRSI R
Football Man 1 + Em Hll. B0, 1188
Mavis Bancons Tqu L NEA L 2008
Marsac Mansion. . LN 1299
Batlechess .. i e MR 12,08
Muscle Cars o, |I] Rl L | 6.99
Wil B AL 14,98

! 15.99

28.99

11.89

1198

-]

.. 1560

CBM 64 CARTRIDGE

Batrman The Mowee .0 oo 1888
Qperation Thunderbol ..o 19,99
Chasa HO 2....... Vi SRR | ]
Cybarbali .. 18.99
WINAHCANON oot iinmmnmms s ——————— 18989
Shadow of the Beast, i 19.98
Last Ninja Re-mix.. ]
Ploming ..ol ST

CHAOE MALHINE
CASS L& 79 CaASS L7.50
S £11 DISC E11

Gunship
PrnjadﬁlnuMthw AR & 5

3.80
3.00
i
ade .,
E:E??.; The Future 2 .. o '?E
Rlick Dmgum 2. e B0
Hm ‘Soaker .. L BEa
Might & Magic 2 . B8
Atoemic Robokid o ; g
Teenage Mutant Turtles i
Goldan ARe ... eree .
g:gm Resistance ‘_‘g
S 7.90. PE
Sormiord - BLER, ]
Craahunes . ; ; " gg
Tweiri World ... '.: 7.89... o
Amazing Spldaﬂl'laﬂ LT ;g
Strader 2. ~B08 .. ... ; pas
Lasd N||-||n Femix.. i ; st 89
T SRR 1T T et e
BAT ... NI 1499 Ml bt el e e Y = S
FORTHCOMING Dragons Spil.... 4
ﬁTTH.ﬁCTlD‘“S Hurnbers Moon . 408
CASE. _DISC Bards Tale ... B89
Dick Tra 1B A
- MIND- PLATINUM
i STRETCHERS e o L
A CASS ORDISC ||¥*%° 5 =00
. 150
i 18 Monopoly || Ghes. Btk
ight Hiurier s ”“";’;” Tiger, Led Storm,
Liverpooi the Gama 750 . Scrabble Forgotten
e Cluedo pssscia
BB |
K =
T8 WORLD CUP THALAMUS THE
1109 COMPILATION 80 HITS CASS DR NS0
Batrayal. A ;E . Cass £8.99 [ & ]
E-Swat 753 Disc E11.99 Hunters Moan, Que-
Line Of Firs CBEa .. Kick OF. Gary Linoiar's Deex, Hawkeye,
Tisrican 2,., el s i T Marage: Sarotion
Floas oty fantheamin -
m;n:: Hn::'ndlfﬁf-“; poing o press WHEELS OF FIRE DYHAMITE
These wil be withan 24 hours of redesse CASS £11.99 DISC .n“..’u"
subyect 1o availabidify £18.99 Cass On
T Outrun, Aferburnar,
EDUCATIONAL gr;.:u.al-ltlﬂ Minja I, WEC Le
1’-‘!'&;: 1“?& PowerDrift, Hasd Mans, Double
Bemer Matns (12-1 i : ;
Botter Soeling (6-Adul N 1298 Drivin Dragoe
Chensry | oy — TOLKIEN'S ERBC
m¢mﬁ e P Only 6.99 Disc | | Oniy £9.99 Disc
Franch Hl'ﬂ.l“lll-ild‘lg e L PRTRRORERE E11.99 E13.90
Fun School 2 Uingar = L "l The Hebbat
Eﬂ Schoal g E-‘B.. e h ;ﬁ — g g Lord of the Rings o
Fun School 3 Under §8. .. .96 12,88 Shadows of Mordor o ot
Fun School 3 8T .. i i B398, 1299
Fun School 3 ?&Im& X Ewgg ; :;::
Gorman [Beo) i 'Z&EIZ R A |HOLLYWOOD TNT
Gnnmm M“mz‘[:;]&?d\l N ﬁ: e :g ﬂ CTION
AR MBEHE (B2 e M e 1200 Cass £12.93 Cass £12.99
Disc £14.99 Disc 16.99
"~ ACCESSORIES | anomocop e Deiin, AP,
Chestah 125+ A gmi Batman the Toobin, Xybots,
o mr G Movie, Indiana Dragon Spirit
Cuiickjoy Magaboard 16,08 Jones
e S R T .00
Comp, Pro 5000 12.08
Cusckicy Superboard 14,00

é‘

iorDER FORM B\ E| g8 =2

;Please supply me with the fnllnwmg for

UNITS 6&7, ACACIA CLOSE, CHERRYCOURT WAY IND. EST., STANBRIDGE ROAD, LEIGHTON BUZZARD, BEDS, LU7 8QE
{FERBOHALCAIHES‘WELCDHEI TEL_I.'IEE

_-_____...u--..-——————-_—-h-l-d-u-n— =

5 377974 FAX: 0525 852278

_________ ——————=n

NAME:

DATE: ..

ADDRESS.: ...

mEAEEAEE B

s aost COAE il as
L ek ek S 0 e A
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GOLDEN AXE
(Virgin)

Good to see solutions, maps
and cheats coming in for this
excellent beat/slash/burn/slice
and dice-'em-up so it looks like
a lot of people are happy
despite Virgin's mastering
cock-up. it seems that in the
process of mastering the game
someone forgot to duplicate a
tiny something from the game,
namely the last level
containing the final fight within
Death Adder's castle and
Death Adder himself! Whoops!
if the game had crashed after
someone completed level 4
then at least the problem
would be noticed but
unfortunately the end screen
comes up, and this has fooled
quite a few people in the
process. Virgin should have
rectified the situation by now
so have a word with them
about your faulty copy. As a
special treat, here's the maps
for all FIVE levels of the game,
cheats and tips and
everything: How's about that
then?!

€64 CHEATY

Zero marks for originality on the
cheat mode front Mark and
Stevel This is the same cheat
mode as in Turbo Out Run!! Just
pause the game with RUN-STOP
and then press the |; key to load
in the next level. A simple cheat
which can be repeated right
through to the end sequence.
Talking of which, those names on
the credits list look familiar! But
who's Peking? As if we didn't
know!l (Ah So — Phill)

hanks go to Tony
Hearn wngean Hunter (Hearn
the Hunter??
Smith of

and all! some general
prlndm:: for Level One.

of Notts, James
P. James of

Order and direction of enemy

arrival on screen - 1,2,3 elc, elc
4\ Firebreathing Dragon
5 fome |

PIG

The game fighting system allows
you to make three types of attack
mave. Agrial which uses the
Piledriver, Normal which is
sword/axe swipes and kick, and
Speed which uses the shoulder
butt and, in the case of the dwarf,
a flying headbutt.

Aerial

The piledriver is by far the best
move available due to its
strength, quickness and the
ability to wipe out superbaddies
with few attacks. However it is
slightly harder to implement than
a normal aerial attack as a
combination of speed Is needed.
You should always use
piledrivers on the superbaddies,
coming in on them at an angle in
the air — otherwise there is a
good chance that he will hit you
with his weapon while you are
jumping up if you're on the same
horizontal line. From level 2
onwards, piledrivers will become
essential for your survival so
make them part of an ordinary
attack. You should always
remember to come in at an angle
and to retreat as soon as the
opponent is floored so that he or
she doesn’t catch you off guard
when/if they jump up again.
MNormal

By simply holding down the fire
button and moving in a direction
you will perform either a sword
swipe or a kick. Timing is
essential in later levels for this
attack to work. The best time to
press fire is before they can get
within reach and perform a
violent act on you. It is better to
miss one or two swipes first
rather than let them have the
edge. You see when you hit them
once as they are stunned, but be
quick with the follow-up because
they come back quickly in later
levels. As soon as you stun him,
move in for the kill and he should
be floored. If you are going to
use this attack on superbaddies
then it is recommended that you
run just in front of them and
press fire as they can easily be

outsped.

Is this move really worth using? |
mean, the only use this could
possibly be to you is to stall the
enemy so that you can get your

GP SuperBaddy

O Thief carrying energy

oy

A
> FEaARbr 4 2t

% Thief carrying Magic Potion
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act together. If you really want to
use this move and show off the
head/shoulder butt then do so on
the first level as this move is
really inaccurate. If you are really
desperate or want to relax ()
then you can use this on a
superbaddie although it takes an
age before he is finished off.
Waich out for fast moving
skeletons which don't give you
time to do a charge. Charges can
also be performed on Bizarrians
as well,

Riding Bizarrians

There are the two types of
Bizarrian. The first breathes fire
onto the ground next to it and the
second spits fireballs right across
the screen, For the former, wait
until the enemy is about a sprite's
distance away and let him/herfit
have it (generally fire just before
the enemy reaches swiping
range). You must ensure that
you're on the same horizontal
level (or slightly above) the
opponent as he/she/it could get
behind you and clip you from
behind. With the latter Bizarrian,
the same rules about lining up
your target apply except you
don't need to wait at all — just
fire and the fireball will hit. When
it hits, move up the screen a tad
and have another one ready for
when the sucker gets up again.
Repeat until opponent is dead|
Protect your Bizarrians at all
costs as they're your most
powerful ally (after Magic) and
can only take three or so hits
before scarpering. Both dragons,
however, do flying headbutts
{double move in either direction
and fire). These are slightly more
powerful than normal
head/shoulder butts but still take
an age to work g0 superbaddies.

Hiting Thieves

These are quite useful as they
yield Magic Pots and, more
importantly, Energy Top-Ups. The
blue thieves give you an extra
level of Magic per pot and the
green tops up any lost energy to
full on the current life (don't
bother chasing the green thieves
if your energy bar is three bars
full). The thieves are quite easy
to hit once you know where to
strike and their patterns of
movement, Run in front of them
and wait until they stop and then
have a go, If you're lucky you
may get three levels of magic out
of the blue ones, obviously, only
one energy top-up is needed
from the green thieves. If you
don't touch them, the thieves will
eventually run off screen anyway.

