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W 1/ the excitement of a redl Fishing match
Ny and you don'thave to get yonr feer wee...

r::.. -_:?'I el i ' P . i A
gl ﬂ ' believe Match Fishing brings a whole new meaning to computer

entertainment joining up to 8 players in an atmosphere of friendly rivalry
and competition. Combining the power of the computer, its memory
and speed of action with the skill and excitement of Britain's most
popular outdoor participation sport, Match Fishing is the first of its
kind in allowing all players to participate at one and the same time.
Computer enthusiasts, games players and fishing addicts alike, I'm

sure you will enjoy the excitement
as much as | do.’
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Alligata Software Ltd 1 Orange Street, sheffield S1 4DW Tel: (0742) 755796



lllllllllllllll LR N N I O B ]

The latest from the games world.

Gallup Chart........ R e R RO
The latest top 30 plus Amstrad, Atari, BEC, C64
and Spectrum top tens.

uﬂin'-ﬂp Eﬂﬂﬂ&ﬂtiﬂ'ﬂ......+.....“a.“.q. ------ 18
The latest arcade games including digital table
footballl

Hintstit lllllllllllllll ‘-‘."'.'[fl.llllﬁ""sﬁ
Helpful hints for International Soccer, Rocky

Horror and Staff of Karnath.

Adventure Helplines...........veovvvuvecnns 40‘
Help for adventurers stuck in Valhalla and
Sherlock.

WAL UpRE.. . oot s St ....42
The pitfalls of joining a play by mail game.
Dungeon Dressing............. Fasesanunnse 44
Fascinating features for your adventures.
Competition Results................ sl 47

Did you win a Jetsoft arcade machine or a day
with Ocean?

e T R A D e Sz
How to write your own arcade games.
?“lll&‘tt!!!!.!!II-I--I--I-IIII-I-IiiiiI-iiII llllllll 56
Mindboggling puzzles to stretch your mind.
Screenshot Reviews........... bk g Ry 53

Heviews of the latest games for the Spectrum,
C64, Amstrad, C18, Atari, BBC and MSX
computers.

Programs Preview..............ce0vnenneens €O
Cut out cassette cards for our readers programs.

Computer Gamer is a
monthly magazine

appearing on the fourth
l‘gidag gf each month.

Editor:

Tony Hetherington
Editorial Assistant:
Mike Roberts
Interplanetary Adviser:
HEecaan

Group Editor:

Wendy J Palmer
Advertisement Manager:
Sarah Musgrave
Advertisement Copy
Control:

Lynn Collis

Publishing Director:
Peter Welham
Chairman:

Jim Connell

Subscription rates upon
application to: Computer
Gamer Subscriptions
Department, Infonet Ltd,
Times House, 179 The
Marlowes, Hemel
?Bﬂﬂlpﬂtﬂﬂd, Herts HF1

The contents of this
publication including all
articles, designs, plans,
iirf.ﬂ?linga ;l.n other
ntellectual pro rights
therein belong EJBT At‘ry S
Specialist Publications
Limited. All rights
conferred by the Law of
Eft% mnd other

property rights
and by virtue ﬂ? t.;;.r =
international copyright
conventions are
specifically reserved to
Argus Bpecialist

Editorial Address:
1 Golden Square
London W1R 3AB
01-43%7 OGR6

Origination and design:
Argus Design Ltd

Printed by:

Alabaster Passmore &
Sons Ltd; Tovil, Maidstons,

Publications Limited and
any reproduction requires
the prior written consent
of the Company. ©1985
Argus Specialist
Publications Limited.

EKent.

Distributed by:

Argus Press Sales and
Distribution Ltd, 12-18
2315_.11 otreet, London EC2A

COMPUTER GAMER AUGUST 1985

Transmission 5

Stardate August 1988

FEATURES

Anirog’'s Voicemaster.................. o et B
Include speech in your own games.

QuAke MINUs One. ..cciivverviosssssssnssnces 14
Can you stop the Robot Liberation Front in this
giant, real-time, action game?

The Spectrum Collection........ el L R e g 22
15 classic games that all Spectrum owners should
have.

DR RS il D L P O 38
The latest news from America of the
games that will soon reach our shores.

OFFERS

Readers Club........co0cuauua0,y 13
Join the thousands that have joined our club.

The Great Alligata Knockout............0u.. 30
Fight for a Compact disc system in our boxing
challenge.

Win a chance to teach him how to play Broadstreet,

MASIE MOBNTOOME. ... vosessrsvanveis s 36
Design a screen to win some software,

Subscriptions special offer................. 50
Subscribe to Gamer and buy 2 Beyond games for
only £1.50 each!

PROGRAMS

Intergalactic Stunt Parrot/Amstrad......... 81

Seven Jewels plus/Spectrum. .............. 84

Hippo QUuastiBBG. .. ... i ocicsosaitnansisa 87

OVIENT



*j.l e

4

NEWS VEWS

Thunderbirds
are go!

Firebird have just signed
the license agreement that
allows them to produce a
computer game based on
Gerry Anderson’s Thurder-
birds. The game i8 t0 be
written by the "'Booty’' pro-
grammers and it should be
released early next year.

A recent addition to
Firebird's silver range is
Bunestone. This ‘‘land-
gcapes’’ adventure, formal-
ly with Games Workshop
was reviewed in depth last
month,

Firebird are also plann-
ing a sequel to the truly
awful “‘Don't Buy This"
which was so0 bad that it

| DIDN'T BUY

HMT H'_' JY THIS

N o Ty T

AMCg

justly deserved not one, but
three black holes when it
was reviewed last month.
Working titles for the pro-
jectare "'Don’t Buy This 2"’

“Don’t Buy This Again'’ or
“Don’t Buy This Either''.

According to Pirebird,
development will continue
until enough people tell
them to stop it.

In the interest of public
safety Gamer is doing
everything possible to pre-
vent such a disaster. If
you'd like to help please
send to us your reason why
Firebird shouldn’'t release
this game on a unsuspec-
ting public.

Send your suggestions to
“We don’'t want to buy it,
Firebird!™’, :
Computer Gamer,

No. 1 Golden S8quars,
London W1H 3AB

The best suggestions will
win a copy of Don't Buy
This.
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Legend Lament

HRemember The Great Space
Race? Legend do.

A lot of people were very
impressed with WValhalla,
Legend's first produect.
However some people were
a bit upset by ‘The Great
Space Hace'. Legend also
are upset by it and to show
that they are not into com-
ing pe%;la because they feel
that ‘‘The Great Space Race
failed to live up to many
peoples’ expectations’ they
are offering there Ilatest
release ‘Komplex' at half
price, £4.98 instead of the
usual £9.95. To take adven-
tage of this offer, owners of
The Great Space HRace
should send the poster in-
cluded in the package, and
a chequs e payable to
Legend, to PO Box 438 Lon-
don E4 TLX. This will
result in a copy of
Komplex.

Komplex is intended to
be the first in a series of
three. Komplex City is the
second in the series and is
reckoned (by Legend) to be
the first game with full col-
our, real time colour
graphics, with no colour
clashing. :

“‘The whole thing is like a
2D  roller coaster'' says
John Feel of Legend, ‘‘this
is a really good shoot-em-

up, Komplex is the ultimate
map m&l{ln% game. Therea is
to be a follow up to
Komplex City, I can't tell
ou muech about it apart
rom that it has a ‘K’ in the
name and that it will pro-
bably be a strategy game'’.

Komplex city should be
in the shops now and
Komplex 3 should be ready
in time for Christmas.

After this Legend intend
to produce a sequel to their
best selling Valhalla —
“This will be a ‘computer
movie' in the tradition of
Valhalla, and will be in ad-
vance of ourrent games
now as Valhalla was when
it came out.’’

““Valhalla is still selling,
and it is surprising that a
game of that complexity
should be free, @58 youL
count the '‘EILL ME’ com-
mand — but that's a bit sil-

ly anyway!".
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Ariolasoft’s Disc
Releases

Ariolasoft are to release a
series of disc only games
for the Commodore 64 and
Atariin mid August. All the
titlee are Irom the
American software house
Electronic Arts and are
from their successful '‘Con-
struction set'' series.
Pinball Construction Set
allows ¥ou to paint,
magnify, wire and Bsave
over 24 different features
including bumpers, chutes
and flippers as you create
vour own pinball table. The
package includes 5 ready
made tables including one
designed by Jeff Minter.
Music Construction Set
helpg you build 3 chord
notes into your own
musical creations.
Adventure Construction
Set is 2 mamouth program
that helps you design Ex-
odus style adventures of a
minimum size of 240
roomse, containing 600
creatures. The package in-
cludes 30 musical themes,
a library of 500 prebuilt

creatures, 13 types of
ma%ical gpells and 8 ready
made games to practice
with.

Seven Cities of Gold is a
gixteenth century explora-
tion game which you are

gent forth to discover the
new world. During your
travels you will find food
for your men and treasurs
for your coffers and of
course natives which may
or may not be friendly.
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The Custard Kid

The Custard Kid is & new
arcade adventure to be
released by New Genera-
tion for one to four players.

In the game the players,
either working alone or
together, break 1into a
custard factory to steal 12

custard recipes. While sear-
ching they will have to
avold guards (who may be
bribed) and the dreaded
custard monsters that you
might be able to turn into
helpless jelly.

he Custard Kid will be
released in September for
the 48K Spectrum.

YOou to ma
mands

Eram. The
i14.95.
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"l strongly recommend this game”
Home Compuling Weekly

[

Commodore 64

sensational
dimensional
o ! adventure has
o arrived:

have the best

e action ever!

and only The

rating —
rating possible.

AVAILABLE FROM
ALL GOOD
COMPUTER SHOPS

FIRST CLASS MAIL ORDER
SERVICE
Send your name, address and

Cheque/PO for £7.95 to:
MicroClassic Direct
Sales,

Greenfields, Priory Road,
Forest Row, Sussex
RH18 54D.

o

&__,f”

TRADE EMQUIRIES: Cantact Peler Hodkin or Mark McQuade on 0342 82 2845,

Computer Gamer August 1985

% Successfully launched at
The Commodore Show —
The Chess Game was
universally acclaimed to

animation and the best 3D

% Home Computing Week-
ly, the first magazine to
sa¢ review some of the best
“wr software at the show,

. gave The Chess Game,
Chess
Game, a coveted 5 star
the highest

Only E?HE

BEST 3D ANIMATION EVER!

q Yes, the much publicised
new 3
arcade

finally

3D
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NEWs* _ Atari 130XE Computer £164- ...
MNEW=+  Atari 5T. Range CALL HOW!

Top Quality 54" Single Sided/Double Density Blank Disks
Buryireg in bulk has enabled us to supply these disks at the

Best Prices in the U.K.
With a LIFETIME WARRANTY

Box of 10 557 5500 Blank Disks including lateds and write protect tabs
5
ONLY 59‘ Tpip
Bury 5 Boses and get & FREE Storage Case worth cwver £10!8
50 51" 55/DD Blank Disks in a FREE Perspex Storage Case

L]
ony £49- %
Gt deiprtehed wame day . . . . DR 150 cless poil, Hardware = paecel g0k
Postege & Pecking . . . . Aded £1.00 per bon of disles, £8.00 per'boa of 50 and £3.00 par (tem of handwan

Pl sened Chuaed pors Lol orders o
Compuman {Depl. S50
T Gerecedieu Roed, Loughvborough,
Litcs. LET1 DQF Tl (0509) 968059
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JUST WHEN YOU THOUGHT
IT WAS SAFE TO WALK
THE STREETS.....

PAWS

Guide Selwyn the cat
treacherous woodland, town and
scrapyard mazes. Armed with vicious
paws and a few other feline weapons you
must battle past the likes of Bulldog Billy
and his motley pack to collect your kittens
and protect your home.

through the

real
HOME COMPUTING WEEKLY

e - R

ARTIC COMPUTING LTD.
MAIN STREET
BRANDESBURTON
DRIFFIELD YO25
TEL:(0401) 43553

“Yhere rr;ﬂfr f’rf celeliclive geenie
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Title:
Computer:

Supplier:
Price:

I must admit that I was a
bit skeptical when I first
read the instructions for
Voice Master — wvoice pro-
duction through the TV
speaker under software
control? Never!

Well it does. The Unit is a
small silver box with one or
two Eknobs to twiddle, a
small LED, and wiree from
the box to control port 2
and the headset. The box
can also be connected to the
audio/video socket on the
back of the machine so that
you can hear the sound
through the headset
speaker.

The headset is similar to
those ‘Walkman' ftype
headphones, except that
only one ear is covered.
There is also a short tube
coming from the earpiece to
a small, foam covered,
microphone that sits
comfortably in front of
your mouth.

All the leads are of a
reasonable length and I
didn’t have any problems
with snagging cables or
having to rest my head on
the keyboard. Two other
cables are supplied to
connect the unit to either
the A/V socket as
previously mentioned, or
onto a standard
Commodore monitor cable.

With Voice Master you can add
speech to your programs. Mike
Roberts teaches his C64 to talk.

Voice Master
Commodore 64
Anirog

£69.95

Luckily my decidedly non-
standard cable and monitor
fitted nicely.

When everything is
plugged in you can load up
the software and start
calibrating the device.
Calibration involves
Ehc}uin% a small (supplied)
piece of metal into a slot,
tweaking this with the
software provided, wuntil
the right number flashes
on the screen. With this
sorted out you can go onto
the rest of the goodies
supplied on this disk.

ere are three things
you can do with this unit —
record and playback
speech, speech recognition,
and other things. The
recording and playback
system uses an extension

to the resident Basic
interpreter to work.
Commands such as

LEARN, SPEAK, RATE, and
SPFEED, govern the
learning, talking sampling
rate, and speed that the
words are spoken
respectivly. The higher the
sampling rate is, the higher
the quality of the
reproduced speech.
Arguments after Learn and
Speak refer to a set of 64
numbers that are the
recorded or spoken
phrases. Thus Learn 1 will

w

st Eonli'a e e s e e o

COVOX INC.
ELIGEME, OREGDN

patanls gendirsg

sl s P b e

MADE IN USA. T

‘W CALIBRATE

o g

O
(§

record a4 word or phrase
and Speak 1 will say the
recorded word.

There are various other
keyboards that deal with
upkeep of the word lists
and storage of words on
disk and tape.

The speech recognition
aystem is also driven via
basic Keywords. RECOG
will activate a template of
pre-recorded words and
compare them to whatever
is being spoken. Both the
recognition system and the
digitisation system can be
in memory at one time fora
ful%;; flexable voice system.

he best thing is that to
play back speech you don't
need to have the box
connected, it all comes out
of the normal speaker
using the S8ID chip. For
recognition, however, you
do need the little box to
digitise the incoming
speech.

There are various other
things that you can do with
the box and there is soft-
ware to let you do it. The
volce harp has featured
heavily in Anirog's adwver-
tising. This is a system
where you can whistle or
hum a tune and notes are
created for you, But don't
expect to just whistle a
merry tune and have it
come out in the correct
musical notation, it does
need some work and skill to
usa, aven still, it is an ex-
cellent plece of software
and once you get used to it
You ¢an compose simple
tunes.

Software for a speaking
glock and a talking
calculator is also on the
disk, they are not very
useful but they answer the
‘‘yvés, but what does it do
dear?'' question to as-
tounded onlookers.

The manual is erudely
presented, but the informa-
tion provided in it is of an
extememly high standard.
I much prefer this type of
manual to the highly
glossy, but utterly useless
type so often found in an
otherwise excellent piece of
equipment.

Nobody should have any
difficulty with understan-
ding the system, either for
the occasional dabbler or
the expert trying to create a
HAL type talking and
listening computer. I can
safely say that this product
surprised me thoroughly,
and I am very pleased with
it. The package is totally
comprehensive and you can
have ¥your computer
shouting at you in no time.
If you want to experiment
with speech and speech
recognition then rush out

and buy one.
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Bet you can’t it sll when playin

Guide bouncy ‘Thing’ through this underworld fantasia searching for the armoury to equip himself
carefully for the final encounter with the evil Toy Goblin.

Gremlin Graphics, Alpha House, 10 Carver Street, Sheffield $1 4FS. Tel: (0742) 753423

L




Top 30
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Soft Aid

Spy Hunter

World Series Baseball
Shadowfire

Knight Lore

Combat Lynx
Dambusters

~“Bruce Lee

Alien 8

Starion

Everyone's A Wally
Daley Thompson's
Decathlon

Football Manager
Gremlins

Pitstop 2
International Basketball
Ghostbusters
Rocky Horror Show
Manic Miner

BMX Racers

Raid Over Moscow
Finders Keepers
Cauldron

Moon Cresta

Air Wolf

Theatre Europe
Impossible Mission
Starstrike 3D

Death Star Interceptor
Mini Office

Various

US Gold
Imagine

Beyond Software
Ultimate

Durell

Alligata

US Gold
Ultimate
Mebourne House
Mikro Gen

Ocean

Addictive Games
Adventure International
Epyx/US Gold
Commodore
Activision

CRL

Software Projects
Mastertronic

US Gold

Mastertronic

Palace

Incentive

Elite

PSS

Epyx/US Gold
Realtime Software
System 3

Database Publications

Commodore 64 Top 10

1 Soft Aid Various
a Dambusters US Gold
$ 3 Pitstop 2 Epyx/US Gold
4 International Basketball Commodore
8 Cauldron Palace Software
6 Shadowfire Beyond Software
7 Theatre Europe PSS
8 Impossible Mission Epyx/US Gold
® World Series Baseball Imagine
10 Kik Start Mastertronic

Complisd by Gallup for the Induitry's weskly trade magacine, Computer and Software
Ratalllmg, For details contact dJohn Sorrenti, Computer and Scftware Retalling, Liberty

Houss, 232 Regent Strest, London WIR TDE. 01-484 2131,

10
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Soft Aid

Spy Hunter

World Series Football
Starion

Shadowfire

Finders Keepers
Bruce Lee
Everyone’s A Wally
Rocky Horror Show

Spectrum Top 10

SEEEERE SR PSS SRS SRR R A = SETE

Various

US Gold

Imagine
Melbourne House
Beyond Software
Mastertronic

US Gold

Mikro Gen

CRL

Formula One Simulator Mastertronic

BBC Top 10
Knight Lore Ultimate
Revs Acornsoft
Alien 8 Ultimate
Combat Lynx Durell
Castle Quest Micro Power
Elite Acornsoft
Atic Atac Ultimate
Emerald Isle Level 9
Mini Office Database Publications
Football Manager Addictive Games

O30k G0

HOooo~ 0N sANH

Amstrad Top 10

Knight Lore Ultimate

Daley Thompson's Decathlon Ocean
Ghostbusters Activision
Starstrike 3D Realtime Software
Alien 8 Ultimate

Combat Lynx Durell

Mr Freeze Firebird !
Sorcery Virgin .
Fighter Pilot Digital Integration
Minder DK'tronics |

Atari Top 10

Bruce Lee
Decathlon

Pole Position
Leggit

Mr Do

Beach Head
Kissin Kousins
Drop Zone

Atari Smash Hits

US Gold
Activision
US Gold
Imagine

US Gold
English Software
US Gold

English Software
US Gold

COMPUTER GAMER AUGUST 1985



acEs B e

NEW LADEL
NEW TITLE

R et

N N

=

B o

Z
U

Ao

vV NV

-
il

= = N |

7 G

H d




A FULL CRICKET SIMULATION WITH
THE FOLLOWING FEATURES TO MAKE
IT A TRULY “FIRST CLASS GAME”

3 GAME OPTION, LIMITED OVER, ONE DAY, TEST MATCH, SELECT YOUR OWN TEAM, SCORE BOARD,
PLACE 9 FIELDSMEN ANYWHERE ON PITCH, CHOICE OF 4 BOWLING TYPES, FAST, MEDIUM, BOUNCER,
SPIN, CHOICE OF BATTING STROKES, LATE CUT, GLANCE HOOK SQUARE CUT COVER DRIVE,
OFF DRIVE, STRAIGHT DRIVE,ON DRIVE, PULL, BATSMAN DISMISSAL OPTIONS, BOWLED,

RUN OUT, L.B.W., CAUGHT, STUMPED, CAUGHT BEHIND.

AVAILABLE DIRECT FROM TYNESOFT FOR £9.95 POST & PACKING FREE

AVAILABLE NOW FOR THE C.B.M. 64 OTHER VERSIONS AVAILABLE IN THE NEAR FUTURE
TYNESOFT COMPUTER SOFTWARE, ADDISON INDUSTRIAL ESTATE, BLAYDON, TYNE & WEAR NE21 4ZE. TEL: (091) 414 4611
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READERS
(-l

The Computer Gamer
Readers Club is a
FREE club open to all
readers of Computer
Gamer. All you have to
do is to fill out the
form on this page and
send it with an AS
(minimum) envelope
with your name and
address on it for the
return of your
membership card —
no need for a stamp on
this as we’ll supply
the postage.

Send both the

envelope and the form
to:

.ﬁ.]l ou ha
II (to 1351? as identify

| and send it to

"B
n No.j "I

Gam
g Beaders Club Er:

1 Token No.3 -
L
]

~ COMPUTER GAMER AUGUST 1985

po not enclos
in the anvelo

Gamers’ Club
Computer Gamer
1 Golden Square
London W1R 3AB.

What do you get out of
it? A FREE news letter
once a month with of-
fers, club activities
and news. The chance
to participate in the
Gamer Club ratings
scheme, this is a
scheme where by per-
forming various tasks
a member can fill up
his membership cards
with the ratings

N | Eﬂﬂﬂar.ﬂ Club
computer Gamer
| 1 Golden Squars®
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e any other corres
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(rather like
Scout/Guide badges).
On completion of all
tasks the person is
awarded the Master
Gamer Award — and
can be very proud of
himself indeed.

But enough of this,
fill in the form get
yourself an SAE, bung
our address on the
front of another and
dig yourself up a
stamp. Then you can
see what it’s all about.
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Quake

Tony Hetherington takes an indepth
look at Monolith’s giant, real time,
action game as tries to stop the Robot
Liberation Front.

Introduction

Deep below the surface of
the Atlantic Ocean lies the
Titan power complex. Once
this was the source of mans
energy, derived directly
from the Earth's core. Now
the Robot Liberation Front
nave siezed the complex
turning it into a timebomb.

In ten hours the RBRLF
will explode the complex
causing a massive earth-
quake that will devastate
the world’'s industrial na-
tions. Your mission is to
regain control of the com-
plex, foil the plans of this
lunatic terrorist organisa-
tion and generally save the
world — again.

The games joystick con-
trolled action takes place in
the ‘‘streets' of the com-
plex between the mobiles
controlled by the five Titan
computers., Unfortunately
you only control one com
puter, Heimes, and its 50
mobiles which leaves you
outnumbered 4 to 1 both in
computers and mobiles.

The games view screen
shows the view and in-
struments for just one of
your mobiles. The 3D view
down the ‘‘streets’’ is
created by a technigue call-
éd ‘‘actionscaping’’ that
creates a landscape that
your mobiles can charge
through at breakneck
speeds. The instrument
panel includes fuel and
energy levels, weapons
status and a map of the
complex, Each mobile as a
unique number and selec-
tion of weapons systems
which will be discussed
later in the article.

However the ensuing
battle isn't just between
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mobiles, for along each
road are a number of in-
stallations that are not only
used for refuelling and
mobile repair but also fight
invading mobiles.

To the right of the screen
is the "‘keyboard’ which
controls the various mobile
functions aswell as calling
up the map display that
allows you to find your
other mobiles and buy
selecting one with the
joystick passes control to
another. Then the view
screen changes to show the
view and controls of that
mobile.

Getting started

Your first few games of
Quake-1 should be used for
exploration as well as some
target practice.

ctivate the weapon
systems of a handful of
mobiles and start shooting
up the ‘“‘streets’’. This apart
from being great fun will
acclimatise you to the
strengths and weaknesses
of the games mobiles, in-
gtallations and weapon
gystems.

The next stage is to map
the complex. Not just the
road network but the star-
ting positions and
strengths of your mobiles
since they start sach game
in set positions.

Then its time to think
about an attempt to stop
the RLF.

The Titan
Complex

The complex consists of a

network of 1857 roads, of

various lengths, 5 com-
uters controlling a total of
50 mobiles,

A road map of the com-
plex is included in this arti-
cle on which you can mark
the opening positions of the
mobiles and also to show
some features of the com-
plex.

The map was originally
baged on a spiders web but
then altered so that it is a
symetrical. The outcome of
this 18 that there are areas
of the complex with sparse
long roads and other dense-
ly populated zones usually
centering around the Titan
computers. At the start of
the gameé there 18 an
average of two mobiles per
road.

There are also numerous
junctions connecting bet-
ween £ and 6 road sections
with obvious conse-,
guences. For example, a 6
way junction is strategical-
cl:?r important but difficult to
efend since it can be at-
tacked from those six direc-

tions.

The Titan
Computers

The complex was controlled
by five computers; Ares,
Vulecan, Poseidon and Zeus
now under renegade RLF
control and Hermes.

Fach computer had a
specific function to per-
form which was carried out
by it fleet of mobiles.
Although the computers
atill perform their original
programmed functions
they now have disasterous
effects. For example Ares
(attack) and Poseidon
(defence) now view you as
the enemy and will attack
or defend against your
mobiles. Zeus, the c¢om-
mand computer, now
directs the rensegrades
strategy against you and
uses its mobiles as rein-
forcements. Finally Vulean
which was previously the
monitoring computer wat-
ches your every move look-
ing for your attacks with it
will counter attack and
perhaps even surround and
rout the attacking force.

The Mobiles

Each mobile has a unique
number and selection of the
gight possible weapon
systems. Consequently you
will have some heavily arm-
ed strike mobiles, with
some having as many as 7
systems although only one
offensive and 2 defensive
can be activated at any one
time. The average arma-
nent will be 3 or 4 weapons
however you will see some
with only 1 which will be
best used ag scouts Or can-
non fodder.

The offensive weapons
incorporate mines that can
be ropped on roads,
torpedos for long range
targets, ionic blasters to
capture renegade com-
puters and installations.
Also in your arsenal are
fireball guns, missile pods
and lasers.

Two defence systems are
available and are shock
sghield to defend against col-
lision and impact weapons
and plasma shields to
deflect ionic blasts and
fireballs.

It is important to
remember that the enemy
have the same available
weaponry at their disposal
50 expect to come under
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Installations

Scattered along the length
of each road are a number
of installations that can
have a marked effect on the
game. They broadly divide
into three Eroups, attack,
defence and utilities.

The attack installations
also have the same choice of
the mobiles weapons
systems so don't be caught
out if you suddenly come
under attack from an
enemy bunker or rig.

The defence system con-
sist of sonar beacons that
warn of attack, magnetrons
that sap your weapons
energy and conducting col-
umns that negate the effect
of ionic blasters.

The utility installations
are involved in the produc-
tion of energy (remember it
was a power station before
it became a battlefield) and
include fuel tanks and
energisers to refuel your
mobile or energize its
weapons systems. Also fac-
tories to repair damaged
mobiles, self-explanatory
cooling domes and quake

“guppressors and a control

tower that controls the
other installations.

If you capture a control
tower you gain control of
the whole road including
all of its installations which
vou can then use against
the enemy. To do this you
must zap it with an ionic
blaster. However before
you can do that you will
have to take out perhaps
other installations, for ex-
ample a conducting column
that would neutralise your
blaster.

As there are strong
mobiles and weak mobiles,
there are strong and weak
roads for it is not only the
installations that are pre-
sent ite where they are
placed. For example it
would be difficult to attack
a tower if it was surround-
ed by a conducting column
and a magnetron since even
firing a long range weapon
(a. torpedo) from a safe
distance may have
disasterous consequences.
Such tactics may result in
the accidental destruction
of a quake suppressor
which would reduce your
10 hours in which to com-

plete your mission
significantly.
Luckily the opposite 18

also true as a well placed
cooling dome when hit
could take out a rig or

QUAKE-1 ROAD MAP

2>
T
. -

bunker with it, leaving the
road e¢lear for you.
Therefore its well worth
sending a few of your
weaker mobiles on one way
scouting trips to see the lie
of the land.

It is important to prac-
tice the assault of roads as
some don't have towers
controlling them. Instead
they have road junctions
(that must be captured
before you can Aass
through them) or Titan
computers.

How to win

They key to defeating the
RLF is the same a& any
other game. That is you
must first know your
enemy, discover is strength
and weaknesses and avold
the strengths and exploit
the weaknesses.

The RLF's weakest link
lies in the control network
of the Titan computers. If
yvou manage to disrupt this
then you have a big advan-
tage that you may turn into
victory.

The entire renegade
threat 1is controlled by
Zeus. Every ‘‘turn’’ Zeus
gxamines the situation and
decides whether to let Ares
attack you or allow
Posiedon to bolster up
defences and so on.
However if wyou destroy
Zeus then they will lose this
‘“‘logical’’ command and
resort to a random system
where each surviving com-
puter has an equal chance
to %Etting the ‘‘turn’’.
Similarly taking out Ares
will reduce the renegade

RLF attack potential
although Zeus will step in

with its reinforcement
mobiles.
While the idea of =&

“turn’’ is inaccurate it does
convey what 18 happening
Farticularly the important
act that although the
enemy out number you 4 to
1l they can still only move
one mobile per “‘turn'’.

Since Quake-1 is a real-
time game its turns are a
measurement of time. For
example if you moved a
mobile down the games
longest road it would take
about 30 seconds. In the
same time the RLF can mﬂ%
perform a total of 3
seconds worth of action. It
might move 10 mobiles
down short roads but that
would assume each road
only took & seconds to
travel.

Don't panic about hav-
ing to control B0 mobiles at
once because this number
is quickly whittled down
until near the end of a suc-
cessful game the battle will
be fought between only a
handful of mobiles.

The important thing is to
activate the weapons
gystems I1in &8 Inany
mobiles as possible as
quickly as possible as if the
need arises they will defend
themselves, but only if they
activated weapons., Next
you should mine some key
roads to Hermes to slow
down any counter- attack.
Then select a strike force to
take out important RLF
controlled roads before tak-
ing on the computers
themselves.
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Hot Line
Mail Order Service
- 0225-31146924

LIFE
WITH

eep in the steamy Amazon jungle
“danger lurks amongst the swamps and
creepers. Armed only with a blowpipe and
a limited number of poisoned darts, your
journey takes you through some of the last
unexplored areas of Rainforest.
Look out for treacherous headhunters and
\ scorpions, while above you deadly tree
\ snakes wait to strike at easy prey.
Try and outrun them, but you'll have to
stop, load and shoot eventually!
Your adventures take you through dank,
eerie caves echoing with the sound of bloodsucking
vampire bats, Wierd wraithes chase you out to face the
climax of the game around a ruined temple.
Dodging the crumbling masonry you must combat
giant spiders waiting to entwine you in their deadly
webs. But are you accurate enough with your blowpipe
to face the final conflict?
There are 4 levels of difficulty spread over 3 incredibly
detailed 3D scrolling landscapes and should you be
-, caught out, the end you face is definitely not for
the faint hearted.
Realistic sound adds to the thrill of the
. ¢ Cchase — make sure the screams aren’t
. » yours if you are dragged away by the
- awesome Quetzalcoatus.
Load up, and be ready to shoot!

Mew Generation products are
sold according to their terms
of trade and conditions of sale.

FREEPOST, Bath BA2 4TD.
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THE GREAT AL l l6AIA

Computer Gramer and

Alligata Software are offer-

ing you the chance to win a

fantastic Mitsubishi CD
layer, but you'll have to
ight for it.

We're looking for 8 con-
tenders to fight for the main
prize in a tournament bas-
ed on Alligata’'s new boxing
game, Knockout, at the
Alligata stand at the PCW
show in September.

If you'd like to be one of
those contestants then
simply answer the five easy
multiple choice gquestions.
Then all you have to do is
think up a name for a Box-
er which will be used as a
tiebreaker. The name you
select should be amusin
and original and shoul
describe your style of play.
A few examples are includ-
ed in the game, such as
Slugger Sam and Bald Bul-

‘Send vour entries with
the completed from below
to: Computer Gamer
(Knockout),

No. 1 Golden Square,
London W1H 3AB.

Make sure your entry
reaches us by August 26th
and you meg be invited
down lympia in
Eeptember where you could
see the PCW show and even
return home with a com-
pact disc player.

The Questions

Examine the following
rmultiple choice guestions
and when you think you
know the answers write
them in the spaces on the
form below. Also in order to
help the judges repeat your
answers on the back of the
envelope.

«) Henr

1) What colour are the
corners of a boxing ring?
a) red
b) blue
¢) red and blue
d) red, blue and white

2) Who floated like a
butterfly and stung like a
beg?

a) Joe Frazier

b) Muhammed Ali
Cooper
d) Joe Bugner

a) Who did Barry
McGuigan beat to become

world champion?%
a) Pedrosa

b) Perdraza
¢) Perdo
d) Perno
4) How long does an 8
round boxing fight last?
a) 24 mins
b) &1 mins
¢) &4 mins
d) 38 mins
5) Which British boxer
floored Muhammed Ali?
a) Alan Minter
b) Joe Bugner
¢) Henry Cooper
d) Colin Jones

The Prizes

First prize iz a fabulous
Mitsubishi DP 107 Compact
disc player plus a System
80 tape deck that can play
up to seven cassettes con-
tinuously. The total price is
worth over £750!

The CD player offers
superb sterec sound void if
any distortion caused by
dust and dirt. The system
uses a 3 beam laser that
reads the disc to produce
superb sound.

The system 80 tape deck
allows the user to program
up to ten hours of con-
tinuous music from any 7
audio cassettes. or if you
only want a single track of
a single tape then the
system will find it for you.

Runnersup

The other seven contestants
won't leave empty handed
as they will collect a
goodies bag full of Alligata
software.

COMPUTER GAMER AUGUST 1985

25 copies of
Match Fishing to
be won!

As an added bonus Alligata
are offering the chance to
win a copy of -._T ack
Charlton’s Iglﬂ.n“'l Fishing
All you have to do to enter
is count the number of
ishy puns that you can
find in the review of the
E,-L']I!-' in thisg month's
{muu-'l' Then ._Jtlpl,, write

he number on the back of
an envelo pe. Include inside
the envelope your name
and address and as a
tiebreaker as many addi
tional fish puns that you
can think of

Then send your entry Lo
Computer Gamer (Fishing),
No 1 Golden Square, Lon-
don W1R 3AB. All entries
should reach us by August
26th.

|




Computer Gamer (Enockout), 1, Golden Square, London
WI1ER 3AB.

question 1__  question 2 question 3

question 4  _  question 5

My boxers name is _

The access code to load side 2 i3 __
Closing date August 26th,
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Football Manager

The Sinclair Spectrum has
been the focal point of the
British software industry
for over three years. Since
the early ‘‘fruit machine®’
days the standard of games
nas increased immensely.
Consequently this selection
isn’'t just the games that I
still play but it also forms a
pottaed history of SBpectrum
software. The collection in-
cludes Football manager
which although written en-
tirely in Basic is still one of
the most addictive gamss,
znight Lore, a superb &D
arcade adventure, Match
Point possibly the best Ten-
nis game available on any
computer and Beach-head
which was one of the first
American imports con-
verted from the Cé4 for the
Spectrum.

The c¢ollection also
shows the variety of Spec-
trum software as it in-
cludes adventure, arcade,
sports, strategy and
WAargamaes.
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Football
Manager
Addictive Games
1982

Although written entirely
in Basic, Football Manager
15 arguably the most addic-
tive game ever. In it you
play the manager of your
favourite team having to
cope with injuries and the
transfer market as you
strive for league and cup
glory.

My neighbours still
haven't recovered from the
celebrations after I won the
FA cup as a third division
team!

The Hobbit
Melbourne
House 1982

Despite the fact that the
Hobbit was one of the first
Spectrum adventures, it set
such a high standard, that
it is still one of the best, Its
mixture of graphics and in-
formative text plot the
adventures of Bilbo in his
quest for the evil dragons
gold. During the game you
meet the elves, goblins and
dwarves of Tolkiens classic
novel and of course Gan-
dalf, Gollum, Smaug and
Thorin who is still singing
about gold.

Tony Hetherington selects
15 classic games that all

Spectrum owners should

have.

Jetpac
Ultimate 1982

Ttimates first game, Jet-
pac, is still the inspiration
for other games. This fast
action space shoot ‘em up
launched Ultimate as a ma-
jor software house.

The game challenge its
Jetpac powered players to
collect fuel and treasurse
from alien worlds while
blasting the attacking
aliens with your ‘‘mega
powerful, Quad Photon
Laser Phasers'’.

Manic Miner
Software Projects
1983

Originally with the sadly
defunct Bug Byte this
classic platform game had
many a player leaping from
platiorm to platform while
avoiding posioness pansies,
spiders, slime and of course
manic mining robots.

Luckily Miner Willy sur-
vived the ordeals to star in
the games sequel, Jet Set
Willy.

Atic Atac
Ultimate 1983

This was the first of the so
called graphic adventures
in which you were trapped
in a castle full of ghosts,
ghouls and monsters,

The game featured
superb graphics of the
rooms objects and

monsters that populate the
castle. Players could select
to play either a Knight, Serf
or Wizard, each with an
unique weapon and move-
ment abilities. A nice
finishing touch was the
players energy level that
was displayed as a turkey
which is gradually eaten.

Dungeon
Adventure
Level 9 1983

Level ® have consistantly
defied the Spectrum’'s 48K
limit by cramming in a
series of superb text only
adventures.

Dungeon Adventure, my
favourite, is an excellent
example of their use of
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Manic Miner

Scuba Dive

compression techniques by
which their adventures
contain more descriptions,
locations and traps than
should be possible in the
memory allowed and is
why they are regarded as
the British Infocom,

Computer
Scrabble
Psion 1983

Psion achieved the impossi-
ble with this computer ver-
sion of Scrabble. The game
featured between 1 and 4
computer players (drawing
on a vocabulary of over
L1000 words — in only
48K!) competing at four
levels. With the highest
level giving even seasoned
scrabblers a challenging
Fame.

Ant Attack
Quicksilva 1983

Ant Attack introduced a
new system called Softsolid
D through whieh its
players could explore the
dD  walled ‘city of
Antescher.

Armed with only a hand-
full of grenades the player
nad to find and rescue his
other half from a city full of
deadly ants,

¥ o
mww-"“m.-\.pl_v”ﬂ?'-rm — —.\lr'.' e .“:' gy

=Core Q90O0Q@0

Ly i M

.
-

-

Scuba Dive
Durell Software
1983

In this unigque game you
had to explore the undersea
depths in search of
precious pearls. These lay
on the sea bed or in deep
underwater caverns guard-
ed by octopuses.

You also have to avoid
sharks and other
maneating fish while keep-
ing a caretul check on your
oxygen level which can be
topped up from aqualungs
found in caverns

Bugaboo
Quicksilva 1983

Written by Spanish authors
Indescomp Bugaboo is a
flea that has to hop and
jump out of a cavern by
leaping from ledge to ledge.
The caverns landscape is
wonderfully alien complete
with strange flowers and
curious rock formations.
unfortunately for Bugaboo
the cavern alsoc contains a
hungary dragon that snaps
up careless fleas.

Match point
Psion 1984

This is the best Spectrum
sports simulation as well as
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Atic Atac

peing the best tennis game
that I've played on any
machine.

Either two players can
battle it out or one can be
beaten by the computer at
three different levels.

The action is accom-
anied by a crowd that
ollows every ball, an um-

pire and ball boys

Codename Mat
Micromega 1984

Inspired by the classic
Atari game Star Raiders.
Codename Mat is a fast ac-
tion 3D space game in
which you must defend the
galaxy from the attacking
Myons.

Luckily your ship is
equipped with long and
short range scanners,
shields, battle computer
and lasers that should be
fully armed as you warp in-
to battle.

Three types of attacking
Myon ships await you but
should you be hit you can
dock and be repaired by
any planet not yet under
Myon control.

e
20
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Codename Mat

The Lords of
Midnight
Beyond 1984

Described as an epic game,
Midnight wused the
scaping

have 32,000

Midnight where the evil
Witchking rules. Your mis-
sion in the game is by.con
trolling  four

forces of Doomdark. Mean
while your

character Morkin
travel alone
destroy the Ice Crown.

Midnight is the first of a

trilogy of games. The sze-

land-
technigue to
become the [irst game to
views. The
view illustrated the land of

characters
raise and command armies
to do battle with the ewvil

fourth
must
to find and

L . B o B Wt ] e 1

cond, Doomdarks Revenge
was released the third part.
The Eye of the Moon is to be
released in September

Beach-Head
US Gold 1984

Five linked war games form
one of the best arcade con-
vaersions for the Spectrum.

G]*igma]]y written for
the €64 the Spectrum wver-
siorl kept its gameplay to
become a classic Spectrum
game, To succeed in your
mission to destroy the for-
tress of Kuhn-lin you will
nhave to pguide your {leet
through a minefield, shoot
down attacking aircraft,
sink enemy warships,
guide your tanks up the
beach before taking out the
enemy gun positions.
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Knight Lore

Knight Lore
Ultimate 1984

This the third Ultimate
game in this collection
shows how they pushed the
aopectrum to its limits.

Knight Lore is a true 3D
arcade adventure in which
our hero must find the in-
gredients to a brew that
will cure his problem —
lycanthropy. While being
in his werewolf phases can
have its advantages (he can
run faster and jump fur-
ther) he triggers more of
the fiendish traps and is at-
tacked by more of the
creatures.

Enight- Lore feature
superb 3D rooms and
animated figures created
by TUltimate's filmation
technigue which is only
now being converted for
other machines.
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‘ ., o SPECTRUM 48K
GAHRGOVLE AMSTRAD 464

GHNES £9 95

GARGOYLE GAMES LTD., 74 KING STREET, DUDLEY, WEST MIDLANDS DY2 8QB
Telephone: (Sales) 0384 238777 (General) 0384 237222
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THE HELM Adventure
An amusing, stylish text adventure

AR T T

CHICKIN CHASE Arcade
Ruling the roost can be a hard life

ESTRA Arcade
Recover the sacred statue of Estra the
Snake God

VIKING RAIDERS War Game
A test of strategy against the computer or
friends

DON'T PANIC Arcade/Strategy
Amusing and challenging, a game
with a difference

HELICHOPPER Arcade
Fast and smooth multi-screen action

HIGH |

IF IHE |

LTUES |
A

GE=D=laTmuDr

EXODUS Arcade
Strange creatures emerging from the pits

\I
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MICROCOSM Arcade
Addictive and challenging multi-level
arcade action

RUN BABY RUN Arcade
Multi-car cop chase and shoot-out

DON'T BUY THIS! Compilation
Five of the worst games you have
ever seen

Fireird and the Firebard logo are trademarks of British Telecommunications plc

HI 000000 4 T SZCORE O0DOOOQ0+ 200
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MR FREEZE Arcade/Strateqy )
Six compartments, each tougher to de-ice 'Si

DUCK! Arcade H
Comedy and music in this novel duck shoot Ne

N
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SUBSUNK Adventure with Grap-hin:.a MICK
Trapped on the sea bed in a scuppered
submarine

ZULU Arcade
100 golden masks hidden in a magic maze Twen

THE HACKER Arcade/Strategy SHOR
Terminal to modem, telephone network to 28m S

mainframe and hi

)
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FAHRENHEIT 3000 Arcade/Strateqy GOGO THE GHOST Arcade/Adventure CIRCUS CIRCUS Arcade
to de-ice | Sixty four screens to meltdown 150 different haunted castle chambers Twenty circus rings to escape

| - bl - S R SA  em e
HEADACHE Arcade BIRD STRIKE Arcade THE WILD BUNCH Strategy/Adventure
duck shoot | Nervous Ned's quest to serve the Brain Wing the planes and shoot the pigeons Accused of murder, hunt the real killer

e 5 FIREBIRD SILVER CATALOGUE
S86 » AMSTRAD CPC 464 COMMODORE 64 SPECTRUM 16K/48K
026 MR. FREEZE 015 MR. FREEZE 006 RUN BABY RUN
J 029 THE WILD BUNCH 017 BOOTY 035 DON'T PANIC
042 SHORT'S FUSE 018 EXODUS SPECTRUM 48K
044 SUBSUNK g;g gJEfEACHE 008 VIKING RAIDERS
BBC MODEL B 024 GOGO 012 THE WILD BUNCH
003 BIRD STRIKE 014 MR. FREEZE
005 DUCK! 028 ESTRA 016 BOOTY
032 SUBSUNK
022 ESTRA 034 THE HELM 031 SUBSUNK
G 023 THE HACKER 033 THE HELM
B e R b 038 CHICKIN CHASE
025 MR. FREEZE 041 CIRCUS CIRCUS 036 SHORT'S FUSE
MICKEY THE BRICKY Arcade 035 MICROCOSM 037 HELICHOPPER
Four screens packed with fun ELECTRON VIC 20 (UNEXPANDED) 040 DON'T BUY THIS!
027 BIRD STRIKE 002 MICKEY THE BRICKY 043 FAHRENHEIT 3000
030 THE HACKER
MAIL ORDER

0640 Please state name of game (and machine) and numbers required.

Enclose crossed cheque/PO made payable to FIREBIRD SOFTWARE.

