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REVIEWS RAISED FROM THE DEAD

I METAL WARRIOR 3

Electric Harem’s heavy metal epic is an audio-visual delight, and a Sizzler to boot.

IEN IcE GuYs

Snow Bros comes to the C64 in this classic platform game.

B3 cRusH

The ghost of Katakis returns, but no one can threaten us with litigation this time. Hopefully.

RESURRECTED
REGULARS

NEWS

Four-player gaming, a super-fast CPU, and
the C64’s very own web browsing software...
People really do still care. (Sniff.)

EE3 zzAP! RRAP

The man you all thought didn’t exist returns
for yet another insane rant. Welcome back,
Lloyd Mangram.

SCORELORD

Want some abuse from an intergalactic has-
been? Old chlorine-breath spews bile and
scores in equal measure.

(20 Rl

Games ancient and modern receive a good
POKEing from our new tipster, Warren ‘Waz’
Pilkington.

EX:] zzAap!BACK
The cream of Issue 24 gets the once-over
from a right pair of ex-Zzapers.

[EE] PREVIEWS

The games that will appear in the next issue
of Zzap!, if we ever do one, which we prob-
ably won’t, or maybe we will. Who knows?
Not us, that’s for sure. (Okay, that’s enough
of that—Ed.)

FEATURES FROM BEYOND
THE GRAVE

[EI*] THE DEF GUIDE TO C64 GAMES
The best and worst C64 games, as voted for
by you, the man sulking in the corner.

EZZ] A BRIEF HISTORY OF ZZAP!
lain Black summarises all 106 issues, while
singing along to The Sound of Music.

[EIZ] EMULATION HEAVEN
Maff ‘surely-that’s-not-his-real-name’ Rignall
talks about the C64 emulation scene.

EX:] MORT’S TECHIE BIT IN THE MIDDLE
If disk drives and cartridge port extenders
tickle your fancy, this is the place to be.

B AND THE BEAT GOES ON...
Mr Back-in-Time, Chris Abbott, gives us the
low-down on the C64 music remix scene.

[EXZ] THE ZONE RANGER
Jason ‘Kenz’ Mackenzie takes his gaze off
Emily Booth to tell us about C64 demos.

[EX] THE WHITE WIZARD
OF Whitey finally remembers where he left
his robe and staff.

[EX3 ONLINE

We name the websites that send ageing C64
fans into a frenzy.

Welcome to Zzap! 107. We’re sorry about
the slight delay since the last issue: this
was partly due to technical problems, and
partly to a severe bout of amnesia. Since
I’'m the only ex-editor who doesn’t have a
life yet, I've been asked to return for one
final spell as leader. Hopefully I'll get it
right this time.

This latest issue of Zzap! shouldn’t be
here; but it is, so stop complaining. And it’s
a collector’s item. As you hold these pages
in your hands (you have printed this out,
haven't you?), please treat them with the
same loving care and attention you would
devote to, for example, a favoured hamster.
We worked long and hard to bring it to you.
Some of us sweated blood and cried rivers.
Others just sweated and cried. But all of
us did it because we loved the magazine
throughout its long and successful life.

As you read, the names and faces may
seem unfamiliar, but they’re all genuinely nice
people. Honest. More importantly, they’re still
incredibly enthusiastic about the C64 scene,
even after all these years. Initially |1 won-
dered why, but after working with them on
this project for several months, | found the
answer: they are all stark raving mad. You
can read more about them on the Contribu-
tors page, at the back of the magazine.

So what’s inside this super-deluxe once-
in-a-lifetime 36-page special? Plenty. There
are reviews of the best and worst games of
the last few years, tons of fascinating fea-
tures, the usual suspects such as Lloyd and
the Scorelord, and no Amiga reviews. The
rest is in the Contents section on this page,
so stop being lazy and read it.

Can | retire now?

ot G

Gordon Houghton
(on behalf of Ken D. Fish)
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WORLD HAS
CHANGED
SHOCKER

The world has changed rather
a lot since the last issue
of Zzap!64 hit the shelves.
Grunge is out, disco is in.
DVD has replaced CD as the
format of choice for elitist
snobs. Kylie Minogue became
famous. Then unfamous. Then
famous again. Yet through all

these years the C64 has
remained hotter than a big
hot thing in an oven set to
Really Rather Hot. So, here’s
a two-page spread of all the
movers and shakers that are
keeping the 8-bit powerhouse
alive nearly twenty years after
its debut...

GET YOUR
C64 ONLINE

When you think of the Internet,
you instantly think of websites,
the ability to chat to anyone
from around the world, and giga-
bytes of pornography ‘acciden-
tally’ landing on your hard drive.
Now, thanks to some clever
hacking, you too can spend your
free time on the Net via the C64.

The Wave Web browser
works by providing a standard
PPP (Peer to Peer Protocol, the
basis for most Internet connec-
tions) client for your super-fast
2400 baud modem. Hook it up

to your phone line, dial a local

ISP, and you're free to sit in your
underwear and pretend you're
a good looking woman in chat
rooms. As a typical Web page
takes ages to load, some C64
sites are including Wave-only
pages that contain the same
information but without band-
width-hogging images or tables.

