TRANSMISSION NO 2 |
STARDATE MAY. 1985

U .~
The irst All Amencan Adventune

Ir Shadowf re =

*.—*




FREDERIGIRFORSY TH
THE FOURTRPROTOCOL:
THEGAME

== greatestliving fiction writers...

Spectrum4Bk£129

.\, Commodoress (cassette) £12.95
P Commodore 64 (disk) £15.95

Hutchinson Computér Publishing
17-21 Conway Streel London W1P 6JD

Dealer enquiries toBloug Fox on (01) 387 2811




lllllllllll

IIIIII e R R R

Your queries answered.

Celebrity Corner........
Why Leeds United striker, Peter Lorimar is on

target with a BBC.

Highscore Chart........
Superzappers logon here.

Into Games....

lllllllllllll

R @ @@ EE EREE R 13

U BB OEE BB BSOS - aa

Writing games m Basgic? Dur expert shows you

how.

Coin-Op Connection........cvonues b 0 e R 26
The latest in the coin-op arcade Ec:ana

Dungeon Dressing......

------ -q.iiiii-ll!!t!s:

Are your adventures dull and dreary? Our new
series helps you brighten them up.

Adventure Helpline.....

.............  dikiaia o RIS

Our expert helps you out with your adventuring

problems.

Gallup Chart....... ssena

llllllllll iiiillll"*‘a

Find out what's the pick of the software charts.

m‘l‘. !!!!! FEFFFFEES W

lllllllll tii#!!llll‘l‘46

Mind-boggling puzzles for you to solve.

Screenshot Reviews.....

lllllllllllllllll

...48

See what your buying with our screenshots of the

latest games.

Transmission <

D R T i o .81
Choosing a joystick? Then make sure you cﬂnsult
our guide.

.................. 30
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Aargonian saluta-
tions!

It's as plain as the middle
eye on a tri-vi mega-vole
iand that's certainly
PLAIN!) that the gamers of
Earth were just waiting for
cosmic guidance! Com-
munications already
racaeived across the inter-
galactic ether have shown
that Computer Gamer was
exactly WEE.I- was needed by
those Etruggling to get to
grips with General Zoff or
mercilegsly under attack
by Thargoids.

Initial terrestrial scann-
ing indicates a global lack
of HyPnnHﬂally Induced
Neural Transmitter Be-
quence centres that are us-
ad here on Aargon to help
such ailing addicts. These
HI.N.T.8. are essential if
the art of gaming on Earth
is to reach QGalactic Stan-
dards. After urgent
negotiations with the
Editor, it was decided to in-
clude such a [facility in
future transmissions of
Gamer, However, since he
only has the gaming ability
of a luminous-nosed
lavasnake he will need your
help in this vital task. So
transmit your H.I.N.T.8.,
on any game, as soon as

ossible to him at our Ear-
hbase in Golden Square

Eecaan,
Interplanetary Adviser.

Pipeline Sequel

One of the more original
goftware producers,
Taskset, has come up with
a sequel to its highly suc-
cessiul Buper ipeline
game.

Predictably called '‘Super
Pipeline II' you play the
hero foreman who, with the
help of two workmen must
mend leaks in the pipes,
and avoid the hoards of
monsters that try tw stop
you.

Thus the game sounds
similar to the original, but

Active
Activision

the success of
Activision
have announced eight

Following
Ehnatbuﬂ-ﬂ‘ﬂn

new games.
- Mindshadow,
ganction, and

Bolt are review

game
1ives,

with the emphasis

of the
ly more
may

. This is actual-
“Eunm than it
at first seem as the
creatures move ab guite a
Epm‘?ﬁu greatures are sup-
posed to represent the
Darwinian stages of evolu-
tion and are phﬁtnl}lll!h
molecules, amoebas, je "‘;
fish, ‘‘squiggly thiné
called germs ,
and astronauts.

with the

‘ - ﬂ' a- I E E#
mﬂﬂ.

* wait, there's more. When a
leak occurs the water ac-
tually flows out of the pipe.

At the end of the pipeisa
conveyer belt with barrels
on it. You must fill all the
barrels to complete the

SCTeer.

In all there are 16
screens, each one being
more testing than the
pravious one, more barrels,
meaner meanies etc.

At the end of each screen
there is the added bonus of
a4 cArtoon sequendce.

Super Pipeline II, Com-
modore 64, Taskset Ltd,
£8.80 tape £11.99 Disk.

nel. This leads you to the

notes at you. If you suc-
cessfully match the
musical sequence by h
ting the correct notes on
your instrument
receive & lamp.
these lamps and you

Activision also A&In-
nounce the self eXx-
' planatory All American
Cross Countiry Road Race
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en Frederick Forsyth's chill-

of ing novel, The Fourth Pro-
tocol is to be released as a

E: computer game at the end

of May.

This three part game
begins at the desk of MIS
agent, John Preston, and
ends with the tense defus-
ing of a nuclear warhead.

You take the role of
Preston as he tries to foil
the Russian Plot to
explode a bomb in the
United Kingdom just
before the 18987 election,
The explosion would then
be blamed on a mal
function at an American
missile base. This would
result in the election of a
hard left government that
would clear the way for a
Soviet invasion.

Time is short as you
hear of the plot just 40
days before the election.

The first part of the
game is set in a modern
office as you try and
uncover the plot. At your

disposal are your
watchers (surveillence
teams), computer

terminals and your
personal files which
include wvolce patterns of
the main suspects. These
can be compared with
recordings that you
receive of tapped phone
calls.

If you uncover the plot
in time you enter the
gecond part of the game in
which you must locate the
bomb. The third and final
part of the game begins
with an BAS assault.

After a shoot-out with
KGB afgents the game
rests in the balance as you
attempt to defuse the
bomb.

The Fourth Protocol
will be published by
Hutchinson and wlill be
available for the C84 and
Spectrum priced £12.95.




eontrol ground, air and
nuclear forces in an at-
tempt to defeat a com-
puter opponent. This op-
ponent can play at one of
three levels which range
from & non-nuclear level
for beginners, through
the accepted Nato or War-
saw Pact strategies for
more advanced players to
a highly unpredicatable
strategy that should only
be tackled by experts.

Theatre Europe

The first 30 days of WW
III are simulated in
Theatre Europe. In this
the second of the War-
gamers Series from PSS,
you play either Gthe
supreme commander of
Nato or his opposite
number is Moscow.
During the game you

The conflict is mapped
out before you on the
games map and radar
sereens through which
you plan your strategy.
However, you will also
need a keen fire button as
individual battles are
fought out with a
joystick on action screens.

Theatre Europe will be
released by P88 for the
C64, Amstrad, Atari and
MS8X computers.

“phe Chess Game

is the

The Chess Game
firgt release from Hﬁ;u
Classic. Although ¢ Gglg_l
have written games 85U
as Hunchbach for 'D::aa.n.l
The Chess Game 511
described as &l r:migintsi.ﬂ
arcade game in which t -
main character E?‘
animated by no EET 4
than B0 saprites defin
tions.

At oOne ;- o
ame he finas
%mge chessboard Et.adiurrr;
where all the pleces au'
out to get you and the & 7
dience howls for Yyou
vlood.

The Chess Gam
the Commodorse _
wﬁll cost £7.95 when it 18
released in June.
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you will build your
monster. You should try
and use only the best bits
as this will determine
whether your monster is a
good one that you can pre-
sent to the Royal
Academy or an evil one
that will turn against

Creative Doctor

Mad Doctor is the title of
the next major release
from Creative Sparks. It is
a strange graphic adven-
ture in which you play a
mad scientist who 1is
determined to build a

monster.

Naturally you live in a
suitably evil castle next
to a terrified village. Dur-
ing the game Yyou must
find bits of bodies for your
monster which you will
probably find attached to
live willagers. These are
easily despatched but
beware of indiscriminate
killing or the wvillagers
will destroy you.

Once you have suitable
corpses you should select
the good bits from which

you.

The game is joystick
controlled and will be
available for the Com-
modore 64 in June.

Creative BSparks will
also expand its range of
£2.50 pocket money games
with forthcoming titles
ineluding St. Crispin’s.
This is the worst hospital
in the world and the ob-
ject of the game is quite
simply to escape. During
the game you will have to
avoid bedpans, nurses and

infectious patients.

Degsert Burners 15 a
motorbike stunts game
with the added bonus of
being shot at by
helicopters.

In Space Tunnel you
must navigate your
spaceship through a nar-
row channel which bends
from side to side. Once
this is quickly mastered
you must tackle one that
moves up and down then
one that moves in all four
directions until finally
you must also negotiate
banks of lasers. -y

Finally Merlin is a spell
em up type game as Oppos-
ad to a zap em up game in
which you must collect in-
gredients for your magic
potion while fighting
other magicians.




Dear 8ir,

I have had ‘Elite’ for the
Electron for some time,
and recently aquired
8000Cr profit, with which
I purchased a Galactic
Hyperspace unit,
However, this does not
work, could you tell me
why?

Mark Brannon

Thanet

The reason behind the
non-functional Galactic
Hyperspace is quite sim-
ple. When Elite was con-
varted from the BBC disk
to BBC tape, certain bits
were left out, because the
disk wversion kept data on
disk and accessed when
necessary. The tape ver-
glon had some of this
removed as continual ac-
cessing was not possible,
mainly indepth details of
the planetary data.

L
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When the Electron ver-
gion was released, even
more was needed to be
removed so that the speed
could be kept up to a
reasonable level (not en-
tirely successful), so one
of the things removed was
the extra seven galaxies.

As a side note mining
lasers (8o you cannot mine
asteroids), military lasers
(an absolute must if you
can afford them), rotating
planets, suns (so no free
fuel), and a number of
enemy ships were also
removed. Detracting
slightly from the game,

ITERS
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but I'm sure you'll agree
Elite (even on the Elec-
tron) is one of the best
games ever written.

Mike Roberts.

Dear Bir,
Please could you print
some Commodore 64

games, preferably
machine code and space
games.

Also you can tell me if
programs for the VIC 20
will run on the C84 and
vice versa.

Steve Vesta
Leeds

Yes, we will be printing
CB4 games of this type,
and we are interested in
any submissions from
readers of this type,
please see our submis-
sions page for further
details.

At least 90% of C64
games will not run on a
VIC without major
changes. However, some
Basic listings published in
magazines will work If
they have been slightly
re-written.

Mike Roberts.

Dear Computer Gamer,

1 was under the impres-
sion that you couldn't get
‘sprites' on an Electron,
only on Commodore B64s,
Atari's etc, but I was
reading a magazine article
the other day that said
that you could, which is
true?

Colin Freeman

What's wrong here is a
clash of terminology.
Many years ago in the
dawn of computing
(etc,ete) it is quite rare for
a computer to have a VDU
(video display) at all, most
used teletypes. 8o the new
micros, which did have
displays. 'were quite as-
toundifg as they had
‘moving graphic’' games.
Now moving graphics
as a rule are quite jerky

and take a lot of memory
manipulation and pro-
cessor time — ie, they can
be qguite slow. So those
nice people at Texas came
up with a (colour!) video
chip that had ‘sprites’
small movable objects
that appeared on the
screen, yet didn't in-
terfere with the contents
of screen memory. Thess
sprites were also capable
of 3D effects in hardware,
taking a lot of strain off
the programmer. Colli-
gsions between objects
were also taken care of
automatically.

So, the term ‘sprites’
came to mean the most in-
credible object movements
possible, and sounds a
great deal better than
‘moving graphies’'.

80 in the wave of com-
mericialism that came
when the first home com-
puters, as opposed to hob-
by computers, hit the
streets ‘sprite graphics’
was used once or twice to
describe a truly excellent
game which had moving
graphics of the utmost
complexity. This descrip-
tion was understood by
the computer fraternity
and taken to mean just
that.

However, with more
and more non-computer
literates and unaware
marketing'publicity peo-
ple the term has come to
mean lesser and lesser
quality of graphics. Bo
now people call any kind
of moving graphics at all
‘sprites’.

The ONLY popular com-
puters on the market at
the moment that have
sprites are the Commodore
84, Memotech, Atari and
MSX machines.

The same problem has
occured with the word
‘Dongle’. It means ‘hard-
ware security device', but
an unguarded moment by
a journalist in a review of
the QL, the word was ap-
plied to the ROM bodge
that hung off the back off
early (and later!) QLs.




Computer Gamer readers can save pounds
with this months's fantastic offer on
Melbourne House’'s range of games books.

Each of the titles on offer contain fully
debugged games listings ready for you to type
in. They even have a Chexsum wverification
program so that you can be sure that you type
them correctly.

All you have to do to take advantage of
this incredible offer is to fill in the coupon
below, marking which books you would like,

and send it with a cheque to: [T——u__

Melbourne House (Gamer) Offer
Melbourne House,

Castle Yard Road,

Castle Yard,

Richmond

TW10 6TF.

/)

/ Please send me the following indicated
game books:

MSX Games Book
C1l6 Games Book
C64 Games Book
Cé4 Games Book 2
Over the Spectrum

£4.98 (RRP £6.98) [
£3.98 (RRP £8.98) [
£3.95 (RRP £5.98) [
£4.95 (RRP £6.98) [
£2.985 (RRP £4.98) [

I enclose a chegue made payable to
Mebourne House Ltd for £. .. .....
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ATAR| 6D0XL ENTERTAINMENT PACK
16K Atani BOOXL ... . ciiiia, £99.99
Donkey Kong (R) ..cvcvvnvannas £14.99
R R e el T e £9.99
Single CX40 Joystick ........... £7.99
Total is purchassd seoarsiaiyl .. ... .. E132.96
Less Discountof 263% ........ _£63.96

PACKAGE PRICE (XLC 1800) .._£69.00

ATARI GOOXL ENTERTAINM

Great news lof games addicls who appreciate high gquality
graphics and sensatienal arcade action gamepiay Far Only
£68. you con buy a 18K Atari B00XL Computer with Iwo top
arcads AOM cariridge tlites and a joyslick - Thasa two ADOM
biies are the lamous arcade hit Donkey Mong and anothed
ipvourite Oix (We onlty have & limiied number ol packs with
(ix Wrign these run oul, Qix may be subshiuled for an archds
entertainment carndge of the same valug). The GOOXL
Entertainment Pack offers real value 10r mongy and enables
you 10 save £83 56, nearly hall of the normal RAF'S of the pack
ilems whan punchased indivdually, Sifica Shop have b wide
ringe of ROM cartridges available Including arcade Tavouriles
sch &8s Asieroids, Centipede, Missie Command, Popaye
CF Berl. Siar Raiders. Super Cobra for only £8.85 eachl The
BOOXL s a programmibles homeé computer with ihe Basic
Programming Language bullt i and I you lator a00 & 1090
Program Fecorder (XLP 1010 - £34h, a rangs o hundreds of
casselle programs will becomp avaliabie 10 you The, Alan
BOOXL is recommended 48 & irat class garmes msching

ATARI PACKS - POWER WITHOUT THE PRICE!

ATARI 80OXL AND REGORD

The B4K BOOXL is packaged neng with the 1000 recorder, an
gconomicel siorage Bnd retrieval unil, a4 dmash hit Srcads
game and programming akd, al far A package price of only
£120 jrel: XLC 10103, a saving of E65.96 o the ARP'S of the
individual items whaoh fotal £194.06. The gama included in this
pack is Pole Posdion MNow on casseibe from Atan. Poke
Bositkon is an atcurabe reproduction of Atans own Righly
iucceisiul arcads deving game which has all the thnlls and
spilla of her grand-pnx MACEIrRCK On the reversa of s
E8aets B 8 demonsiration program of Alnri's AMazing sound
and graphics capabilities giving an example of ihe high guality
peerfOrmance of the Alar BOOXL Alsg included is an Invilation
o Programming 1 cassatle which lakea ywou =tep by s1ep
through the first stages ol programming in Atani Basic using
Afari's unigies  soundthrough [mcitity which allows prg-
récordad human speech to be played ihrough your TV
sppakar. All you nead i3 8 poystick (AT 0800 - £7.90 tor Pole
Position), 1o be up and renning with ihis package, The Atar
BOOXL in this pack comes with 8 Sdics beo year guaraniss

ATARI PACKS - POWER WITHOUT THE PRICE!

ER PAGK

ATARI 800XL + PROG. RECORDER PACK
G4K Atari BOOXL ............. . £12099
1010 Program Recorder ........ £34.99
Pole Position + Demo Prog (C) .. £9.98
Invitation to Programming 1 ...._£1999
TQt.EI [ pusrchimped separabelyl .. -0 00 tt“.“
Less Discount of 338% ........ E65.96
PACKAGE PRICE (XLC 1010) . £129.00

L AND DISK DRIVE PAGK

ATARI BOOXL + DISK DRIVE PACK
G4K Atari BOOXL .....ccovnenes £120.99
1050 Disk Drive ....covvnvnnsas £199.99
Home Filing Manager (D) ....... £24.99
The Payoti + Demo Prog (D) ....__£9.99
Total (i purchased separstly] .00 , £364.96
Less Discount of 48.1% ........ £85.96

PACKAGE PRICE (XLC 1050) . £268.00

This pack includes the B4K BDOXL with & 1050 Dk Drive for
mass slorage and spoedy informalion rotreval as wall hs &
peand new  adventuié game and a powerful home. haelp
program. all fer only E268 {rel XLE 1050, a saving of £95.08
olf the RAMs of the individual itema wihbch total E34 88 The
first of 1hese programs is The Payoff on disk. a néw adveniule
game which is & lantasy simUlation in which you play e
isading rode, An exciting nfroduction (o adventune programs
which-are always popular (with a demonsiration program of
Atari's AmAring sound and graphics on tho roverse) AlsD
imcieded in ihis pack s Fome Filing Manager o help you
prganise your files. It allows you 1o calalogue and e distalis
of birthdays, books, your stamp colleciion of anything &lss
which would normally require you 1o use filing cards, The
ingtructions for Homs Filing Manager are on the réverse of ihe
disk and &l the disks which come @n ihis packags ahe i
protéctive paper walleis. You gel an extanded twd  yar
guarantes on the BODXL and 100 lres programs wilh the disk
drive when you buy this package from Silica

ATARI PACKS - POWER WITHOUT THE PRICE!

NOWINSTOCK| _osmmns
dhRs

= e e
Atari's new 126K computar, the Atari 130XE alfers an énofmous 131,072 bytes of RAM for only E168 :::::.:-_—:: - -
Tha 130XE comes with bulll in Basic and full oparating instruchons and & now in a newly designed S— - —(——
ﬁ

casa with @ modern full stroke kayboard. Tne XE |s fully compalible with both the S000S0H0 and the XL

ranges of machinas, this means 1At o Ean fun approximalsly 90% of all Alan Computar sallwan on (he

marked. This provides & range of over 1000 software tiflgs as weil a3 a large salection of AgCassory and

peripheral items. Initial stock of the 130XE will be limited, s0 it's firsl come firs! séreed

SILICA SHOP LTD, 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX Tel: 01-309 "
ORDER NOW-OR SEND FOR OUR FREE ATARI BROCHURES

T T TTrTTY " "R R

=T X ¥ ¥

‘ To: SILICA SHOP LTD, Dept CGMR 0685, 1-4 The Mews, Hatherley Road, ‘
Sidcup, Kent, DA14 4DX Telephone: 01-308 1111

I LITERATURE REQUEST: I
[] Piease send me your FREE brochures on Alari Home Compulers.

I 0 | siready own & .. Videogame O I already own & ; : vaeees  COmpuier '

I M Mrs/ Ms: : initials: I BUFRBIEE . iiivnnnnaninsins I

I Addresx:  ......... R ch e e P l

l ................ L e e L L l

__ORDER REQUEST:

l PLEASE SEND ME: l
[0 16K 600XL Entertainment Pack ........... e - ] All prices include VAT

B | O 6aK 800XL & 1010 Recorder Pack .................... £129 P
1 64K BOOXL & 1050 Disk Drive Pack .................. E269 Post & Packing

I 1 128K 130XE Home Compuler ..............cc...-.... E169 is Free Of Charge l

I O | enciose Cheque/P.0. payable 1o Silica Shop Limited for the lollowing smount: £ I
1 CREDIT CARD - Please debil my:

‘ AccesyBarclaycard/Visa/American Express/Diners Club My Card Mo s '




Home Computing Weekly
is the magazine for:

* News, fast and up to date — read HCW first

® Hardware reviews, new machines and
products reviewed fast

* Peripherals assessed, all the extras you
could want, with in-depth comments

e Software selections: new.software scrutinised
carefully and quickly

* Programming features for all machines.
Learn BASIC and machine code from our How
to.... series

®* Programs for all the popular machines eachweek

* |Lots of letters and hints and tips

In fact, everything you've ever wanted
from a weekly magazine

READ HCW FIRST!




NANA LLAIMA

:mhnwndm*n&
Price £7.50

AVAILABLE FROM W.H. SMITHS, BOOTS, WOOLWORTHS AND MOST COMPUTER RETAILERS OR FROM
LLAMASOFT 49 MOUNT PLEASANT, TADLEY, HANTS (TEL. 07356 4478B) SAE FOR CATALOGUE & NEWSLETTER

"THE NATURE OF THE BEAST!
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The Quest
Continues

Eecaan has continued in
his search for the best
gamer in existance. The
list is changing and grow-
ing, you too can be on this
1ist. All you have to do is
fill in either your score

or add your own score and
game in the spaces provid-
ed on the page, got
another person to sign it
to say that they have
witnesged this (a screen
shot would be preferred
and takes priority in the
avent of a tie or near tie).

Then send the entire

H1i scores
Computer Gamer
Argus Specialist
Publications

1 Golden Sguare
London W1R 3AB

next to an existing game page to: Good luck.
Gamae Bystem Boorer Bcore Your
SBcorae
Pole Position vC8 M Roberts 64780
Battlezone vCs T Powell 568000
Centipede vVCS T Powell 268005
Mario Bros vC8 J Ellis 336800
FPlanet Patrol vCSs J Ellis 4810
Nexar vC8 T Fowell 4750
Moon Patrol vCs8 J Ellis 18960
HEROD vCs T Powell SIS 1)
Mouse Trap VCS J Ellis 8321
Zaxxon vCa T Powell BRI N e
Dig Dug VCS T Powell it oo R =)
Venture vC8 T Powell 3800
The Empire Strikes Back VC8 T Powell oedT
Smurf vC8 J Ellis 2200
Pitfall 1I vC8 D Rasee JODBOB ° 0 e v
Snapper BBC A Webb 113000
Chucky Egg Spectrum C Joseph 760000
Knight Lore Spectrum C Josaph T0% (finished)
Death Star Interceptor Ca4 D Boyd 250000
Decathlon (Ocean) Ce4 R Harris 11000
Bio Defence Atari M Roberts 13800
Confusion Amstrad J Donovan 800
Pole Position Atari M Roberts 108850
HERO CE64 M Roberts 48370
Raid on Bungeling Bay CE4 M Roberts 37660
Elite BBC R Calver 89000CElite)
Arcadians BBC C Grace 15340
David's Midnight Magic Co4 G Hamlett 711388 9 ........

S8end to: Hi Score, Computer Gamer, 1 Golden
Square, London W1R 3AB
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The land of Sosaria has
had more than it's failr
share of troubles. Over 20
vears ago the evil wizard
of Mondain looked posed
t0 conquer; the story of
his destruction is
chronicled in Ultima 1.
Shortly after, the ex-
istence of his apprentice,
Minax, was revealed and
the crusade began again
Younger and more cunn-

ing than her master she
proved particulrly d4if-
ficult to congquer. Her

destruction in the ending
scene of Ultima II was
considered the final
banishment of evil from
the land, The last twenty
vears have indeed been
quiet, no Balrons, no signs
from the west: even the
Orcs
from

/

have disappeared
sight

Continued
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SOUTH MIMD

research into the ruins of
Minax's castle revealed
someone or something
born around the time of
her death. Recent
upheaval and unrest,
especially at sea, suggest
that this thind may be
still alive. Against this
background you venture
into Exodus, the third of
the Ultima series

Other than for a few
anlighted Apple and Atari
owners the Ultima series
has had little inpact in

FiE N

ZEXEE
KIRIE

the UK. This i set to
change In the near future
when Exodus — Ultima
III is released in the UK
for the Commodore 64 by
US Gold as the first of a
series called All American
Adventures.

Created by a character
known as Lord British,
Exodus is a role playing
fantasy adventure unlike

any text or graphical
adventure I've played
before

Preparing for
the Journey

The first step before em-
barking on a journey into
Exodus is to create a
player disk onto which a
roster of twenty adven-
turers can be stored. Hav-
ing copied the flip-side of
the game disk for this pur-
pose you can then create
the adventurers for your
firgt exploration

Up to four characters
can adventure together,
gach one created from a
choice of five races and
eleaven professions. Each
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race and profession has
characteristice that make
them more suitable for
cne aspect of the game
than another. For axam-
ple, an Elfin Cleric would
be dexeterous, not very
wise but able to cast some
of the religious spells. A
Human Barbarian would
be ideally suited to be the
heavy man in combat be
ing capable of bearing all
weapons and armour but
also rather dim. A good
combination of adven-

th E[IB [I:l][li E%§%
Ultm)a]I[
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turers 1s the key to early
guccess in exodus — bear
in mind the need to fight
without the aid of magic
garly on

The five races to choose
from are Human, EIf,
Dwarf, Bobbit (you can't
call them Hobbits without
permisgsion {from the
Tolkein estate) and Fuzzy
Professions are Lwo
numerous to mention
though I suggest you have
a Theif and someone with
maglic powers 1n every
party. Having created a
party you are then ready
to enter the land of
Sosaria. Incidentally, if
your party does not
number four you'll find
many characters on your
travels willing to join in
your quest.

Sosaria

The above ground conti-
nent of Sosaria is massive
in itself with lakes, moun-
tains, oceans, castles,
cities and towns. Your
adventuring group Iis
represented as a single
figure on a large four-way
scrolling map. All above
ground graphics are white
on black which rather
than detract seem to add
t0 the medieval flavour of
the game. Entering towns
and castles causes a quick
whirr from the disk as the
new map is loaded.