All offers are subject to availability Orders are despatched promptly.
2, All prices inclusive of VAT and postage.

= __ MAIL ORDER: *FREEPOST FIREBIRD,
Yl & H WELLINGTON HOUSE,
UPPER ST. MARTIN'S LANE,
LONDON WC2H 9BR

HL e
153l

b B |

BOOTY Arcade/Adventure
Twenty holds full of pirate loot

“Hi shsmps
rosqiaara]

nagic maze

4

'a___ o - P

HORT'S FUSE Arcade/Strateqgy
'Sam Short secret agent versus Boris
‘and his bombs

m P i
etwork to [ : [

(] FIREBIRD SOFTWARE, WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE, LONDON WC2H 9DL. TEL: 01-379 675




COMMODORE 64




RECORDMANIA

14 DAVYGATE CENTRE YORK
Tel: (0904) 33993

AMAZING BARGAINS!!
IN SPECTRUM SOFTWARE

TITLE

CLUB RECORD CONTROL
COLLECTORS PACK
BMALL BUSINESS ACCTS

3 PACK

YU-FILE
VU-CALC
VU=30

3 PACK

MAGMETS
GLIDER
FLIPPIT
CHESS TUTOR
CARGO

5 PACK

LEARM TO READ 1
LEARN TO READ 2
LEARM TO READ 3
LEARM TO READ 4
LEARN TO READ 5

5 PACK

BEYOND BASIC
ZX FORTH
ZEUS ASSEMBLER

) PRIMT LITILITIES
MONITOR DISASSEMBLER
MUSIC MASTER

6 PACK

EARLY PUNCTUATION
SPEECH MARKS
APOSTROPHE
CAPITAL LETTERS
CASTLE SPELLERQUS
ALPHABET GAMES

6 PACK

SPACE RAIDERS
PLAMETOIDS

HUNGRY HORACE
HORACE AND THE SPIDER
ERIC AND THE FLOATERS
ZIPPER FLIPPER

6 PACK

CATTEL IQ TEST
6 PACK

DRILLER TAMKS
BUBBLE BUSTER
BIORYTHMMS
REVERSI

BUGABOOD THE FLEA
MANIC MINER

6 PACK

BACHGEAMMON
FLAMET OF DEATH
INCA CURSE

SHIP OF DOOM
ESPIOMAGE ISLANMD
EMBASSY ASSAULT

6 PACK
VALHALLA/GREAT SPACE RACE

SRP £25.00 OUR PRICE E£5.00 FOR
BOTH.

.
m 1
o

BRES

o en
R

n
@

Please make Cheques/PO lo Recordmania, add 50p per order PP, Allow 10 days for

Ghasibusters

Knight Lore
LIndereuride

Daley Thamp Decathlon
Matchday

Tappar

Spy Hunter
Every Omas A Wally
Dambusiers
Matchpoint
Technician Ted
Srmadaw Fira
Dari Star
Star Strika
Animated Strip Poker
Hunchback (1
Tif Na Mag
Alraepll
s Loo

8 oop
Pumr?;lltinn
Raid Crvar Moscow
Hard Hat bac
The Fourth Protocol
Super Gran
Cnm on Cna
Cauldran
Project Future
Fightar Pilat
Manic Mirser
J Barr Sguash
Beachhead

Sports
Lords of Midnight
Grernling
Archon
Buck Rooers

LG

Full Throtile
Twin Kingdom Vallay
Tabes of Arabian Nights
World Series Basehall
Rocky
Eusreka
Zaxxon
Fantastic Vaoyage
Bruce Log
Alan
Craath Star Intercaptar
Warlords

Hobhbitt
Dwn Darach
i

e
Grand Mational
Harby's Dummy Aun

¥ Egg 2
Backgammon

- Computer Gamer August 1985

dellvery overseas wrile first,

COMMODORE SPECTRUM

| QUAKE-1 £7.50 DAMBUSTERS
ROCKFORD'S RIOT £7.50 GLASS
EXPLODING FIST  £7.50 DUN DARACH
ELITE £11.00 ROCKY

MIG ALLEY £7.50 DYNAMITE DAN
GHOSTCHASERS  £7.50 MATCH FISHING

BOTHAM'S CRICKET £7.50

KNOCKOUT

P&P inc. in U.K. Orders to:
Megasave
Dept 2, 76 Westbourne Terrace, London W2.

SPECIAL DEAL FOR ATARI
400 / 800 / XL / XE

£7.50
£5.95
£7.50
£5.95
£4.95
£5.85
£5.50

HIRE your first 2 games FREE from our extensive
range of software. Up to the minute releases avail-
able. Apply Now!

OR

EU‘_'F all the latest software titles at best possible
prices. (New releases available direct from U.S.)

Atgri hardwlare and modems now available at
discount prices. For further details send S.AE. to:

CHARNWOOD GAMES

27 WARWICK AVENUE, QUORN,
LOUGHBOROUGH, LEICESTERSHIRE.
TEL: 0509 412604

SHEKHANA COMPUTER SERVICES

w4+ SPECTRUM + & =

ouR

RRP PRICE
Bas 760
f85 750
985 7150
690 405
795 500
7.95 G560
805 &78
785 590
9.99 7.50
.95 7598
7.85 550
BA5 445
848 T.50
785 580
BG5S 445
695 550
880 525
995 T.2D
695 550
8595 550
7.95 5850
7898 &70
T85 5890
B9 BES5
1285 9495
BA5 750
B85S B85
799 589
695 520
795 580
595 38D
7895 5400
795 5480
785 5490
985 750
BRE 75D
1085 B.O5
785 580
785 680
BO5 55D
TH5 39
550 425
795 550
795 650
1455 7.50
785 550
685 550
795 5890
gas 7.50
785 5490
EED 425
1485 009
QA% T.20
BO5 4855
705 500
885 500
g5 TED
695 575
895 499

ww & SPECTRUM + +

Avalon 785 590
Rocky Horror Show B9% &75
F, Brunc's Boxing 895 550
Tasimatch 8895 499
Flight Simulation 7895 550
Stove Davis Snoockar 785 580
Siraat Hawk BABE 528
Jat Sat Willy 2885 5325
Mindar 858 T80
Frankie Goes Te Hallywood BBs 7.50
Supar Gran Adveniure 865 TS50
Daley Toms Supertast B85 548
Spy ¥ SE;,.- 489 TED

ay of Exploding Fist 988 T.50
A vk to oA kill 1099 B&ED

* & & AMSTRAD w w %

One on ona B85 7.50
Archon 11,85 9499
Everyone's a Wally 885 7.28
Beach Head 885 750
Hard Hat Mac B85 750
Daley Tams Supariast BO5 &TH
Cun Carach 485 T.50
Combai Lynxs 895 6.80
Fighter Filo 895 &%)
Aden § 285 7.50
Knight Lore 9495 T80
F. Bruno's boxing [avail 18/7) 885 895
Sirget Hawks B85 /75
Azimuth (Kd alignm't) BRE 7.50
o ow BEAC & & &
Knight Lora 885 750
Revs 1485 11.75
Combat Lynxs Y T
Manic Minor 895 725
Maichday 8.95 B6.95
Alien 8 8.8% T50

All Prices include p&p in LK.
Europe add £1.00p per tape, Elsewhers at cost,

Cheques'PO payable 1o

5CS, -ﬂnnlaﬂﬂl:w , 653 Green Lanes,
London MB 0OY. Tel: (07) 800 3156,
SAE lor list

*w % COMMODORE + + «

OUR

RAF PRICE

Elita 1485 11.25
On court Tannis 10,88 8484
On field Football 1089 894
Star League Football 1088 4949
Strip Poker BRE 7.50
Tir Ma Maog 885 7.50
F. Bruno's baxing 785 650
Beachead Bos TEO
Solo Flight 1485 11.20
Ring Alley Aca 995 T.65
Bruce Laa 895 T.50
Mato Commander 985 T.50
Spitfire Aca 885 750
Ghostbusters 10,99  8.40
Batile For Midway 0o8 T7.50
Frankia Goas To Hollywood B85 7.50
Dalay Toms Supartasi THE 580
Dropzone Bed 785
Jewals of Babyion T B5.25
] 489 T.aAs5
ZaxxEOn 995 T80
Summer Gameas 14.95 11.340
Cuo Vadis 985 750
The Aocky Harror Show 8.9% 695
Dambustars BB T7.50
Hyper Sports B8E 750
Raid Ovar Moscow 9595 T.50
Stall Of Karmath bas T.ED
Blua Max %S TS50
Tapper 995 T.A50
Euraka 1495 B499
Int Baskei®all 599 499
A vigw to 8 kil 1089 A&.50
Ghostchasars 885 vOo6
Dalay Thomg Decathlon 755% 580
D_lg ug BEy Tas
Fightar Pilot 885 TED
Pitstap 11 1085 a0
Jet Sat Wity I 895 875
Elua:-il:nndl:l 885 750
Herby's Dummy Aun 8895 750
Stresl Hawks 795 580
Amarican Football BBE TEO
Do By 888 7vos5
Spy Hunter Lo TED
Warld Series Baseball 785 580
Fiatful af Fun 8485 750
Spitfire 40 999 T7.50
Slap Shot 895 750
International Tennis 599 499

* = & COMMODORE w = =

Boulder Dash
Graham Gooch Cricket
Airwenlf

HobEitt

Way of Exploding Fist
Super Huay

Combat Lynx

Lords of Midmight
The Fourth Protocol
Shadowline

Arabian Knights

Cad Cam Warrior

F15 Sirike Eagla
Black Thundar
Archon

Impossibla Mission
Casile of Terror
Hunchback ||
Matchpolnt

Raid on Bungling Bay
Strangeloop

Tim Loves Cricked
System 15000
Internat. Football (Rom)
Colossus Chess
Gramlins

Pacman

lan Bothams Crickel
Supar Gran
Evaryones & Wally
Aoland Rat Raca
Bounty Bab
Entormbed

Cauldron

Azimuth (Head Alignmeant)
Choplifter

Hard Hat Mack
Realm/ |mpaossibility
Gorgs Revenge

wo# & CI6PLUS 4 +

Airwalf

Clympiad

Rig Attack

Lunar Docking
Suparfile 16 (d'base)
Canoe Slalom

Super Gran

Super Gran Adventure
Blagger

Aoller Kon

Cuickshot ?I Joystick £8.50

OuUR
RRP FRICE
895 7T.28
9895 B.ED
7.895 500
1485 @48
8985 7.50
11.85 9.99
BAS 6.99
pod  T50
1285 BBB
995 T.ED
0 525
9495 7T.ED
148956 11.20
785 550
11.858 8.59
B.BS 750
8.8% 750
750 550
fBS 5495
#85 TS50
BEE BAR5
885 796
1485 990
1495 11.20
995 T80
895 750
999 Trag
995 T80
295 T.50
995 7.20
785 5585
8§58 T7.50
BRE T.50
785 580
&3 7T.50
o495 785
89485 785
298 T.85
985 780
W
B85 &80
885 525
895 525
GBS 525
7.95
ras 650
885 78D
1898 525
.95 &80
685 550

COME AND PICK UP YOUR SOFTWARE AT “MARBLES SHOPPING CENTRE, UNIT
11-12, 527-531 OXFORD $THEEI.H IE:EIH?EBI:IEW'IH 10D (1 MINUTE FROM MARBLE

STN)
FURTHER TITLES AND OFFERS AVAILABLE AT OUR SHOP WHICH 1S OPEN 7
DAYS A WEEK FROM 10.AM — 15.00. SUNDAYS 11AM — 18.00

ABOVE DISCOUMNTS APPLICABLE mg:gpcmu CTIOM OF THIS ADVERT AT OUR



—ome

Hints have been flowing in-
to our post box thick and

fast recently. A lot of people
will be picking up their
Beta atings B00nN.
Hemember to get a DBeta

H.a.l:h;% ou must be a mem-
ber he club and have a
hint or tip published. You
can either apply at the time
quoting your membership
number, or you can apply
later stating whioch issue
the tip was in and including
an SAE. 1 would reccom-
mend the latter, as it could
be a waste of a stamp on
your SAE if your tip doesn't
get published (however, if
%;011 are that confident. . . ).

hen we get that info, :.r:m
w111 t. your much sought

Esta Rating.

Q)()

The first idea comes
from J Chasey of Cheshunt,
and he says:

“*On beachhead sequence
5 on the Commodore 64,
when you shoot a defence

F.rste'"n a score will appear.

f you keep on shooting the
score on the screen, it will
keep on being added to
your score. Using this
method 1 have scored
122400 on the game'’.

And from HRay Frost of
Liverpoocl comes an idea
that enabled him to score
99-0 on Spectrum Match
Day on International level.
““This score was achieved
with a little help from a bug
in the game. As long as you
can prevent the computer
from scoring it is quite
easy, all you have to do is
stand on the line in front of
the goal (try to get to the
goal line when the clock is
on either 35 or 80 minutes)
and wait for a while'’.

‘“‘As the clock changes
for half or normal time
kick the ball into the net,
when the centre is next
taken the clock will con-
tinue to go, giving you ex-
tra time. his can be
repeated each time the
clock nears the 45 or 90
mark. Don't score more

than 99 goals as the score
then resets itself"’.

He also has a tip for
Boulder Dasgh players: “‘On
My screen with an en-
chanted wall, it's not
necessary to collect any
gems. All you have to do is
to set the wall off then find
the exit and wait for it to
flagh, then it does go into
the next screen’'.

From Scott More of Hud-
dersfield come & ugeful list
of spells on Ultimates ‘Staff
of Karnath’ and a few tips
as well.

The Staff of
Karnath

Here are a liet of spells you
can use and what nasties to
use them on:

FORTHRIN — Dragon,
ghosts, bats, knight, vam-
pires, flying axes, small
trolls and witches.
IBRAHIM — Large trolls,
green spiders and the pot of

&J‘ansiea.
HEOBIN — Carpet.
UMPHALUS — Shield.

STOLY — Force-field.
YEROBAS — Bkeleton.
KENOSSUS — Python.
AFRULUS — The flames in
the Great Hall.

BARACATA — The obelisk.
MENHIR — The staff.

COMPUTER GAMER AUGUST 1985 COMP

Daley Thomp-
son’s Decathlon

If, on the long jump, you
jump too soon and land
close to the right hand side
of the take-off line, you can
gecore a jump of about 7O
metres.

Manic Miner

To have up to 255 lives on
the Commodore version,
wind past the loader of the
tape. 1o do this, locad the
game as normal, and when
the first part of the pro-
gram has loaded, turn the
computer on and off. Now
the tape will be in the cor-
rect position.

Then type:LOAD **"°,1,1 and
when it has finished, enter
the fu:ulc:winé poke:

POEE 16424,

You put, after the comma,
now many lives you want,
this number can be bet-
ween 1 and 255.

The Hobbit

Many people cannot escape
from the Goblin's dungeon.
To do this, command -
dalf or Thorin to CARRY
ME, then command to
OPEN WINDOW and the GO
THROUGH WINDOW.

International
Soccer

To score lots of goals, there
is one method I always use.

Obtain the ball and run
down the wing. Advance to
your opponents goal and,
when you are roughly level
with the front of the penal-
ty area, shoot at 45 degrees
and the goalie gives a
useless straight jump and
you have scored. Using this
method I managed to beat
level 9.4-0,

Tim Love’s
Cricket

If you keep hitting the ball
in one half of ths screen,
the fielders will become out
of position and now you
have a clear space to hit the
ball into. Also, sometimes
vou can score an infinitive
number of runs. This hap-
pens when two fielders get
stuck going for the sams
ball. The only problem is
that you have to load the
game again.
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Mike Roberts presents your hints on
your favourite games and includes
his own tips for the Rocky Horror

Show.

The Rocky,
Horror Show

And now some words
from me on The Rocky Hor-
ror Show from CRL. I find
the game itself very good
and as long as you can
remember the short cuts
and where everything is its
Quite straightforward. The
big problem comes when
the characters start acting
odd. They are positioned
randomly at the start of the
ame, some of them in the
ocked rooms where they
can do no harm, so that it's
a good idea to clean up the
parts of the Medusa that
are out in the open first, as
this will let you move with
greater freedom.
~“The Iinstructions say
that some characters will
help you and others hinder,
wel think that this is a
con, as I have never had
anything useful from an
of the characters at all.
They either Xkill you or
make you Timewarp.

Timewarping is a pro-
blem as you cannot do
anything (ie. pick up or
drop objects, or climb lad-
ders) when you are '‘warp-
ing. To get back to normal
mode you must find your
clothes. These are always
located in an area that you
can get to, so that they are
not locked behind a door
that you have no key to
(remember you cannot get
Keys in ‘warp mode).

I have found that they
are usually three screens

¢ timewarpers and

away from you (though a
door in the way may mean
taking a detour around it
and a much longer trip).
Get your clothes and your
away.

There are also a number
of other problems that you
may encounter. The foree
beams are turned off by
climbing the ladder, ac-
tivating the button, and
climbing down as fast as
possgible and across the
beam, but watch it, you on-

ow to

e

ly have just the right time
Lo cross it, any lingering
and you're dead.

Crosgsing the second
beam pute you in the
freezer, if Eddie is not there
then there will be a black
button on one of the lad-
ders, climb it and press the
button. If BEddie has thawed
considerably, then you

may have to prege further
buttons.

Just outside the freezer
is a button with ‘do not
press this button® written
on it. Press the button and

ou get ‘do not p this
utton again' appears,
press the button again and

eruu get zapped into the Yin-
ang room. The only exit
from this is via a locked
door, but as there is a k
in there then there sho
be no problem. This is a
very %ﬂﬂﬂ short cut for get-
ting back to the stage to
deposit your de-medusa
component. Tk
Remember send your
hints and tips to:
Mike Roberts
Hints Page

w Gamer

%mwﬁm'_'




Computer Gamer and
Argus Press software are
teaming up to offer you the
prize of a lifetime — a a
chance to meet Paul Meg-
Cartney.

The winner will enjoy an
all expenses trip to London
when they will visit Paul in
hise London studios and
teach him how to play the

ame that features him —
ive My Regards to Broad
Street

There will also be
runners-up prizes of six
copies of the Broadstreet
album, six copies of the
video and B0 prizes of £10
worth of software from
Argus Press Software's cur-
rent range.

[

How to Enter

All you have to do to enter
this fantastic competition,
iz prove that you could
teach Paul, to play the
Broadstreet game.

To do this, simply
answer the six questions
below which test your
knowledge of the game.
Then write your answers
on a sheet of paper and in-
clude it with the coupon
below and send it to:

Computer Gamer (McCart-
ney Competition)

No.1l Golden Square,
London W1R 3AB.

All entries must reach us
by the 9th of August.
If you haven't already

{ &1 off “Give My Regards to
:' Broadstreet".

+ To take advantage of this
{ offer simp fill in this

f coupon and send it to:

Broadstreet offer, APS,
Liberty Housge, 228 Hegent

I enclose a chequs/postal orderfor&s. ... .. ........... 1

Name .....

r*ﬂ R N ) L ____}__ _—-’

Computer Gamer (McCartney) Competition,

1 Golden Square, London W1ER 3AB

Your high gcore 18. ......

Whattimeofdaydidyoufinish. . ....... .« oo

The last station Sandra went through was. . .. ..

1012 e ] e R B R e

Address .....

got a copy of the game then
vou can get a £1 discount
by simply using the special
offer coupon.

The Questions

1) How many people are
there in the gamae?

2) What make of car doses
Paul drive in the game?

o) Where do you go once
you've collected the miss-
ing notes?

4) What tube station does
George Martin come out
after landing at Heathrow?
5) In the game, which tube
station shows you the
Tower of London?

8) Which tube station do
you go to, to vieit the Old
Justice Pub¥?

Street, London W1R 70
Tick as required.
Spectrum version (RRP
£7.99) £6.99[] 1
Commodore 64 version
(RRP £7.99) £6.99[] ‘L
]
!
]
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AVIEW™A

THE COMPUTER (GAME

ORDER YOUR COPY NOW! m To: Domark Ltd., 204 Worple Road,

London SW20 8PN

CALL D1- s ;i
947 5624 DOMAREK Telex 894475 G

|
YOU will become f il i
James Bond e e e
his first arcade/adventure ! ©"
vailable on Spectrum 48K, |
ommodore 64, and watch out | wycomputeris
for Enterprise 64, Amstrad, } chopnone (.84, Seae/e. e it menian Exprees L1 by post or
|
|

Please send me .. . copies of "A View to a Kill - The Computer Game”
at £10.99 Hr‘lt:rude.f: pﬁstaqe and packing).

| enclose a cheque/P.O. for £....

Please debit my CREDIT CARD ]~ Signature:

_ Pn.:..r*:]untMn ||||| |||||
£ Eon Productions Ltd. Glidrose Publications Ltd, 1985

- Ltd.' Eﬂd WI:JFDJE.‘ Hll'lﬂﬂ, LI'_"-n-IjL'ln :EII'HIE[.I EIF;["] T‘E‘I- I:I-I _94? EEli']lll TE'IE':' 5944?5 |:'_| E:plw DatE .................................................................................................. cEa

OFFIC EHFWLIH oMLY
MSX and others

ST 19885



LAURCHING TIUME o ECORE OOOOOOGREID
r == IR : : N B lan )
= - - - . - —

Battle your way to three enemybases e
Do you have the courage, stamina . = ,.--.~-£-7-99_ ;
and skill to become a Game Lord? ~~  SPECTRUMASK

From

The most powerful games in the Universe!

Available from all good software shops.

In case of difficulty write to:
QUICKSILVA Ltd. Liberty House, 222 Regent Street, London W1R 7DB tel: 01 439 0666



SDF TWHH k. ]'I

APPROACHING FAST...
BRAIN-BLOWING GRAPHICS...MEGA-BLASTING POWER...FAST-ACTION PLAYABILITY..
'HIGHWAY ENCOUNTER'...A TOTALLY NEW DIRECTION. FROM VORTEX.

ONCE YOU'RE ON IT...THERE'S NO TURNING BACK.

-HiC‘HWﬁ.'f ENC ECTRUM 48K

LDRTEX SOFTWARE (SALES] LIMITED. YORTEX HOUSE, 24 KAMSAS AVEMUE, OFF 50UTH LAMGWORTHY BOAD, SALFORD M5 05
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(OMPETITION

Acornsoft, one of Britain's
leading software producers
has recently released a new
concept in games. Called
Magic Mushrooms, the

ame is a very good

adders-and-Ramps gamse
— but it doesn't end there.
The game has a bulilt in
editor that allows you to
create your own screens at
willl Bo if you get bored
with the standard nine
screens, you just enter the
editor and change one
screenor wipe it completely
and start fresh.

This forms the basis of
our fabulous competition
for all BBC and Electron
owners (though other users
can join in and can swop
their prize with a friend
who owns a BBC or Elec-
tromn).

The Competition

Opposite you will find a
grid that represents the
socreen as used by the game
Magic Mushrooms. Each
sgquare represents a screen
location that one of the 16
blocks can be put into, the
blocks are either walls,
slides, ladders, etc. These
are also detailed on these
pages along with their
functions. The idea behind
the competition is to create
a screen by drawing the
blocks onto the grid and
gending it to us, the top &5
entrieg will then win their
cholce of Acornsoft game,
any of Acornsoft’'s current
range for the BBC or Elec-
tron is available on either
tape or disk (where ap-
plicable), s0 you can choose
from classics like Elite,
new games like Revs and
Magic Mushrooms, or older
favourites like Plantoid or
Snapper, or whatever you
want the choice is yours.

Also as an added bonus,
the top screens will go for-
ward to Acornsoft for possi-
ble publication on a com-
pilation of the best screens
designed for Magic
Mushrooms!

S0 all you have to do is
draw your design using the
grid (photocopies will not
be accepted, however éy'ﬂu
can photocopy the grid to
practice on) and the blocks,
taking careful note of each
function and its likely ef-
fect on the player. The idea
behind MM is to traverse
the screen collecting the
randomly placed
mushrooms, (MUshrooms
may only appear on the
blocks that have a picture
of a mushroom on them op-
ogite and a spave above
hem in the grid) and then

return to the end block. there are 25 chances to
There ig also a timer involv- winl

ed, so you have to do the Send your completed en-
screen before the time runs  try to:
out. Magic Mushrooms

Remember any Acorn- Computer Gamer
soft game you want, plus 1 Golden 8q
possible publication by  London W1R 3AB
Acornsoft is at stake, and Good Luck!

b Bl‘ill
|= Ther

run i_
Brick
by ju

Ice

Magic Mushrooms Computer Gamer 1 Golden 5q London W1R 3AB

/ BEme: ... s
S R R e e v e S RS N e W I o /

/ Pl T e e e O e B /

/ Membership Number:. ...
/ e T N R TR v e R R e /
/ Disk or Tape:. ..
PR MR ot s s e s R /
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Blank block | =

The blank block is equivalent to the background. and can be used to remove
other blocks from the screen,

Conveyor belts - W .

The convevor belts carry Murphy along with them, although he can still malke
headway against them

Starting block —imy

Thiz block will determine where Murphy begins on the screen., In other reapects
it behaves like & normal brick (see block 5b.

If no starting block is provided, Murphy will drop from the top left-hand corner
of the screen, and something should then be provided to break his fall.

miicy
Chequered flag = ="

If & chequered flag is provided on the screen, Murphy must land on it after
eollecting all the mushrooms in order to complete the sereen, In other respects
it behaves like a normal brick.

Ifseveral chequered flags are provided, Murphy can land on any one of them to
complete the game,

walliCn
Brick ——

The normal brick can be used to build stable horizontal platforms for Murphy to
run along, and jump from

Bricks can also be stacked vertically to build walls. Murphy can climb up a wall
by jumping, and can jump into the middle of & wall frem the side,

'_ﬂ
Ice —— I

Iee is slippery, so that although Murphy can stand on it safely, once he starts
maving in one direction he will not be able to slap

Wobbly *-' 7

The webbly is a rather unstable place to stand, and is a diffieult place to jump
from.

s s

The ninety-nine can be used to provide extra time for solving n scroen

Ninety-nine

When Murphy walks over the ninety-nine, the clock is reset to 99, and the

block rhnnges colowr Lo show that it has been used. There can be several
ninety-nines on o screen. and cach one can be used once to gain extra time.

i,
i A
Murphy can use the trampoline to jump higher, or further, than he normally
can: he can also jump safely onto a trampoline from any height,

Trampoline

Escalator

I 1a

These blocks combine vertically to form a moving escalator, which can carry
Murphy up from one level to another. Once Murphy is on an escalator he
cannat get off until he reaches the top. but he can get onto an esealator at any
level.

You can jump past an escalator, without getting onto it, by starting the jump
sufficiently close to it

Slide e B

Just as an escalator carries Murphy upwards, a slide lets Murphy travel
downwards. Once on a slide, there iz no way of getting off before reaching the
bottom,

Murphy can safely jump onto a slide from any height, so it can alao be used to
break his fall after a large jump

Monster

W C
Monsters are lethal to Murphy, and he must aveid them while collecting
musheaam:s,

The monster block indicates the starting position for a menster. Onee
positioned on a platform, the monster will then move to and fre at random
within the limits of that plulfur|11_ Up to five monsters can be created on {
BCeen.,

i [ N L -]
Half bricks ms ) ms E
The half bricks h*h:nv]uﬂ ||kq_- the morimal L;.”,:k_; isee block 50 but are half the
width, and so give extra flexibility in building walls and platforms. Murphy can
fall through & gap half a brick wide, and can stand on a platform of half a brick

Once-only = F

The once-only behaves like a normal brick, excepl that once Murphv has
walked over it the block will disappear, and he will not be able to walk on it
again.

N IR S e e s s D e — — —

R GAMER AUGUST 1985

o e
'3 Ve



‘Dave Bishop

returns from
Chicago with
the latest

The 1985 Summer Con-
sumer Electronics Show
(CES) reflected the change
in emphasis that everyone
was predicting within a the
computer and software in-
dustries. Less exhibitors,
fewer games and virtually
no new hardware. Some ex-
hibitors, like Electronic
Arts, decided against a
$280,000 stand favouring
instead a more modest
hospitality suite to show
their wares. Others, like In-
focom, just held a party to
launch their latest release.

As for new hardware. ..
don't hold your breath.
Only the old firm of Atari
and Commodore were
showing any new machines
and most of those were just
working versions of models
announced at the winter

CES in January at Las
Vegas,
But don‘t despair

gamers! Although many of
the players in the American
market seem to be concen-
trating on so called ‘pro-
ductivity’ software, there
will still be enough games
to satisfy all but the most
voracious appetites
eourtesy of such notables
as - Activision, Epyx, Ac-

cegs, Broderbund, Elsc-
tronic Arts, First Star and
others.

But as new ideas become
rarer by the byte, 1885
looks like becoming the
year of the sequel! The soft-
ware industry seems to
have contracted the same
‘bug’ that the film world
has been suffering from for
a number of years...

notable casualties being
Rocky IV, Death Wish III,
Superman IV and Star Trek
IV! Not to be outdone game
publishers will be offering
Beach-head II, Spy-vs-8py
II, Summer Gameg II, Blue
Max II, Pole Position II,
Boulderdash II and Lode
Runners Il and ITI!

Sure to be a runaway
success is Beach-head II
which continues where
Beach-head left off. The
dragon (Kuhn Lin) has

athered his remaining
orces and prisoners of war
and retreated far into the
jungle of his island
stronghold to regroup.
Your mission is to llberate
the allied prisoners,
neutralise both the Dragon
and his forces and totally
destroy their fortifications.
There are four parts to the
game and pla%.rars can adopt
either an offensive or a
defensive role giving, in ef-
fect, eight different games.
With the option for ‘head to
head' play, goocd speech
synthesis, great sound ef-
fects and the kind of
graphics we've come to ex-
pect from Bruce Carver,
Beach Head II looks set to
surpass it's predecessor,
and will be distributed by
TS Gold in the UK.

Another success story of
1985 has been First Star's
Spy-vs-ﬁp%, raleased in this
country by Beyond BSoft-
ware who will be launching
Spy-ve-S8py: The Island
Caper under their new
Monolith label later this
vear. In the Island Caper
the two spies are this time

in search of a nuclear
warhead on a tropical
island. Our black and white
friends must dodge sharks,
lobasters, falling coconuts
gte. while trying to steer
clear of guicksand, clifis @8
and a deadly lagoon. @
Flayers will also be able to

construct their own booby
traps to snare each other as
they search for the map, §
warhead pieces, shovels, §
gsnorkel and wrench all of §

which are needed to find, &
unearth and construct the s
warhead and bring it to an §&
awaiting escape submarins &
before time runs out and §
the island volecanc erupts. .
Fﬂlmwing the with- FE¥
drawal of CB& from the soft- &
ware market US Gold have
dutifully stepped in to snap §
the UK right to many Epyx &
titles and will be launching
Summer Games II and
Winter Games later this$
;Er}ea.r. If you liked Summer 8
ames then you'll love the
sequel which offers eight
new Olympic events in-
cluding: kayaking, triple
jump, high jump, javelin
equestrian, cyeling, rowing
and fencing. The latter
three provide head to head
competition. All eight -
events can be played by up  Bag
to eight players! There are gk
even new openings andyly
award ceremonies with thel
usual high standard off
sprite animation that so
characterises Epyx pro-pe
ducts. )
Staying with Epyx for ajg
moment, for all you bud-S5ox
ding Frans Klammersigas
there’'s Winter Games. . . '8 you
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no game quite like it! No E B
seriously folks despite the e H
name this is destined to be SR s =

a real hot one. Featuring
g8ix events including The
Ski Jump, Figure Skating,
Bobsgled, Hot Dog Ariels,
Free Btyle Skating and The
Biathlon. The Bobsled puts
you right where the action
18... In the hot seat. ..
and you must steer the
course as efficiently as
poggible gaining waluable
nano-seconds wherever
possible. There is alsoc a
plan view which shows
your pm ess down the
COuTse. e Bki Jump is
really difficult if you can
control your form in take
off flight and la.nding-.

don't play unless you've
got a head for heights. All
in all Winter Sports is a
high quality cousin to Sum-
mer Games and if vou like

tower your runner disap-
pears from view making

‘Eulul‘ulitiun I

this new program but what
is interesting ls that each

computer. Racing Destruc-
tlon Set is an up market

4 one ﬂﬂéln]él %éﬁgsthgtgfx?grﬁen things somewhat tricky one sold will contain a dif- version of Fast Tracks with
nuclear th g il and one of the 45 excellent- ferent person with different the added attraction of a
tropical Hiufa ,E'E f'f it t?;g ly designed screens is com- characteristics! gplit screen allowing head
nd white ?ﬂ:klép‘f' 1&% F‘:’L]{L i pletely masked by a brick Also new from Activision to head racing as in gitsm
 gharks, Wish brI?i FPJJEI ?PFW N wall 8o you have to rely en- are Hacker, (America's II (another sequel Ed]
xoconuts e tngﬂrm't NIOCOMm 8 tipgly on sound to succeed answer to System 1500), Choose from 9 types of
to steer R erac tvtﬁ magic And if you are one of Alter Ego (which allows vehicle or create your own
d, cliffs VeI urﬂh_l}lpﬂl GKY%’% ETﬂHE those freaks that takes all computer owners to Then race round one of the
lagoon. Il'j'lm %GEPIEED'EE AND THE Ud8 in your stride there’'s vicariously experience life world's most famous
g able to UMBRELLA OPEN THE always the 3D construction as someone else) and Fast tracks like Indianapolis or
T booby UMBRELL ﬁ' THEN WISH set which allows you to Tracks: The Computer Slot Monaco or dream up a
other as FOR RAIN' ‘You'll be £lad create your own screens. Car Construction Set. Fast track of your own using
he map, B o o ha ou ) ?;E & Activision too have been tracks is good clean fun such elements as oil slicks
shovels, it P lI_-"mﬂ' f-rPUE busy preparing some in- from start to finish (exeuse land mines (to destroy your
ch all of ‘:"n your side’. Wishbringer tepgsting new ditties to the pun). There are three opponent), jumps, hair-
to find, acked with sorcerers, fgllow after the record modes as follows: pins, hille and one of three
ruct the t HE-PI%%Pﬂt 1}11::& ﬁ‘*’ﬂﬂit & breaking Ghostbusters Mode one allows you to  types of surface: ice. dirt or
] it to an 31?1?; va u 1*3 TE tﬁ whose author has created a piece together your own paving. You can even con-
bmarine Infnmﬂﬂ ﬂuf'lr" d‘-"’lﬂd -th_TUE new ‘thing’ intriguingly customised track selecting trol gravity, the graphics of
out and B dmkaaa n ;ﬁ‘ Du13 dﬁ;ﬁ called ‘There's someone liv- from 21 different com- the background and the
arupts. Fin D F y th ing in your computer’! Ap- ponents inecluding dips, sound effects. This pro-
g with- UWHETE PiF'fF OT MONLNS.  papently the discovery was underpasses, curves gram has enough to keep
 the soft- iv.t'fi 3{‘:’31’ tl?LrDIEIJ :‘E‘E}lﬂrﬁmg made after years of turns, loops and switch you going for years!
old have th cu r:lllf,am q 111 lePE' speculation regarding the tracks. You can also design Sadly the most exciting
1 to snap nﬁwmblggmlm usabout  presence of mischievous your own slot car... it's new game on show al
ny Epyx your p - unseen forces which in- just like computerised Chicago was a mouse
wunching Another follow up due habit computers and occa- ‘Sealectrix’! driven adventure from
II and out soon is Broderbunds sionally cause unexplained Mode two allows you to  Mindscape called ‘Deja Vu'
ter this Champion ILode Runner hardwareand software per- see an overall view of the but as this only runs on the
Summer featuring 50 of the most formance problems. Says track you have created in  Mackintosh it will probably
love the dastardly sereens sent in Crane ‘Bach computer ocase you loose your bottle never reach our shores.
rs elght by sadistic owners of the seems to have one or more and want to take out the However all the above men-
ents in- original game. Ariolasoft little computer people liv- nasty hairpin bend. tioned games are for Com-
g, triple are releasing it over here ing inside, and each seems Mode three is the modore 64 and should be
 javelin, and they are holding acom- to be different in ap- business! This is where the wending their way into the
I rowing gtition to find the best UE  pearance, habits and adrenolin really starte shops in the near future so
8 latter gsigns which will be in- lifestyle’. In a Cabbage flowing as you race round keep an eye out for them

1 to head cluded in the program. And Patch approach to soft- your own frack while the '
11 eight if that wasn't enough the ware, Crane has provided a close up scrolling camera

ed by up ¥ saga continues with Lode fully furnished three story follows the action . . Bripp-

'here are Runner's Hescue (original- house where your new ing stuff!

ngs and called Lode Runner’s found friend can sleep, ew from Electronic

with the aughter but wisely prepare meals, eat, take & Arts are Mail Order

idard of renamed) which is essen- shower, read the Monsters and Racing

that sO tlally 3D Lode Runner with newspaper, wateh TV and Destruction Set. Mail Order

¥X pro- sxiras like waterfalls and do a number of daily Monsters allows players to /

fast flowing rivers whose chores. You can even com- = design their own monsters

pyx for a gurrents irresistably carry municate with your com- from a catalogue of body

you bud- you to those places other puter person although he parts, weapons, and

aMmMers games cannot reach! When or she may well ignore you. defences and then pit them

mes. .. s you pass behind a wall or You will either love or hate against each other or the
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Marion Champion

adventurers stuck in
Legend’s Valhalla and
Sherlock from Melb

Dear Computer Gamer,
I have completed Epic's
brilliant adventure —
Wheel of Fortune for the
BBC Micro. Here are some
useful hints and tips.
1. To move the SNAKE out
of the path near the China
Shop simp TARE the
BASKERET and PLAY the IN-
DIAN FIFE.
2. To get past the CHARM-
ING B south of the Far-
mhouse — China Shop T
unction TAEE the MUSBIC
OX and OPEN it.
3. To get rid of the TROLL
from his cave entrance GET
the BASKET WITH THE
SNAKE INSIDE and PLAY
the INDIAN PIFE but make
sSUure gu LEAVE the
BABKET outside his cave to
stop him returning.
Fyfe Ewing

H0

)

Dear Marion,

I bought a copy of your new
magazine ‘Computer
Gamer' today. I noticed
vour adventure review and
helpline address,

I have solved a few
adventures, including the
‘Hobbit' and ‘Urban
Upstart’ on my Commodore
84K, but the latest addition
to my o¢ollection —
Valhalla by Legend. The
have found extremely dif-
ficult.

Could you help me
please? So far, I have only
managed to find the first
two quest objects (Ofhir
and Drapnir) but, although
I have searched through
each loecation which 1 have
visited, I can't find any
clues to help me find the
many other locations and
quest objects.

I would have written to
Legend if they had put their
address on the software
package, but as they have
not, I thought that, sesing
your address, you might be
able to help.

Please write back s00mn
with any available informa-
tion?

Yours faithfully,
Gregory McEernon.

Here are several clues to
Valhalla by legend. The
first one is a litle cryptic. I
hope that they are of use to

VOu.
1) To get Skalir, get into
trouble via house of ir-
ritating character. Then
drink and get rid of ring.
Jump and the key to the
whole trek through the
marshes is your weapon in-
to more mountains of hell.
2) To get Ofhir, enter
Eranks Hall, kill Erank
then go north west.
&) If you wish to go north
west or north east or north
from E1 Vinos then do not
wear the helmet.
4) To get Drapnir, drop
Dfhir then go east from the
gibs of hell and then jump.
urmnmon hell and then go
north and north then get
someone strong to open the
chest.
5) To find Kelstrong, go to
Rankles Hall and jump.
Then search for a cup-
board.
6) To get Skornir, use Qfhir
to get into Midyard, then
jump and start looking for
an ‘‘unobvious’ way out.
The clue in the manual
becomes useful only when
you get out of here.

COMPUTER GAMER AUGUST 19313‘_!

Dear Marion,
In issue one you asked if PE
any one could tell you what Hz
a ‘‘Barrowright’” was — in
reference to the “"Heros of
Karn'' adventure game. Be-BE
ing a diligent type, I im- ik
mediately set about resear-
ching, this is what I camsa

up with: Ff
The word is made up of two BSH
parte — ‘“‘barrow’ and do
wight'’ ve

“Barrow'' means a smalljs
hill or hillock - in factis
deriving from burialjses
mounds of old England, the S
word is now obsolete apart§
from in place names. IS
comes from the old Englishj
word “‘beorg’’ :
“Wight'' comes from thejie
old English ““Wiht'' mean-|El
ing a person. - an

owever, over the yearsh 20
the meaning has beeny Le
slightly corrupted to mean
more wretched forms off
humanity. Eventually, dus
largely to Gary Gygax's|
fantasy role playing gameéis
“Dungeons and Dragons™}
the name was glven to &
form of undead wvery close
to ghools — cannibalisticsics
wretches returning fromE
the dead and living by nightShg
usually as close to a supplySiig
of dead bodies as possible PEiS
“‘Barrowright'’ is simplysEcs
one such creature living infare

8 burial mound — or bar{4sti
TOW. annt
Yours faithfully, Thi

Adam Hendrix. !fﬂz'

i
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Dear Marion.
I was so pleased upon buy-
ing your mag that you have
included some pages for the
more adventurous of us
gomputeror’'s, although-
Tlite a few mag's have
dventure pages, they
usually only have half a
Egge or a paﬁa, whereas you
ve devoted a few pages to
adventures.

.1 have never really liked
arcade programs with the
acception of Manic Miner,
g0 I was very pleased to see
your reviews on adventures
Decause most magazine's
only seem to review one
adventure every month. I
muet admit an ulterior
motive for my grovelling.