Wave is a great achieve-
ment, although don’t expect it to
support MP3 or QuickTime any-
time soon...

w: videocam.net.au/
~colinjt/wave.html

wheels open  options
- = 2 4K
£ http://cbm.videocam.net.ou/index php3
videoCam ) )
s YideoCam Services Commodore
uppor
Support
CEM Sumart tous Commodore C641128 Support
YideoC0i SEWCEE g ita 5 mainly dedicoted to Using your Commodore 641128 computer onlin,
Wmmm‘q including how to get onfine and what to do once you're there. It's an
accumulation OF any vears of experience.
Enjoy our Commodore Links Dotabase, and if vou've a link to g site, be
Sarvices sure to odd it to the databose - it's easy and helps other C= users Find your
resource.
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THE SECRET
MUSICIANS’
OTHER BALL

Not content with rocking out to
the tunes of Hubbard, Galway
or Daglish through the mighty
SID chip, avid C64 music fans
have been remixing classic game
soundtracks on their PCs (see
“And the beat goes on"—p25).
The phenomenon has gathered
such pace that last year it
spawned Back In Time Live,
night-club events devoted to
pumping out the best remixes in
the presence of the mighty musi-
cians who started it all.

The debut night was in Bir-
mingham and saw Jeff Minter
(complete with Nuon player for
Virtual Light Machine goodness),
Rob Hubbard, Ben Daglish, Tony

Crowther, Martin Galway and
a plethora of fans swarm to
the DNA club, where everyone
grooved away to classic remixed
tracks until the wee small hours.

Fun and drinks were had by
all, except for a reporter from
Edge magazine, who was appar-
ently too ‘cool’.

The next event will be held
at Gossips in London on June
21,2002 and will include appear-
ances from one of the ex-Bits
girls, Press Play on Tape (a live
C64 covers band), Ben Daglish,
and the usual mix of high score
shenanigans and retro oddness.

w: www.c64audio.com

LEGAL OR
ILLEGAL?

(THAT IS THE QUESTION...)

In this age of emulators and
freely-distributed disk images,
high-profile C64 games creators
have made their games available
on the Net. Jeff Minter (Sheep
In Space, Attack of the Mutant
Camels) and Gremlin Graphics
(Jack The Nipper, Monty on the
Run) have given the all-clear for
their back catalogues to be dis-
tributed online. But not all com-
panies are so generous. Rare
(better known to C64 fans as
Ultimate Play The Game) issued
cease and desist orders to sites

hosting copies of its titles, as
did First Star Software (creators
of Boulderdash), and Lucasarts.
As Rare often resurrects its old-
ies—Sabrewulf on Game Boy
Advance, for example, or the
inclusion of Spectrum Jet Pac as
a hidden game in Donkey Kong
64—it’s understandable that they
want to protect their property. But
we’d love to hear why the others
are doing it...

w: www.magicnet.net/~yak
w: gremlinworld.emuunlim.com

I'T°S FASTER

THAN LIGHT
(WELL, ALMOST)

A Commodore 64 running at
20 Megahertz, twenty times the
normal speed? Surely that's
impossible? Well, the Super
CPU, consisting of a cartridge-
style add-on device, makes it a
reality. Not only does it speed
up sluggish 3D games such as
Total Eclipse, Driller and The
Last Ninja, it can also be used
for adding extra processor-hun-
gry effects to games such as
the awesome new shoot ‘em up,
Metal Dust. Hopefully this will
usher in a new age of C64 game
development now that the limita-

tions of a notoriously slow proc-
essor have been removed.

w: www.cmdweb.de

* Metal Dust running on a Super CPU-enhanced C64.
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THE J OY OF
STICKS

Four-player C64 games are rare,
and typically involve people hud-
dled around the keyboard play-
ing titles such as BMX Simulator,
or passing the joysticks around
in a confused manner whilst bat-
tling with the Epyx Games series.
Now, thanks to those innovative
lads at Protovision, four players
can each plug in a joystick
and get playing at the same

time. Bomb Mania is the first
game to utilise the “multitap”-
style device. It's an impressive
clone of Bomberman, with play-
ers running around a claus-
trophobic maze while throwing
explosives at each other. How
about a new version of Gauntlet,
guys?

w: www.protovision-online.de

RETURN OF
THE YAK

As you may have heard, Jeff
Minter—of frenetic shoot ’em up
and furry beasties fame—was
sadly dumped from the Nuon
project. This cloud has a silver
lining, though. Jeff is restarting
Llamasoft and plans to do PC
(and maybe Mac) updates of his
many classics. As he says, this is
one last crack at ‘writing games
that don’t take megabytes of
RAM... decent, enjoyable, unpre-
tentious games’. This will be a
shareware venture, so support
the man before he’s forced to
program shoddy PS2 sequels for
a living (and if you don’t pay up,
we'll send round OI' Whitey to
turn you into a frog).

Jeff’s not the only one work-
ing on Llamasoft updates, either.
Kooldog has released enhanced
PC versions of several Minter
games, some of which are now
available in the shops at budget
price, but with maximum playa-
bility. So, erm, buy those, too.

w: www.llamasoft.co.uk
w: www.kooldog.co.uk

2002 CDs?

Well, maybe not 2002 CDs for
2002, but there are quite a few on
the way. Chris Abbott must some-
times wonder what he unleashed
with the original Back in Time—a
selection of C64 tunes remade
with modern equipment. Since
then, we've seen two impres-
sive sequels, Reyn Ouwehand’s
Nexus 6581, and Zombie Nation
pinching a chunk of Lazy Jones
to top the European charts. The
coming year looks like it will be
even better for C64 music fans.
First up is Karma64, which
is available now. This eclectic
CD shows what happens when
the BIT team lets its hair down,
and includes innovative remixes
of Arkanoid, Miami Vice and
Revenge of the Mutant Camels.
Future C64Audio.com releases
may include a Last Ninja tribute,

Back in Time Live and, eventu-
ally, Back in Time 4.