One novel feature I
haven't seen before .is
that the scrolling map on-
ly shhows as far as you can
see which means behind
mountains and forest is

just shown as blackness.
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In Exodus
easy o be wandering
aimlessly, lost in a forest
and at the mercy of any
other creatures you may
meet., A special 1tem that
can be peered into gives a
full colour view of all sur-
rounding terrain, though
it may be sometime before
you find this item.

Control of your party is
by means of single
keystrokes, each
alphabetical key has a
function such as 'C’ to
cast a spell and ‘S8’ to at-
tempt to steal something.
At certain points within
the game you can enter
normal adventure com-
mands such as KIS8 FROG
or GET SPEAR. The non-
a:phabetical keys to the
right of the keyboard are
used to actually move
your group.

The first thing to do
upon entering Sosaria is
O weal' your armaour Fj,I‘:d
ready your weapon, then
head for the nearest town
or city to buy provisions,
better weapons and ar-
mour. Towns are mostly
harmless mainly due to
large unpleasant looking
guards that patrol them
A disagreement or theft
within a town will attract
these guards who then
quickly deposit you out-
gide the town. Within the
town there are weapon
shops, armouries, grocery
shops, pubs, churches,
healers and occasionally
oracles, stables and theif’s
guilds. Talk to everyone
within a town and make a
special point of going to
the pub, buying people

it is perfectly
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drinks and gﬂtting to
know the barman. As we
all xnow, a lot of gossip
girculates in pubs.

One thing you soOn
learn about towns and
gities is that there ser-
vices are expensive. The
only way to replenish
yvour gold is to venture Lo
a far more hostile environ-
ment outgide. Here you
may meet Orcs, Skeletons,
Zombies, Theives, Giants
and numerous other
nasties. There are at least
30 known evil creatures
and certainly more that
are unknown. Combat can
take place when two
groups are within one
square of esach other —
when this happens, a
special combat screen ap-
pears. On this new screen
each member of the
adventure party is shown
and controlled saparately,
ag in each monster. A
fighting plan is needed to
succeed in combat; I'll
leave you to solve the
secrats of combat.

If you successfully
destroy your foes, a
treasure chest will usual-
ly be left behind. Within
these chests lie gold and
many other items of in-
terest. Even after battle,
however, your troubles
are not over. Many of the
chests are trapped. A
suitable spell or the ser-
vices of an experienced
thief are needed to disarm
the traps. Otherwise you
gcould be in for a dose of
acid, poison, gas or even a
bomb.

Most of you party’s pro-
ress will be on foot.

Pt . g e

However, horses can be
bought or tamed from the
wild. Travel on horseback
is of course much faster.
Although I've never seen
one it is supposed to be
possible to hire a ship to
explore the lands beyond
the continent Sosaria. By
far the fastest way o
travel is by means of the
Moon Gates. Two con-
tinually waxing and wan-
ing moons called Trammal
and Felucca control these
gates. The current state of
the moons is shown at the
top of the screen. Correct
use of the moon gates
allows you to teleport to
times and areas unknown
and uncharted.

8o far I've only describ-
ed the surface terrain of
Sosaria, a totally different
and more treacherous
world lies within the
dungeons of this land.
Upon entering a dungeon
the display changes to a
full colour 3D maze-like
display. These multi-level
dungeons are full of traps
and pitfalls, strange
winds howl through ex-
tinguishing all lights and
many wierd and wonder-
ful monsters roam within,
The underground world of
Sosaria is probably com-
parable in size to the sur-
face. Although I've not ex-
plored them, I'm assured
there {is much more
beyond the oceans and in
different times.

Conclusions

Exodus is a very challeng-
ing game that will pro-
bably keep the keanest
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adventurer engaged for
months. Lord British can
put you through an awful
lot of effort just for one
lousy clue. In America the
Ultima series has some-
thing of a cult following,
Ultima players are truly
fanatical — they have to
be in order to finish these
fiendish games. It took me
almost one year to solve
Ultima II so I don't expect
to finish this until well
into 1986. Unlike text-
based adventures  you
don't suffer from being
stuck at one particular
point, there's always
somewhere else to explore
or another aspect of the
two moons to consider,.
The ending I am informed
is wvery spectacular and
well worth every minute
spent getting there.

The game is, however,
not beyvond critism. Two
things irritate me when
playing Exodus. Firstly,
even when highly ex-
perienced you are still at-
tacked by lots of lesser
creatures who you can zap
without even really try-
ing. Secondly, although
you can save the game at
any point, you need to
reboot the entire thing to
get back to your last save.

Lord British has been
labelled the J.R. Tolkein
of computer gaming. Cer-
tainly to my mind Exodus
with its labyrinth of
dungeons, cities, islands,

magic and more is an epic ,

comparable to Lord of the
Rings. I will leave you
with one final clue: '‘Page
147 of the Times book of
Astronomy’, but don't ask
me what it means — 1I
can’t figure it out either!

Prices and
Packaging

Origin Systems Inc. the
American manufacturers
of Exodus seem to have
taken a leaf out of In-
focom's book when
packaging this gamse.
Within the box is a Book
of Play. a Book of Amber
Runes (Wizards B8Spells),
The Ancient Liturgy of
Truth (Clerical Spells), the
unfinished map of Bosario
printed on cloth as well
as the game disk and a
quick reference card. I
sincerely hope that UB
Gold cut no corners in
packaging the game as it
adds a great deals to its
overall appeal.

Up to now Apple, Atari
and IBEM owners have
been able to buy Exodus
for a knockdown price of
only £48.856 and was
distributed by BSoftsel.
Now lucky Commodore 64
and Atari owners can buy
it from US Gold selling for
only £19.95.
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Ne, it's not a trip to the
geaside but & chance to
~ win a day with the chart-
tqpping software house,
Ocean. During the all-
expenses paid visit the
winner will be able to
meet the programmers of
such chart hits as Hun-
qhha.uk and Daley Thomp-
son's Decathlon. The
lucky winner will return
from his wisit with an
Gmn goodies (sports) bag
_ containing a T-8hirt and a
bundle of games.
©  One of Qcean's forth-
coming releases is a game
based on the bestselling
book The Neverending
Story which is soon to be a
film released in time for
Baster. The story tells tha
tale of Bastion Balthazar
Bux who is a rather chub-
by 12 years old schoolboy
who steals a book called
‘The Neverending Story’.
However as he reads the
story he is gradually
transported into the books
‘magical land of Fantastica
where he appears as &
saviour. There he
befriends the book's hero
‘and his adventures
All rbu have to do to
win this prize 1is8 to
describe in not more than
200 words which book or
@game you would like to be
transported into and
‘briefly why. The author of
the most original and
eantertaining entry will
win the day at Ocean.
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inlenuhum film

b AR A TR e T g e -

v

AN

T e VLS O

the number of entries per
photocopies '
10t be accepted

Competition
Rules

'ﬂsbmurkad before 20th

n to -C-t.|| fJZ'I readers ol

or .1% 1ter

All entries should
» name and ad-
dress and should be ad-
dressed to:

awarded to the fir
1 L‘adged tobec

ATEUS st entry

ﬂ*”—-r \al L'-'L rrect by thes

printers
rs, employeas of o hrl rlHTiﬂ':j*u rj&rn.'f will
gntared
|'-1gz;.|-d t0 the com
sults and it is :

Computer Gamer (Ocean
Competition)

Argus Specialist
Publications Ltd,

1 Golden Bguare

London W1R 3AB

onnected with then |’_H=.'Ll1.-1ur1
the correct
coupon is used for each en-

there {8 not limit

editor's decision is final
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THE ULTIMATE HUMAN TO COMPUTER INTERFACE

- VOIGEMA

CBMG64 Version

JUST IMAGINE Y

* YOUR COMPUTER TALKING TO YOU IN Onlv 59.95 odg
A REAL HUMAN VOICE. . . . (o'

* YOUR COMPUTER UNDERSTANDING
WHAT YOU SAY. ...

® BEING ABLE TO WRITE MUSIC AND PLAY
AN INSTRUMENT JUST BY HUMMING. . ..

THE VOICE MASTER WORD
RECOGNITION CIRE

Wrrmgmum-wmug}-afWWW\\\\

is aailable today, enabling you to give verbal

commands to your computer. It is very sasy o / 2
use, Store the words or phrases o be recognised, e
using the TRAIN command, Give RECOGNISE r'hﬁ%‘
command and the computer will understand the

words it has been trained to recognise.

Sophisticated pattern matching alogrithm is
used for word recognition and there is a delay of
less than 500 milli seconds. State of the art digital
signal processing and dynamic time warping
techniques ensure high performance

THE VOICE MASTER THE VOICE MASTER - VOICE HARP
SPEECH SYNTHESISER Voike Harp is a towily new musical concept

With Voice Master powerful software, you can
THE VOICE MASTER ENABLES YOUR
COMPUTER TO SPEAK IN YOUR VOICE actually compose and perform music in real me

\ [V 22 vy iy Paanwming. \whisthng or o, itdoem'e
n ANY LANGUAGE anp wirH s  matter if you can't read music. Your voice or
ANY ACCENT.

whistle pitch will write the notes for you including
duration and rests,

As you hum or whistle, the notes scroll by
on the video display. You can edit the notes,
play them back, scroll them back and forth,
defeting and comecting them, when
finished, the score can be printed out

The Volce Master Speech Synthesiser

The Voice Master enables your computer to B2 S '
speak in your own voice, in any language == [
and with any accent.

To regord speech, use the command
LEARN and speak into the microphone. To
play back, use the SPEAK command. Up to &4
different words, phrases or sounds can be
stored in the computer at one time.

You can control the recording rate, play

n the performance mode, you Gan
change octaves. musical keys or add chords.
Even if you can’t sing or have a sense of pitch, the
VOICE MASTER will show you how easy it i5 10
sty in wne.

OTHER SPECIAL FEATURES
A bar grapn display of speech is provided wiwch s similar to a real time spectrograph. Violoe furdamental pitch is also

back speed. and volume for special effects. shown in real tme.
You can even program o speak backwards. A major acvantage of the Voice Master system is that word recognition and speech symthesis can work together
It is easy to use. Eamples are included in The Vioice Master comes completely with a quality head set microphone and earphone |dmilar to what telephone
the manual to make it easy to add speech to operators and pilots use). speech synthesis, peech recognition, voice nam software and detalied instruction manual
: Demomtmation ciock and other programs are included in the software. A detailed manual with examples expilain how o
programs. entar 208 on the Reply Paid Reader Card use speech synthesis and recogition in your own programmes

By
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Trade Enquiries
Unit 10 Victoria Industrial Park, Victoria Road, Dartford, Kent DA1 5AJ Tel: 0322 92513/8




U-B-WAS81-0-N-

Ever wanted fame and fortune in one of Britain's
leading computer magazines?

Do you think that anything that you have
programmed is up to our standards?

We are looking for programs to publish for the
following machines: Commodore 64, VIC, C16, Plus/4,
Spectrum, Oric/Atmos, Atari 400, 600XL, 800, 800XL,
BEXE, BBC, Electron, Amstrad and TI-98/4A (BASBIC or
Extended).

All programs should be recorded on tape as many
times as possible and at the most reliable baud rate
(where applicable). No printed listing is necessary as we
can do our own except in the case of the TI-99/4A where
a listing produced on a computer printer is absolutely
necessary. No handwritten or typed listings are
acceptable.

Any tape must be clearly marked with the program
name your name, the machine it is intended for, and
your address.

Documentation should run to our normal style with
a description and introduction-to playing the game and
how the game works.

Documentation should be typed on one side of blank
A4 paper with double spacing between lines and a wide
margin,.

We pay well for all listings published.

If you want to send us your program then fill in the
form. And send us the tape, documentation, coupon,
and an SAE if you want it returned, to the following
address:

nan:n:r Gamer Program Bubmissions
1 Golden Bguare, London W1R SAB

And write the name of your computer on the back of
your package.

ROGRAN

[

||.Iikf"'-"""dl
ki

Telephonse: ......

COMPUEBT EFDB: & - vv i e
Computer model: .. ...

Program Name: ... .....
Additional details:. . ... ..

/
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Take ¥ Control

Voltmace is the UK's largest computer joystick
manufacturer. Last year Voltmace produced more
joysticks for more computers than any other British

company.

The famous delta shaped joysticks are now
available for over twenty different micro computers

| The Design is Delt

Our success is our design—Super sensitive
fingertip control with fast, centre sprung return action,
means you always know where you are.

Tough, solid steel shaft, encased in a smooth

including the BBC, Acorn Electron, Dragon,

Commodore 64, Sinclair QL, Spectrum, Amstrad and

Tatung Einstein.

For the BBC

Delta 14b—An analogue joystick with 12
button programmable keypad; full use is
made of keypad when connected via delta
14b interface. Colour matches BBC £14.95 /A
Delta 14b interface—An interface to allow

full use of the delta 14b £14.85 A\
Delta driver—A cassette based utility

ogram for the delta 14b £5.95

elta 14b system—As above £35.75

Delta 3b ‘single’—A 3 fire button analogue
£12.00 A

Er,fﬁtick
elta 3b ‘twin'—Two analogue joysticks on
one plug, 3 fire buttons each £19.95 A
Joystick utility tape—Convert keyboard
B:_;ogrmns to run with joysticks £5.95 A\

Ita 16b datapad—A IE button keypad
programmed with software supplied

£34.95 1\

For the Dragon
Delta 3d—This analogue joystick comes
with the choice of either red or green fire
buttons for easy recognition £10.00 A\
Delta 14d and interface—Analogue
joystick with 14 button programmable
keypad £29.95 A\

All prices include VAT and P&P (Overseas add £5)
Callers welcome af the factory Monday to Friday

Park Drive, Baldock, Herts. SGT7 6EW

nylon sleeve, handles even the roughest treatment and
ensures hours of easy, fatigue free use.

Make the most of your micro computer with

delta superior joysticks.

C.A.D. 32—Computer aided design on the
Dragon with the delta 14d and C.A.D. 32,
complete with 14d keypad overlay £4.95 A\

For the Electron
Delta 3sc—Switch type, 3 fire button
joystick, use FBC interface £10.00
elta 3b 'single’ and delta 3b ‘twin'—For

details see BBC above. Both use Plus ]
interface ‘single’'—£12.00 /\

‘twin'—£19.95 /\
For the Commodore 64
Delta 3sc—Switch type 3 buttons ~ £10.00 2\
Delta 16c datapad—A 16 button keypad
programmed with software supplied

£29.95

For MSX micros
Delta 3sm—Switch type joystick with 3 fire

buttons £12.00 £\
Please send me the foma I have indieated abave
Name
Addregs
Port Code
I encloge Cheque/PO for £
Flease allow 28 days lor delivery

Volfmace Limited

——— — - —

For the QL
Delta 3aq—Switch type joystick with 3 fire
buttons, no interface needed £12.00 /A

For the Amstrad

Delta 3sa—5witch type joystick with 3 fire
buttons, no interface neéded £12.00 £\
Delta 3sa splitter—Run two delta 3sa

joysticks from the joystick port £4.95 &\
For the Spectrum

Delta 351 —Switch type joystick with 3 fire
buttons to run on your interface 2 or
Kempston interfaces £10.00 A\
Delta 3s2—Switch type, 3 fire buttons, to

run with Concom interface £10.00
Concom interface £19.95 L

For the Einstein
Delta 3e—A 3 fire button analogue ryEJe
12.00 /\

joystick, no interface required
For EXPRESS delivery telephone us
on Baldock ((0462) 8944 10 with your
Access or Barclaycard mamber
Eamer
Fi5d
made payable to B -
Voltmacs Lamited

For detailed product information
please send SAE indicating your
reqiurements on the crdar form

Telephone (0462) 894410
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A good joystick is important to a master gamer as it can
make such a difference to those high
rounded up thirty four joysticks and presents his findings.

Joysticks are one of the

scores. Mike Roberts

most important devices |Manufacturer type switch extra Price
that a computer gamer |FPrice
uses, It is in most cases
the only interface bet- |Amstrad DR77228888
ween the computer and (YY1 Ams A FG
the user. :?gm:.ll & gEB?JEE 16039 =
80 the joystick becomes Uiy e
very important, here we |#Atari 01-7633344
present a comprehensive |JOystick D8 - ==
list of all the joysticks on |Super Joystick D8 A C
tha maskst for the [Cookbridgs 0532670625
popular micros. The |[Sure Shot D8 C CH
categories are indicated at Elec C CH
the end, but first some ex- BBC C CH
planation is needed. Drag C CH
D9 refers to the com- Ein & CH
mon type of joystick that |Commodore D536R0656566
is used by the vast majori- |JO¥stick D9 A —
ty of computers such as |J0¥stick C16 A C
the CB84, VIC, Atari, all |Xempston 0234866633
Spectrum interfaces ete, |Ceompetition Pro 1000 DS B —
All other names refer to |Competition Pro 3000 DS B AB
computers that have non- Competition Pro 5000 Da B C
gtandard jﬂ}rﬂtiﬂk inter- E-Dmp&titlﬂﬂ Pro 5000 BBC B CH
faces. Competition Pro Junior Do —
Switches refer to the Livewire Software 0818344233
mechanical method ofin- |Froc Ace D9 B A
dicating to the computer |Fro Ace BEC B AH
what the joystick is doing. |FTroc Ace Drag B AH
qu&lit-}" goes in this order Sp?ﬂbrﬂvidﬂﬂ 01-2200101
D, C, B, A and poten- |Quickshot 1 Do A AFG
tiometers being in a clags |Quickshot 2 D8 B ABEFG
of their own. Suncom 0681-8822339
Extras refers to the odd |Starfighter D9 D —
additions that some Slickstick D9 D e
joysticks have such as ex- Strike Commander BBC E HD
tra fire buttons and suec- | Yulean 01-2036366
tion cups. Gunshot 1 Do B AFG
We have also included |Gunshot 2 D9 B AFGE
telephone numbers to con- |Harrier BBC E EAFGC
tact the firms concerned. |Voltmace 04628084410
Delta 38 D9 E HC
Delta 5B BEC E HDC
Delta 5D Drag E HC
Wico (CGL) 01-6088800
Boss Do B A
Three Way D8 B AR
Red Ball Do B A
Number
Machines Key Switch Key Extras Key
Ein Tatung Einstien A  Collapsable Dome A Top Pire Button
Ams Amstrad/D9 B  Leaf B Trigger button .
BEC BEC Micro/Electron FPlus 1 C Microswitch C Left handed operation
Elec Electron D Touch Plate D Extra button read
Drag Dragon 32/64 E  Potentiometers separately
Clé Commodore 16 E Pistol Grip
F Auto Fire
G Suction cups
H Self centering
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program, which is listed
below as Program 1.

g/ a0

HIGHER. Line 60 is just
the opposite.

Program 1

30 FOR T=1 TO 10
40 INPUT =

20
&0

280
0 PRINT
100 NEXT T
110 PRINT
120 PRINT
130 END

S00 PRINT
510 PRINT
520 FPRINT
2930 END

""INCI »

10 PRINT "M":REM CLEAR SCREEN
20 LET A=INT(RND(1)*100) +1

IF S<A THEN PRINT"HIGHER"
IF S>A THEN PRINT"LOWER"
70 IF S=A THEN GOTD 500

FOR R=1 TO 1000:NEXT R
"Mm":REM CLEAR SCREEN

"M":REM CLEAR SCREEN
IT WAS" A

"m":REM CLEAR SCREEN
"WELL DONE"
"YOU TOOK “;Ts*"

GUESSES"

Lines 10, 90 110 and 500
clear the screen and, as I
said last month should be
replaced by CL8 on non-
Commodore computers.

Line 20 chooses a random
number between 0 and 99,
because of the INT,
lshould be replaced Dby
CL8 on non-Commodore
computers.

Line 20 chooses a random
number between 0 and 89,
because of the INT, 100
will never be chosen. The
LET can be left out on
Commodore computers.

Line 30 starts a loop to
give you 10 guesses.

Line 40 gets your guess.

Lines 50 and 60 work out
whether you were oo
high or too low. Line 80 is
if your guess than the
random number; you were
too low, 8o it prints

Line 70 sees if you have

got it right; if so, it jumps
to line S00.

Line 80 gives you time to
read the message.

Line 90 clears the screen
s0 the program looks
neater on the scresen.

Line 100
your next go.

After your 10 guesses,
defined in line 30, you do
not go back, but continue
to the next line.

Line 110 clears the screen.

Line 120 tells you what
the answer was, using the
method of printing the
variable, In this casd the
variable is A, not in in-
verted commas.

Line 130 stops the pro-
gram therse.

goes back for

The END must be replaced
by STOP on Spectrums and
ZX81s.

Line 500 onwards is if you
had it right, see line 70.
Line B0O0 itself clears the
screen.

Line 810 prints WELL
DONE.

Line 520 tells you how
many guesses you to0OkK.
The T is from line 30, the
line giving you 1€
guesses, (NOTE: the T 18
not in inverted commas).

Now for some more ex-
citing games to play using
the command RND. Tha
first one is Trash Dodge.
In this game, a number of
pieces of trash, Trel
resented by 4 will appear
on the screen. To destroy
them, you must hit the
number key of the
number of pieces of trash
present. Before typing I
in, remember that LE
can be left out on non
Commodore computers,
and  in RND statements
the (1) can be left out on
the S8pectrum and ZX81.

Now, how it works:
Line 10 prints the Title.

Line 20 sets S, your scorg
to 0.

Line 30 starts a loop, giv
ing you 10 attempts.

Line 40 clears the screen
DON'T FORGET use CLS on
non-Commodore coms
puters.

Line 80 chooses a random
number which will later
be used for the positior
across the screen. As you
set, the variable used is A

Line 80 is the same as line
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80, but variable D is used
and this will be for lines
down the screen.

Line 70 is the same again,
choosing a number from 1
to 9 (the +1 at the end
adds one so it is not 0-8)
and N, the variable in this
case is for the number of
pleces of trash.

Lines 80 and 100 print the
position down the screen,
but PRINTing the cursor
down on D (see Line 60)
times.

Lines 110 to 160 print the
pleces of trash. The impor-
tant line is 110. This
starts a loop for the
number of pieces of trash
(see Line 70).

Lines 120 to 130 are to
make sure the pieces of
trash are printed in
blocks of three,

Line 140 moves the cursor
aIr:;ﬁg A places (see Line
B0O),

Line 150 PRINTs a piece of
trash there.

Line 160 goes back to 110
till it has been there N (see
line 70) times.

Line 170 PRINTs a free
line.

Line 180 gives you time to
hit a key.

Line 180 gets a number
from the keyboard and
should be replaced by LET
Q-‘U’ﬁ.l..{“ﬂ"-’r—IHKEY{'} on
the Spectrum and ZX81,

Line 200 sees if a key has
been pressed. If it has, Q,
got in line 190 does not
=0, s0 it goes to line 240,

Line 210 goes back to 180
until your time to press a
key has run out; then it
continues to the next line.

Line 220 seeing the com-
puter has not jumped to
240, it assumes no
number was pressed
which means you did not
destroy the trash. It
therefore tells you.

Line 230 jumps to line 280
for another go.

Line 240 if the key is
pressed did not equal the
right number, N, it jumps
to line 270. For Spectrum
and ZXB81 owners, the
word GOTO must be in-
sarted between the THEN
and the 270, as in line
200.

Program 2

10 PRINT
20 LET £=0
=0 FOR
40 PRINT
20
&0
70
20
70
100
110
120
130
140
130
140
170
180
170
200
210
220
230
240
230
260
270
280
290
300
310

FOR I=1 TO D
FRINT
NEXT D

FRINT
PRINT

NEXT I
PRINT

"*“ ;

GET &

NEXT 1
FRINT
GOTO 290

PRINT
LET S=5+1

NEXT I
NEXT G
320 PRINT
250 END

G=1i TO 10

"H"iREM CLEAR SCREEN
LET A=INT(RND(1)#138)+1

LET D=INT(RND(1)#*12)+1

LET N=INT(RND(1)#*%)+1

FOR I=1 TO N
IF I<>1 AND I<>4 AND I<>7 THEN GOTO 150

PRINT TAB(A);

IF Q>N THEN FPRINT
IF <N THEN PRINT
FOR I=1 TO S00

"TRASH DODGE"

FOR I=1 TO 200
IF 3<>»0 THEN GOTO 240
"YOIJ CRASHED INTO THE TRASH"

IF R<>N THEN 270
“YOU DESTROYED IT"

"TO STRONG"
"TO WEAK"

"YOU-HIT"3Ss "OUT OF 10"

@

Line 250 tells you that
you have destroyed it.

Line 280 increases 8, your
gcore, by 1.

Lineg 270 and 280 work
out if you were too strong
or too weak, in the same
way as higher or lower
was worked out in the
Guess the Number game,

Lines 290 and 300 give
you time to see the
messagea.

Line 310 goes back for
your next shot.

Line 320 gives you your
score. (NOTE: the 8 i3 not
in inverted commas).

Line 330 ends the pro-
gram. It can be omitted,
but, if left in, must ba
replaced by STOP on ZX
machines (the ZX81 and
Spectrum).

Program 3 1is8 Race
Track. You are a car, V,
which you must guide
through the track
without hitting the walls.
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Use Z to move left and M
to move right. Those who
have VIC-20s can use the
PEEK(127) method ex-
plained last month for
smooth moving.

Hemember: LET can be
left out on Commodore
computers.

Line 10 prints the table,

Lines 20
variables.

to90 set up

Line 100 is rather in-
teresting: as we know, if
you ignore the — 1 at the
end you . would be laft
with a possible outcome of
0,1 or 2, but because of the
— 1 the answers will be
aither — 1, O, or 1, mean-
ing that the walls of the
track can either move one
square to the left, one to
the right,
same. Also, ZX owners,
don't forget to leave out
the (1).