At the end of each level a
superbaddie appears with a
humongous superweapon intent
on contact with your head.
Normally these guys come on
slowly, so position yourself for a
diagonal piledriver and when he

IN A POKE

is in range let him have it (timing
is essential as a piledriver too
early leaves you recovering right
next to the baddy while the action
too late sees a sword/mallat
swipe instantly chopping you out
of the sky). If the superbaddie
comes on quickly then stand still
and, when he is close, use the
headbutt to floor the bully,

Using Magic
The best time to use full-power

magic is on the second
superbaddie of a level as the
second is nearly always slightly
tougher (use full-power magic
also (especially) on the Knight
superbaddie). Use small levels of
magic often and save up for
superbaddies. Try to use the top
or the bottom of the screen as
they are the most accurate points
for magic potion use.

RESISTANCE
{Ocean)

The final leg of tipping Special
FX's great coin-op conversion
begins with a correction for the
C64 cheat mode.

€64 CHEAT MODE
MARK 2

Play the game enough to get a
high score and instead of using
the joystick to enter your name,
use the keyboard to type in
SIAMESE to activate the cheat
mode. The border will flash to
confirm that the cheat mode is on
and infinite Resistors are now
yours! Apologies for that.

Matthew Austin of Swanage
spotted this cheat for the tape
version — guess what it is. Get
killed on Level 2 and when it tells
you to Rewind Tape to the
beginning of Side B and press
Fire, don't. Just press Play and
fire. Then the next level will load
in. This works on all levels,

THE IMMORTAL
(Electronic Arts)

Gideon Sanitt of Totteridge, R
Barrington and Gavin Cooper of
Denstone near Uttoxeter are
invulnerable sort of chaps:
they must be to provide these
handy passwords for
Electronic Arts' The Immortal.
Try these different passwords for
each level to gain different
objects and effects.

Passwords

Level 2 —

cddff1 0006f70/5f3fa10006170
Level 3 —
f47ef21000e10/e01d421000e10
Level 4 —
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ROBOCOP 2
(Amiga)

Nuke !_m:e
Scatter Gun (5-Way fire] |
Scatter Gun (3-Way fire) |.

Rapid Fire

Temporary
Time Gain
Time Lost
Reverse Confrols
Woman firing a Taser
H Woall
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3Bfe731001eb0/08de631001ebl
Level 5 —
ae8fad43000ebl/563f743000ab0
Level 6 —
al1fe53010a41/5631f53010a41
Level 7 —
c250f63010ac1/c250163010ac1
Level 8 —
58b0c730178c1/e011f730178c1

FIRST STRIKE
(Elite /Encore)

This one took next to no time
to get onto the budget circuit
and a great Afterburner blast it
is too. Here are some tips for
this cracker of a game from
Stephen Clarke of Upper Denby,
Huddersfield.

1. Enemy planes — As soon as
the computer announces that
there are some enemy planes,
keep climbing to avoid being hit
in the backside. Let them get in
front of you in the clouds and
blast them. Use the cannon for
the grey planes and Sidewinders
for the well-armoured red ones.

2, Tanks — These are tricky, as
there is always the chance of
getting hit by flak. Use cannon
and stay low to the ground, firing
constantly. Getting hit on the fuel
tank is the worst thing that could
happen, then engine, then radar
(if you're going for a prime target
then radar loss is very annoying!)

3. Heli-Gunships — Personally |
just ignore these; go high to
avoid them. If you want to attack
them, stay low and continuously
fire your cannon, keeping an eye
on your radar. If you keep moving

1n@ qllt# it

you shouldn't get smashed by
one of their missiles.

4, Heat Seeking/Radar Missiles
— Heat seekers are no problems
as long as you have some flares.
If not, YOU'RE IN TROUBLE.
Fire your flare just when the
missile is below you on the
screen. For radar missiles, switch
to cannon and try to shoot it. You
have a better chance with an
ECM pod. It is very tricky trying to
shoot down a missile so good
luck!

3. Sea Targels — It's best to use
Mavericks for these. Position
yourself just next to the target on
the radar, and as soon as the
computer says ‘Target Locked',
press fire. Watch out for the
lighthouse. When over the sea,
never fly too low, as you may
smash into a cliff.

[ Rockets — It is very
Bﬂsmuldﬂ with these,
especially if you move about a
lot. When they are distant you
can cannon them; if they get
nearer then pull up. If one is right
underneath you then dodge left
or right and climb!

7. The — On most
missions, it is sensible to have 2
Sidewinders, £ Mavericks, and all
the cannon magazines except
one. An extra fuel tank is vital
and take all the flares you can fit.
r prime target is an oil

nery or missile base etc, then
have 1 Sidewinder and 1 bomb.
Just have normal weapons for
Stealth Fighters on the runway,
as you blast them with cannon
anyway.
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ROBOCOP 2
(Ocean)

“Your Move Creep!’, the
immortal words uttered by
Robo himself as the Amiga
version géts tipped. Apologies
to those of you expecting to
see the C64 maps this ish but
despite Painting by Numbers'
Mark Rodgers's sterling efforts
in getting the maps to me,
Ocean still hadn't any carts to
hand out for tips purposes.
Many, many thanks go to Paul
Finnegan of Special FX for the
map of Level 1 — the River
Rouge Complex. Maps for the
later levels and tips on the
puzzie game section follow
next month {(and at last some
C64 maps, tips and stuff).

AMIGA CHEAY

Straight from Special FX comes
the cheat mode! On the title
screen type in SERIAL
INTERFACE (with a space
between the two words). The
Amiga will do a Cheat Mode Rap
and at the same time tell you the
cheat keys. Just so you know,
though, press F39 to replenish
your energy and press F10 to
jump to the next level,

* |f you see the Coke vending
machines then go for them. If you
see a Nuke capsule on a
platform above you can use the
3-way fire 1o blast it and then
jump up and pick it up ‘through'
the floor. -

+* When going through the
forcefieids, walk forward just
before the forcefield disappears.
You can have Robo's gun in the
forcefield without energy loss.

* By the time Robo has walked
under the beam it should be
gone. At all costs don't delay
when walking through. Avoid the
crushers, they're fatal.

#* Avoid the mortar-firing,
grenade-throwing and Stinger
missile-launching men like the
plague, particularly the latter: one
hit can take anything up to a third
of your energy so watch it!

* Make sure you've got all 10
Nuke capsules before you go to
the warehouse lab as there's rio
way back if you've missed any.

* Watch out for the fast moving
men, they're difficult to hit but if
you're next to one they'll run
back and forth, draining your
energy fast so jump away from
them and kill them.

* Try and keep some
momentum going as you ride up
on the hover pad, avoid the
falling capsules at all costs (move
up the sides, blasting through the
men at the edge) — it's safer,
strangely enough, ‘and the
chances of a capsule appearing
on the sides are lower. If you're
low on energy, pick up a Coke
capsule if you see one, it's worth
falling back down to pick up.

* Just walk into the woman firing
the Taser to arrest her. It's
quicker (and healthier) than
shooting her from long range.

[
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TURRICAN
{Rainbow Arts)

With Turrican 2 imminent (and
what a game it is tool), here's
the fourth world of Turrican 1
to help any of you still stuck in
this ‘easy’ game. The tips roll
on (just like the gyroscope) to
face the final challenge of
World 5 next month.

A\
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With the arrival of the Fourth
World comes the debut of a
simply horrific opponent. The
multiplying ooze!! Unless you've
got invulnerability through a

|‘£- "‘n i gxr

COSTS LU FT -
GOT INMVRA. BT H 17 v
mmm to save on
(US Gold) w out? Well, here's
25 just for you! More next
month.
Level Password Title
1 BDHP LESSON 1
2 JXMJ LESSON 2
3 ECBQ LESSON 3
4 YMCJ LESSON 4
3 TQKB LESSON §
6 WHNLD LESSON 6
7 FXQO LESSON 7
8 NHAG LESSON 8
9 KCRE NUTS AND BOLTS
10 UVWS BRUSHFIRE
1 CNPE TRINITY
12 WVHI HUNT
13 OCKS SOUTHPOLE
14 BTDY TELEBLOCK
15 coza ELEMENTARY
16 SKKK CELLBLOCK
17 AJMG NICEDAY
18 HMJL CASTLEMOAT
19 MRHR DIGGER
20 KGFP TOSSED SALAD
21 UGRW ICEBERG
22 WZIN FORCED ENTRY
23 HUVE BLOBNET
24 UNIZ OORTO GELD
25 PQGV BLINK ZZAP! FEBRUARY 1991 I 77




POKE or the cheat then avoid at
all costs. Some nifty jumping is
needed to cross the barriers but
one false step is all it takes to fall
into them and set off a chain
reaction of multiplying amoebas
{Boulder Dash returns!!). You can
use the gyroscope to roll right
past them. If you're VERY lucky
you can dodge through them and
leap back up to safety but there's
50 many that the odds of survival
are very remote. Good luck!

Level 4-1

There's a bonus power block
near the start, so get that to stan
with. If you don't fancy taking
your time through the first part of
this level then use the map in
conjunction with the gyroscope to
reach the bottom of the maze of
siopes at the start of the level.
There's masses of bonus gems
to pick up in the secret room to
the bottom-left of the 'slope
maze' but it can be risky to get to
as rather nasty floating skulls
roam the area (a swift lightning
blast or use of energy lines
should see you all right). Before
you go in you nead the two
gyroscopes in stock otherwise

you can't get back out! To kill the
face huggers, use the mines as
they draw near — risky but it
does work.

Once you've walked/rolled
your way to the bottom of the
level, head right, leaping from
small platform to VERY small
platform to get past the amoebas
{you'll learn to hate them quickly
enough). There are diamonds
above to collect here so get them
and pick up the spare 1-UP on
the right-hand side of the chasm,
then drop down.

Mow things get TOUGH as you
face a fast moving, crusher
block. The block attacks you
rather like the Giant Fish by
stomping down on you (death
results). It can crush you at the
top or bottom of the screen. Hit it
with energy lines and lightning
blast. It's a good idea to blow
away the two blocks halfway up
the right wall (which lead to the
exit) and stay thera. From the
gap in the wall you can hit the
block with the lightning blast
(provide it's got a long reach) but
you'll need to move sharpish
when the block comes over to
you. You can jump on top of it
and lightning it from above but it
will eventually rise and crush you
against the top of the screen if
you're not quick to jump off (stay
near the edge of the block if
you're going to jump on top).