I have a copy of Sherlock
Holmes, elbourne
House's excellent detective
game. After having difficul-
Ly in getting to Leatherhead
I now must prove Fioulkes
innoecence. I have managed
to find Slater Street and I
have a confession from
Fioulkes of his addiction to
opium. My problem is what
do I say to Lestrade to pro-
ve Floulkes innocence.

I would be most grateful
if you ecould possibly help
me. I managed to get to this
stage in a week. I have now
had the game for two mon-
ths. If you cannot give me
the information perhaps
you would be good enough
t0 tell me where I can get
the cheapest bottle of
arsenic,

Yours sincerly,
Lee Enightley

A

To prove Ffoulkes is in-
nocent of the murder you
must gef to Slater Street in
LONDUN on Monday even-
ing wearing the china mans
disguise. Then proceed to
g0 north into the den. Wait
around until Percy enters.
Then remove your disguise
and he will confess all
Then go outside and wait
for Lestrade to arrive.

Dear Marion,
After buying the
‘Transmission’ of Com-
puter Gamer I was
delighted to have read a
fabulous magazine full of
reviews and interesting ar-
ticles, especially yours the
Adventure SectionasI am a
keen adventurer but I am
stuck on one certain adven-
ture: SHERLOCK, by
Melbourne House.

This is the procedure I
follow:
1)} Take oil lamp from your
room.
&) Gﬁen plain door and go
north into the closet where
1 take the china and old
man disguises
&) Go south back into your
room and open your door,
4) Go west into the hall and
g0 downstairs.
5) Open the front door, go
south into Baker Street and
close the front door.
6) Hail cab, and get into
cab.

From here I am stuck as
I cannot get the cabbie to
drive me anywhere. I am
aware that Doctor Watson
speaks t© you about two
murders after a bit and also
leaves you a note but that
does not help me in the cab.

Please, can you help?
Yours egincerely,
Gavin John

A

To get the cabbie to take
you anywhere this is the
roceedure you must
ollow. First of all type
‘““HATIL CAB'’.
Be careful not to type this
in twice for you are likely
to get two cabs and that

first

causes awful confusion.
Then type:-
“CLIME INTO CAB"

Before you request your
destination it is adwvisable
L0 strike up conversion just
to make sure that the cab-
bie is not ignoring you
which is unlikely since you
have just climbed into his
cab but just to make sure,
80 type in:-

“TALEK TO CABEIE"
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Then request your destina-
tion. The cabbie seems to
know of Kings Cross Road
and as there is a station
there it is probably a good
place to go to. Therefore
type in:-

“‘SAY TAKE ME TO KINGS
CROS5 ROAD"

The screen should then in-
form you that you are
travelling in the cab and
that the sun is streaming
through the windows onto
your face. You will now
have to type WAIT a few
times in order to pass the
time. Then if you watch the
screen you will eventually
arrive at Kings Cross Road.
The cabbie will demand his
fare so type:-

“GIVE ONEY TO CAB-
BIE"'

Don’t forget to take your
change with you. Then
type:-

“@ET OUT OF CAB"

Then go northeast several
times until you bump into
inspector Lestrade on one
of the platforms of the sta-
tion. (For some reason or
other ¥you don't seem to
need to buy a ticket) I
recommend that you then
wait until the train arrives
and then climb onto the
train with Inspector
Lestrade. Eventually you
will arrive at Leatherhead
and from there I suggest
that you follow Inspector
Lestrade unless you wish to
be more adventurous and
risk etting lost in
Leatherhead.
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Thinking of joining a PBM game? Then let
Ken Mulholland (GM of Starglobe and
Globemaster of Time Patterns fame) guide

you.

Joining a PBM
game

A play by mall gamse 15
egsentially a game shared
by a large number of
pf&yﬂr.s who interact

- through ‘Game Control’ by

means of written orders
sent in and printed results
returned to them. The ma-
jor advantage of this type of
game is that you are play-
ing with and against other
real players, not just the
computer (or the gkill of the
software writer) as in
cassette games. Another ad-
vantage is that hardware
requirements are minimal
or non existent — you don’t
need your own computer —
g0 there are no compatibili-
ty problems and often you
are playing on a quite
sophisticated computer
owned by the play by mail
organisation.

In these days of micro
computers most serious
commercial games are run
on computers. There are
gome ‘hand moderated’
games: amongst the
amateur games these are
still quite common, but

they are unusual in profes-
Computer

sional games.

moderated games can give
you & wealth of detailed
output and complex in-
teraction with the other
plﬂgrara. They do tend to
suifer from their
mechanical nature and can
be subject to hardware and
software failures leading to
irrevocable injustices
(that's how the player feels
about it), but with such a
game you can feel that you
are getting fair play. A lot
of people playing hand
moderated games soon end
up feeling that the game
master hates them per-
sonally.

Your initial considera-
tion will be: what sort of
game do you want to play?
There are many games
available and they tend to
break down into several
types. Houghly these are:
planet based fantasy world
adventures (Keys of Bled,
Crasimov’'s World), planet-
at-war games (Warboid
World, Tribes of Crane),
Eg]ELGB exploration
{(StarGlobe, Btar Master,
Universe II) and stylised
space combat games (Star

ab, Globemaster, Star
Lord). Many other ex-
amples exist, all with their
devotees. There is lots of

choice and you should be
able to find a game to suit
you,

What other factors
should you consider? Well,
there is cost. In the UK,
game charges range from
less than one pound fto
almost two pounds per
move. Some games also
have extras at extra cost,
but these can turn out to be
an essential part of the
game and thus really part
of the turn cost. To attract
new players, most games
houses ve introductory
offers which are to the ad-
vantage of the player in
that he can play for a while
for free (or nearly free) and
thus get a feel for the game
at little expense and can
decide if he likes it before
committing funds to it

Having picked your
game, you send off for your
introductory packags.
What you receive back and
when you receive it can
vary from game to game.
Some games send you a set
of rules and an initial ques-
tionnaire. Other games
(those for which there are
free turns) will often
agsume you have joined up
(they have nothing to lose)
and send you a full move as
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if you were a fee payin
player. This is the critica
time for your involvement.
Some games are difficult to
operate from the players
int of view. You may
ave to fill in lists of weird
hiam%lyphicss. More ad-
vanced games avoid this by
Eumr;% out your choices in
nglish and allowing you
to reply in the same
language, but although
computers won't make
mistakes, they are not as
versatiler as human
operators and so responses
have to be kept simple.
However, at this point the
feeling of Jjoining an adven-
ture can be very real: I can
atill remember all of my
firet five moves in my first
PBEM game.
8hould you choose a new
or established game? Both
have advantages and disad-
vantages. A new game will
be run by an enthusiastic
GM keen to see his project
off the ground so you get
lots of personal attention.
However, often you will
need it as the GM grapples
with unforeseen even-
tualities and software

failures! The established

game will run smoothly
with little to go wrong, but
will often have a cadre of
experiencaed players out to
%ﬂt the unsuspecting

ewbie and take advantage
of his inexperience. This
will appeal to those who
like a challenge. Establish-
ed games will have pro GMs
who may lack freshness in
their approach but again
well established games
often have fan clubs who
produce ‘fanzines’ (often
available through game
gontrol) and who organise
information swapping and
B¥ell aArrange meetings.
Also note that an establish-

~ &d game or games house is

less likely to fold than a
new game. Level of price is

" important here: few if an
UK A

games houses are

. operating at a very pro-

table level (which would

5 probably be £2.80 per

move) and so a really cheap
game indicates a desperate

> attempt to break in. The

price will go up once the
game is established.

Another factor in judg-
ing the game init is
that the Game Master is
asking you to join in his
fantasy and act a role
within a scenario that he
has invented. The scenario
should be interesting and
rich in detail and this re-
quires a reasonable level of
research and intelligence
on the part of the GM.
Watch out for GMs who
think that style, detail and
even spelling are not impor-
tant — these things ARE
important and if you are
Paying money you are en-
fitled to proper service in
these areas, just as you are
when buying cassette
adventures.

Your level of contact
with other players will vary
according to the game.
There is the contact with
the game itgelf as your
game character/organisa-
tion/entity fights or trades
or whatever with the other
players' characters etc. But
in addition to this there is
often direct contact bet-
ween players. Useful infor-
mation and background
details can be exchanged,
falgse information put
about, unsuspecting gulli-
ble types can be lured into
traps, alliances can be
made and so0o on. Some
games malke it easy for you
to discover who is who and
others try to obscure this.
Onee into PBM you soon get
to hear from the keen
players: ‘Are you playing
StarZap 4?2 Do you know
who is playing as ‘Weirdo'
in WarWorld?' Soon you
build up a picture of the
enemy and can play accor-
dingly.

Another game can also
be playved at PBM, this is
called ‘Get the GM'.
Typically you ring up the
GM and complain that you
got unjustly zapped or
whatever. Anxious not to
lose a paying customer the
GM tries to meet your re-
gquest — guite a lot of ad-
vantage can be got this
way. This activity can have
interesting side effects.
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Onee while I was receiving
telephone - instructions on
how to fly a players’ three
starships on a pincer move-
ment on ‘the unsuspecting
inhabitants of the solar
system’' the line clicked.
After more instructions for
blasting the planet out of
orbit the player hung up
and a third voice said in
wondering tones ‘Who IS
this please!?' We would like
to have said ‘This is Alpha
Centaurii invasion control,
lease stand by WE ARE
YING TO LOCATE YOU!’
From our experience we
know that within most
PBEM players there is a bud-
ding GM trying to get out.

Running a PBM game is a
lot of work but it is also fun
and can be profitable. Who
knows, when you have
played wyour last cassette
game you too could use
your computer to plan and
create a fantasy world of
your own in which others
can explore and fight and
build empires.
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Gordon Hamlett takes up

his sword to present
another helping of Dungeon

Dressing.

In last month's article, I
took the theme of a pirate
getting for a sample adven-
ture. By making a list of
everything I could think of
associated with pirates, we

‘are now at the stage of hav-

ing all the nuts and bolts
ready, but absolutely no
gtructure to the story.

The next stage is to sub-
divide the main plot into
gavaral miniplots, each of
which will be further sub-
divided into smaller and
smaller units until you are
left with specific occur-
rences eg walk ten paces
north and dig.

For example, the pirate
adventure could be split as
follows:-

A. Agsemble crew

B. Bail to island

C. Get treasure

D. Heturn home

and A could be subdivided
into:-

Al. Find treasure map

Ag. Get ship

A3. Get crew

A4, Set sail

AZ could be further split
Into:-

Ag.l Bteal money

AR 2 Go to port

AR.3 Hire ship

AZ.4 equip ship

and so On.

Eventually, you will end
up with a series of events
which give you your
storyline in chronological
order and you are ready to

go away and prepare your
map of the wvarious loca-
tions.

—

i

To sum up this mini-
series of articles then:-
1. Decide on your storyline
e. Write down a list of
associated themes
&. Discard any ideas which
don't fit (but write them
down 8o that vyou
remember them for a
future story
4. Arrive at your storyline
by a continual process of
subdividing ideas.

Fantastic
Features

it supFnsB that the second
most Irequent object found
in a dungeon, after the
lamp, is the sword. Nearly
all of the time, its sole use is
in offence/defence so I
decided to have a look this
month and see if its func-
tions can be expanded.

The first thing to realise,
is that swords come in all
sorts of shapes and sizes.
This immediately allows
you your first variations.
When was the last time you
came across a sabre or epée
in your adventure? Try to
get away from the ubi-
quitous elven long sword.
The type of sword yvou find
may suggest a future oppo-
nent e.£. cutlass = pirata.

There are four main
methods of attack using a
sword. The thin duelling
swords such as a feoil or
apée are very fast to use but
can only be used for stabb-
ing a victim as in the three
musketeers. Curved swords
such as sabres and
scimitars are used for
glashing, cutting
movements, especially

ADVENTURE

from horseback eg the 7th
cavalry in westerns. The
long sword which has
straight edges tapering to a
point is a compromise bet-
ween the first two methods
in that you can uge it for
both cutting and thrustin

while the fourth metho

using a two handed sword
such as Conan uses, cal on-
ly be described as an
almighty swipe. Certainly,
if you make contact, you
will do an awful lot of
damage but it is worth
noting the following points.

As you are using both
hands on the sword, you
cannot carry anything else
at the same time such as
shield or lamp. Winding
yourself up to launch an at-
tack is a very slow business
and an opponent may be
able to get in several at-
tacks and dodge out of the
way. Lasgtly, you need an
awful lot of room to
manoeuvre — I would Eu%-
gest at least twenty feet. If
ou don’t believe me, take a
ook at a six foot sword
next time you are in your
local museum and imagine
swinging it round jyour
head. So, no more using it
in twisty little passages.
The classic story concer-
ning different types of
swords comes from the
Crusades and an encounter
between Richard the Lion
Heart and Saladin, Richard
boasted that whilst his two
handed sword could easily
chop through an iron pole,
Saladin's secimitar could
not. Saladin conceded the
oint, but retorted that
ichard’s sword could not,
however, perfrom the-gim-
ple job of cutting a cushion
a task to which his sword
was admirably suited. Now
there's an adventure
gcenario if ever I saw one.

Apart from the blade,
the other constituent part
of a sword is the pommel
which is the handle of the
sword, and the bits put on
to protect the user's hand.
Pogsible features here
would include some sort-of
ruanic inscription, perhaps
explaining a feature of the
sword when deciphered or
a space on the pommel
wheare a jewel or similar is
missing. What happens to
the aword of the jewel is
replaced? Perhaps if the
aword is held by the blade
instead of the handle, the
pommel is shaped like a
crueifix and can be used to
ward off vampires ete.

Swords can take on a
whole new set of properties
if they have a magical abili-
ty. This can range from a
mundane combat bonus to
the esoteric such as poin-
ting to the nearest treasure
{or trap). A dwarven sword
may refuse to attack a
fellow dwarf but give a hef-
1:?!:1 bonus against gobling —
the dwarf's natural enemy.
Consider also using a curs-
ed sword. Once picked up,
it is impossible to put down
until the curse is lifted with
a spell. Curses may take the
form of a blood lust i.e. you
automatically becoms
engaged in combat with
avery creature you meet, or
an insatiable desire to cut
every bit of rope you ses.

30, there are a few ideas
to get you going. If you
really get stuck, you may
still catch a player out if
you let him find a blunt
sword or one lying in a pool
of water. g may not
sharpen or oil it before
leaping into battle.

Sources of
Inspiration

After my request for sug-
%ested reading material

an Urquhart of London N@
wrote in to suggest ‘*A Con-
necticut Yankee at King Ar-
thur's Court'' by ark
Twain (published by
Penguin) which he rates
even higher than Lord of
the Rings and Dune and
which he would like to see
turned into a computer
game. Well, that's a pretty
headi claim, Jan, what
with LOTR effectively being
the adventurer's bible. We
shall have to see what other
people think.

I have just started the
Belgariad series by David
Eddings which come highly
recommended. I shall let
vou know in a future arti-
cle what I think of them.

May your armour never
rust! See you next month.
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In EARTHWOOD, twenty-five players compete to

be the ultimate ruler by controlling all the de- g J ¥y \ ' \ '
veloped cities, either singularly or with an alliance. |'J <
A typical game will last about 18 months with the J _[ Ll _J‘ b\ _l- J‘

blade, first knockouts usually starting after six months.
nt part Each player is either a king of a fantasy race or
pOmmInel powerful charismatic character. Your character or
Ep‘:{fbtgg king controls several groups each of which is totally
3 hand. independent of each other. You can recruit trolls,
3 here wildmen and others into your armies, and even
'Eﬂlll't of control powerful ereatures such as dragons. Your
ﬁf% g characters will capture and control cities, upon
ered or which you can spend gold to improve security, in-
pommel crease your workshop's production, build defences
miilﬂal” %g and maintain and enlarge your army. With gold
ig?'ral is your wizards undertake magical research, learning

if the new spells. Spies search out enemy strongholds
e blade and then attempt acts of sabotage, theft and
:ﬂﬁi{;hg assasination. These are just a few options available to a
used to player in EARTHWOOD.
to. EARTHWOOD is computer moderated but the
Epgr%ia% turn sheets and replies are written in plain English
al abili- 50 that you can easily understand them. No need
from a to look through complex charts and code books to
onus to understand this gcme.
8 poin- To enrol in Earthwood send
reasure £5.00 cheque/PO payable to
Eﬂiﬂrg "KJC Games. For this you re-
:EI 2 hef- ceive the rulebook, setup and

i first three turns. Future turns
s are £1.50, Send to KJC Games,
IILY. 5 Vicarage Avenue, Cleveleys,

& CUIS- Blackpool, Lancashire.
red up, FY5 280,
it down
ed with
ake the
ie you
ecome
it with
neet, or
3 to cut |
1 586,
w ideas
If you KJC Games, Britains leading Play By Mail company, introduces to you our new Play By Mail
o1l rimig.tr‘ game of Xenophobia, Conquest, and Space Warfare called ...
* ou
a blunt
na pool
Ay not
before
&
. BRITAINS MOST ADVANCED COMPUTER MODERATED PLAY BY MAIL GAME! .
CAPITOL Features —
— A strategic space warfare game, completely computer moderated. o - :
B A PEroximately 35 players per game. CAPITOL is fast _btrcr_‘:rmrng the
: _ — Players design their own race's characteristics and description. stangarc against which Drhgc.SEEDE
i:iats'ila%- — Design your own starships and build them at your star bases, warlare games are compared
g Nﬁ : Eﬁ;:::fﬂﬁ;;; -_=rr1rr[;:-m:l a;'u::ll.: cunquer_ other races. — With each rulahu_uk you receive a set of
T stage’ of the game introduces new technologies of overlays to use in mapping the game
Er—ﬁ AT- stargates and improved ship movement capabilities. and moving ships.
. ark — CAPITOL's simplified order formats are easy to remember. No coding — Mapping CAPITOL is exiremely [NES
ed by your orders onto computer cards or ather gimriicks. interesting, using the computer [Ee%
E ﬂ;ag,t,ggf — E:F:ggl |..s eh:asm :II; : easy to understand rulebook, complete with ::lrinied nl-:aps you receive with your ‘* ;
. urn results. o
Eﬂmasl}ag — CAPITOL was subjected to the largest playtest of ANY commercial — No due dates.CAPITOL allows you
Sl PBM game. Over 100 players played over 1500 turns of CAPITOL prior four turns per month. Most other
L pretty tnn release. : computer moderated games have the
" “what — Runs on an IBM PC, using S12K. usual one turn every two weeks,
y being ; :
ble. We KJC Games has been running Play By Mail games for about 5 years now and our [,
at other reputation for giving good, exciting games and a first class service is second to W
none. Our team of professional Gamesmasters will usually reply to your turn with g
ted the 48 hours. i iy
r David | : P
iﬁﬁﬁh{ To enrol in CAPITOL send a £6.00 cheque/PO/international money order
L 1? payable to KJC Games. For this you will receive the Rulebook, setup and
i ril- first two turns. Each turn of Capitol costs £1.75 for the first 60 orders. Each
Im. additional 30 orders costs 75p. European players are welcome. Reply to:-
-‘II‘GII}I'F&HI' KJC Games, P.O. Box 11, Cleveleys, Lancashire, FY5 2UL.
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CUT PRICE SOFTWARE
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The 3-D space combat play-by-mail game. Amstrad Arlist

Super Pinge
Blagger

D.T7. Decathlon
Amgirad Basic
Technician Ted
Flight Fath

: GLOBEM AETER Spectrum RRPPRICE Commodore 84 RRPPRICE Amsirad RRPPRICE
AR 0. Thomp.5/test 680 5.00 Elite 14,85 10,89 Knighllore 6,95
AR Hypar Sporis 785 550 Hyper Sporis B85 B.50 Alien 8 B.85
A Frank B. Boxing 6. Exploding Fist  9.85 7.50 Ghostbusters

=11 Glass : ; Frankiz g1 H pa5 T.28 Beach head

AR Streel Hawk . Rockiord's Aiot ; 725 Combal Lynx

& (1| Jat Set Willy 2 : ' G, Gooch Cricket 8, 7.50 Sorcary

ARl Spy vs. Spy ; 99 Elite Disk 1498 Dun Darach 5
3 Frankie g/i H. . Drop Zone 50 Tank Busiers 3
il Cauldron : 88 Jump Jat 25 3D Starstrike g

a

WView 1o a Kill : L Daley's 5. Test
Dun Darach ! Wiew 1o A kil
Shadowtine Entombed
LS. Gold Titlas Jet Sat Willy 2
All Ligirmate ] Ghetioblaster
lgiche Works : Thaatra Euwrops
Salact One J / Pitstop2
; Shadowfire Jarmmin
‘Wizard Lair : : Shadowfira (D) Daath Pit
5 al oller Spacial offer Speclal offer
l::grclnnp:?m with an Frak &4 Iree with an 51 blank doubls sidé
Spectrum order over £15.00 CBM 64 order over £20,00 disks £19.95 £14 per 10

For mall order please send
Cheques/P.D. payable to C.P.5. Visa'Acces 24hr answer phone service avaliable.

CUT PRICE SOFTWARE (CG) 4 SLACKSBURY HATCH, HARLOW,
ESSEX CM19 4ET (0279 24433)

GAITESITIANGHIP

Presents A Small Selection

e e,
S3888

=
~4 €0 15 €8 =4 00 40 O -1 40

i iph;i;.@&mm-:ﬁmm'

Fly your command ship and its fleet of fighters from star to star
into combat with ships controlled by the other players. Find
and capture the MASTERSTAR and become
GLOBEMASTER.

Turns 1 fortnightly £1.50 per turn.
The GLOBEMASTER plays for free while he survives. First 2
moves and rules free.

o 8 58 o v AR D
Baky

LR LR S Ly

STARGLOBE

‘Way of Exploding

LRSS A B e U

Fisi B.45 View tooa Kl . ......9.50 Hole in one........13.50

'-"iew'tlu::-'a;-l-";illll'.””'EI'EI:I S0y vE Spy ... B.50 Yie ar Kung Fu ....16.00

* G Guachcnc'h'at"-'??‘ﬂ BERCRA e Sl e bors el Le Mans............850

8l This is an adventure in space and time. You must navigate e R D PR lﬂ;ﬁi"?‘%‘?“_::':::::‘_iﬁ

i your well-equipped starship through 3D space, filled with Internaonal Tennis 800 oy Sot Willy 3. 2.. 580 Sorory ... 7.70

i 2000 stars. When you reach a star, you can explore the planets, SR G - o SYERGEIDMITR Bl ARYLOVE 9 1 800
es:ltablish cqlnnies and factories, build up an empire, meet __ AMSTRAD ATARI

- aliens and fight other players. , it Hustler .............590 Beachhead ......... 850  F15 Strike Eagle {c)13.50

Moves £1.60 each. No deadlines. Details and launch £%. Cavefighter.........5.80  Dun Darach ........850 Archon (c) ........10.50

Canoe Slalom ......5.890 One on One........7.70  Drop Zone {c) ......B.50

Blagger . 5.60 Knight Lore ........ 850 Quasimodo Rev (¢} .B.50

Alrwolf ... .oocun.. 550 Alisn8.............850 MrDog) ....o.....B.50

; Dork’s dilemma . ... .5.80 D.T. Dacathlen .....7.70 OneonOna....... 8.50

i Timealip. . ...cuuio. . 0B0 Combat Lynx .......7.70 Blue Max _,.........850

Send to: TIMEPATTERNS, 97 Devonshire Road, Birmingham,

B20 2PG. Tel; 021 523 4446. Quickshat || only £8.99

Cheque/PO to Gamesmanship [(Dept GM) 65 Cassiobury Ave. Bedfonl. Middlesex.
14 GJE. SAE for full lists, State Micro. Ring 01-880-5636 for friendly service.
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= THOUGHTS & CROSSES £

all 37 MARKET STREET, HECKMONDWIKE, WEST YORKS.

ik Shop Hours 9am-5pm Mon-Sat

i GENERAL ENQUIRIES Mail Order Hours 9am — 8pm Mon - Sat CREDIT CARD
| TELEPHONE ORDERS TEL:

l - 0924-402337 (0924) 409753
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- T Siesl Pt Saeen The Warkd  Shaids Leee (R Wiking Rmdamn Firszird E330 @LESD Sanre Veull SOy Wirgan EARS CAAE
A L h ] LRl {EEE B3 Raly Oriear Fiwve Yiayn 3838 [LAE 2
i:.'u Bcuider Quah 155 CEFS ERCd Fun Far God Fivm Wayn iras s
o | Fip & Finp ERFS ENDS TacHE Mace Fiww YWava DS Lhas
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:F Fight Rruiirkof ] Bcuider Diah Fx':u"l Au= iFfas Lhas L
_5- 1y ey St B I |:FI.I-' Luirigh ':I'H'."f!.' TS L
2] Fha SLEIT 01 K rain B m it Ma hag Glargeryh £95 faas Micipdries Chniinged £1.88 asch
] S For Mormancy L1405 £13.5 :"l [[ETH U] Gisoh £1495 [nlS0 4 pach 7.5
i g T T Grarm Ciias o4ds n Rapinaters ayeiem. £94.34
o Ul WE 7 l THTE P a4 F
| Besirmy Aos Sirikes Sack E9fS A9 Sam Bge Gremiin E595 BEIE Mampuizn Farmals 1 [eyricis (ALK ¢
| Brice Las E9 G5 EARE Aln HEaAR ETRS £7.19F Sursshod jopelicis 15 04
Ruce Pogat Eoal ENES Dragosinig gl Asalon AR ET33 7.8 Cwrsh micraskal [T E ]

All prices include postage, packing and VAT. Overseas orders welcome. Please order stating, 1) ltem Required,
2) Amount Enclosed, 3) Name and Address, 4) Type of computer. *Indicates Half Price
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COHPETITION

neyU-LTS

We are pleased to annouce
the results of two more
Gamer competitions in
which you had the chance
o win a day with chart-
topping software house
Ocean and a real Jetsoft ar-
cade machine.

~Win a day at

Ocean

The Ocean competition in
Gamer’'s transmission 2

Ode to Ocean

My book is Well's ‘‘The Time Machine,"
And before you all start snoring,
It really is an excellent read,

And don't you dare say ‘‘b

S0 I would like to be in it,
for several basic reasons;

c¢hiefly I could go anywhere,
through countries, time and seasons.

I'd g0 back first to Roman
to see how the britons fare
They'd fight, I'm sure, to t
Just like old Clive Sinclair.

Then to Eygpt would I fly,
to visit dear old pharoah,
and if I had my polaroid,
I'm sure I'd take a photo.’

Then I'd whizz through time and space
and listen to Ceaser’'s decree,
but even he couldn’t match the power,

of the brand new BEREC.

I'd make a stop at Shakespear’s house,

this rhyme to him I'd lob,

He'd probably rush off in fright,

for fear he'd lose his job.

To travel thus would be so great,

and so at my behest,
gee that this book wins the

““Wells baby! You're the best!™’

For .his prize 1I.
McAuliffe will be
transported to Manchester
where he will spend a day
with Ocean. There he will
meet the programmers and
receive an Ocean goodies
bag containing a bumper
bundle of software,

COMPUTER GAMER AUGUST 1985

wag inspired by Michael
Ende’'s ‘‘Neverending
Story’’ in which a boy is
transported into the fan-
tasy story that he was
reading. 8 asked you to
write in less than 200
words about which book or
game you'd like to find
yourself in.

The judges were looking
for an entertaining and
original aecount and, I
think you’'ll agree, found it
in this following entry from
I. McAuliffe,

oring!"’

times,

he bitter end,

]

prize,

Win a Jetsoft
arcade machine

To win our fantastic prize
of a real arcade machine
¥you had to enter a two part
quiz that was designed to

test your gaming
knowledge. Points were -
allocated for correct

answers and a tiebreaker
cartoon caption was includ-
gd to help sort a winner.
Lueckily this tiebreaker
wasn't necessary (par-

I
- A

hestselle

A major worldwide
HEY —Now a major
International filmy

ticularly most of them star-
red Mark Thatcher) as we
have a clear winner in 18
vear old Robert Crow who
will have to board up the
door of hig Islington home
to keep out the hordes of
his friends that just want
‘‘one more go'' on his
brand new arcade machine,

Congratulations to
Robert and comiserations
to the rest of you, but
remember, keep reading
Computer Gamer for more
competitions in whiech you
could win amazing prizes.
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The Answers

Here are the answers to the
quiz questions set in Gamer
transmission 1 and 2. Ob-
viously some questions had
more than one possible
answer (and all entries

_were checked for such

alternatives) but here are
the ones we Were par-
ticularly looking for.

1) In which game are
you. . .

a) da boss — Mugsy
{(Melbourne House)

b) a flea — Bugaboo
(Quicksilva)

¢) a technician — Techni-
cian Ted (Hewson)
d) a cybot — Alien B8
(Ultimate)

2) In which game would
you mest. . .
a) & grue — Zork (Infocom)
b) backward baddies — 3D
Sieddab Attack (Hewson —

Sieddab is ‘‘Baddies''
backwards!)

¢) myons — Codename Mat
(Micomega)

d) gooey blobs — Chaos

(Games Workshop)

a) In which game are

you called . . .

a) Rockford — Boulderdash
(Statesoft)

b) Horace — Horace goes
skiing (Melbourne House)
¢) Bilbo — The Hobbit

(Melbourne House)
d) Trogg — Frak (Aardvark)

4) In which game do you
defend. ..
a) Betula-§ —
(Beyond)
b} The Nostromo — Alien
{Argus Press)
c) New York —_
Ghostbusters (Activision)

Psytron

5) Wordsearch.
The Wordsearch contained
20 software houses which
were Acornsoft,
LLamasoft, Audiogenic,
Alligata, Ocean, Ultimate,
Statesoft, Firebird,
uicksilva, Microdeal,

mik, Beyond, Intrigue,
Ariolasoft, Anirog, Pss,
Activision, Hewson, Artic

4O

i |ll-=_"_'.\_'-,"‘- "

R

and Jetsoft.

8) In which game would
you find. ..
a) telephone boxes —
Revenge of the Mutant
Camels (LLamasoft)
b) giant boots — Gridtrap
(Bumlock)
¢) musical notes — Jammin
(Taskset)
d) moon gates — Ex-
odus:Ultima ITI (US Gold)
g) radicactive seaweed —
Seasgide gpecial (Taskset)

T) Now get out of that!
This proved to be the
deciding question as it
quickly separated the
adventurers from the lem-
IMIings.

The gquestion posed the
problem of being trapped
on a ledge with nowhere to
£0. Behind you a hungry
dragon was awaiting your
return through a narrow

gap and infront of you was
a bridge across a chasm
over which a goblin war
party was crossing. This
was a particularly nasty
war party as it also includ-
gd some orcs, flown in
especially, by wyvern, to
cut you into little pieces.

Some of wyou brave
adventurers opted for the
runaway tactie, back
towards the dragon, where
they were promptly eaten.

he rest of you loocked to
the corpse of the warrior
for the answer, and fell
straight into the trap.
Several important clues
were hidden in the descrip-
tion of the warrior.

The sword that killed
him was his own (the
design on the pommel was
the same as the one on his
helmet) and it could also
cut through steel (the hole

B) Wordsearch. :
‘NT FOSBNR AIXBPCOY JIM
KTF 05 AMALLIHLJO J 8
CAJG[U GlAUDI OGENTIC|V|SE
I LILILIE K Q T AT
KLO|TITPHPRYTIUATYJLU|A
PIICIIIEGLAYTU|IIRHZ I F|VT
0(G ElM ZV S N|C|T|P HN|I|SE
S AAAISNEGORK|IMATR|P|S
QTNT § G L|SB|CIPIRRE|Z|O
' DA[F|E|F T HIE!IIBEP
X L T . -_'L;'hl_- L|{T|H|o|G|1I|O0|T
A E R OBV |F|N|L|U/R|R[E
T X l..i.'nu.t.nr.nl:r.
K|BQODWBI|S|IK|SIQ J NIX
‘, I B YK|T|I|Oo|jT HIA|F
L'WATJEKECIEIXKIFIDND O
B VEKQALX[JLITEREM
§[ACTIVISIoONUVE
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in the breast plate. Normal-
Iy warriors don't go around
killing themselves without
a reason. The reason this
time was the ‘‘curious
black rod’' from which
magic emanates. This is in-
fact a rod of despair and
anyone picking it up will
gither kill themselves with
the sword or ¢calmly step off
the edge and plummet into
the chasm.

Some entrants from the
more imagintive readers
had the rod responsible for
all sorts of things including
the creation of a crystal
bridge! Unfortunately this
wasn't the case or the war-
rior wouldn't have killed

himself.
Two further clues could
be gleaned from the

description, one the con-
struction of the bridge and
secondly that the orcs were
waving both their swords
and their shields and
therefore couldn't hold on
to the bridge.

The bridge is suspended
across the chasm by two
steel wires with two addi-
tional wires forming hand
rails. Consequently all you
had to do was either cut the
two supporting wires or
gither the two lefthand or
righthand wires. The
bridge would collapse sen-
ding the ores to their death.
Then wyou could clamber
across the remaining two
wires to safety. Obviously
vou needed the sword to cut
the wires which you might
ag well keep with you (since
ite magical) for your fur
ther adventures.
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Don’t Buy
another tape...

(OR DISK!)

Until you've seen the low, low prices in
our Spectrum and Commodore 64
Catalogues. Light up your bank manager’s
face by getting Shadowfire for just £5.95
(saving £4), steal yourself a bargain with
Spyhunter at only £4.95 (Spectrum) and
£6.45 (Commodore 64), or make a
megasave on Megahits at £7.95 (saving
£5). Need we go on? There are over 200
more products we could tell you about.

So what's the catch we hear you say?
How many tapes must | commit to buy in
a year? The answer is none. Once you
have joined our Club, for an annual
subscription of £5.00 you need buy
nothing!

But wait. There's more to this Club than
just the £'s you’ll save on software. As a
Member you will receive a bi-monthly
magazine, packed with in-depth reviews
lincluding lots of screen photos),
competitions to enter, game playing tips
and lots, lots more. Hurry now. If you
apply for membership within four weeks
we will give you a £1 voucher towards
your first purchase. So send off the
coupon now and we'll send you our most
recent Club Magazine by return. If you are
not absolutely delighted we will give you
your money back!

[ MEMBERSHIP APPLICATION

Please enrol me as a member of yvour Software Club, for which | enclose

£5.00°,

| have a:

| Spectrum/Spectrum 4
i

L Commodore 64

| understand you will send me your most recent Club Magazine by return
and that if I'm not completely satisfied after two weeks | can claim a

refund.

e, Seftwarre

KELVIN HOUSE
TOTTERIDGE AVENUE
HIGH WYCOMBE
HP13 6XG
(0494} 450586

r |'

] Address .........

Mame (BLOCK CAPS .

el W R R

(*£5 applies to UK & BFPO only. Other rates are £7 Europe, £9 USA &

[ Middle East, £12 Australia, Far East & S. Africa,)



fm el

—IET kT

“w.p#‘..ﬁbxn.nﬁcu e

- §-U-B-S-C-R-1-P-T-1-0-N-§

When you subscribe to
Computer Gamer you can
be sure that we CTaln
through your letter box,
gvery month, all the news
and reviews of the latest
releases, indepth strategy
articles on the best games,
help for those stuck in
adventures, competitions
in which you could win
fantastic prizes, challeng-
ing programs for you to
type in and fascinating
t"eatures to help you get the

--bast from aimur computer

gaming. It all adds up to the
magazine that no gamer
can afford to miss.

Not only are we saving
gﬂu the rush to get a copy
efore your friends nab the
last one but were also giv-
ing you the opportunity, to
UK readers, to buy two
Beyond games for the
ridiculous price of only
&1.50 each.

Don't miss out! make
your selections from the
boxes of Beyond software
(only one game can be
chosen from box B) and
LGI‘I’lDlET-E the form below.
Then send it along with
%;r:mr- cheque or postal order

or £18.20 to Computer
Gamer Eﬂubs Offer), Argus
Specialist Press, No. 1
Golden Square, London
W1R 3AB.

What you save!

The normal Gamer
subscription rate (for UK
readers) is £15.20 for 12
issues. Adding &3 for the
two Beyond games brings
the total you pay to £18.20.

Compare that with the
cost of two games (eg
Shadowfire and Spy vs
Spy), each should cost
£9.95 each making a total
of £19.90, Therefore you
could save nearly £2 on the
%amea themselves and get
& issues of Gamer as welll

00

Calling all Spectrum and Commodore
64 owners. You can save pounds in
our fantastic special offer. Take out a
subscription to Computer Gamer and
buy two Beyond games for only
£1.50 each!

_ll -thH }.r_J'_r_'L_}ut.].
: i g a1
idnight
Lor of M1
"an you sav e land o
Tu'].]hl";':t":‘ht t1‘um the ov 1{‘1
forces oOf ]_'r-umfia,t‘L A
classic s11andsc aped
wargame adventure.
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Box B (Only one game can be
selected from this box).

Special offer subscribtion rate £18.20 1 am enclosing my (delete as necessry)

Selection 1 (from Box A only) g?%q;ﬁe f;ligsgl Order / International Money

(made payable to ASP Ltd)
Selection 2 (from either Box) OR

Debit my Access[] Barclayecard (J m
R
VISA
sGEAT .

Please Use Block Capitals and include post,
code

NAME (Mr/Mrs/Miss)............
BRODREBS [0 00 o et

OB OOIE ol sl Banin

ol 5 oy et y 3 k
e il S B iy ol T e _ x oy el - W 1 ! |
I ] T T e e Ry L i R R T R r.



Hello again, Did you enjoy
the hi-res last time? I hope
0. Anyway, this month we
have part 2 including those
hi-res programs I promised
you.

Firstly, Program 1 for
the Vic. This is a variation
on the game I gave you last
month. you are the ship at
the top of the screen and
vou uge Z and ? to move left
and right. You avoid the
alien with short arms, but
you may dock with the arm
docker or with the skull
like fuel dump. This is how
it works:

gllN!lTEmS

By R P Newman

10 Set your score to 0.
=0 Is a REM
30 Clears the screen
40 Enters the character set into UDG Mode
20 Reads the data for the UDGs e sC=a
150 Sets screen to black. Puts in UDG mode
160 Screen location for your ship 38 FRINTCHR®{147)
170 Pokes your ship at that location 40 FORT=0TOS11!POKE7VIE8+T ,PEEK (32758 +TIIMNERXT
180  Groosesarandommimber betweanlands | se FoRT=7168TO71891READAIPOKET,ALNEXT
200 Pokes the random number from 180 into | @ REM YOUR SHIF
the random screen location from 180 7@ DATALB, 186,124,168 ,56,124,56,16
If the random number is 1, then it is an 88 REM AL IEMN
alien ship
If the random number is 2, then it is & | 9@ DATA2,8,135,153,398,189 .29 ,249
docker 188 REM DOCKER
If th In n it i
QT AR MUMURE 15 S e R S S CTN ORI 165,66 66,36 .54 60,80, 188
210 Gets the key input 120 REMFUEL DUMP
=20 iﬁﬁﬁﬂ Input is 2 then. it moves your | j13a pATAGe, 126,218 ,255,231,126,36,60
230 If the key input is ? then it moves your | 14@ REM START GAME
15 %‘hip to the right n 150 POKE36875 ,B:POKE3B863 ,255
epositions your ship =
250 If the character underneath your ship is el naT A
an alien, then it jumps to line 1000 178 POKEA .8
=60 Increases your score by 5 points when you 180 Z=INTC(RMDC{1>%3)+1
dock with a docker S
Ao Increases your score by 10 points when 198 XeINTIRNOCL ) $306) + 7680
ou dock with a docker 288 POKEX.,Z2
i =80 ncreases your score by 1 point and jumps | 210 GETAS

i back to continue the game and scrolls up

|' 1000 Clears the screen 228 IFAS="Z "THENA=A-1:!POKEA+1 ,32
1010  Prints **YOU BISHED" 238 IFA$="/"THENA=A+1:FOKEA-1,32
1020  Prints your score
1030  Asks you if you want another go chnbett Ll e
| 1040  Gets the key input 250 IFPEEK(A+22)>=1THEN182@
; 1050  If you answer yes, then starts the program | 26@ IFPEEK(A+22)=2THENSC=SC+5
5 dEalrl - 2
e 1060 If the answer is no, then jumps back to line 278 IFPEEK(A+E2)=3THENSC=SC+10
I 1040 to re-get the input 288 PRINTISC=SC+1:G0TO17@
1070  Ends the program 1988 PRINTCHR$¢147):!POKE3G869,240

1818 PRINT"SYOU BISHED 1"
10280 PRINTIPRINTIPRINTI!PRINT"YOUR SCORE: "SC
1838 PRINTI!PRINTI!PRINT "lWANNA NMOTHER GO7 (Y- N)M

Now for the 64, program
= — Draw squares or rec-

tangles. This one will draw 1848 GETA%

& equare: 1858 IFAF="Y"THENRUN

10 Is a REM 1068 IFAS{ >"N*"THEN1A42A

20 Sets into hi-res mode 1878 EMND

30 Clears screen READY .

40 Sets a value for the “*x'' row

50 Draws top line

60 Draws right line

7O Draws bottom line B

80 Dilore o0% 1ine 18 REME4 HI-RES

a0 Keeps program on screen 20 POKESESTE, 1S58:FOKES3IZT7E ,8IPOKES3E2ES .53
: 380 FORI=24x1024TOZ2Z2%1024-1!FOKE] ,@I1NEXT

48 H=58

58 FORY=180TOI15QIPOKEX%1824+Y , 1 iNEXTY

58 FORM=5BTOIDAIFOKEX 10824+ , 1 i NEXTH

TA FORY=1SAOTOIOBSTEP -1 :POKEX®1824+7, 1 tNEXTY
88 FORX=100TOSASTEF-1!POKEX*1824+Y, 1t NEKTH
98 GOoTO3a

READY .

&

'3 4
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On the screen here are
from O to 319 pixels on the
Y'x" axis and O to 199 pix-
els on the 'y’ axis (see
Diagram 1). To alter the
program to a rectangle, just
increase the second value
in line 80 and 80. These will
increase the length of the
line along the “‘x™ axis and

you will have a perfect rec-
tangle.

nd now, one ‘for the
BBC or Electron. This is a
program &, in which you
are the frog and you have to
catch the flies, before your
time runs out. Use A and 7
for up and down, and N and
M for left and right.