Line 110 stops the track
going off the edge of the
screen.

or stay the’

Lines 120 to 140 move the
screen as I explained in
line 100. It is quite easy to
understand if you look at
the diagrams.

DIAGRAM 2

N.B. ZX8]1 owners will
have to insert this line:

1456 SCROLL

Lines 160 to 230 are used
for printing the wall and
the car. Look at Diagram 1
which will help to ex-
plain. The semi-colon is to
stop the cursor moving
down a line after the
print. The GOSUBs to 1000
are to get the cursor in the
right position for prin-
ting, so the right gaps are
made as shown |in
Diagram 1. N is set to the
different wvalues so only
one subroutine is needed.

Line 240 gets a key from
the keyboard, which was
axplained last time,

Line 2860 is if the key is
not Z; then it jumps to
line 280.




Lines 260 to 270 move in
the appropriate direction
(see Diagram 1).

Line 280 is of the key is
not M; then it jumps to
line 310,

Lines 290 to 300 move in
the appropriate direction
(see Diagram 1).

Line 320 inecreases your
score by 1.

Lines 330 checks to see if

you finished. If not, it
goes to line 180 for
another go.

Line 340 tells you that
you have finished
without crashing.

Line 350 ends the pro-
gram. REMEMBER o
replace this by STOP on
non-Commodore com-
puters.

Line 370 tells you that
you have crashed.

Line 390 does the same as
line 350.

Lines 1000 to 1040 are a
subroutine for getting the
correct spacing of the
walls and car. It is fairly
easy to understand, if you
look at the explanation of
lines 150 to 230 and at the
diagram.

Next month, we shall
go on to PEEK and POKE,
mainly for Commodore
computers, with the most
advanced game yet —
ASTRO-DODGE!

Attributes: Spectrum — J
Hodges

A

#
!

Program 3

10 PRINT

20 LET S=0

30 L
40 L
70 L
80 L

90 LET
LET D=INT(RND(1)*3)~-1
IF L+D<0 OR L+D>10 THEN GOTO 100

100
110
120
130
140
150
160
170
180
190
200
210
220
230
240
2350
260
270
280
290
300
310
320
330

ET M=200
ET W=4
ET L=4
ET Y=iW
R=W

LET L=L+D
LET Y=Y-D
LET R=R+D
LET N=L
GOSUB 1000
PRINT “s"s
LET N=Y
GOSUE 1000
PRINT "V";
LET N=R
GOSUB 1000
PRINT “s"
GET 1%

IF I$<>"Z" THEN GOTO 280

LET Y=Y-1
LET R=R+1
IF I%$<>"M"
LET Y=Y+1
LET R=R-1

THEN

IF ¥<1 OR R<1 THEN GOTO

LET S=5+1

IF <M THEN GOTO 100

"RACE TRACK"

GOTO 310

370

340 PRINT "WELL DONE. YOU WON THE GRAND PRIX"
350 END
270 PRINT "¥YOU HIT THE SIDE AND SPUN OFF"
390 END
1000 IF N=0Q THEN RETLRN
1010 FOR I=1 TO N
1020 PRINT " ":
1030 NEXT I
1040 RETURN
L SPACES Y SPACES R SPACES
"SCREEN [ 4 AT START FET}‘ aATSTART ‘TH a AT START "'I:Tl
WALL YOu WALL

Diagram 1
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| DON’'T MISS OUT! ‘A
' Now that you have read this issue of

Computer Gamer and you know how
interesting and invaluable it is, wouldn't it be
a crime to run the risk of missing a single

thrilling issue?

Well, you don’t have to!l

If you order a subscription to Computer Gamer
you will be assured of receiving every issue
through your letter box each month without
the worry involved in rushing to your local
newsagent before all your friends have nabb-
ed the available copies.

Simply fill in the coupon and send it in with
your remittance and sit back and wait for
thrills and excitement to come directly to youl

Bubscription Order Form
Cut out and send to:
Computer Gamer

Infonet Ltd.,

Times House,

179 The Marlowes,
Hemel Hempstead,
Herts. HP1 1BB.

Please commence my subscription with the
very next issue.

'
]
]
(]
"
B ! Subscription Rates
B (tick [J as appropriate)
'} N .
'
I
]
]
!

£15.20 for 12 issues UK ]
&18.20 for 12 issues overseas surface post [
£22.80 for 1R issues USA surface post L]
£860.70 for 12 issues airmail B

I am enclosing my (delete as necessry)
cheque/Postal Order / International Money
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(made payable to ASP Ltd)

OR

Debit my Access[] Bareclaycard [
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Your mission, now that
vyou have been forced to
accept 1t, 18 Lo rescus the
kidnapped Ambassador

Kryxix from the hands of

the evil General Zdoff. Un-
fortunately the Am
bassador is being held on
the centre of the General's
own ship, Zoff-B. This is
heavily guarded by Zoif's

army of humancoids and
robots and consequently

you will be outnumberead
and ocoutgunned. To add to
your problems you must
complets your mission in
less than 100 minutes
TYour team to complete
this task consists of the
usual collection of
murderers, thieves and
psychopaths that are sent
on such suicide missions
They are Enown collac-
tively as Enigma and con-
gist of the team leader
Zark Montor, an insectoid
called Syylk, Torik a wing-
ed humanoid, & weopens
droid called Maul, Sevrina
A& murderess and Manto
who operates the
transporter that will get

them onboard Sofi-b

FPUERL

LULCMEN

The following article
loocks at the important
aspects ol the game in
order to help you ac-
complish what would
geem to be an impossible
INiss10I1

Shadowfire a com
pletely new game system
which you must familiar-

| =X
nas

ise wvourself with if you
are going to stand any

chance of completing yvour
mission. The game
mecnanics are icon driven
by which all commanas
are replaced by a pictoral
representation of the ac-
tion (an icon). For example
the command “‘pick-up’ is
illustrated by an

icon
showing. a hand picking
up a suitcase. Similarly

there are icons for drop ob
ject and use (a {finger
pressing a button). Thesa
actions are part of the ob-
_'|€::l2:? goreen which is __IHS'..
oneg of the three screans
avalilable for esach player
The others are a move-
ment screen where the
player salacts the arrow in
which direction he wishes
to o and the combat
screen where you decide
whether your characters

ARSE AN

will hold or run
AWAY

These three displays o¢-
cupy the lower half of the
serean whereas the uppar
half always consists of th
console screen. This from
right to left displays a pic-
ture of the character cur-
rently selected, a map of
the area surrounding it, a
game timer, a message
gcreen and a mode (n-
dicator. This final area

attack.

CONS1ISLS of MIiNliature
icons, one ‘for each
character, and 1is colour
coded to indicate the cur
rent status of the
character, for example
moving, attacking,
retreating, stationary or
dead
It is important thatEuinge

you learn the significancey
of these displays as you A
will have to act quickly in
an emergency. Indeed in
order to complete your
misgsion you will have ool
keep all of your characters R THe
busy all of the time - deter
These display panals}
are accessed either from
each other or from a main Fi:
character screen by selec- BSCam
ting one of the coloured Fhow

2
B
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VDU icons

The main character
screen also shows the cur-
rent levels of the
characters strength, agili-
Lty and stamina. These are
important values and will
undoubtedly change dur-
ing the game.
. A characters strength
| determines the weight of
equipment that he can
CArTy and also the amount
of damage he can take
The characters speed is
determined by the agility
rating which will decrease
as the character tires.

Finally & characters
stamina will determine
how quickly he recovers

from exhaustion or in-
jury. Exhaustion can be
quite a problem especially
if the characters are car-
rying too much. This is in-
dicated by the coloured
bar designated by a set of
scales. While the bar is
green the character is fine
but if it turns red then
you must immediately
drop something or the
character will quickly
tire.

gince each charactr has
a4 unique set of physical
characteristice some will
tire more quickly than
others for example
Severina, whereas the
likes of 8Syllk and Maul

COMPUTER GAMER MAY 1985

should trundle on quite
happily.

Not only do the team
members differ physically
they also have specialised
abilities. For example
Severina compensates for
ner frailty by being an ex-
cellent markswoman and
locksmith, Torik can fly
and therefore is an ex-
cellent scout. Indeed
skillful use of Torik can
save you a lot of time as
he can quickly eliminate
dead ends as well as
locating the enemy. Once
ne finds them he can then
lure them into a trap set
by the two fighters on the
team 8yllk and Maul.

Both are

neavily ar
moured, strong but slow.

Zark is the team leader
and with his translating
abilities is the only one
able to speak to the am-
bassador and so persuade
him to come with you.
Finally Manto is the only
oné that can use the
transporter that not only
gets you onboard the ship
in the first instance but
can also be used to
transfer the slower but
stronger characters to the
‘front line’

Before you send your
characters into the fray
you will need to arm them
from the array of weapons
and objects that you have
onboard your own ship.
Which objects you give to
which character will also
effect your chances of suc-
cess and so you should
study the effects of the
various weapons.
Weapons subdivide into
three main groups, light,
meédium or heavy which
not only describes their
weight but also their
firepower. You should
arm Severina with a light
laser pistol as she will tire
easily and soc on. The
weapons droid Maul, if
given a heavy weapon
such as a rocket launcher,
becomes a formidable
fighting machine. Unfor-
tunately you don't have
such a weapon, so you will
have to find him one on
the ship. Before you set off
you should give the
toolkit to Severina with
which she can open any
door and the transporter
to Manto.

It is up to you how you
divide your team into
assault groups as 1 am
still to find a truely suc-
cessful combination.
oelecting such teams is
complicated by the fact
that objects that you find
on the ship will affect
your strategy. Conss.
quently, only when I have
fully mapped the ship and
its objects will I be able to
decide who should have
found what. Most of the
cbjects seem to be logical-
ly placed. For example you
do in fact find weapons in

ol
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the armoury but others
are carried by the enemy
troops. Here lies another
problem, for in this game
good weapons are hard to
take as the present owner
will undoubtedly use it
against you.

Some of the more in-
teresting objects Yyou
should look for are colour
coded key cards, to allow
you access through the
doors in the relevant sec-
tion, grenades and smoke
bombs, and a time delay
unit that will freeze
everyone on the ship for a
few minutes except of
course the holder of the
device. A particularly
useful device is a master
pass card that will open
any door, unfortunately
this is currently held by
Sky Fortress Captain
Churl, Zoff's second in
command, who doesn't
seem keen to give it away.

Zoff's forces consist of a
mixture of humanoid and
robot troops and divide in-
to three types, Marshalls,
Bquad leaders and
troopers. Logically the
higher ranking troops are
more intelligent and bet-
ter armed than the
troopers. The troopers are
generally organised into
squads and are accom-
panied by a squad leader.

These squads patrol the
outer portion of the ship
although their set routes
are difficult to map as
they will attack you on
sight. The best troops
guard the inner areas and
will home in on you when
you approach. A par-
ticularly unpleasant
aspect of the enemies
movement are triggered
events. For example, step-
ping into Zoff's cabin will
set off an alarm and you
will rapidly be out-
numbered by troops. Con-
sequently once you have
identified such events
you should pick off in
managable numbers the
attacking forces before
you trigger the trap.

You should always try
and attack enemy Iforces
in strength and if possible
from different directions.
S8imilarly only use the
retreat option when ab-
solutely necessary as get-
ting shot in the back is
generally bad for your
health.

As you play the game

nDEPIH

you will devise your own
strategy but it is impor
tant that you regard the
game ag a commando style
operation in which speed
and stealth are equally
important. Always avoid
shootouts with the
enemy. Instead pick them
off when the odds are in
your favour

Finally since you have
only 100 minutes in
which to complete your
mission you Inust move
guickly and so it is vital
to keep all of your
characters busy all of the
time. After all there are
only six of you against a
ship load of enemy troops.

It should take mosk
players some months to
complete the mission and
even then you can try dif
ferent strategies and team
formations.

When you finally ex-
haust that potential]
Beyond will be ready for
yvou. August is the planns
ed release time for the
Shadowfire softwars
tuner. This intriguing
program will allow you ta
change the characteristics
of your team as well as the
format and defense ¢
Zoff's forces. In essence
this creates a two playes
option with one of thé
players setting the shipe
defences that must De
breached by the other.

Shadowfire is
just the first in a trilogy
of games. Detalls aré
scarce about the sequel
but a working title for the
second game is loglcally
Shadowfire 2. This is to inf
corporate animated
graphics and the story
begins where Shadowfirg
ends. Enigma are back on
board their ship along
with the Ambassador and
a captured General Zoff
Unfortunately the ship
crashes killing some of the
Enigma team and allow
ing Zoff to escape. Them
the game consists of yo
trying to recapture Zoff of
a hostile planet.

Shadowfire costs £ED.09
and contains both the o%
and Spectrum versions of
the same tape.

Shadowfire was writtes
by Denton Designs, pas
ticularly Steve Cailn
Karen Davies and Iaz
Weatherburn (games
design) and Dave Col
clough (C64) and Johi
Heap (Spectrum) who dif
the programming.
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«++ / busy characters, 10 lost chords, 12 hours, 48 Traffic Wardens,
95 London Tube Statlcms 126,720 square feet of London, |
7 million Londoners.. 943 action filled screens.

PAUL McCARTNEY’S C‘U.;-Q

When the
music stops,
the mystery

begins...
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WIN an ARCADE MACHIVE

This is the second half of
our two part competition
in which you could win a
table-top arcade machine
which will make you the
envy of all gamers. There
are also 20 sets of Jetsoft's
latest computer games for
the runners-up.

How to Enter

All you have to do to entsr
this fantastic competition
ifs to use your games
knowledge to answer the
gquestion printed below
along with those seat in
last months Gamer. If you
are without a copy of our
first issue then the droids
in the back issues depart-
ment will be delighted to
send you one,

You should write your
answers clearly and if you
use more than one sheet
ensure that your name is
clearly marked on all
sheets.

Each question has a
numbear of points
allocated to it, that you
will receive if you answer
it correctly. The total
number of points up for
grabs 18 BO with 25
allocated to last months
questions. The competitor
with the highest points
total will win the arcade
machine. The next twenty
highest scorers will win
the games packs. Any ties
will be resolved by the tie
breaker cartoon caption.

Questions 1 to B were
printed in last months
Famer.

6 In which game
would you find. ...
(1 point each)
a) telephone boxes
b) giant boots
¢) musical notes
d) moon gates
e) radiocactive
seawead
7) Now get out of thatl
(Up to 20 points)
S8tudy the description
given below and apply

to describe how you would
get out of a rather sticky

| ]
N
[
. T =3 T
Fﬂ'l.ﬂ* Eﬂ?ﬂntuﬂng ml&n tlﬂ . Nam
[ ]
[ |
[ ]
[ |
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situation that you find
yourself in.

Please try to keep your
description as clear and
concise as possible and use
only the objects included
in the description below.

You breathe a sigh of
shortlived relief but then
you almost choke on the
foul stench of death. The
dragon nearly got you but
you managed to slip away
but only after giving up
all your sequipment in-
cluding your trusty blade.

The stench is coming
from a corpse slumped
beside you that was onoce
an armoured warrior. His
breastplate is now drench-
ed in blood which has
flowed through the gash
made in the steel
breastplate by the sword
that still lies there.
8trangely the pommel of
the sword carries the
same crest as on the war-
riors helmet. An aura of
magic emanates from the
sword and from a curious
black rod that the warrior
grasgps in his hand.

You are standing on a
ledge of a deep chiasm that
is breached by a bridge
which is constructed from
wooden panels. These
panels are connected to
two metallic guide lines
that are anchored secure-
1y to the ledge. Two fur-
ther lines form handrails
that are themselves
secured to the wall of the
ledge.

Your thoughts are
disturbed by the yells of
abuse from a goblin war
party that has appeared
on the other side of the
ledge. There are fifteen of
them each armed with a
deadly sword. They

Coupon

] ~ e
Send Lo

London Wl

charge onto'the bridge as
odds of fifteen to one make
even orcs into brave war-
riors. e

You must act quickly
for even though the
bridge spans 120 feet they
are alrsady halfway
acrosg. If you stand and
fight you will surely be
cutdown. There is no
retreat except into the
dragons mouth. You can
be certain that it will be
watching the narrow gap
that you had just escaped
through.

The orcs certain of vic-
tory begin to wave their
swords and spiked shields

in a defiant war ory.
Now get out of thatl

Tiebreaker

Write an apt and witty
caption to the cartoon
below as it will be used to
differentiste between any
tied scores.

Finally, send your en-
try along with the coupon
below to:

Jetsoft Competition,
Computer Gamer,

1 Golden Bquare,
London W1.

All entries should be
postmarked before May
3lst.

Computer Gamer

Jatsoft Competition.

] Golden Square,
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To me this article was the
opportunity of a lifetime,
a chance to interview my
bovhood herco, Feter
Lorimar. In those days I
could have recited the
names of the complete
Leeds team backwards

. .in Swahilill (8o could I,
Ed).

At the tender age of
sixteen, Peter was the
youngest ever player to
play for Leeds United.
During Leed's hayday in
the esarly seventies it was
Lorimar who was always
at the forefront of their
attack. Renown for his
phenomenal shooting
power, ‘‘Hot 8hot"
Lorimar must have given
the opposition goalkeepers
many a sleeplass night.
Following a short spell
playing football 1in
America, Peter returned
to rejoin the Leeds team.
A team which 1is now
under the management of
a former team colleague of
Peter's, Eddie Gray. Now
in his late thirties he
recently broke John
Charles’ long standing
record to become the
highest scoring player in
the club’s history.

Why did Peter buy a
computer in the first
place? ‘‘For the same
reason that most parents
buy them, the boys were
using one at school and
wanted one to use at
home''. Of the many com-
puters that were available
at the time why did he
choose the BBC computer?
“Eighteen months ago
when I bought the
machine it was the best
computer around, I
believe it still is. It also
seemed the obvious choice
as it is the machine used
in the majority of
schools''. The machine
was purchased from a
specialist dealer and not a
chain store, why was
this? ‘1 was looking for a
complete system. GMT
computers of Leeds are an
Acorn specialist and could
therefore supply
everything’'. Have you
ever had any problems
with the machine? ‘‘The
most major thing to go
wrong has been a couple of
faulty connecting leads,
but these were replaced
on the spot by the shop™

Peter's system consists
of the BBC miecro, a
cassette deck, joystick and
TV set. In other words it is
the standard set up that
graces most of the homes

in the country. Has he
any thought's of expan-
ding the system? “‘Not at
the moment, as the boys
get. older and they begin
to move beyond games,
maybe then we will look
into further expansion’
However, Peter's eldest
son Simon has other ideas
and is currently on the
lookout for a Commodore
64 as a second machine.
Gameg figure pro-
minently in the Lorimar
household, and the house
is quite frequently over-
run with the boys school
friends. When asked what
type of games Simon and
Jamie prferred the
aAnswer came as no sur-
prise, “S8imon and Jamie
gpend a great deal of time
playing football games,
the ones that can be
played by several people
at once’ Does FPeter
himself play any games?
“If I poke my head around
the door and the boys are
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playing any of the spats
games then I will sit dows
and take them on, but
invariably lose''.
Getting down to the
more serious stuff, does
anyone in the house dd
aAny programming?
“S8imon will guite often
sit down and write pre
grams''. Have you avel
tried your hand at tinkk
ing the old keyboard?
“The only bits of programs
ming that I have picked
up have been acquired
whilst watching oven
Bimon's shoulder when heé
has been writing. Pro
gramming seems to be s&
cond nature to today
younger generation, 1 feal
that it is getting a little
too late to try and learn i§
now''. Unfortunately
Peter is not alone, therd
must be many othar
parents of teenage
children out there who
are in the very samé
situation.
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Dungeon
Dressing

There are many books on
the market telling wyou
how to write adventures
and also an excellent pro-
gram — The Quill —
which takes a lot of work
out of programming. What
none of these products do
15 tell you what to write,
“The rest is up to your im-
agination" is their usual
stock phrase.

Anyone who has ever
tried it, will confirm that
writing adventures is
even more enjoyable than
playing them. Watching
your friends fall into your
carefully laid traps is
great fun. But what do
¥ou do if your plots are
wearing thin and you run
short of ideas. The answer
is to read this column.

We intend giving tips
and ideas on how to pep
up your scenarios. A trap
of the mouth. Different
locations. A mythology of

But we need
help from you. Maybe you
have an idea that doesn't
fit into your current
plans. Perhaps you have a
great idea but don’'t know
how to continue it. Or

mongtars,

what about that
marvellous room of yours
that caught out all your
friends. Why not drop us a
line and let us know.

Here are a few ideas to
get you going.

Statues

It has been my experience
that a statue causes in-
tense speculation as to its
purpose. I always used
them when playing
Dungeons and Dragons
and they can be used ef-
fectively in an adventure.

There are two main
places to put a statue. One
is in a niche in a wall, the
other is in the centre of a

COMPUTER GAMER MAY 1988

i

multiway Junction.

Amongst the many

possibilities are:

— The statue turns and
points down one of the
corridors, perhaps
toward the nearest
treasure, the nearest
troll or totally at
random,

— The statue emits a
loud shriek and at-
tracts a goblin war
party.

— There is a secret tun-
nel wunderneath the
statue.

— There is a scroll hid-
den in the mouth of
the statue.

— The gtatue is a former
adventurer, turned to
stone by a lurking
Medusa.

Atmospheric
Adjectives

Here is an easy way to add
to the atmosphere of your
storyline, without having
to create extra objects or
locations. As well as
describing what the
player can see, also tell
him what he can hear, feel
and smell.
6g. You are in a large
limestone cavern.
There 18 a slight
breeze coming from
the north and you can
hear the constant
drip, drip of water as
it splashes over a
small stalagmite.

Always describe objects
as fully as memory allows.
You don't just find a

sword, you find a long,

rusty sword or a broad
sword with a beatifully
worked pommel. A few
well chosen words will
create a much more vivid
image in the player's
mind than a graphic
adventure ever can.

ADVIVITRE
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A look into the world of
computer adventures by

Marion Champion.

Hello again. Last months
issue concentrated on
gtarting out in adven-
tures for beginners and
helpful starting hints. It
also. contained some
reviews for the Spectrum.
This month I will fill you
in on what's happening
currently and provide
some reviews for BBC text
adventures.

Now that the adven-
turer market is becoming
s0 much more com-
petitive, incentives are
being offered to would-be
buyers. The completion of
an adventure game now
may mean a prize 1is
awarded, ranging from a
certificate of competancy
in the adventure for the
winner to an actual prize
for the first player to com-
plete the game, provided
that they write in with
the proof of course.

‘Proof?' you may ask
yourself, how can you pro-
ve that you have complated
one hundred percent of an
adventure? Well for those
of you that have never
completed an adventure
before, the writers usual-
ly incorporate a code
word into the end se-
quence of the game, as

b el

weall as lots of music and
flashing light to celebrate
your sueccess. You will
probably need this code
word or code phrase to pro-
ve that you have won.

Play by Mall games
have been on the scene for
a while too. These are
adventure games which
you play by post as the ti-
tle obviously suggests.
You pay a fee to join and
subsequent fees per turn.
Naturally playing by post
is guite slow but it does
give you the chance to
think, without having to
gtare at a screen. It also
can work out very axpen-
give. The solution to this
is to play with a group of
friends and split the ex-
pense between you. SBome
of the play by mail games
provide for this in that
you and a team of other
players compete against
teams all over the country
until you get knocked out
or even win.

Please write In with
your views on play by
mail games and anything
else mentioned. I'd love to
hear from you and your
letter may get printed.
The address is at the top of
the page.
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Letters

A couple of letters have
come in from successit
adventurers who have
gent in their solutions
the games. Congrat
tions to both advent i

Well 1 hope these wers
of some use. Do write in
with any problems you
may hawve found. If I can-
not help you then I'm
gure a plea for help from
this page will bring som
results.

L]
¥



Dear Marion

I can help with ‘Pirate’s
Adventure.' I've com-
pleted it.

When you set sail from
the beach to treasure
island, take the parrot
with you and leave it in
the monastry, it will drive
the snakes off. Then you
can take the second and
last treasure back to the
London flat. Don't forget
to “leave’” the treasures
before typing in S8CORE.
Alexandra Allende
N.S.W
Australia

Dear Marion
I have finished Virgin
Games Strange Loop. Here
are some tips on how to
complete it.

When in the Jet Bike
Room ( ,E) fire continually
at the block in front of
you. The charge will re-
bound off this on to the
one above and then off to
the left. After this has
killed the swarf the Jet
Bike will fall down. Col-
lect the bike and then
move to room (X,J).

Here collect the ‘eye
shades' then proceed to
the reactor. Stop on the
bottom of the reactor and
wear the shades. You will
see several spheres
floating above you. Use
yvour diagonal fire to force
them into the reactor.
After killing all the swarf
move to the robot. It will
give you a ‘flash light',
Then move to room (A, A).

Dismount Bike and collect
8 credit piece. Mount Bike
and move into room (A ,B).

Dismount and move in-
to room (A,C). Collect the
attractor in the bottom
right hand corner and
return to Jet Bike. Move
to room (Q,B) and collect
oil. Be careful of the com-
puter, because it kills you.
After you've collected the
oil move to room (T,C).
Give the oil to the robot. It
will give you an 1D card.

Move the yellow patch
in the room and collect
the chip. From there go to
room (M,B). Here there is a
sign saying ‘Mind the
Step'. Flace yourself
underneath this and
move down. Then on to
the medical centre (L,A),
the robot in the medical
centre will patch all your
leaks and give you 88 pat-
ches.

Give it the B credit
piece, it will give you one
eredit change. Then move
to room (M,C).

Collect the silver ring
in the top laft hand corner
of the screen and then
move to the Vendromat in
room (K.,G). Give the
machine the single credit.
It will give you the Hex

spanner. Use the Hex
spanner and dismantle
the Vendromat. It will

give you 2 single credit
pieces. Then move to room
(A.J). Use the attractor to
draw the ‘minor key’
towards you. Then move
to room (B,I). Exit Jet Bike
then get into the teleport.
Use the minor key and
you will be teleported to
room V7. Use the flash
light then shoot all the
swarf before the
regenerate. When this is
done you will receive the
coloured strip, the Rain-
bow card and the Spectra
code. Back to the teleport
and again use the minor
kay.