Outside of the Back in Time
stable we can look forward to
Remix64 (‘80s-themed, including
an amazing Green Beret cover
from Thomas Detert), Instant
Remedy (thumping dancefloor
‘toonz’), Nexus 6581 vol. 2
(Johannes Bijerregaard covers)
and CDs from remix.kwed.org
regulars Makke, Marcel Donne
and FTC. Meanwhile, Press Play
on Tape’s studio set of live C64
covers was released in Decem-
ber, with raw and edgy pieces
showing off the massive diver-
sity of the C64 remix community
in fine style.

w: www.c64audio.com
w: remix64.phatsites.de
w: www.pressplayontape.com
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METAL WARRIOR 3

Electric Harem, free, keyboard and joystick

e Amazing headbanging action in a world gone mad!

he life of a post-apoca-
I lypse metal band member
is tough. Kidnappings, gov-
ernment conspiracies, insane
groupies—even a jaunt to the
local Axes ’'n’ Amps boutique
means you have to pack more
arms than a military surplus
store... Enter the troubled group,
Cyber-Priest. Their history is
fraught with danger, forbidden
love and shoulder-length hair.
In the first game in the series,
a young metal upstart called lan
worked his way into the band,
and stumbled upon a fiendish
and sinister plot. He eventually
thwarted the maniacal plans of
the insane Dr Ultrashed to create
the ‘Chaos Symphony’, thereby
saving the world. He also res-
cued the beautiful Phantasm,
the female complement to
Cyber-Priest. Naturally, Phan-
tasm thought lan was well hard.
She later returned the favour,
as trouble brewed once again
and she battled on the streets
of Sub-City to find her new love.
Although triumphant, the core
of Cyber-Priest inevitably fell

:----:--_.:.-_.:__--!--

apart. Filled with bitterness, each
member went their own way.
The introduction to this latest
instalment sees lan and Phan-
tasm patching up their relation-
ship in the log cabin of former
friend and band member, Goat.
Unfortunately, their copious alco-
holic consumption is disturbed
when the government sends
along a little air-to-surface house-
warming gift. Goat manages to

escape, but lan and Phantasm
are captured. Time to call in
some favours!

So, yet another Cyber-Priest
member plays the lead role in lib-
erating metal and mankind. Ini-
tially you take control of Goat, he
of dark sunglasses and grumpy
disposition. Your first step in
saving lan, Phantasm and the
not-so-free world is to recruit
allies—up to five, including Metal

¢ Moments before Goat gets shot out of the sky by the

end-of-level mothership!

e e = e

e Happiness is... a hot chick with a warm missile launcher at dusk

Warrior  regular, Detective
Hammer. After that, you guide
your team through many loca-
tions, blasting everything as you
go. Conversations with locals
help you unravel the dastardly
secrets of the latest threat.

As you battle the baddies, your
currently selected team member
gains experience points. By work-
ing out at the local gym you can
improve your vital statistics, each
subsequent improvement cost-
ing proportionally more experi-
ence. Boosting your stats helps
increase your team members’
reaction times, jumping heights,
damage recovery and how much
punishment they can dish out.

eing a self-deprecating

heavy metal fan myself,
I was quite looking for-
ward to this game—and
the humorous intro struck
a chord, promising good
things to come. Right from
the start, it’s apparent that
Metal Warrior 3 is extremely
well presented.The instruc-
tions are comprehensive,
the control method is easily
grasped, and the screen
layout is very appealing
and uncluttered. Graphi-
cally though, it’s a bit of
a mixed bag. The back-
grounds range from aver-
age to very good, and some
of the sprites are a bit
iffy, but the animation is
decent—Goat goes about
his task like a true Metal
Warrior, hair flowing in the
breeze.The music, although
not very ‘metal’, is varied
and adds to the atmos-
phere. Unfortunately, it’s
not all good news. The col-
lision detection could cer-
tainly be more generous,
and the game is initially
much too hard. Persever-
ance reaps rewards though,
and it’s obvious that there’s
more to this game than the

average arcade adventure.

N /
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¢ While storming a compound, Detective Hammer regrets hiding the dog biscuits

Soon you have a formidable gang
that leaves a trail of destruction
in its wake!

Fallen enemies conveniently
empty their pockets, providing
ammo, weapons, medikits or
credits. Keeping your team’s
bank balance at a healthy level is
important, as bars and weapon
stores are always willing to sell
you a cold brew, or the latest
in automatic firearms, at a rea-

sonable (or not so reasonable)
price.

If one of your team succumbs
to the onslaught, you can choose
another member to continue
the fight. Fallen comrades take
approximately a day to recover.
This brings us nicely to the
game’s passage of time. As you
travel around the apocalyptic
locales, night falls—bringing out
even more brazen and deadly

thugs, punks, and other nasties.
Shops and clubs open at vari-
ous times, and critical events can
occur at precise moments, so it's
important to watch the clock from
day to day.

So, have you got what it takes
to survive with SMG in one hand
and a guitar in the other? Wel-
come to the future, my friend.
It may be deadly, but you know
they’ve got one hell of a band!

[

his game’s technical quality is pretty impressive. It pummels you to the ground and kicks\
you in the head a couple of times for good measure. Although the sprites seem to have
devolved back to Metal Warrior 1’s standards, the graphics are still outstanding, with varied
scenery and bad guys. The game is also a complete aural delight, with so many thumping
good tunes | was awe-struck. Gameplay-wise, it expands on the RPG overtones of its immedi-
ate predecessor, allowing you to gather experience for your entire group. This adds an intrigu-
ing and crucial strategy element, as you try to balance their skills to best aid progress. The
impact of day and night cycles is a great touch too, and adds yet another level of strategy.
| do have some niggles with the initial difficulty level, and the controls can be confusing in
the midst of a firefight, but these problems aren’t insurmountable. Congratulations, Electric
Harem, you have successfully rocked my world!