DIAL-A-TIP CHEAT-LINE

ouong for cheats, I'Irl, pokes and
secrels on al
and console games ring

& OgO8-10-1234

PRIZES FOR BEST CHEATS, TIPS, ETC.
Send to: P.O. Box 54, Southwest Manchester
M15 4LY

Proprietor : Jacqueline Wright Please ask permission of the
person who pays the bill calls charged at 33p per min ‘Cheap
rate' 44p per min at all other times.

GUNFIGHTER

e USE YOUR VOICE
TO OUTDRAW THE
GUNFIGHTER
FOR CASH PRIZES

0898 31 3569

INFODIAL POBox 36 LS1 41N CUIIChﬂg&;S&P}MhﬁPH@W Min Al Other Times
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Level 4-2

Things remain tough for this level
as any mistimed jump leads to
not the amoebas but oblivion and
death. Nasty. Hop across the first
gap and onto the right-side
platforms (go up if you want to
get the two 1-UPs and then keep
leaping over to the first right-
hand slope you see), Now you
must go up instead of right
(which leads nowhere). Jump
anto the left slope and up onto
the smaller left slope and then
jump up onto the stone ledge.
Jump across each gap and don't
fall down any chasms (if you do
fall there's a few slopes around to
catch you but try not to do it in
the first place!). It's a simple
matter then to run to the right,
jump up and out from the top
platform to the next level.

Level 4-3

The last level of the world and
the biggest, unsurprisingly
enough! Here, there are a few
piaces where you can get
trapped in certain corners at the
top of long slopes, stuck between
the slope and alien growth
(namely in the first and last third
of the level, as shown on the
map}. If you get stuck then you'll
have to kill yourself and use a
continue-play o restart the level
(cheats using infinite lives will
have 1o switch off and starl again
at this pointl),

As soon as you start, push left
to avoid the acid drips. From the
bottom-right make your way up
the first big slope to the very top
(jumping the one gap on the way
up). Now follow the slope down
o the left and leap up to the left
onto any available slopa, Make
your way up and left until you
reach the exit from the maze in
the top-left. Look for the skulls
near the maze axit (the platforms
to escape are over the righi-hand
side of the map (the fifth set); all
other sets of platforms lead to
bonus items and that's all). Leap
up the fifth set of platforms and
head left, then up and then right.
You'll come to a place with a drip,
iour diamonds at the top-right
and a huge jump between you
and them (CB4 version owners
can get rid of the drip by walking
back to scroll the drip off-screen
which makes it miraculously
disappear). Jump over to get the
diameonds and then continue up
to exit the stone maze. (There
are few problems here, just make
sure you don't fall down any gaps
at the bottom of the platforms as
it would take you through to the
maze of platforms below.)

Once out of the stone maze,
head left to the Three-Headed
Maonster. Use your lightning blast
on each of the three heads (it's
best to get rid of the top one first
and work your way down). Use
energy lines as much as

IN A POKE

possible.

Once the three-header is
defeated, take your time hopping
up the platforms on the left-hand
side. Leap across the platforms
leading right and go up the last
third of the level. Take the LEFT-
HAND slope (NOT the right-hand
slope as you can get
permanently stuck in the cormer).
Take care as you arrive al the top
of the left slope not to get stuck
in the corner. Jump onto the
platform and up (reveal the grey
power block for bonuses if you
want). Move right and jump up
and across the final set of
platforms (if you fall off the
1st/4th or 5th platform along then
hold down left or right as you fall
to avoid falling through the gaps
below and all the way down to
the bottom of the large slopes).
The exit lies just down the end of
the right-hand corridor (use the
lightning blast or laser fire to blow
away the skulls blocking the exit).

Get ready for World 5 next
month and coming soon,
Turrican 211111

DA OUTRO

A veritable feast of
tips, solutions, maps
and POKES was con-
sumed this issve,
even with half a ton
of Xmas Turkey under
our belts. Turrican
should finish next
issve with Terrican 2
starting soon after-
wards, Robo 2 on the
€64 should begin in
earnest and hopefully
some Battle Com-
mand tips covld start
appearing. Anybedy
working on a €64 or
Amiga Turtles map
out there yet?
(although it's not out

as | write this), or

what about maps,
POKES, tips on Sum-
mer Camp?

Next month watch
out for the ocods
being delivered on
Nare, Prince of
Persia, Night Shifs,
James Pond, Chip’s
Challenge, Creatures,
Navy Seals. The
address for the wvsval
fan/hate mail and
tips galore is News-
field, Pig in a Poke,
ZIAP!, Ludiow,
Shropshire, SY8 1JW.
Till we meet again...
hic!
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m NOW TAKEN = CASTLE COMPUTERS
—— o WILLIAM CLOWES STREET

BURSLEM
STOKE-ON-TRENT

STE AP

TEL: 0782 575043

Computers

=
All orders under £5 require 75p towards F&P. Over £5 P&P is free. Any game not released will be sent on day of release

COWABUNGA DUDES! £64 TOP TITLES £64 SPECIALS

DUE TO POOR TRADING CONDITIONS THIS Ninja Turtles..................9.99  Ferari Formular 1 ......... 2.99

SUMMER WE ARE BEING FORCED TO CLEAR  Golden Axe..............8.99  Skate & Die.................2.99
RV -isniivassass e svnainensiunun 7.99 Dynasty Wars 3.99
OUR LARGE STOCK OF C64 GAMES TO MAKE  Creatures TR [ EMotion............ . ‘468
SPACE FOR THE XMAS RELEASES. Chase HQ Il . 850 Wierd Dreams.............. 3.99
Night Breed .. i 799 Kick Off ... 1.469
Double Dragﬂﬂ--------------z-gg Chambers of Shaolin ... 3.09
WE ARE SELLING THESE GAMES AS Last Ninja .. L Blood Money ................. gfgg
BLANKS, WITHOUT PACKAGING, TO SAVE ON g 1¥Pe coiocce298  Ninja Spii.............. 4.99
OUR POSTAGE COSTS. BRI o o SR RO ot e
Line of Fre -‘,r 99 BIIUE Aﬁg&lﬁ ................... 3.99
Snow Strike.................7.99  Rick Dangerous Il .........7.99
TO MOVE THE VAST BULK OF STOCK, THESE U N Squadron................8.50 LE T B 3.99
GAMES ARE SOLD IN PACKS OF 20 OR 50 EOWD i 8.50 FER et S
o | R R (L L1 | SPPPRR :
‘NDIVIDUAL CASSETTES. Dragon Breed................ 7.99 Wonderboy.............cu.ee. 2.99
Total Recall ................... 8.50 Sega Master Mix.......... 12.99
Super Off Road Racer...8.50 TNT... I AR i
STACKS OF GOOD GAMES. Spider Man.................... 7.50 Platlnum < I oA
Bad Lands....................7.50  Challengers................ 12.99
Sim City... cenen 399 Shadow Warriors...........7.99
E{;ﬁﬂgﬁ%m S g gg Ghouls & Ghosts........... 6.99
o]
N T e Y
20 GAMES ?5::;?: I(]:EI"F'IFI """"""" ;gg Run The Gauntlet..........z.gﬂ
ONLY £9.99 e T 50 Lords of Chaos.............. 6.99
+ E1 p&p Pang {Daﬂl’bﬁgﬂ] 1?' gg Eug’gy BDF,.....:..............2.99
(That's only Shadow of Beast G_hugts & Goblins.......... .99
50p each) (Cartridge).................17.99  Bionic Commando.........2.99
Robocop Il (Cartridge) 17.99 Head Over Heals .......... 2.99
Midniaht Resistance..... 7.99 Spitfire 40......................2.99
Stun Runner..................7.50 Sanxion .. eressiivesn 39
Ninja Remix...................7.09  WC Leaderboard...........2.99
Last Ninja 3 Predalor ........ihs i 2.99
50 GAMES {Gartr:dge} ..2199 Slap Fight ...................... 2.99
DMLY £19.99 Kick Off 2... s RS0 Ly ONeEeRte T S L 29
+ £1 p&p Subbouteo... 750 Slaine... 7R UREA N 4
{That's only Inter 3D Tennis.............7.50  Wec Le Mans ............ 2.99
40p each) Addidas Football .......... 750  X-Out... RSB
Klax .. YRR - Nhghtbreed vareenen..B.99
Sl SPY ..vovrrcrrir T 99 Scrambled Spirits..........3.99
gglarﬁ:nHrad;ia --------------- ;gg WC Boxing Manag&r ..... 4.99
R Ak B : John Lowe's Darts.........4.99
;ﬂ;cr:gpmse Soccer......... g gg Spy Who Loved Me.......7.99
Mcnt:F'whun SR 50 Subuteo... cerversnsnans 1200
T“I-thm Prl“_ 1 N Hme -------------------------------- RS SAEAESEN AR EEE R -
Address........c.ccouuu..n AR R L 30 St
OV NID i iccinissmsitipiies TR Nk BB o S A
ZZC02
Total Cost £

For all orders under £ Please add 75p P&P Proprietors: S.A and R.A Beech




MAKE THIS
SPACE
WORK FOR
YOU.
CONTACT

D THE CD OF

YOUR CHOICE
IN THE GREAT
ROCK TRIVIA QUIZ

hfn-mng enl‘trlmmnnt
- — — MEW ME

GEORGE
KEENAN
ON
0584 875851

CALL @829 030314

| FOOTBALL TRIVIA QUIZ

0839030 315

NAUGHTY TRIVIA QUIZ
0839030 316

= — PFropritier B.Everins. PO, Bax 71, Mineton. Warwick, EV15 QXA

Chargemin § " othar
ﬁ-—lﬂﬁhll'lm':u RE

Bk w RO DT |

E COMPETITIVE T et s
visA cBM REPAIRS JE N | BINARY ZONE PD |
AT - - The Very Best Of The Rest - - e
DIGITECH 90 (TELFORD) Including the very latest releases and all the ciassic tities as
LOW COST\Dl AGNOSTIC Q‘UOTAT'ON well as games, !..lliliﬁus. music demos etc.
ON Amiga demo disks cost only £2.00 and CBM &4 demo disks

I are only £1.50. |
Now you can find out what your compuler can really do by

6'4/ C -A500 -A2000 ETC writing now for our catalogue. (FREE Disk with first order).
DISCOUNT FOR BRITISH ASSOCIATION OF PINADY ZONE DI
COMPUTER CLUBS AFFILIATED CLUB MEMBERS 153 Farriers CﬂlﬂEl-‘; ’;'ql'astlands.- Drnm-vinh, Worc's. WR9 9EX.
TEL (0952)292374 FAX 292396 "PIALAS Sits Maontie Trp

I OVERSEAS ORDERS WELCOME l

5 AND SPARES

TELEPHONE

0457 866555 |y
A 0a57 867761 (If
BN | 0457 869499 | |l DPE

]
= "NEED YOUR COMPUTER REPAIRED FAsm‘::?/

225" | FED UP OF WAITING WEEKS FOR YOUR COMPUTER I g, | .
YOU WAIT RE TO ARRIVE? glﬁﬁa?.‘"‘-' i REPAIRS ‘

WON - SAT 10-3 §

THEN WAIT NO LONGER-The VideoVault have been servicing €64
since 1982, we are the no. 1 Commodore Service Centre servicing
1000's of machines each week,

WE DON'T JUST REPAIR YOUR COMMODORE 64-we check loading,
sound, memaory, coiour, In fact fully overhaul your computer for
only £49.95 -which Includes all parts, labour , VAT and return
postage + packing — NO HIDDEN EXTRAS. Your Commodore &4
computer will be repaired to give you years of troublefree
enjoyment, (please note power supply units are not repairable
and would need to be replaced. These are avallable from us at
E35.001.