Mount Jet Bike then
move to room (I.J). When
in the anti-chamber use
the ID c¢ard to stop
yourself being shot. Then
move into the control
room: give the robot the
chip. Then use the silver
ring and move up to the
top of the screen. Move
underneath the 2nd code
from the right. Use the
rainbow card. The room
should start to fill with
dials, indicators etc. When
this happens you have
finished the game.

David Love
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FLINTS GOLD

BBC
A Text Adventure bY
Micrograph

The skull and crossbones
provide a very apt warn-
ing to the start of Flints
Gold, an adventure of
treasure and piracy on the
high seas. Be prepared for
the skull and crossbones
could soon be your fate!

Oh what a preity
pipehorn you think to
yourself as the music
begins to play as the pro-
gram for flints gold 1is
loading. The music, which
has a certain air of 'Cap-
tian Pugwash' about it,
plays throughout the
whole of the loading se-
quence with the exception
of a break in the middle
for a short burst of im-
pressive sea shore sound
affects.

Then follows a short
scenario describing the
story behind the game
which tells of your
previous life as a farm
worker whose mundane
existance 1s lightened by
the chance of an adven-
ture on the high seas. You
hear of the Ilegendary
Flint's Gold and of the
map that will lead you to

it's place of burial. You’

begin the adventure on
land, (you don't actually
spend much of the adven-
ture at sea anyway), fer-
reting out clues until
finally the whole jigsaw
comes together.

ADVINTURE

On your search for the
legendary ‘Flint's Gold’
you follow stories and
tales that you have heard
which lead you to the land
of bloodthirsty pirates on
the Spanish Main. Danger
is ever present, but can be
avoided with a little
forethought.

Surprise graphics and
unexpected sound effects
spring out at every turn,
stunning you for a few
moments into temporary
paralysis. (Indeed you can-
not move until the
grpahical or sound se-
quence has finished).

Flint's Gold is a highly
exciting adventure game
for the BBC by Micro-
graph. It takes quite a
while to master it but the
puzzles are original and
prove taxing. The Flint's
Gold adventure seems Lo
have been losely inspired
by the story of ‘Treasure
Island’ by R.L. Btevenson
and a few of the
characters in the adven-
ture are taken out of the
book. Long dJohn Silver
plays a very large part in
finding the location of the
treasure and Benn Gunn
pops up at least once, but
although he may have
lost his incredible fixation
for cheese he is still ob-
viously a fan of the dairy
produce. Captain Flint is a
nasty plece of work in this
adventure and his spirit
is out to get you.

The program 1is very
conversational and the

o
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replys are punctuated
with "AYE AYE MATEY'
and 'OK JIM LAD' and all
the wusual piratical
‘Bumpf’ that you find on
the high geas. Anything
that springs to mind at
the merest mention of
pirates has been included
in this fantasy adventure,
parrots, rum, wooden legs
and crocodiles to name
but a few. ‘Yo Ho Hoand a
bottle of rum’ is all very
well but don‘t drink too
much or you might regret
1%.

You start the adven-
ture on land, in a street
somewhere near the
docks. As you wander up
and down you come across
sailors, taverns shops and
éven some money. Your
initial wanderings (as I
found out much later on
in the game) are liable to
either win the game for
you or lese it from the
start. An essential piece of
equipment can be lost
without warning at the
bedinning of the game,
but that’'s all the clues
you're going to get from
mel As you continue your
travels you will find a jet-
ty with three ships tied
up alongside., Which do
you chooge to board for it
is certain that although
one will take you to pro-
mised lands of treasure,
danger and adventure, a
voyage on the others will
lead to certain death, who
knows?

An excellent or even
‘Swashbuckling' adven-
ture as the description
says. 1 enjoyed every
minute of it. Flint‘'s Gold
costs £B.95 on cassette
and E9.896 on disec.
Definitely worth buying.
One last word however,
beware the crocodile, he
looks wonderful charging
across the screen but this
is one character that you
definitely don't want to
meet.,

VAMPIRE CASTLE

BBC

A Text Adventure by
Micrograph

Vampire Castle begins
with haunting organ
music played throughout
the loading sequence,
very different to the
Hornpipe in Flint's Gold.
Whilst loading is being
completed and the music

is playing, a large green
skull with glowing red
eyes sits glaring at you
from one end of the
screen. After a while.the
music diminishes in
volume wuntil it finally
dies altogether. But it
returns at full volume the
minute the program
starts running. It made
me jump out of my skin
but I suppose that was the
general idea.

The insert card
recommends that you
play this game with all
the lights on due to it's
rather frightening con-
tent, so it is obvious that
they are out to scare you,

The scenario tells of
peace loving villagers liv-
ing in a valley somewhere
in the remote part of the
countryside.

But one day their peace
was disturbed and they
awoke to find someof their
sheep and cattle
massacred. The traps they
sat were naver sprung and
they constantly hunted
wolves but to no avail.
Then one of the villagers
mysteriously disappeared
without warning.

This disappearance ter-
rified the villagers and
they searched everywhere
to find the missing person
but had no luck. That
night eerie organ music
penetrated the village and
blood curdling screams
were heard. As they rush-
ed out into the night they
glimpsed a shadowy
human figure making its
way toward the derelict
castle.

Count Dracula had
returned to spread evil on
the land and suck the
blood of the wvalley dry.
You volunteer yourself to
€0 and rid the village of
this monster. The adven-
ture begins.

You find yourself out-
side the castle. Getting in
is surprisingly easy but
once inside I can assure
you it is no picnic. You
must always be ready to
read between the lines
and to solve the clues that
yYou are given. Use your
common sense and you
will realise that since the
game runs on a time prin-
ciple, some tasks will have
to be completed at night
and otheres during by
day. The passage of game
time is determined by the
number of moves you
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make and every time you
pass a big clock you will
see displayed the numbes
of moves left till mid
night. When midnight &
rives a large bell will aps
pear and ring very loudly,
You then fall asleep.
found it very strange that
when I played the game
the bell rang for midnight
no less than three times
but the sun rose only
once, well I suppose that
adds to the peculiarities of?
the game.

Sound effects frequent-
ly punctuate moves here
and there and graphics in-
tervene every so often too.}
Both the sound -effects)
and the graphics are
highly original and very
entertaining. Organ musig
reappears here and there
too and when you dis &
very appropriate gquick
rendition of the funeral
march fills the air as a bat}
swoops around trium-
phantly since you have
failed in your task.

Dracula is a rather
shady character who I8
never around and surpris-
ingly you mnever even
catch a glimpse of him un-
til the very final section if
the adventure (if you get
that far). That is also the
part of the adventure
where the sun rises and
you gee the light, (to coin
a phrase).

Even though you hard-
ly ever see Dracula, you do
find an awful lot of his
servants positioned
around the castle, were-
wolves, bats, guard dogs
and even Igor. The
Elephant Man turns up
for the party too, rather
out of place if you ask me
and God knows what he
has to do with Dracula.

Before you start you
are warned of ‘FATES
WORSE THAN DEATHI,
enough to put anyone off
such a mammoth task as
this, but we all have our
crosses to bear and this is
yours. Of course to kill
Dracula you will have to
know how to kill a vam-
pire, but this is generally
common knowledge
ANYWAY.

Vampire Castle is an in-
triguing adventure game
from Micrograph which
costs £EB.95 on cassette
and £9.95 on disc, Full of
original puzzles and rid-
dles it makes for excellent
playing. Very enjoyable.
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SIMPLY CHEAPEST SOFTWARE

CHECK THESE PRICES

SPECTRUM
Bruce Lee
Moon Cresta
Everyones a Wally
Gramlins
Dragon Torc
Grand MNational
Brian Jacks S/Star
All ultimate games

BARGAIN SOFTWARE

(Dept CG1)

RRP
7.85
6.95
9.85
9.95
7.95
6.95
7.95
9.95

14.85 3.55

Super Pipeline Il 8.90

Spy Hunter 7.95

Tapper 7.95

Skool Daze 5.95

Formula One 7.95

World series

Baseball 6.85

Death Star

Interceptor 7.895

Wizards Lair 6.95
PRICES SMASHED

Valhalla

Greatl Space

Race

1485 3.55

CBM 84 RAP
Gremlin 9.95
Impossible

Mission 895 6.75
lce Palace 7.95 6.25

Brian Jacks S/Star 895 6.55
Super Pipeline Il 995 7.25

World series

Tir Na Nog 995 7.28
Broadstreet 795 6.25
Slapshot 895 6.50
Archon 11.95 9.95
One and one 9495 7.95
Pole position 9485 7.50
summer games 14.95 10.25
Alrwolf 795 599
Baseball 795 6.25
Gryphon 795 579

Ghostbusters 10.95 8.25
Conan the bararian

14.95 11.95

Super Huey 11.95 9.50
Lords of midnight 9.95 5.99

MEGAHITS
SPECTRUM/CBM &4
rec. price £20.00
our price £10.00

10 MELODY COURT, STONEHILL ROAD ESTATE, LONDON W4 3AW
TEL: 01-995 2763

[f an advertisement
is wrong were here
to put it right.

If vou see an advernsement in the press. in print,
on posters or in the cinema which you find
unacceptable, write to us at the address below.

The Advertising Standards Authority.
ASA Lud. Dept 3 Brook House, Tomngron Place. London WC1E THIN
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Available on the MSX.
Order from your local
dealer NOW.
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SPECTRUM
Game RRFP
Craley Thompson .........5.90
Beachhead .... 7.85
White Lighining. I T L
Sherlock Holmas 14.85
Knighta Lore .. 18-
Undarwarde 2.0
Lords of Midnighi 895
Doomdarks Revenge . ..... 885
Combat Lynx .. 7.485
Dark Star Rl
Star Strika. ... A 1
Duasimodos Rev. ... 6.0
Tri Ma Mog ...B.85
Airwall ... e L o B8
Match Day .. L
Monty 18 InnoCent 585
Tachnician Ted ... B85
TRERON . ... = walH0
Great Space Race cae. 1485
Aam Turbo Interface ]
Gift of the Gods __..... 555
Ghostbusters &85
Hgroas ol Khan 5 50
Alian 8 : 335
Project Fulura 6 65
Evaryonas 8 Wakly 095
Bruce Lae ...... 7.08
Tapper T.85
Dukas of Hazard 6,95
Emarald Ishe s e s
Spy Hunier . . . : T.85
Sam Stoat ... ..6.85
Shadowlire ... ....-.......085
Spy va Spy .. B85
Grand MNatkonal .« BLBO
wWorld Sores Basoball .. B6.85
A day in the life, 585
Deathatar Intérceplor ., ... 7.85
BBC/ELECTRON

Combat Lynx . - B85
Arabian Mights : a0
Sabre Woll (BBC only) . ...B885
Mini Office (aithor

maching . ..... LWL
Elte (BRLC) 14 .85
Elite {Elaciran) 11.85

ZRE
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COMMODORE 64

Gamea RAP
Super huey . . w0 11,85
Emerald Isla 6.85
Ghostbusters .o 10.95
Taled of Arabimn MNights | .. 7.00
Heachhead ... . 0.a5
il of Karnath 235
Tapper .. 8.as5
Spy va Spy cia B B5
Braakfaver L0
Combal Lynx . B85
Iimpossible Mission .. 8.85
Lords of Midnight B85
Shap shot R8s
Shadowlira B85
Shades r.a5
Brian Jacks T.85
Tri Wa Nog .5.85
Aol ' 7.95
Hobbit {Disk) 17.85
BT, i 14 .85
Ciphaid 9 8.95
klega hits 18.85
Grand Maliomnal L
Moon Crasia .85
World Series Baseball 785
AMSTRAD

Datey Thompson's

dacalntion 845
Dark Star. . .85
l-:ghrnr phlol B85
Jat Sot Wiy B85
Mirit Orfice L5485
Chopper Squad 800
Heroas of Khan . .5.D0
Jowels of Babylon . 6800
Fores! at World's End 600
Habbil 1485
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Al prices include PEP

Quick Shot §l only £8.99

Pleage note il our order excesds £50 you
get 10% further discount. Send chequa
PO to

GOODBYTE (CG). 94 Leather

Lana, London EC1. Tel: 01-
404 4245,

@as NmD

R83

*Danoles special oflér while stocks last

TI-99/4A EXT

FEATURES

Takee off in Silo. Flyng nto Oebit. Orbital

Space Flaght. Lats of infra red gauges

Wiew ihrough comopl wndow when tying

N oSpace. Satelivtes that grow from a
speck inio detailed craft. Full Sound
Joyahiek ar Keybapd
The most Athantic Flght
Sirmulation game for T1 on
Cassabis

£8.95 Post Free Sent by return

Accoess by phong Ted DSBOE 4726

INTRIGUE SOFTWARE
CRAMNEBROOK ROAD
TENTERDEN, KENT, Th30 8LW

Trade enquiriea
ring 053B0B 4728
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BACK-UP PROBLEMS SOLVED

Enabies the quick and easy creation of back-up copies of all Turbos,
DCLY Dual M'Code, Data Files, etc. Il your program can be loaded it will ba
Dainsetie transierred exactly on a second datasotte. Does nol require software
o modifications to your computer
P N ORDER AS DCLY
Price £10.00 (CBM &4 & VIC 20) J
DCLs Audio Enables back-up copies 1o be made on 1 of 2 audio cassatie reconders
oar on | second datasetie. Like the DCL1, it will transfer any program
Aecorder that can be loaded, Do#s not require softwane or modificalion 1o your
interlace compuber ORDER AS DCL4
Price £10.00 (CBM &4 & VIC 20)
Trigsoft, originators of dual casseite inlérfaces, Now offar you a
Special Aasetl wnit for only £1.00 if purchased with a DCLY or DCLA. Offer
Offer gnds 1 July 85
ORDER AS DCL1/AESETY OR DCL4/RESETH
CVCopy Tape |desl for anyone with only 1 Datasstle and no Audio Recorder, it will
Back- tranafer program4 from taps 10 tape or 1ape 1o disk, menu drnven with
" prompis ORDER AS CYCOPY
Program Price £4.50 (CBM &4 only)
s
This Reset unit plugs inta the CBM 64 or VIC 20 allowing reset without
Ressil arasing your program, Full instructions included so that most bagic I
and M/Code programa can ba recovered
ORDER AS RESET1
Price E3.00 (CBM 64 & VIC 20)
MEX Printer Cabla
MEX Expansion Connector/Cartridge Adapiar
Other Scart Video Conneclors and Léads
Producta Audio Lavel Mater for MSX, Spectrum, #c

Send SAE siating maching and reguirgmenls
Fast loading cartridge For 1541 disk drives and the CBM 64

ORDERING: ALL PRICES INCLUDE RECORDED DELIVERY & ARE

We will refund your payment lass posfags if any hardwarg ram i§ I

EULLY INCLUSIVE {overseas add £1.00)
All Hardware I8 Guaraniesd for | Year

** 10 DAY MONEY BACK GUARANTEE *°

refurned undamaged within 10 days.

Send to TRIGSOFT Dept (CGA),
161-163 Rutland Street, Grimsby,
South Humberside DN32 TND
Tel: 0472 48304

If an advertisement

is wrong were here

to put it right.

If you see an advertisement in the press, in print,
on posters or in the cinema which you find

unacceptable, write to us at the address below.

The Advertising Standards Authority.
ASA Ltd, Dept 3 Brook House, Tornngton Place, London WCIE THN

MEGASAVE FANTASTIC SAVINGS

SPECTRUM
Kong Strikes Back... 5.90
Allgn B ..vrasaanaan 8.50
Skooldara..... . 485
A SI0RL . coairene T
Shar Striks .. 4.95
i Dam TroubM. .. 585
T [ =] | [N L95
Undarwurida .. B 50
Knight Lora. . B.50
Doomdark's

Revenge ...... 8.50
Combat Lynix . T.85
American Foolball... 8.50
Ghost Busters., 8.75
CREOOW FIB....eneesss 8.50
Woarld Basaball........ 585
Fombia Zombia 5.8B5
Sabre Wull......o000e--- 25
Beach Head....... o.55
Lards Of Midnight... 8.50
Football Manager ... 585
White Lightring..... 12.50
Dav-Pac 3. 10.50
Taswaord il = 11.75%
Path Flight 737 6.85
Brian Jacks T.85
Gremlins 8.50
Day in the lifa 585
Kompiax e 8.50
Wizard Lair. ... 5.85
Gyron 8.50
Formula 1 . 6.85
Girand Matlamnal 585
Stay Kool 5.85
Faniastic Voyage 585
Chocey EgQ . 5.85
Confuzion 5.85
Dragontore .85
Mighty Magnus 5.85
Mega hits ceeees THDD
Mindar 8.50
Starion .. &.85
Rock n bolt . 6.85
MiTs A8.50
Franum goas 10
Hollywood | 8.50
Swords + Sorceny B.50
Automan . Y .
Rocky Horror Show , BL.TS
Buck FlEIgEIFE _6.B5

Postage included UK. Please stale which micro. Fast Service.
Send cheque/PO to: MEGASAVE, Depl. CG, 76 Westbourna Terrace,

Moon Gresta .. 588
Hampetéd.......c....... B.50
Match Day......c... 6.85
Blun Max eee. BBE
Gift from the Gods .. 8,50
Hunchback 11 , 580
Monty's Innocant..... 5.85
Daath Star . 8.85
o, ) o] | [ .. G.BS
Raid over Moscow ... 8.85
Everyone's a Wally .. 8.50
Duka's of Hazzard ... 5.85
Software Star .- 585
Technician Tad 4.95
Brinn Blpodaxe....... 6.85
Project Futluns . 6.00
Alrwalf . . 5.50
Quill 11.25
ilistratar. . - 12.50
Emarald isle .. 5B%
Buggy Blast......... .4.95
Toy Bazarre. .6.85
TR e i doesnnn smsaas 6.85
Spy Hunber 6.85
Bruce Lea .. B.85
Subtecransan

Striker %85
Sal Ald.. ,4.55
Flak .. s E.BS
Qulck Shot Il plus

intarface. ....... 18.50
COMMODORE
Kong Strikes Back... 690

Conan the Bar barian .50
ZExuan B.TS

Drop Zone ... B.50
Master of the Lamp . .50
AlMAazez ... .. B.50
kdama Llama .. 8,50
Brian Jacks L
Gramlins .« 5.50
Fist Full of Fun 8.50
Rockael Ball 6.85
Mega hits 1800
Pipaling | .19
Grand Mational .. E.BS
Alr Wall 685
Pit Stop .. T8
Archan B.50

London W2.

Front ling 585
Flyer Fox.... . B85
Gandal ... .. 8.85
Jouste ¢+ o505
Ciphoid ... 050
Pasl Findear , B.50
Rick ' Holt B.50
BI/TS i6.85
Acquim rager ... .q-q 8.85
Mumic Studio ......12.50
Bounty Bob ..:.-... B.50
Skull tsland . ... 12,50
purder Water Front 12.50
Confuzion . ......... 595
Frankee [# LA h ] {a}

Hollywood ..... 8,50
Hollywood Blagger . 7.95
Gihiost Busters. ... o .50
G vy reQards....... 6.88
Do o IR, L oases ..0.50
Bungeing Bay.....-.. B0
CHODMNBE . ..o secasnbnnis B.50
World Basaball.. .. .85
Quo Vadis ... B.75
Everptre s 8 Waity, B.50
Clift Hangor e BBS
Foolball Managar ... 6.85
Beach Haad ..., B8.50
Pola Poasilion B.50
Emarald lsa.. 5.85
Slap Shot ... e TB2
Softwane Star......... 5,85
Tri Ma Nog 8.50
Shados T T.a5
Giryphon iEa a0
= i T.B5
impossibla Mission .. T.85

Knighimans

Lords of Midnight....

AUl omaan
Stella T A
Buck Rogers..

Soft Aud Sk
Up ard LHOWD ..o
SUpar Huay

Dough Boy ..
"nll;-|:11-g4|

PECIman..

Mr DO

Dig Dug

Dark Tower

arpEeeoEamEoE®
SEBEB853RREREE

TEXAS CARTRIDGES

MUMNCH WMAKN

VIDEC GAMES 1
BLAGKJACK & POKER
HUNT THE WUMPLES
ATTACHK

BLASTO

TOMBSTOMNE CITY
ALATING
TI-INVADERS

SOCCER FIVE A SIDE
VIDED CHESS
ADVENTURE /PIRATE
BEGIMMING GRAMMAR
ADDITION SUBTRACTION
ALIEM aDDITHOMN
EARLY READING

Ak MEMOHY

CASSETTES

THE COUNT (TEXAS ALV

p 12 PAGE CATALOGUES 50p

INTRIGUE
SOFTWARE

TI-99/4A SPECIAL OFFER

CASSETTE SOFTWARE

P4 85 ADVENTUREMAMNLA b £3185
£4.95 BAAMNLA B E355
£4.85 ATLANTIS b E3ASS
Cd.0% [.5.-.,_|||_|'_‘:|EFL-'MHMEFIELD | ] 295
£595 DADDIES HOTROD b E385
E585 WHUNCHBACE HAVOC b E£385
E585 HOMKY WARLDOCK b E3BS
585 TROLL KING o] E3. 85
B85 ROBOPODS b ELSS
E785 VIRGIMN FUN PACK 3 b E250
ET85 QUASIMODD HELP ab  E£395
£785 NTRIGUE PENTATHLOMN eb E£395
385 (QONEL & LADDERS eb £385
E385 (CRATY CAVER sb 305
E395 BATTLESTAR ATTACK ab £385
£5685 SNOUT OF SPOUT sb €395
C48.00 QUICKSHOT 1 TIVE ASIO E£13.70

CASSETTE INTERFACE £5.00

o8 &0 JOYSTICK INTERFACE £3.00

OADERS SEMT BY RETURN POST
SEND POCCHEQUES PAYABLE TO
INTRIGUE SOFTWARE, CRANBROCK R
TENTERDEN, KENT, THID &L

LIMITED OFFER ORDERS RECEIVED
AFTER 30th APRIL WiILL NOT APPLY

software for
computers of the future

AVAILABLE FROM ALL GOOD
WHOLESALERS & DISTRIBUTORS

TERMINAL SOFTWARE, DERBY HOUSE, DERBY STREET,
BURY BLS ONW. Tel: 061-761 4321
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m rush to join our great readers
club is on! Indeed at one stage it
looked as if the demand for member-
ship would be too much for our
droids to cope with. However, we fit-
ted them all with extra arms and
WI': ready for your application.

When you join our FREE club you
will receive your membership card
and Computer Gamer sticker as well
as the club’s own newsletter, FREE
EVERY MONTH. Each transmission
will contain exclusive discount of-
fers along with all the news and
reviews that is essential to lﬁi
serious gamers.

If you think that this all too M
to be true — just fill out the !W

below.

) ===

All you have to do is fill in the following gquestionnaire
(to help us identify your particular areas of interest)
and send it to:

Reader's Club

Computer Gamer

Argus Specialist Publications Limited
1l Golden Sguare

London W1R 3AB

Do not enclose any other correspondence
in the envelope — ONLY your application.

BRI o b voawan v wiasaieinn um e eleh wee ae eaEe eeE aE

.............................................

BOUREE T DEBOE . . o o oin in s 0y s as 6o ess 54 6s Cos
YOUR MAIN GAMES INTEREST: ARCADE/ACTION . . ..
ADVENTIURLR....:isescassstssosrrns
PRI IINEE s i i a aarhiata s el e el kR
BIMULATIONSE. . . . . iciovacssnsnsianil
OYHER (BRPBCIFY).....cccovrssirnsns
WHAT COMPUTER MAGAZINES DO YOU BUY?.......

--------------------------------

--------------------------------

llllllllllllllllllllllllllllllll
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it's easy
to complain
about

advertisements.

The Advertising Standards Authority.
H an advertisement is wrong.we're here to put it right.

ASA Ltd. Brook Hrsse Tormngton Place. London WCIE THN

Atari hardware

and
discount prices. For furtker details send S.AE. to.