/

¢ Look, mummy: a mountain Goat

[

y first reaction to MetaI\
Warrior 3 was ‘yet
another beat 'em up’—but
after a couple of plays it
becomes apparent that the
programmers have added a
vital twist with the RPG ele-
ment. Crucially, it gives you
a reason for running and
kicking your way through
the later levels. The graph-
ics and collision detection
are adequate for the genre,
and the music fits the action
well, but unfortunately there
are no bone-jarring sound
effects. My main reserva-
tions are that the game-
play is a little monotonous,
and there’s an easy move
which lets you defeat the
vast majority of enemies.
Overall a good, highly pol-
ished game with a novel
twist—just lacking a bit in

@e challenge stakes.

PRESENTATION 90%
Comprehensive instructions,
humorous intro, excellent
screen layout, and nice control
method. Pity about the cum-
bersome interface, though.

GRAPHICS 88%

Beautiful backdrops and
sprites, good animation and
pleasant day/night effects. A
touch of sprite flicker lets the
side down, and the scrolling is
a little odd.

SOUND 89%

Solid effects and electrifying,
atmospheric music!
HOOKABILITY 77%

Overly difficult beginning
alleviated by a cool story and
frenetic blasting fun.
LASTABILITY 92%

A huge map, multiple (improv-
able) characters and loads of
weapons means you'll be play-
ing for a long time.

OVERALL 90%

Unbelievably good fun, with a
wicked war-metal twist.

6 ZZAP!64 March 2002
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SHAOLIN

Jon Wells, free, joystick

he old man looked down at
I the pupil kneeling before
him.
‘You have done well, my son,
he said proudly.
‘Thank you, Master’
‘However, | have one more
task for you, before your time
here comes to an end’
‘Master?’

designed to make mere mortals
jealous of its status. However, it
does contain precious idols that
were stolen many years ago,
from within these very walls. It
is your duty to enter that temple
and recover as many of those
idols as possible. Only then will
you be worthy of the title ‘Shao-
lin’, my son’

e Right, which one of you wimps wants me first?

‘There is a temple across the
hills that is said to contain the
greatest treasure in the world,
which is guarded by the fiercest
fighters known to man. The treas-
ure is a myth, a fabrication

This is loosely
based on the
arcade game,
Shaolin’s  Road,
but Jon Wells has woven
his usual magic to make the
basic original more addic-
tive and enjoyable. For a
start there are samples
aplenty, with good, crunch-
ing kicks and shrieks from
your guy as the fisticuffs
ensue. Gameplay is simple
but compelling—you just
can’t stop yourself taking on
three men at once as they
walk in line below you. You
can also tailor the action to
your own fighting style, so
that if you die it’s usually
down to your own incompe-
tence rather than impossi-
ble odds. It’s just a shame
there are no other screens
and no final goal. Maybe in
Shaolin 2, John?

Jon Wells says
that he spent all
of four days
putting Shaolin
together, but it really doesn’t
show. Whether it’s the col-
ourful combatants walking
across the static backdrop,
or one of the many small
speech samples used for
that authentic Kung Fu feel-
ing, this game has polish.
It’s very easy to play, with
all moves accessed quickly
and responsively. The fact
that you only have one life
is an interesting twist, and
means that one false move
can end the game there and
then. However, the struc-
ture is limited and unvary-
ing, so all you usually end
up chasing is a new high-
score. Overall, however, this
is a well-built and solid little
game. Just don’t expect the
initial thrill to last that long.

And so it begins. Shaolin
echoes the old arcade game,
Shaolin’s Road, and features a
similar style of action to its clas-
sic predecessor. However, unlike
the arcade version, the combat

Shaolin’s title is slightly misleading. | was expect-
ing something along the lines of The Last Ninja,
but instead got Knucklebusters minus the scrolling.
The graphics are bizarrely cute (if little better than
average), but the sound is extremely good, with a couple of
great oriental tunes and some brilliant sampled effects. The
agonising scream as an enemy falls to his death is partic-
ularly entertaining. Gameplay is great fun—for the first few
minutes, anyway. Longevity is a serious problem with this
game, because there’s only one level, and it goes on indefi-
nitely until the player dies. The fact that you only get one life
doesn’t exactly help matters—a single mistake is punished
with the game ending. The addition of a large map and a few
brain teasing puzzles could have made this a classic. As it
stands, there’s just not enough here to keep me interested.

e Hang on, haven’t | seen you somewhere before?

LL DE3LT2 abB EanklREN 'S ¢

EY JON HELLE

HITE
PREEE FIRE

is limited to a single static screen
rather than a scrolling area, and
there are no extra power-ups.

The temple has three levels
and you can jump between them
at will. Patrolling these platforms
are various nasty guards and
foes, all of whom are capable
of dispatching you with a single
blow. You have three defensive
moves to keep them at bay while
you search for the idols: punch,
kick, and flying kick. Choose
the right one and you’ll knock
out your enemies quicker than
you can say “Hand me those
nunchukkas, Bruce”. Points are
awarded according to the type of
move used.

After a period of time, or
when a specific number of oppo-
nents have been dealt with, an
idol appears somewhere within
the temple. You must reach that
idol before it disappears—but be
careful, because your foes are
waiting and will do everything in
their power to stop you.

Don’t be afraid. Always
remind yourself that you must
not fail the Master...

PRESENTATION 67%
Simple title screen, high-score
table, and some nice touches
(such as the background
changing colour every game).
GRAPHICS 72%

Colourful, attractive scenery
overlaid with nicely-animated
and characterful sprites. Just
that one screen, though...
SOUND 89%

Two very good oriental tunes,
and outstanding sampled in-
game FX.

HOOKABILITY 83%

Great fun, once you get into it.
LASTABILITY 43%

Despite the obvious challenge,
the lack of levels and unvarying
gameplay mean interest wanes
disappointingly quickly.