1500-17580 This PROC gives the start position for the

10-660 Initialises procedures and loop. PROCs are player and also sets the aliens, score and
similar to GOSUEBEs, and PROCs need special time variables

names; e.g. PROCinstruetions is the pro- 1800-2220 This PROC deals with movement, both the

caedure for Instructions. The computer ’;lgla,ysr’a and random alien movement
searches through the memory until it 2400-2550 his PROC checks whether the frog cett_}:r-
reaches DEF PROC Instructions and will tures the fly in time or whether the fly

T

- then carry out then c out the PROC un- ;ﬁasses the player
til it reaches the E PROC. It then 2600-2750 his PROC sounds a trill when the fly is
returns to the PROC systems and goes from captured and also erases the fly
there. a000-3080 This increases the player's score by 10 for
1000-1100 PROC Instructions : this is the PROC to each fly caught
print up the instructions in eolouron a col- 3500-3595 This PROC prints up your score and your
oured background. time remaining
1200-1265 This PROC gives a White background with  3800-3710 Checks for the end of the game when you
%reen fir trees which creates a Forest effect let three flies pass or your run out of time
1300-1340 his FROC deals with defining the alien fly 2800-3930 Gives a polite stop to the game and asks if
which your frog has to eat. you want another go.
1400-1440 This frog defines the player's frog which
has to eat alien flies. Good Luck!
18 REM 1335 VvDUE3,139,36,24 ,.60,90, 153, 165, 195 .4
BB MODE:s 1298 ENDPROC
188 PROC INSTRUCTIONS 14808 REM FROG
148 PROCBACKGROUND 1438 DEFPROCPLAYER
1820 PROCALIEN 1435 VDUE3,131,129,90,680,249 36,686,686, 125
228 PROCPLAYER 1448 ENDPROC
EE@ PROCSTART 1588 REM START-RESTART
200 PROCMOVE 1550 DEFPROCSTART
348 PROCCHECK 1568 ALIENS=180
380 1FHITTHENPROCEXPLODE 157@ SCORE=@
420 PROCSCORE 1588 TIME=1881
=080 PROCSTATUS 1538 TF‘SEE:HF"‘E
S48 PROCF INISH 1898 MOVEXP . YP:GCOL® , 1 :vYDU131
S2@ IFNOTFINISHTHENIO® 1708 OXP=HP
620 PROCGAMEOVER 1718 OYP=YP
1008 REMINSTRUCT IONS 1738 PAST=0
1025 DEFPROC INSTRUCTIONS 1748 FINISH=FALSE
1930 COLOUR132:COLOURTICLS 1758 ENDPROC
1835 LEFT=FHLEE:EIEHT=FHLSE=DGHN=FHLEE1UF=FHL5E
1845 YDUus
1858 MOVEZO® ,900!'PRINT" INSTRUCT [OMNS 1880 REM MOVE
] 1858 DEFPROCMOVE
™)™ b MavE208, 9601 PRINT ¢ 3 1368 IFMOTDEADTHEMN1S3A
1860 MOVER ,S0B0IPRINT"USE N TO MOVE LEFT" ILEFT=TRUE IE‘I?ET YA=998 : XA=RND ¢ .1243 >t ORA=RA
1865 MOVED ,700:PRINT"USE M TO MOVE RIGHT":RIGHT=TRUE s 0 nE-n—Féng o
1878 MOVER ,E@Q:PRINTYUSE 7 TO MOVE DOLEN" : DOW=TRUE IéEE GEEL; I'LDUEHH YA+18: VDU 130
1875 MOVESD . SOPIPRINTYUSE A& T0O MOYWE UP*"tUFP=TRUE 1908 REM M;Hé ELy y F
1838 MOVE®, 10@:PRINT"PRESS A KEY TO START*®" 1938 GEDL.H_ y
e 18395 AS=GETE 1948 MOVEODXA,.YA+18:vDOUu 138 MOVEXA , TAIVOU 130 10XA=XA
1188 ENDPROC 195@ YA=YA-1@t IFYA=ATHENDEAD =TRUE : PAST=PAST+ |
1298 REM BACKGROUMND 1968 IFDEADTHENMOVEONXA , YA+ 18: VDU 130
1235 BACK=7IGCOLE, 12ZB8+BACK ICLG 1988 IFMNOTF IREAMNDXA *XPTHEMXA=A-16
leq4@ VDu=23.128,16,56,56,124 ;124,254 ,254, 16 1938 IFNOTF IREANDXA<{XPTHEMN<AZXA+ 1D
1245 GCOLG .2 . caRR IFXA>*1248THENXA= 1248
1250 FORI=1T0O40 A1 IFXA{BTHENXA=A
’ 1255 MOVERMNDC 1280 ,RMNOC 1824 PR INTCHREC 1283 Z2AZA REM MOVE CHHRﬁrL:TEE
12680 MEXTI 28048 REMLEFT RIGHT
1265 EMNOFPROC ceaTA IFLEFTAMNDOINKEY {-FB ) THENXF=XF-18
1388 REM AL IEN FLY €088 IFRIGHTAMDIMKEY(-773THENXP=XP+18
1338 DEFPROCALIEMN Z2A9A REMUP DOLIMN
2035 IFUPANDINKEY (-B8S)THENYP=TYP+1@A
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clea
2128
2138
2148

IFOOLWMNAND INKEY (98 > THENYP=YP- 18
IFXP <BTHENXF =0

IF%P > 1248 THEMNXP = 1248
IFYP{BTHENTYF =@

2158 IFYP>» 1248 THENKP=124@

Z16@ IFOXF=KPANOOYP=YPTHENZZ0O

2170 GCOL3, 1

2180 MOVEOXP ,OYPtVOU131

2198 MOVEXP,YPI1VDUL131

2200 OXP=XP:0YP=YP

2210 IF INKEY(-99) THENKEY=TRUEELSEKEY=FALSE
Z22@ ENDPROC

249® REM CHECK FROG

2460 DEF FPROC CHECK

2485 TIME=TIME-1@

2478 HIT=FALSE

2480 GCOL3, 1

2498 FORI=0%PTOOXP+64STEPS

PS0@ FORJ=0YPTOOYP-32STEP -4

2518 IFPOINTC],J)< *BACKTHENHIT=TRUE
ESEA MNEXTJ

2530 NEXTI

2540 MOVEOXP ,O0YP:VDOUL31

2558 ENDPROC

2608 REMTRILL

26668 DEFPROCEXPLODE

SE7A SOUNDL,-15,@,11S0UNOL,~-15,5@,2
Z6EBR SOUNDL,-15,5,1t'S0UNDL,-15,1908,2
27 REM ERASE FLY

2730 MOVEOXA, TA+18IVOU1I31

2748 DEAD=TRUE:ALIEMS=ALIENS-1

2758 ENDPROC
Jaa REM SCORE

308 DEFPROC SCORE -
3A7A IF NOT HIT THEN3B®S@

2020 SCORE=SCORE+1@
3038 EMNDFROC

2808 REM END GAME

3258 DEFFPROC TIME

3268 ENDPROC

35908 REM STATUS DISPLAY
3525 OEFPROC STATUS
3530 VDU :COLOUR12B8+BACK tCOLORT -BACK

3535 REM DISPLAY SCORES

399598 PRINTTRABI(S,8); "SCORE ! "!SCORE

35680 REM OISPLAY TIME

3278 PRINTTAB(B,B)F"Ti"ITIME

36808 REM CHECK END

3658 DEFPROC FINISH

3688 IFPAST=3THEMN FINISH=TRUE

3688 IFTIME=@THEN FINISH=TRUE

32808 REM FINISH

3818 DEFFROC GAMEOVER

3820 GCOLO,132:GCOLG,7:CLS

2398 PRINT"WOULD YOU LIKE ANOTHER GAME (Y<MD
398080 AF=GETH

3385 IFAF="Y"THEN RUM
33180 IFAF<>"N"THEN3S20
3928 vDUu4 .20, 12:END
393@ ENDPROC

READY.

S CLS
18 FORN=1TOG
15 INK N
28 PLOTSH ,SP:0RALILIS 115
38 NEXT N
For the Spectrum, let's READY .
look at Program 4. This is
just fun to watch. It will
draw a attern on the
sereen and then draw over
in a different colour. Short
but sweet. Let's see how it
works.
E:ﬂ gé;&l'ﬂ the Fnreen £ 18 GRAPHIC 2
sixs ml::]l - L?rﬁur-nax oop to incorporate all 28 COLOR1, 1
ég %Erta thetﬁnluug tzﬂﬂﬂl‘%iﬂ'lg to N {s?aﬂng 1{]];! 28 A=INT(RNDC1L)%3189)
raws the pattern ere are eig 8
will leave you to experiment with changing 48 B=INTC(RNDC13%1393)
the numbers. 58 DRAWIL .A,B
30 Goes back to continue

And for the C16, a short
routine (Program §) that

will plot and unplot a dif- 3@ GOTO38

ferent random point on the READY

screen. It is quite nice and s

this is how it works.

10 Puts it into Graphic Mode

20 Setas the colour source

a0 Chooses a random number, it will be for x
E&lnng

40 hooses a random number, it will be for v

down)
80 ots these points on the screen
80-70 Chooses the random numbers for tl’lE
unplot (see 30 and 40)
a0 Unplots the new random point chosen
a0 Goes back to 30 for more plots

Like it? I hope so.

BB M=INTIRNDOC] )%319)
™A Y=INTC(RNDC1>%135)
88 ORALWd X, T




~—U[ST. CTRINIANS ?

That's what one paper called St. Bride's - the famous school
where grown-up girls are transformed into schoolgirls. The
others weran't silent eithar:

‘A school for scandal? asked the Telegraph.
‘All very pukkah,” assured BBC TV News.
‘Bizarre!' shrieked the Sun.

e e —y

Now you can find out for yourself as you guide Trixie
Trinian through the classrooms, corridors and secret
places of the strangest school ever - to uncover

THE SECRET OF 5T. BRIDE'S
A magical drama in over 100 scenes - full
colour graphics throughout

e B T T

Ny |

" 'The Secret of St. Bride's’, available for
Spectrum 48k and Commodore 64, £6.95 in
the shops or £5.95 (post free) if you order
direct from:

5t. Bride’s School, Burlonport,
3 Donegal, Ireland
(Tel: Burtonport 30)

i
i . AFFORDABLE PRODUCTS HARDW ARE
Lt - UNIT & Cluickshot 118,50

3 136 INGRAM STREET Kempstone Interface ... ... ... ..., .7.88
GLASGOW G1 Joycab ..., u i e E
COMMODORE 54 31;?1?;:3. FJ-%!::.E.E ipi {ten-pack) .. ..13 gg
Shadowfire ..., ....675 SPECTRUM g v A g
Lords of Mid,.........7.00 Spyve. Spy...........B75 Fighter Pilet ,.........6.85
Everyona's & Wally .., .7.00 Everyona's 8 wally ..., 7.00 Brian Jack's Challenge 595
Herbert's Dummy run . 7.00 Harbert's Dummy RAun.7.00 Herber's Dummy Fun_7.00
Blagger goes to Knockoul. ............ 500 A view 1o a kil (available in
Hollywood . ...........7.258 Aviewtoakil,..,....7.50 O woekE} ..., ........T.50
Knockout.......... ... 500 e 1. "V R S 475 All=leval 8 ..........., 7.00
Graham Gooch's Test Charlia and ihe Music Composer &5
Crickat ... .. viesie.. 700 Chocolate Factory ..._7.50  Knightlora............7.00
Talledega............, 8.50 3py Huntar _.._..._,, £85 T T - S o |
Art Master ............725  Rocky Horror Show .. 5.00 Superpipe Line 2. . ... .6.00
A View toa Kill .._... 760 Buck Rogers. ... ..., 628 Sir Lantalot ... ... 5,50
Strike Force .,........525 DunDarsch ..........675  Hard Hat Max........ 875
L1+ - E R - Biedon s 5.95 [available 15/7)
Spitfira 40 ,...........7.75 1710 ) e [ Archofn ... i oeiees . BTS
The Way of the 30 Starsirika ... ... .. 4.85 {availabie 15/7)
Exploding Fist ....... 675 Cray in tha life o BONCary o e £ 75
GO vucnniainnn, 425 IR R R 778 Nodes of Yesod.......7.95
Elite {cass) ..........1000 Chuckie Eggl)........ 5.25
EMbe (Rak). . ooies 12.00 The Great Europe Road
Jehn Barringtan's Adee .o........, - ¥ BaCc
Sguash ...............625  Murder on the Wats R i s TS
I E W H Iy B BT L i 11.25 Hampstead ...........525
Dambusters _.,.,.....8.25 Skull lstand. .........11.25 Blockbusters Combat
Castle of Terror.......7.258  Aam Turbo |faces ., . 17.88 | 0, | Ees e R R ] !
Past Finder ...........725 Castle Black Siar .....2.25 Castle Quest.......... 825
Baournty Beb ........_.7.75 Frank Brung..........550 Emerald I5la,.........525
DrOp 20N ., 2vvvnsins 125  Modesof Yesod,......7.25  Eric the Viking........7.78
Gribbly's Day out ... .. 6,00 Bob Strike . ...........2.05
Roland's Rat Rage ... 625 AMSTRAD e L e e e 2,08
Jumg Jet L.l T.00 Evaryone's 8 Wally . ... 7.00 Mr. Fréees . ....... ..., 205
Mini Ottice ...........450 3D Starstrike ......_.. 485 Classic Adveniure, ... 525
Grand Naftional .......585 Beach heasd, _,,.......7.25 Magic Mushrocom . ... 10,00
Quasimodo ...........7.75 American Football ,,,,7.758 Lod Runner...........7.75
Gates of denwni ., ...... 650 Ghostbusters .. .......8.75 Hevs (GRS} vuuveaes 11.00
] R M 1, Snowball .............T.7TH Reve (disk) .......... 13,50
Congo Bonge ........575 Lordsof Time ........7.75  Kensington ...........B.295
Baegalley . ....000.....T26 Mutant Manty,...._.. .5.05 System 15000, ......,.2.25
Dun Darach ........,. T.00  Jdammdn ..ol 8.55 Sabrewul! ............7.00
Bristles ., .,..........2.25 Aing of Derkness ... ..7.75 ChicBne .......c..... . 5.7T5
Faleon Controd 2...... 525 Mr. Weng's Laundry . . 6,95 Knightlore . ........ ]
BEY v Bpy L. 580  Technician Ted ... .. B.25 T[T o S i e T 7.00
Racky Harror Show .. 650 Fantasia Diamond. _ . .. 8.95 All-leval & ....,.......7.00
Frank Bruno .....,..,. 5758 TheHobbit .......... 10,50 Wizardows ............555
Modes of Yesod.......7.25 The Quill ., ... ....... 1205 Conlraption ..........8.00
Postage included U.K. Please state which Micro. Overasas orders add £1 par ltem. All

cheques payable to: Affordable Products.
% e

BARGAIN SOFTWARE

Dept CG1, Unit 1, 1 Esmond Road,

SPECTRUM

ALIEN B

ARGHON

ARTIST

BROAD 5T (REGARDS TO)
BUCK ROGERS

BULGE THE

CAULDRON

CHUCKIE EGG 2
CONFUZION

DALEYS SUPERTEST

OAN DURAGH
DRAGONTORAC OF AWALON
EMERALD ISLE
EVERYOMES A WaLLY

F. BAUND'S BOXING
FORMULA 1

FRAMNKIE GOES TO HiwooD
GHOSTBUSTERS
GREMLING

GYROM

HERBEAT'S DUMMY AUN
HYPER SPORTS

JET SET WILLY Il
KNIGHTS LORE
KNOCKOUT

MEGA HITS (10 TOP TITLES)
MOON CRESTA

NODES OF YESOD

ONE ON ONE

RAID OVER MOSCOW
ROCKY

ROCKY HORROR SHOW
EHADOW FIRE

5PY HUNTER

SPY WS SRy

STARION

STREET HAWK

SOUASH (J BARRINGTON'S)
SUPER PIPELINE 2

TIR NA NOG

VALHALLA

VIEW TO & KILL
WIZARDS LAIR

WORLD SERIES BASERALL

All prices include p&p. Overseas orders please add £1 per tape

i i iint b |

N LIGHT
N PEN

NORMAL PRICE

£17.25

LIMITED PERIOOD

by i
b e T
| \'"\ -
L
} L=

&
Y r

b

COMMODORE 64

VIC 20 (NEED SUPER EXPANDER)
SPECTRUM 48K
DRAGON 32/64

TANDY COLOUR 32K

Discover the exciting world of
creating your own graphics on screen.

The Trojan Light Pen will draw boxes, circles, lines,
freehand pictures, save and load pictures with full erase

facility.

Allin Hi-Res screenin any of 4 colours for the Dragon/
Tandy, 8 colours for the Spectrum and Vic 20, and 16
colours for the Commodore 64,

For educational or leisure use.

ROIANE

Micro Computer Software & Accessories
Send cheque/P.0O. to.
TROJAN PRODUCTS CG38
166, Derlwyn, Dunvant, Swansea SA2 7PF
Tel: (0792) 205491,
TRADE ENQUIRIES WELCOMED
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London W4 1JG

Phone orders welcome
Ring 01-995 2763 for special offers

COMMODORE 54

AHCHDN

BLAGGER GOES TO M WOOD
EROAD 5T (REGARDS TO)
BRUCE LEE

BULGE THE

CAULDAGN

DALEY'S SUPERTEST
DAMBUSTERS

DRAOP ZONE

ELITE

EMERALD ISLE
ENTOMEED

EXPLODING FIST
EVERYONE'S A WALLY

F. BAUND'S BOXiNG
FRAMKIE GOES TO H/WODOD
G. GOOGH'S CRICKET
GATES OF DAWN
GHOSTEUSTERS
LREMLING

GRIBBLYS DAY QUT
HERBERT'S DUMMY RLN
MYPER SPORTS
IMPOSSIBLE MISSION

ICE PALACE

INT, BASKETBALL

INT. SOCCER (ROM)
MEGA HITS (10 TOF TITLES)
M.LULE.

MOON CRESTA

(W COLURAT TENNIS

0N FIELD FOOTBALL

PIT STOP 1l

AOLAND'S AAT RAGE
SHADOW FIRE

SLAP EHOT

SPITFIRE 40

SUMMER GAMES

SUPER HUEY

SUPER FIPELINE 2
THEATRE EURGOPE

YIEW TO A KILL

WORLD SERIES BASEBALL

—a

r-l'-"-\lnﬂ-m:ﬂ_H-llﬂ-pﬁ:-::ﬂ-;ﬂxwmq;-mamm-u-uc;l
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10.598
10.95
7.50
5.85
B85
9,55
14,05
9485
8.80
5,95
10094
1,95

_r_nmp-mmc-w-_mmmmm;nm{:lmﬁ .n.!.'n:mp\pamqmq-q-qmm-umm:
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=
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£14.95
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WE THE GUARDIANS
Greetings Earthlings: It is
we, The Guardians, with
another bulletin. Our
signal is weak — we have
little time, we hope you
have survived so far and
are still with us.

After escaping from the
Lords of the Void in your
last encounter, ¥you are
hurled through the slit in
Time that takes you into
another dimension.
Fragments of the past and
future flash by your mind
until you see, whirling in
the wvast Emptiness, the
open Logic Box. Devised by
the soul of a galactic riddler
vou are challenged to go
through the ox and
discover its true meaning.
The riddler has created a
device to conceal the
message by sending you
down and up and from side
to side (but not diagonally).

Perhaps it is a trap to
lure you into an endless
gternity of wandering? As
time is whittled away, you
will, and be frank with
yourself, will you crawl out
beaten or stride out trium-
phant?

The rules of the Logic
Box are simple: read the let-
ters to form sentences by
going down, up or from
side to side. All the letters
are used only once. Are you
the one to find the way®

Are you . still with us,
then we conclude that you
are strong. You will see
that we have tried your pa-
tience — and he that has
that gift will journey far!

Soon we shall be coming
to the reason for our
strange journey. Let us just
say this for now: Time is of
the essence. Disaster
threatens. If doom should
come then you will all be
witnesses but none will tell
the tale. A force is acting
out there which threatens
the well-oiled rhythmic
clock of the universe;
reverberations may spread
from galaxy to galaxy and
then? The tidal wave of
Darkness will engulf All.

The cause of the problem
bears a name we Ccannot
speak for we are forbidden,
but we are trying to help by
scattering clues wherever
We Can.

A letter of the alphabet
we are leaving for you in
this bulletin will introduce
an answer but will, and will
not, be at the beginning.

A mission control som-

where out there has
already begun the next
countdown not EKnowing
that there may never be
another. Let us join the
countdown:
As the earth goes round
and .round, take the
number of degrees in a cir-
cle and add a dozen. With
this number add the:

number of commandments
number of people your God
created

days in a normal year
weeks in a year

days in a week

hours in & day

minutes in an hour
geconds in a minuts

yvears in a decade

years in a century

yvears in a millenium

SCORE: 150
total et XtL
This number that has

been revealed is a magic
number — store it.

The galactic demon is
angry that you are manag-
ing to travel through his
logic traps. He has sent one
more task for you in an at-
tempt to keep you chained
forever. But little does he
know that should you
resolve this problem then
yvou will have another clue
to a certain identity.

To guide you out of the
Logic trap the demon has
provided you with a
primitive space hang-
glider. However, the glider
is too heavy and needs
direction. The demon hopes
you will crash. Remove
three of the bars that form
it and point it in the right
direction so that something
for which you are sear-
ching becomes clear.

You have been tested
and found good. Now take
the space glider and disap-
pear for the time being;
others are following close
behind and they are not all
to the Good.

We must go now. Until
our next bulletin, we The
Guardians say farewell.

EXIT A

s

A LlolGg|i1|c N clulT|T WS E

A H|T|kK|O|B olcli]Gg|ofL A|lH|Y

C ElcglalTlHl1|R|OlF|R|1]O]T|A|N T|? (M

T|E|Y E kKin|n[O|lE|F|S|T|I|W/ N|T|W O|D]|P HI|A|A|[N]|E

| |[H|O]cC w elt|alT|uloly|s|T|E|B|T|E|lC|A|L s{p|lH|O]|R]

N|G|[M|E|B E Alk|elL|p|L|D|kK|wW| R|D|H|I|D|O|N AlE|w|wl|oO

G|N|E[E|N H i1 |R]lulolelalt|{T]ti|L]ElL]U|P]T N|o|F|s]|T

T|lo[N]|A|T T N i |elc|H|c|n|lulc|u|o|o|BlE|H RIE|T|T|A

H{r|c|L|e[of1|[n]|s|1|L|v|w{w|[H|I|D|B|H[T|W|X|T|O|R|E|V|E|A|L|A|P
SCORE 300
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As crosswords go, this one

establishment.

apprentice is quite or-

is pretty straightforward — 10: Many given the bird dinary.
the answers are there — how cowardly. #5: Three wheels on my
alraadf. .. well. almost. 11: Vulgarly inearcerated wagon?
The alphabet has been concerning spell — 26: Bome modesty dis-
broken into threes, and just made it (4.5 played in the poet’'s
each group assigned a words) work?
number; AB and C are 1; 12: Timber! — or how dad 27: Desert carriage used
D.E and F are 2, and so on. renders it. by pest controller.
To make it exactly divisi- 13: Will my giddy aunt 28: Internal aerobics in-
ble, for 9 you have Y.Z or recover? Of coursel terrupted by raven.
the blank squares. 14: Let this confused 29: Frivolous objection in
Unfortunately, the clues plant be a national an Inca village. 4]
are given in no particular emblem. &0: Butter up Chinese
order. It's really quite 15: Twitch like a fool. creature, I hear.
straightforward! 16: Bhout at unfinished 31: Coming for the
colour, painter to face oppoai-
17: How Ken glowed with tion.
CLUES the Gen. Oc: Like wvalue of uni-
1: A secret meeting —in 18 Was overdue — form.
the embassy, no wanted to come out, do: Put down the sales-
doubt. 19: Upthe pole and on the man, the engineer
&: Half a perculiar trot. and the Nazi.
twitch, ®0: Group which repairs 34: Carfeature to rub out.
3: Exploit, in play. uns in the Orient. 45: Bubject, for example
4: Cares about the land. al: ew perscon from in perjury.
5: How rhymster per- American ecity might 36: With it in golf stroke
forms handstand? bowl you out. — makes one flugh!
B: Type 3 current in 22 Vicls played by In- a7: Baby bird — almost
these plants. land Hevenue — can fashionahble.
7: Place for a threesome. you stomach that? 58: Baby animal
almost. 23: Cast off in the garden always in service.
8: Basged on facts? — 8he would, tool 39: Treads unsteadily —
9: Inspite of being apart, 24 Maladjusted Roman which looked hard.
o1 71813172131 72172 181917 5 3
1.9 131919131 9]319|9|81gl¢6!g 2
7161311191114 2091118118 215
7193171915191 h1912151851¢8 21 91 7
bl 1l 7|l7i6/1|681918la 1116 24 7
119141914191 216]1711181917 919
1312131291919 219/9]4] 218 4
T e e
81 9189:1916121616|212171810 915
e =TS e
912141419191 119]9|9|717 6|15
|8
2191219171915 151219111911 9| 8
11 Bl 314104210811 616131811 4
1929791179293921=A,Bmc
2=D,EorF
=GHorl
1561329316235523;‘?;“{:'L
R 5 5=MNor O
7929199593994935=P.ﬂmﬂ
: 7=8,TorU
8=VWor X
aekla RS A RGBT e T L
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Here is a
bols used to illustrate the

guide to the sym-

game reviews.

Black Hole —

Bright Star —

Hed Giant —

Nova —

Supernova —

3

Nebula — i,

| Ll l

Planet ratings

Planet ratings are marks
out of five for specific areas
of a game. These include
Originality, graphics, use
of machine and wvalue for
IMONey.

Originality — How
original is the game? Is it a
completely new idea or is it
the 83rd wversion of Pac-
IMarn.

Graphics — Do the
Graphics amaze your
friends or send fthem fto

| sleep.

Use of machine — does
the game push the
machines hardware to the
limits or.was it written in
three lines of Basic.

Value for money — Is it
daylight robbery or a steal?

rating you should
rush out and buy it. Novas are
bright and spectacular and can in-
fluence neighbouring planets.
This is the ultimate
systems for this incredible explo-
gilon of a star can effect entire
galaxies.
runs on a computer that you don't
have then buy
then buy the gamel
Although at first nebulae look
Z| bright and interesting they are in
—d fact constructed totally from hot
gasses. Beware of any game carry-
:11'1%b this symbol as you will pro-
bably find it disappointing.

Eecaans Star Guide

This should be avoided at all costs
as anything that gets too close to it
is immediately sucked into the
vacuum. A game given
description is totally void of any
interesting features.
White Dwarf — This is a small dying star that is
@ | now far from it's best. Any similar
games may lack lasting appeal.

Like your sun, games given this
(O | description will be bright and in-
teresting and will support intelli-
ent life.

righter than a bright star such a
?ame will have an outstanding
eature or game system.

E If you see a game with a Nova

this

immediately

in stellar

If a supernova game

the machine and

Game symbols.

These symbols indicate
which category the game
belongs in. It is however
possible for a game to be in
more than one group in
which case more than one
symbol will appear by the
review,

Adventure
Action m
8imulation v
=2
Strategy E
Sports o)
Wargame. | mmc -

* o
Number of playersﬂ ?

minimum/smaximum

Joysticks
required./optional.

oL

Title:
Computer:
Supplier:
Price:

[l ] #0 3 &
Beach-head II like its

redecessors, HRaid Owver
oscow and of course

Beach-head, 18 a multi-
screen, Aarcade, wargame
but this time for one or two
players.

In the first stage you
must parachute your men
into the battle from your
helicopters. Unfortunately
the Dictator, known as the
Dragon to his friends, has a
rather large machine gun
with which he attempts to
gun you down.

Those that land unscath-
ed behind the first wall
have to advance to the se-
cond. Any caught in the
Dragon's sights will be cut
down and wilﬁ{pmbabl;r yell
“I'm hit’', “Medic’’ or just
“AAARGH'' as they bite the
dust.

Any men that have sur-
vived the carnage so far are
volunteered to attack the
ﬁ‘un iteelf. Some are really
ucky and are sent quite
literally over the wall to act
ag decoys (which really
means dead ducks) while
another heads for the gun.

You can Iif you like
throw a grenade at the gun
but since you have to stand
right in front of it to throw
the grenade this tactic is
strictly for those without
long term plans. Besides,
aven if you destroy the gun
it 18 socon replaced by
another — you have to cap-
ture it by sneaking so-
meone right past its gun
barrel. Should you manage
to seize the gun you pro-
gress onto the next stage.

Here the tables are turn-
ed ag you see the Dragon's
macinegun against his own
men as they try and kill the
prisoners you are trying to
rescue,

One by one the prisoners
must cross a courtyard
where the dragon literally
throws everything he’s got
at you. To protect the
prisoners you will have to
shoot men off the top of a
wall (who drop rocks on
their heads), destroy tanks
that will run over them,
trucks with machine-
gunners to shoot them
down and men who appear

Beach-Head 11
Commodore 64
US Gold

£9.95

through trapdoors that lay
mines in their path.
Those that you save you

must fe out by heli-
copter in the next stage of
the game.

This is a Zaxxon style of
game where you must fly
under bridges and along
roads while avoiding the
fire from the gun emplace-
ments, tanks and mines of
the Dragons defences. You
are allowed a total of six
helicopters to carry the
hostages which gives you a
fighting chance to get at
least some through to get a
decent score,

The final level is a man
to man battle between the
Dragon and Commander
Stryker (the young,
dynamic, all American,
leader of the allies) across
an underground river.

Here the action involves
throwing pointed sticks at
aach other until one takes
the plunge, Nine such con-
tests are fought before a
winner (albeit a wet one) is
found.

This level is best ignored
as it seems totally uncon-
nected with the other three.

Beach-head Il's
strongest feature is its two
player option which
transforms the game from
being yet another
OvVer each-head"’
challenging contest.

In places the games §

graphics are corude par-
ticularly in the courtyard

but this iz balanced by the §

excellent animation of the
allied soldiers in the initial
assault,. My particular
favourite is as they climb
over the wall. The graphics
are accompanied by gunfire
and explosions and a selec-
tion of screams and yells
which some may find dis-
tasteiul.

The final screen is un-
doubtably padding but
even ignoring this there is
so much packed intoc the
game that I can’'t fault its
value for money. TH

PLANET RATINGS

‘Originality ]
Graphics (1 1)
Use of machine L ] 1]

Value for money L1 2]
STAR RATING
Bright Star
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Title:
Computer:
Supplier:
Price:

i

Rarely do you come upon a
game that has such quality
as Sky Fox. The game takes
up about 60K of code on a
disk although a tape wver-
gion is planned, and takes a
vast amount of time to load
— up to 6 minutes on disk|

The game is based
around baddies (it is not
made clear whether they
are terrestrial or alien) at-
tacking your base and
various installations of
yours. The enemy attacks
at low level with mother-
ships — which look like
huge flying saucers — and
waves of ground tanks. The
motherships launch the
tanks so it i3 good tactics to
wipe out all the mother-
ships first and then take on
the tanks.

What you take on the
baddies with is your
Skyfox fighter plane. This
seems to be able to do
everything from hover-
ing to 3000 mph full flight.
The screen (cockpit) display
is excellent with in-
struments up and the 3D ef-
fect control section with in-
Biruments and dials
everywhere. The main
radar display sits in the
middle at the front and this
iz what you consult most
regularly. There are two op-
tions available with this A
sort of forward view with a
sight which helps with
height estimation. However
the default setting of a
bird’s eye view is the best
as 1t allows wou to see
whoever is behind you.

Whilst your base is still
active you can call upon the
base computer to supply
you with help and status
information, also a map of
the combat area with all of
your foes colour coded.

The computer display
swings out a la Macintosh
gtyle and is a good effect.
You wuse this screen to
navigate by wusing the
autopilot. The autopilot will
Eet you to a specified ares
or to the nearest enemy at
top (3000 mph) speed. The
problem is that at this
speed you tend to overshoot

=\
L"h-}.']

Sky Fox

Commodore 64

Ariolasoft (Electronic Arts)
£12.95

=

due to the time spent slow-
ing down.

Once an enemy is located
you can use one of your
three weapons, the lasers
for general use and knock-
Ing down the tanks, the
radar guided missiles for
the motherships and the
fighters, and the heat
speakers for the fighters.
The guns will knock out
anything, but they take
some time to use on the
motherships due to their
armour. Missiles are
limited to five of each type,
and tend to be inaceurate,
you have to aim them very
close to the target to be sure
of hitting it first time, if it
misses it will just circle
around until it hits.

You can land on your
pase to refuel and rearm —
if it atill exists!

Climbing up to the eloud
layer makes the sereen go
blank (elouds of ¢course)
and the machine lock up. It
then takes a couple of

COMPUTER GAMER AUGUST 1985

.

-

minute to fly through the
cloud layer, actually it is
accessing the disk for the
other aspect of the game —
air to air combat. This can
be very exciting and is not
for the novice, also make
sure you are fully repaired
a5 the bad guys seem to
have their total air
superiority and huge
numbers of them try to
zonk you. With enough
vigilance and determina-
tion (and practice) you can
do it though. The best plan
is to take out the mother-
ships with lasers, then you
can conserve the missiles
for later use.

The options of the game
are wvast. There are the
usual difficulty settings for
the game, and a large
number of secenarios from
training rmissions to ‘large
scale invasion' — not very
nice at all, to the in-
teresting patterns of ‘the
wall', ‘alamo’, and ‘cor-
nered’!

Overall this is one of the
best Commodore 64 games
out. I hope they manage to
get it onto tape or a lot of
people will be very disap-
pointed — or Commodore
disk drives will increase in
sales! Brilliant is all that I

CAIl 8ay. MR
PLANET RATINGS
Originality soses
Graphiecs L 111t
Use of machine SrFesy
Value for money asan

STAR RATING
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Originally released only a
ge&.r ago in America by

ynapse Software Com-
pany, it is perhaps some in-
dication of the regard in
which this program was
held when less than twelve
months later British Atari
and Cé4 owners are afford-
ed the opportunity of e ﬁu;r,r-

(laser) your mission begins.
Flying over enemy hover-
fields having penetrated
thier outer defenses the ac-
tion continues until finally,
should dexterity and good
fortune favour, you destroy
the symbol upon which the
Furxx empire is based.

All the action occurs
within one screen width
and the screen scrolling,
which is very smooth in-
deed, moves diagonally
downwards. With speed
and omni-directional con-
trol your hovercraft begins
its attack run swooping
down upon radar installa-
tions, transport, bridges
and encampments bombing
and strafing as you go.
With a shadow beneath
your craft and the cratered
landscape all around the
picture is superbly drawn
with very high resoclution
graphics. Sustaining hits
from ground and air based
forces is reflected through
colour codings both within
your craft and along the
status bar which occupies

Blue Max 2001
Atari, C64

US Gold

£9.95

screen display; these will
leave you in no doubt of the
wisdom in the strategic
placement of rebel supply
dumps at which you can
land and replenish as re-
quired.

The two most outstan-
ding features in this pro-
gram are the imaginative
graphics and the thought
which has obviously been
given to technical detail,
both of which give rise to a

but diagonal as well, across
the serolling playing arena
are required; therefore the
more ably the joystick can
differentiate between them
the more successiul you
will be. Another must has
to be that of a colour TV or
monitor, so much informa-
tion is given throu the
use of colour that, although
a black and white set may
not prove to make your
task impossible, it will cer-
tainly place the odds even
more with your already
capable adversary.

A word or two of advice
when starting may be
useful, as the one life allot-
ted to you may be otherwise
quite brief; select to ‘land’
on the ‘Terrain Sequencer’
rather than ‘bomb’ it as
dive bombing is quite a
skillful art and the en-
couragement given by en-
gountering a seascape ter-
rain as opposed to a land
based one may well serve to
revitalise aching brain and
musclae. The yellow aerial
alien- will become your

Supplier:
Price:

i # &
Thing on a 5pring is In
some ways similar to a lad-
ders and platforms game in
as much as there is only
one correct way around the
game. However the stunn-
ing originality of the game
and the marvellous
graphics more than make
up for the old style of game-
play.

Your little springy thing
must bounc¢e around con-
nected multipls sereens.
The main problem 18 to
keep up your oil supply. If
this runs down you will
die. 0il is used upon colli-
gion with any of the sur-
rounding attacking objects,
they don't really attack,
they just wander around in
get, and sometimes not so
set, patterns. These objects

Gremlin Graphics
£B8.95

are also objects that will
help you (finish certain
soreens, like a device to
make the escalators work,
another thing that bounces
vou around the screen, eto,
You will also find pieces of
the object needed for the
final showdown with the
bad guy. I never got
anywhere near that far, the
first four screens were
enough for me!

The graphical effects are
superb, as I have already
mentioned, with Gremlin
Graphics’ usual style of

regsentation throughout.

he sound is also of a high
quality with some good
original music playing
throughout the game.

The problem with this
game is that it just defies
description. So all I can say
is that I think that it is very
good, but have a look at it if
vou are going to buy it. But
that can't be a bad thing.

B e ——————

i ing it also. This ‘Blue Max'  realism which could see a
x of the twenty first century, cult following develop in a |
8 whilst holding faith with very short time. The ~
the original of the same graphicse will most ade-
3 name, is closer to ‘Zaxxon’ quately speak for them- posthumous grading accor- acquisition for even the
3 in game play — and that in selves and the tech- dingtoyoursuccess...I'm most discerning games a
3 itself is almost recommen- nicalities, such as specific sure that someone can beat player. AP *
g dation enough. strafing height, fuel leaks, my 2,300 pts, Space Cadet ;
i In the program you are damaged bomb gear and Class ITI (deceased). 1
8 Max Chateworth IX follow- reduced manoeuvrability This is one of the all too ;
8 ing in the footsteps of your  when damaged to mention Tew occaslons when innova- PLANET RATINGS 1
& illustrious ancestor. The but a few, will cause even tion both technical and ;
] evil Furxx empire have the most hardened Zaxxon especlally graphical cannot  Originality L 111 |
§ established a base on one of disciple to sit up and take be adequately deseribed in  Graphies ToSew
g earth's colonies and are  notice. a few words on paper so I  Useof machine (1171 q
Al ‘threatening to spread Everything from the hope it is sufficient to con-  Value for money seess [
M throughout the galaxy with  selection from the multiop- clude by saying that Blue ]
8| the ultimate aim of captur- tion display to the total con- Max 2001 by Rob Polin STAR RATING ]
8 |; ing earth itself — needless trol of vour craft is with the would be a very valuable Nova ]
A to say what your role is to  joystick, the only excep- ]
o be! Supplied with an ad- tions being to commence
'f_. . vanced hovercraft (which  battle and the very useful t
f E looks surprisingly like an freeze option. A good
g ggaamm ‘Tueg’ hiiscuilg arm- ]Gyaiéiiclé is definit?ljr rscﬁmi Title: Thing on a Spring i
il | with annihilator bombs mended as not only vertica 3 ] 1
and a gravonic penetrator and horizontal movements, Computer: Commodore 64 L

@ pHer O er i L O a0 ey

the lowest few inches of most hated and frustrating § have constantly changing
opponent so destroy him J appearances. On entering a
whenever you can, plus he | room you may at first be PLANET RATINGS
¢arries a %lg‘h gcore with | acosted by a rampant Pac-
him. Man, but another entry Originality sEee
It’s unfortunate that the | may result in a roaming Graphics 1118
customary high-score table | pussy catl Use of machine L1 1]}
is missing and that the pro- En route you can find Value for money asss
gram is quite difficult even | extra oil cans that will tl
| in the early stages but at ] replenish your rapidly STARRATING @ 5]
least you leave with a | diminishing supply. There Nova a1
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Title:
Computer:
Supplier:
Price:

AP

If you're tired of the usual
run of the mull type of
flight simulators vyou
should take a look at Jack
Knife as its the first ever
Juggernaut simulation,

In it you play a lorry
driver employed by
Grotweed and Grumble to
deliver or collect tons of
coal, oll, fruit and veg and
timber. The actual amount
of goods you need varies
from game to game, as does
the map of the town.

However before you
start your deliveries wou
will need some drivin

ractice. This is selecte
rom a menu of icons which
also allow you to change
the size of your lorry, load
and unload your container
or quit the game.

Il practice mode you
choose to improve your
skill on the open road or
roundabouts and ecross-
roads and most important-
1y practice parking in a
loading bay.

Once you’'re an ace
trucker you can start the
game. You control your
lorry either by joystick or
uger-defined keyboard.
Whichever vou choose up

Title:
Computer:

Supplier:
Price:

=\ =
il = ¢ &
Anirog’'s first flight

simulator was Flight Path
737 and it now shows its
age against this their latest
offering.

Vertical take off and lan-
ding (VTOL) aircraft have
always fascinated me and
this simulator gives me a
chance to get a taste of fly-
ing the real thing. As far as
is Ieasible this is a true im-
itation of the Harrier, and
80 it should be because the
programmer used to fly
0ne.

The simulation starts on
the deck of an aircraft car-
rier (near the Falklands?)
and the idea is to take off,
engage enemy planes and
then return to refuel before

0ing out on another sortie.
Ok a8 easy as it sounds.

Taking off is far easier
than in Flight Path and
simply by following a few
simple rules success is

Juggernaut
Spectrum
CRL

£ 7.95

and down control your
speed, left and right turn
our steering wheel and
ire changed gears (1st, 2nd
and reverse). These con-
trols are displayed on the
top part of the screen. Also
displayed is your current
fuel level, damage sustain-
ed and time of day. To the
left of the control panel is a
list of the goods you havs to
collect and below the part
of the map that you are cur-
rently in.
Damage is caused by
driving owver pavements,

Jump Jet
Commodore 64
Anirog

£7.95

guaranteed. The problems
start when you wish to
land. The instruction
manual strongly recom-
mends that you practice
landing before going on to
engage the enemy and I'll
drink to that (gshe’ll drink
to anything — Ed).
Landing involves dropp-
ing around 50 feet when
the sereen display changes
from a forward view
through the cockpit win-
dow to a split screen view of
the VTOL and the earriep.
One gives the view from the
side and the other gives a
view from in front. With
the landing platform
highlighted in both views,
the skillful pilot ecan ae-
curately position the jet
above the platform and
land (anyone know where I
can find a skillful pilot?),
Having mastered the
gentle art of landing, you
are ready to try a maiden
flight. The highly instruc-
tive manual gives the
technical details of how a
VTOL repositions ite

COMPUTER GAMER AUGUST 1985

buildings roundabouts and
80 on and must be paid for,
out of your score, at the end
of the game. You score
points for everything you
successfully deliver and a
bonus can be earned if you
complete your journeys
within the time limit,

All this makes the choice
of lorry size erucial to your
success in the game. Begin-

engines to fly forwards and
backwards and the simul-
ator gives vou a chance to
put the theory into prac-
tice.

The control panel
display has a very useful
radar screen alongside the
usual fuel and speed econ-
trols. A special attitude
display shows the orienta
tion of the planes engines.

The radar shows the
position of the carrier as
long as it is in range and
then logs the position
where it was last seen as a
ﬁuida to relocating it later.

nemy aireraft are also
shown on the radar until
visual contact is made. At
this point engagement is
unavoidable and a dogfight,
results. As well as trying to
blast the enemy with your
migsiles you have to keep a

weather eye out for
altitude, speed and fuel
level and if that's not

enough, the enemy shoots
back!

The graphic displays are
superb and the little bit of
voice synthesis adds a bit of
realism to the simulation.
When the lowest level has
been mastered, the higher
levels can be attempted
with ever increasing

S

ners will naturally select
the smallest 24ft lorry
sinee it is the easiest to con
trol. However this can only
carry 6 tons of goods at a
time. The biggest lorry is
almost twice as long but
can carry 15 tons at once
meaning that you will have
less journeys to make.

One final tip for budding
truckers, watch your spead
a8 any speeding fines are
also deducted from your

score, TH
PLANET RATINGS

Originality I L YT
Graphics s
Use of machine (11T}
Value for money sSeee

STAR RATING |-¢>—
Red Giant
crosswinds and rougher

seas which make landing
even more of a nightmare
than usual. Penalty signals
are sounded for errors in
flight and too many
penalties results in a duck-
ing. Of course the higher
the level (denoted by rank),
the fewer the errors which
will be tolerated.