2
.
Z

tDHHUDﬂﬂE

I8 we Find the computer is
HN‘C Pﬂ“ER unrepalrable due 1o tampering there
sum‘l UH" wili D 3 handiing chargs of £15.00)

THE VIDEOVAULT
Lt{% Power Suppl @ COMPUTER COMPANION

units EDITION HOT OFF THE PRESS

Send your computer now to- i onlyES5.00 | wewbigger ologuenowaae =)
VideoVault Ltd, Old Kingsmoor School, +ELESPND. | CORCIVEG over S/R0 RS IRCHIONGS StHAS V]
2, Railway Street, Hadfield, Cheshire Sk14 BA DUsines Software B0OKS, s many more PR
AT ALGGL{Ef Telephone: 0457 866555/867761/869499 Head Office & Credit Earn QrOes, Quenies. . - etseaListat En T B i

Luuw AVAILS0 o Manchester061-2360376 while you wait repairs & Spares Centre only.  aeiwerea to your door by retun post
T “EMEH'L ¢ Copyright Videovault Ltd No.0901871 WE NOW HAVE FAX: {n] 457 353945
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GAME PRAUSED

* Background graphics are unremarkable, but the animation on the main sprite has to be seen to be believed!

® Domark,
Amiga £24.99

n ancient times Iran was

known as Persia, but it

was never an easy place to
rule. No sooner than the Sultan
is off fighting for his country
then the dastardly Grand Vizier
proclaims himself ruler. To give
some kind of legality to his
reign he plans to marry the
Sultan’s beautiful daughter.
This is bad news for you, not
only because you love the
princess, but also because the
Vizier is the sort of guy who
believes all's fair in love, war
and pretty much anything else
he wants to win in. So you've
been thrown in prison and the
princess given an hour to agree
to marriage...

The Princess is imprisoned
in a tower and can only be
reached by battling through the
dungeons, main palace and the
tower itsell. The further you
progress, the more skilfull the
guards are, but there's much
more to the quest than that.
The palace is riddled with traps
— loose floorboards rattle then
give way, plunging you into
fatal falls onto hard stone or
razor sharp swords. There's
also pressure pads which open
gates for a few seconds, or
close them! Beds of spikes can
be crossed — if you're careful
— while health potions restore
energy. Further cause for
concern is given by rumours
that the Vizier is a magician!

Prince is basically an arcade-
adventure in the classic mould,
complete with flickscreen
scrolling, countless platforms
and ladders plus plenty of

Two ‘great heads’ for o game that looks decidedly
mediocre? ‘What's going on?’ you cry. Well, cease
worrying Prince is o superb mix of Dragon’s Lair-style
puzzies and traps with far better interaction. Almost

every screen is a mini-puzzle in itself, needing to be
taken carefully one at a time. Some are particularly
devious — the end of level two had us dying for ages.
But the marvellous way some cnmlu moves are occessed,

becoming second nature almost iately, means never feel
too frusirated. It's enjoyable seeing Prince leap about —
he’s animated with such skill that his zest and enthusiasm become
infectious, driving you back again and agai until the lotest puzzle is
defeated. My only rel moan concerns the similarity of each level in
graphic style, ol ouFl the palace is a bit different — and better,
Otherwise each level is nicely structured, progressively expanding
the demands and puzzle complexity. Superior animation quality
sampled effects lift it above virtually ll other Amiga platform games
of this ilk. Recommended!

swordplay. The difference is the
detail with which your

character has been

implemented. He can walk, run, |

*  Rescue the beautiful princess in Domark’s Prince O Persia.

L7

inch forward, jump, hang from
ledges, duck, pick up objects,
make various sword swipes
and more besides.

(Amigal

r 2

Persia is one of
those unfortunate

that doesn't
ook amazing in
screenshots and

lacks any startling

new concepts. A
shame becouse H:is m£[ is a

very good game. The sprites
more than compensate for the
unremarkable backdrops —
the number of frames of
animation in the prince must
be incredible, it's all Aawlessly
smooth, even down to his
stomach swelling when he
swigs down a potion, Actual
gameplay is surprisingly
addictive, with lots of nice
touches which odd up to some
tricky puzzles. Expleoring is
always worthwhile and can
ive the solution to rooms
urther pti:'; Nu}adlesl to say
there's ty of pixel-
leaping about, |:|r1.lll:'I the m
so controllable that this is
rarely too irritating. Similarly
?ui"f back to the start of o
evel can be annoying,
especially with time always
ticking down, but the superb
layah

u ility always pulls you
. s amazi such @
basically simple game has
been Tudu so addictive and
compulsive by programming
flair and attention to detuil.

C64 UPDATE
Mo debinite plans oy yet, but ofter
Wings OF Fury it's hoped there will be

g 3

PRESENTATION 84°
Intro, good demo, intedevel screen,
keys ophon, save-to-disk offer level

3, infinite contin (rom begin:

ning of level untl fime runs cut),
GRAPHICS B85%
Unremarkoble back , but oll the |
charocters are belliontty onimoted. |
The main sprite has on incredible
number of superb moves.
SOUND 80°%
Excellent spot FX with some nice
hunebets.

HOOKABILITY 86%
Instanty playable, with com
moves mastered very easily,

LASTABILITY 88%
s fairly easy to use confinue-

to battle through o couple of !
but o ane hour time limit overall
makes spoed vital eventually with

h'.agfmgmrd:w:gnpsmlndthr-

ward o,

OVERALL
BB

The best swashbuckling
[ arcode/ adventure in oges
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® Impvuize, C64
£9.99 casseffe,
£14.99 disk;
Amiga £24.99

elevision will never be

the same! At last, Edd

the Duck has been given
his own TV serles. However,
Wilson the Butler is a bit miffed
at being left out. He reckons he
had a hand in Edd’s rise to
fame, so he sets out to
sabotage the show.

Edd's TV series is split into
nine episodes, three for each of
the three BBC Dapartmants:
Weather, Special FX and
Children's TV. In each vertically
scrolling eplsode Edd must
jump between platforms,
collecting stars and avoiding
Wilson's cronies — including
fish, bumblebees and even
Arglefrags from the Alpha
Centauri System (you've got to
hand it to Wilson, he's got
contacts). If Edd collides with
any of these he takes a fall and
the director orders a retake —
Edd has four takes (lives) in all.

Edd also has a special
snowball firer which freezes
nasties for a short time,
allowing him to safely pass
through them. When Edd has

collected all 20 stars, he can
star in the next episode.

First impressions
are of Rainbow
Islands, what with
the  vertically |-I
filled levels.
HPw“.;:nn E::
E::rmlhﬂ the stars without
touching the nasties. it's
the cute main character, but the
ame has a certain iIMPh
c keeps you coming
back for another try.
Technically, neither version
impresses. Despite I::‘::
sprites,
version comes off the better,

of the game. Edd is also
slightly smaller in relation to
screen size, 50 you can see
more above him.
it's more difficult ’rhﬂ 2;
Ami — even
II"T ?:': challenge to
complete. Sound is good on
both formats, with jolly
Amiga tune particularly
pleasing. All in all, not quite a

CASTTFS

but fun for Edd
e

-
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* Those teddies may lock cute but they'd only be too pleased to knock Edd
over. |Amigal
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PRESENTATION 559%
Same as Cod.
shoded.
SOUND 72%
Pleasant in-game tune and hunelets,
no FX.
HOONABILITY 68%
Very easy fo get info.
LASTABILITY 62%
Oniy nine levels, ond not os
challenging as the C&4.

OVERALL
ST

Simplistic but good fun for Edd fans.

cE64a

Mo , b s 50
death mdhfp‘&ddt complete’
screens.
GRAPHICS 63%
st e ik
; is
Spectrummy

I o B B
Tune,
unaleh.

HOOMABILITY 71%

i concept makes it immediately
3. playable.

shemasiy so
Miree " "

OVERALL
O

Good simple fun.




® Thalamus, C64 £9.99 cassette, £14.99 disk | '

SUMMER €AMP

ummer Camp is an

American institution, a

place where most
American kids are sent over the
summer hols. It's a place of
outdoor sports, campfire
singing and rodent oppression!
Yep, yours truly — Maximus
Mouse — is always being
blamed for the slightest mishap
at Wotadump summer camp.
So when the camp’s flag goes
missing, twenty-four hours
before its season opening, my
whiskers start twitching. The
incredibly patriotic, and
extremely sadistic, camp
commander has promised to
barbecue me if the flag isn't
found — he thinks | ate it!