OVERALL 70%

An enjoyable, no-holds-barred
martial arts game that’s too
simple for its own good. Far
better than the original conver-
sion, though!

ICE GUYS

Protovision, £10, joystick

hen most people think
of snow, they tend to
imagine long days

spent outside, making snowballs,
ice skating, and soaking up the

would-be invaders. You can grab
a handful of the white stuff and
transform it into a snowball by
holding down the fire button.
Throw it at a nearby enemy how-

¢ You’ll not laugh with a snowball in your mush

lce Guys is
immediately eye-
catching, with its
bold, colourful
graphics and jaunty music.
It’s also fun to play initially—
simple platform action, with
lots going on. However, after
extended play, it becomes
apparent that it’s the same
throughout. It gets repetitive
quickly, with each screen
being merely a case of ‘clear
the rather unimaginative
baddies’. The music, which
is fun to begin with, also gets
repetitive, as does the bonus
game, which breaks up the
platform action but soon
becomes annoying. Having
said all this, the game as a
whole does play well. There
are lots of levels and the
two-player mode is often
quite a laugh... It’s just the
lack of variety that kills it in
the end.

atmosphere of frozen water par-
ticles. Unfortunately for the Ice
Guys, the only thing they’ll be
doing all winter long is trying to
overcome an alien invasion. And
wouldn’t you just know it? You're
the one who’s been summoned
to help them out.

Ice Guys is a platform game
which lets you use the snow lying
on the ground to defeat Earth’s

*  “Ill have a 99, please.”
ever, and your weedy weapon
is turned into a giant snowball,
capable of causing megadeath.

The game plays a lot like
Bubble Bobble. Each level fea-
tures a single screen filled with
layered platforms. The cute-

but-deadly aliens roam around
these platforms randomly, usu-
ally appearing just where you
don’t want them to. If any of the
little blighters come into contact
with you, you lose a life. The
more levels you complete, the
tougher the aliens get—which
basically means you have to
chuck a whole bunch of snow-
balls at them before they fall.

For extra style points, you
can create combo attacks by
pushing snowball-covered ene-
mies down the platforms into
other enemies. If you perform this
trick correctly, you're rewarded
with stars, diamonds and various
candy-themed treats.

Collect ten stars and you're
whisked away to a bonus mini-
game, featuring friendly snow-
men who need to be rescued
from certain peril. Diamonds, on
the other hand, can be spent in
conveniently-placed shops—you
can buy special items such as
snowmen heads, which instantly
vaporise all on-screen aliens.

Candy, of course, is yummy when
you eat it, but terrible for your
waistline.

Two people can play the
game simultaneously, helping
each other clear the screen as
quickly as possible, and then

I really, really like Ice Guys. Right from the moment
the ultra-slick title screen appears you know that
a lot of care has been lavished on this game. The
action itself does not let your first impressions
down—you get tight controls, fun levels and great graphics.
At first the high difficulty level is off-putting to all but the
hardest ice-throwers, but once the subtle art of snowball
building is mastered, the game becomes addictive. The inter-
national setting gives rise to a plethora of attractive back-
drops that are matched by the cute and cuddly sprites,
making this one of the best looking C64 titles of recent times.
The two player mode, bonus games and saveable high score
are just the icing on an already appetising cake.

fighting to get all the bonuses.
But whether you play solo or
in a team, always remember—
there’s no business like snow
business.

A This plays very
much like Bubble
Bobble, except
this is set in
snowier climes. The object
is to defeat all the bad guys
on the screen and progress
to the next. Sounds easy,
huh? It isn’t. The program-
mers decided to make things
hard from the start, and it
doesn’t get any simpler. The
first few games might see
you hit Continue before fin-
ishing three levels, but once
you’ve learnt the enemy Al
and figured out what each
weapon does then things
become easier. The graph-
ics are bright and colourful
too, despite being variations
on a mainly white theme,
whilst the sound is a suita-
bly loud accompaniment. In
short, fun to play—and it will
definitely keep you coming
back for more.

PRESENTATION 89%
Single and team-play options,
highscore table and useful in-
game help screens. No pause
mode, though.

GRAPHICS 85%

Detailed hi-res backdrops,
populated with innovative ene-
mies and a cute main sprite.
SOUND 77%

Powerful music in the pres-
entation, appealingly subdued
tunes during the game.
HOOKABILITY 72%

Starts hard and gets harder.
LASTABILITY 85%
Persevere and you get a lot
of game to play with, including
bonus stages, snowball fights,
and a great two-player mode.

OVERALL 83%

A platformer with plenty to
offer—excellent stuff.
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GUIDE TO...

THE BEST C64
GAMES EVER!

You voted. We compiled. And here are the
results—the ten best C64 games ever pro-
duced, along with our personal selection of
the ten biggest turkeys...

PARADROID

Hewson

Andrew Braybrook’s classic shoot ‘’em
up scored a massive 97% back in
Issue 7. Zzap! had chronicled the game’s
progression in a diary, which led some
readers to conclude this might have had
some bearing on the Gold Medal award.
They couldn’t have been more wrong—if
anything, Paradroid may well have been
under-rated.

The game begins with a briefing: a
fleet of ships has been bombarded by
radiation from an uncharted asteroid field.
Their robot crews have been activated,
and have killed all human crew members.
To make matters worse, the ships are
heading for enemy territory. The results
could be disastrous for mankind.

The solution is simple: beam aboard
a prototype ‘influence device’—the Para-
droid of the title—and destroy every robot
in the fleet. Although your droid is slow
and weak, it can temporarily attach itself

o
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e Andrew Braybrook’s classic, Paradroid—the best Commodore 64 game ever...

to more powerful droids via a unique sub-
game. This allows you to seize control of
their hardware—essential when tackling
decks full of military robots.