A worthy addition to the
growing ranks of flight/
combat simulators, JG

PLANET RATINGS

Originality sees
Graphics seesw
Use of machine TSNS
Value for money sases
STAR RATING
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Boxing is the sport of the
moment. This is probably
partly due to the success of
a certain Irishman called
McGuighan. The conse-
gquence of this, is that we
are about to be swamped in
boxing games as wWe wers

Title:
Computer:
Supplier:
Price:

FRRES I

Kelok — a master warrior
of the eastern region, has
heen killed in battle by Xor-
phas, an evil Warlock. Not
content with killing Kelok,
Xorphas has stolen his
heart leaving Keloks soul to
wander forever, doomed to
the torment of death with
no peace. So begins Sword
of Destiny, a sort of Arcven-
ture involving mighty war-
riors and black magic.

The aim of the game is,
of course, to find your
heart thus enabling you to
rest in peace. This is done
by collecting ‘flashing' ob-
jects that appear through-
out the maze. As each ob-
ject is collected a new sec-
tion of the Abyss of Death

.
-

Knockout

C64, Spectrum
Alligata

£7.95

decathlon games last year.

Knockout is not only one
of the first, it also sets a
high standard that the
others will have to fight to
matech.

The game centres
around the boxing career of
the Italian Stallion, he of
the ‘‘joystick shuffle’
fame. In the game you con-

Sword Of Destiny
Clé6

Gremlin Graphics
%£6.95

opens up. Opposing you are
an assortment of nasties
such as huge gkulls,
ghosts, bats and  some
strange Genie like things.
These get in your way and
can be killed to gain power.
The nasties are killed with
the Sword of Destiny that
has the ability to shoot
psychic dog biscuits at
them! Also to be looked out
for are the hot air flues
(holes in the ground) that
enhance your jumping
ability and enable you to
reach levels previously
unattainable.

Graphics on this are
rather good and consist of
large sprite like characters
that move smoothly around
the screen. Sound is used
but isn't stunning but I
have to hear a C16 game use
sound well!

Altogether a reasonable
game from Gremlin who
seem to be making all the
running in the C16 market.

JGD
PLANET RATINGS
Originality (141
Graphics (11 1]
Use of machine [ 1 1]
Value for money (] 1 ] ]

STAR RATING
Bright 5tar

[o]

trol the movement and pun-
ches of the Stallion as he
punches his way through
preliminary ng:}nants
before a crack at the cham-
pion, Bald Bully.

The two versions are
essentially the same in the
control of the boxer but
totally different to play.

The 64 version, where a
joystick is essential, is
essentially a two player
game with a practice mode
against some rather easy
computer opponents.
Substitute the computer for
a human opponent and
you’'ve definitely got a fight
on your hands.

Title:
Computer:
Supplier:
Price:

i M #0 2
Boulderdash is one of those
ames that appears in some
orm or other on most
popular computers, and
now its the turn of the MSX
machine.

The basic idea of the
game is to burrow through
geveral ‘caves’ collecting
jewels and avoiding falling
boulders hence the name.

The hero of the action is
called Rockford and a cute
little fellow he is, blinking
away as he dashes along
through the caves. The
graphics are chuncky in
the Japanese style giving
the game a less
sophisticated appearance
than is possible on MBSX,
but the game itself is s0 en-
joyable that I'll overlook
My personal {)PEfEII'EIl'J.'GEIE.

There are 16 caves to ex-
plore and they are divided
into four groups of four,
separated by bonus screens
in which extra lives may be
gained. Each cave is sec-
tioned off by walls to form a
maze around which the
diamonds and boulders are
strewn liberally. As
Rockford tunnels through
the cave he can pass under
the boulders which crash
down behind him. If he's
not careful the removal of
one boulder can result in a
rockfall and quick reac-
tions are required to avoid
being crashed.

As the boulders fall they
can trap Rockford and
make it impossible to
egscape in which case the
suicide button is all that is
left.
and planning to avoid- this
problem which adds a cer-
tain cerebral appeal to the
game.

When enough diamonds
have been collected, a flash

It requires thought,

The Spectrum version
provides a tougher com-
puter opponent which is
fortunate as their ien't a &
player option. This was
probably omitted for health
reasons since two players
battling for the keys would
make the fight on screen
look like tea with the vicar.

PLANET RATINGS
Originality 1 1]
Graphiecs ass
Use of machine L ] 1}
Value for money saw
STAR RATING

[o]

Bright Star

Boulderdash
MSX
Orpheus
£6.95

and a crash denotes that
somewhere the magic door
to the next level has ap-
peared and with a quick
check of the remaining air
supply you must decide
whether to go through to
the next level, or be greedy
and grab more diamonds.

On the higher levels two
deadly enemie of Rockford

ut in an appearance: the
irefly and the butterfly.
Contact with these beasts
mean instant death to our
hero who must crush them
as soon as possible by ftry-
ing to cause a boulder to
fail as they pass
underneath, not an easy
task.

The third troglodytic
creature is the amoeba who
just grows and grows until
he turns into an almost im-
penetrable wall of boulders
if laft alone. However, if he
can be contalned by
boulders or if he is touched
by the firefly or the butteri-
ly, he explodes into a
shower of diamonds. Con-
tact with the amoeba
doesn't affect Rockford at
all but means instant death
to the other two cave
dwellers.

The final screens in-
troduce the enchanted wall
and closed box which har-
bour yet more diamonds
but I'll leave it to you to
find out how to get them.

Despite the chunky

raphics I found Boulder-
ash to be highly addictiva
and extremely challenging,
a worthy addition to any
MEBX collection.

JG
PLANET RATINGS
Originality [ 1 ]]
Graphics Ll
Use of machine sen
Value for money [T 11]
STAR RATING
Red Giant
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Ag the
onboar
are the
mankind.

You have just stolen the
ship from the Oceanisa
Musgeum of Technology on
Earth, which is under the
control of the Sentinels (as
s the rest of the galaxy).
The SBentinels were actually
built by man in the great
space age of the Nu-Earth
colonies to defend the
ﬁalaxy. However man soon

gcame so dependent on
them that civiligsation
crumbled.

Since then the Sentinels
have acquired a taste for
power and aren't about to
let a low-life human
destroy their thirty in-
stallation planets on one off
their own ships.

The screen display
shows the gships icon driven
controls which wyou can
now at lsast understand as
you've converted the ships
computers to English,
Their exact use is yet to be
discovered.

At your disposal wyou
have two computers (one of
which a library computer),
& status report showing the
strength of the ships
shields and your hit/miss
ratio in graph form, a
hyperspace drive, com-
munications channel for
hints and messages, a
galactic map of the galaxies
d00 planets and the ability
t0 launch up to 6 attack
shuttles.

Your task in the game is
to find the 30 Sentinel
planets and destroy their
installations, Unfortunate-
Iy you will have to visit
most of the galaxies 300
planets before you find
them.

To explore a planet you
despatch a shuttle to its

ame Qpens you are
an alien ship and
last hope for

Spectrum
Program Techniques
£7.95

surface where you must
guide it through the planets
defences. These include a
series of landscapes to he

navigated and alien raids to
be beaten back,

At first the aliens send
evil tri-synce who weave

circular patterns hefore.

launching suicide attacks.
These with practice can be
beaten by picking off the
end of the circle but be wat-
chiul for reinforecements as
they can fly over you, cat-
ching you off guard,

A8 you progress further
into the systems you will
face the bit fighters,
Microbs and the dreaded
Irata's.

Unfortunately, all your
fighting could be in vain, as
chances are you will find
nothing on the planet. But
at least there's only 299
planets to go.

Luckily the game has a
load and save option which
you should make use of to
explore planets, that you
can mark off mentally.
dince if you lose some shut-
tles you can always re-load
the game, at a previously
saved stage to recoup your
losses. This may be con-
sidered cheating by some
but in my mind its merely
redressing the balance.

Program Techniques
have previously worked as
a8 programming house for
other companies and have
Just completed the Spec-
trum version of Pole Posi-
tion. Xcel is their first game
under their own name
which will be available
800n and in my opinion it is
Xeel-lent. TH

PLANET RATINGS

Originality (g1 11
Graphics [ 111 1]
Use of machine L 1 1]
Value for money ssden
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Title:
Computer:
Supplier:
Price:

i} M # 2
Willy the Miner is at it
again! Having made his for-
tune underground in Manic
Miner, he bought a man-
glon and threw a party. The
mess afterwards was terri-
ble and his wife, Maria,
refused to let him go to bed
until the house wasg tidied
up.

This was the scenario for
the first Jet Set Willy which
was demonically difficult
and probably accounts for
the reason why Willy found
himself in hospital, nurs-
ing plans for home im-
provements.

To this end he employed

a team of little green men to
extend and improve the
regidence and Willy I takes
up the saga on the day of
his homecoming.

Presumably this cover

story has been invented by
Software Projects to excuse
the release of this
game which is, in fact, the
same old Jet Set story with
exXtra locations. The main
change is the reduction of
the difficulty level from im-
possible to extremely hard.

‘new’

The idea of the game is to

direct Willy around the
rooms of the house collec-
ting all the rubbish from
the
avolding the staggering ar-
ray of beagts who are out to
get you.
rooms to visit,
room requiring a different

various platforms,

With over 100

and each

Hed Giant

Jet Set Willy II
Cé4

software Project
£8 .95

strategy, It
several weeks to complste

should take

your task.

On reaching the roof
area, there is a certain
resemblance to another
game involving a deformed
French campanologist, but
perseverance brings you to
the rocket room and the
game literally takes off.

The destination iz an or-
biting spacecraft which,
when mapped, forms a
shape not unlike the USS
Knterprise. Mapping is
relatively easy because the
mansion forms a fixed grid,
with a couple of areas
which do not fit the grid.

One of these areas is the
sewer which can be escaped
from but another area.
reached by trying to vault
the lavatory in the first
room, leads deeper and
deeper underground and
appears to be inescapable.
It’s worth seeing once and

then avoiding like the
plague. This will not
guarantee safety though

because there are several
other fatal zones.

Jet Bet Willy IT is a vast
improvement on its
predecessor and a worthy
successor to Manic Miner.

JG
PLANET RATINGS
Originality (1T}
Graphics sees
Use of machine (11 1]
Value for money SOSeY

STAR RATING
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Title:

Fist
Computer:
Supplier:
1 Price:

£9.95
2 ¢ L

Some gameg players get rid

| of their pent up aggression
| by Dblasting endless
. numbers of aliens to bits.
i Now, courtesy of
H Melbourne House, I can
- assure you that a well plac-
' ed flying kick to your op-
ponent's head works just

ag welll
' E}:pludin% Fist is &
| karate game for one or two

| players. Although joystick
is optional, I would suggest
that you won't get very far
without one in this fast and
very furious game. There
are eighteen movements to
be mastered which could
! lead to your fingers getting
5 themselves into some
dreadful knots,

The first thing that you
notice as you watch the
demo mode is the brilliant
animation of the characters
(over 700 sprites were
used!). They punch, kick
and fall over most
realistically and there are
nice little touches such as
the players adjusting their
clothes after a bout. These
are far and away the best
graphics I have seen to date
; on the 64,

: You have three different
' punches and eight different
kicks at your disposal

together with seven move-

ment options. Control of

these is dependant on

joystick position and

whether or not the fire but-

ton is pressed. For exam-

ple, moving the joystick up

makes the player jump, but

if the fire button is pressed,

you will attempt a flying

kick instead. For ease of

memory, all Kicks involve

i %ressing the fire button.
he joystick position given

! in the instructions apply
only if your character is

facing to the right. If you

face to the left, all the posi-

tions are mirrored. It took

me ages to realise this,

which I suppose serves me

right for not reading the in-

structions properly in the

first place. If all this

gounds complicated, it

isn't. The game is very easy

to play straight away. Just

by moving the joystick

| around more or less at ran-
dom you will still find

Y

The Way Of The Exploding

C64, (also Spectrum, Amsirad)
Melbourne House

yvourself landing some
splendid blows on your op-
ponent even if DGGE-EI'IDHE.IE,T
you find yourseld somer-
Eaultinﬁ out of the way
when the other player is at
YOUr mercy.

In the two player ver-
sion, you have four thirty
second bouts in which to
score more than your oppo-
nent. Points are awarded
for the difficulty of the
move and also how well it is
gxecuted. A perfectly ex-
ecuted move will score dou-
ble the points given for one
that was less than perfect.
Thus a roundhouse Kkick
would score 1000/500
whilst a sweeping kick
would score only 200/100
points. In the one player
version, you have to score
two points before the com-
puter does (one point for a
perfect move, half other-
wise). You kKeep on playing,
moving up through the
ratings until you lose, at
which point the game is
automatically over.

The sound is a curious
mixture of good and bad.
There is a pleasant oriental
tune going on in the
background and the
‘“thwack' so your fist or
foot makes contact with the
other player's body is ex-
cellent, but the screams
and shouts of the players
just comes out like a hiss-
ing noise.

At the time of writing, 1
have just lost solidly for an
hour and a half to my wife.
Bhe is jumping up and
down in her chair whilst I
sink ever lower. It is that
gort of game. I love it just
glightly ‘-more than I hate
loging at it. GH

Title:
Computer:
Supplier:
Price:

lad # &

This game is very ‘Boulder
Dashy' in that you have to
run around caverns, collec-
ting gems, and using or
abusing the surrounding
boulders as you see fit.

This is also one of thoses
‘'win ££55%&’ games. In this
cage the completer of the
%Jama gets a modest 100,

ot so much that every-
body goes absolutely crazy
about it, but it is an added
bonus and incentive for
finishing the game.

Each of the 12 levels has
a password assoclated with
it, and the inlay card has a
special area thoughtfully
reserved for writing them
down for further use. This
means that you can go
direct to the secreen that
vou are currently working
on without all the preamble
of going through the levels
that you know that you can
already do. All the
passwords are based on
reptiles, but ethics prevent
me from revealing what
some of them are.

The screens are flen-
dishly laid out with a lot of
problems that you have to
work out to get at the
diamonds.

PLANET RATINGS

Originality El-3 Also in later levels you
Graphics Soees | gt lizard eggs. These can
Use of machine SS88 § also drop on your head, but
Value for money S9%88 § the real problem comes

when vou break an egg and
a lizard emerges to chase
you around the caves. A note

STAR RATING
Nova

Repton
BBC/Electron
Superior Software
£9.95

in the inlay tells you that
all the secreens are solvable
without losing a life. This I
would find hard to believe,
but I've got to take their
word for it.

There is a help screen
that gives you status infor-
mation and your time re-
maining (yes, on top of
everything you also have a
time limit!), it can also
show you a map of the
caves, which comes in very
useful at times, though this
option iz not awvailable at
the higher lavels.

Music also plays, and
the start up music is a very
good renditioning of a
popular tune. Why can't
BBC programming houses
put volume controls into
their software, it would
only take a few bytes and
would solve a lot of pro-
blems (like reviewing a
game at 2am!)

On later levels there is
also keys and safes, but I
didn't get that far and can't
comment on it, but I hate to
think about the complexity
of those levels. . .

In all, a very good game
— not a great game — but
one worthy of being played,
and providing some real

brain teasers. MR
PLANET RATINGS

. Originality (3 1]]
Graphics [ 1]
Use of machine e
Value for money [ 1 1]

STAR RATING
Red Glant
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Title:

Computer:

Supplier:
Price:

Anyone who has been
caught by the trivia bug
will know that it is very dif-
ficult to cure the addition.
5o it was that I was really
looking forward to review-
ing onster Trivia, the
latest c:ffer-mé from US
Gold/Cosmi. Unfortunate-
ly, I was very disappointed.

For anyone who has
been asleep for the last year
Or 80, trivia is nothing more
than insatiable desire to
prove to your friends that
you know more totally
useless bits of information
than they do. This normal-
ly takes the form of a ques-
tion and answer seszion
with some sort of scoring
system,

Title:
Computer:
Supplier:
Price:

i # &

Lazi Jones is a hotel
worker given to shirking
and he has a passion for ar-
cade games, In fact he
would much rather spend
his time on an arcade
machine than doing his
cleaning job.

The hotel has three
floors and each is paraded
by a hotel manager, the
ghost of a previous
manager or dJones' free
running cleaning trolley.
All three are out to get
Jones and his Dnlg line of
defence is his ability to
jump unless he can duck
into the lift or a hotel room.

There are six rooms on
each floor and an arcade
game waits in all but three:
the bedroom cupboard,
bedroom and toilet.

On entering a room with
a game, Jones strolls boldly
over takes up his joystick
and the screen springs to
life with one of a wide range
of simple games (I mean
simple in concept, not
necessarily simple to play).
The games range from in-
vader, defender and
dodgemn types to more
gsoteric games like wafers
and one where the aim is to
gét & drink in a bar. The

Monster Trivia
C64

US Gold/Cosmi
£9.95

You are invited to take
place in a mad Professor's
cellar and asked to answer
questions and so keep the
trivia monster at bay. The
person with the lowest
score at the end of the game
gets eaten by the monster
and so on.

There are over 2000
questions to be answered in
sixteen series so people us-
ing a cassette have to do a
lot of fiddling with the tape
counter. You will not
however be able to answer a
lot of the questions. Not
because you are stupid
though, but because the
Questions are American! It
is essential that trivia ques-
tions are geared to the
country where they are go-
ing to be answered. Whilst I
have a chance of knowing
who won the FA Cup in
1963 or who the stars of

Lazy Jones
Einstein
Terminal
£11.95

drinking session is the
most amusing because you
have to cope with a
drunken ecustomer who
staggers up and down the
bar, pushing you along
with him if you get in the

W&%

hen all the rooms have
been entered another
round begins in which
everything goes faster, un-
til the non-arcade rooms
become essential. You can
enter these rooms as often
as you wish but the arcade
rooms can only be used
once per round.

One irritating featurs I
found was the fact that oc-
cagionally when Jones is
resurrected after a fall, he
reappears directly in front
of the cleaning trolley
without the chance to
jump. Another life expend-
ed unnecessarily.

The muegie is varied and
well done with Lazy Bones
being the prineipal tune
but you can turn it off if
Yyou find it irritating.

JG
PLANET RATINGS
Originality I 11}
Graphics Sese
Use of machine (1 1]
Value for money [ 1] ] ]
STAR RATING
Red Giant
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Crossroads are, I and fellow
Britons will not know who
was the star pitcher in the
1963 baseball world series
Or questions about TV
series which have never
been seen over here!

Another problem occurs
when typing in your
answers, as the computer is
very fussy, and inconsis-
tent. Tale of Two Cities was
given as wrong, the correct
anawer being A Tale of Two
Cities. When I answered
one question correctly with
Mozart — just the surname
— that was O.K. When I
answered another with
Kennedy, the computer
replied ‘‘Wrong. The
answer is John Kennedy''.
This gort of thing I found
extremely irritating.

The questions always fill
exactly two lines on the
screen. Some of the wor-
ding was so obscure that I
wWas not always sure what
question I was supposed to
be answering. There were
also some spelling mistakes
present, mostly in the ques-
tions rather than answers
but this one had me baffled.
What does L.C.D. stand for,
Liquid Crystal Display I

“One of the best Einstein
games yet "

Pop. Comp. Weekly
VOL4 No2s

answered, Wro

for Liquid Quar
Now I know that American
spelling is different from
British spelling, but that is
ridiculous. There are also

. It stands
Display.

some bugs, noticeably
when running out of ques-
tions in a tie-break situa-
tion.

The best way to assess
the value of trivia games is
to look at the number of
questions per round. With
a lot of the 2000 questions
being unanswerable, I
reckon this to be very poor
value for money. You
would do much better say
0 buy the Ultimate Trivia
ﬁuiz Game Book by Alan

iron which has 10000
%ueatinns for about 28, US

old, who are usually so
slick with their marketing.
have come a cropper wit
this one.

PLANET RATINGS

Originality L ]
Graphies (]
Use of machine [ )
Value for money »
STAR RATING E
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Title: Cylu
Spectrum
Firebird
£2.50

Computer:

Supplier:
Price:

fid b2 # L

This is another o

Firebird's Silver series and
ag such is very ambitious.

The idea behind the game 18
to guide your little creature
(that looks like a tortoise
standing up) around a 3D
maze like world. As he goes
he can collect objects and
gtore them in AaAn Aarray
displayed to the right of the

game display. Whilst in this
array the objects may be
examined or used to solve
puzzles or open force fields.
Also collected are fuel sup-
plies that have to be used
when you are just about to
run out. Bcattered about
are micro chips that must
be collected and brought
back to the main computer
for use once this has been
achieved the game ends but
the objective iz to do this
with the greatest efficlency
possible.

Wizard

Computer:

Price:

Players. 1{min) 2(max)
Joysticks. 1(req) l(opt)
Arcade

The professional use of
musgic, spells and a screen
conetruction option sets
Wizard apart from the run
of the mill platform games.

Ite hundred screens will
challenge even the expert
“miners'’ and even when
they have been conguered
you can design even
tougher ones.

Each screen contains a
series of platforms, ropes,
ladders, monsters and
treasures inecluding a lock

Enmmudufe 64 (disk)
Supplier: CRL
£12.95

and a key. These are
egpecially important as you
must place the key in the
lock to progress to the next
lavel.

Finding they key also
gives you a number of
spells that are different for
each screen. These include
invigibility, haste, teleport,
freeze and fireballs.

The use of magic is par-

ticularly impressive as 1t

goes beyond the usual eon-
tinuous tune but instead
adds sound effects. For ex-
ample climbing a rope or
ladder is accompanied by a
musical scale which adds to

COMPUTER GAMER AUGUST 1985

The most striking
feature of this game is the
graphical display. This is
very much like the
Ultimate-Knightlore and
Alien 8 display excaﬁt that
it is slightly smaller to
allow for the game status
display. Thus we are
presented with a view of a
room as seen from the top
of the back wall. The tor-
toise may be moved off the
screen at the edges (objects
permitting) and the display
then changee to the next
TOOMm.

Movement 18 very
smooth and is as quick as
can be expected. As I just
mentioned the game looks
like the Ultimate stuff, the
controls are the same as
well but the game itself is
more complex and thus
more confuging. I am still
unsure about this gamse,
the %raphics are very good
but I didn't enjoy the game
much due to its complexity
and the constant need to
look for fuel. JGD

PLANET RATINGS

L

professional game.

completely from scratch.

All in all, Wizard is yst
another excellant argu-
ment for buying a {iiﬂﬁ

T

drive.

PLANET RATINGS
Originality anes
Graphies sees
Use of machine LT 111
Value for money  S8Ss8

STAR RATING I-;‘_‘II-

Nova

Originality sese
Graphics LI L]
Uge of machine LI LX)
Value for money 11}
STAR RATING E
White Dwarf

the presentation of a very

The game also has the
added bonus of a construce-
tion set for when you can
master all the screens at all
the levels, where you can
add fires, spells, monsters,
lifte and ropes to existing
gereens or create a new one
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Title:
Computer:
Supplier:

Price:

At last the Spectrum con-
version of Cauldron has ap-
peared! Actually, havi
played the '64 version an
been unable to figure out
what I was supposed to be
doing, I think 1 prefer the
Spectrum version.

The task you are set is to
gather the ingredients for a
gpell which will allow you
to defeat the Pumpking.
These ingrediants are all
hidden in underground
caves, and in order to gain
access in the forest and
which allow you to enter
the crypts and tombs
leading to the caves.

Flying your witch over
the scrolling landscape is
rgal fun. ith her hair
streaming behind her, the
witch is quite a nippy
mover as she ducks and
dives on her broomstick,
avoiding the bats, ghosts,
and balls of flames thrown
up at her. The landscape is
quite detailed, and the
gerolling is as smooth as
I've seen on the Spectrum.

My only criticiem of this
part of the game, is that
when the witch dismounts
to open a doorway, you
temporarily lose control of
her (until she is through
the door and onto the next
stage of the game) but she
can still be attacked by the
ghosts and other nasties
and have her magical
energies drained. I did find
this a bit irritating, becausse
it more or less means that,
just for a few seconds, the
game plays itself and all
you can do is sit and watch
as the witch is attacked on
her way to the crypt en-
trance.

Onece underground, the
game becomes a bit more
conventional, as you go
through a variety of
screens in order to collect
the ingredients you need
for the spell. These screens
are fairly standard plat-
form game stuff, but
though they are quite well
designed, I found that
crossing from one screen to
the next often meant losing
a life, as you can often
enter a new screen only to
find wyourself ‘falling
through thin air. Also, the
witch can fall through the
edges of platforms even
though she might not ac-
tually be hanging over the
edge. I did find those two
details annoying, since I
felt that they caused me to
lose a lot of lives rather un-
fairly and through no fault
of my own.

Cauldron
Spectrum 48K
Palace Software
£7.95

Even 80, I have found
myself going back to
Cauldron owver and over
again, and I still find it
both challenging and addie-
tive.

The reverse side of the
tape included a ‘free' copy
of Spectrum Evil Dead, but
the least said about it the
better. Cd
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Title:
Computer:

Supplier:
Price:

il # £

Operation Hijack. . . latest

bulletin. . .classified. ..
ten V.I.P.’s amongst the
passengers. . .Chopper to
the rescus. . .safety in the

rear security carriage. ..
chopper to Trescue each
V.I.P.. . .avoid gun fire. ..
dodge cannon on hills. ..
watch out for trees. .. last
V.I.P. to pull communica-
tion cord to stop train. ..
take cover and await fur-
ther help. . .

That is the introduction
to the game and apart from
telling you that the fire but-
ton lowers the rope to
rescue the V.I.P.s. They are
the instuctions as well.

The train with lots of
very important people on
board has been hijacked.
Your mission is to rescue
and lower them to the last
carriage which 18 securs
from the hijackers.
However you have to watch
out for trees which have
to be flown over or else you
crash into them. Also for
Some reason you are being
shot at from upon high by
cannons on the hill tops.

The pgame has three
levels and each time you

* O
O

Hijack

Atari

English Software
£7.95

rescue ten V.I.P.s you goup
a level. On level two the hi-
jackers guns peering
through the top of the car-
raiges start shooting as
well. With level two its just
the right hand ns but
level three its both left and
right as well as the cannons
and lots of trees. One useful
tip I learnt is if you face the
chopper towards you and
move it by pushing the
stick up then left or right it
reduces the area to be shot
at by one third.

The game is good in as
much ag it keeps you trying
until you finish, but after
that I don’t know, it
depends on what you like.
Altugel;her though I feel it
could have been a bit more
spectacular. It's definitely
worth having a look and
then you can make up your
own mind. I don't believe
that the machine has been
used to its full capabilities
even though the crashes

are quite good. 3P
PLANET RATINGS
Originality L 1 J ]
Graphics [ 1 I J
Use of machine T ]
Value for money sy
STAR RATING
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White Dwarf

Title:
Computer:
Supplier:
Price:

il B # 4

The packaging of Lands of
Havoe includes nine colour-
ful posteards. Their pur-
pose becomes obvious from
the start of the game. Bach
card depicts a different ter-
rain; castles, village,
garden forast etc. The open-
ing screen of esach game
gives a layout for these
cards which can be used as
a map.

In time past the good
sorceror, the High Vanish,
was defeated by the Dark
Lords who unleashed a
wide assortment of evil
creatures upon the face of
the earth and under its sur-
face. Realising that defeat
was Iimminent the High

Title:
Computer: Cl6
Supplier:
Price:

il # L

When the first batch of C16
software arrived it was
mostly conversions of C64
games and because of this
Iimitation it was uniformly
bad. This ‘second’ wave
however is producing soms
very good games that have
not been seen on other
machines — Dorks Dilem-
ma is one such games.

The objective is to collect
pieces of jigsaw puzzle
which are contained within
forgce filelds about the
‘planet’. Each force field
has a small guard attached
to it and these must all be
wiped out before the field
collapses and frees the
piece,

Dork has one weapon
with which to eradicate the
guards, that is the ability to
drop bombs. The bombs are
fitted with short fuses so
when a bomb has been

dropped Dork must get
clear rapidly.Thus the

Lands of Havoc
Commodore 64
Microdeal
£6.95

Vanish hid various magical
artefacts to help those who
might follow.

As you wander around
whatever landscape the
computer has chosen for
you, you must collect
artefacts which will allow
access to the underworld.

Unfortunately, the relics
are hidden in areas heavily
populated by the Dark
Lords’ evil henchmen who
must be killed because
physical contact with them
will result in death.

When all the artefacts
have been collected the wild
wood may be entered and
the gateway to the under-
world will be open to you. If
you stumble across this
gateway before all of the
gymbols are found your
character, a reptile called
Sador, will freeze and all

Dorks Dilemma

Gremlin Graphics
£6.95

game becomes one of trying
to wipe out as many guards
ag possible with one bomb.
Once a piece has been ob-
tained Dork can leave the
screen via exits that are
found on the edge of the
screen he then endsupon a
new gscreen with more
guards and another piece to
getl

During the game Dork
can edit the Jigsaw by
pressing escape and using
the joystick to move pieces
around. If a plece shows
white then it i8 in the cor-
rect place, if black it's not.

The graphics are average
for the C16 as is the sound,
the game itself though is
rather original and well
worth the investment.

JGD
PLANET RATINGS
Originality L1 ] )]
Graphies [ T 1.
Usge of machine L L] ]
Value for money (] ]

STAR RATING
Bright Star

[c]

his lives will be forfeited.

Entering the under-
world means a different
maze spread over many
screens and totally unmap-
ped. There are more
artefacts to collect hers
before the full power of the
High Vanish c¢an be
unleashed on the land. The
artefacts are guarded by
evil trolle who must be
dodged or killed.

At this point the game
gtarts to resemble Cuthbert
and the Tombs of Doom an
garlier Microdeal product
but it does hold the in-
terest. JG

PLANET RATINGS

Originality (33 1)
Graphics sony
TUee of machine [ X 1]
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REVIEWS

Title: Go To Hell
Computer: Spectrum 48K
Supplier: Triple Six

Price: £6.99

) #

Frankly, I'm inclined to
think that all the publicity
for this game — all that
gtuff about the devil, and
the software house calling
itself ‘666" — is intended to
attract attention to a game
that would otherwise just
fall by the wayside, since it
simply isn't very good.
Underneath all the waf-
fle about demons and pit-
chforks, what we really
have here 1s just another
maze game in which you
have to collect seven objects
(arosses, in this instance).
It seems that during an
argument you told a friend
to ‘go to Hell’, and now, in
order to save him from
damnation, you too must
go to hell to collect the cross
es needed to save him,
There is a rather good in-
troductory screen in which
an animated face (bearing
more than a passing
resemblance to Alice
Cooper) grins dementedly
at you, but from here on
it's downhill all the way.
Once the game itself starts,
vyou find yoursell in
Chuckie Hgg, is not very
large, and with minimal
animation consisting just g =

of wriggling lags. 0
The graphics are fairly : # :
%GI‘}T in places, with skulls - -
ging crushed and sawn in : L
half here and there, but on ;
the whole they aren't par-
tieularly good. Various ob-
jects fly around the maze
and can kill you if they
comeé into contact with you,
but you are armed with
crosses that you can throw
in order to destroy them
and increase your own
B00OTe,
One irritating aspect of-
the game is that no matter
how far into the maze you S .
g0, when you lose one of s ot IS
your three lives instead of R
starting with a new life in
the same part of the maze
you start again from the
very beginning. And, after
8 few games I got a bit fed
up with retracing my steps
EWE%?' time I lost a life.
andering around the
maze is mildly interesting
for a while, but there is
nothing very new or in-
teresting in the game other the gore and satanic PLANET RATINGS
than the gory graphics, elements In the game are

T s

which were really just just a cynical attempt to Originality (1]
there for ‘decoration’ and create a bit of controversy. Graphics o8 s
didn't add anything to the After all, nothing can help Useof machine [ ] ]
game itself. Maybe I'm be- the sales of an indifferent Valuse for money aes

ing unfair to the program- game/record/book, more
mer, but I ocan't help than a bit of bad ];]uh'lic:itg. STAR RATING
wondering to what extent Jd Nebula e
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Being a great racing and
racing games fan I came
upon this game with some
trepidation have just
played Revs from Acornsoft
at some great length.

I had also just eome back
from my first set of lessons
at Brands Hatch racing the
real thing — Formula Ford
1600 single seater racing
cars (in the pouring rain!).
And that was gdoing to
throw a different light on
any racing game I played
after that, especially any
that e¢all themselves
‘simulations’ like Revs.
Chicane also has the
Brands Hatch circuit in it
as well as being based on
the Formula Ford 2000,
which 1s a similar car to
what I drove ‘for real’, so I
looked forward to the
review very much.

The game Chicane will
have difficulty in not being
compared to Acornsoft
Revs, the two being releas-
ed within a ocouple of
months of each other. The
EKempston game differs by
attempting less simulation
with an increased quality
of gameplay.

In Chicane you have a
choice of six international
circuits including Brands,
Silverstone, Donnington,
and others. Each of the cir-
cuits has a qualifying time
associated with it. You then
get a qualifying lap on the
circuit of your choice in
Pole Position style — com-
plete with the ‘prepare to
qualify’ message.

After a successful lap
you go into the starting
grid in whatever position
¥you managed to get. Again
there are strains of Pole
Position as the starting
lights beep away in front of
you,

When you are actually
racing the action is8 very
realistic indeed. The car
has all the instruments
that an FF2000 has with
the main one being the revs
counter. There is also a

Chicane

Computer: BEC

Kempston Microelectronics
£9.95

gear indicator. On either
side of the turning steering
wheel there are the wing
mirrors. These give a very
clear picture of what is hap-
pening behind wyou. Revs
only shows blurred shapes,
but in ‘real life’ the picture
in the mirrors is quite clear
as is in the Kempston game.
In fact with Chicane 1
found myself using the
mirrors, whilst in Hevs I
never do as they are almost
useless.

The other cars that you
are racing are very well
detailed and you can really
jockey for position between
the opposition. My one
complaint about the game
is that the corners (at least
on the Brands Hatch op-
tion) seem to be not as
sharp, and the cornering of
the car not as good, but this
doesn't affect the playabili-
ty of what is one of the best
racing games that I have
seen. Full marks to Kemp-

ston. MR
PLANET RATINGS
Originality [ § ]
Graphics YN
Use of machine SeSSS
Value for money asee

STAR RATING
Nova

Title:
Computer:
Supplier:

This is a Canadian piece of
software which strongly
resembles Commodore's In-
ternational Soccer.

The pitch is about three
screens long and the com-
puter gscrolls across the
pitch like a TV camera pan-
ning the scene following
the action.

As with the Commodore
cartridge, you are allowed
to dribble the ball up and
down the pitech but five-a-
side is a much more
physical game and you may
find your player flat on his
rear end after a hard tackle
goes in. Occasionally a foul
iz called and the ball is
respotted in the centre cir-
cle and sometimes rough
play can lead to a fight.

Yes indeed, these little
dynamos have tempers that
flare up oeccasionally and
after a quick punching
bout the invisible referee
awards penalties. This is
perhaps the weakest
feature of the game and yet
the graphies look quite
superb. It is difficult to
judge the speed of the ball
because the display shows
a view from behind the
penalty spot looking
towards the goal. The ball
sprite us also a problem
because it is overlaid
against the goalkeeper and
never actually appears to

COMPUTER GAMER AUGUST 1985

Five-a-Side Soccer
Commodore 64
Anirog

%7T.95

g0 into the net. Even after a
goal has been awarded the
goalkeeper can be moved
behind the ball, so occa-
sionally you may think a
save has been made
because the ball seems to be
in front of the keeper.

In the selection menu at
the start of the game you
can opt for a one or two
player game or a one or two
player penalty competition.
The socoer game can also be
played at one of three levels
against the computer. In
my brief acquaintancce
with the game I found the
simple level to be enough of
a challenge and the com-
puter has beaten me every
time.

The football game is not
free of confusion, some-
times the ball appears to
jump to the feet of the com-
puter player or is it just
trying to make excuses for
bad ball play?

Add to the game the syn-
thesised singing of the
crowd and a sprinkling of
voice synthesis and I think
Anirog have another win-
ner on their hands, though
for me Commodore still
have the edge. JG
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If you have ever wanted to
bowl a maiden over, then
Tynesoft have provided the
answer for you. No, it's not
a computer dating service
but a rather good cricket
gimulation.

The documentation is
very weall planned and
could be used as a primer
on the finer points of the
real game, which is an in-
dication of the flexibility of
the program itself. The
game even allows you to
name your own terms thus
ansuring that your game
can move with the times or
even go back to days gone
by. Just as well really
because Ian Botham's
name doesn't appear to be
included!

There are three pgame
types to select from: a
limited game of 16 overs
per side, one day match of
de overs, and the Test
Match itself which is a full
blown unlimited overs, two
innings match.

Ian Botham's Test Match
Commodore 64

Tynesoft

£9.95

Having selected the
mateh type the two players
decide who will bat first
and the other playver places
his fielders around the pit-
ch. Once the fielders are
posted in their ‘home' posi-
tions they may not be mov-
ed until the end of an over,
except to recover a ball. The
view of the field is like the
normal TV scene, looking
from the bowler's wicket.

The bowler type is now
chosen (fast, medium, spin
or bouncer) and the game
can commence. This is
where 1 got mlg_,rl first disap-
pointment, when the fire
button is pressed to make
the batsman strike, no
gerceiva.hle action occurs.

he ball either moves away
for a hit or disappears but
the man never moves &
muscle. This makes it dif-
ficult to time wour stroke
and I would have preferred
a bit of action.

Fielding requires that
you anticipate the shot to
be played and select an ap-
propriate fielder who can
then be moved to intercept
the ball. If you make the
wrong selection then there
is a very good chance that

COMPUTER GAMER AUGUST 1985
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the ball will reach the
boundary.

Another little grumble at
this point, the positioning
of the bowler must he
precise to stop the ball.
With a little bit of extra pro-
gramming it should have
been possible to do two
things.

Firstly, because selec-
tion of the fielder is a hit
and miss affair, a proximi-
ty test to increase the
chance of collecting the ball
would lessen the fielder's
frustration and only use
precise positioning for
detecting a catch.

Secondly, it would im-
gmve the game a little if the

all stopped when it struck
any fielder even if this
meant that the ‘selected’
fielder had to dash across
to collect the ball while the
batsmen cashed in on this
chance to knock up a few
TUNS.

However, these little nig-
g£les do not spoil my overall
impression of the game
which has enough flexibili-
ty in bowling and batting
styles to maintain interest.

A few random factors,
based on cricketing
gtatistics, are used to dster-
mine extras and not out
decisions plus the occa-
sional stroke off the edge of
the bat.

In an Australian TV
gtyle a bataman bowled out
for a duck is signified b
Doodles the Duck who wad-
dles across the bottom (or
should that be Botham) of
the screen, stopping only to
ghed a tear.

Tis rumoured that the
original title of this game
was o be Botham’'s Ashes,
no doubt in the light of the
recent Court case the
maker's decided that the ti-
fle may be ambiguous, and
so lan Botham's Test Match
it is and it's good enough
for me.
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Title: Jack Charlton's Match

Fishing

Computer: Cé4
Alligata
£2.98

% L&

Supplier:

Alligata have introduced a
new angle on gomputer
games with their latest ti-
tle: It 18 called Jack
Charlton's Match Fishing
and they obviously hope
that you will have a whale
of a time playing it and that
a guppy of the game will
find a plaice in every home,
providing critics like
myself don't carp on too
much, and offer a ray of
hope.

It had occurred to me
when I first saw the game
at the Commodore shoal,
that fishing is not suitable
subject for a computer
%&me but Alligata (and not

gean) are following up
with board game and
microfiche (to go with the
microchip) versions.

The games features a
turbot loader so you only
have a minnow or two to
wait for pictures to a

irhana screen. It 1s

owever prawn to failure
but don't worry, the game
is the salmon both side of
the tape.

The porpoise of the game
is to catch as many fish as
possible. You have your net
and you must fillet.
Fishermen line up in a roe
waliting with baited breath
as they tackle the task in
hand. The tension mounts
as they perch by their own
pegs, trying not to en-
groach on their opponents’
space. There is not a great
deal of sound, so you won't
need a herring aid. What
music there is, isn't exactly
glali;ed by the Halle but it is

K. Composed by Julian
Bream and played by Rod
Steward and his sole group
““The Floaters’, it features
that well known tuna
““Whale Kipper Whelkhome
in the Eelside'' with lots of
bass. The mainstream pro-
gram has obviously used
very last byte and nibble of
the memory.

S0 there you have it. The
whiting's on the wall.
Mullet over and don't be
shellfish or crabby. Get
your skates on and buy a
guppy. Don't stickleback
on the shelf. Its only sick
squid (nett), so you won't
have to buy an illegal gup-
py from a shark.

Get a EFrt:nu.u:ua:r friends
round and barracuda the
door B0 you won't he
disturbed. The game is

above parr, and if you play .

effishently, you will put the
other flounders t'rout.

Fin.

P.8. There's no truth in
the rumour that Fecaan
goes nuclear fission! GH
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Title: The Chess Game

Computer:
Supplier:
Price:

(i ™

Do not be put of by the title.
this is not a chess gamse.
Well, it is and it isn't. I will
try and explain. You are
experiencing a nightmare
in which you play a pawn.
The board is against you,
the pieces are after your
blood and the crowd hates
you. All you have to do is
survive.

The chessboard is like a
football stadium with
crowds on three sides. You
appear from a tunnel and
make your way to the star-
tin%kline at the front edge
with the erowd booing you
all the way. You start with
five pawns and have to get
as many as you can over to
other side and back again,
There are four things that
can stop you and cause loss
of a life. Contact with an
enemy piece, moving off the
gide of the board, moving
onto a red square or being
hit by a bomb thrown from
the crowd — it seems that it
is not just us that has a
hooligan problem.

The first piece to try and
stop you is a knight. As you
move, one square at a time,
the squares that you land
on turn blue. If the knight
then lands on one of these
blue squares, it changes to
red and become a no-go
area. This reguires some
thought on your part as
you will have to make up to
nine journeys — going
acrogs five times and com-
ing back four.

he 3D animation of you
and the pleces is very well
done indeed although I

e
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Red Giant

C64 Cassette
Microclassic
£7.95

found things slightly dif-
ficult to judge on the far
side of the board.

You score ten points
every time you get a pawn
across with a bonus if you
get all the pawns that you
started out with over to the
other side. A nasty little
trick here is that if you
pause the game for any
reason, you lose 20 points.
When all your pawns are on
the other side, you progress
to the next level — bishop,
rook, king and queen
before going into the more
lethal combination of
pieces. All the pieces move
as they do on a chessboard.
All the levels present a dif-
ferent strategy to be work-
ad out. Personally, I have
%reat difficulty with the

ishop and wusually only
have one or two pawns to
tale onto higher levels.

This is a nice little
strategy game with yet
another variation on the
chess theme and very good

raphicse. It would have

een better if there had
been some more interesting
sound to give it atmosphere
or some means of gelf
defence, I'm not too sure
either about its addictive
qualities. You always have
to start at the beginning in-
stead of being able to prac-
tice different screens or
have a random level mode.