CHARNWOOD GAMES

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

SPECIAL DEAL FOR ATARI
400 / 600 / 800 OWNERS

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

OR

BUY all the latest software litles at best possible
prices. (New releases available direct from U.5.)

modems now available at

# & & SPECTRUM + + =

RAP FHICE
Brockbusis TS BD5
Eieia 4% 1200
Amaras Foosha e .00
Boulde: Dirth -] LY
Bruo Lk 795 640
Jgwaly of By 500 4.5
Alips 8 .5 T.50
Al L B 3.05 b5
Disaty Se imbproapior 19 &4
Zamon 78S 595
Aic At 550 3IW
Mgy 65 65N
FighterPice 18 582
wang Sankes Bas W 4N
Hodhm MR 1100
WizardsLee L %80
Chequersd ieg 598 5.20
W mner EG5 5,20
Dragontst 8 64
Salecl 2 & 10,50
Grand Natsal £.95 5.55
(ireal Space Race 14 5% 499
Align 7.95 800
HEmpetoad §.95 T.25
Night Direves L84 4.5
Backgumemss 555 4.50
Avaloh 1.5 5 0%
Cyeione 69 450
Brebes T.55 B.25
Spata Shutte T# 685
Sysbem 1 5000 395 &.50
Testmaich 555 4,50
Fhighl Sermuaton T84 .40
Snocket (Wrkoad) LK1 -]
Sheve Darves Srgci Fes 408
Pacmiks e 6.04
(ifgansGold .90 450
Fastbal Maras &35 5. 500
A Dy B Lo £95 550
B Trathip Conl 955 b=
Je G Wy L 95 d &5
WO e 5 05 445

w & BEC & & &

il prec iiner (-] 150
Etibe (CEEs ) IR . P50
Faommnll Mgt T8 LR ]
SabineWod i 150
V=Gt [ Page) (LR T AR
Vu-Fim|Peoa e 119
Hulu 795 5.75

ALL PRICES INCLUDE P&P. EURDPE ADD 50p

ELSEWHERE ADD £1 PER TAPE CHOLP.D. TO:

SHEKHANA COMPUTER SERVICESICGI653 GREEN

& & & DOMMODORE » & &

ARAP FHIEE
Ghirs iy loes &850
Seecide Frpress 795 5.5
Direlbs 95 B35
Serbingd B s 850
SAng Pouug 305 1.0
Tir ba e 9.9 150
Tk of & EEein NGHEY .00 5.0
BiEartses 3 659 B
Sola g 14 5% 12 00
Dwain Star inlmroephod 355 1.50
Bruce e T .
HATD Commangsr g 200
Spithrgdoe 995 7.50
B Shbet I.99 B2
[t A WSy e &.00
HavoE P ] T.50
ArcipEtE T4 £ .50
Al Levi LE ] e
TLL 780 5.90
Kangkra 'l [ -] i
Zarenn % 95 F- ]
Summe: Games Wes 11Th
[ EL A 955 .50
Shi o ]
Topap | ¢ s k94 - .|
O i e 9 B2
AT L e T - T.50
Skt ol Kpregm 0% -
Bl urMtgs 5 T.50
Tapge: 545 T.50
ElifsiE 14,85 12 .50
Traghmen Tas 595
Ciltrange 7%, Al
Mt Winge T.05 LR -
Diwtiy TROESac Daitfiias 7as 57
Serabbly 18 10w
Fagrner Pazt 2.9 150
Slap Shot 5 T80
Thi vl Dl T.85 400
Yalhaka 14 58 1100
Bistkhgany 756 5.B5
Amprican Faotial 795 .50
Sy Hunbil ] 500
BRSOty 12,95 15.75
Wonid S Basabad T B.95
FiattuledFen g8 A00
Chaded [ &1 T.50
Pitean i 400

SHEKHANA COMPUTER SERVICES

o s COMMODORE sss

ARF
Sl | 1249
S Sy 595
Briiied Tipg s .95
R &85
Kongs Rrvrge +
Breas Bperr i
Comba Ly B9
L nd (v 593
Ao Racer T
Congn Bangn 3485
(5 NSl 7.9
Cad Coen Wermie L =3
F 15 Sirna Eagin 14.85
R o B g By LR
Sl She Sy LR
Irripon e BB L L& -
Cagtig ol Toiror 885
Hunchdb T80
Milchposrd 7.85
Flak LR
Gresibiters i D) 9,99
Eenpeie o Kt 7,00
Gy s 1 5000 14.85
Imerateeg’ Focthall |RIOM 14,56
Colowtus Créut ¥
Oiuet o Tirna .55
ol S Wiy T &
Frrt Mporppre 5.5
Rl AL b B0 A.55
Sarpninem g 1.85
Deertey Dy I
St o B T%5
Pom Poslign a8
Bl ey 088
Aramyth (Head Mignmani] L R]
sns COMBMODORE 1A PLUB 4 ¢o=
Cranyiion 6.9
1B Pt 4 Sraetar Pack 14,05
A g 8.55
D Tt Train 6.54
Rioitier oy 505
{inyroopuat 6.94
CldGamespack | 42 5.55
Tughi Path iS5
Gzog .55
Pertmiy ! Do B¥
SN 1.8
argan Wi 685

T.50

£2% sEs8888

&M S e

5.75

SIS CE RS TR S SRR R TR R RN E R N 0 R0} u“ EEEERAAEABANPERAR RN R R R R R R R R RS EEE

COME ANDSEEUS PERSOMALLY AT “MARBLES SHOPPING CENTRE"

UMNIT11,527-531 OXFORDSTREET,LONDONWIR 1DD

ABOVEDN

1 MINUTE FROM MARBLE ARCH TUBE STATION)
UNTS APPLICABLE ONLY ONPRODUCTION OF THIS ADVERT

LANES, LONDON N8 DOY. (MAIL ORDER ADDRESS FURTHER TITLES AVAILABLE FORALL MACHINES, ATARI ELECTRON, MSX, VIC,

& & & SPECTAUM & & &

RAF PIHE!
Ghosibusers 9.55 .50
Hnighi Lome 855 1.50
Ungereurds 595 1.8
Dsiey Thimp Decasvien & 80 455
Mgl cratay .95 404
White Lighinrg .58 128
Izt CPpll 655 5T
Bupgy Bl 595 455
Fetryora AWl ER T.25
Trashman LT - 4 45
Matchport 1.55 5.50
Tacrrecan Ted 595 4.45
Edde Kigd Jumg T 5.05
[Diari Sasr P 5.85
Shar Sirdey R - i 45
Sam Soa i &5 .50
Hunchbafk Bl A ] 525
TirNENog 955 [
Arwall L] 5.20
Pylamarama 585 500
B blax Tes 6.50
Pow Poption res 6.1
[P i Nderiom 195 B.4d
‘Wnrd Cag Famtul B5% 5%
Prriwil 1 - 8,50
Wkl 17 39 .50
Gum ol B G 395 T.50
KiingFi X L
Propedt Futuré [ 1 -1 526
Spiderman 5.85 .50
Maric Wines 5 425
Cyclone 595 i 45
Baachead .55 640
Sabe Wl ] T.50
Loy ol Widagtd 55 7.0
Frafe NS § 55 & 4%
TLL b -] 475
Gt Al tirg s 5 50
Moty WAnie 6 5,50
Fiill ThiaTie EO5 5.50
Townrn Manghem W iy 1.8 6T
Soabbie 15.95 .80
Wiorkd Sefees Bideball 694 r 45

@ ow ow AMETRAD & & &

Sl Gl Wiy 04 .50
Frapbid 1 Ml 1 e 795 §.05
Aranian Foothud 305 825
Fght Peh X7 595 575
St [pers Srgoler T 555
Technitias Tad -] 5,20
Guioe 10 Bates Farl 1 1999 1489
Azamuih (Hpad Agomend| L] 1.0
Jerweeds of Bualryfieoss 500 475
Meziagn From drdrmmadi 00 ATE
Esnpees of i .00 4.75
Forestat Worids Eng [ 475
Madic Mg A% T8

ONLY). TEL:01-8003156. S.AE. FOR LIST,

ETC.

THE TOMB OF
KUSLAK

AVAILABLE FROM MOST COMPUTER STOCKISTS
OR SEND £7.50 TO THE ADDRESS BELOW FOR A

COPY BY FIRST CLASS RETURN POST.
TELEPHONE YOUR ORDER USING ACCESS ANYTIME

INTRIGUE
SOFTWAR

L

TRADE

ENQUIRIES WELCOME

Cranbrook Road, Tenterden, Kent TN30 6UJ
Telephone 05806 4726
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The apening scene.. We have discovered the Entrance
Can you recover Kuslaks Treasures?

An exciting graphic and text adventure that will appeal to all age groups




THE GUARDIANS

Confused? Baffled? You soon will be — read on!

WE, THE GUARDIANS are
searching for one among
you. Why? More of that
next month. But today,
before we begin our
voyage, we must first sort
out the chaps from the
chips. We must find those
of you who are able to
slide your mind into un-
charted territories for it is
there, and only there,
that yvou will understand
the purpose of THE
CREATURE. But we are
getting ahead of
ourselves. We have things
to tell that not all of you
should hear,

Billions and billions of
light-years away in space,

1. Who Are You?

We, who are searching do
not yet know your name,
but there are others who
are also seeking — from
the ‘dark’ side. It is time
to adopt a different identi-
ty so take the letters from
the words COMPUTER
GAMER and rearrange
them to arrive at a name
of your own devising.
Remember this name —
¥ou may need it. You do
not have to use all of the
letters, just arrive at a
name that you think suits
you best.

The Search

Before you embark upon
the voyage you must have
some idea what you are
seeking. Solve the riddle
below, come up with the
answer and score 28
points.

My first is in ALPHA but
not in BET

My next is in NEXT and
also in NET

My third is in I8 but is not
in NOT

My fourth is in TWO but
not in TOT

My fifth is in FIVE but
not in 8IX

My last ig in FIRST — not
the last of our Tricks

in a far-flung corner (in a
place that has no corners!)
of the collapsing universe
coded messages have been
beamed across the wvoid
which will have menacing
for one of YOU. You will
have strength, humour,
luck, courage and other
resources you are yet t
discover.

It is late for all of us
and time for us to begin.
Detail and background
must wait until a further
bulletin. The urgency of
the moment weighs heavi-
ly as we approach THE
ADVENTURE. The
answers you deduce may
or may not be of use to you

3. Against Leap

Scattered scrosg a galaxy
which your finest
astronomers and scien-
tists have yet to discover
are a series of planets that
have become extremely
unstable. Within the
twinkling of a star they
may implode and send
reverberations around
space that could have dire
consequences for the
universe that are as yet
unimaginable.

Your task is to leap-
frog from one plane to
another so that eventual-
ly you arrive at the sun.
As you can see, the
planets have been

; 3 n ga." ;

N

)
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as the journey continues
— that will be for you to
decide. Each riddle puzzle
or mind game has been
deciphered from the inter-
galactic chatter into a
form that you will be able
to wunderstand. EKeep a
record of your score — it
could help save more than
yourself and will certain-
ly help you in THE
ADVENTURE. The
answers to the problems
will be in the club
newsletter, but do not
worry if you fall to solve
everything, you will en-
counter many peaks and
troughs along the WAY.

numbered. Get from one
(1) to the sun in a total of
one hundred (100). You do
not have to land on every
planet but you must not
visit a planet more than
once, and you can only
add. (No subtraction,
multiplication or divi-
sion). If you cannot suc-
ceed and go over 100 then
subtract the number over
100 from 100 to arrive at
your score, eg if your total
is 119, take 19 from 100
and you have a final score
of 81. If you arrive in less
than 100, then that is
your score, eg TB would
mean a final score of 76.
Good luck saving a solar
system!

SCORE: MAX 100

©

SCORE: MAX 100 o

L |
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Crossword Puzzle

1. Horizontal Crossword (13)
9. Bloomer of taste, refinement and splendour (8)

10

11.
14.
18.
18.
18.
20.
ae.
24.
=6,
29,
30.
38,
33.
or.
o8,
9.

CLUES DOWN

Eager to weep (4)

Tight — or loose? (B)
S8moking jacket (8)

Two point test in here (8)

Avoid first lady’s embracing nowadays (5)
S8uggest a mate is almost confused (B)
Started to plead with a noisy start. (8)
Enter friend, you're one of us (6)

S8mile at daybreak — it can wear you down (5)
Give One-Armed-Bandit the elbow (5)

Incites for breakfast (4)
Leave the street — it's becoming crowded (7)
The ethics of having a tooth out 1(5)

I am surrounded by backward negatives — enough to make you cry (5)
Hits and runs — remorse? (4, 3, 8)

Ascertain the correct angle (5)
Capone concludes a funny turn — untouched by human hand (7)

1. Charlatan's practise — in Aylesbury? (8)
2. Rough term in the river — it's the end (7)
3. Rent going to a seamen (4)
4, Almost throw up — leave it out! (4)
. Close to inert gases. (4)
. Practically unmarried — at the fireside (5)

5
6
7. Chose to delete 100 (7)
8

. Rabbits study? Yes, sort of. (8)

. Neither a borrower. . .

4. THE
MIGHTY GHAN

Drifting slowly through
the blackness of space is a
mighty Ghan. Harming
no-one these gentle
creatures have been
ploughing the spaceways
almost since the Dawn of
Time, engulfing the junk
and debris that litters the
universe. Once, like the
buffalo on your earth they
herded in their hundreds

Loving trouble with the circle (7)

. Fit plug in correct elevation (9)

. Mocks and upsets newsman on horseback (7)

. Fruit of little consequence (3)

. Member of fighting forces (3)

. Vegetable, insects, rustics (8)

. Floundered badly without her, but lasted well (¥)
. Hugs Ian and causes great pain (7)

. The man, Lee, and his glossy coat (6)

. Applause for the Lotus (8)

is she (4)

. ...A girl to look up to, and eat (4)
. Kind of goat seen in old Rome (4)

more than a handful move
in the empty reaches.
Even these are in danger
from the Jippons and
their huge processing
ships that carve up these
majestic beasts to extract
fuel for the furnaces of
Tiron.

As the Jippon battle
fleet Zigs s0 the poor Ghan
Zags in an effort to evade
capture. If you can help
with the following pro-
blem a Ghan may be
spared and your wits will

of thousands, now few  score 50 points.
AINIOIT[HIE[R] [Z[I]G] [Z]A]G
1 [S| [H][I[D[D|E[N
HIEIL|P| [GIE[T| [T[H[E] |
G|H|A[N| [P|ulZ[Z|L[E] [I]N
O|R[D[E[R| [T|R]A[CIE| [T[HIE
BIE[G|1 [N|N]1[N|G] [L]T|N]E]
SCORE: BO

WE, the Guardians hope
you have scored well for it
is with you that all our
destinies lie. Next month
you may be able to

digscover who the Guar-
dians are and why YOU
are so important. Prepare
for THE ADVENTURE to

begin. . .
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Title:
Machine:

Origination:
Price:

Jeff strikes again with
this wonderfully unique
and unusual arcade game,
which features, not one
but a trio of dJeff's
favourite trademarks.
Namely the mystical
Llama. Before I proceed,
I'll set the scenario for the
gameplay.

The scene is set on a far
distant planet, supporting
humanoid type beings.
The inhabitants of this
planet had become the vic-
tims of an evil conquering
Empire whose sole aim
was to overcome the peo-
ple by attacking the
human psyche, in order to
‘confound their human ra-
tionality.'

Title:
Machine:
Origination:
Price:

Gribbly Grobbly is a full
grown Blabgorian, It is his
task to prevent the gﬂung
Gribblets from aing
caught by the evil Seon an
also from the rapidly evolv-
ing Pod/Topsy/S8tomper
who will try to use them to
replace their rather inade-
quate brains. Blabgorians
are highly intelligent
creatures and use a form of
mental energy known as
P8I which enables them to
levitate, fly and carry
things.

Gribbly's task is to
rescue the young Gribblets
and carry then back to a
place of sanctuary. He can
either bounce along the
ground or fly through the
air. Control of him via the
joystick is very cleverly
done as it makes use of
both inertia and gravity.
This means that the faster
you are going, the longer it
takes you to stop. This is
important as above the
ground is a complicated

MAMA LLAMA
Commodore 84, Joystick
Llamasoft I
£7.98 i ' :

A plan was therefore
devised to create a video
game so weird, that it
might be wused by the
players to attain techni-

Gribbly’s Day Out
Ce4

Hewson Consultants
£7.95

web structure of negative
P8I, built to restrain Seon
and collision with this
rapidly drains your
positive PSI. Because of the
inertia, it is very easy for
things to get out of hand if
your joystick control is
poor and you end up boune-
ing around like a ball in a
pinball machine.

As mentioned earlier,
various other characters
are after the Gribblets. Be-
ing a generally peaceful
race, you have no weapons
at your disposal (that is
why Seon was not killed,
but contained in the web).
You can however blow bub-
bles which will affect some
of the creatures and you
can manipulate the web to
control Seon. Extra energy
can be obtained either by
successfully I'Eﬂﬂuln% a
Gribblet, or eating a PSI-
grub.

There are sixteen
screens in all. You always
start off with the same one,
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ques, that would heslp
resist the unwanted at-
tentions of their
assailants.

The player's task is to
control, by using &
joystick, the movementss
of a family of three

but they appear randomly
after that. You must sug-
cessfully complete a screen’
before moving on to the
next which means rescuing
at least six of the eight
Gribblets. Your score can
decrease as well as increass
depending on what you do,
How well you are doing ak
any given time can be deter-
mined by the look on Grib:
bly's face which ranges
from & beaming smile to &
dirty frown. S8ound effects
throughout the game are

exceallent. .

Gribbly is one of the
most endearing computer
characters I have come
across. Everything about
him from his shape, his
movement and his facial
appearance is appealing
But it is not only that that
makes this an excellent
game. It is the extra atlen-
tion to detail, like be
able to switch to a bl
and white mode if you don'f
own a colour television or
altering the volume control
from within the program. &
highly original and well
resented game. Go out and
uy it.

* % % % G.H.



consisting of a

Llamas,
Mama Llama and her two
offspring. The main objec-
tive, as nature dictates,. is
to protect her young, from
any attack.

The Llamas are
presented on a horizontal-
ly serolling landscape,
awalting the onslaught of
unknown attackers. To
protect the Llamas the
player is provided with a
character called a
Killdroid, whose function
18 to float ahead of the
family destroying
| assallants when activated
| by pressing the fire but-
| ton and then maneouver-
|

I,

ing the droid over the of-
fending UFO. When the

Llamas either jumping up
or sitting down.

The top line of the
screen shows details con-
cerning the droid as well
A8 various scanners,
which indicate the
presence of objects either
to the left or the right of
your current position. Col-
our coded arrows are used

to give directional and
distance information.
Following this, we are

shown strength indicators
for each of the Llamas. If
any of these reach zero
then that Llama is lost.
Thus 1is it useful to
allow the Llamas to sit
down and regenerate
strength, so that the

surviving Llamas
each wave or screen of at-

as it sounds. On

: SC 10009200

£ FRESS FIRe
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another sector. The bonus
is based on the number of
after

tackers, The game ends
when the strength of the
Mama Llama reaches zero.

It should be mentioned
however, that destroying
the aliens is not as simple
some
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reduction in the number
of aliengs in that sector.
The droid therefore, acts
as a floating cursor that
allows the player to solve
the puzzle before the
Llamas reach it.

What makes this rather
unigue, is the fact that
various game play con-
vantions have been

i help droid 18 inactive, the reading on this indicator waves the player not only modified so as to bring a
at- | Mmovementis of the three does not become too low. has to evaluate what to new and refreshing look
their | Llamas can be controlled On the bottom line there destroy but the way in to the state of the game,
| slmultaneously by mov- 18 the score, bonus level which to destroy it. This that can only result in the
k iz to Ing the joystick either left and an indicator showing feature turns many of the enhancement of their ad-
g a or right, causing accelera- the number of attackers 88clors into mini puzzles, dictive appeal.
ments tion, or up and which left tocontend with before ‘where the solution, to a
three which results in the being allowed to enter particular puzzle. causes a N.D. * % & * &

Title;
Machine:
Origination:
Price:

Cé4

ood
‘Evil Dead' from Palace,
Couldron i8 a breath of
fresh air. The initial format
18 similar to a Defendsr
iype scrolling screen, with
superbly detailed forests,

After the not very

Couldron

Palace Software
£8.99

graveyards, islands, and
other bits and pieces runn-
ing across the bottom of the
sorean

However, instead of a
spaceship you have a witch.
and instead of aliens you

COMPUTER GAMER MAY 1088

have bats, ghosts and
sharks. It is here that the
similarity ends. Whilst you
are blasting (sorry, casting
spells) at all the nasties you
must look for some keys, a
key of a particular colour
will let you into a door of
the same colour.

Entering a door changes
avarything. The game now
moves onto a ladders and
ramps type game, but I
found it much more satisfy-
ing than most L&R stuff as
it has a much more in-
teresting format and some
problems extend over
MANY SCreens.

Completing the room
rewards you with an ingre-
dient for S}ﬂur spell, collec-
ting six of these and dump-
ing them in the pot in your
cottage rewards you with
spell, with which you can
rid the giant pumpkin in
the final room. i

One good point is the in-
structions which ars
presented in verse. So buy
this game without delay,
shift/run stop, and then
press play

Title: Jammin

Machine:

Origination:
Price;

Converted from C84.

Jammin is the kind of
game that defies descrip-
tion. It is thoroughly
original, like all other,
Taskset games (but unlike
many other manufac-
turers).

The game is based on
‘Rankin Rodney' leaping
on and off moving path-
ways and collecting
musical instruments, to go
through the top 20 screens
to number one.

The bum notes and
dischords try to stop him
though. The game is accom-
panied by some quite
reasonable music, though
some pecple here hated it
because they couldn't stop
humminﬁ it!

A highly colourful and
imaginative game from
Taskset — keep it up.

% ok ok %k % M.R.




Title: DROPZONE
Machine: Atari
Origination: USs Gold
Price: £9.98

Dropzone is another fan- ar
tiastic title from US Gold.
This time you are hanging
around a planet surface
with a jet pack on you
back (fitted with lasers of
course) when you notica a s:
small creature who needs
help in landing, so you to
pick it up and take it to id
the dropzone. Then you go :
back for the next one.
Of course its not quits
that easy and there are
lots of meanies trying to
stop you and eat the
creatures. There are some pl
docile ones asking to be
shot but the spaceships
are very fast even on low
levels and you don't want
to know what they are
like on the higher levals.
————— You have limited
resources to fight back
with smart bombs (fired
with the space bar) and a
“‘cloak’ from the P bul-
E ton, The cloak enables you
= S — i to blast away as much as
: ﬂ,l_{x "i:iﬁ_,,; '_ : 5 you like without the risk
X} r - . A of being killed yoursel
2 s _#’“# R S ‘;‘_-:& until it runs out. So its ad-
ouT o . visable to use it sparingly
2 1T T CLOAK s when you need it.

Frawon = The bonus at the end of
the game is calculated on
how many creatures you
have saved.

Below the playing
screen there is a radar for ad
obvious uses.

Dropzone bears &
definite resemblance &0 PC
defender with slightly dif-
ferent objectives. Th#
graphics are fantastis,
egpecially the planet sur
face. Examples of how dc
much thought has gons m
into this game are ths
way the spacemans legs
bent back when you
thrust forward and the
way he waves on comple-
tion of each wave of at-
tackers

When it comes L0 galmes
I am the first to admil
that I am difficult to
please but this game 18
both well thought out and
programmed. I would easi-
ly give it nine out of ten
fur averything including
being addictive. If this
game isn't a hit there's no
justice, well done US Gold.

-
i

cGQEogaPpEr

i

Has s 3

B.P. * % k%
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Title:
Machine:
Origination:
Price:

Who are you? That is the
intriguing question posed
by Activision 1in their
latest game. Mindshadow,
and its sister game the
Tracer Sanction are Ac-
tivision's first venture in-
to the field of illustrated
text adventures.

You begin on a deserted
peach unable to remembear
a thing and all you have
to do is work out your lost
identity. This involves
getting off your island,
travelling to London and
Luxembourg and then
overcoming your adver-
sary who is determined to
stop yvou. It all makes a
pleasant change from hav-
ing to rescue the princess
from the clutches of the
avil wizard.

Every location is fully
illustrated, the pictures
being loaded in from disk.
The advantage of this is
that the graphics are
highly detaliled, con-
siderably better than
most illustrated adven-
tures. The disadvantage is
having to wait for the
Commodore disk drive to
load in every pilcture as
you retrace your steps.
You can however get
round this is you know
where you are going by
typing in a segquence of
directions such as
N.N.E.E.S.

The pictures have an
added function rather
than just complementing
the text. They contain im-
portant extra clues. For
example, when you are in
the hut, the text tells you
what it iz made of and
what it smells like, but it
does not describe the ham-
mock and other objects
that you can see in the
drawing. You have to find
out what these are via the

This is a rather surprising
offering from Bubble Bus,
mainly because Bubble Bus
have never produced a
ame of this quality before.
t is rather good.

The main comparison
has to be with Sabre Wulf,
except that this game is

MINDSEHADOW
Cé4, IBM, Apple II
Activision

£19.99

R

______

o oA

“axamine' command. One
grumble here. I tried to
examine a gstool and was
told that I saw nothing
special. When I then tried
to take the stool, I was in-
formed that it did not
know what a “stool” was
(it was in fact a tablal).
One command I had not
come across before was the
“think" command which
takes the form of think ob-
ject. The instructions say
that you will be amazed at
your own prowess but I
can't say that I had a
great deal of success with
it. You can also summon
help from a laid-back con-
dor who will give you
assorted coryptic advice
but you can only use this

Title: Wizards Lair
Machine: Spectrum
Origination: Bubble Bus
Price: 47.98

much better. The screens
are more complex, there
are more problems, and the
animation is up to an ex-
cellent standard.

The scenario features
Pothole Pete, trapped in an
underground cave he
stumbles across the
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facility three times. .

The games makes full
use of the function keys
which are assigned to
assorted commands such
as “‘get all"” and ‘“‘repeat
last command'. There is
also a very useful
quicksave/quickload
feature which allows you
to save your current posi-
tion before a potentially
risky move. This position
is overwritten whenever
you use it unlike the nor-
mal save command where
yOou can save up to ten
positions for use at a later
date.

The second side of the
disk contains a basic
guide to solving adven-
tures which 18 an ex-

Wizard's Lair and network
of underground caves,
rooms and passages.
Apparently the only way
to escape is to find the four
%16{:&5 of the Golden Lion.
his is the goal that awaits
you. All the usual options
are avallable. wvarious
joysticks and
combinations and a very
useful pause facility.
All in all worthwhile and
good value.

k %k ok %k Kk M.R.

keyboard

cellent idea, aven if it is
marred by the occasional
(sic) spelling mistake.
There is also a sneak
preview of the other
adventure in the series.
Mindshadow contains
the best graphics by far
that I have seen in an
adventure game to date.
The argument against
graphic adventurses has
always been that they
lack the atmosphere that
can be created by a page of
text. Whilst it 18 not even
close to being as good a
game as say Zork, it is a
definite pointer to the
way games will be pro-
gressing in the futures,

G.H. * % Kk %k
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Title:
Machine:

Origination:
Price:

£9.95

Wintersoft's Ring of
Darkness first started life
on the Dragon 32 and after
great success establishing
it as the adventure for the
Dragon, it has subsequent-
ly been converted to other
computers including the
Amstrad.

The actual storyline that
oes with the adventure i8
ar from original, you must

rescue Shedir, the Ring of
Darkness, with which the
Evil S8age can be banished
and light can return to
your troubled lands.