There is something about Paradroid

that sets it apart from other C64 games.

Pseudo-3D effects add to the atmosphere,
and the droid profiles when logged onto
a console are an excellent touch. Almost
flawless, the mixture of strategy and blast-
ing within a mere 64K makes this classic
something really special.

WIZBALL

Ocean

Sensible Software’s bizarre shoot ‘em up
has become one of the most acclaimed C64
games of all time. How it missed a Gold
Medal back in Issue 27 is beyond us, but
we suspect it was due to Gary Penn being a
miserable bugger.

After all, with its dazzling graphics, bur-
bling sound effects, cracking (and suitably
‘trippy’) title tune and unique, frenetic action,
even a score of 96% seems an injustice.
And, yes, we still wonder if Wiz is a bit col-
our-blind, too...

ELITE

Firebird

This epic space trading game boasts legions
of fans world-wide, and has spawned dozens
of PC-based tributes. However, few come
close to matching the original’'s combination
of intergalactic commerce and seat-of-your-
pants dogfights. It gives you sole control
of an underpowered cargo ship in a mas-
sive galaxy full of merciless pirates, zealous
police, and deadly Thargoid craft...

Although a little sluggish compared to
the BBC Micro original, the C64 conversion
positively oozes atmosphere—and managed
to scrape a Gold Medal in the very first Issue
of Zzap!, way back in 1985. An essential in
anyone’s collection.

——— ELITE-—-—-

Load Hew Commander (¥-H)>7
{C> D.Braben & T.Bell 1985

IMPOSSIBLE
MISSION

Epyx/US Gold

This platformer holds a fond place in many
gamers’ hearts. Unsurpassed to this day
(Lara who?), it combines pixel-perfect leap-
ing action with brain-taxing puzzles and a
compelling storyline.

The graphics and sound still impress
today, particularly the speech, such as the
blood-curdling scream the agent emits when
falling through holes in the floor! Arriving
before Zzap! existed, Impossible Missionwas
duly granted a Past Blaster award in Issue
25, scoring 95%.

THE SENTINEL

Firebird

One of the most innovative games ever,
this Gold Medal winner had the unusual dis-
tinction of a Zzap! review with no ratings.
Deemed too different from anything previ-
ously released, the editor decided it was
unfair to compare it against other software.

The Sentinel is an original mix of chess-
style action and pre-Freescape 3D graph-
ics. While moving around the thousands of
landscapes and avoiding the deadly gaze of
the eponymous Sentinel isn’t a speedy task,
it's compulsive nonetheless. The password
system ensures the game never becomes
tiresome, and it remains a firm favourite of a
certain Mr. Houghton to this day.

INTERNATIONAL

KARATE

System 3

There were karate games before Interna-
tional Karate, most notably Way of the
Exploding Fist. What made this particular
Karate Champ clone sizzle in Issue 14 was
simply that it outshone its competition in
every way. The graphics were clearer, the
movement faster, and the game didn’t suffer
from the one-move-kills-all syndrome that
afflicts many beat ’em ups.

Bonus games, a genuine difficulty curve,
and one of Rob Hubbard’s best ever compo-
sitions assured it a permanent place in C64
history—and a 91% rating in Zzap!64.

MERCENARY

Novagen

Whereas Elite gives you a galaxy to explore,
Mercenary is firmly planted on terra firma.
When your ship develops a mechanical fault,
you crash land on the planet Targ, a barren
world with a single metropolis. The planet’s
two races are in the middle of a war, so you
have to bargain with them, trade items from
underground complexes, and find a way off
this battle-ravaged rock without getting killed
in the process.

Mercenary’s graphics proved that the
C64 can handle fast vectors, and the combi-
nation of puzzle-solving and exploring kept
most gamers happy for weeks. This was a
worthy Gold Medal winner, scoring a mas-
sive 98% in Issue 11.

HEAD OVER

HEELS

Ocean

Despite its monochrome backdrops and
sparse sound effects, Ocean’s isometric 3D
romp was another Gold Medal winner, also
scoring 98% in Issue 28.

The aim of the game is to bring about
the fall of the evil Blacktooth empire. Your
two characters—Head and Heels—are ini-
tially separated, so you first have to work
out how to get them together. After this, their
respective powers combine to great effect,
allowing you to explore dozens of rooms,
map huge complexes, solve puzzles, avoid
enemies and steal valuable crowns... Great
fun, and a true classic.

BOULDERDASH

First Star Software

The original and best gem-munching game
contains dozens of levels, with hundreds of
diamonds to collect, traps to avoid, and nas-
ties to crush. The first in the series was never
reviewed in Zzap!, but most of its sequels
were awarded over 90%.

The combination of arcade and puzzle
action may not look or sound like much, but
Boulderdash’s maddeningly addictive game-
play still has fans banging their joysticks in
frustration today.

THRUST

Firebird

Who says budget software is rubbish? This
£1.99 Gravitar clone shocked everyone in
Issue 13 when it was awarded 94%.

Forget the ropy graphics—realistic phys-
ics, addictive gameplay and a great Hubbard
soundtrack are just a few reasons to perse-
vere beyond that initial frustration barrier.

AND NOW... THE VERY WORST C64 GAMES EVER!

It’s inevitable that some games are good and some are bad. However, some are so
appalling that you’d think special effort had gone into producing such abhorrent piles
of garbage. We asked the Zzap! team to name and shame what they considered to be
the games they’d gladly lock in a vault, never to see the light of day again. This, in
alphabetical order, is what they came up with...