Methinks it's time to find a

replacement, unfortunately
whenever | go to the corner
shop to buy one everyone
screams and tries to jump on
me. There's only one solution,
nabbing the flag on the moon,
the one they always show on
MTV! So it's time to get some
transport, but since my
allowance won't stretch to a C5
I'll have to do it myself. On
each of four large levels | have
to collect Acme crates, each
containing a vehicle part.
Sounds easy enough, but
there's plenty of mouse-hating
creatures around to drain my
energy or even eat me. It's just
as well that | can roll out pool
balls from handy dispensers,
using them either as a platform
or a as weapon to roll over
nasties. The levels are also

littered with special icons, most
of which can be collected —
apart from the deadly
mousetraps — to give me extra

’ 1"?} - ey
rrrrkr

energy, extra lives, a gun to kill
nasties, smart bomb, and even
the-power of flight — on the
first level this is achleved by

i Llag

e

FFFFFrrerrrer '

m buﬂsaulmdﬂummmphd(daqumhhck
of originality. Nevertheless it is very playable, the sub gﬂm
umu Mnmwhihﬂmg
MMtme or
wdmm

ics are

uF'H'm

* The blueprint of the Acme vehicle is slowly taking shape in the top right corner.
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turning my tail so fast it acts as
a rotor! | can also perform a
spectacular low jump to get
onto platforms and lifts,
although if | fall too far I'll make
& big splat — unless I'm
wearing a parachute.

As | collect the Acme parts, a
vehicle blueprint builds up.
When this is complete a
subgame begins — | must
assemble the vehicle using
switches. If | select the correct
switch, a vehicle component is
fitted; get it wrong and ALL the
fitted components are put back
into their boxes! | get a bonus if
the vehicle is completely
assembled within the time limit
— though even if | fail, the
vehicle is magically assembled
to take me to the next fun-filled
level,

Summer Camp is
no masterpiece,
but it is a fun litle
game. The simple
platferm action
seems very old-

fashioned but it's
livened up by jolly tunes and
some very cute, colourful
Fruphlu Each of the four
evels has its own unique
x’:pluml style, mngmg from
o of o
mou
huwlsrm his
mﬁpﬂﬂ from the pool ball
dispensers, tl'mugh there's
very little in the way of
Eumpluy innovation — the
onus sections are
disappointing, solved merely
by trial and error
Mevertheless, the game's
certainly o fun- ]:m:l:ul

hame cbovt Al i o, T ey

Smmwfampuwnﬂwﬂtu
visit.,

PRESENTATION 80%
You stay on the level after death, help
screen and in-game arrow hints.

GRAPHICS 82%
Imaginative, varied and detailed. Lots
af eolour and humour.
SOUND 73%

. Some nice lunelets, Lourel and
Hardy-like moin tune ond deceni FX.

HOOKABILITY 78%
Freedom to choose your own route

through initially confusing, fakes hime
to work how to go obout things.
LASTABILITY 81%

Four levels provide a formidable and
varied challenge,

OVERALL
BOe

A fun woy to spend many winter
nights!




% The red collected while the blue cop duck
ndoenodth o deodly gropping hooks gl cop dec

® US Gold, C64
£9.99 cassefte,
£14.99 disk;

Amiga £24.99

yber City is the latest
American metropolis to
fall under the control of
criminal elements, but rather
than calling in RoboCop, Don
Johnson or the Narcs, this city
has developed its very own
supercops. Department ESWAT
{(Enhanced Special Weapons
And Tactics) is an elite division
of the ice — you know,
the one where the really big
guns are! Of course, it's your
aim to get promoted from being
a lar SWAT cop to an
EMT cop. Misslons m
tough nowadays that just one
patrol earns promotion, firstly
to captain then assistant chief
and chief before finally making
it into ESWAT. Here you are
outfitted in the very latest in
cybernetic exo-suits, double-
laser cannons and the option to

pgradt mega-weapons.

The pursult of truth, justice
and mmhodymum is
shown side-on, in a horizontally
push-scrolling urban jungle. As
one or two cops march
rightwards, criminals rather
stupidly rush them from left
and right. Wiser crooks snipe
from windows, while at the end
of most levels there's a super-
baddie to be dealt with. The
cops can shoot upwards to

o alternatively jump up onto the
platforms

to attack them from
the side. Once transformed into
an ESWAT cop, the villains start
dropping all sorts of
superweapons which can be
picked up and used. These
tand to be of the amart-bomb
variety and are activated by the
shift keys.
On the Amiga version, men
have three units of snergy to
lose before dying, and very
little ammo so plcking up
bullets Is essential. By
conirast, the C64 has no
energy units but more lives,
and 80 much ammo that

magazines are unnecessary.

*  Kitted out in their exo-suits, the ESWAT guys take on o brown-trousered villain. [Cé4)

PRESENTATION 76%
Alroct sequence showing aio-suil
detuils, interlevel broshing scresns,

simulianecus heo- made and
hwo confinue-plays per play.
GRAPHICS 63%
Generally bland, washed out
graphics oithough sprites are big ond
animafion i occapiobile.
SOUND 535%
Madiocre intro ke while in-gome
sound is restriched ko odequate spot
FX.

HOOKABILITY 57%

Easy o get into,
LASTABILITY 50%

OVERALL
52
Anudlucr&mmm of a madioors

64

PRESENTATION 44°%
Two lenenls per lood, simuboneous
fwer- pleryme i3 veslcome bot thers's no
presemiohon screen
GRAPHICE 61%
bodkdrops ond odequote spries, bt
alc some gliches|
SOUND 45%

Okcay litke tune, odequate in-gome
FiL

HOOKABILITY 60°%
Again very easy to get into, possibly
too simplistic...
LASTABILITY 43%
..while later levels odd litke new

OVERALL
e

An un'rm.p'itd CONTWr 30T,
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ZANY!
ADDICTIVE!
WHACKY!
CRUEL!
WILD!
IRRESISTIBLE!
TEAR-JERKING!
FUN!

HEOT

HGF'E 'I"'HEIII
L omET

CLYDE RADCLIFF EXTERMINATES ALL THE UNFRIENDLY, REPULSIVE EARTH-RIDDEN SLIME

! TO THE RESCUE!

Held in devilish torture chambers, an entire
E=® vyillage of Fuzzy Wuzzies—the cutest but most
i MIHiEFE\I!ﬂI.tE characters ever—need your hel
Control the only free Fuzzy, Clyde Rad{hﬁp
on a mission that takes him through the haunted
Black Forest of Gateau, to a land full of craz
creatures, scuba dmng in piranha ponds an
; into the lethal torture chambers themselves!
relrlisanends You need quick reactions, a sharp brain and a
SLALAL 'nt g > x, crazy sense of humour to complete the cartoon
. game of the year—Creatures!

"

By Apex Computer Productions

CBM64/128
£9.99cass £14.99disk
Amiga and Atari ST £24.99

FREE!
A FUZZY WUzZzy
IN EVERY PACK!

Thalamus Limited, 1 Saturn House, Calleva Park, Aldermaston, Berkshire RG7 4QW Tel 0734-817261




® Rainbow Arts/Lucasfilm, £24.99

mas ‘85 saw Ballblazer
earn 98% as ‘the
computer equivalent of

such classic sports as football
and tennis’. The belated Amiga
conversion boasts additional

features such as a tournament

| thought the |
:-". overrated.
Five years later,
Masterblazer
features the same
extraordinarily
: a sort
m tech blow footballl
There are very few tactics
is limited to o
frenetic between the two
B s
, even with its

tournament mode and (dull)

race game, Masterblazer is
z&ﬂﬂr- in confent —

Excellent presen-
tation is welcome,
) l:hn!i “'l" ;::tnﬂul
1 thing is game
and after five
years it's a little
dated. Fast, fun
and frenefic it may be, but for
long term play it Iucki the
ll.vbsdy of say, Kick Off 2 for
one. Purple Saturn Dur
contained a superior
player :;ml umung Hl“zu'
mu

mes to go wllh the
nﬂum mnnmun The race

mﬂlﬂ w m

game and again,
while fun m the short term,

=

| lacks

option for eight human or
computer players and a race
game. The core game uses a
rectangular playfield
surrounded by walls. The goals
are constantly moving at either
end, and 1-3 points are
awarded depending how far
away you are when a goal is
scored.

You pilot a rotofoil which
automatically points toward the
ball — get close enough and
it's captured in your pullfield.
Pressing fire triggers a
pushfield firing the ball, also
useful for knocking the ball out
of your opponent’s pullfield.

The Race Game uses the
same basic graphics, only the
goal posts serve as gates
which you must race through,
hopefully carrying the ball —
there's one between each seat of
posts,

PRESENTATION 90%
Good infro, nine levels of droid
oppanent, variable fime limit, two-
player mode, tournament and good

demo/info screens.

GRAPHICS 74%
Extremely tast with good detoil on
rotofoils.

SOUND B86%
'Auto-improvised’ main tune plus nice
in-gama FX.
HOOKABILITY 76%
Can be confusing initially, but superb

presentation soon makes things clear
and pulls you in.

LASTABILITY 75%
Tournament and two-player provides
some |asting challenge, but basic

gome is limited.

OVERALL
» O T

An excellent conversion of a some-

what dated game,

® Domark/
Tengen, C64

£9.99 cassefte, <;~

£14.99 disk

badl

fter a nuclear war, life
goes on — in the motor
racing world at least.
Violent races continue on
tracks in a zone known as the
Badlands. Cars are armoured
and armed and losérs pay with
their lives,

Eight single-screen, plan-
view tracks are littered with
hazards such as oil patches
and spikes. One or two players
compete against computer
controlled opposition in four-
lap races. If a car is destroyed,
a helicopter lowers a
replacement onto the track,
wasting precious time — only
the winner goes on to the next
race.

Spanners lying on the track
can be collected and used in
the interlevel shop to buy
shields, higher acceleration,
missiles etc.

2 baw voers back. |
| the Super
Sprint was
outdated rubbish
but it was
converted to the
all the

same. Badlands is really ne

better; different gﬂlrhu and
one or f'wo new reatures.

Gameplay’s just @ matter of
steering left and right fn
negotiate curves a

obstacles — hardly likely h
tax the brain cells and reflexes
of today's gamers. Aesthetics
of the conversion are weak
too: crude, boring
backgrounds and grating
music and engine noises.
Bearing in mind Domark’s
success with previous Tengen

?in-up!, Badlands is a vast

hdlﬂnd{ suffers
comi
the brilliant lron
Man conversion,
The cars are just
that bit too large
for courses,
making overtaki
and ll:‘s frustrati a::r to
crash as you ftry to [
S0 pics ond e

and hmbh action uf lron Man
is missing, but the weapons
are a nice addition. Also the
two-player mode works well
enough -— Phil and | hod some
fun co-operating Enmm;hﬂ:
com player. i
iucmn—npm this ||.|1|"tb:'::|tl

s

Amlu-t-

PRESENTATION 75%
One or bwo s.. :.mﬁm.rmpluyi,
winner's podium and shop screens.