£ noa?
Wwatch out!

You ame atfackel,

The Ring of Darkness
Amstrad CPC464
Wintersoft

Thankfully, the adven-
ture is far more original
than the tired storyline.
Firstly, one must create a
character allocating em-
phasis points between the
three attributes of
strength, intelligence and
agility and then choosing
from a number of character
types such as Wizard, Elf or

hief. Your created
character will really make
a difference on how to play
the different parts of the
game. For example, in the
early stages where the pro-

i

Blagger

Machine:

Origination:
Price:

Hmmm. To the trained eye,
there are resemblances
between this game and Soft-
ware Projects Manic Miner.
Actually, the resemblances
are visible to the untrained
eye. Leaving this aside
What's the game like?

Well, at first I though it
was some kind of sick joke
perpetrated by a warped
programmer who hated
gamers. I mean, a whole
evening and I hadn’t even
got through the (first
screen! Perseverance paid
off, though, and I finally
made it. Level 2 gave just as
much trouble, except that I
still kept losing men on

K

3 4

Amstrad CPC464
Alligata
£7.95

Level 1 so I had even fewer
chances to practice this
Nnew screen.

No new men are provid-
ed for completing a screen,
or scoring a certaln
number of points, so the
further you get into the
game the harder it is to
crack

screens. Surely a practice

mode allowing you to jump
to the screen of

direct
our choice would be sensi-
le? Continually going
through the same lower
levels just to get L0 ONe mMAan
onto screen & (to die
saconds later!) is not user-
friendly!
The gameée structure, as
I've said, is modelled close-
on Manic Miner. The
storyline is that the burglar
has to crack the sale In
each screen (the equivalent
of the exits in Miner) by
{:r:}llectin%, you've guessed
it, keys. Your character can
move left, right and jump,
and many of the scenes and

the subsequent

ress is acheived la.r%al:g
ighting and winning bDat-
tles against various bandits
and brigands that inhabit
the surrounding lands. Be-
ing a warrior type with
more strength, will help
you to get through this sec-
tion far easier than if you
were a spell-casting wizard.

Once you have selected
vour character the game
begins. This program I8 a
genuine graphic adventure
in that while all the infor-
mation is shown graphical-
1y, great keyboard dexteri-
ty is not needed.

The size of the adventure
is astounding, you really
must explore miles upon
mile of mountains, forests,
rivers and streams, dotted
hear and there by-towns,
awesome towers and great

hazards are straight lifts
from Miner. For example,
clumps of vegetation, con-
veyor belts, melting plat-
forms, Skylab, telephones

.and so on.

The background tune is
aven more irritating than
Manic Miner's, but luckily
you can turn it off.

This is a very hard game,
and I'm not sure whether
that's a strength or a
weakness. If you're as
stubborn as me you'll stick

Title:
Machine:
Origination:
Price:

To begin with I couldn’t
stand this game, but it sort
of grows on you. The idea is
to escape from the jungle
outside the grtsﬂn you have
just releaged yourself from.
You must then get the
information about the im-
pending destruction of the
world to friendly agents.
However, before this he
must find them, and get
gecret code words etc. The
game takes the form of a
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|
dungeons. These dungeons,
towers and towns Aare
represented on the map asé
single square, but when
reaching one, if entered, a
new display appears and
yvou see that you have even
more to explore. Articles
can be bought and used,
magic cast in places and of
course numbers of
malevolent coreatures o
hack and slash through.
Thankfully, the Ring of
Darkness has a game Save
option, as this is currently
one adventure that will not
complete in one sitting
Superbly written with good
graphics and a great area o
explore, this is certainly &

massive quest f[or any
adventurer.
* ok ok k C.G.
' G
w
to it just to prove you can't th
be beaten. On the other B
hand, I just don’t believa
it's possible to complete all pl

20 levels with only five
lives. Especially when you
have no éjra::tice mode and
are killed out of hand fora
millisecond’'s error of
judgement. Five lives per
screen might be fairer!
Come on, Alligata, givel
us a break in the futurel

* %k %k P.0O.|

Alcatraz 11
Spectrum

Scorpio Gamesworld
£1.99

multl screened type, with
Alcatraz Harry as an
amimated figure thak
dashes between the various
SCTeans.

There are some quits
amusing bits, such as &
‘haggle’ screen where you
have to deal with Iinfor
mants for information.

A well put together game
and good value at the prica

% k %k % M.E.
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Title:
Machine:
Origination:
Price:

This game is about as sub-
tle as its title screen
which consists of a CND
symbol and little else.
Once the program has
loaded you are faced with
a B8creen comprising of
several rooms with a
cellar at the bottom. The
objective is to collect all
the items seen about the
rooms, take them down to
the cellar and hide
Yourself away before the
impending nuclear
holocaust. Before you do
this however you have to
find the key to open the
cellar. The key is not dif-
ficult to find, as all the ob-
Jects are within easy
reach. However you only

Title:
Machine:
Origination:
Price:

The Bulge — the Battle for
Antwerp, is a computer
wargame designed to in-
troduce beginnerg to the
fascinating field of
wargaming.

The game is based on the
Germans last offensive of
WW II which resulted in
the famous Battle of the
Bulge.

ither one or two
players can play the game

4 MINUTE WARNING
Spectrum 48K

Magination
£6.98

have four minutes to com-
plete your task.

This is the main limita-
tion of the game in that it
can only last four
minutes. Obtaining all the
objects in the first set of
rooms is fairly easy, but
once you get to the cellar
You can press a key and
start to gearch further
rooms. Unfortunately
there is no clear indica-
tion of how many objects
you need to collect to be
safe. Indeed you can lock
the cellar with whatever
objects you have at any
time, I did this and was
killed at the end of the
four minutes for not hay-
ing all the supplies need-

The Bulge
C64/ZX Spectrum
Argus Press
£8.99

and can choose whether to
command the American
Allied forces or those of the
invading Germans. Once
the selections have been
made the game begins.

The battle is fought on
two maps which are toggled
b]',; pressing a single keay.
The larger strategic ma
shows the entire area wit
the terrain displayed as col-
oured squares and the op-
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ReF-Vel WS

8d which inecluded food,
water, radio etc.

Each time  the four
minutes were up a
mesgsage flashed on the
screen which left no doubt
as to the political views of
the writer. Examples such
as ‘that’ll teach you for
voting for Thatcher' and
‘keep your finger off the
button Ronnie'. I dislike
this sort of propaganda
masquerading as enter-
tainment, indeed I
suspect the game has been
written deliberately so
that you are unable to
survive just to prove some
political point.

The graphics are basic
and the sound seems to
consist of an irritating
buzzing with no conneec-

posing forces by standard
wargaming symbols.
FPlayers should consult this
map to get an overview of
the game situation. On the
second more detailed map
the wargaming symbols are
replaced by pictures of the
forces. For example a
Panzer unit is shown as a
single tank. Moving the
cursor over such a unit will
display its name, a%‘yj;:var_e.ru:l
current strength. To give a
unit an order all you have
to do is trace the required
movement with the joystick
and it will be issued by a
press of the fire button.
The game is fascinating
to play as commanding

e)

tion with the action at all.
The key commands are
moving up, down, left and
right and pick-up and put
down objects. Despite the
simple commands no
facility exists for the use
of a joystick which is a
pity.

In conclusion therefore
I would consider this a
rather pointless game and
not worth the effort of
either buying or playing.
The author should
perhaps devote his time to
writing articles for ‘Sani-
ty' 1instead of writing
rather feeble games.
Perhaps I am being too
harsh but I just didn't
like the tone of this one.

B.E. *

both sides gives two com-
pletely different
challenges. The German
commander must push his
forces forward as quickly
as possible before he runs
into the historical fuel pro-
blems. Meanwhile the
allied player must try and
hold the Germans despite
being initially out-
numbered.

The cassette i8 supplied
with a comprehensive
manual which will explain
toc & beginner the
significance of the types of
units available, the effect of
terrain, the importance of
allied air strikes and of
course the effect of the
weather.

The book is nicely com-
plimented by an animated
introduction to the game
that graphically shows the
movement of forces that
lead up to December 16th
1944 and the beginning of
the Battle of the Bulge.

Finally its interesting to
note that both the 64 and
Spectrum versions of this
game are available on the
same cassette. This is an in-
creasing trend for software
houses as it obviously cuts
costs.

Both an excellent in-
troduction to wargaming
and an interesting
challenge for those already
converted.

)
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Title:
Machine:

Origination:
Price:

This game is reminiscent of
Robotron. But the similari-
ty is only confined to the
firing action.

Title:
Machine:

Origination:
Price:

This game is about the in-
famous (or famous) Clive
Sinclair. He must travel to
Buckingham Palace and
receive an award.

To get there
work his way through a

number of pseudo 3D
screen based on com-
muting. Some of these

gereens are quite amusing,
and speaking as a com-

Title:
Machine:
Origination:
Price:

Tir Na No has been
round on the Spectrum
now for a few months and
received excellent reviews
when it first appeared. lt
has now been converted,
and now 64 owners have
the chance to experience

the world of Celtic
mythology.
Playing the hero

Cuchulainn, your task is to
raagssemble the four
fragments of the seal of
Calum which are dispersed
throughout the land. If that
sounds like an adventure
quest, then yes it is but
there i8 no text Input in
this game! As with Lords of

he must

Android One
Amstrad
Vortex
£7.99

The basic idea is to blast

your way through a series
of rooms each containing a
number of nasties. The ac-

A Day In The Life
Spectrum
Micromega

£6.95

muter — quite accurata,

The format is of the
straight ‘your object col-
lects other objects, and
avoiding more objects’ for-
mat, but is fairly challeng
in

Eﬁ reasonably enjoyable
game, at a decent price.

* %k * M.R.

Tir Na Nog
C64/Spectrum
Gargoyle Games
£9.95

Midnight, the game 18 con-
trolled through a series ol
function keys which. are
assigned to movement and
picking up objects etc

The screen is divided in-
to two main areas. Thetop
half depicts you and your
surroundings whilst the
bottom halfgives details of
what you are carrying,
where yvou are and which
way you are going etc, all
written in a celtic character
get. Movement takes some
getting used to. You can on-
ly move left or right and so
if you wish to move off at
right angles, you have to
rotate the character and

tion is fast and furious and
it is quite a challenging
game.

The graphics are quite
up to standard and highly
acceptable for this type of
game.

One interesting point is
that you can blast a hole in
the wall of your current
screen without killing all

Title:
Machine:
Origination:
Price:

Converted from BSpectrum

16K.

Sir Lancelot is

are relatively

Amstrad, so Lé&BR

2049er rip offs.

8ir Lancelot differs from
the usual run of the mill

L&R game by having a cen

tral screen selection area.

wait for the screen to
redraw itself. A compass in
the lower half of the screen
informs you which way
you are heading. As in most
adventures, the game can
be saved at any point.

The lands which you
have to explore are large
and one complaint of the
game is that it takes a long
time to go from A to B. This
is a deliberate move on the
partof the authors to give
an added feeling of time in
the quest. There are plenty

of objects lying around to
be manipulated and lots of
different doors (includin
invisible onesl) some o0

which act as trangsport
gystems to other areas of
the game.

This game has
gtimulated a whole new in-
terest in the myths and
legends of our country and

yat
another ladders and ramps
game (yawn), though there
few on the
fans
aren't awamped with Miner

the nasties. However they
may be gone, but they &
not forgotten. They can at
tually follow you down L
hole that you made and &8
tack from the rear.

Definitely not a game (of
the faint hearted

% k k % MR

Sir Lancelot

Amstrad

Melbourne House (Studio B)
£7.95

So you can select what you
next screen is going to 0§
rather than a straight pre
gressive from one 10
next.

The graphics area up &
standard, and the problams
that the game represan
range from easy o QUNS
difficult.

*® %k ¥

it i8 interesting to see oW
the same characters crop

up in different
mythologies. Mﬂkin‘% an
appearance in Tir Na Nogis
Cernos the Huntar who can
also be found as Herne théy
Hunter in the Robin Hood
geries currently being
shown on television. Whils
the game is quite difficul§
to get into m-lgmal]?r.

erseverance pays offi
Juchulainn has become
such a cult f{igure (OF
shouls that be Celt figure?)
that he is to star in anothes
game — Dun Durach —
be released by Gargoyls
shortly. That says & 0%
about the quality of Tir Na
Nog and 64 owners who ens

joy this type of gam8
should think seriously
about investing in a copy.

* %k %k % G.H.
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Title:

Machine:
tional

Origination:

Price: 47.958

Having battled through the
regional finals, you are
rightly proud of yourself as
you line up with three
other contestants for the
final of the Annual Maggot
Marathon. The bad news is
that no-one has ever com-
pleted the race in over thir-
ty years. Thus the scene is

set in Wriggler, as wyou
strive to pick you way
through over 250 screens

to find your way to the
planet surface.

Your first reaction is
that this is a game to be
mapped but this is not as
the screen set up is dif-
ferent sach time you play
it. No doubt some fanatic
will put a map of each
screen onto an index card
and lay them out on the
floor as he goes along.
There are four main areas
through which you must
pass consisting of garden,
scrubland, underground
and the mansion.

As you move around,
you come Across many
items which can be picked
up (but only one at a time).
Some increase your points
tal!g and others prove
useful in a tactical sense.
Trying to stop ycu en route,
are various insect types in-

Title:
Machine:
Origination:
Price:

This is a pseudo simulation
game based on preventing
the demise of Ospreys in
Scotland. You are given a
certain amount of
resources (ie wardens) and
three functions for them.

Wriggler
48K Spectrum, joystick op-

Romantic Robot

cluding several types of ant
and a lethal spider.
The graphics are ex-

cellent — nice bright col-

Osprey
Amstrad
Amsoft (BES)
£8.95

these

By allocating
wardens to various sites in
the nesting area you can
prevent such nasties as
disturbing the nests, steal-

ing the eggs, and loud
visitors. You can also in-

Reb-Vel L WS-

ours and a lovely animated,
wriggdling maggot. The
maggot moves very slowly
though and impatience
tends to set in. Anbther
problem is that as there is
no scrolling between
screens, you have no idea
as to what obstacles are
coming up and it's tough
luck of you off the right
nand edge of one screen on-
ly to find a spider dropping
OIl ¥OU a8 800N &8 you anter
the left hand edge of the
next. When vou get killed,
you have to wait for a tune
to be played before you
slowly regenerate and this
becomes quite boring if you
die as frequently as I did.

Wriggler is quite original
a8 maze/mapping games go
and there is a lot in it to
challenge and keep the in-
terest of the player. I just
wish it had been that little
bit fastar,

* %k %k G.H.

crease public awareness
and thus funds for more
wardens.

This game was originally
for the BBC and has iden-
tical graphics, which are
quite good. However, after
five minutes (or even less)
the game bores you stiff.
The instruction booklet is
quite good, with many col-
our photographs of wildlife
and the story of the demise
of the Osprey, but even this

Title: Stay Cool
Machine: Spectrum
Origination: Bug-Byte
Price: £6.95

This is another game of the
gtandard ladders and
ramps type. In fact the
game is very similar to one
of the early L&R games —
Manic Miner. The simil-
arities are more conceptual
than actual duplication:
you drop into a sess pit, in-
stead of getting the boot for
example at the and.

That said, however, the
resulting gamae is quite
good and the graphics are
not bad at all, but it is justa
L&H game. If you like L&R
games then it is not bad at
all, but nothing more.

* %k Xk

M.R.

cannot save this dismal

program.
* M.R.
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Title:
Machine:

Origination:
Price:

£14.98

This is the latest offering
from the English Software
Company and I must ad-
mit that it is a rather silly
game but in the nicest
possible way. The only in-
gstructions received with
the game were a brief in-
troduction to the
characters involved. Hav-
ing said that though you

do not need to be of
Masgtermind calibre to
understand the object of
play.

You mission (should
you decide to accept it!) is
to reach you ‘kousin’ who
resides, 1 assume, at the
end of your journey. The
object being to jump over
any obstaceles that ap-
pear in your path on your
way. This 1involves
vaulting over dustbins
that 1ift their lids as you

Title:
Machine:
Origination:

Price: £7.95

My first impressions of this
game were rather bad, but
it sort of grows on you.

The start is made with
the Star Wars theme (of-
ficially licensed, to my
great approval) played in a
modulated form. This
means that instead of the
normal pathetic beeps of
the Spectrum, you get a
sort of buzzing sound —
much easier on the ears,
and a lot better sounding
LOO.

The first ‘screen’, if it
can be called that, is what
originally put me off the
game. A synthesized voice
proclaims that you ought to
blast off, so fire up your
engines and you're away.
The object of this screen is
merely to fly your craft into
the sort of dot in the middle
of the screen, it all seems a
bit pointless to me, but no

6

@

e)

KISSIN' KOUBINGS
BBC Model B & Electron
English Software

try to jump them, bushes,
frogs, worms and post-

Death Star Interceptor
Spectrum
System 3

doubt it's there for a
reason.

The second screen is
fairly impressive though.
The Earth swings off the
gereen and a small dot ap-
pears in a corner of the
screen, throughout the
game this slowly gains in
size, though you won't
have time to notice this as
the TIE fighters begin their
attack.

You can shoot and move
in the normal manner,
however you can also shoot
diagonally. This becomes
very useful as this screen
can be passed with relative
ease by simply sitting as
low as possible in a corner,
and shooting diagonally in-
to the middle of the screen.

The next levels are better
still. Flying down the tradi-
tional trench you face all
sorts of problems, I didn't
get to the end of the trench
and so don't know what's
there, but so far the game
stands up very well. If you
took a quick look and shied
away from this game, like
me, then I think that it's
worth giving it a second
look.

* %k %k %k % M.R.

boxes. Whilst leaping
these items you have also
to avold bombs dropping
from an aeroplane.

The graphics are bright
and cheerful but
somewhat jerky with an
accompanying sound of
the William Tell Overture

Title:
Machine:
Origination:
Price:

CRL

One of the first games most
garly Spectrum OWDNers
bought was Football
Manager. The combination
of picking a team and then
watching helplessly as it
played its matches was ex-
tremely addictive. Formula
One has taken that idea and
translated it into a motor
racing background.

You have to guide your
team of two cars through a
Grand Prix season attemp-
ting to win both the Drivers
an Constructors cham-
pionships. You achieve this
by selecting skill level,
team name, your sponsors,
and drivers. Then, using
your sponsorship money
you allot to ¥your CAr,
engine and crew, aither
buying a new one or im-
proving the old one. The
program then gives you
details of the first race in
cluding weather conditions
so that you can select the
appropriate tyres. After
that, all you can do is sit
back and watch the race
unfold. You do have a ‘say
when your cars suffer from
assorted ailments and they
have to go into the pits. You

£7.95

with plenty of action

keep you occupied. You
have four lives In 6ais
game and each screen

timed so you cannot afford
to hang around too lOng
The keyboard controls ams
well laid out on the BBG
version (joystick OpLioN

Formula One
48K Spectrum, 1-6 players

now have Lo mMANROSUYE
your mechanic round
gereen changing tyres et
After the race is over, pri2g
and sponsorship money i§
awarded depending on now
well you di

If all that sounds borings
well it is and it isn't. Yes &%
is if your car's enging
blows up on the third lap
with another sixty-eight o
git through but if thers am
geveral (up to six) of you
playing simultaneouslygs
then it could get quite exs
citing. A couple of other
grumbles. It would be nice
to be able to select from they
menus using the joystick
rather than the keyboard
and to know what effect
some of your selections &g
tyre choice, were havings
The ideas behind Grand
Prix are quite good but i
Just doesn’t work
somehow. Maybe I've g8
used to driving the cars
myself in games such a8
Pole Position or Chequered

Flag and that's what IS
missing.
%k %k ¥k % G.H.
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only available on the Elec-
tron) with a pause facility
if you need to answer a
call of nature whilst play-
ingl

I am not sure how

many screens there are
altogether as I gave up
long before reaching my

Title:
Machine:

Origination:
Price:

This is a weird sort of game.
unlike any other can
think of. It's also a bit hard
to describe. The hero of this
plece I8 a sort of double-
Jointed spider called Zippy,
who moves around the
playing area under Kay-
board or joystick control.
The catch is that the play-
ing area is also moving
around!

Think of the screen as a
window onto a map of a

Splat!

Amstrad CPC464
Incentive Software
£7.95

‘kissin kousin’, this is not
because the game is either
too hard or too easy it was
just that after jumping
over many obstables I felt
that there should have

been more variation
rather than Just
repetitive leaping about

covered in walls which
form a fairly open-plan
kind of maze. The playing
area scrolls about random-
1%; under this window, and
if you don't move Eipp];:: he
scrolls right along with it.
The difference is that,
should Zippy actually hit
one of the screen edges, he
gets crushed — splat! — in
a messy blob of spreading
red pixels. Since you can

although to be_fair on
some stages you do not
have to shoot object as
well.

L]

the tufts of grass scattered
about the map, you have to
chase after these without
getting too near the edge of
the screen (in case of a sud-
den, random change in map
direction). You also have to
judge whether heading
down a cul-de-sac after a
big crop of grass can be ac-
complished without your
retreat being cut off.

This deoesn’'t sound too
hard, and indeed it isn't.
The fun starts at the higher
levels when you also have
to avold stepping on the
deadly drawing pins scat-
tered around the maze, or
drowning Zippy in the

Title:
Machine:

Origination:
Price:

This is the program that
Anirog have converted for
nearly all the popular com-
puters (and even some of he
unpopular ones) so it is
strange that the Spectrum
is one of the later conver-
gions

Having said that, the
simulation game that

Flight Path 737
Spectrum
Anirog

£7.95

they've come up with isn't
all that bad. A small in-
struction leaflet is included
that covers six machines
and the inlay card gives the
machine specific instruc-
tions.

There are six different
levels to fly on from first
solo to test pilot, the dif-

COMPUTER GAMER MAY 1988

ferences are higher moun-
tains and shorter runways,
both of which add another
dimension to the game.

The game itself is quite
reasonable, and as much as
%'nu would normally expect
rom a flight simulator.

All in all a good package
that is easy to use, straight-
forward, and without the
usual complications that’
spoil a flight simulator.

* %k % M.R.

Rel -Vl -

I would estimate that
this program would find a
ready market with the
under 12 year olds but it
is perhaps not gquite
sophisticated enough for
anyone older as its adic-
tive qualities are
somewhat limited. The
game reminds me vaguely
of 'BC's Quest For Tyres'
but doesn't have the
lasting interest with each
soreen bringing a dif-
ferent challenge that
takes many attempts to
work out. ‘Kissin Kousins'
just seams to be much of a
muchness. Once you have
established that you have
to jump over the objects to
reach yout goal then that
seems to be that. It is a pi-
ty that more elements
could not have been in-
troduced to give it a more
addictive quality as the

game I1tself is well laid
out.
n!ni- * * *

the bridges are nice and
narrow!). Zippy is well-
named, the game is very
fast and I was continually
diving headlong into the
drink. The instructions
describe Level 8 as ‘‘no
chance’', but quite frankly
I'd be only too happy to see
Level 3|

If you're sick of shooting
aliens, and ladder-and-
platform games are driving
¥ou up the wall, Splat! is a
ame you should take a
ook at. It was very popular
in its Spectrum and CBM64
versions, and is definitely
worth adding to your col-
lection.

only progress through the rivers and lakes which
ery large playing area, levelsof the game by eating have appeared (naturally % % %k % P.G.
|F______
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Title:
Machine:

Origination:
Price:

Greetings, Space Cadet,

It may have occured to
you that mission training
in preparation for sorties
against Jahdran Ag-

ressors is somewhat
mited by the fact that
combat spaceships have not
yet been invented. Our
scientists have overcome
the problem, however,
utilising an Earth company
called Supersoft to
distribute flight simulation
software. This software is
designed to run on the
relatively primitive elec-
tronic devices of the late
twentieth century Known
as ‘home computers’, but
nevertheless it provides an
accurate representation of
advanced space weaponry
and combat tactics.

That might seem like an
over-the-top start to a
review but it simply bor-
rows from the style of In-
terdictor Pilot, the space-
flight/combat simulator
from Bupersoft. Already a

gpular program on the
ommodore 64, this ver-
sion for the Amstrad main-
tains the design and play-
ing ﬂﬂmglaxity of the
original. For a start, the
manual is 48 pages of in-
strument instructions,
combat tactics, galactic
history, and technical
background — some of this
is just window-dressing,
but there's still an awful lot
to absorb before you can
even begin to play.

The screen display

Title:
Machine:

Origination: CRL

Flight simulators offer you
the chance to try your hand
at piloting everything from
Spitfires to Space Shuttles,
Jumbos to Jet fighters.
Curiously, no-one had
bought out a gliding
variant until now that is
with the release of Glider
Pilot by CRL.

]'[\ID

4
|

e)

Interdictor Pilot
Amstrad CPC464
Supersoft

£17.95

shows the cockpit of an In-
terdictor Mk & one-man
craft, including all relevant
instrumentation andfor-

"ward viewscreen. Controls

are provided for speed,
weapons control, target-
ting, navigation, 1 L
flight, and so on. In fact
most of the keys on the
keyboard seem to control
something, and you'd bet-
ter not forget them in the
heat of the battle!

A training simulator
mode is provided, which I

found useful in which you
can freeze the enemy, prac-
tice flying around them and
blowing them apart with
our twin laser cannon. I
ared dismally in the real
thing, though, when the
enemy actually-fly around
shooting back — a lot —
and it's just as well the fate
of humanity isn't up to mel
Oh well, back to the
simulator. . .

