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Forget Lucasfilm. Forget Acco-
lade. Forget Archer Maclean
Farget Jeff Minter. Stand by for
a8 shock that may be as educa
tional as it 1s startling. Soon to
be released on an ususpecting
world is Mindsmear, a game
that defies categorisation. Mind-
smear wipes away all those ‘wal|
we've done as much with the
machine as is possible’ eynics
and may well start something of
a revolutionin the industry.

Mindsmear takes place within
our solar system in a future
where engineering has evolved
robots far enough for them to be
labelled as life. The sum total of
countless thousands of artificial
evolutionary stages is an almost
ﬁ;arfect synthetic breed called

eldlings. What price humanity
in such a scenario? Not much
sadly, but people do still exist,
for the most part hunted down
asvermin. However, there exists
a band of few who oppose the
Meidlings and struggle for exis-
tence. For The Few the pivotal
point of power lies in the poss-
essionof the Jovian moon Titan

Within Titan's atmosphere is
the largest readily -available
source of Hydrogen, needed In
immensa guantities to power
any sort of practible space
travel. Using age-old skimming
methods it's possible to gather
this essential material from Ti-
tan's internal chemistry. Unfor-
tunately Titan is Meidling con-
trolled — but it's your job to
change all that. You are the
ultimate creation of The Few
technology made up from 'iden-
tity slices’ from the best brains
within the last of human society,
vou are a Mingdsmear.

Several Meldling ground tar-
gets on Titan need to be des-
troyed, normally an impaossible
task, but thanks to your contacts
on Earth it's possible to hold off
attacks from Meldling intelli-
gence. The way to deter enamy
intervention is via subterfuge
this is the brains part of Mind-
smear and very interesting it is
too. Using a complex window-
ing system, a sort of adventure
game is played whilst trying to
destroy main bunkers on Titan.
It's possible to play both games
simultaneously, the game scre-
en shrinks down and the map/
text screens are overlayed as
windows, but be warned, the
computer finds it easier to multi-
task than you will!

The main game is in 3D — as
near to life as a Commaodore
could ever be. Admittedly Eido-
fon was good, but there's just no
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The ZZAP! Team had a phone call from two unknown,
budding programmers who pressed hard enough to
ﬁetthis preview included at the very last minute. Calls
ke this are ten a penny, but to everyone's amazement
R turned out to be a shocker—

valid comparison, The main sur-
prise is how smoothly every-
thing moves while the illusion of
true perspective in constantly
captured. Each frame stands up
a5 a8 competent piece of Com-
modore art, Even though the still
photographs ook impressive,
they give but an inkling to
Mindsmear's reality, Your ship
is very neat, capable of a most
astounding list of manoeuvres.
Control is somewhat similar, but
more versatile, to that employed
in Mercenary. The routings
interpreting the stick's move-
ments are very clever, using
specialized artificial intelligence
procedures to make surdg the
joystick does what s needed.
There's even an onboard com-
puter that controls attacks on
enemy ships, though caution
should be exerciséd as it's prone
to enemy  infiltration. There's
nothing worse than getting
blasted tp smithareens by your
own battle computer!

The VErsion exclusively
shown to us at the ZZAP! offices
was about 60% complets, but
the main bulk of the game is
written. At the time of going to
print the two programmers of
the project, Paul and Phillip
O'Connor, were just starting to
look for someone to publish
Mindsmear. Neither have the
time to spend running a com-
pany of their own $o a third party
to market the game seems like a
good idea. After seeing Mind
sSmear we're sure they won't
have to look very far,

Technically Mindsmear really
15 a8 doozy. Hardly surprising
considering the dazzling acad-
emic background of the main
coder, 18 vyear old Paul O
Connor. After taking an entry
exam for Cambridge at the age
of 14 he's been there since and is
naw studying for 8 Doctarate in
Maths and Psychology. How did
Paul manage to squeeze so
much into a machine so many
think has reached its limit? "Well
the advantage we had over
many other 64 programmers
was that we were totally new to
the machine. This may seem
ﬁara_duxical but sfter talking to

abitual 84 games authors it
really seemed that they were
bogged down by what had gone
before them. We looked at the
computer as a totally new hard-
ware entity and designed a
game accordingly.’

Paul's work is the mainstay of
the program but many of the
sub-sections that make Mind-
smear so amazing were created

by Paul's brother Phillip. Phil is
currently at secondary school
studying for '0" levels. The
main secrel was to work out a
sensible data structure, prefer-
ably one that would work table-
driven to keep up the general
speed we needed. The trouble is
that tables take up so much
memory, so @ sort of table buffer
i5 used where the main refer-
ence blocks are generated rather
than loaded. We did cheat a bit
on the cassette version with the
‘invisible’ loading of code. While
you play, large chunks of text are
being pulled into computer. The
speed depreciation of this sys-
tem is negligible but the real
problem is having so many
sprites on screen and keeping
averything refiable.’

What surprised us most were
the extremely high speed filled
graphics, they really put Efite

and Mercenary to shame, we
asked Paul how such astound-
ing moving images were creat-
ed. ‘The good idea we had was
to use the disk drive as slave
processor to the main prog. It
makes life very easy and means
that a true 3D image can be
generated and pulled onto
screen inmuch lessthan a frame
flyback, something previously
unachieved on the 64. Obviously
this was to detriment of the
cassette version but after many
late nights and quite a few pints
of Home Brew the main algor-
ithms were suitably speeded up
to make the cassette version
viable, It meant we could really
go to town on disk version
though, | particularly liked the
sampled guitar note we got to
do a very convincing Dave Gil-
mmlu guitar solo. Now that was
cool.’

Titan ground tmm—‘“%n example of the filled in 3D effect

achieved in MIN
credit.
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Multi-tasking on MINDSMEAR with the map window pulled down
over the action background, in this case Great Britain where you

want to locate an intelligence contact.
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Realistic results based on authentic
playing form. Play by yourself or
with up to 7 friends

o™ THE ONLY COMPUTER GAME
o™ APPROVED BY THE
o™ FOOTBALL -

Availablg on Spectrum 48X, Commodors B4/128 31/ Amstrad CPC 464/884/8128

the mo.1 choice
for games

ABERDEEN 172 Union Street m BIRMINGHAM 98 Corporation Street
BRIGHTON 157/161 Weslern Road m BRISTOL 18 Merchant Street
BROMLEY 140/144 High Street (in Burton Menswear)

GLASEOW 28/32 Union Street m LEEDS 94/96 Briggate

PLYMOUTH 105 Armada Way and = LONDON 100 Oxford Street W1
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