GH
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Computer:
Supplier:
Price:

L #

This is a game with a dif-
ference., Not satisfied with
the normal run of the mill
ladders and ramps type of
game, Acornsoft have suc-
ceeded in producing a gamse
that can hold on to its value
long after screen i ocom-

leted — this is because it

as a built in editor to total-
ly change the play of the
gamae,

There are nine screens
pre-defined of progressive
difficulty with all the usual
twists and turns that you
would expect. Obstacles to
get in your way include
slides, ice, trampolines,
monsters, and escalators.
Most of the built in screens
show a lot of thought in
their construction and are
quite challenging despite
the simplicity of the
graphics.

The theme of the game is
to guide Murphy through
the screens collecting his
mushrooms. The mush-
rooms appear in each room
in random positions each
time you play the game, so
yvou have to be adept at go-
ing around the screen in a
number of different ways.
Points are scored for pick-
ing the mushrooms and for
completing a screen within
the time limit.

The editor is very good
with a titling option to
name each room and the 16
different elements stretch-
ed across the top of the
screen. You edit or create
the screen by selecting
which of the 16 blocks that
you want and then moving
around with the cursor
keys.

This extra feature makes
a good, but straightfor-
ward, game excellent and
in a eclass of its own. There
is the opportunity to save
and load screemns, so you cn
swop or sell them. The
coplous documentation
that guides you through
the process of soreen
generation is, as usual, ex-
cellent. This documenta-
tion puts lesser games and
companies to shame as does
all of Acornsoft’'s manuals
eto.

Definitely one of the bet-
ter platform games. MR
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Magic Mushrooms
BBC/Electron
Acornsoft
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Distributed by Audiogenic
but actually written by
Supersoft, Gooch's Cricket
attempts to simulate the
current test series between
En%la,mi and Australia.

he game can be played
in three ways, 1 or & player
simulation mode and one
player arcade mode. I
started my series with a
simulation match against
the computer.

As in the other modes
your first task is to choose
vour team from a possible
twenty players. Rulse
number one is to select
Graham Gooch. The others
aren’'t so important, except
perhaps Underwood who
geems to average 5 wickets
per innings.

I won the toss and so put
the Aussies in and managed
to bowl them out for 243.
Then Graham Gooch strode
out to bat. After two hours

MA T

,,,,,,,,,,
__________

samm

_________

Y

Graham Gooch’s Test Cricket

Audiogenic
£7.95

England were a measely
400 for & with Gooch 260
not out. I then declded to
leave them to it and got
some sleep to return later
only to find that not only
had the innings closed at
601, Australia were all out
again leaving me only 27 to
get to win.

In theory I should have
used the joystick to deter-
mine such things as batting
tactice and bowling styles
but I soon felt that it wasn't
having much effect (sixes
were belng scored by
Fat.smsn playing defensive-
v

Adding a second player
had little effect to changde
what turned out to be an ac-
curate simulation of
cricket. Perhaps not the
way Audiogenic intend as it
turned into the game that
you could play while wat-
ching TV or going to be pub
only returning occasionally
to see how the match was
progressing.

..........

-----------------------------

The arcade mode is the
complete opposite as ¥you
have absolute control over
the result. By selecting the
computer skill level you
can finish your innings in
two overs or guarantee cen-
turies for batsmen who can
hit fours off the bat, pads,
legs, knees or armpits.
Although first im-
prassive the games
graphics quickly become
tiresome. For after a few
hours at the crease you find
out that the players only
have a Bet number of
strokes and the fielders run
in set patterns.
Unfortunately this game
will disappoint the cricket
novice and expert alike. In
fact the programs sole
highlight is its loading
system. For if it detects an
arror it will ask you to re-
wind the tape so that it can
retry the faulty blocks. Its
a shame that the game isn't
really worth the effort. TH
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Price: £5.95
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This latest addition to Com-
modore’s International
Sports series is interesting
when compared to Activi-
sion’'s On Court Tennis.
Simpler in concept the
game has a charm all of its
OWI.

The choice of viewpoint
differs from Activision in
that it shows a lateral view
of the court rather than
looking from the base line
of one court as in the
typical TV picture. I found
that this overcomes the
problem of judging the
speed and position of the
ball quite effectively and
gave a much more satisfac-
tory game.

The cholce of the
number of strokes to be
played lacks the varisty
possible with On Court Ten-
nis and yet the game is just
as enjoyable.

If you now think I
preferred Commodore's
gimulation to Activision’s
vou'd be right.

There are four levels of
play to choose from and
each mateh follows the
riles of tennies closely, with
the ineclusion of a tle
breaker for sets which go to
gix games all,

Paws

Title:
Computer:

Artic
£7.95

Supplier:
Price:

bl ¢ &

Artic have been out of the
computer market for a
while now but this new of-
fering brings them back in
style.

The setup is that you, a
large cat, have returned
home after a long days
scrabbling in dustbins only
to find that all your kittens
have strayed. You therefore
set off to find them. This is
done by guiding your beefy
cat like figure through a
maze which iz made up of
trees and buildings. In the
maze are delicious cat
delights such as Twesty Fie
(I tought I taw a puddy cat!)
and old fish bones. These
are collected to give extra
strength. Also in the maze
are dogs but on their own
the dogs are no problem to
your tough cat. It simply
beats them up. This costs
stamina of course and too
many of these scraps can
cause the loss of a life (but

International Tennis
Commodore 64
Commodore

To position your player
simply involves the normal
eight joystick positions and
holding down the fire but-
ton while moving the
joystick delivers one of

nine possible strokes.
These strokes give all the
combinations of long,
medium and short returns
elght straight or angled up
oTr down across the court,
The graphics are a little
erude but not so bad that
they interfere with the
gameplay, I think accep-
table is the word. The
sound is a little crude as
well and the title screen,
which has smooth serolling
eredits like a TV program,
uses repetition of thse
crowd’'s burst of applause
(white noise) which I found
immensely irritating. One
nice touch however is the
gye movements of the
crowd as they follow the
balls flight through the air.
My verdict? The eyes have

it. JG
PLANET RATINGS

Originality FERS
Graphics oes
Use of machine L 11 1)
Value for money sy

STAR RATING
Red Giant E

Spectrum

you've got nine, naturally).
You are also able to fire
what looks like balls of
wool at the dogs and this
disposes of them without
the messy fight.

When a kitten is found
yvou must take it back home
and deposit it before sear-
ching for the next one. All
this is done against the
clock as 'hu]ldﬂ% Billy' is
forming a pack of dogs and
if you haven't got all the
kittens home before he
pganages this — you've had
it.

Graphics are reasonable,
especially the info screens
that are done in the Cats
style. Sound is ok but not
awe inspiring. A good game
— Welcome back Artic.

JGD
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The latest release in the
Mind Games series is an ex-
cellent golf simulation bas-
ed on Nick Faldo's ap-
pearance in the Open.

The object of the game is
to play the 18 holes of the
RHoyal 5t Georges golf
gourse (where this vears
Open is stages) in as few
shots as possible. However
as anyone who has swung a
club in anger will know,
this isn't an easy task.

To help you avoid the
rough and bunkers you
have the assistance of your
trusty caddy who like most
of his trade, seems to know
more about the game than
you do. He won't actually
tell you which club to use,
he'll just comment on your
selection. Bo if he just says
““OK'" and hands it to you
then your on the right
track. Unfortunately you
will also have to hit the ball
in the right direction and
with the correct amount of
welly.

All of these vital
parameters are set using a
series of joystick controlled
icons which surround the
action screen. Here are the
games main protagonists,
the golfer and his caddy. If
all is well, then the caddy
will hand you the club and
you will then hit a perfect
shot. When you hole out
under par, he will con-
gratulate you and then you
both move onto the next
hole. TUnfortunately you

will probably take eight or
nine shots over par to

Nick Faldo Plays The Open
Spectrum, C64

Argus Press Software
£9.99

which your loyal and
devoted caddy will reply
with a curt “At Last'.
“Bhut it’’ you will natural-
lgﬁ reply but after a while
this doesn't seem enough,
This is a shame since there
isn't a “hit caddy with
club’ option included in
the game.

Above the icons is a
scrolling plan view of the
hole on which you can plot
your progress. You can also
select a wider overview
which shows how far you
are from the hole you ac-
tually are.

The serolling screen ap-
parantly consists of 8000
goreens which I can believe
since I saw most of them in
my attempt to finish the
first hole.

My only criticism of the
ame is that it iz very dif-
icult to see exactly where

you are on the Spectrum
version when you are near
the flag. This can cost you
alot of extra shots and ag-
gro from your caddy.

The game 18 accom-
panied by an informative
booklet which not only con-
tains a map of the course
but also a hole bg' hole
]g{uil:le by Nieck Faldo.

owever I've never heen
one for reading guides or
instructions and found the
hit it and hope approach
enjoyable to play. TH
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Title: Nodes of Yessod
Computer: Spectrum
Supplier: 0din

Price: £7.95

¢ L
The title of this game gives
nothing away. Is it an
adventure, or perhaps a
ame? Well it's a bit of
oth. You pl&lg_.'l the part of
‘The Right on Charle-
mange Fotherington-
Grunes' (Charlie for short)
and you have been assigned
the task of discovering
what 1is fﬂing on on the
moon and who or what is
sending out the strange
gignals.

The game loads at a very
high baud rate and once in
the screen shows a hi-res
picture of a space man. The
game then says ‘Wodes of
Yessod — 0Odin Computer
Graphies’. The speech is
very clear but it isn't used
! anywhere else in the games,
- 80 on to the game — the
: idea is to guide Charlie
| around the caverns of the
* moon, To enable him to get
about Charlie is capable of
some very respectable
sumersaultse which he does
: if told to jump whilst runn-
] ing. This means that
Charlie can jump from plat-
form to platform and thus
work his way down to the
hiding places of the
Alchiems. These Alchiems
are Keys to the lower levels
and there are eight to col-
lect. Unfortunately the
caverns are inhabited by
moon beings. These take
the form of Bear like things
on springs, disgruntled
gpace invaders and walking
potatoes. The Bears and In-
vaders explode if Charlie
touches them but the
potatoes repell him causing
him to do a few back flips.
Also to be found are strange
energy fields that cause
paralasis and a ghost like
creature in the shape of a
gpace man. One feature of
this game that I especially
liked was that if the pause
function is used Charlie sits
down and walits for you to
return. The game also has
creatures to befriend which
enable you to become a
mole but as I have onl
played this for two hours
haven’t seen these yet!

The graphics are very
good and the sound is well
used in a couple of moon
tunes, even though the
game speaks only. once.

JGD
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The 8Spys in this gamse
where first seen in 1960 in
MAD magazine, Beyond
bought the rights to them
and produced the C84 ver-
sion which received well
deserved rave reviews.
They have just released the
Spectrum version and I can
report that it is just as good
as the 64 one.

The game displays two
screens, one for each spy
unless both spys are in the
same room in which case
only one screen is used. The
objective of the game is to
collect essential spying
iterns such as passports,
money, Keys ete. Each of
these iteme are hidden
about the Embassy in
which the spy finds himself
at the start of the game. To
find an item the spy must
move over-$0 an object and
gearch it. This usually in-
volves lifting or tipping the
object, all of which is seen
on screen. Once all the ob-
jectse have been collected
and placed in the Top Secret
Briefcase the spy can leave
the building and go to the
airport at which point the
game ends. This all sounds
very easy but the problem
is that there are two spys
and only one of each object.
Thus the spys are always
fighting in one of two ways.

£7.95

Title:
Computer:

Supplier:
Price;

£7.95

lixl ® 2

Fiona is a witeh, the foulest
witch ever to darken the
skies of the ocomputer
screen. Her sister witches
have stolen the tools of her
trade and she wants them
« back. To do this she must
ride the night skies sear-

ching various locations for
her precious belongings.

6

Beyond

Spy vs Spy
Spectrum

The first is the most ob-
vious, when both spys are
in the same room they both
draw clubs and you must
then attempt to either
wallop your opponent over
the head or give him a good
jab in the belly! If either
8py sustalins seven such
blows In a single combat
then he is knocked out and
suffers a time penalty.

The second method is by

leaving traps for each
other. These consist of
bombs that may be placed

on objects so that if your
opponent searches it the
bomb will explode and kill
him. Buckets of water plac-
ed above doors that elec-

Fiona Rides Out
Commodore 64
Viper Software

Nothing wrong with the
concept and the play is not
too bad, but the reality is
that the game lacks variety
and soon becomes boring.

At first, Fiona is flying
through the night skies on
her bDroomstick avoiding
the other witches and
thunderbolts flashing from
the clouds overhead. Each
time she touches another
witch or a thunderbolt, she
loses spell power and if all
her power disappears she is
doomed to Hell. In the
passageways of Hell she
can still escape back to
earth as long as she doesn’t
touch the sides or crash
into demons or molten lava
(it's wvery like Balloon
Rescue at this point). The
sprite collision detection
eould do with sorting out a
little here.

Although sometimes
when the ¢tail of the

trocute the next person to
open them and my personal
favourite a gun on a string.
This is placed on an object
and the string run to a clos-
ed doorway, if the door is
opened the other spy on the
other side is shotl Also
available are spring traps
and time bombs as well a8 a
map that tells you where
useful objects are and
where you've been. The
traps are all placed by us-
ing a device called the
trapulator, an icon menu
that is displayed to the
right of each screen.
Graphics consist of the
split screen that I already
mentioned and each of

broomstick overlaps the
passage walls in some
parts, the merest hint of a
touch elsewhere results in
an explosive death.

If Fiona makes the grade
on her earthly flight she
enters one of six locations.
The first is the Ghostly
Graveyard where ghosts
and skeletons roam. To
retrieve her missing equip-
ment Fiona must build up
her spell power by 2000
points. These points are
gained zapping anything
that moves, collecting the
debris and dropping it into
the cauldron. If she should
touch a moving ghost or
skeleton she loses power. If
the spell power drops to
zero she goes back to Hell,

Success leads to another
aerial zapping session with
bats and ghouls to be kill-
ed. Success leads to the
Witch Kitchen where bats
accompanied by severed
hands and feet assail our
anti-heroine. Again she
must add another 2000
points to debris dumping
but by now I'd seen it all
before. Later problems
combine the former pro-

these screens shows a car-
toon like picture, the quali-
ty of which is stunning.
Control is by keyboard only
because two players need to
be able to play at the same
time.

This iz an excellent game
and every Spectrum owner
should add it to their collec-
tion immediately. JGD

PLANET RATINGS

Originality seses
Graphics (1 11 1]
Use of machine [ J 117
Value for money SS8s8
STAR RATING .
Nova E

blems with the odd
malicious mushroom or
problematic pumpkin put-
ting in an appearance. Each
successiul room visited be-
ing followed by another
flight and failure leading to
Hell.

Not much here to sus-
tain interest so I turned the
tape over to sample the
freebie program on the
other side.

Daredevil Dennis is a
platform game and some-
times the random position-
ing of problem objects
makes the screens impossi-
ble to complete. Oh well,
back to the drawing board.
If you buy this tape, get it
for Fiona and use the other
gide for recording jyour
favourite pop song because
Dennis is a definite Black

Hole, JG
PLANET RATINGS
Originality L 1}
Graphics aes
Use of machine 1 1]
Value for money L1
STAR RATING E
White Dwarf
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Title:
Party
Computer:
Supplier:
Price:

[l # &
Good old Rupert the bear
has been helping Mr Bear,
like all good bears should
do, but all his chums have
dashed off to a party and
are busy tucking into their
current buns and drinking
lashings of ginger pop.
How will Rupert get to
the party before all the tuck
is wolfed down¥ Well
Rupert's friends have left a
trail of invitations for him
to follow. You (playing
Rupert) must follow these

£7.99

and get to the party. Therse
are four routes that you
can follow and wvarious

things stand in your way.
The main area is the castle
with toy soldiers guarding
it..

The gameplay 1s similar
to the usual ladders and
platforms with Rupert jum-
ping around the variocus
levels of the castle. The
game is obviously aimed at
the younger gamer though
Quicksilva reckon that
older players will still find
it challenging — time will
tell.

Title:
Computer:
Supplier:
Price:

fiil

One of last year's more
unusual games, Wwhich
built up a deserved cult
following (or should that be
Celt following?) was Tir Na
Nog by Gargoyle (rames.
Dun Durach is the second
game to star Cuchulainn,

£9.98

Rupert and the Toymakers

Commodore 64 /Spectrum
Quicksilva

The graphics are quite
good and Rupert is very
recognisable (Co4 version) 1
haven't seen the Spectrum
version which will obvious-
ly have cruder graphics.
This is intended to be the
first of a series of Rupert
games, this one is alright,
not brilliant, but
reasonable, MR

Dun Durach
48K Spectrum
Gargoyle Games

but as the smH is set
garlier than TNN, it can
best be described as a re-
quel.

By a nasty bit of
trickery, the Bcoreress
Skar has kidnapped your
charioteer Leog, and taken
him off to the ecity of Dun
Durach. You instantly vow
to get him back and your

COMPUTER GAMER AUGUST 1985

PLANET RATINGS

Originality
Graphice

Use of machine
Value for money

STAR RATING
Bright Star

quest begins with you in-
side the secret city.

The mechanics of the
ame are the same as TNIV,
ou can only walk left or

right on the screen, if you
want to turn a corner, you
do so by -:;han%ir.g the
camera angle by 890°. There
are, however, several major
differences between Tir Na
Nog and Dun Durach. The
first is that there are many
more characters for you to
meet and do business with,
and this necessitates the se-
cond major change which is
the introduction of curren-
cy in the form of small
multi-coloured coins called
iridi. Throughout the
course of the game you will
have to buy and sell dif-
ferent articles such as
books, wine, hemlock, gold
bars etc. You will also have
your money stolen or be
conned but you may gain it
back through working or
gambling or even investing
it in the bank. The purpose
of all this wheeling and
dealing is to buy sufiicient
information to find the
location of your friend.

Being set in a city the

game is easier to map than
Tir Na Nog. All the streets
are named and the houses
numbered, just as in a real
city. The c¢ity 18 approx-
imately divided into a
gseries of quarters, each
with a different function —

for example, Argot (the
“money’’ quarter), The
Soke (the dispossessed), Io-
main (the pleasure uarter}
and Ratha-De (the 8 ta o
the Gods). The houses are
usually occupied b
various traders v will-
ing to do business with you
whilst you tend to meet the
other main characters out
in the streets.

Dun Durach is a worthy
successor to Tir NA N
and appears to have muc
greater complexity than its
predecessor due to s ex-
cellent charactrer interac-
tion. Fans of Tir Na Nog
will be sure to love this one

but newcomers may prefer
to get to grips with the
original. GH
PLANET RATINGS
Originality [ J J ]
Graphics sSses
Use of machine (1 ]
Value for money ane
S
Red Giant {:}
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Program listings (contrary
to the belief of some of the
more amateur magazines)
have been extremely
popular in Gamer. We have
tried to have at least one
game for each of the more
popular computers. These
games we publish are often
up to commercial stan-
dards, as anyone who
played ‘Kitechen Kapers’
will tell you.

80 starting with this
issue we are printing inlay
cards for all the games in
this issue so that they look
good on your shelf with the
rest of your software collec-
tion. They also have a brief
deecrigtinn so if you don't
play them for a few weeks,
you don’t have to search
through back issues of
Computer Gamer to find
out what you are supposed
to do.

This month for the
Amsatrad we have two ex-
cellent games called Lawn
Mower and Percy the Inter-
galactic Stunt Parrot, can
you mow the lawn without
wrecking wyour beautiful
new mower? Or can you
completa the film for MGM
as the only stunt parrot in
the galaxy?

The Spectrum has
7 Jewels+ — a 3D adven-
ture maze garme.

Percy the Plumber will
provide an insgight into the
water business for C64
owners, and Hippo Quest is
4 screen by screen action
game for the BBC micro
{although it may run on an
Electron).

Remember anybody that
gets a game published is en-
titled to an Alpha Rating,
simply send an SAE and a
note saying when the pro-
gram was published and
what your membership
number iz and we will
return your Alphsa Rating
— the highest award in the
club (excepting the master
gamer award).

When you submit a game
for publication you should
make sure that you fill in
the form on this page ae-
curately — one or two peo-
ple have sent in games
without telling us what

e

ﬂli D6RANS

ByiEw

machines they were for!

With your tape or disk
and coupon fyml should in-
clude a brief description of
the game in the same style
as the other programs in
this and previous issues.
All documentation of this
type should be double spac-
ed (a blank line between
lines of text) and typed
clearly.

Also we need self ad-
dressed packaging suitable
for returning the stuff in if
the program is not accepted
for publication.

We are looking for high
quality machine code and
Bagie listings for the follow-
ing machines: Commodore
B84, Cl6, Spectrum, Atari
(all types), BBC, Electron,
and the Amstrad. All pro-
grams should be recorded
on tape at the slowest baud
rate, and a number of times
on each side of the tape.
State on the tape what baud
rate it is at and how many
times it is recorded on the
tape, also include any
special loading instruec-
tions.

When writing a program
try to avoid any embedded
graphics commands. This
158 really important with the
BBC micro with its Teletext
control codes, the Spectrum
with its colour control
codes, and the Atari with
its graphics symbols. All of
these cannot be listed on a
printer. Also avoid having
any chunkg of memory be-
ing loaded from tape as this
15 also not printable.

For most submissions a
disk is preferable, but
detailed loading instruc-
tions need to be given —
and please do not put any
protection, ;1{1,1':'11'1'1111%c of
break./reset/restore keys
etc. There's very little you
can do to protect anything
like that and it is just a
waste of time for us to
break it.

Oh yes!, we pay well for
any submissions that are
sent to us. Send everything
with the name of the com-
puter that the game is for

on the back of the parcel/
package, to:

Program Submissions
Computer Gamer

1 Golden Sq

London W1R 3AB

COMPUTER GAMER AUGUST 1985
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Attention! Commodore, Amstrad, Atari, MSX Users

THERE'S A WHOLE

LIBRARY OF
SOFTWARE FOR YOU
AT THE MIDLAND

LIFE HEHHERSHIP JUST £é!

-.'e hoose from the very latest titles
@ Hire from just £1.25 inc. p + pfor 7 days
@ Hire as many games as you want
@ All games are originals with full documentation
@ Business and educational software too
@ Fast ‘return-of-post’ service
@ Low prices if you want to buy
@ |4 day money back guarantee
@ Over 1000 games in stock including US imports

MIDILAMHD

CIOMPLITERS

Please send a cheque or postal order for £6.00 stating your
machine, or send a large 5.A.E. to:-

Midland Computers Limited,
18 College 5Street, Worcester WR| 25L. Telephone: (0905) 611072

SPECTRUM SPECTRUM

SPECTRUM

e 4 GH‘-HUH."“UH.‘IL ......... 290 SODFTWARE STAR .......... 5.50
A DAY IN THE LIFE . ....... 550 GHEMLINS. veeiven R0 SPDER BTAR ........00..0 7.50
AVIEWTOAKILL ......... 850 =4} R 1 B - (] ] T — Y
8 ) S R e B 1 1 | HﬁTEHFIEFIHG ........... A R TR R - 1 |
. e e 7.50 HERBEAT'S DUMMY AUM —_ 750 STARIOM..........c0cou.. 6.50
AMMMATED S5TRIP POKER . ... 550 HIGHWAY ENCOUNTER., .. ... B.50 STEVE DANIS SNOOKER,.... B50
ARABIAN ENIGHTS.,....... 500 HYPER SPORATS............ 6.50 STHEET HAWK ............ B.00
AFI[:HI:IH.................!.III".'I ICICLE WOMKE ... vasnasies himd BUPER BRAAN .. .uchisnans .00
ARANHEIM . vasseavea s B.000 IULUSTHATON,........... 1150 SUPER GRAN AOWENTURE, .. 7.50
] 1 - E e 110 JET SETWILLY M .......... 550 SUPER PIPELINEN ......... 6.50
BATTLE FOR MITWAY .o 530 JOHAN B's SQUASH ........ 500 SUPERCODE N ........... 1100
BEACHHEAD . E-E!':I JUMP JET ...ovrnivanvanen B TAPPBR .. coinannnnreases B8O
B T o o it I D P [ R (R 8 ol 750 TASWORD I .. oenvensvns. 12.00
BLAST EDHF"-EF --------- 2200 KNOGE OUT ..ccoviannaans G5 TIRMAMWOGE .............- .50
BLUE 8 B KODMPLEX CITY v v vunscass T.50 TH#HED:PFEE-E e L
BORED I.'.IF THE RINGS . BB LEDMARDD ... ... B.0O0 ULTRAKIT . AL
BRIDGE PLAYER M ......... i ] e -+ L 1 L | 1 e g 500
BRUGE LEE..... cos BE)  LIGHT MABI . veearnas 11,50 WHITE LIGHTNING ........ 12200
BLUCK ROGERS .. 8,50 LODE FiUH"‘i'EH ............ 7.50 WITCH'S CALULDRON ....... 550
BUGGY BLAST ............ 2500 MACHINE CODE TUTOR .... 11.50 WIZARDS LAIA............ 5 50
BULGE...... vemreearess BED MACHINE LIGHTHING . 17,50 WORBLDS Eh'-l.E EEA LL . ]
G COMPILER ............. 2000 MATCHDAY .............. 650 WRIGGLER,. LA
CALILEMROM .. ..oocvvcineas 650 MIGHTY MAGUS ........... 5.E3
GHOGOLATE FACTORY ...... B.00 MINDER.. ... ...ccnvenives 7.0
Eflilg:llg EE‘EEEHTLIF.IE o g glél H?AI%EFIEE .............. 5.00 _

. BN a1 i A L
- e e e B.O0 MOOKRCAESTA ., .....0v00 ... 55 SINCLAIR QL
COMBAT LYNE .. veeaa 150 MUSKE TYPEWRITER. . ...... 7.50 AREA RADAR CONTROL ..... 500
CONFUZION . ............. 5.50 NICK FALDDS OPEN ....... 750 SINCLAIR ASSEMBLER..... 00
CUWENRM ., oqiceienas 5.50 MNODES OF YESQD vemaves ) BACKGAMMONM ........... 1300
DALEY'S SUPER TEET LR OMTHE RUMN. ..o oe e MRl PR - e S0.00
DAMBLUSTERS . 800 OMEDMONE.............. 7.50 BRIOGE PLAYER .......... 16,00
DEATH STAR 1N TEH B.00 QUT OF THE 58 ﬁ.[:'l:}l'llS oo BED CASH THADEH ..... . »- 50,00
DEVPAC 3 . e b AT ..1!':':] FAINT PLUS | careas 1.0 CAVERNS . iy (11 1
DH.ﬁ.GﬂHT'.':IF.E carearearway» .00 PROJECT FU TLI I:IE 550 CHESS 30 . 16, Qi
DUN DRRAGH ... .......... 750 PEYCHEDELNA ............. 50 CUTHBERT N EF'II'SF . 14.85
DYNAMITE DAN ......0c04s Bl ML o e s b b N el o i i 25,00
EMERALD WSLE ............ 5950 RAID OVER MOSCOWY ....... B50 DECISION MAKER 35.00
EUREXA ... veas 10000 RED ARRDWS . .ov ..., 0., Tl e 10,00
EVERYONES A WALLY ... ... T P O o vwnn mwra ia 800 GRAPHPBRL . ......co00u., SO0
EXPLODING AST .......... .5 BEGAEDE TD EAO&D STREET 7.50 HOPPER . : . 1485
FANTASTIC YOYAGE........ 550 RETURM OF JOYSTICK ...... 4495 IHTEI.'“RIITEI:I AE':EILI H'IE- ﬂﬁ- Ilil
FORMULE OKE ,..........-. 600 AEALMY OF IMPOSSIEBIL ..... 700 LANDS OF HAVOG . )
FOURTH PROTOGCOL ....... 1100 RDCEY. vee BB LIGPR ... ,,...........5-':I|}ﬂ
FRANK BRUND BOXING . .... 600 ROCKY Hl:'F.FII'.lﬂ E-HUH'I' ..... P R PRINT oo aion mt b pas .50
FRANKIE HOLLYW00D0 ., .,.. .50 ROMPER ROOM . L T 1 16.00
GHOSTBUSTERS ........... .00 KDOMPLEX ........ iva 1LB0  MIGHT NURSE............ 1000
o R R ] . 1 . 1 ELHEEHHﬁEHIHE e Al o PIREERY s e e 35,00
ZAXON ......c0vc0ve-vo- BD0D GHADOWFRE ... ....cc... 7 T50 METACDMCO F'AE-'L.PI.L e e 0500
TASWORD I ............. 11.00  SKI STAR 2000 . veenses 851 PROUECT PLANMKER | . 35.00
R | 2 P R EREE R B LR e e 499 QL CENTROD INTER ........ 25.00

CHEQUES ETC PAYABLE TOITS

SEND TCE IT'S,

33 FOSCOTE ROAD, LONDOMN NW4 35E,
Mall ORDER OMLY
QEDERS UNDER £10 — INCLUDE 50p P&P
OVERSEAS ORDER — INCLUDE £1 PER ITEM

COMMODORE 64 _,,
Game RRAP Frice
Frankie Goes To H'wood. . 8.85 T.50
Aview To Kill ...........10,99 8.99
Way Of The Exploding Fist8.95 7.50
EPECTHUM PUELEIJ‘?'EGH 133; 11%
Our  Mordens Quest” .......... 6.95 525
Game ARF  Price Jun|'|3p Jat . ..Bas 7.50
Frankie Goes to Hiwood .. 9.85 7.50 ooch ‘Test EHEE&I 9,95 7.50
A View to kil . ... _10.99 B39 Hypersporis . e 6.50
Spy vEEpy...... St g T.B0 Ja'ﬁalsurﬂnnylun R 1| 5.50
Dun Darach ..............085 7.50 Crystalof Carus..........7.00 550
Everyones a wally.........5.95 7.50 Theatra Europe . s b ks BB 7.50
Mordens Quest ._......... 695 5§25 “"Brian Jacks $f$1&r3 L5 488
2y g e o P S St ]+ 555 Combat Lynx. RS 6.50
L L R R e - 4.75 E'-I'EF'!-‘EI“ESEWE"? . s« 3,06 7.50
Hyp.&rspnrta Togtl ey o 5405 Herbaris I:Iur'1m:.' Hun A - - T.50
Saimazoom. ciiei.....B85 525 Tir Na Nog . ....995 7.50
Baba-Liba . - 585 Mini-Cifice ............... 585 4.75
World Series ‘Baseball’ ... .695 525 Hocky Horror Show. -8.80 &850
Battle for Midway . . ...898 750 HAocky Horror Sh-:!w (disk}]1295  9.75
Deathstar Inl:err;&p:-:;:r N N - ] .95 Azimuth 3000, - 1oL B.50
Daley's SUPER-TEST .....695 g28 Moon Cresta ﬁ a5 5.25
STAEETHAWK ...........695 52§ Confuzion................885 525
1T [ ] R - - | 5.09 Elanshnt....... o aana o BUEHS 6.50
Shadowfire . cieen..995  7.50 Slap shot (disk)... .. 1095  8.25
Romper Room . ..885 750 Shadowfire........ 885 750
Tales of Arabian ng his . ..&6.00 4.75
Herbarts Dummy Aun.....9.95 T.50
;ngu Hlngdum 'u'alleg.-'" . T.85 3.89 _“—_AMSTHAD
YROM . : S T.25
Animatad Etrlp- pnker . .B.95 5.25 gﬂ;ﬁ'&'ﬁ;ﬁ; B T o ggg g'ﬂ
Rocky Horror Show . 885 850 SO y e
Formula One .............895  6.50 m.%ﬂfﬂm i """'asﬁ Sie
Eﬁ:r::;i':}.n :'_: ;s 1 ggg g:g Animatad ‘strip pclker . B.85 6.50
etk SEROIRTY. S TR L DN Vi 8- e R R
Wodes of Yesod........... 095 7.50 Ellg-rﬂiarﬁ A T .
Warlords .................600 475 ar Strike ... ..B85 525
Falcon Patrol Il ...........7.95 585 OMey Thompson E‘“”“f"" -85 &80 )
Moon Cresta .............B95 525 ?;ﬁg::‘:mr'a' it ?% ;g‘g
¥ T TR e 1 * -+ 4.75 All Int -
Frceptﬂr TIIIES araE ..E. a0 4.50
jui Sal ';'l.'llag.-' = ... 0958 6.50 I
ack and the Beanstalk ...8.085 6.50
BECHELECTHUM Chuckie Egg Il ...........5895 E a5
Battle for Midway ......... 995 7.50
Combat Lynx.............8.858 850 Superpipelingll.,,........885 B.50
Argbiam Mights .......... Egﬂﬁ :g:
U T TR [ - R . -
Wizardore (BBG) - ..o, - 5 gE Cuick Shot Il onby £8.848
Mr. Mephisto .............7.00 4.95 Please note: if our order exceads £50 you
Micro Olympics . ..........5.85 4.78 get 10% further discount, Send cheque.”
Brian Jacks 'S/stars’ ......7.95 6.86 FO to:
e P T T . S - GOODBYTE (CG), 94 Leather
Lane, London EC1. Tel: 01-
Owerseas orders welcome. Please add 404 4245,
Top [

BACK-UP PROBLEMS SOLVED

Enables the gquick apd easy creation of beck-up coples of all
DCL1 Dual Turbes, M/Code, Data Files atc. If your program can be loaded it will

b# transferred exactly on & second datasette. Does MNOT reguire
Datasette software or modifications to your computer.
Interface ORDER AS DCL1

Price £10.00 (CBM &84 & VIC 20)

A deluxe DCLY with added facilities so that back-ups can be made
i usimg one audlo casselie and one datasette, or with two datasetias.

DCL4 Audio LEDs indicate when data is baing recelved from tape. This unit can

Recorder b?-.mﬁ.:ﬁrm aréintlj.' Cﬂﬂ:'lflﬂﬁd |1_Iv|:| 1EI|15| computer, the LED m-:jrcahng

whean data Is being sent from the detasette, very useful | di
Interface the start of data . i R
Ideal for anyone with only one datasette and cne audio cassette
ORDER AS DCL4
Price E18.00 (CBM B4 & VIC 20)

1541 LOADER CARTRIDGE

This CARTRIDGE will enable your 1541 disk drive to load
approximately 4 times faster and Is compalible with most
commercial software Althaugh, there are slightly faster turbo dise
Icaders available, TRIGSOFT s GT LOADER isthe anly one (that we
are aware of) that retains full disk error checking and a3 it s a
1541 GT ilgérldga |5dallgayns as'.'ﬂllahla for instant wse,

: reviate ALMSAVE commands are 'built in” eg typing LOAD
Disk Loader ° “fitename will load file etc. Typing LOAD"S will display the directory
Ca r[ridgg to the screen without affecting basic memory. An ONAOFF switch is

TIHL"vrcll so thera is no need to remove it in the unlikly event of saftware
conflict.
Just think, from the moment that you furn on, you will ba able to
load programs 4 times quicker.
DHRDER AS GT LOADER
Price £20.00 (CBM 64 WITH 1541 DISK)

This rasat unit plugs into your computer enabling a reset without
eraging the program.
ORDER AS RESET1 Priew £3.00 (CBM 84 & VIC 20)

RESET1

* = 10 DAY MONEY BACK GUARANTEE *

W?hWIHIIEBLUI'Id your payment less postage if any hardware item is returned undamaged
within ays

DROERING: -"l.LL PRICES INCLUDE RECORDED MELIVERY & ARE FULLY INCLUSIVE
{owerseas add £1.00}

send to mail order depts &t either Bradlord or Grimsby
TRIGSOFT Dept ACG TRIGSOFT Dept ACG
29 Holme Lane, 161-163 Rutland Street,
Bradiord, Grimsby,
BD4 0QA. South umhenid-e DN32 TND.
Bradford dept for mail order only.  Tel 0472 48304

Flease send SAE for free catalogue Callers welcomed at Grimsby dept
e
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NT PARROT noer

Intergalactic Stunt Parrot
is & game for the Amstrad
464 or 664, which uses all
yvour skill over it's three
totally different levels. Per-
cy Parrot, the world’'s only
stunt parrot is making
MGM’'s latest blockbuster,
can you help?

Level one is a typical
platform game. Reach the
treasure by ﬂumplng over
polsonous flowers and
operating lifts. And then
make your way to the start
again., '‘Q' and ‘W' are left
and right. */' is jump and
‘ ' operates the lifts.

Level two is a track and

10 Al=47:B1=39:C1=22:D1=30:HI=100:605UB 13

30

20 BORDER 0:INK 0,0:INK 1,26:INK 2,242 INK

3, 6:MODE 1:60SUB 1000
30 BA=1

40 INK 1,0:INK 2,0:INK 3,0:A=18:B=125:=0:

CA=0

30 FOR LE=8 T0 20 STEP 4:PEN 2:PAPER 3:LOC
ATE 1,LE:PRINT"aadaaaaaaaaaaaaaaadaaaaaaaa
aaaadaaaaaaaa":NEXT:LOCATE 1,4:PRINT"3aaaa

a
60 PAPER 0:PEN 1

70 PLOT 0,76, 1:DRANR 439,0:DRANR 0,323:DRA
WR-439,0: DRANR 0,-323:PLOT 2,78:0RANR 635,
0:DRAWR 0,319:DRAR-435,0: DRAWR 0,-319

80 LOCATE 37,20:PRINT*b1*:LOCATE 37,16:PRI
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fleld type game where the
faster you hit the keys the
quicker you go. But thie
time it involves Percy mov-
ing along a ramp and then
clearing cars. Percy is mov-
ed by ‘Q' and ‘W".

The third and final level
see's Percy falling from a
tall tower hopefully into a
large air bag. Each time the
alr bag moves, just to make
it more difficult, and makes
the reactions needed
quicker. In the top right-
hand corner of the screen is
a power gauge Holding
down the ‘' ' key increases

and decreases your jump-

NT®
sPRINT"
3,B:PRINT"

="jk":D=1

uckley

ing power. Just let go to
jump. If you complete this
level you will go back to
level one.

Joystick option is also
included. Left and right in-
stead of 'Q’ and ‘W' and fire
button is */’, the * ' has to
be used from keyboard.

This game incorporates
sterec music on the title
page and flicker free fast
arcade action during the
game. The program was
wWritténn In mode 1 and
although this only has four
colours the graphics are
improved by the high
resolution.

":LOCATE 10,16:PRINT"b1":LOCATE 10,12
":LOCATE 235,12:PRINT*b1":LOCATE 2
":LOCATE 7,B:PRINT*b1"

90 LOCATE, 2,3:PEN 2:FOR F=1 TD BA:PRINT*n"
jMEXT:FEN 1:LOCATE 30,23:PRINT"LIVES®;LI:
LOCATE 4,23:PRINT*SCORE";SC

100 AS(1)="de":AS(2)="+g":A%(3)="hi":A%(4)




11¢ PAPER 0:TAG:MOVE S00,112:PRINT™a"::MOV

E 200, 112+64:PRINT " : NOVE 330, 112+128:PR
INT"m";:HOVE 300,112+4192:PRINT n";: INK 1,2

b:INK 2,24:INK 3,6

120 MOVE A,B:FRINT AS(D);:MOVE &,B-14:PRIN

T ASID+1);

130 IF NOT(INKEY(C1))AND A=57& THEN L=1
140 IF L=1 THEN &&0

150 IF NOTCINKEY(A1))AND A>& THEN IF D=1 T

HEN A=A-4:ELSE D=l

160 IF NOT(INKEY(B1))AND A{&04 THEN IF D=3
THEN A=A+4:ELSE D=3

170 IF NOT(INKEY(D1))AND J=0 THEN J=t:(=B:

J1=2,5:E=100

180 IF J=1 THEN BGODSUB 900

190 IF A»45B AND A{SOE AND B{140 THEN 940
200 IF A{B AND CA=1 THEN CA=0:5C=5C+300:50
UND 1,200,0,15, 1: TAEOFF:LOCATE 9,23:PRINT
SC:TAB:BA=BA-1:1F BA=0 THEN TAGOFF:G0TO 10
70

210 IF J=1 THEN 150

220 BOTO 120

230 MOVE A,B:PRINT AS$(D);:MOVE A,B-14:PRIN
T A$(D+1);

240 IF NOT(INKEY(CL))AND A=575 THEN L=1
230 IF°L=1 THEN BOTD &90

260 IF NOTCINKEY(CL))AND A=144 THEN L=2
270 IF L=2 THEN 6OTO 720

280 IF NDT(INKEY(A1))AND A4 THEN IF D=1 T
HEN A=A-4:ELSE D=1

290 IF NOTCINKEY(B1))AND A<&04 THEN IF D=3
THEN A=A+4:ELSE D=3

300 IF NOT{INKEY(D!))AND J=0 THEN J=1:C=B:
J1=2,5:E=100

310 IF J=! THEN GOSUR 900

320 IF R>14B AND A<20B AND B<204 THEN 940
330 IF J=1 THEN 280

340 GOTO 230

530 MOVE A,B:PRINT A$(D);:MOVE &,B-15:PRIN
T A$(D+1)s

360 IF NOTCINKEY(C!))AND A=144 THEN L=1
370 IF L=1 THEN GOTO 750

380 IF NOT{INKEYIC1))AND A=384 THEN L=?
390 IF L=2 THEN 6OTO 780

400 IF NOTIINKEY(A1})AND A& THEN IF D=1 T
HEN A=A-4:ELSE D=

410 IF NOT(INKEY{B1))AND A<&04 THEN IF D=1
THEN A=A+4:ELSE D=3

42C IF NOT{INKEY(D1))AND J=0 THEN J=1:C=B:
J1=2.5:E=100

430 [F J=1 THEN GOSUB 900

440 IF AXJ1B AND A{3JSB AND B(24B THEN 940
430 IF J=1 THEN 400

4

|

460 GOTO 350

470 MOVE A,B:PRINT AS(D)::MOVE A B-16:PRIN

T AS(D+1);

480 IF NOT(INKEY(C1))AND A=94 THEN L=1

4%0 IF L=1 THEN GOTO B10

30C TF NOT{INKEY(C!1))AND A=384 THEN L=2

<10 IF L=2 THEN GOTD 840

920 IF NOT(INKEY(A1)JAND A3 THEN IF D=1 T

HEN A=A-4:ELSE D={

330 IF NOTCINKEY(B1))AND A<404 THEN IF D=3
THEN A=A+4:ELSE D=3

940 IF NOT(INKEY(D1))AND J=0 THEN J=1:C=R:
J1=2.3:E=100

950 IF J=1 THEN GOSUB %00

a60 IF A>26B AND A{J08 AND B{2&B+&4 THEN 9
b0

270 IF J=1 THEN GOTOD 520

380 6OTO 470

390 MOVE A,B:PRINT A$(D);:MOVE A,B-16:PRIN
T A%(D+1);

600 IF NOTCINKEY(C1))AND A=9& THEN L=i

610 IF L=1 THEN 870

620 IF NOT(INKEY(A1))AND A>BA%1b THEN IF D
=1 THEN A=A-4:ELSE D=1

630 IF NOT(INKEY(B1))AND A{9% THEN IF D=3
THEN A=A+4:ELSE D=3

640 IF A=BAl1b+1b6 AND CA=0 THEN MOVE A-1s,
B-16:PRINT® *;:50UND 1,200,0,15,1:5C=5C+10
0:TABOFF:LOCATE 9,23:PRINT SC:TAB:CA=1

630 6070 590

b60 B=B+2:MOVE A,B-32:PRINT"b1":

670 IF B=190 THEN L=0:60T0 230

680 6OTO 120

690 B=B-2:MOVE A,B-32:PRINT"bl1";

700 IF B=126 THEN L=0:60TD 120

710 6OTO 230

120 B=B+2:MOVE A,B-32:PRINT"b1";

730 IF B=254 THEN L=0:60TD 350

T40 6OTOD 230

730 B=B-2:MOVE A,B-32:PRINT*b1";

760 IF B=190 THEN L=0:60T0 230

770 60TOD 350

780 B=B+2:MOVE A,B-32:PRINT"b1";

790 IF B=318 THEN L=0:60TD 470

BOO BOTD 350

810 B=B+2:MOVE A,B-32:PRINT"b1";

820 IF B=382 THEN L=0:60T0 590

830 60TOD 470

840 B=B-2:MOVE A,B-3Z:PRINT"bl";

B30 IF B=254 THEN L=0:60TO 350

860 BOTD 470

B70 B=B-2:MOVE A,B-32:PRINT"b1";

880 IF B=J18 THEN L=0:60TO 470

890 GOTOD 590

900 B=B+J1:J1=J1-0,2:E=E-3

910 MOVE A,B:PRINT A$(D);:MOVE A,B-16:PRIN
T AS(D+1);

920 IF B=C THEN J=0{

930 RETURN

940 6OTOD 230

%50 RETURN

760 PLOT-4,0,3:MOVE R,B:PRINT A$(D);:MOVE

RyB-16:FRINT A$(D+1);:FOR 6=0 TD S:MOVE A,

B:PRINT CHRS (INT(RND#20)+129) ; CHR$ (INT (RND

¥20)+129);:MOVE A,B-15:PRINT CHRS$ (INT(RNDS

20)+129) ;CHRS (INT (RND320)+129) ; : PLOT-4, 0,1

NT(RND33)+1:NEXT: TABOFF:CLS

970 LI=LI-1:1F LI=0 THEN 990

980 6OTOD 40

990 60TD 1330

1000 SYMBOL AFTER 97:SYNBOL 171,233,128,128
, 128,235, 8,8,255: SYNBOL 98,0, 255, 255, 127, 1

27,63,563:5YNBOL 108,0,255, 255,254, 254, 252,

232:SYNBOL 109,0,0,32,148,112,112, 148,32
1010 SYNBOL 100,0,17,11,7,20,55, 114, 244:5Y

MBOL 101,0,32,96,224,192,88,176,160: SYNBOL
102,231,15,15,15,7,0,119: SYNBOL 103,92, 24

0,224,244,248,32, 184

1020 SYNBOL 104,0,4,6,7,3,26,13,5: SYNBOL 1

05,0,136,208, 224, 40,236, 46, 47: SYMBOL 10,5
8,15,7,47,31,4,29:SYNBOL 107,231,240,240,2
40,224,0,238: SYNBOL 110,30,12,62,127,127,1
27,60:5YNBOL 111,136,221,255, 255,255, 255, 2
55, 255

1030 SYMBOL 112,7,8,16,16,32,47,127,142:5Y

MBOL 113,255,0,4,8, 16,255, 255: SYNBOL 114,2
24,15,8,8,4,250,254,113:5YMBOL 115,142,255
, 255,255, 122,120, 120, 48: SYNBOL 118,0,255, 2
33,299, 124: 5YMBOL 117,113,255, 255,235,194, 3

0,30,12 .