GRAPHICS 49%
Dull, simplistic bockgrounds and
plakn car sprites.
SOUND 38%
Irvitating fitle music, droning engine
noises and o few squeaks.
HOOKABILITY 64°%
Gameplay ond control methed ore
very easily grosped.
LASTABILITY 39%

Eight tracks and various cor
improvements aren'f encugh o dis

guise highly repefitive gomeplay.

OVERALL
<l 1 o

A lacklusire conversion of o mediocre
COin-0p.

ZZAP! FEERUARY 1991 Il 87




ZZAP!TEST

® Electronic Arts, Amiga £24.99

y | N\DVIROLS 500

he official sim of one of
motor racing's greatest
races allows you to race
around that famous banked
oval in one of three types of car
(March Cosworth, Penske
Chevrolet or Lola Buick),
steering via mouse, joystick or
keyboard. Colliding with other
cars or the track wall can result
in a spectacular pile-up —
which can be replayed (only on
1Mb machines) from six
different camera views.

In the full 200-lap race (you
can also compate in shorter
sprint races) you'll need to visit

® Psygnosis,
Alnlgn £24.99

the pits several times to refuel
and change tyres. Here, you
can also make subtle
adjustments to your car
configuration by altering the
settings of wings, gears,
shocks etc. The longer races
also feature yellow flags which
forbid overtaking while
wreckage is cleared from the
track.

Options allow you to alter
mouse sensitivity and choose
from three levels of graphic
detail — the less detail, the
faster the game speed.

Toast Max T

of the screen it loses valuable
fuel and Is replaced further
ahead on the track. Run out of
fuel and you're out: so watch
out for fuel barrels which roll
by. Other collectables include
nitro boosters, points and cash

ith all these ‘races to
the death’ it's a
wonder there are any
drivers left at all! In fact, just
four remain to contest the Nitro
Championship. its 30 races
take place over four different

PRESENTATION 70%
Nice roy-iroced intro, choice of car,
upgrode parts and option for other

ko join in of any fime.
GRAPHICS 64°%
Unremarkable but smooth scrolling
overhead view,
SOUND 74%
Okay soundirock, nice FX and
shopping hune.
Hu?rrﬂ'm UWMT;.-’-
easy o get inko, wi
LASTABILITY 54°%

30 roces provide o tough challenge,
b\#rl’:-l.ﬂhﬂ'lnhlrnpuhﬂw

OVERALL
.

A fun lithe game, but overpriced.

B 33 B ZZAP! FEBRUARY 1991

types of terrain so0, uniguely, to spend in the interlevel shop

the competitors are allowed to to buy better engines, tyres,

change their cars — Formula 1, | nitro boosters, etc. Some of the

Sports Car or Turbo Buggy — races take place at night with

for a small fee in-game. the road only lit up by

The action is shown from headlights — you can even

overhead with the four cars (up | collect dark bulbs to turn your

to three human competitors) opponents’ lights off! Winning PRESENTATION 78%

racing around scrolling roads. a race earns you championship Extensive options including replay

if a car is scrolied to the edge points and extra fuel. faacility

GRAPHICS 74%

{-JLHI}' 3-D with varable 1|r|:|||l|||

detail

SOUND 60%

Intro fune |||!i|l-lr » FX

HHGHAHILIT‘I’ 73%

‘1{11” If r, |'| e H]r moes arme o rll MO F'J
infroduction. ..

LASTABILITY 65%
Jbuit the I'u“. }ﬂﬂ ||.:p PadE 14 r_a|1|:p- ‘FEJI
thies barcrwes!

OVERALL
OSSOV

A sur |.'|r|1.|rlgi|:.r -_.unpll' r_lrlwug gami.

i ChAan
BEH I MDD
TRAaC K

INDY CANM =




' ® Tengen/Domark, C64 £9.99
cassette, £14.99 disk; |
Amiga £24.99

ou've done some Hard you down. Avoid the armoured stages of the network with two
Drivin’, but have you drones though; they’re continue-plays. Also in the TR
tried 900mph speed indestructible. game are Challenge Levels, < Igﬂ

racing in the 21st century’s The Runner can climb up consisting purely of boost pads
Spread Tunnel Underground onto the sides of the tunnel e e i et o ik PRESENTATION 51%
Network Runner? Taking on all | walls to keep up speed. over as many pads as possible ?":;EP‘"“"“’“'? ‘P;':"“‘lt“l'l";:i
contenders and the tightest of Running over boost pads gives | to get into the Booster Bunch ptr hﬂ“m e e
time limits you race through the | extra acceleration and allows Hall Of Fame. The prize for the lood.
24 tunnel networks, the twists the Runner to loop over the top | fastest Runners is a chance at :
and turns getting wilder and of the tunnel. Ramps Iift it the Ultimate Challenge track GRAPHICS 41%
crazier with each new level. momentarily into the air over where everything is thrown at Washed o, lacking defoil and
The Runner is initially obstacles. Collecting 30 green Soggish in movement.
unarmed but progression sees stars (blocks on the C64) gives
wing pods added and lasers for | a Shockwave (smart-bomb) for
disposing of annoying drones use later on. . - ; sy
and mag cycles that can siow Three skill levels allow the I'm stunned by just with some unsophisticated FX.
Runner to start on selected %7 | how bad this is, Gract engine drone.
\ especially  the HOOKABILITY 39%
pathetic Amiga When an Amigo game maoves slower
version.  The than i Co4 v i things don't

LASTABILITY 36%
¥ ...mﬂﬁiﬁfﬂﬂuhhmu‘gmpﬁk
i's more like variety 4o reward progress, the
Sunday drive than o racel .
Without the speed, you're left
with some very limited

s i vk wibe

iding oF Mot 30 5. TUNMNILN.G.

mim,mm

iga with a decent s
effect, but ultima
from the same lack of content.
Not o bad effort, though.

PRESENTATION 77%
I screens wﬂ: 3 skill bevals, two
high score tables, two continue-plays.
Mo multibood

GRAPHICS 32% -
Looks rather like the coin-op with o
comvincing Runner sprite. Hasn't got
the speed or smooth hunnel animation

ko mabkch, though.
SOUND 44°%
Initially promising main fune is let
hﬂhhw?w&mdfu‘r.
Poor in-game sffech and hunes don't
help either,
HOOKABILITY 54%
.'vgi' ishe oction throughout but very
ight fime limits con make progress
slow.
LASTABILITY 42%

Dull with lack of major i

chonge in hunnels, enenmy rhi

and lithe reword for completing sec-
fons.

OVERALL
<h ER
A grophicolly good comversion lack:

ing all importont fun ond acciement.
MEDLD.CRE.
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he Ultra War is sel on the

New World, a planet

dominated by two
warring superpowers — namely
the North and South. Forces
are so evenly matched that
however many people die,
neither side comes any closer
to victory or defeat. The latest
hope for breaking this “forever
war' is the Mauler superiank,
which can be sneaked over
enemy lines in a Stealth
Chopper for devastating
surprise attacks.

There are 15 missions which
can be attempted in any order,
with a secret final one when the
rest have been completed.
Although there's plenty of

@

ZZAP'!TEST!

® Ocean, Amiga
£24.99

external views of the tank, the
best view is from the cockpit.
Keys, joystick or mouse can be
used alone or in combination.
The Mauler is capable of
90mph, and equipped with
sophisticated radar (the colour
of dots showing whether
they're enemies, buildings, etc).
There's also some add-on
hardware: a Rear View Camera,
Nightsight, Binoculars (up to Bx
magnification) and a Homing
Scanner, showing where a
selected object is. These
special views can be shown on
the Mini-Screen in the centre of
the control panel.

The basic Mauler is
completely unarmed so betore
each mission you have to fill

»

four weapons slots. To fire
normal, unguided shelis the
basic (non-rotating) turret can
be armed with 60 shells.
Additionally the turret can fire
missiles. The Banshee Surface-
to-Surface Missile comes in
heatseeking and radar-guided

types: the latter is more
accurate but also bulkier, so
less can be carried. The
Phoenix Surtace-to-Air missile
is similar, but targeting is more |
complex where you must use

the Mini-Screen to move the
cursor into a lock-on. And the
Dragonfly is completely remote
controlled.

More simplistic is the K40
maortar: shells are thrown
upwards and forwards to hit
objects hiding behind hills, for
example. The K90 is an
improved version, with each
mortar splitting into eight
bombs mid-flight. Bul the most
powertul weapon is the base-

| wrecking Sleeper Time Bomb!

The Mauler can also be

| equipped with defensive

weapons such as flare and
chaff launchers to decoy
heatseeking and radar-guided
missiles respectively. These
can be set to launch when you
press fire, or once every minute

* BaMe is played at 24 times real speed, so night con come very quick
making nightsights invaluable. s Y quickly

— — —_— o

¢
-
e

* A beautibully detailed A-10 attack jet tokes off just inches before hitling

you

HE 0 B 77AF FEBRHUARY 1991




(quickly exhausting supplies).
More impressive is the SLAM
laser — once activated, this
fires automatically but can anly
take on one missile at a time.
The SLAM is good for 80 shots,
Rather less defensive is the
amazing anti-armour Skeet
weapon: fired from the rear this
zooms over the battlefield until

* An exterior view of the Mauler.

truck convoys. There's a

satellite to find, a bridge to
defend and at the end of each
mission you must reach the

What Batle Command lacks in realism it more than makes for in
playability, general polish and some outstanding vehicle graphics.
Realtime ignored the Amiga’s limitations a gone over the top
on the number of on-screen s with no noficeable speed loss.
The Stealth Chopper looks excellent, as do the A-10s but m
personal favourite is the Apache, a great sight to see takin Jr'
when | started taking out its base. Fancy graphical effects don't
make up for a lack of ‘driving’ realism but they're impressive
nmdlmcss. What got me excited about Batle Command was the
considerable variety of mission styles and demands. There’s only 15
missions (plus one secret mission) but it's not all blasting as stealth
and tactics are definitely needed. Search-and-rescue missions involve
(hopefully!) minimal contact with the enemy as you hunt for o
satellite or o hostage, Escort Duty is literally Mwﬂgﬂﬁehhuluuh
the defensive for once in an attempt to protect a fuel convay, while
attempting a direct assault in the Hostage mission is doomed to
failure, With the advent of tactics comes new, tougher and markedly
different attack tanks with each successive mission, making for
engrossing stuff. Roll on the Mission Disks.