There are some nice
touches, such as the dim
cockpit with instrument
lights which flicker into life
as you power up the craft.
And the program caters for
people who like the nose to
drop when you push the
jngsticl{ forward, or those
who prefer the opposite
response. The game 18 very

Glider Pilot
cée4

The main (and somewhat
obvious) difference bet-
ween a glider and a normal
aircraft is the lack of an
engine! No longer can you
bank to one side, increase
your thrust and head
towards your next objec-
tive. The only way you can
climb in a glider is to seek
out columns of rising air
(thermals) and use them to
assist you. This immediate-
ly brings about the first
problem. How do you
depict a thermal on screen.
CRL's answer is to use a
beeping sound (which can
be switched off) in conjune-
tion with your altimeter.

The simulation itself
puts you into a ¢cross coun-

try flight in a high perfor-
mance competition glider.
You have to complete a
triangular course in the
shortest possible time. How
difficult you want to make
that task can be selected
from a series of menus
before you start. When you
finish (or crash!) you get a
graph of your flight show-
ing where and when you
wasted time by making in-
afficient use of thermals.
Unless your name 18
Alcock or Brown, the essen-
tial ingredient of any flight
simulatory program is an
excellent manual which
tells you what the controls
are, what they do and how
they fit into the overall
scheme of things. This
should preferably be ac-
companied by a demo-mode
in the program so that you
can get some idea of how
our ‘‘aircraft'’ responds.
nfortunately this is where

COMPUTER GAMER MAY 18

realistic, if you can use that
term about a space game,
and that isn't surprising as
it was written by a serving
RAF officer.
Criticiesms? Well., at
£17.95 I consider it a bit
ricey, Also there are only
our colours used in the
display, but ¢this 18
unavoidable on the
Amstrad because Mode 1 is
required to provide tha
gralphics resolution. Elite it
isn't, but at the LET Show
no-one on the Firebird
stand had any idea when an
Amstrad version might be
available. SBo if you want to
boldly £o, g0 and buy Inter-
dictor Pllot.
Transmission ends.

k %k Kk .4
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Glider Filot loses marks. Jo gjﬂﬂ
doubt the seven small pages 1
of instruction make a gres one
deal of sense to thege the
qualified pilot who wrolie o=
the %ama, but every begindh EShij
ner I showed it to, though salv
it badly ordered and i@ the
some places, totally incomsie ISE

prehensible. For exampls,
couldn't find any refarend
to the assorted nolses @
program was making at o
until I read the gaction o
“"Advanced Technigues''.
If you enjoy [ligh
simulation programs, heg
ou will find that Glides
ilot presents you with &
interesting set of problems
If, however, you are 100K
ing for your first progral
in this field, then I woul
strongly recommend
you start elsewhere Al
work your way up to
one,

* %k G
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Title:
Machine:
Origination:
Price:

As you've probably already
worked out from the title.
this is the Amstrad version
of Defender. More to the
point, it is virtually iden-
tical to Acornsoft's
Flanetoid. In fact, you
could out the two games on
monitors next to each other
and I would defy and one to
pick out which was which.

Of course, pointing out
this similarity is high
praise indeed for the game
itself, as anyone who
knows Planetoid can con-
firm. Fast, furious, colour-
ful and complicated, this is
for gamers fleet of finger.
quick of brain and At One
With The Keyboard.

For starters, you have
seven fingers to worry
about! (Up, down, thrust.
reverse direction, fire,
smart bomb and hyper-
space). Then there are
hoards of little green alien
ships intent on kidnapping
humans from the planet
you are guarding, Best not
to let this happen. because
once they reach the top of
the screen, they mutate in-
W extremely fast suicide
ships which hurl them-
selves into you. Shooting
the ships in mid-air (not the
glves a bonus, as

Defend Or Die!
Amstrad CPC464
Alligata

£7.98

does catching the falling
men and placing them on
the ground. Just like the

BBC version, this generates
a4 multicoloured score

which drifts around the
screen after you until you
out-distance it.

Higher levels (not that I
seée them very oftenl|)
feature additional nasties
such as mine layers, and
pods full of fast, tiny
swarmers which chase you
relentlessly when released
(best save your smart
bombs for these). The game
extends over several screen
widths horizontally, and a
radar map at the top of the
screen shows you what dire
things are happening in
other parts of the game, as
well as warning of ships
about the appear near you,

All in all, a very
challenging arcade game
for those who want to pit
themselves against a really
difficult shoot-em-up space
program. If you've never
geen a version of Defender.
I warn you not to get
discouraged at first as
you'll do an awful lot of dy-
ing before you get the hang
of it. Recommended.

* % %k ok P.G.
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Title:
Machine:
Origination:
Price:

Tales of the Arabian Knights
BBC
Interceptor Software
£7.95

Yet another conversion
from those prolific In-
terceptor people. This game
was originally for the CB84
and had software simulated
speech, which was very
good. The Beeb version does
not have such an advantage
but is a reasonable game
none the lesgs.

The graphics are
reasonable for a 4 colour
mode and the action is the
same a8 for the C84 ver-
sion. However, I think that
it is slightly easier, as I got
further on this than on the
CB4 version,

Title:

Machine:
Origination:
Price:

Playing the part of Paul Mc-
Cartney, you have managed
to lose the master tape of
your next big single and
your evil backer BRuth is
more that a trifle miffed, to
the extent that if you do not
return it by midnight you
will be effectively
bankrupted. Fortunately,
help is on hand in the form
of seven of your friends
who, purely by chance, can
remember a different frag-
ment of the song each and
who will help you put it
together. Not so fortunate-
ly is the fact that they're
scattered all over London

and constantly on the
move,
The large instruction

sheet that accompanies the
game ives character pro-
Iiles of your friends and all
you have to do is to work
out where tth;,r will be at a
given time. To help you,
You have your computer
which tells %.n:hu who has
entered or left a particular
tube station.

You control a car, driv-
ing round the streets of
London. The main portion
of the screen depicts the
area you are driving
through — wateh out for
Ruth's minions who will
occasionally try to force
you off the road. The three
smaller windows at the bot-
tom of the screen give
details of characters’
movements, a local map of
the area and you nearest
tube station. When you
Pass a tube station, a quick
press of the fire button

The format is a fairly
straightforward ladders
and ramps kind, with one
or two twists. You must col-
lect the letters 'ARABIAN'
from the masts of a ship,
then row a boat to shore
avoiding some unrecog-
nisable objects that fall
from the sky, then collect
the letters again from what
looks like a harem, and so
it goes on.

ot a bad game, but the
4 colour graphics look a bit
bland,

% % M.R.

Give My Regards to Broad
Street

C64, Spectrum 48K
Argus Press Software
£8.99

switches the action to a
close up of the tube en-
trance. If you get there
before a friend, you can
meet them as they come out
of the tube and they will
£ive you their music. Watch
out for the traffic wardens
though who will clamp
your car and thus waste
your time.

Once you have all the
music, you must head back
to Abbey Road studios and
there mix the tape. The in-
structions are deliberately
vague about how to do this
and I am afraid I won't be
any help as I never got this
far. Should your time run
out, you suffer the ultimate
shame of having to busk in
& tube station, playing a
very off key version of
Band on the Run.

This is a very frustrating
game to play to start with
as your friends never seem
to be where you are. With
time though, you get the
hand of working out where
they are likely to be. The
film of Broad Strest was
panned by the critics. The
game isn't that bad but it
certainly won't sat the com-

puter world alight.
G.H.

* %k %k

@

eDe




o, -—— - S

R

Title:

Murder by the Dozen

Machine: C64

Origination: CBS

Price:

In the beginning of who-
dunnit games there was
Cluedo. This involved fin-
ding the murderer workin
out which ‘‘suspect’’ ca

was missing etc. In other
words, it was just a logic
ame in a murder setting —
then came the big adven-
tures of Sherlock Holmes or
Deadline. Here, your suc-
gess comes from ‘‘talking"’
to various suspects, ex-

Title:
Machine:
Origination:
Price:

Grand Larceny is the se-
cond in Melbourne House's
animated adventure series
following on the heels of
Zim Sala Bim. Here, you
play a stp_v trying to recover
a set of plans which have
been stolen from your
overnment. The thiesves
ave been located in the
Grand Hotel and all you
have to do is recover the

6O

£11.95

amining clues and drawing
the appropriate conclu-
sions. Murder by the Dozen
fits nicely into the middle
ground bsetween these two
gxtremes.

At the start of each turn,
you are presented with a
choice of seven options. The
first three give you &
chance to interview people

resent at your current
ocation. The second three

Grand Larceny
C64

Melbourne House
£7.95

plans and make good your
escape.

Every location 18 il-
lustrated and movement
between them is achieved,
not by typing in the normal
N, 8, E or W but by using

the keyboard/joystick to
move your character across
the screen. This is a gim-
mick which I personally
think adds nothing to the

Title:
Machine:

Origination:
Price:

Originally on other
machines.
Everybody knows or has

heard of Moon Buggy. You

game but which might ap-
peal to younger children.
The game is marred by
several major flaws. When 1
first played it, I got shot
and killed halfway through
but the action continued as
though nothing had hap-
pened. The twenty four
hour clock (you have to
achieve your object within
a certain time limit) goes up
to 99.898! The parser (the
part of the program that
understands your com-
mands) is also poor. The in-
structions say that “‘Take"
is a recognised verb but all
attempts to take an object
are met with the response

Moon Buggy
Amstrad
Anirog
£8.90

drive your car across rough
terrain, jumping over
holes, shooting rocks, and
engaging in combat with
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allow you to examing
potential clues and the la8

choice lets you move W
another location. Insteadd
telling you what you have
discovered on the screén
where all your rivals cas
ses, you are given a Seria
of numbers which corres
pond to clues printed in e
clues book which you cag
look up privately. Thes
may be useful bits of infoms
mation or they may Juss
say ‘‘No Clue’. There &
nothing more {rustrating
than thinking you have
found a good series of nini
and then finding that nong
of them are any good. Alf
this tiuestmn ing and huns
ting for clues takes tim#
which is added to your tals
ly. At the start of each turmg
the person with the least
e}aﬁaad time goes first ete,

s the name sugdesis
there are twelve cases for
you and your f{riends i@
solve (up to four can playk
Solving a case involves
answering assorted Ques
tions posed at the beginm

“T can't''. This samé
answer is given to all wrong
answers, even though youl
know that something
would actually happen. Forl
example, Use Jemmy on &
locked door is an action
that should produce &
response. It is frustrating
to be told that you can't do
it.

Melbourne House are &
strange company. When
they are good (games like
the Hobbit and Sherlock)
they are very, very %m&
but when they are
they are horrid.

*

nasty aerial craft,

This version for tha
Amstrad is dreadful. No
other words can describe it
It is slow and the graphics
are jerky. I can only hope
that somebody else pro-
duces a better version (as
this isn’t an original game).

% M.R.
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ing of the mystery. These
always include naming the
murderer, and usually
backing your judgement by
proving a motive or produc-
ing the vital evidence. A
word of warning here. The
answers required are very
recise and detailed. In the
irst case, 1 correctly nam-
ed the murderer and gave
the motive. However, I did
not prove the motive and so
was out of the game.
The game is beautifully
packaged. A confidential
envelope contains a detec-
tive manual (instructions,
hints and tips and case
nistories), a book of clues, a
Ead for making notes and a
ook of solutions. Should
¥ou be tempted to cheat,
and look up the answers
before playing the game,
you can do so but it only
spolls the game for you and
wastes your money. The
answers howeaver are writ-
ten in such a way, that a

Title:
Machine:

Origination:
Price:

Aqua Racer is best decribed
as a sort of watery Pole
Position. You are sitting at
the helm of a high speed
power boat racing over
twenty different circuits
either against the clock or
against your friends (up to
four can play at once).
Before you are allowed to
take part in a race, you first
have to qualify on that par-
ticular courses.

Your course is marked
b%r a series of buoys, some
of which have large arrows
pointing you in the right
direction if there is a par-
ticularly steep bend ap-
proaching. If you leave the
course at any stage of the
race, you are automatically
disqualified so you have the
rather strange tactic of try-
ing to deliberately crash in-
toc a buoy which only

casual pesk will

give
nothing away. You have to
put a sheet of red plastic
over the page before the
solution becomes visible.

The argument against
this type of game is that
once you have played a
case, you cannot play it
again. Whilst this is true, it
has never stopped people
ﬂi&}rmg adventures before.

owever, whilst adven-
tures may take you weeks
to solve, the cases here will
take an afternoon at the
most. For that reason, I
would suggest yvou invite
some friends round and
play with/ against them. Be
prepared though to have
our grey cells stimulated.
t's not sufficient just to
wander round and collect
clues. You will have to
decide which ones are ge-
nuine and how they all fit
together.

¥ %k %k G.H.

Aqgua Racer

Ce4

Bubble Bus Software
£7.98

wastes your time. Just to
make life harder for you,
the way ahead is cluttered
with other boats growing
nicely larger as you close in
on them. Curiously, ths
islands on the horizon
never seem to get any big-
ger. Control of the boat is &
nice simple left/right ac-
celerate/ decelerate with
the fire button being used
to toggle between low and
high gear.

his is a simple game
which requires no great
mental strain, only fast
reactions. Above all, it is
fun to play and anyone who
enjoys racing games will
not be disappointed.

k% ok G.H.
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Title:

Machine:
Origination:

International Soccer is one of
the bestselling games for the
64

Curiously it was written by
a football hater called Andrew
Spencer. He also dislikes
Basket ball, this is his ver-
sion.

Obviously there are some
marked similarities between
this and International Soccer
which include the superbly
animated players. Naturally
instead of kicking and heading
the ball they pick it up, run
with it, pass, catch and
hopefully throw it into the net.

There are three such
players on each side with only
one per side under direct con-
trol via the joysticks. This is
usually the last one that
touched the ball but moving
this player off the section of
the court that is currently
shown on the screen will pass
control to another. The screen
display scrolls with the player
who is currently in possession
who is also the slowest mov-
ing player on the court. Conse-
quently if you want to retain
possession you will have to
pass the ball to one of your

Title:
Machine:

Origination:
Price:

When the first budget soft-
ware was put on the market
there were screams from
the established software
houses that it would drag
down the quality of soft-
ware to a level where it
would be detremental to the
consumer.

Mushrooms from Mars
is a games that gives justi-
fication to that claim.

The game starts off with
a ‘Donkey EKong' like
screen, with horizontal
bars running across the
screen and ladders connec-
ting them. The aforemen-
tioned astral
mushroomscharge down
these bars and you must
run and jump over them in
an attempt to reach the top.

International Basketball
Commodore 64
Conmmodore

other players who will be vy-
ing for position with your op-
ponents.

You can play against
another human or against
a variety of computer levels
which range from the easy
level 1 to the impossible
level 9. You can also choose
the colour of the players
shirts and even select from
3 different wvariations of
Basketball. These are Inter-
national (Olympic), NBA
and NCAA. Fach variation
has its own rules, court
layout and number and
length of periods. The
ames detail is completed

Y an apglaudmg erowd
who sit behind advertising
boardscarrying adverts for
Commodore, Compunet and
someone called Johnny

who 18 apparently ‘‘for
Funk'",

At the end of each game
the players line up and the

wlnning captain is
presented with a cup.

I doubt that this will en-
joy the success of Interna-
tional Soccer but those who
buy it will certainly enjoy
1t.

I.H.

* %k * %

Mushrooms From Mars

Spectrum
Scorpio Gamesworld
£1.99

The control and jumping
action is dreadful and takes
quite a while to get used to.

You then progress on,
and so forth. On the inlay

card it says 'nothing can
stop them’ I ope
somebody does.

sk M.R.

&/




Title:
Machine:
Origination:
Price: 9.95

Secott Adams’ Florida based
company, Adventure Inter-
national, scored a major
coup last year with the
licensing of games based on
Marvel comic book heroes.
The Hulk and Spiderman
have both proved very suc-
cessful, and The Fantastic
Four are next in line for
gomputerisation.

Gremlins, however, 18
not written by Scott Adams,
nor published by Adven-
ture International. In fact,
it was written by one of the
best known British adven-
ture writers, Brian
Howarth, and published by
Adventure International
UK. the Birmingham based
goftware house which up to
now has been content with
producing Scott Adams

ames under licence. Quite
ow Mike Woodroffe, Al
UK's mananging director
managed this little coup 18
anybody's guess.

Gremlins begins in a
bedroom. We are some way
into the movie, and all the
instructions for the care of
the lovable little Mogwal
have been ignored. As a
result. the first sight to
greet the adventurer's eyes
is a shambles, and will be
aven more of one unless the
right action is taken.

The first location is very
well illustrated, and 18 an
excellent introduction W0
the character of the adven-

Title:
Machine:
Origination:

Cé4

Oh dear!, another clanger
from Activision. Ever since
they got into the home cOoIm-
puter market the qua.lit:gnf
Activision's offerings has
dropped markedly. Rock
‘n' Bolt is a very simple
game, but has some in-
teresting logical puzzles as
the game progresses. The
basic idea of the game is
that you are a construction
worker on a building site.
Rach floor is covered in
moving girders (but just
why they should move 18
beyond me) %{JL‘[I‘ character
must leap between them

) <

Gremlins

Spectrum 48K
Adventure International UK
varies according to machine

ture. The Gremlin's arm
moves ug and down as he
chucks deadly missiles at
you, and the room is
strewn with Gremlin ods
and scraps of chicken from
an aprés midnight snack.
The graphic design is by
Teoman lrmak, who is also
responsible for much of Al
UK's box art, and he
shows, here and elsewherse
in the game, a deft touch.
The only way to go from

here is down, to mest
another of our green
friends. You'll find

gﬂuraalf going up the wall
efore you can get past
him, and pick up a very
useful object. Into the kit-
chen. where you find two
more Gremlins — but don't
worry, you can wave good-
bye to one, and the other

will just blend into the
background, A little more
exercising the digit, and

careful EXAMining, should
get you a friend and
another weapon.

There are four Gremlins
in the house (and another
entity very closely related
to them) but all four can be
dispatched, three with
sagse. The fourth needs
careful timing and the use
of one of the special func-
tions of the games com-
mand analyser, which
allows you to string two or
more commands together
using a comma or full stop.

Rock ‘n’' Bolt

Activision (Action Graphics)

and bolt them down, when
they are bolted down he
progresses to the next level.

here is some difference
in levels, however, and on
some he must follow a
blueprint of exactly where
to bolt down each girder.

On the easiest level you
have infinite lives, but on
later levels you have a time
limit and only a limited
number of men.

On the practice mode 1
went through 13 levels
before falling asleep with
boredom, on the ‘real
levels with a timer, there is
no increase in interest as

ou would expect, merely
rustration asg the timer
runs out.

Not worth buying, get
Ghostbusters instead if you
want an Activision game.

*

Talking about the
arser, it does seem to be
airly extensive. You can

stick to traditional ftwo
word, verb/noun, c¢commn-
mands, or you can use

remarkable full sentences.
ﬁdditiﬂna.ily.ﬁ’ﬂu can GET
and DROP ALL — a boon 1o
the jaded adventurer. There
are still the frustrating
aituations, however, where
the program gives Yyou a
word in one sentence, and
then says it doesn't know it
on the next, as in YOU ARE
IN A GARAGE: EXAM
GARAGE: I DO NOT KNOW
THE WORD GARAGE. But
this is perhaps being
perfectionist.

Outside your house,
where the Gremlins are
basically a very tame lot,
things get rather more
dangerous. This is just as it
should be — a fairly easy

Title:
Machine:
Origination:
Price:;

It ian't really surprising
that many of the classic ar-
cade games for the ZX Spec-
trum should be now be ap-
E&ar‘:ng on the CPC464.

oth use the Z80, so con-
version is simply a matter
of altering the sound and
graphics routines, & task
made much easier by the
frealy available (though ex-
pengively priced) details of
the Amstrad's workings
(other computer manufac-
turers please note).

The latest game to put in
an appearance on the
CPC464 is the well-known
Manic Miner, one of the all-
time famous pieces of soft-
ware from the boom days
when programimers wers
all going to drive BMWs
once they were old enough
to get a drivers licence. 1t
has weathered well and is

intro, giving the player the
feel of the game, before spr-
inging the nasty EI-LII'?I‘iE-'EIH.
Some might say, lullin

players into a false sense o
security.

Gremlins singly, or in’

pairs are easy enough to
deal with. When you meet a
gang of them, your time 18
limited. I've only found ons
way to distract them, in-
volving the use of bright
lights.

80 far I have found 33
locations, and been killed
in most of them. I have
found about a dozen ob:
jects, some of which proved
very useful, some of which
I can't figure out what todo
with, even though my life
depends on it.

I've emptied a swimming
pool, I've kept my head ina
cinema, and lost it in &
department store. I've been
snow ploughed on couns
less occasions, and savaged
to death on many others.

My objective, I unders

tand, i8 to save the town by |

ridding it of the Gremlin
menace. Well, I haven't gol
very far. I know that cula
little Gizmo is supposed 0
be some help, but all he
does is follow me around of
dive into
gystems.
has to be something useful
in the bar, but I can't get
rid of
cupants. There's a locked
door which must hide in
teresting possibilities, but
how do 1 get it open?

How much more of thé

Manic Miner
Amstrad CPC464
Software Projects
£7.95

still as compulsive as aver.

Manic Miner was one of
the original ‘ladder-angs
platform' games, although
there aren’t actually any
ladders. You move (rom
level to level by leaping. 1i
controls couldn’'t D8
simpler: you have I&
right and jump, either
ing a choice of keys from
the keyboard or with &
joystick.

The game itself I8
faithful reproduction of iis
7¥ predecessor, with &
screens of ever-increasin
nastiness through whic

ou manoeuvre Miner W
y in his quest to collect é
the flashing keys whicl
unlock the exit to the nex
screen. Lut:l-:il{' there 81
pause button, because yos
often have to study the i
of the land very carefully
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adventure I have yet to
find, I can't tell. There may
only be one more location,
or there may be a dozen
The early problems were
just easy enough, the later
ones are pretty tough.

Luckily, there is a save/
load facility included.
which I would advise ali
Gremlin bashers to make
full use of whenever danger
threatens. There seems to
bne no help facility, but
then that's true of MAany
games.

All things considered, PLAVEG 1. 1

ReE-Vel -

extira ones as you move out
of each time grid and time
block. However you should
remember that to get the
letters in the first place you
have to destroy missile fip-
mgra.lian spacecraft.

he aliens appear on the
soreen as sector graphics
(this is the technigque made

Gremlins is a very en. ] U *—JD[-'“:.JI'_'JI'.ZI"H-DED. ST famous by Elite) and move
- s =L UG y &

Joyable game, with =a ) - LR quickly and smoothly just
number of problems for ex- e B beyond your laser sights.

perienced adventurers. The [I,
sentence analyser is com- .
prehensive, and the
résponse time very quick.
This should mean that
novice adventurers will be
able to get into the spirit of
the game with ease, making
it & good introduction.
ether there is quite
enough body to the adven-
ture for the experienced
adventurer I have yet to
find out, but I think it's
safe to say that Gremlins is
every bit as good, an in-
troductory adventure, as
The Hulk, and very
possibly better. Certainly
the graphics are far
superior — there's a great

i

deal of satisfaction in wat- L 'i:-LH;JE;?lDDD oo

ching a Gremlin's legs wav- 7 -
ing about as the rest of the '
}H:.!.'EE horror is minced fine-

ly.

Bhould be perfect for the
twelve to fifteen age group
— plenty of gore (most of it
your ownl!).

* %k k ¥ M.C.

Title:
Machine:

Origination:
Price:

decide the best route past
all the keys.

Once you've decided how
to tackle a screen, hesita-
tion is fatal. The nasties in
each level move about in
carefully timed paths and
negotiating a safe passage
may I‘qu'l:liI'E split second
tming. Life is not made
easler by the inclusion of
One-way conveyor belts (no
going back) and crumbling
platforms which melt away
underneath you if you
pause too long. Once
they've totally gone. of
tourse, you may not be able
0 complete the screen at
all, another reason for good
planning and a steady
hand.

8o far I've got through
8lx levels with still a long
way to gol nghly recoms-
mended as if wyou buy
Manie Miner you'll not on.
ly be getting an extra-
ordinary compulsive game,
but also a tiny slice of home
computing history,

k %k %k %k %

A successful Starion player
will have to possess ex-
cellent arcade skills along
with a flair for solving
puzzles. For it is truly a
challenging game.

You play Starion. the
Drightest graduate of the
Space Aca emy who must
pilot the worlds first
timeship S8 Stardate in
order to save the world.

This months threat to
civilisation is from time
travelling aliens who are
trying to destroy Earth by
moving historically signifi-
cant items from one time
Zone and moving them to
another. Your job is to stop
them.

To do this you must pilot
Stardate and seek out and
destroy all of the aliens in a
given time zone. As you
destroy each one it will
release its cargo which you
can then pick up. The cargo
18 represented by letters
which spell the item that
has been taken. Unfor.

P.G. tunately, you will have to
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Starion

ZX Spectrum
Melbourne House
7.95

Suddenly you realise that
its time to flex those fire
button fingers and to
prepare for battle.

ractice at the controls
of Btardate is essential if
you are going to stand any
chance of attaining any of
the higher skill ratings that
are awarded at the end of
the %.a,me. Luckily you can
redefine the keyboard as
you like and use it in con-
junction with most of the
standard joyticks. With
these controls you can con-
trol the speed, pitch, roll
and yaw of Stardate as wall
a5 alm and fire your lasers.
Beneath the view of the
enemy ships are your in-
struments which include
tWO scanners which
together give you warning
of what's around you alon
with fuel and ﬂxf;gan leve
indicators. Finally instead
of losing lives you gradual-
ly wear through the six
hull layers that protect
Stardate which can either
be destroyed by missiles
and space debris but also
melt away because of ex.
¢e8s858 use of your lasars.