1040 SYMBOL 118,255,17,17,17,235, 68, 48, b8
1030 ENV 1,15,-1,8

1060 RETURN

1070 CLS:INK 1,0:INK 2,0:INK 3,0:FOR F=1 T
D 8 STEP 2:PLOT 4,220-F,1:DRANR 240, 0:NEXT
1080 FOR F=10 TO B0 STEP 2:PLOT 4,220-F,3:

DRANR 220, 0:NEXT

1090 LOCATE 17,15:PRINT"pgr";:PEN I:PRINT"
par®;:PEN 1:FRINT" pgr pqr®:LOCATE 17,14:

PRINT"stu"::PEN J:PRINT® stu"s:PEN 1:PRINT
" stu stu"

1100 LOCATE 2,3:LOCATE 30,23:PRINT"LIVES":

LI:LOCATE 4,23:PRINT"SCORE";SC

1110 PRINT CHR$ (22} +CHR$ (1) ;:LOCATE 1, 1R

EN 2:PRINT"ooooooooooooooocooonononopoooon

ooooooooo”™: FRINT CHR$(22) +CHR$(0) ; :PAPER 3
iFOR F=18 TD 20:LOCATE 1,F:PRINT"

"tNEXT:FEN

1:PAPER 0

1120 PLOT 0,76, 1:DRAKR 639, 0: DRAWR 0,323:1

RAMR-539,0: DRAWR 0,-322:PLOT 2,78:DRANWR 43

J,0:DRAWR 0,319:DRANR-435, 0: DRAWR 0,-319

1130 A=6:B=250:K=1:J=0: INK 1,26:INK 2,12:1

NK 3.6

1140 A$=" hi":B$=" jk":TAG

1150 MOVE A,B:PRINT A$;:MOVE A,B-15:PRINT

Bs:

1160 IF A234 THEN B=B+2:60T0 1230

1170 IF NOT(INKEY(A1))AND INKEY(B1)AND K=|
AND AC(234 THEN K=2:J=J+0.2:607T0 1210

1180 IF NOT(INKEY(B1))AND INKEY(A1)AND K=2
AND A{234 THEN K=1:J=J+0.4:6070 1210

1190 IF J>0.1 THEN J=d-0.1

1200 A=A+J:B0TD 1150
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]
IND
i
0,1

128
7,1
52,

1 5Y
BOL
el
L |
b,
0,2
1A
19,2
115Y
4,2
Y]
¥, 2
4,3

b8

NEXT
Fyos

INT®
ALH
RINT
IEEH;
17:p

0000
tR 2

RINT

) K=l

) k=2

1210 A=A+

1220 GOTD 1150

1230 MOVE A,B:PRINT A$;:MOVE A,B-16:PRINT
B%;

1240 B=B-1:1F J30.12 THEN J=J-0.12

1250 IF A{SB& THEN A=A+J

1260 TF B{207 AND A{478 THEN 1290

1270 IF B{174 THEN SC=5C+500:S0UND 1,200,0

» 13, 1: TAGOFF: LOCATE 9, 23:PRINT SC:60TD 149
0

1280 60T0 1230

1290 PLOT-4,0,3:MOVE A+16,B:PRINT AS(D);:N
OVE A+16,B-16:PRINT A$(D+1);:FOR 6=0 T0 5:
MOVE A+16, B:PRINT CHRS (INT (RND120)+129) s CH
RS (INT(RND820)+129) 3 :MOVE A+16, B-16: PRINT
CHRS { INT (RND820) +129) ; CHRS { INT (RND$20) 4129
}33PLOT-4,0, INT(RND$3) +1:NEXT: TAGOFF: CLS
1300 LI=LI-1:1F LI=0 THEN 990

1310 60TO 1070

1320 6OTD 20

1330 INK 0,0:INK 2,0:INK 3,0:BORDER 0:PEN
1:PAPER 0:MODE 1:1F SCYHI THEN HI=SC:TAGOF
F:LOCATE 13,10:PRINT*NEW HIGH GCORE":LOCAT
E 17,12:PRINT HI:FOR F=0 TO 1000:NEXT

1340 SC=0:L1=3
1350 CLS:INK 1,0:LOCATE 9,2:PRINT* INTERGAL
ATIC STUNTPARRDT"

1350 RESTORE 1370:READ A$:FOR F=0 TO 14:PO
KE 32000+F,VAL("%*+MID$ (A8, F12+1,2) ) sNEXT
1370 DATA 427920526F42657274204275636B4045
79

1380 RANDOMIZE TIME:SYMBOL AFTER 19:TAG:FD
R F=0 TO 16:PLOT-4,0, INT(RNDS2) +2:NOVE Fi3
2450, 340+ INT (RND¥6) : PRINT CHR$ (PEEK (160820
04F) ) sNEXT

1390 TAGOFF:LOCATE 12,10:PRINT"1.JOYSTICK
CONTROL"

1400 LOCATE 12,13:PRINT*2.KEYBOARD CONTROL

1410 LOCATE 17,16:PRINT*3,5TART"

1420 RESTORE 1491:ENV 2,7,-2,1,7,2,1,7,-2,
1,7,2,1:INK 1,26:INK 2,24, 4: INK 3,8,2

1430 LOCATE 13,23:PRINT"HIGH SCORE":HI
1440 AS=INKEYS

1450 IF A$="1"THEN A1=74:B1=75:D1=74

1460 IF A$="2°THEN A1=47:B1=59:D1=30

1470 IF A$="3"THEN 20

1475 READ NO,DU:IF NO=-1 THEN RESTORE 1491
:60T0 1440

1476 SOUND 1,NO,-DU,15,2:SOUND 2,NO,-DU, 15
,2:SOUND 4,N0,-DU,15,2:607T0 1440

1480 GOTO 1440

1490 CLS:INK 1,0:INK 2,0: INK 3,0

1491 DATA 159,3,213,1,190,3,213,1,119,1,12
7,1,142,1,159,1,142,3,213,1,119,1,127,1, 14
2,1,159,1,142,2,213,2,104,8,95,2, 106, 1,159
,1,108,2,119,2,127,2,190,1,159,1,127,2, 142
2

1

1493 DATA 127,4,119,1,127,1,142,1,159, 1, 14
2,4,127,1,142,1,159, 1,149, 1,159,8,0,20,-1,
-1

500 FOR F=70 T0 76 STEP 2:PLOT F,300,3:DR
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ANR 0,-200:DRAWR S0, 100: DRANR-50, 100: NEXT
1510 FOR F=120 TO 126 STEP 2:PLOT F,300,3:
DRAWR 0,-200:DRAWR-50, 100: DRAWR 50, 100:NEX
;

1520 FOR F=294 TD 300:PLOT 70,F,3:DRAWR S0
y0:PLOT 70,F-97:DRANR S50,0:PLOT &0,F+8,1:D
RANRE 100,0:NEXT

1930 MA=INT (RND¥300)+200:FOR F=108 TO 150
GTEP 2:PLOT MA,F,J:DRAWR 80,0:NEXT:PLOT MA
y 130, 0:PLOT MA+BO, 150:MOVE MA+20, 150: DRAWR
40,0

1340 PRINT CHR$(22)+CHR$(1);:LOCATE !,19:F
EN 2:PRINT"ooocoooooooooooonooonnonononoon
pcooooooo” :PRINT CHRS (22) +CHR$(0) 4 : PAPER 2
:LOCATE 1,20:PRINT"

"sPEN 1:PAPER 0

1550 LOCATE 35,2:PRINT"POMER®:PLOT 558,350
y 1:DRANR 0,12:DRAWR 50, 0:DRAWR 0,-12:DRANR
-0, 0

1560 LOCATE 2,3:LOCATE 30,23:PRINT"LIVES®:
LI:LOCATE 4,23:PRINT™SCORE":SC

1570 INK 1,26:INK 2,24:INK 3,6

1380 PLOT 0,76, !1:DRAWR &39,0:DRAWR 0,223:D
RAWR-539,0:DRANR 0,-323:PLOT 2,78:DRAWR &3
d,0:DRANR 0, 319: DRAWR-635,0:DRAWR 0,-315:4
=120:B=340: TAG: A%=" hi":B%=" k"

1590 MOVE A,B+16:PRINT"  “3:MOVE A,B:PRIN
T A%$;:MOVE A,B-15:PRINT B$:

1600 K=0

1610 IF NOT(INKEY(C1))THEN K=K+1:60TO 1430
1620 GOTO 1610

1630 PLOT 539+K,352,2:DRANR 0,8

1640 IF INKEY(C!)THEN 1700

1630 IF K<{4B THEN K=K+!:G0TD 1630

1660 PLOT 559+K,352,0: DRAWR 0,8

1670 IF INKEY(C1)THEN {700

1680 IF K>1 THEN K=K-1:G07T0 1&a0

1690 BOTO 1830
1700 K=K/3+1:1=2:PLOT-4,0,1

1710 A=A+K:B=B+1

1720 MOVE A, B+16:PRINT" "3 :MOVE A,B:PRIN
T A%;:MOVE A,B-14:PRINT Bs;

1730 1=1-0.1:1F K>0.1 THEN K=K-0.1

1740 IF B<149 THEN 1790

173C IF AYSB2 THEN K=0

1760 IF TEST(A,B-34)=3 DR TEST(A+48,8-34)=
3 THEN 1780

1770 6OTO 1710

1780 SC=GC+300:SOUND 1,200,0,15,1: TABOFF:L
OCATE 9,23:PRINT SC:G0TO 1320

1790 FLOT-4,0,3:MOVE A+14,B:PRINT AS(D)::N
OVE A+lo,B-16:PRINT AS(D+1);:FOR B=0 TO S5:
MOVE A+16,B:PRINT CHRS$(INT (RNDX20)+129):CH
RELINT(RNDR20)+129) 5 :MOVE A+1&, B-18:PRINT
CHRS (INT (RND320)+129) ; CHRS (INT (RND320) +129
}3:PLOT-4,0, INT(RNDS3) +1: NEXT: TABOFF:CLS
1800 LI=LI-1:1F LI=0 THEN 990

1810 BOTD 1490




Benjamin
Gordon

In 7 Jewels+'" you are
moving around a maze of
100 rooms. To score & max-
imum of 100% you have to
collect 10 treasures and
escape. There are 6 types of
room, 2 types of treasure,
tables., chairs. There is a
aingle 1{9{ entry system e.g.
yvou would press only ''n™

ti:: ga north.

To move in the maze use
keys:

n — North
8 — Bouth
e — Haat
w — Waest
t — Take

q — Quit game

You see the room from
the top right hand corner.

The game is database.
The program draws the
room, doors, tables, chairs
from the data in the data
base, The program updates
the data as you: move
around the maze, Thera are
six bits of data for sach
OO

bits 1-4 exits/doors
bit B room size (1-8)
bit & furniture

80 with some thought
you could design your own
Imazes.

D=
& HAQUED

o HMOUESDS

|

1 BORDER U1 INK !

T ¢ F
2 CLEAR
T LET m0 ,
S LET a=2: LET d=2 ]
& LET n=1: LET s=0 4
7 DIM it7): DIM el3) 1
0 DIM d$(100,4) i

1S G0 70 200

14 FREM room varible

20 DIM r$(100): LET r$="1253143111513535
f

5o2121475412113253652113241134142431434213 i
1421434254353424341241212435152435163530661 1
- | 4{
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21 LET n=l

23 REM more room varible

50 DIM g8(100): LET g$="0120201021122120
120120120120121202012002011010212221221212
120010000010201212021021120121212102020010

40 REM room size

30 LET m=m+1: IF r$(n)="1" THEN LET a=2
LET d=2

gl IF r§{n)="2"
22 IF r$in)="3"
33 IF ré(n)="4"
o4 IF r${n)="5"
33 IF ré(n)="5"
79 REM draw room
100 CLS : PLOT 5,3: DRAW a$50,0: DRAW di14
U,d¥40: DRAW -a#30,0: DRAW -d140,-dr40: DR
AW 0,40: DRAW d¥40,d140: DRAW 0,-40: DRAW
0, 40: DRAW af30,0: DRAW 0,-40

101 FOR b=1 T0 7: IF jibl=n THEN INK 4:
BRIGHT 1: PLOT 32,25: DRAW S,5: DRAW 5,-5:
DRAW -5,-5: DRAW -3,5: DRAW 5,-10: DRAW 5
10: DRAW -5,5: DRAW 0,-15: INK 7

102 NEXT b

103 FOR b=1 TO 3: IF elb)=n THEN G0 SUR
300

104 NEXT b

105 PRINT AT 0,0; PAPER 2j5:"%": REM prin
t score

106 REM print number of moves

147 IF m=1 THEN PRINT AT 1,0: PAPER 2:m;
" MOVE® |

THEN
THEN
THEN
THEN
THEN

LET a=2: LET d
LET a=1: LET d
d
d

LET a=1: LET
LET a=3: LET
EET a=3: LET #=2

|
4
i
1

108 IF a{>1 THEN PRINT AT 1,0; PAPER Z:nm
;" MOVES®
109 IF n=100 THEN PLOT &5,

ORAW 20,0: DRAW ©,-35: PLOT
,0: DRAW &,0

110 IF d$(n.1)="1" THEN PLOT d340+a150/2
-5,5+d0%40: DRAN 0,35: DRAM 20,0: DRAN 0,-3
5

111 IF d$(n,2)="1" THEN PLOT a$50/2-5,5:
DRAW 0,35: DRAW 20,0: DRAW 0,-35

112 IF d$(n,3)="1" THEN PLOT d$40/2-2,ds
40/2-2: DRAW 0,35: DRAW 15,15: DRAW 0,-35
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113 IF d$(n,4)="1" THEN PLOT d$40/2-2+at
30,d¥40/2-2: DANW 0,35: DRAW 15,15: DRAN 0,
i

114 IF g$(n)="1" THEN PLOT a$50,5: DRAMW
0,10:DRAN 10,10: DRAW 0,-10: DRAW 0,10: DR
AW -10,0: DRAN -10,-10: DRAW 0,-10: DRAN 0
,10: DRAW 10,0

113 IF g$(n)="2" THEN PLOT a$50+5,5: DRA
% 0,23: DRAN 10,10: DRAW 0,-25: DRAN 0,10:

DRAW -10,0: DRAW -10,-10: DRAW 0,-10: DRA
¥ 0,10: DRAW 10,0: DRAN 10,10

119 REM input+moving

120 LET #$=INKEYS$: IF #$=" " THEN &0 TO
120

121 IF £$="s" AND n=100 THEN LET s=5+40:

60 TO 170

122 1F $$="s" AND d$(n,2)="1" THEN PRINT

#0; "SOUTH®: PAUSE 50: LET n=n+10: 60 TO 5
0

123 IF £$="w" AND d$(n,3)="1" THEN PRINT

#0; "WEST": PAUSE 50: LET n=n-1: 60 TO 50

124 IF £$="e" AND d$(n,4)="1" THEN PRINT

#0; "EAST": PAUSE 50: LET n=n+1: 60 TO 50

125 IF £$="t" THEN &0 7O 150

126 IF £$="g" THEN GO TO 170

129 IF £$="n" AND d$(n,1)="1" THEN PRINT

#0; "NORTH": PAUSE 50: LET n=n-10: 60 TO 5
0

130 60 70 120

149 REM "take"

130 FOR b=1 TO 7: IF j{b)=n THEN PRINT #
0; "TAKE": LET s=s+3: LET j(b)=0: 6O TO 50

131 NEXT b

152 FOR b=1 TO 3: IF elb)=n THEN PRINT #
03 "TAKE": LET e(b)=0: LET s=5+5: PAUSE 50:

60 TD 50

153 NEXT b Yt (, '\.

159 60 TO 120 ( ) -)




169 REM quit

170 FRINT #0; PAPER 2; INK 7;AT 0,2;"YOU

SCORED *;s+10;"% OUT OF 100%°

180 PRINT #0; PAPER 1;;"PRESS ANY KEY TO

START NEXT DAME®
189 PAUSE 100
190 PARUSE 0: GO TO 400
199 REM data

200 FOR n=1 TO 100: READ d${n,1 TO 4): NE RAW 1,0: DRAW 0,-3: DRAN 1,0: DRAW 0,3: IN

iITn

201 DATA *0101°,70011°,"0011","0111",

0®,"0101","0011","0110","0110"%,"0110"

202 DATA *1101",°0010"°,"0101"%,"1010°%,

1%, 1010", "oonl ¥t 1 110% 211017, 11 10"

203 DATA "1101®,%0110%,"1101%,70010",

{*,®0110*,"0001",*1011","1010%, "1000"

204 DATA "1001°,°1010%,"1101%,70010%,

15210017, "O010% "0ld1 %, 00l 1, "0l 1Y)"

205 DATA *0101®,"0011",*1111",70010",

0", "0101","0011","1010","0101","1110"

206 DATA "1100","0101","1010%,"0101",

0",*1100","0001","0011","0110","1100"

207 DATA "1100%,"1001","0011"%,"1011°%,

1%,°1010%, 0101, %0011°, "0011", " 1010"

208 DATA "1000%,"0101","0110","0101",

1%, 70110%,°1001"°,%0110%,010%","0110°

209 DATA "0001","1110%,%1001","1111",

0", "1000%,"0101","1010"%,"1100"%,"1100"

210 DATA *0001*,"1011","0011","1011","001

1%, "0011°%,*1011%,*0011°,%1010",°1100"
220 FOR n=1 TO 7: READ j{n): NEXT n
223 DATA 12,17,24,37,62,83,86

224 FOR b=! TD 3: READ efb): NEXT b
225 DATA 35,30, 44

298 60 TO 20

300 REM draw bottles
301 PLOT a#50/2+d340/2-2,d840/2:
302 PRINT PAPER 4;AT 16,11;" "

SPHOTRUM

303 DRAW B8,0: DRAW 0,10: DRAW -3,3: DRAW
O,6: INK 2: DRAN 0,2: DRAW -2,0: DRAW 0,-2
: INK 7: DRAW 0,-b: DRAW -3,-3: DRAW 0,-10

304 BRIGHT 1: INK 2: PLOT 91,d340/2+19: D

K 7t
"001 310 60 TO 105 A
399 REM picture between games .
010 400 CLS : FOR n=1 TO 3: PRINT AT n+12,0; i
PAPER n;" o
"100 NEXT n

401 PLOT 30,50: DRAW 5,0: DRAW 0,20: DRAW
-5,0: DRAK 10,0

402 PLOT 50,50: DRAW -10,0: DRAW 0,20: DR §
AW 10,0: DRAW -10,0: DRAW 0,-10: DRAW 10,0 F =
403 PLOT 56,70: DRAW 0,-20: DRAW 5,0: DRA § =
W 0,5: DRAW 0,-5: DRAW 5,0: DRAW 0,20 i
404 PLOT 80,50: DRAW -10,0: DRAW 0,20: DR §

"010
"110

"101

AW 10,0: DRAW -10,0: DRAW 0,-10: DRAW 10,0
405 PLOT B3,70: DRAW 0,-20: DRAW 10,0

406 PLOT 95,50: DRAW 10,0: DRAW 0,10: DRA
W -10,0: DRAW 0,10: DRAW 10,0

407 PLOT 108,50: DRAW 20,0: DRAW -10,0: D
RAW 0,-10: DRAW 0,20

408 PLOT 10,50: DRAW 0,20: DRAH -8,0

410 PRINT AT 0,0:°LAST SCORE *;5+10:*%"
411 PRINT AT 1,0;"LAST NUMMBER OF MOVES *
1}

412 PRINT AT 0+3,0: "n-NORTH"

3

; E
001 i
*i

|

f

i
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f

&

:

;

413 PRINT AT 1+3,0;"5-SOUTH" | &
R

:

:

"001

"001

414 PRINT AT 2+43,0;"e-EAST"
415 PRINT AT 3+3,0; "w-WEST"
415 PRINT AT 4+3,0;"t-TAKE"
417 PRINT AT 5+3,0;"q-BUIT"
420 PRINT #0;AT 0,0; PAPER 23 BRIGHT 1;"A
NY KEY TO CONTINUE "; FLASH 1; PAPER 0;"L

430 PAUSE 100: PRUSE 0: RUN
435 REM to save game type RUN 500
300 SAVE *7 JEWELS+" LINE 1
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William Prew

In ‘Hippo Quest’ you con-
trol a hippo who has to
reach the other side of the
island inhabited by Indians
who fire arrows at you.

Full instructions are in
the program, but here are a
few tips on how to type the
program in. In order to fit
the program into the
available memory on my
Beeb, I had to split the
game into three parts. Type
in the first PEI.I"I:- and save it
as “HIPP1", then type in
the second and save it as
“HIPPR", then lastly type
in part three paying par-
tlcular attention to the
Assembly language at the
end of the program, and
save it ag *° e b

If you do not use discs or
do not have a Disk Filing
System installed in your
computer then wyou can
leave out the downloader in
the first few lines of the
third program, otherwise it
is extremely important to
include the routine. Also
save the third part of the
program before you run it
otherwise you will lose half
of your p am (only ap-
plies to DFS owners) and
that could be a bit
disastrous couldn't it?

As a suggestion for disc
owners, you could split the
program up into more
parts, which could bse load-
ed as the e proceeds.
This would enable more
screens to be put into the
game.
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LOREM Hippo Duest,
28REM By William Prew,
JBREM Idea: Sarah Prew.
ABREM January 1985.

188YDU3L,B,4,147,157, 145
19BPRINT"] 555535 ;"
208YDU31,0,5, 147,157, 145

21BPRINTj' "5 § 7°! 71 § j»

50 228VDU31,8,6, 147,157, 145

684F1228, 1 230PRINT"; 555 5 ep:®

78MODE7 24RVDU31,8,7, 147,157

88PROCpi cky 250VDU31,0,8,147,157,31, 14,8, 147,157, 145
98PROC] oad 24BPRINT*6'i 5 j 7' 4% ‘71

18BEND 278VOU31,0,9,147,157,31,16,9, 147,157, 145
118:

128DEFPROCpi cky

13BVDU147, 157
148VDU3L 8, 1,147,157
158vDU31,8,2,147,157
16@VDU31,8,3,147, 157, 145
I78PRINT®j - 5 5 &'i 6'i &' *

X014
0



28BPRINT"S i 5 jupep 35"
298VDU31,8,18,147,157,31,16,10,147,157,145
SOBPRINT*S i 5 435 § §°
J18VDU3L,0,01,147,157,31,16,11,147,157, 145
J2BPRINT"ep+ ep: up dpXl 5" -
338VDU3L,0,12,147,157,31,16,12, 147,157,145
SABPRINT® ™y yviiminnanin
J3@VDu3L,0,13,147,157

J6BVDU3L,0, 14,147,157
STBFRINTTAB (2, 1@} CHR$132" By"
JBBPRINTTAB{4,11)CHR$1I2"William Pren."
S9BENDPROC

4a@:

418DEFPROC] oad

420V0U28,12,21,35, 19

43BCHAIN"HIPP2"

44BENDPROC

|BPRINT 'Press the SPACEBAR";:REPEATUNTILGET=32
Z8PROCdetine
JBMODET:PROCinst
4@MODE2
JBPROCdisplay
4BPROCkeyor joy
TBMODET
48CLS:PROC] oad
FBEND

18@:
11B0EFPROCdefine
128RESTORE 188

130FOR ak=224 T0 234
14@VDUZ3,al

15BFDR b¥=0 T0 7

1 4BREAD charl:VDUcharX
I TBNEXT,

18BDATA LBE, 480, kB4, 24,424, kB4, LBb, 4FF
198DATA &18,%7E LFF, kFF 481,842,424, 418
208DATA 420,476 ,%ED, &FF, 4FE, 4CC, 478, 43C
21@DATA 43C, 45,430, 4E7 LFF  &7E, LTE , kbb
228DATA k@8, 480, 480,438,478, 4FF  4FF LFF
230DATA 480,420,448, LFF LFF k60,420,200
24Q0ATA 468,48, 4FD &7F,&7F LBF, 47E 43C
258DATA &18,k18,47E, k7E, 418, k18, k18, ka8
26BDATA 4B, 404, %B6, LFF LFF, 406,404, 400
278DATA &F7,LF7,4F7,L08,LDF ADF , 4DF k@8
288DATA LFF,L80, 580,440, 480, 488, L8R, 4FF
29QENVELOPE1,3,8,8,0,0,8,8,126,-1,8,-5,124,8
38RENVELOPE2,1,8,8,8,1,1,1,126,-4,-1,-4,126,8
JLOENVELOPE3, 132,-1,8,8,50,0,0,28,-1,-1,-12,126,8

JZBENDPROC

330
J4BDEFPROCkevor joy
JSBREPEAT

J6BA=ADVAL (B)AND]
STRUNTILA=10RINKEY-99
JBRENDPROC

WP

390:

4BBDEFPROCinst

410VDU31,8,1,15@:PRINT®; 55 7k 7k 7k Tk 3j 7'6) "7'"
428VDU31,8,2,158:PRINT" j,5j =. =, §j 5i 5j =$"*i §°

438VDU31,8,3,158:PRINT"j 5j 5 5 uz wur uz uBd: 3"
44@VDU3L, 16,4, 158: PRINT """

45BPRINT"You are HARRY the HIPPOD. In search for®’
468PRINT"gold treasure you attack an Indian®’
478PRINT*castle. You wmust scale 15 different™’
480PRINT"scenes but you must avoid arrows fired™’
49BPRINT"at you and pits situated in various®’
SBBPRINT"places. However, you have 3 lives !'"’
S1BPRINT"You score by +finishing a scene and™’
328PRINT"collecting the resaining bonus.™’
G3BPRINT 'CHR$138"Press the SPACEBAR or FIRE.";
S48PROCkeyor joy

S3BCLS

J6BPRINT “"CHR$134"KEYS :*°

STOPRINT" {8 - Sound oft"
S8OPRINT" ¢t - Sound on”
S9BPRINT" 42 - Freeze game"
LBOPRINT" 43 - Continue®

H1BPRINT" +4 - Rbort game"
bZBFRINT" #5 - Keyboard to Joystick toggle®
AIBPRINT" & - Joystick to Keyboard toggle®’
b4BPRINTCHR$134"CONTROLS :"°
AIBPRINT*CTRL - Forward®
64BPRINT*RETURN - Jump""’
GTBPRINTCHRS$134"Press the SPACEBAR or FIRE.";
4BBPROCkeyor joy
HFBENDPROC
Tee:
TIBDEFPROCdisplay
720VDU1L7,6,31,1,6,226,17,3:PRINT® - Harry the hippo®
73817, 2,31,1,9,224,17, 3: PRINT® - Grass®
TABVDULT,3,31,1,12,229:PRINT" - Arrowm (left)®
TIRVDU3L,1,15,232:PRINT" - Arrow (right}®
jeevpulv, L, 31,1,18,233,17, 3: PRINT® - Wall®
TIevDULT,7,31,1,21,230,17,6,30 1,22, 230,17, J:PRINT"
THRVDULT 6,31,1,25:PRINT"press SPACE / FIRE";
TIRENDPROC
TH
B1BDEFPROCwait (pratr)
B2@FOR delay=@ T0 pratr
BIBNENTdelay
BABENDPROC
B3@:
B6BDEFPROCI ad
878PRINTTAB(R,2)CHR$134"Please wait while the game loads.®
BEBPRINTTAB(@,15)CHR$ 134" When the game has loaded the game will®
BIBPRINTTAB(R,17)CHR$134"start automatically so be ready ..."
Fe8vDU28,1,9,15,5: CHAIN"HIPP3"
91BENDPROC

AL1ST

A dead Harry"
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|BEKEYR#TA, iNDL=PAGE-LE®MB: FOR [L=PAGE T
0 TOP STEP4: ' ({I%-DX)='11:NEXT: PAGE=LEROINO
LDRMDEL. 1@, 3R3MRUNGN
2B#F¥138,8,128
SBEND
4BPROCasseable
JBCALL disable
SBREPEAT
T8key=TRUE
BBdone=FALSE
TBNODEZ:VDU23;8282;0;0;0;
10@IF NOT done PROCqame
118IF done MODE7:PROCword:PROCtakle
1281F hit MODE7:PROCtable
13BUNTIL FALSE
148:
15BDEFPROCgane
16B8scene=]:cash=8
178hippo=B:bonus=108
188REPEAT
198CLS
282PROCdefine
218PROCbool eans
228PR0OCscene
--230CALL wall
24B1F scene{15 THEN CALL castle
258COLOURZ
26BPRINTTAB(2,24)STRINGS (15,CHR$233)
Z7T8COLOURL
28BPRINTTAB (2, 24) STRINGS$ (scene, CHR$233)
298COLOURL:PRINTTAB(7,23) "scene®
JBBPROChippo: IF scene=! PROCstart
J18REPEAT
J20IF INKEY-33 THEN #F1210,1
SIBIF INKEY-114 THEN #FX218
JABIF INKEY-21 THEM PROCabort
JS@IF INKEY-117 THEN key=FALSE
S6BIF INKEY-11B THEN key=TRUE
378bonus=bonus-1
JBBPROChippo
J98IF bonus=8 PROCstun
48B1F one AND FNscrnlaxiX,ayi1%)=130 THEN
PROCstun
A18IF two AND FNscrniax2i,ay2%)=130 THEN
PROCstun
4281F three AND FNscrn(ax3X,ay3%)=138 TH
EN PROCstun
4301F opp AND FNscrn{axdX,ayd%)=138 THEN
PROCstun
A4DCOLOURG: PRINTTAB(17,5) ; bonus; "
430IF x_coC17 AND key=TRUE AND hit=FALSE
AND INKEY({-74) THEN PROCjuap
458 joy=ADVAL (8) AND 1
47R1F x_co(17 AND key=FALSE AND joy=1 AN
D hit=FALSE THEN PROC juap
488A%=19:CALL osword
49QIF INKEY-115 THEN REPEATUNTILINKEY-11
b
JBBax1i=ax11-1
GlBax2i=ax27-1
u2Bar3l=an31-1
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JaBaxdl=axdi+]

JABPRINTTABlax 12+l ,av1¥)"

JOBPRINTTAB{ax2%+!,ay2¥)"

SOBPRINTTABE (ax3%+1,ay30)"

GTAPRINTTAB (axd¥-1,ay4%)"

JOBIF axi¥=-1 THEN axil=19

J9RIF axZ%=-1 THEN axZ%=19

bBRIF ax3¥=-1 THEN ax3i=19%

61BIF ax4%=19 THEN VDU31,axd%,ayd%,32:ax
%=1

6IBUNTIL done DR ¢ _co>18 OR hit

6J81F »_co’1B AND NOT hit PROCnext

G4BUNTIL done OR hit

6SBENDPROC

bbl:

47BDEFPROCscene

58BCOLOURZ

G9@PRINTTAB(4,28) "HIPPD RUEST®

TRACOLOURS

TI8PRINTTAE(R,3) “CASH " "3 TAB(1@) *SCENE :
"iscene

TZBPRINTTAB(®,5) ;cash

JIBPRINTTAB(1@,5) "BONUS :*

TARPRINTTABL18,7)"HITS :":hippo

T3RCOLOUR2

16BIF scene=1 PRINTTAB(®,19)STRINGS(28,C
HR$224) : one=TRUE

TT0IF scene=2 PRINTTAB(@,19)STRING$ (4, CH
R¥2241;"  ";STRING$(14,CHR$224) :ane=TRUE

T8RIF scene=3 PRINTTAB(@,19)STRINGS (4,CH
RE$2241;%  “;STRING¥(4,CHRS224)7* *STRINGS
{8,CHR$224} : one=TRUE

19B1F scene=4 PRINTTAB(®,19)STRINGS(20,C
HR$224} : one=TRUE: two=TRUE

BBBIF scene=5 FRINTTAB(@,19)STRINGS (8, CH
R¥228);" ";STRINGS(18,CHR$224) :one=TRUE: t
wo=TRUE

BLOIF scene=6 PRINTTAB(@,19)STRINGS (5, CH
R¥Z24) ;"  ";STRINGS (4,CHR$224);" *;CHR$2?
8" ";STRING$(5,CHR$224) : one=TRUE: two=TRU
E

G2BIF scene=7 PRINTTABI(D,19)STRING$(20,C
HR$224) : one=TRUE: two=TRUE: three=TRUE

838IF scene=8 PRINTTAB(A,19)STRINGS(8,CH
R$224)3" *;STRINGS(18,CHR$224) : one=TRUE:
wo=TRUE: three=TRUE

BABIF scene=% PRINTTAB(®, L9)STRINGS (4,CH
R¥2241;" ";STRINGS(4,CHR$224);" *:STRING
$(3,CHR$224);" *;CHR$224: one=TRUE: two=TRU
E:three=TRUE

B3QIF scene=18 PRINTTAB(R,19)STRINGS (28,
EHH!EE#!;nne=THU£:tnu=FﬁL5E:three=TﬂUE:upp
=TRUE

B4BIF scene=11 PRINTTAB(®,19)STRINGS (28,
EHRi224]:unn=TﬂUE:tuu=THUE:thrEe=THHE=npp=
TRUE

-

__

8781F scene=12 PRINTTAB(®,19)STRINGS$(5,C
HR$224);*  “;STRING$(13,CHR$224) : one=TRUE:
two=TRUE: three=TRUE: opp=TRUE
B8QIF scene=13 PRINTTAB(8,19) CHR$224CHRS
224;" ";STRINGS(5,CHR$224) ;" "3 CHR$224CH
R¥224;" ";STRING$ (5,CHR$224) : one=TRUE: two
=TRUE: three=TRUE: opp=TRLE
BRIF scene=14 PRINTTAB(®,19) CHR$224; "
"1 STRINGS (4 ,CHR$224) ; * “;CHR$224;" *:STR
INGS (4,CHR$224);*  *;CHR$224 CHR$224:ane=T
RUE: two=TRUE: three=TRUE: opp=TRUE
F8RIF scene=13 PRINTTAB(@,19)CHR$224; "
";CHR$224;CHR$224;"  ";CHR$224;" *+STRING
$(3,CHR$224) ;"  "sSTRINGS (h,CHR$224) 1one=T
RUE: two=TRUE: three=TRUE: opp=TRUE
9101Fscene=15 PROCtreasure
92BENDPROC
938
T4BDEFPROCdefine
FIBPRINTTAB(@,18)STRINGS (28, CHR$32)
9681F bonus=@ THEN bonus=10@
T78x_co=B:y_co=18
T8Bax 11=17:ay11=18
Y98ax2¥=1b:ay2%=148
|8@Bax3=12:ay3%=18
1018ax42=2:ayd1=18
1 82BENDPROC
L8308
| B4BDEFFROCboo] pans
L858h1t=FALSE: opp=FALSE
1B6Bone=FALSE: two=FALSE: three=FALSE
1878done=FALSE
1888bonus=10@
LB9RENDPROC
1100:
11 1BDEFPROChi ppa
1128PROCarrons
1138COLOURS
LI4BPRINTTAB(x co,y col® *
LISBIF INKEY{-2) AND key=TRUE THEN X_CO=X
_cotl
I 1Bmove=ADVAL (1) DIV254
LI7BIF move<58 AND key=FALSE THEN ¥_CO=K_
cotl
L1BBIF FNscrnix_co,y co+1)=32 PROCstun
L198IF FNscrnix_co,y_cal=133 PROCstun
12B0PRINTTAB(x_co,y_co)CHR$224
1 21 BENDPROC

o)
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1220:

1 23BDEFPROCarraws

1 248COLOURS

|7581F one PRINTTAB{axll,aylZ)CHR$229
12581F two PRINTTAB(ax2%,ay2%) CHR$229
12701F three PRINTTAB(ax3%,ay3%)CHR$229
12881F opp PRINTTAB{ax4%,ay4%) CHR$232
1290ENDPROC

1308:

131@0DEFPROCwait (t)

1320F0R d=@ T0 t

133BNEXT d

1 JABENDPROC

13582

1 34@0EFPROCEtun

1370PROCarrows
1380V0U17,6,31,%_co,y_co,23@,17,7,31,%_co
+¥_co-1,231

1 39050UND3, 3, 58,20

148@8hippo=hippatl

EDI'

| 41@COLOURG: PRINTTABILT,7)shippo
| 428PROCwait (SEEQ)

I4381F hippo=3 THEN PROCover
L44BPRINTTABLx _ca,y_col® *
L45BPRINTTAB(x_co,y_co-1)* *

| 448PROCdefine

1 47RENDPROC

1488:

| 498DEFPROCover

1S@BRESTORE 1568

1518FOR music=1 TO 11

|S28READ p,d:SOUND3,1,p,d

1 53@S0UND3,0,8,1

IS4BNEXTausic

1558PROCwait (4882)

1568DATABY, 16,81,12,81,4,81,16,93,12,89,4
,89,8,81,8,81,12,77,4,81,24

1 S78COLOURS

| SBRRESTORE 1640

{598F0R a=! TO 9:READ message$
1 62BCOLOURRND (4}
L61BPRINTTAB (4+m, 14) ;messages

| 62BPROCwait (70}

L6IBNEXTa

164BDATA 6,A,M,E," *,0,V,E,\R
165@hit=TRUE

166BPROCwai t (4B8Q)

L 678ENDPROC

1680:

1498DEFPROChext
170BPROCarrons
171BCOLOURAL: VDU3L % _co,y_cao,226
1728COLOURS

{73RPRINTTAB(2,38) *PART ";scene;” CONGUER

| 74@scene=scenet!
1758cash=cash+bonus
175BRESTORE1IB1@
1778F0Rmusic=1 T0 8
1788READp,d
179850UND3, 1 ,p,d
IBRONEX Tmusic
1818DATA 52,18,68,10,80,10,68,18,72,10,68
,3,68,3,52,208
1820PR0OCwai t (502E)
1838IF scene=14 PROCcongrat
{ BABENDPROC
1850:
|B4BDEFPROCstart
|87BRESTOREL928
188@FORtune=1 TO 12
1B?8READp ,d
198@50UND3, 1,p,d
191BNEXTtune
1928DATA 52,10,48,5,48,5,72,18,58,10,60,2
,52,20,72,18,48,18,40,18,52,18,52,29
1930PROCwai t (SEBE)
1948ENDPROC
1950:
1 958DEFPROC jump
1970COLOURS
|9B@PRINTTAB(x co,y_col" ";TAB(x_co,y_co-
1)CHR$226:PROCwai t (BE)
199BPRINTTAB(x co,y_co-1)" ";TAB(x_cotl,y
_co-2) CHR$226: PROCwait (B)
2000PRINTTAB(x cotl,y_co-2)" ";TAB(x_co+l
,¥_co-2) CHR$226: PROCwai t (88)
7018PRINTTAB(x _co+2,y_co-2}" ";TAB(x_cotd
vy_co-11CHR$226: PROCwait (B8]
2828PRINTTAB(x co+3,y _co-1)" ";TAB(x_co+3
,¥_co)CHR$224: PROCwait (88)
2038x_co=x_tot]
ZB4BENDPROC
2058:
ZBLBDEFPROCtreasure
2878VDUL7,135,17,1

2088VDUTL, B, 9:PRINTSTRINGS (28, CHR$233)
2898PRINTTAB(R, 1) STRINGS (28, CHR#233)
21BBPRINTTAB(@,11)STRINGS (28, CHR$233)
211BPRINTTAB{R,12)STRINGS (14, CHR$233)
212BPRINTTAB(R, 13} STRINGS (3, CHR¥233)
2130vDuU3L,2,11,32,31,6,11,32,31,18,11,32,
3, 14,11,32
214@VDU3L,15,11,137,137,17,15,71,17,135,1
7,1,137,137
2158VDU3L, 15, 12: PRINTSTRINGS (5,CHR$233)
2168VDU31,15,13: PRINTSTRINGS {5, CHR$233)
2170VDU3L, 15, 14: PRINTSTRINGS (5, CHR$233)
2188VDU31L, 19, 14,137,31,19,15,137,31,19,1&
137
2198COLOUR12E
220BENDPROC
2218:
22200EFPROCcongrat

2248done=TRUE

225BRESTORE 2328

2240F0R music=1 TO B

227RREAD p,d

22BBS0UND3, 1,p,d

2298NEX Tausic

230BPROCwait (400@)

231BENDPROC

2328DATA 95,8,83,3,75,6,83,6,63,46,35,5,63
12447,%

2338:

2I4BDEFPROCkeyor joy

23SBREPERT

2348A=ADVAL (@) AND1

23TRUNTILA=10RINKEY-99

238BENDPROC

2398:

Z480DEFPROCtable

2418PROCanmend: CLS
242BPRINTTAB(B, 1) CHR¥131CHR$ 141 "HIPPOD QUE
ST hall of fame®

243BPRINTTAB(R,2) CHR$131CHRS 141 "HIPPD QUE
6T hall of fame®

244BPRINTTAB(1,3)" by William Prew. ldea:
Sarah Prew"’

24508FOR 1=8 T0 7
7448VDU32,32, 1449, 46:PRINTTAR (4) CHR$134;5
cdlI)TABI9I"... ";§{name+]#13})°

247BNEXT

24BOPRINTCHR$136" Press the SPACEBAR or F
IRE ta replay.”;

2498PROCkeyor joy

25BBENDPROC

2318:

2520DEFPROCammend

25381F cash{=sc(7) ENDPROC

254QF0R I=7 TO @ STEP-1

75581F cashysci{l) sc(l+1)=sc{l):¥(name+(]
+11#15) =% (name+1#15) 2 fix=]

295BNEXT 1

2578sc{tix)=cash

258@PRINTTAB(Y,6) CHR$134"WELL DONE "
259@PRINTTAB(6,BICHR$131"YOU SCORE WAS °;
cash

26BBPRINTTAB(S, 18) "PLEASE ENTER YOUR NAME

2618VDU3L,5,12,131,157,132,31,26,12,136,3
1,9,12:#F 135

2628 4900=nase+fixEld

26387k9082=14

26487%903=32

265874984=127

2660X1=8: Y1=45: A%=0

2678CALL osword

268BENDPROC

2698:

278RDEFPROCwWOrd

2718PR0OCwait (SE8)
2728PRINTTAB(B,5) CHRE1TACHRS 136" CONGRATIL

ATIONS '!*
273BPRINTTAB(4,7) "YOU HAVE REACHED THE TH

223@8cash=cash+30@

EASURE .. '"
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H“HHHL—]!’-I‘-I--;

el L



JUE

IH

;s

r F

a+(

NRME

56,3

RATUL

HE TR

274QPRINTTAB(4,9) “CAN YOU DO IT ABAIN 7 B

UT THIS"

ZT3BPRINTTAB(4,11}"TIME TRY IT 50 IT'S NO

T A FLUKE '*

ZTGBPRINTTAB(9,15)CHR$136 CHR$131"'SPACE

or FIRE'";
2770PROCkeyor joy
278BCLS:PROCwait (5@0)
279BENDPROC

2800:
2818DEFPROCabort
282@8vDu22,7
ZBIPRINT" *°
284@50UND3, 1,54, 2
2B5BEND

2868:
287BDEFFNscrn(x,y)
2B8@VDUIL %,y
ZBF0CALLpeek
298e="474

2918
L72@DEFPROCassesbie
£73BDIM sc(B),name 158

294Boswr ch=kFFEE: osbyte=YFFF4

29580swor d=kFFF1

176BFOR pass=B T0 2 STEPZ

2978P%=L900

2988, 0PT pass
2990.disable LDARZ28
JORBLDXREBR: LDYRLD!
JB1BJ5R osbyte
JBZBRTS

3830, peek
3840LDAR1IS: ISR osbyte
JASE5TILTE

JBLBRTS

3878.wall LDYKO
JOBBLDARI1: ISR oswrch
JB9PLDAKD: J5R oswrch
J188LDAK28: JSR oswrch
S118LDAK1T7: ISR oswrch
J12BLDAK132: ISR oswrch
J138LDAR17:J5R oswrch
J14BLDAKI: J5R oswrch
J150LDAR233
316B.print INX
S170LDARZIS, X

J18BJ5R oswrch
J198CPXR16@

J20@BNE print
J218LDAK17:JSR aswrch
322BLDAK12B: JSR oswrch
3238RTS

JZ80.castle

J250LDXKD
J268LDARI1: ISR oswrch
S278LDAKG: ISR oswrch
3280LDART: JSR oswrch
3298LDAR17:JSR oswrch
SI0BLDARLIS: ISR oswrch
SI1BLDARLT: ISR oswrch
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332BLDAKL: ISR oswrch
J3IBLDARZII

3340.1ong INX

J330LDARZ3T, X

J36RJ5R oswrch

J3TACPYRAB: BNE long
J3BBLDARLT: ISR oswrch
J3T8LDAK128: ISR oswrch
J4BBLDAK2S: ISR oswrch
J418LDARA: ISR oswrch
J420LDAKIZ79 MOD 256:J5R oswrch
S43BLDARIZTY DIV 254:J5R oswrch
JA4DLDARGIB MOD 2546:JSR oswrch
J430LDARSIE DIV 256:J5R oswrch
J46BLDARZS: ISR oswrch
JATBLDARS:JSR aswrch
SABBLDARLZ279 MOD 2546:J5R oswrch
J498LDARL279 DIV 256:JSR oswrch
JORBLDARAIA MOD 256:J5R oswrch
SS!HL$EE4EE DIV 254:J5R oswrch
JOZ28RTS

JIIBENEXT

J338FOR A=@ T0 7

JIGBREAD N$:$iname+A*15)=N$:5c (A)=4P0-50+

I=

35TBNEXTA
358RENDPROC

3598DATA KETCHUP,DADDY 'S SAUCE ,BOFFIN, HY
NICRO,AND ME',SARAH,HIPPO, HARRY
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In Lawn Mower, you con-
trol a very powerful lawn
mower. Your aim is to mow
the lawn before your oil

and fuel runs out. Your

fuel is used up at a fairly
constant rate &as you goO
about your Job. However,
your oil gets used up if you
go over a patch which has
already been mowed.