SIGAT ACTIVE

it locks on a target, then
explodes directing a lethal
shell at the target.

It you get hit, systems
nearest the point of impact can
be damaged or knocked out:
anything from weapons to
instruments to fuel. Aiming to
inflict heavy damage is a huge
range of enemy forces,
including various types of
tanks, gunship helicopters,
scout helicopters, spotter

Battle is a surprising sort of game considering Realtime’s strategic

reputation. Frequent, close-in tank combat resembles Botfle Zone

more than anything else, o little unrealistic considering the long

range gunnery 'ﬁ modern tanks. Team Ynnl:uuﬁer alone

MicroProse’s M-1, has a more realistic feel. As for actual 5 2

there’s none, the fifteen main missions are linked only by their
ing bonus s like a typical coin-op.

Sim buffs will be a litle disappointed, but everyone else will
probably love it. The missions are ked with variety, ranging from
:implisficﬂsi-'um-:&s to stealthy sr;.-nlking b:;;und to tricky
puzzlers. there's the glorious range of whiz- weaponry —
the remote control missiles are particularly good fun and w'J for
some missions. But the enemies are the real stars, a h range of
targets from fixed gun emplacements to attack jets. #’E: complex
way they behave is fascinating.

After the stunning helidrop, in-game graphics seem a little
disappointing: lots of flat green plains and o duﬁ Mauler tank. They
grow on you, though, being extremely fast with the numerous
enemy objects all packed with detail. The monochromatic nightsight
is also good fun and adds to gameplay.

Battle isn't as stunning as Carrier was, but it's @ lot more playable
and well worth getfing.

pick-up point ta be flown out
by chopper. You then have the
option of saving to disk, with
successful missions adding to |
the range of available
weapons.

C64 v
Honesty, one is planned for loter this
year.

PRESENTATION 92°%
Great intro showing helidrop of
Mauler, slick saver/load /format disk
opfions, mformative pre-mission
biiefings, Friendly contrel system,
Zoom in/out, rolate external views, f

GRAPHICS 92%
As the intro makes cleor, Realfime
can mave sefne incredibly complex
objects around. Possibly the best 3-D
yet despite mediocre hills,

SOUND 93°%
Good tile music, but in- FX ore
truly brilliant with excellent detail,

HOOKABILITY 920%

First mission makes this as easy to get
inte as Battle Zone!

LASTABILITY 91°%
18 missions aren't o vost amount
these doys, but they're all well
designed and nicely voried. Phus,
mission disks are planned.

aircraft, gun emplacements,
anti-tank jets, armoured cars,
multiple-rocket launchers
Missions range from
simplistic kamikaze blast-'em-
ups to rescuing hostages to
diverting trains (!) to escorting

OVERALL |
Do

A ployability-packed toctical/arcade

stunner!
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® Digital
intfegration,
Amiga £24.99

AN~ =22

he original ATF came out | tanks, aircraft, etc and the
almost three years ago, known position of two or three
eaming a mere 60% In targets. it's up to you to scout

PRESENTATION 71%
Quite good with B skill levals and
warzones, save-to-disk high score
toble, demo ond brisfing scresns,

GRAPHICS 57%
Fost 3-D, but rorgets are mediocrs.
Wby,
SOUND 67%
Dacert rock ok iniro, good
stoll/missile warning effects ond o
good snging tone.

el L Il mookasiLTY s0%

PR AR SR
on one levals death is queck ond new
e iy ||
it e o | | Rl
g il wh m lot.
B || S e A
is simplistic, i
e God vk v, | | BT
—
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ayus, King of Agamen,

is just fifteen years old

and his empire is under
threat from conspirators who
have freed Zambaquous, King
of Darkness. To restore peace
Kayus has called on Bahamoot,
a huge snake-like dragon.
Astride this beast he must
battle through six levels, each
with a horrendous monster
loaded in at the end.

Kayus is armed with a flery
crossbow, and Bahamoot with
fireballs which increase in
strength the longer fire is held
down before releasing them.
Bahamoot can obtain
additional weapons by
collecting pods carried by
special creatures. Red pods
give flame breath, silver give
homing dragons, blue give
lightning bolts and gold give
scales. The latter two allow the
dragon to briefly curl into a
semi-invulnerable circle, All the
weapons can be upgraded

three times, while the tail itself
can be used to destroy
enemies by slashing through
them. To collect pods on the
ground Kayus can dismount
the dragon.

There’s nothing
more disastrous for
a shoot-"em-up
than dodgy
ﬁﬁm detection,
has m& the
worst |'ve ever seen| Thni:li-u
seem to have o invisible
sl wpanvr s
your profective
often lets them pass h.
Hence, dying is usuvally
i cries of "'What
got me?’ Thz makes ﬂl:
me ustrating —
gaﬁ-l ﬂmn [reviewed last
month, earning 79%) is much

mone
e

The graphics are a
tad garish, but
| alse and fast
{ which, combined
with good music

e ;hugo«i

i ﬂl:ﬁill'ﬁp nIrinn;-
N mr 5 K=
with a but
initially quite addictive.
thﬂunufﬂ’y collision
detection is off by o couple of
e i e
play. ¥'s particular
:.;Lhnin' since those fast,
50
in tight positions where
millimetres are critical. Of
course the coin-op was very
W,nhunmnmplh
bugs but I'd rather play
something else.

e o

PRESENTATION 62%
Three continue-plays ond rapid disk

OeCCits.

GRAPHICS T72%
A bit garish, but voried, lorge ond
fast,

SOUND 75%
Choice of mediocre FX or o nice
soundirock.
HOOKABILITY 64%
Level one is o good start with lots of
LASTABILITY 52%
.but later levels emphasise lousy
collision detechon. ety s fine o
you con occept this ’

OVERALL
B oH

A seriously flowed conversion.

* WUP":"‘“‘I#‘FWE Bahamoot helps Kayus take on
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FLIGHT OF FANTASY

Flight of Fantasy is the very latest Amiga 500 pack from Commodore,
leaturing BRAND NEW soMtware roleasses, o make this the mosi spec-
tecular AS00 pack ever! The pack leslures the Amiga 500 computer
with mouse controller and TV modulator, as well as four 1op software
titles. Thesa include the following:

DELUXE PAINT Il

Trar high quaky graphice program thai
s the sisndard for obhar Armiga ar
nackages. Oeluse Pmiml || includes
powarhul, BEky [0 uss ool W bring
Duit tha ariisd i pou. Griads master

F2% RETALIATOR:

The uttinstn o Nighn simsimlion #ith g choins
of fw srcraf and iU Btk Smainrmmants
wilfy dozess of AMlemnl ctionl magoe
Aawial combal, slralege bormeg, ||11.ur“
v grosng Baged ballie, _mng

he Bl of bedtunes s andien. Hoal lima

o ||_1I.|1wﬂ1- CosWpil  SEplny, imciudng Wua mdar’
anhanid Ma miliese imei of e glusning

EEHI'E | ROBOT MONSTERS: mEan

Hare's i

The Commodora AS00 Batrman Pack musl
surely rank as ane of the most popular com-
puter packs evar! The pack festures the

PACK INCLUDES:
A500 Computer & Mouse £399.99

For the more seniows or professionnl appbca

+ @ o hdlun 'IlDr" Witk Gomic
booh style graphics. Our heroas Jake
and Duke are on the Plass) 5 e
g Hismans who has besn captunsd
by the Foben Mansters and Sorced o
crmai an vl Robal Afrey o DESTROY
EARTHI Jaki ared Dusis Tight thair way

R
PACK INCLUDES:
A500 Computer & Mouss £399.99
A520 TV Modulator .. £24.89
Deluxe Paint I C48.85
Escape/Robot Monsters £19.90

tipns user, Commedors have a selection of [| [°VE e il ioke lohe® | | Rainbow Islands . £24.95
sysiems hased around the mpandable Amigs F28 Reislistor . .. £24.95
2000, a1 prices from 1265+ VAT, The A2000 TOTAL RRP: £544.82

featuras & full 1Mb RAM {axpandable fo S,
i m axpansson slow, phes 1BM com-

Ilt)-wrh‘: the use o PC-XT or PC-AT
bndu-bu & Complete and metum (he

caupon, putting a tick
in tha AZDOD boi, Tor s'z,s
detasts of A2000 com-

Siip on your magic sRoBE, prcine
Ehrowmng & reinbow and yo're ieady
o iskend hopping. Fram e leland
of Digh 1o Monsisr a0, wou will @n-
courter Doh himsall, @llrgg msect
feihsl combal mahings. mechan<al
asenilams, thi Keiidatie baings of
lagand ard lolkiate, Fmally saler the

Less Pack Saving. £14582
PACK PRICE: £390.00

Commedore Amigs 500 computer with A520 TV Modulator £24.99
mouse controller and TV modulator, plus | Batman The Movie . £24.85
four top sofiware iitfes. The software in- | New Zealand Story £24.85
cludes: "Batman The Movie' - Rid Gotham |mmr L E24.95
Ciry of 1ha cunning joker, in Ocean's 10p | Defuxe Paint I _gages b

Duler systems.

£399.

VAT EHA00 20 wor I al darkniie ard i rvhabiinré

salling title basad on the blockbusier Bat-
man film; New Zealend Story - high quali-
Ty conwvarsion of the lsading arcade games,
Intercepiar - Doglight with two F-168's in
this leading flkight simulator; Deluxe Paint
Il - iop quality Amiga graphics package
whiah s&l the standard lor ofhers to follow.

INC
Return the coupon for further detaiis s 3 9 ;
'I'

TOTAL RRP: £549.78
Less Pack Saving: £150.78

PACK PRICE: £399.00

RETURN THE COUPON FOR FREE COLOUR BROCHURES!

FOR FURTHER DETAILS OF THE AMIGA
RANGE, COMPLETE THE COUPON AND
RETURN IT TO SILICA SHOP
THE UK’s Nol AMIGA SPECIALISTS

> ILICA SHOP OFFER YD

FREE OVERNIGHT COURIER DEL/VERY: On all hardware ordars shipped in the UK,

TECHNICAL SUPPORT HELPLINE: Team of Amiga technical experis at your service.