Aargh! Condor

Bionic Granny

Bob Winner

Double Dragon
Dragon’s Lair (cassette)

Enduro Racer
Highlander
Robobolt
Skaterock
Street Fighter Il

So there you have it: Paradroid (97%) reigns supreme, and Robobolt (3%) still makes our
team want to gouge out their eyes (or at least those of the programmers). Maybe those old
reviewers knew what they were talking about, after all...

e Robobolt—less fun than flu




Is it really 2002 already? It seems like only yesterday that
| was writing rude replies to Space Chickens, and dandling
Gary Penn on my knee. The past decade has literally whizzed
by in a very fast car travelling at full throttle—but whatever
the year is, it will always remain a pleasure for me to pick
up my quill and answer your Commodore 64-related queries.

Speaking of which...

Dear Lloyd,
| want things back the way they
used to be. Everything was
simpler back then—at least in
my suburban, child-like world it
was. | knew where | stood with
my blocky graphics and chunky
SID tunes, waiting five minutes
for a game to load, only for
it to crash, then fiddling with
the little screw on the datasette
head, making painstaking quar-
ter turns until finally it decided
to work...

| don’t stubbornly maintain
that those old games were
better. Ninety percent of them
were rubbish, and of the ones
that were great, most look pretty
decrepit today. But us old timers
know that there’s much more to
the classics than mere cosmet-
ics. They still throb with inno-
vation, stunning concepts and
playability—because the ideas
were great. Programmers had
to be innovative to squeeze the

most out of the humble 64 and
help it to achieve the seemingly
impossible; and with only one
joystick button, control methods

had to be innovative too.
That's what today’s market
lacks: ideas inspired by hard-
ware limitations. In fact, the
opposite now seems to be the
case. Games often look and
sound great, but play badly.
With systems that offer a
seemingly infinite capacity and
potential to produce stunning
software, what contemporary
gamers are left with are trite

imitations of past glories
Martin Kelsey

| couldn’t have put it better
myself. So | won’t try. How-
ever, in defence of modern
programmers, | think that the
very best games of today are
far better than anything we
played twenty years ago.

LM

:SPECCY FOUR EYES

n

u Dear Lloyd,

: Why bother with another issue of Zzap!? The C64 has been dead
= fOr years, no one cares about it any more, and it’s time to move
mon. The Spectrum was the better machine back then anyway.
= Commodore owners were just a bunch of sad losers.
. Anonymous
n

ml once had a dream in which all Spectrum owners were
" impaled upon huge spikes, but after many years in psychia-
: try | have come to realise that this was a sick fantasy. Or, to
= put it more succinctly: go back to your cave, you half-wit.

= LM

Dear Lloyd,
I’'m Casper, I'm one year old,
and I'm your biggest fan. I'd
like to know if I'm the youngest
ever Zzap!64 reader. | rip my
father's mint issues to shreds
when he doesn’t pay attention. |
think I'd better go now and finish
my copy of Jack the Nipper.
Casper Fidelio, Netherlands

. ZZAP!64 CASPER 1

| think your daddy might have
helped you with that mes-
sage, Casper. In any case,
welcome to the wonderful
world of Zzap!64... And yes,
apart from Kati who has a
mental age of six months,
you are the youngest reader
we’ve ever had.

LM

MOURNING THE MULLET

Dear Lloyd,

When | heard Zzap! was rising
from the grave, | was overjoyed.
But after a while | found myself
wondering how much the mag-
azine’s readers had changed
since that last issue. Would
they still complain that ‘Game X’
had scored too high/low? Would
they moan that the new review-
ing team was too lenient/harsh/
ugly? Do they mourn the pass-
ing of Zzap!’s heyday, a time
when the mullet was king, stone-
washed denim was considered
trendy, and Shakin’ Stevens
dominated the charts? Do they
find themselves occasionally
lecturing hapless thirteen-year-
old children on how ‘video
games aren’t like they used to
be when | was a lad’, pointing
out that despite all the anti-ali-
ased 3D flashiness of today,

Iaraﬁrnia.

mebile

there still isn’t anything to touch
Paradroid? Do Zzap!’s many fol-
lowers do these things, or am
| the only sad old git left who
looks back through glasses of
such a rose-tinted variety?
Jamie Williamson, York

No, you’re not the only sad old
git—the twelve of you should
get together for dinner some-
time. But you’re right about
Paradroid: there’s still noth-
ing to touch it.

LM

ANETHER LOTTER

Dear Lloyd,

How has be youself? Y’know i still wish i was a young blighter,
marching into the computer games shop and picking up a new c64
title while on my way purchasing the latest express copy of Zzap!
(i be in antipodean land y’see)...

Ahh the memories... Sticking a tape into theol’ C2N, pressing
SHIFT/RUN STOP and pressing play on tape, and waiting for
about 5 minutes as it loads in the game with a really cool loading
tune by Martin Galway and seeing the loading screen and colour
bars flashing while breezing through the newly bought maga-
zine...

Ahh the memories... Sitting on the floor with joystick in hand
(no sick comments here please) blasting aliens or jumping over
things and climbing ladders while drinking a nice cool glass of soft-
drink...

| just wanna thank Zzap! and, infact all the other magazines
and software companies and of course Commodore for giving
me a good child/teenage hood. The C64 actually kept me out of
trouble, instead of hanging out with the local naughties, i was
usually home playing Ghosts’n Goblins! And now, to great sup-
port sites such as zzap64.co.uk, commodore wire (fellow antipo-
dean!), lemon, arnold and the many many many more who are out
there, letting us relive ourselves and themselves too.

Patrick M, Sydney, Australia

Your English teacher should be thrown into a shark-infested
sea, but your reminiscences are much appreciated—and it’s
nice that we kept you from slipping into a life of crime. | wish |
could say the same about all the ex-Zzapers, but sadly, Robin
Hogg was recently arrested for not working in the computer
industry anymore.