The lawn is littered with
rocks and fuel cans. If you
o over & fuel can then your
uel level will increase; if
ou hit a rock or hit the
eance then you will re-
bound. On higher skill
levels the number of rocks
increases while the number
of fuel cans decreases.
At the bottom of the

screenn your fuel and oil
levels are displayed. Oil is
only used ufp if you go over
any part of the lawn that
has already been mowed.
There is one oil can at the
top of the screen, on the
fence. If your oil gets
dangerously low then go in-
to the oil can and your oil
level will increase.

Control of the lawn
mower is achieved either by
using the keyboard or us-
ing a joystick. A screen will
be completed when only the
rocks remain, whersupon
you will automatically pro-
gress to the next skill level
(in which there will be
more rocks and fewer fuel
Cans).

1@ GOSUE 1008
28 GOSUEB Z200a
@ GOSUB TO0A ‘set up array

40 GOSUE 4080 "set up sgreen

5@ GOSUB S028 ‘start sound

48 fuel=fuel-1:B0SUE S5@1@: IF fuel=8 THEN 51
P@ ELSE GDSUE 4000

7@ IF NOT INKEY (up) THEN dir=1 ELSE IF NOT
INEEY {(down) THEN dir=Z

‘udg ‘s etc
"'gkill level

g@ IF NOT INEKEY(left) THEN dir=3 ELSE IF NO

T IMEKEY(right) THEN dir=4

9@ nx=mx+dx (dir) iny=my+dy (dir)

10@ ON lawn(nx,ny)+1 GOTO Z2@0,30,400,50@,5

aa, 700

2@ SOUND 132.0,-20,08,3,0,15:L0CATE mx,my:C

ALL %BD19:FPRINT" ";:mx=nxz:my=ny:LOCATE mx,m
yviFPRINT mower#i{dir);:lawn(mx,my)=1:score=sc
ore+l: IF score=final THEN B80@ ELSE 60

I0@ SOUND 132,0,-20,0,3,0,1:0il=0il-2:G0OS5SUB
SA@0: IF oil=0 THEN S2Z200

310 LOCATE m:,my:CALL &BDI12:FRINT" "j:mx=nx
:my=ny:LOCATE mx,my:PRINT mower#(dir);:G0OTU
=1

40@ SOUND 130,500,0,8,2:0il=0il1-2:605UB 500
A:IF oil=0 THEN 5200

410 fuel=fuel-1:GOSUE SB10: IF fuel=@ THEN 5
100

47 IF dir=1 THEN dir=2 ELSE IF dir=2 THEN
dir=1

92

4%5@ IF dir=3 THEN dir=4 ELSE IF dir=4 THEN
dir=3

44@ E0OTO &0

S@@ SOUND 129,70,0,8,1,1:fuel=fuel+5@: IF fu
el *458 THEN fuel=4%50

S1@ MOVE &2@,24:MOVER fuel-450,0:DRAWR -50,
@,7:6G0T0 200

408 SOUND 130,500,2,0,4,2:0il=0il-2:650SUB S5
PRA: IF oil=0 THEN 5200

4510 GOTD 410

788 SOUND lE?,EE,E,E,E,E:lawnilm,1?=4:lawnt
11,1)=4:L0OCATE 1@,1:PEN 4: PAPER S:FRINT CHR
$(246)CHR$ (244) ; :PAFER 13:FEN @

710 oil=0il+24@:1F o0il>»>45@ THEN o0il=4350

72@ MOVE 42@8,B:MOVER o0il-45@,0:DRAWR -260,0
,10: GOTO 4108

800 pil=0il-4:IF o0il<@® THEN 820 ELSE score=
scare+sk

81@ SOUND 129,0il+5@0:G0SUB S@0@: GOSUB &H008:
GOTO S08

870 fuel=fuel-4:IF fuel<® THEN B@0O@ ELSE sc
ore=score+sk

83@ SOUND 129,fuel+5@:G0OSUB S©10: G0SUE 5000
:GOTO 820

948 FOR i=1 7O 10@@:NEXT:FEN Z:PAPER 5

gS@ LOCATE 1,1:SOUND 12%,0,0,0,1,0,1

86@ PRINT STRING$(25,11):LOCATE 3I,12:FPRINT"
GAME OVER"

8780 FOR i=1 TO I00@:NEXT:last.score=scorets
core?: IF last.score*hi.score THEN hi.score=
last.score: GOSUE 8500

880 scoreZl=@

89@ GOTO 20

@ SYMBOL AFTER 240

1@ MODE 1:PEN 1:FPAPER B:CLS5

920 PRINT"LAWN MOWER FROGRAM STOFFED."

230 PRINT:FRINT
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B ERF el F =F S == 1 W T

1 (
4

S0

IT"

34

FEF

948 BORDER 1

99 END

100@ DEFINT a-=z:CALL %BC@2:RANDOMIZE TIME:S

YMBOL AFTER 32

101@ SYMBOL 24@,40,24,24,24,36,255,219,255

18280 SYHMBOL 241 1 200,219 ,255,36 24,244,224, 60

1230 SYMEOL 2472 y 228,224 177 23? 177,224,224
1848 SYMBEOL 24@,? 7,141 24? w247 ,141,7,7

1052 SYMBOL 244,255, 129,189,161 ,185, lbi 129
g 2

1868 SYMBOL 245,@,0,24,60,126,126,255,255

1@7@ SYMBOL 2464,85,85,255,85,85,255,85,85

108@ SYMBOL E#?,ESE,36,255,3&,255,3&,255,3&

1098 REM

1108 rock¥=CHR#% (245) : fuel $=CHR$ (244)

111@ hi.score=8

1120 score=0

1150 fuel=0

1140 nil=0

115@ DIM lawn(2@,23)

1168 ENT -1,5,5,1,10,-5,1,5,5,1

1178 DEF FNr (x)=INT(RND#*x+1)

1188 ENV 1,1,10,1,18,-1,2@

1190 REM

1200 mnwEr${1}=EHH$fE413:mnwEr$EEI=EHH$(E4B
)

121@ mower ¥ (3) =CHR#¥ (242) : mower$ (4) =CHR#$ (243

J

1220 dx(1)=0:dx (2)=0:dx (3)=—1:dx (4) =1

1230 dy(1)=—1:dy(2)=1: ﬁy{7}—ﬁ dy (4) =0

1248 ENV 2,1,15,1,15,-1,5

1250 ENVY 3,1,8,1,1,—5,1

1260 ENV 4,1,15,1,15,-1,10

1278 ENT —2,1,53,1,2,*53,1,1,53,1

1280 ENV 5, 1,8,1,8,-1,1

12790 E?HEDL 245 9,8,30,63,127,191 y 127,463

15080 SYMBOL 24? 2:12.55 , 2408, 224 1?2 128*

1318 ENT -3,1,-1,1

1320 laat.acure=ﬂ

1330 SPEED INK 32,3

1340 ENV 6,1,15,1,15,-1,40

135@ ENT -4,30,-4,1,1,12@,1

1360 ENV ?,1,15,1,?.—1,2,1,E,EE,E,-I,IE

1370 SYMBOL 48,%FE,282,%B82,%E2,%E2,8E2, 4FE,

%0

1380 SYMBOL 4%,%38,8,8 s &38,5%38,838 &38,0

1Z9@ SYMEBOL SO &FE E,_,&FE %E@,%E0,%FE,D

1408 SYMBOL 51,&FE,‘,_,&?E %E &E %FE, D

1418 SYMBOL Z,%B80,%B80, &E#,%E# &FE &1C,%1C,

@a

1420 SYMBOL 53,%FE,%CO,%C0,LFE,%E,%E ,%FE,0

143@ SYMBOL S4,%FE,%80,%80 J&FE,%EZ,%E2, &FE,

"3

144@ SYMBOL 55,%FE,Z2,4, %18,%38,%38,%38,0

1438 EYMBOL S&,%7C,%44 &44 &FE,&EZ,4E2 ,4FE,

a

14560 SYMBOL 57 o HFE &E_,&EE,%FE %E ., %E ,%FE,D

14780 ON BREAK EDEJE 08

1999 RETURN

2000 z'=FRE(""):MODE B:EI:spd=4

2@1@ PEN 2:PAPER 3:CLS:BORDER B

2020 PRINT TAB(&) "LAWN MOWER":FEN 11

2038 FPRINT TAB(S)STRING#(10,208)

2840 PRINT:PRINT:PEN 12

2@3@ PRINT TAB(2) "Enter skill level®

2058 PRINT:PRINT:FPEN 4

2078 PRINT TaAB(4)" < 1 > — easy "

4)" £ 9 > — hard"

2080 FRINT

2098 PEN 1D:L0OCATE 2y 13:FRINT CHRE (144" T

Mughal 7.3.85":GOSUB 234@

2180 x=1:y=12:PEN S:AFTER = GOSUB 200G

2118 LOCATE X,¥:CALL %ED19:FRINT CHR$(24%) -

FOR i=1 TO 1@:NEXT

2120 x=x+1:1IF %=21 THEN x=x—1:FAPER 1Z2:GOTO
2200

FREINT TAB(
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2170
2308
2140
2200
FOR i=1 TO 1@:NEXT

<18
110

2220
2300
2230
270
2510
2320
2330

z¥$=INKEY#: IF z4>="1" AND Z$<="9" THEN

LOCATE x-1,y:PRINT" ":G0TD 211@
LOCATE =,y:CALL %BD19:FRINT CHR¥(242) 3

®=x—1: IF x=@ THEN x=x+1:PAPER 1:G0TO 2
2¥=INKEY$:IF z$>="1" AND z#$<="9" THEN

LOCATE x+1,y:FPRINT" ":50TO 27008

FEN 1:FPAPER @

sk=VAalL (z%)

No.rock=sk+3

no. fuel =28-no.rock: GOSUE 7500:D1:zz=RE

MAIN(®) : RETURN

234@

PEN 12:LOCATE 2,20:FPRINT"last score s "

s:FPRINT USING" ##4### ""lagt score

2350

LOCATE 2 7Z2Z2:PRINT"high score :";:PRINT

UEIHE“######“,hl sCcore

2999 RETURN

2000 ERASE lawn:DIM 1awn (2@ g 2k}

3018 FOR x=1 TO 20:1awn (x 1}—4 lawn (x ,23)=4
sNEXT

@028 FOR y=2 TO 22:1lawn (1 1¥)=4:lawn(20,y) =4
sNEXT

3830 FOR i=1 TO no.rock

ZP4p
I050
3050
3070
@80
30790
2100
3118@
3128
3130
3148
31508
3140
3170
3999
4080
4010
4220
4030
4048
4052
Fg N

4058
4070
4280
4070
4100
411@
4120
AFER
4138

X=FNr (1B)+1:yv=FNr (21)+1

IF lawn(x,y)>® THEN 2040
lawn (x ,y)=2

NEXT

FOR i=1 TO no.fuel

X=FNr (18) : y=FNr (21} +1

IF lawn(x,y)>*@ THEN 3090
lawnix,y)=3

NEXT

mx=FNr (18)+1:my=FNr (21) +1
IF lawn (mx,my}>@ THEN 3130
final=350+no. fuesl
lawn (mx ,my)=1

lawn (18,1)=5:1lawn(11,1)=5
RETURN

MODE @

BORDER 1@:PAPER S:CLS

FEN 4

FRINT STRINGS# (20,2464) 3
LOCATE 1,23:PRINT STRINGS (20 1288} ;
FOR y=2 TD 22: LOCATE 1,vy: PHINT CHR# (24

LOCATE 2@,y:PRINT CHR$(247);

NEXT

WINDOW #1,2,19,2,22

PAFPER #1,12

CLS #1

FOR y=2 TO 22:FOR x=2 TO 19

IF lawn(x,y)=2 THEN LOCATE x,y:PEN @:F
13: PRINT rocks$

IF lawn(x,y)=3 THEN LOCATE x,y:PEN 15:

FAPER Z:PRINT fuel#

4140
415@
4160
4170
4180
4198

NEXT x,vy

score=1

dir=FNr (4)

FEN @: PAFER 12

LOCATE mx ,my: PRINT mower$(dir)

e Je)
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4200
4210
4220
/4230
4240

LOCATE 1,24:PRINT"FUEL"

LOCATE 1,25:PRINT"OIL":LOCATE 1,1
fuel=450:0i1=450

MOVE &20,8:DRAWR -0il ,@,10

MOVE &20,24:DRAWR —fuel,@,7

4250 LOCATE 10,1:PRINT CHR#(22)CHR#(1);
426@ PEN 1@:PRINT CHR$ (248)CHR#$(24%)CHR$ (22
yCHR$ (@) ; :PAPER 4:PEN 3

427@ LOCATE 2,23:PRINT USING "#i#H###";score
+score?; :LOCATE 14,23:PRINT USING "####as";
hi.score;

4999 RETURN

SP@@ MOVE 4620,B:DRAWR 0il1-450,@8,5:RETURN
=A1@ MOVE &20,24:DRAWR fuel-45@,0,5:RETURN
S8Z20 FOR p=15 7O 1 STEF -1

S@T@ SOuUND 1279,0,0,0,5,0,p

S@4@ FOR i=1 TO 1@@:NEXT 1i,p

S@5S@ FPEN O:FPAFER 13:RETURN

518080 GOTO 3208

S20@ FOR p=15 TO @ STEP -1

s21@ SOUND 129,0,10,p/2,0,8,p:FOR i=1 TO 20
B:NEXT

9228 NEXT p

5238 GOTO B4@

4008 LOCATE 2,23:PAPER 4:PEN &:PRINT USING"
#HEHHHH" ; scoretscore; tPEN @:FAFER 13:LOCATE
mx , My : RETURN

7008 MODE Z2:FEN 1:FPAFER @

7010 WHILE INKEY#$<>"":WEND

7020 END

75@8 PEN 2:PAFER S:LOCATE 1,1:SOUND 129,0,0
,0,1,0,1

751@ PRINT STRING#(25,11)

7520 LOCATE 6,2:FRINT"LAWN MOWER™

7538 REM

7548 REM

7558 REM

75480 REM

75780 REM

7580 REM

7598 LOCATE 8,7

74800 PRINT"press":PRINT:FEN 15

761@ PRINT TAB(&) "SFACE-BAR":FEN Z:PRINT
2620 PRINT TAB(1@) "or":PRINT:PEN 13

74638 PRINT TAB(S)"FIRE-BUTTON":FPEN Z

74640 WHILE INEEY$<>"":WEND "flush keyboard
but+er

7458 IF NOT INKEY (74) THEN FRINT CHR#(7):up
=72:down=73:1eft=74:right=75:CLS: RETURN
7668 IF INKEY (47) THEN 7450
7670 PRINT CHR$E(7):FPRINT"
#: PRINT

74888 PRINT" left..< right.>"

7690 up=69:down=71:1left=3F:right=31

7780 PRINT:PEN 14:FPRINT" press any key"
7718 WHILE INEKEY#<>"":WEND

7720 WHILE INKEY#="":WEND:CLS5:RETURN

BP0 FOR i=1 TO 10D@:NEXT:FPEN 15:FAFER S5
BA10 scoreZ=scoret+score2:L0CATE 1,1:S0UND 1
29,8,0,0,1,0,1

8020 FRINT STRING#(25,11)
8030 LOCATE &,12:PRINT"GET
BP4@ FOR i=1 TO 10@@:NEXT
8050 sk=sk+1:IF sk=18 THEN sk=%

80460 no.rock=sk#*3:no.fuel=28-no.rock
8070 GOTO IO

8508 CLS

B51@ LOCATE &,2:FPEN I:FPAPER 1

nl B

UP=ean--f down..Z

READY "

PRINT"LAWN MOWER"
SOUND 130,200,0,0,5,4
PEN 15:PAFPER &
LOCATE 4,12

FRINT"new high score"

8520
BS30
8540
B558@a
8560

8578 LOCATE 8,14:PRINT USING"######";hi.sco
i~

g58@ FOR i=1 TO 7000@:NEXT

g§59@ LOCATE 1,1:SOUND 129,0,0,0,1,08,1

860@ PRINT STRINGH(25,11)

B8461@ RETURN

98P0 READ p,d:IF p=99% THEN 9020

5@1@ SOUND 13@,p,@,8,7:AFTER d#*spd GOSUB 0
@@: RETURN

9928 IF RND>@.5 THEN RESTORE 95@0@ ELSE REST
ORE 94600

9830 GDTO 200

950@ DATA 319,4,284,2,319,4,358,4,379,4,358
,4,319,8,426,4,379,4,358,8,379,4,358,4,319,
8,319,&4,284,2,319,4,358,4,379,4,358,4,319,8
,426,.8,319,8,379,4,478,28

951@ DATA 358,4,358,4,358,4,319,4,284,8,319
,8,358,4,284,4,319,4,319,4,358,16,358,4,358
.4,358,4,319,4,284,8,319,8,358,4,284,4,319,
4,319,4,358,16,319,4,319,4,319,4,319,4,426,
8,424,8,319,4,358,4,379,4,426,4,478, 16

952@ DATA 358,4,358,4,358,4,319,4,284,8,319
.8,358,4,2684,4,319,4,319,4,358,32

953@ DATA 239.4,478B,4,358,8,239,2,253,2,284
.2.319,2,358,2,319,2,284,2,253,2,239,4,478,
3,3s8,8,239,2,239,2,239,2,239,2,253,4,253,4
9549 DATA 284,2,284,2,284,2,284,2,319,8,239
,2,253,2,284,2,319,2,358,2,319, 2,284, 2,253,
2,239,4,478,4,358,24

9550 DATA 478,2,358,2,358,2,358,2,358,2,358
,4,a478,2,478,2,284,2,284,2,2684,2,284,2,284,
4,358,4,239,4,2B4,4,239,4,284,4,239,4,478,4
, 358,24

9558 DATA 358,4,478,4,358,8,358,2,358,2,478
,4,358,6,358,2,253, 4,253,2,253,2,284, 2,284,
4,7284,2,319,4,478,4,358,24

957@ DATA 478,4,478,4,358,4,358,4,358,4,358
.4,3s8,4,358,4,358,2,358,2,319,4,284,4,253,
4,319,4,284,12,358,4,284,4,284,4,284,4,358,
4,319,4,319,4,319,4,379,4

958@ DATA 358,4,379,4,426,4,478,4,253,8,284
.4,319,4,358,6,319,2,358,4,426,4,426,4,478,
a4,478,8,239,8,264,4,239,4,213,16,239,6,284,
2,358,4,319,4,284,4,358,4,426,4,253,4,284,6
,358,2,319,6,37%,2,358,24

959@ DATA 358,6,379,2,426,4,358,4,319,6,358
,2,379,4,478,4,426,8,379,6,379,2,358,16,358
.&8,379,2,426,4,358,4,319,6,358,2,379,4,478,
4,426,8,379,6,379,2,358,32

9592 DATA 478,4,478,4,319,4,319,4,284,4,284
,4,319,8,358,4,358,4,379,4,379,4,424,4,426,
4,478,8,319,4,319,4,358,4,3568,4,379,4,379,4
. 379,4,424,4,319,4,319,4,358,4,358,4,379,4,
379,4,379,4,426,4,478,4,478,4,319,4,319,4,2
g4,4,784,4,319,8,358,4,358,4

9594 DATA 379,4,379,4,426,4,426,4,478,24
9&0@ DATA 379.,2,37F,2,379,3,379,1,379,8,379
,3,379,1,358,2,379,2,379,2,426,2,426,4,426,
2,.426,2,426,2,426,2,426,8,319,3,319,1,319,2

.358,2,379,2,478,2,478,2,379,2,379,2,37%,3, |

379.1,379,8,379,35,3579,1,358,2,379,2,377,2,4 |

26,2,824,4 :
9610 DATA 426,2,426,2,426,2,426,2,426,8,317
,2,319,2,319,2,358,2,379,2,478,2,478, 4,379,
2 379 ,2,379.3,37F41,579,24
999 DATA 999,799
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COMNODORE 61

RE Mok e ok o ok o o ok ok ok ok ok o ok ok o ok
HEM% % % FERCY LR R
REM% % ¥ &

REM*%x SIMON JONES %%

FRE Ik ok sk ok ok ok ok ok ok ok ok ok ok ok ok ok
i

HS$="PERCY" tHS=5@
GOSUBZ@PB tREM% x *REDEF INEF % %
2@ GOSUB1E8PA!REM*TITLE SCREEMN®
380 GOSUBI17@0!REM*PRINT SCREEMN%

S0 REM%k kok ok ok k& ok ok ok %

21 REMx*THE GAME %%

S22 RE Mok % % ok ok % % ok % ok & %

53 !

29 SC=0IL1I=2

B8 X=36tY=21:P=68:0=4
78 PRINT"HM ASCORE :@"sC* h FERCYS 1@"LI"W SCREEN 8's"@"

880 POKE1024+X+4@x%Y ,F

98 POKESS296+X+40x%Y,3

395 GOosSuUB3ea

198 R=INT(RNDC1)%838)

118 IF PEEK(1184+R3<{ 32 THEN 108
128 POKE1l184+R ,65

129 FDHEIEEE;EE:FDHEIEE?,SE:FDREIEEE;EE
13@ J=NOT PEEK(SE320)ANDIS

14@ GETA%: IF A$S="E" THEN GOSUESAR
15@ IF AS="I{" THEMN GOSUB S598

160 SC=SC+1

178 IF <(JAND1> THEN D=1:GO0TOZ@@
175 IF (JANDOZ2) THEN O=2: 6070288
1880 IF (JAND4)» THEN D=4:G0TO298
185 IF <JANDS) THEMN D=8

208 IF D=1 THEN Y=Y-1:P=69:G0T0250

218 IF D=2 THEN Y=Y+1:!P=693:G0TO025A

228 IF D=4 THEMN X=K-1:P=68:G60TO25@
=38 IF D=8 THEMN H=X+1:P=&8

2580 A=PEEK (10824 +X+4@%7)

268 IFA=6T7 THEN &28

278 IFAC>»32 THEN 70898

= ] D NS WM -

=

HIEEHEE. 58 = o
Cy

Your aim, as Percy, 18 to
connect the tap to the water
mains. You do this by lay-

288 GOTO?8 ing pipes as you move
around the screen. You

388 REMEkSOUND * * must avoid randomly plac-

318 POKES4296, 15:FPOKES4276, 38 ed Dblocks, as hitting one

5. : = will result in losing one of

3280 POKES4273,55:POKESg9272,55 your three Percys,

338 POKES4d296,90:RETURM To play PFPercy the
Plumber you need a

588 REM¥x*PAUSE %% joysticl- in port two.

218 PRINT" "2 PRESS ANY KEY TO UNPAUSE y

228 GETA#: [FAF="" THEN 528

-

53280 PRINT"Z

248 RETURN

2580 REM**RESTART %%

2B FPRINT "=53 DO YOU WANT TO RESTART THE GAME?
2780 GETAF: IFAF="Y" THEMNSH

|

o)
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588
=1= 15
Slals
518
6526
538
B4a
558
EE8
=
B75
(Sf=15)
&§38
Taa
718
720
T38
739
748
=17
TEA
fra
Taa
a8
S08
818

=¥=4 8

858
855
268
870
320
898
=lal
a1e
S2a
9328
9409
958
955
=1=1
978
928
998

17080 REMikkkk k¥

1701 REMx*xSCREEM* %

1702 RE Mk % %k %k & % %k % % %

17883 1§

17805 PRINT" A"

1710 FORZ=1104TO1183tPOKEZ ,ESINEXKTZ
1715 FORZ=1944T02023:POKEZ ,BOINEXTL

IFAS="N" THEMN PRINT"H " RETURM
GOTOS7O

REMx %CLEAR SCREEM%%

FORT=1TOS@A :NEXTT

POKESSS538,3:FOKESS533,3

POKE 1266, 7B 'POKE 1267 ,7@

FORT=1TOSOBINEXTT

POKE1266,71:POKEL1267,71

FORT=1TO7PSAINEXTT

SC=SC+20

S=5+1

GOSUB 1728

GOTOEA

REMx*DIE &%

LI=LI-1

PRINT "2 BAD LUCK ,YOUR PERCY JUST DIED. L
FORT=1TO1IB@0 i NEXKTT

IFLI=-1 THEMN 758

GOSUB17PA:GOTOGA

REM* *EMND OF GANME ®*%

IFSC »=HS THEN 858

PR TNT " ey spepaege]

FORX=1TO1282

PRIMNTTABC 16 "(OMAME OVER"

PRINTTABC16 "0 "

NEXTH

GOTOZ8

REM*%H ISCORE % %

PRINT" EMIYOU'VE GOT THE MNEW"!PRINTIPRINTIPRINT:HS=SC

PRINT"®# & 4 444 444 244 294 2497
PFRINT"® & # L L & & S & 27
FRINT"#44 & 44 444 % * 4 24 L 1
PFRIMNT"®# & @ &+ & & + & &7
PRIMNT"® & & a8e S4% 49% & % 2447
PRINTIPRIMTIPRINT

PRINT" WFLEASE ERNTER 7YOUR NAME"
PRINTIPRINT" AMHISCORE :‘E"HS"w BY @"?
INFUT A%

HS#=LEFT$(A%¥,87: IF HSE="" THEMN HE$F="PERCY"

FORT=1TOSOB:MNEXTT

PRINT:PRIMNTI!FRIMNT "M LELL DONE E"HS#
PRINT:PRINT:PRINT:PRINT"A FRESS ANY KEY"
IFPEEK (197 >=64 THEMN SE8@

GOTOZ28

-

Jpatanat
4
-S4 L

1728 FORZ=1184T01504 STEP4@:!POKEZ ,65!NEKTZ sirON JOWES

1725 FORZ=1185T01985 STEF4@:FPOKEZ ,651NERTZ PRESS
1730 FORZ=1182T01842 STEF4@:POKEZ ,85I1NERTZ
1735 FORZ=1183T013432 STEFP4@QtPOKEZ ,BSINEKTZ

Flﬂ"ll EL )

174@ IF S»=2 THEN FORZ=1284T0O1844 STEF4D: POKEZ ,651NEXTZ t POKE 1524 ,32!POKE 1564 ,32
1745 IF S»=3 THEW FORZ=1473T014839:POKEZ ,65:NEXT

1758 IF S»=3 THEMN FORZ=1599TO016@09!POKEZ ,65iNEXT

1755 IF S»=4 THEN FORZ=13394T01674 STEP4@i1POKEZ ,65!NEXT

1768 1F S3»=4 THEM FORZ=1414T016894 STEP4@!POKEZ .65 NEXT

17685 1F S)»=6 THEN FDREIEEE,EﬁtFDHEIEEE;EElFDKElEEE,EEIFDREIEEE,EE

1778 IF S»=6 THEN POKE1244,65!FOKE1884 .65

1Te= 1IF S»=7 THEN FORZ=1394TO 1397 :POKEZ ,ESINEXT!FORZ=1674TO1B77{FOKEZ ,B51NEKT
178@ IF S>=7 THEN FORZ=1411TO1414:POKEZ ,6S!NEXTIFORZ=16381TO1684 :POKEZ .63 1 NEXT
1785 FORZ=1TO3%S!RE=INT(RND(1)*B38) !FOKE11B4+R ,65tNEXRT
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D85

CONMNODORE 64

1798 PDKEIEEE,EE=FDHEIEE?,EE=PDEEIHEH,EﬁiPDKEIEEE,ESIFDﬁEIEE?,E?=PDHE55455,3
1785 FDHE!qu,EEEFDHEIEEI,EEIFDKEIEEI,EElFDHESEI?E,EIRETUHH

1808 FRE Ik ok ok ok o ok ok % % % o ok o % %
18831 REM*x%*TITLE SCREEN%

1882 RE Mok %k % ok ok o o ok % % ok & o o %
1803 1

1885 PRINT*"JA"*PRINT™" BHISCORE: "HS" BY "HS$:FRINT" Esg"
1888 PRINTTABC1S)"PERCY THE":!PRINT:PRINT

1218 PRINT" e8¢ # * & 20484 244 244 248"
1815 PRINT" & & @ * 4+ S 2 24 4 4 & * 2"
1828 PRINT" o84 & * & & & 4 4 +4 *4"
18285 PRINT" & +* +* & & 42 20 2 * 4"
1838 PRINT" @ e S48 & 2 & 220 244 & &

18348 PRINTIFPRINTIFPRINT:PRINT

1845 PRINTSPC(B)"EBY SIMON JONES® |

1858 PRINT!PRINTIFRINTSPC{14) "#PRESS ANY KEY"
1855 IFPEEK <187 =64 THEN 1855

1868 PRINT " eIssy"

1865 PRINTSFC{16>"H PERCY "

18780 PRINTSPCCI16)"® 11111 .

1275 PRINT!PRINTIPRINT

1888 PRINT"@ GUIDE PERCY AROUMND THE SCREEN®

1885 PRINT" TO CONMECT THE TAF TO THE MAINS, *

1898 PRINT" IF YOU CRASH YOU WILL LOSE ORE "

1835 PRINT" OF YOUR THREE PERCYS."

1908 PRINT:PRINT!PRINT" F1:PAUSE":PRINT
1985 PRIMT® FP:RESTART™"

1318 PRINTIPRINTIPRINT

1328 FORT=1TOZO:MNEXTT

1338 PRINTSPC(14)"#PRESS ANY KEYER"
1948 IFFEEK(1897)>=64 THEMN 1948

1958 S=1tRETURN

SO0 REMok % % % % o & ok % % % % %

c@81 REMkx*REDEF INER %%

SORAE  RE M s ok ok o ok kol ook ok ok % %

=4 %15 be B

28180 POKES328@.,.0:POKES3281.,0

2828 PRINT " Nieapgeple]” : FR INTSPC (1S ) "PLEASE WAIT"IRD=51Z'FPRINTIFPRINT
2038 POKESE334 ,FEEK (S6334 AND2S4

c@35 POKE1L,.PEEK <1 )ANDES1

A4 FDHE=ETDEﬂtE=FEIHT"D”EPCEIBJHUIHD=RD-11IFEDﬂlEBTHEHFDHEIEEE;EE
e842 IFRD<1@ THEMN POKE 1525, 32

20435 POKE14336+R,PEEK (53248+R ) INEXT

c858 FOKE!1 ,FEEK <1 )>0R4

2@A55 POKESE334 ,PEEK (S8334)0R1

28680 READAX!T=T+1! IFA¥<>-1 THEN FOKE14336+4R+T ,AY:GOTOCOER
cB65 POKES3272,321:RETURN

cAES REMk® DA TH %% %

cavad DATAR .0 .80.,.8 .8 .68

cA7S DHTHBE,IEE,EIE,EE,EE,EIE,lﬂE,EE

c288@ DATA255.,0,0,255,9,0.,0.,0

885 DATAL,125,85,17,855,255,193, 193
2A38 DATAB, 129 ,255,0,0,255,129,0 _
20835 DATA102,36,36,36,36,36,36, 1982 i

3008 DATAB,A,0,34,119,255,255,255

3085 DATA34,119,255,255,255,255,255,255
3818 DATA-1

READY.
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CLASSIFIED DEPT. (CG) A.S.P. Ltd., 1 Golden
Square, London W1.

CLASSIFIED RATES — 40p private per word. Semi
display £9 per single column centimetre. Series
rates on application. Please note that all classified
advertisements under £20 must be prepaid. All
cheques or postal orders to be made payable to
A.S.P. Ltd., (P.H.)

Telephone Dave 01-437-0699

__ForsaLE _Jl __ATARI SOFTWARE GAMES

JOKES

-
L.
-
FREE - ik
Britadn's MNao: 1 Joke L ~
Catalogue packed

with over 500 practical jokes from Sp
Stink bombs, Whoopes cushion, wob-
bly lager glass, laxative tea bags,
smoke hombs, willle suger, cigareite
bangers, joke blood, sick, mess, soap
gweets, wet jokes, exploding jokes,
magic tricks, party fun Kits, masks,
make-up, sea monkeys, girl strip pens,
adult party packs, saucy novelties
naughty presents, posters, badgers.
the complete Joke Shop by Post
Send 13p stamp with your name and
address for bumper colour catalogue
and Frea Gift to

MATCHRITE, THE FUMNMNY BUSINESS

 (Dept C.6G.) 167 WINCHESER ROAD,

BRISTOL BS54 3H

LIBRARIES

BBC / ELECTRON / DRAGON
software library. Membership
£5.00, tapes 1 (+30p P&F). Stamp
for details. . Tucker, 58 Blenheim
Walk, Corby, Northants

AMSTRAD/ATMOS/ORIC 1
CLUB. Large selection of software
available. Send SAE to 26
Beechley Drive, Cardiff.

ATARI

400/600/800 XL/XE SOFTWARE

We have an all round selection of
disks, cassettes and cartridges
FOR HIRE. Apply now and hira
your first 4 games free. Well over
800 different original titles. For
full details send stamped
addressed envelope or telephone
evenings 7pm-10pm or week-
ends.
LOW ATARI PRICES

800 XL Computers £94.95
(P&P £2.95)
1050 Disk Drives £174.95
(P&P £2.93)
Save £10.00 when you purchase both.
Memorex disks, boxes of 10 single
density disks E£18.50. double density
disks E18.00. Antic and Analog
magazings available
Six subscriptions £19.00.

Games & Software Club,
Dept CG, 35 Tilbury Road,
Thorney Close, Sunderland,
SR3 4PB. Tel: 0783 286351.

20% OFF SOFTWARE (RRP)

GAMES, UTILITIES, EDUC., ADV., FOR SPECTRUM, ATARI,
BBC, COMM-64, VIC 20, C-16, DRAGON & AMSTRAD

send SAE for lists. State computer. All the latest programs
available. Hundreds listed. Give us a try!

JOYSTICKS
QUICKSHOT Il £8.95 GUNSHOT Il £8.95
JAYCEE SOFTWARE (C.G.), FREEPOST (ENB84),
FORRES 1V36 OBR.

ATARI 400/600/800 XL UTILITY

CRACKER

Wil list machine code programs 1o scraen

you edit, download your personalised
verglon with or without! maching code
kmowledge. Hours of Tun changing fext to
lesve personal Messagas on scresn. Sluck
on an adveniure search for clues. Also acis
as back up to your Atari tapas. Al for only
E10 an TDHK tape (16k). Post frees, Mail

ordar, 24 haur despatch.

STOCKSOFT, 15 Woodbrooke Road,
Birmingham B30 1UE,

SAVE MONEY
ON LEADING GAMES
OVER 6000 GAMES | | G54 mocssiio Misen 1598
For Comm B84, 16 : VIC 20 - Our full list on these and other
oL e AMBTHAD Send E“::‘.E. to:
i g A L HITS (UK), 687 Prince Ave.,
ELECTRON - SAE F'JDH Wesitcliffe, Essex S50 0JB.

FRICE LIST
istate which micrg)
ARCADE SOFTWARE
l‘iznﬂa shupping HH"’ e T188/4A BASIC
ufﬂ%%g;ggr:: EC. Or phone Seven gamas on two tApes one price.
OR A FHI¢E~ Bagbounder Food of the Gods, 30 Maze

H!.Il'lt. cat-Up, Laundry Man, Lower and
Higher and Rebound Sector £6.85. 50%

profits for Ethiopia. P&F Fres. Send
Chaugues/FO%s to:
KABEE SOFTWARE, 73 Thornes Park,
Rastrick, Brighouse, W. Yorks HDE 3DA.

COMPUTER GAMER
CLASSIFIED ORDER FORM

Please place my advert in CG for Issues
commencing as soon as possible. | am enclosing

my cheque/P.O. for £ (made payable to

A.S5.P. LTD) Advertisers please add 15% VAT
NaAMB ..o

Phone NoO. .....ccocciimmmmmmrnasas

Signature.............ooceviriiennnnnn.

SEND TO:1 GOLDEN SQUARE, LONDON W.1.6L20 TAR.

28
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“The game of a lifetime " Zzap! 64. May 1985.

f"'

3 M
I—IFE:EIEEI

FIREBIRD SOFTWARE - WELLINGTON HOUSE
UPPER ST MARTIN'S LANE - LONDON WC2H 9DL

QM

Firebird is a Trade Mark of British Teecommumcations plc
Elite 15 a Trade Mark of Acornsoft Lid. © Acormeofl 18984 © BT 1985




SN A CHALLENGING ARCADE-STYLE ADVENTURE EES—
LI LI LI LI G |

| -.'E'..:__-.T. -, ..I-.-:,..JI . |_' y :',. 3

LA

- e

4

SPACE BAR.

THE INTRODUCTORY SCREEM

LY RET, : --
s
=" om SEBE

AN EGG ABOUT TO HATCH

I

L L

SCREENL

ACORN |
ELECTRON

completed once Our best game yet!

e,_®
etltm When all 12 levels of Repton have been completed in succession,
a congratulatory message is displayed on the screen. The first person to send us a
photograph of this screen will win £400. Closing Date: 30th September, 1985.

£9.95 cassette/€14.95 disc ?

Your mission is to refrieve all the diamonds from a series of underground caves: some of the
diamonds are easy to collect but many are located in cleverly-constructed traps of falling
rocks and boulders. Other diamonds lie nearby giant eggs which hatch into ferocious
reptiles. You are aided by maps to guide your way through the 12 increasingly difficult
levels. Each level features 4-way screen-scrolling over an area of 16 times the size of the
sCreen — an enormous challenge by any standards! A fascinating strategic game with an
Ingenious "password” feature which enables you fo skip screens which you have already

ACORN ELECTROM VERSION

SUPERIOR SOFTWARELTD.
Dept. MU7, Regent House,

Skinner lane, Lleeds 7.

OUR GUARANTEE

(41 Al our saffwers is desoatched within 48 hars
oy Tirsh-Chass posl

(2] In fhe unlikely event that amy of our software
foails o load. refurn your cotsatta o us and we

will Immediately sand a reglocement