PRICE MATCH: We normally match competitors an a “‘Same product - Same price”™ basis

| ESTABLISHED 12 YEARS: Proven lrack record in professional compulesr sales

E13M TURNOVER (with 60 staffl: Solid and reflable with maintained growth,

BUSINESS/EDUCATION/GOVERNMENT: Volume discounts available for large orders

EHOWROOMS: Demonstration and training lacilities al our London & Sideup branches.
THE FULL STOCK RANGE: All ol your Amiga requirements from one supplier

| FREE CATALOGUES: Will be mailed to you with offers and software/peripharal details

PAYMENT: By cash, chegue and all major credil cards.

| CREDIT PAYMENT TERMS: Silica are licensed credit brokers -

Belore you decide when (o buy your new Amiga computer, we sugpesl you think very carsdully aboul WHERE
you Buy Il Considés what § will ba liks & few mar e sitar BiAing youl Amiga, when you may mquens atditional
pariphenals o s0fMware, of heip and adwice with your new purchasa, And, will ihe company you buy from contact
yyou with details of new praducis? A1 Silca Shop, we snsure that you will have notheng to worry sbaul. Silica have
bieen esiablished for over 12 years, and hawe an annual flurmover of £33 milllon, With our enrivalied expeence
and experiss, we can now chalim 1o meet our customens requiremnents with an understanding which is sscondc
b reaneg. But don't just take our word for (L Complete and returm
Ihe coupan naw for our lales Fres literaiure and begin o ex
parance the “Silica Shop Sarace’

rurn coupon for details.

RETURN THE COUPON NOW FODR

FREE BROCHURES P

MAIL DRDER: 1-4 The Mews, HaThErIay Rd, Su;h:up Knlﬂ [IEAES 4DX 'I'll l‘.ll‘l m 1
Ordar Lirss Ogn._ Man-Sat 8.00am-6 uq;m Hp’ Lt HI hi
LONGON SHUF

Late Meghl: Thursday until Bpm rgx Ha |:I"1 323 47A7

14 rns- Mews, Hmherle;.' Rd, Sideep, Kent, DAY 40X Tel: O81-302 BETH

Man-Sai 800am- SMpm

EHSIHESE.I'EI.'IH[:!LTIDH
O Linas Ogsbn
_———-—-—“—_—“

r-TD Silica Shop, Depl zmwpeem -32, 14 The Mews, Hatherley RAd, Sidcup, Kent, DA% |1

| PLEASE SEND INFORMATION ON THE AMIGA [
IMrIM".'u'MS

Latw Nig: Friday wed Tom Fas Ho' 0H1-300 0017

1-4 The Maws, Ha.1nerler Rd, Sidcup, Kent, DATA. 4111 Tol: 081-308 DBGE '
Mhon-Fri @o0am-800pm Cichad or Saturdays Fan R OF1-08 068

Initials Surnama

Addriess

l PO - e i ey sk A Tel PETEas] l
Which computer(s), if any, do you own? A2000 [
I N S S . =—=—] .
EELT - Adwerimed pnces WM ICECTCALONE My CRANQE - (Fesee TR 1N COUDCH A e ieEl i mahen
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GREMLIN

After the massive sales of Lotus,

Gremlin have high hopes for a

big range of new products for '91,

including two unannounced film

licences and the HeroQest board

game conversion. One of the first

releases will be Switchblade N,

the sequel to an original game
programmed by Core Design

(now an independent software

house). The new game boasts

eight levels including a giant

ship, cliffs and Docklands () with

100 screens each. There's huge

end-of-level creatures, a self- T L]
mapping function, shops and a

big range of weaponry including | % Swikchblode mmed in-house by Gremlin specifica

a flamethrower and homing mis- o Ackan. A pp— ” fa
siles., Written specifically for the
Amiga, there’s full screen
scrolling and 32 colours on
screen.

As for the original game, at
long last a CB4 conversion is
finally due for imminent release;

" let's hope the sequel doesn't take
so0 long to convert. Also about to
hit the shelves is another heavily
delayed conversion, namely the
overhead-view, multidirectionally
scrolling race game, C64 Super
Cars. The aim is to make as
much money as possible in up to
nine races.

Back on the Amiga, Gremlin

have high hopes for a brilliant
animator, Jer Ocallo, who's
worked for Sullivan Bluth and
helped out on the Teenage
Mutant Ninja Turtles cartoon.
He's working on Little Divil which v T :
is being written for standard Amj- | * Level one looks a bit similar to the original, but later levels will be
gas, though a CD-ROM version dramatically different in Gremlin's sequel to Switchblade.
is also planned. It's likely to be
Gremlin's big release for Xmas
‘91 and will have numerous sub-
games. The only problem is the
hellish plot may get it burned by
American Fundamentalists!
Another massive Amiga project is
slightly nearer release, namely
Ramrod. This beautiful-looking
game has been on the verge of
release for years, was almost
cancelled a few months back, but
is now actually going to hit the
shelves (or so they say!).
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DOMARK sy 0
Planned for an April release, the 2 {cﬂ}hm ' s Jckon agen 1o canvart, lef's fige s warth if
3-0 Construction Kit sounds like

an April Fool. Developed by

Freescape using their remark-

able 3-D system it not only allows

you to design your own 3-D envi-

ronment, but features numerous

special features allowing you to

shrink, animate and move

objects. Buildings with rooms

inside them, vehicles and much o < Eas
more are all possible. The Kit - £at
also comes with some predefined =
environments to load in, a library

of sound effects and an arcade

adventure written using the pro-

gram. You can create your own

games as well, or simply just CAD
have hours of fun messing EnnInElrsnnnliaons T rsoL D] .Y
around. it's due out for both

Amiga and C64, with prices tobe | « A well stocked in Gremlin’s Supercars, offering missiles o with
announced soon. more mundun:‘}ﬂ:fls. (Co4) . -

SMIIAIAdA=




% Gremlin's massively delayed Ramrod is finally due for release.
(Amiga only)

* Software Creations have packed Gauntlet 3-D with brilliant graphical

detail. (Amiga) + The Wizard and Amazon take on the ghosts for
ghosks for yet more bags of gold in
Gountlet 3-D. (Amiga)
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* s Shodow Dancer features a nin to occompany our shuriken-
mnghm Dwouts-o-onhml..liw P -
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* De r own Freescope mlhbumurksmandlhlu.‘!ﬂ * 55l's Cb4 Drogonsirike features some great presentation but
Cmﬂsml'mcrrmxﬂ due out in for Amiga [above] and Cé4. what about the 3-D arcode action? g ke




n Meegan's rewrite of In'dm' Recoll has doubled the size of the sprit

platform levels. [C64
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* Quaid has find fo several | objects, includi tand
disguise, I:nefﬂm haT:; mEﬂ# ljl:cl'ui;ﬁec::'g['c&a —

* Virgin's Viz is being written
Bacon ilurml'ns stoge. (C
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Ocean’s Total Recoll feature two overheod chase levels, one on Earth ar

one on Mars. (Cé4)

DINAMIC

This Spanish software house are
probably best remembered for
their raunchy Game Owver ads
when they were still with Ocean.
Unfortunately in their latest
release, Marco Police, they're
strictly on the side of law and
order, with overstretched bodices
nowhere in sight. Instead, the
emphasis is on knocking out a
Marco Processing Lab on the
fortress island of Ambar. Set in
2003, the elite cops have some
heavy hardware to choose from,
including mini-missile launchers
and teleporter units. You can
control up to three squads who

must battle through a vast tunn
complex to plant some expl
sives. The action flips between
first-person 3-D perspective ai
a tactical overview. Thara's
complex automated defence sy
tern to be deactivated.

The author of Game Ow
Snatcho (1), is helping out wi
the game design, but let's hoj
its better than more rece
releases such as Satan and Aft
The War. The £24.95 Amiga ve
sion should be out now, with
C84 conversion following soo
possibly on cartridge.

Dinamic’s futuristic Narco Police mixes strategy and arcade action. The
mwhmmmﬁc&m:h

* Eﬂulmmdmn?ﬂmhudnmhut , downing Newcastle Brown in

Virgin's Viz. (Céd|




A7 Billiant control, the air of excitement and
. fantastic playability transport you into the
atmosphere of World Class Soccer.

icksaTackling,
Penalties: 1hrewins & GealKieks!
BiSwervel Chiph DirvelBiCrocs
b Mt irectienals: [ollig|
A Injuriestand(Bogkings
arianlelbite malfaces!
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Amiga screen shots shown
Features taken from Atari ST > -
and Commodore Amiga versions .
Features may vary : g
depending on format ) E
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. Cemputer & ded weapons systems on-line,|
T ;:ormﬂumcahg_[ﬁe'qmmnt operational. System checks|_
> . " complele, prépare for combat as.aimember of your nations
P - _ E-waﬁ“m SWIV. Two ditferent vehicles.of devastating

destructive power, fighting-tegether inone team
-
- Prmary Ossective: Desteoy enemy control centres

Seconpary OBJECTIVE: Interdiction mission. The destrumm--wwm&ﬁ?uniia.
P =

SWIV - No one knows what it means but everyone will know it when it arrives. Coming soon.
——

[}eshned to be THE Shoot "Em —m) Up of the year.” Amiga Cumpuﬂng November.'90
"Superlative Shoot 'Em Up Stunna.” Zero November.'90

Sareenshofs shown are from the Amiga verSioRmess



CRASH SMASH 92%
GEN D'OR 92%
ZERO HERO 91%
YC FUN ONE 91%

THE SALES CURVE
S50 LOMBARD ROAD
LONDON. SW11 35U




left off. The Arcade thriller takes you from
the bright lights of Paris to the rugged terrain of the Sahara.
Your mission is to track-down, chase and apprehend the

- = i B

STREET - MANCHESTER - M2 5NS « TEL: 061 832 6633 - FAX: 061 834 0650

- continuing where CHASE HQ

dangerous criminals.

It's TOUGHER

the criminals wield some heavy
hardware - but so do you! You can
shoot but you must dodge their flak..
heavy gunfire, trucks unloading their
cargo onto your bonnet... it's the
meanest pursuit game to hit your micro