LM

1
1
1
1
1
' EMULATION NATION

: Do you prefer emulators, or the
1 real thing?

! Ulrich, Graz, Austria
1

: If | can be bothered, the real
1 thing. If | can’t, emulators.
The same goes for the rest of

CU LATER

Commodore User is a better

mag than yours. It's sensible.
Anonymous, UK

Commodore User is dead,
you fool. Long live Zzap!
LM

WIZBALL ON THE WEB?

my life.

Dear Lloyd,

Is the C64 the future of online
gaming? Think of it, most games
fit into a nanospace—well,
64K—when many Web page
graphics are larger than that.
I've tasted the online games
available at www.lemon64.com
and www.alphaflight.web.ag
and they show what can be
streamed in real time. No wait-
ing for glossy front ends, no
hassle with compatibility issues
that have dogged PC games
for the past ten years. Imagine
two-player versions of The Sen-
tinel where you have to race to

get to the top first, or Wizball

where someone thousands of

miles away plays the cat...
Simon Hadlington, UK

To a limited extent, | agree. PC
owners already enjoy good
multiplayer experiences on
the Web—and as bandwidth
improves things can only get
better. However, there’s an
argument for putting C64 clas-
sics online, particularly for
people who want quick, neat,
and simple gaming that’s also
completely free.

LM

LM

PREACHING TO THE

[}
L}
L}
[}
L}
L}
[}
' CONVERTERS

, Do you think Half-Life will ever
| be converted to the C64?

I James Pavey, Solihull
[}

: Take your pick from these
1 three answers:

1 1. No, don’t be stupid.

| 2. Yes, and Bob Winner was
| the best C64 game ever.

1 3. Well, I've just seen Doom
! converted to the GBA, so any-
: thing’s possible.

A PERVERT WRITES
Whatever happened to the
Game Over nipple? One day
it was there, the next it was
replaced by a badly drawn
space-age bra.

Trevor Storey, Newcastle

Sad, isn’t it? | come out of
retirement expecting intelli-
gent debate about emulators,
the retro scene or Zzap! his-
tory. Instead, | get some nut-
case writing about sex. Trev,
get back to the clinic as soon
as possible.

S
BITS AND BOBS -ﬁ\
FROM THE ]
BOTTOM OF THE BAG !

THE DRIVELLING GROUELLER

Dear Lloyd,
Please print this letter and slap
a ‘Letter of the Month’ moniker
on it, because I'd like to receive
some free software or a T-shirt.
There’s been a severe prob-
lem with deliveries of Zzap! to
Australia of late. In fact, it's been
about seven years since the last
one. You need to improve distri-
bution to the remote regions...
I’'m also having a bit of trou-
ble with my 64—I can’t find it!
Can you help me? Now, you
better make that smarmy remark

at the bottom of this letter damn
good, because you've had aeons
to think about it!

Barry Leek-Branch, Australia

Did you make up that name, or
were you born with it? Either
way, you have my sympathies.
You should know better than to
ask for a free T-shirt, because
I’d never give one to someone
who grovels and gripes as
much as you do. As for your
C64, a dingo got it.

LM

Dear Lloyd,
So you thought youd heard
the last of bananas? Well you
haven’t. As a banana myself, |
have to warn you that | plan to
paint the entire world yellow by
next Christmas. Not only that,
but | intend to pass laws banning
everything that’s straight, includ-
ing flagpoles. | am not crazy.

A. Banana, Bananaland

This correspondence is now
closed.
LM

ZZAP! #1087

Dear Lloyd,

What can | say? A brand new issue of Zzap! When | first heard
about it, | thought | must be hallucinating. The fact that the
whole thing is under the guidance of one of Zzap!’s original and
better editors (quote © the Gordon Houghton Fan Club, a small
but dedicated group of slightly scary people) is the icing on a

very sumptuous cake. But what | really want to know is: is this
really a one-off, last-ever issue? | accept that the C64 scene
couldn’t support a monthly release, but how about once a year?

Marlon Kassaliss, Liverpool

It’s nice to see that Gordon has at least one fan, but | sus-
pect you’re on your own. As for the possibility of future
issues, that all depends on whether the band of lunatics
involved in the current one decide they can stand to work
with each other again. Maybe, maybe not...

LM

It’s time once more for me to don my Paisley dressing gown,
stick a meerschaum in my mouth, and relax in my favourite
armchair before a roaring fire. Should there ever be another

issue of this hallowed magazine, | will rise again; but for now,
| bid you all a fond and slightly sticky farewell.
Lloyd Mangram
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A BRIEF HISTORY OKE...

Sit ye down, me hearties, and lain Black will tell ye the
scurvy tale of a games magazine, esteemed above all others
on the seven seas and beyond... Aha-harrr... (Cough)

On April 11th 1985, Zzap!64
burst upon the C64 magazine
world and changed everything.
At a time when other publica-
tions were mostly focusing on
technical topics, Zzap!’s intensive
and authoritative games cover-
age coupled with its chummy
attitude immediately set it apart
from the crowd and made it a
seminal games magazine.

Zzap!’s publisher was News-
field, a small and relatively new
company based in the rural Eng-
lish town of Ludlow, Shropshire.
It started life as a mail order
supplier of ZX Spectrum games,
but in January 1984 Newsfield’s
mail order catalogue metamor-
phosed into a news-stand mag-
azine called Crash. Crash was
a plucky little publication with
an intelligent fervour for the
subject matter and a level of

detail that

proved it
took games
as seriously
as its read-
ers did. After
Crash estab-
lished itself as
a hit, Newsfield
decided to turn
its attention to
the next growth
area within the
home computer
games market,
the C64. At first the magazine
was going to have the ill-advised
name ‘