When your game ends
Jou are awarded a ratin
that reflects the number o

time zones, rids and
find the aliens in the ran- blocks that you have saved.
dom order and so the lst. These range from the
ters that you find will be dismal Novice to the

Jumbled up. When you have ultimate accolade of the

destroyed all of the aliens Creator.

and therefore have all of Thedga.me features both

the letters you must solve one and two player options

the anagram. and an intriguing tutor op-
If you solve the anagram tion which gives you a

correctly you must return sneak preview of the aliens

the item to the correct time that you will later meet,

Zone. Starion is certainly an
The timezones are ar- original and challenging

ranged in time grids each game but it remains to be

containing nine timezones seen whether there is

Luckily items should anyone good enough to

always be returned to a play it. After all there can't

timezone in the same block. De many arcade playing,

When you have restored puzzle solvers who also

that timezone then ¥ou have the stamina of a

mnge onto the next. marathon runner.
-ompleting an entire I.H.

grid leads you to the second PR

of nine time grids in Jjust

one of three time blocks. To

Save your already boggling

brain that calculates to a

5La§g51*ing 243 time zones /

and a total of more than

243 anagrams to solve.

There are more than 243

puzzles for you must solve




Title:
Machine:
Origination:
Price:

The land of Arulan lies
under the spell of ewil
forces and with his dying
words Kynah vowed that
this land shall be freed
from its curse. As the
player of the game, of
course the task falls onto
your shoulders and you
must wander through the
perils of a 3D world 1n
your search for ‘him who
mocks us with the shades
of time’.

Control is achieved by
using a joystick to move
the animated hero and the
keyboard to detemine his
reactions to the
predicaments that he
meats. Almost every
sereen has an evil
creature lurking there
ready to do battle and
drain your energy, Iin-
dicated by a red and green
bar below the screen. If
you manage L0 keep your
energy up in the green

Title:
Machine:

SHADES

CBM 64

Durell Software Ltd
+8.98

Icicle Works
48K Spectrum, joystick op-

tional

Origination:
Price:

One of last year's most
original games wWas
Boulderdash from
Statesoft. Icicle Works is
their latest title although to
all intents and purposes 1t
might just as well have
been called Boulderdash 2.
The rocks have been replac-
ad with glant snowballs
and the diamonds by parts
of toys but the mechanlsms
are very similar.

The object of the game Is
to collect parts of a toy
within a certain time limit
and make your escape into
the next screern. You have
to plan your trip around
the screen very carefully
for as you tunnel under
them, the snowballs fall (on
you if you're not fast
enough). Sometimes You
have to do this deliberately
in order to access certain

G-

Statesoft
£7.95

parts of the screen. As you
acquire a plece, so it is
displayed on the right hand
gide of the screen in its cor-
rect place S0 you can work
out how many more pieces
are needed. The graphics
are reasonable but every
time you move off the edge
of the screen, you have to
wait for the background to
catch up with you. The pro-
blems set in the game in-
volve strategic dropping of
snowballe and avoiding
assorted nasties which get
released when you pick up
a piece of the puzzle.
Following on from the
pop-industry, there is a
vogue amongst software
houses at the moment to
?mduce follow u‘p games.
n other words, if you had
an idea that worked, then
use it again. Icicle Works 1is
nowhere near as good as
Boulderdash was and is too
gimilar to it. If you have
bought Boulderdash, and
want more of the same,
then consider this game. If
you haven't got either, then
take a look at Boulderdash
first.

* ok G.H.

Title:
Machine:
Origination:
Price:

English Software could
well have hit onto a good
idea with these compila-
tion tapes, especially for
the price. On the first tape
there is Jet Boot Jack
which is one of the better
games from this company.
The idea is to eat musical
notes on different levels
using lifts and avolding
bugs before your energy
rMins out.

Dan 8Strikes Back 18
along the lines of a
mushroom eating pac-Mman
except that you can't de-
fend yourself against the
nasties, only avold them.

Hyperblast is a typical
shoot-em-up game which,

even though the I1deas
unoriginal, is well pro-
grammed

Captain Bticky wants
chewing gum so you have
to dive to the mines to get
it. Not seat gripping stuff
but good for a giggle. _

Firefleet is a wvertical
gscrolling game where you
have to navigate through
tight tunnels with lots of
guns and obstacles and I
must admit I didn't get
very far. If you like a
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ATARI SMASH HITS
Atari

English Software

i 9.8

challenge I strongly
recommend that you ry
this one.

On the second tape
there is Jet Boot dJack

(again) followed by
Stranded an adventurs
game where Yyou are

stranded on a planet. If
you ask for help when you
get lost in the forest the
computer comes out with
‘“‘{ts tree-mendous around
here isn't it.'" Enough
said?

Diamonds is a digging
game which seem to be
the rage at the momendt,

Robin Hood definitely
hasn't got what it takes to
be top of the arcade but its
another that I would put
in the category of good for

a giggle.
Citadel Warrior 18 &
reasonably interesting

game but watch your fuel
level, your tank drinks

~1ike a fish

At the beginning of
number three, yes you
guessed, Jet Boot dJack
again,

Airstrike 2 definitely
has the scramble touch
but the graphics are well

comM



area gradual recovery is
possible. In practice this
recovery is so slow that
the only way to stand a
chance of completing the
game is to find the loca-
tion without an attacker
present, pop the kettle on,
make a cup of tea and on
returning to the com-
puter, you may be able to
complete a few more
screens.

done and its a good fast
reaction gamse.

Batty Builders 18 a
relatively simple game in
which you have to catch
bricks falling off the con-
veyor belt and thrown
them onto your own wall.
This is reasonably easy
but if they don't land on
target it proves to be an-
noying, so you need a good
aim.,

Breath of the Dragon is
& previously unreleased
title which is a sort of
graphics adventure. The
man, if handled right can
be acrobatic and he needs
to be to avoid rocks on the
floor, wvultures, dragons
and a few other nasties.
This game should please
both mild adventurers
and reaction gamers alike.
All in all one of the best
games on the three tapes.

Neptunes Daughter
lacks a bit in the graphiocs
department and I found
that I got bored with it.
But each to his own.

Overall, the tapes are
good value for money —
éven if you only want two
or three of the titles but it
you like all five tou have
got yourself a real
bargain,

Apart from hidden
traps ans secret doorways
to search for, some of the
locations also have chests
containing items which
may be of use. Some of the
items are obviously useful
such as the crossbow and
quiver, but some are less
obviously beneficial. In
this latter category is a
horde of penieillin which
can be used frequently to

Title:
Machine:

Origination:
Price:

World Series Baseball is the

first of a new range of

%&mes under the Imagine
abel. The name was bought

by Ocean after the crash of

the original company for its
ames destined for the
merican markest.

The eonsequence of this
is that this game assumes
that you know the rules of
Baseball. This will deter
most people from an ex-
cellent simulation of a
fascinating sport. This
would be a shame for if you
are prepared to make an ef-
fort you will soon pick it
up.

Those who do persevere
will discover a game wheare
you can through high balls
and slow balls, hit home
ru?s. steal bases and strike
out,

All of this is presented
well with a grandstand
view of the baseball dia-
mond complete with
scoreboard, crowd and of
course cheerleaders. The
scoreboard not only plots
the two teams scores
through the nine innings of
the game but also provide a
close up view of the pitch of
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World Series Baseball
Commodore 64
Imagine (Ocean)

restore your energy level
and thus avoid the
necessity to go out and
buy yet another box of
tea-bags.

Monsters can be fought
and killed if you have
amassed eough experience
points or you can try
pleading with them for
mercy. In my copy of the
game trying this course of
action invariably caused
my character to flash his
sword around in a very
unsubmissive way!

Assuming that the con-
cept of graphic adven-
tures is to create a plausi-
ble computer world, then
Shades falls. As you disap-
pear off one screen, you
reappear in the middle of
the next and not the edge
a8 you might expect. With
the aim of the game being
to despatch the Shades
back to their dark world,
my wish is that they take
their software with them.

the ball and the battars at-
tempt to hit it.

The game is completely
joystick controlled and con- °
tains both one and two
plaiv&r versions. ;

would recommend this

game to anyone who is in-
terested in finding out
more about this sport.

* ¥k ok %k T.H.

Il V1S




Gareth Davies

SBeveral humans are being
held hostage by allens in a
building on the far left of
the screen. Every now and
then a man manages to
escape, by jumping out of

one of the four windows.
Your job is to bounce
them td the white line on
the right of the screen,
where he 1is safe.
Sometimes an alien jumps
out of a window, and you
must let him hit the
ground, The game ends

when you have

three times (i.e. you let @

line. or a man hits one 6§

the men supporting il
sheet).

Use keys: Z-Laitg

M-Right.

% G=368651B=61CL=307201SP=76E0 1 TH= 108 | MS = * H . ——
1@ GOSUBTRAIPOKEISETE 2% IPRINT " MNRRRRREIER -4 T b

15 PRIMNT"ERINEER| v | ARETH - IEB . *

17 PRINT"EEN @Y KEY TO CONTIMUE. ®:GOSUBER

18 GETAS! IFASF=""THENIB
18 GOSUBTE!PRINT®" N
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SHETRUCTIONS: * 1 PR INT * SCRRRM | OUNCE THE MEM"
E@ PRINT"ERRITO THE WHITE L INE . SN0 10 THE AL IENS. " 1 PR INT " IR —-ONTROLE ! =

‘”—'——H—-—-H-H




=r 3

2% PRINT MBS LEFT, " IRIGHTE" | GOSUBBAGOSUB 10001 PR INT *“ MR, ILL. LEVELT"
30 PRINT"ERMMM 1="ASY,.4= [ARD) "
35 SYSESSO8:L=VAL (CHREC(PEEK (7881 )t [FL<{ 10RL »4 THENIS

48
a5
k=14
55

IFL= I THENBS="EEGI I IHF*1SL=21
IFL=2ZTHENB®="EEG] IHF =i EL =22
IFL=3THEMNDE="HEGIHF "1 SL=23
IFL=4THENE®= "EEGHF "I SL=24

BB L=INTIL-2}:G0SUBTBIGOTOZ0O
T FORT=38TO I8 POKEISEES , TINEXKT | RETURN
B8 FORT=18@TDIBESTEP -1 1POKE3G8ES , TINEXKTIRETURM

188
11\
1E®
Za
218
228
238
F 1

24
258
2E8
a27e
288
298
08
3\
228
3498
ase
360
370
e 1= 1
398
4a8
41\
428
438
448
4%a
G5B
a7va
4Ea
458
LT
51@
S52a
Eaa
ELl®
528
G3@
548
E58
(51
B7TA
(=115
Tan
718
TED
TEH
7ea
aan
gla
8zo
Ba4
825
B30
Baf
241
BE®
g7a
Seg
=R
20
238
B4
958
=Tt
ava

REe=INT(RMNDCL Y %23+ ]

IFRa =] THENOK =~0X

DY==DYI1RETURM

POKEG+Z2 ,38IPOKEG+] . 1S4 1POKEG=1 ,81POKEG+14 .81 POKEG+4 255 1PRINT "UB"
PRIMT SO ERBE " ¢ (FORT= | TO4 (PR TAT = SR S0 SR~ * f f MEKT
FORT=ITOAIPRINT " NN "1 tMNEXT

FORK=8148TOB 1731 POKEX , |0 IPDEKER+CL ,2tNEXTIFORK =81 17+LTOB 121 tPOKEX., 1 1 t POKEX+CL

MEXTIFORT=1BATOA2STEF -1 IFOKE3ISEBES , TINEXT IGOSUB2S0 GOSUB4BD 1 GOTO3BD
PRINTHE*H -

IFE{3THENB =3

IFBE SLTHEHE=EL

PRIMTHE! iIPRINTTAB (B )E¥

RETURM

FOKEPP ,CH!PODEEPP +CL .CO
FORT=1TOTHMIMNEXT
FP=PEEK ({187 ) tB=B+{P=33}-(F=35} [FP{ 64 THENGOSUB2SD
FOREPP , 32 i M=K +DH 1 Y=Y+D7

PP=SP+X+26W0"Y

IFX<30RM 24 THEMOX = =0

IFY=BTHERMD Y= =0y

IFPEEK (FP ) ¢ >3ZTHENGDSUBERA

GOTOIaa

RI=IMTIRMDC ) Jkd 341

IFRI=2ETHEMCH=1 2 i COi=4 § 3OTO4 38

CH=1:CO=3

RE=INT(RMDCI dndie]

IFRE= | THEMNY =4

IFR2 =2 THENY =7 -
IFRE=3THENT= 1@

IFRZ=4THEMNY=13

DY=] i =g

RASIMT(RMDC ] 33341

IFRA=1THEHD =@ . S i RETLIRMN

IFRIA=ETHERD =1 1 RE TURKM

D=l .%iRETURMN

SE=PEEK (PP

IFSEsATHENMNGDSUB49A :: DY =-0Y 1 0K=-DX 1t RE TURM

IFSS=s? THEMNGOSUB48A: DY =-0DY ¢ RETURM

IFSEsSTHEMNGOSUE 1 0@ RE TURM

IFSS=50REE5 =6 THEHGD TO9S

IFSS= | 1AMDCH= | ZTHENGDTO 708

[FEs=1 1ARDOCH= | THEMNGO TOSa9

IFSS=18AMNDOCH=1Z2THENGOTODS0A

IFSS=18AMDOCH= | THEMNGOTOTOE
PP=R:FORT=15STOBSTEF-1tPOKEZIEETT 205 1POKE3SGBTE . T
FORM=1TOIABINERXTH , TIFOKEG+ 12 .81 LYV=LV+]1! IFLV=3THEMNGO TOS0a
GOEUEAR ! GOTOIAD

FORT=42TOIERIPOKEICEBES , TINEXTTIPDEEG+2 , IT4IPOKEG+] , 1SR IPOKEG=-1,12
POEEG+d ., Z40 I RETURM

POREG+13, ISIFORL=25ATO 1285 TEP~ 1 1 POKEG+8 , LIFORT= I TO4DINEXTT LI POKEG+8 8
GOSUBTSRIPOKEG+14 .59

FRINT® 0l VE FAILED THREE = 1FRIMNT RN I FES | = 1 GOSUBED
IFSCH*™ITHEMH I =5C

FRIMNT “ SRR | -SCORE="H|

FRINT * SRRl'0U SCORED*SC

PR INT “ a0 THER G077 (Y M=

GETAE: IFAE="Y *THEML V=i SC=a:1 30 TDS

[FAE="M"THENSYSEARAD

GOTOES8

=2 tFOKEZGETE , 1St M=K+ 11 IFKK= IATHEMNKK =0t TM=THM-28 ! IFTM{ 1 THENTM= |
FUORK=I1E8TO2S45TEPW

POREG+11 ,HiMEKT I Linli+2

IFW* 12T THENPOKEG# 1 | ,@1SCeSC+ 1A1PP=AIG0SUB4@08 1 30TO30D

GOTOS 18

FOEEG+13, IS IPOKEG+9, IZBtPOKEG+10, I2B8'FORT=1TOSS3 I MEXTT

POEEG+3  A:POKEG+1Q . AILV=LY+1! IFLY=3THEMNGOTOESA

GOSUB4ARD i GOTDIRD

128R IFPEEKIVITE )24 THEMRE TURM
1805 FORI=aTIEBTOTA34IPOKEL B INEXT
1012 POKES] .25SIP0KES2  E71POKESS 255 IPOKESE . 27 IFORI=2TOSSIREADAIPORET I7E+1 ,ATNEX

T

1238 DATAZY B8 ,.P4 P55 ,1%3 .24 ,368,3E

1858 DATALZS, 192,224,240 ,248 252,254,255
IBE@ DATAE489.,248 ,249,849,249,249,249,249
1878 DATAZS4 254,254 254,254,254 ,254 ,254
1288 DATA4B,120 .48 ,63 48,880,144 .29

1888 DATAILZ.30.12 ,.85%2,12,19,9,24

112@ DATAD.9.0.128,64.48,12,3,0,8,0,1,2,12.48,182
L1 DATAB .0 .0.8,.8.0.8,233

I3 DATRESS 255,255,255 ,255 ,855 . 255,258
1148 OATAA .2 .0.8.9.8,255,.8

115@ DATAE4 60,126, 182 60,255 .24, 182
1168 RETURM

READY .
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oo

2
[

L

1 S=542721FORX=STOS+24tPOKES ,0I1NEXT

3 DC=3324B:NC=32768:POKES3280 ,0tPOKES3281 ,0:GOSUBEPPA
POKES1 ,255:POKESZ2., 127
POKESS ,255:POKESG , 127
POKESEBS57E ., PEEK (38578 )0R3
POKESES7E , (PEEK (SES7E )YAND252)0R 1
POKES3272 ., (PEEK({S3272>AND 15 )0R48
POKES3272 , (PEEK (53272 >ANDZ24@ )>0RO
POKEES48, 148

POKESE334 ,PEEK {56334 YAND254
FPOKE1 ,PEEK (1)AND251

18
=] ]
38
a0
= 1%)
=1%)
70
2]%]
[
188
130
198
1489
158

155
168

164
168
17@
173
174
174
179
176
180
181
181
182
l8a
183
183
184
184
185
189
198
1398
200
218
220
229
230
239
248
2358
2539
=1

FOR1=BTOS11:POKENC+]1 ,PEEK(OC+I)INEXT
FOKE1l ,PEEK(1)0OR4

FPOKESB8334 ,PEEK (S6334 )0R 1

REM CLR- 4%CRR- 7=*CRD

PRINT " ARDRENNSNN- | EASE WAIT"

REM MACHIMNE CODE DATA
FORA=43S 152TOS@3 19! READX t POKEA , X I NEXT

FORA=3328ATO33447 tREADX ! POKEA , XINEXT

REM SPRITES=24

FORA=33EE4TO35199IREADX ! POKEA , X INEXT

IFPEEK (7B8)=234ANDPEEK (49152 )= 128 THENSYS49300
POKEB32 ,0!'POKEB33 ,0!POKER34 ,2551L=01

REM CLR

PRINT"J"tREM DRAW SCREEN MULTI COL

POKES3278 ,PEEK (53279)0R 16 !POKES3281 ,0

REM HOM-LRD

PRINT"HB |- Ia Ia s las I Llas s s laa Iaa Iaa Inas laae "
REM CRU-LBL
FFI]HT"E:’I'H“lll'l'l'!.l'lil.l'l"ill"l'il[|'|| .,

REM CRU-LBL

PRINT*X3 In~ In In Ia o Ia Hias 1 Ja ] las Ias laa e lhaa

REM CRU-LRD
PRINT"DB Ia- |a s Is [aa 1 Hlas Ia Bs | 1as 1as 1aa laas laas ®
REM CRU-LRD

PRINT'"CRWI @ | 99| | | 9| P P9 @@ @ 9@ | |9e||I®]"
REM GR1-CRU-ORN

PRINT"HXI. | ~ L Mt == I
REM 2 *CRD-GRN

PRINT " ki v St Y] - - T 1"
PRINT" 11V Y2270 et | —l L 111"
PRINT" 4 S = 11 .
REM YEL

PRINT"Mm 20 J - 9 | i
REM GR2
PRINT"Q
PRINT®

REM GRMN GRN
PRINT"H

L4 e B b

N . i U - '
=" e | ——

LARER 4 | @] ] Y&l ®| 9| |
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ALKER

GY)

In this graphical game for

the C84 wyou play a
caveman on the planet of

Altair-4 hunting
dinosaurs.

You use a tamed cloud
that can teleport

dinosaurs, it follows you
everywhere and this is us-
ed to swing it into the
path of the dinosaur.

However, if the cloud
touches the caveman he
will rapidly lose energy as
it is radioactive. Good
luck.




8
-

269 REM LRD- 2=xCRD
278 PRINT" NN LARNE J oo w @ @ | .
279 REM WHT- 2=CRD
2880 PRINT" = oo e e —| |,* NE

300
399
420
40
4@l
481
4@z
485
4108
420
438
499898
Soeea

SC=(PEEK (833) 256 +PEEK (832) ) %100
REM HOM-GRN CRL ’
PRINT"SRESCORE ="SC"R .
REM CRU CRL SN
PRINT"[ENERGY="PEEK(834)"H "
REM CRL

PRINT*"RADIATION LEVEL ="L"M "
POKES3275 ,PEEK (834)

IFPEEK (53268 ) =25STHENL =L +1
IFPEEK (789) ¢ »234 THEN202
GOSUBS@@R:GOTO173

END

TT=SC:G0SUBS@A@A:REM HI SCORE

SO0S Z1=@IFORX1I=1TOGs IFTT2TT(XII>THEMNZ 1=X11X1=5
S018 NEXTHIIFZ 1=@THENRETURN

o818

REM CLR GRN LHT

H1 SCORE 31 SCORE

5812 POKES3281 ,MIFORA=1TOI120:NEXTINEXT!POKES=Z281 .8

S@19 REM CLR-GRN-

52848 IFZ1=18THENSB®E8

” S@11 POKES3269,0!PRINT"J" tFORX=BTO31!1PRINT"
|

S*xCRD
Se2e INPUT . AN | SCORE

SO50 FORX1=3TOZISTEP-1:TT{(R1+12=TT(X1)ITTE(XKI+1I)=TTEX1IINEXT
L D068 TT(21)HX=TTITTHE(Z1I=N$

" S@79 REM CLR CRD

i o088 PRINT"J"!TAB(8)>"MH]1 SCORE"

I S@98 FORX1=1TO4
| 5884 REM CRD

S108 NEXT
5183 REM CRD

5999
s2aa

6210
6020
E@29
6030
E039
042
6050
6060
€070
6020
i Q32
1 6099
| 5100
i 6110
i 6120
i1 6130
| 6140

6158
65168
6178
188
6198
6288

S35 PRINT"H"!IXKI1!:TABC(1@)TTI(X1I)ITAB(23 ) TTHIKL)D

5118 PRINT"NMPRESS A KEY TO RESTART“!POKE 198 . 0:AITLIS8 ., 1:POKE198 ,8tRETURN

REM CLR
PRINTTAB( 12! "UJINSTRUCTIONS Y/ N 7"
GETAS: IFAS="N"THENRE TURN
IFAS< " Y"THENGO 10

REM CLR-LGMN
PRINTCHREC14>: "B

REM CRD

PRINT"M ™ THE LANET #LTAIR —IVE LIVES A TRIBE"
PRINT"OF BRAYE CAVEMEN CALLED —LOUD OALKERS®
PRINT"WHO USE THE SEMI-INTELLIGENT LIFE —LOuDp®
PRINT"TO HUNT DIMASAURS.| HESE CLOUDS ARE VERY"
PRIMNT"DANGEROUS AND ONLY HALF TAMED. "
PRINT"OHEM RELEASED THEY ALWAYS HOME IN ON THE"
REM CRU

PRINT"[CAVEMAN AND HE USES THIS HABIT TO "
PRIMT"CAPTURE THE DINASAURS.|HIS 1S ACHEIVED *
PRINT"BY MAKING THE CLOUD TOUCH THE DINASAUR. "
PRINT"|HIS TELEPORTS THE DINASAUR BACK TO THE"
PRINT*"NEST OF THE CLOUD.|HE CAVEMAMNS TRIBE "
PRINT"IS CAMPED MEARBY TO CAPTURE THEM."
PRINT"-F THE CLOUD TOUCHES THE CAVEMAN HE WILL"
REM CRU :

PRINT"[LOSE ENERGY POINTS.-F THESE GO DOWMN TO"
PRINT"1 THEN HE DIES.~F A DINASAUR HITS THE"
PRINT"CAVEMAN HE HAS ARMOURED SKIM SO HE OMNLY"
PRINT"LOSES EMERGY POINTS."

—LOoUD OALKER"
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6204 REM CRD-RVS OFF
B205 PRINT"EE ™MLY THE CRACKLE OF RADIATION IS HEARD.H"
B2P8 REM CRD-RVS OFF
6210 PRINT"EEFRESS SPACE TO CONTINUEE"
G220 GETAS: IFAS<»" "THENGZZ0
B229 REM CLR-CRD
238 PRINT" M HE BRONTOSAUR TAKE SPECIAL TELEPORTING"
6248 PRINT"IT HAS A SECOMNORY BRAIMN NEAR ITS BASE" A
E258 PRINT"AND MEEDS TO BE TELEPORTED IN TWO PARTS®
B26@ PRINT"OR POINTS ARE LOST.|HE REAR OR FRONT"
E278 PRINT"CAN MOVE IMNDEPENDENT OF THE OTHER"
6278 REM CRD
6280 PRINT"M-ONTOLL=JOYSTICK PORTH2 ALL 8 DIRECTIONS"
B288 PRINT" |[UT BEWARE THE CLOUD CAN TELEPORT"
63080 PRINT"ITSELF AND CATCH YOU UNAWARES. "
BE318 PRINT"WARNINGH#2 #LL PLANT LIFE IS STICKY AMND"
B320 PRINT"CAM SLOW THE CAVEMAMN DOWN AMD SOMTIMES"
6330 PRINT"| ELEFORT HIM FROM RES IDUAL CONTACT WITH"
534® PRINT"THE CLOUD.|HE PLANTS CAUSE THE CLOULD"
E35@ PRINT"TO ALSO BEHAVE STRANGLY"
= B354 REM CRD
E355 PRINT"EMACH MNEW SCREEN IS FASTER THAM THE LAST"
6359 REM CRD-RVS OFF
6360 PRINT"E@PRESS SPACE KEY TO CONTINUEE"
B370 GETAS$! IFAS$<>" "THENG370
E388 PRINTCHR%:142)tRETURN
8993 REM BELL
9000 S=S42T72:POKES+1, 130tPOKES+S5,9!POKES+15,30!POKES+24, 15:FORLB=ATO1{POKES+4,21
8810 FORU7=I1TO1S@!NEXTI!POKES+4 ,20!FORUS=1TOZ2OI NEXT
| 9015 FORUB=STOS+24:POKEUS ,@INEXT!RETURN

18p®@ DATA 128, 169, 45, 141, 28, 3, 1689, 182, 141, 21
1e@1® DATA 3, 88, 169, @, 141, 2, 208, 169, 148, 141
19020 DATA 3, 208, 169, 106, 141, 4, 288, 169, 130, 141
10038 DATA 6, 208, 162, 8@, 142, S5, 208, 142, 7, 2808
10@48 DATA 162, 2V¥8, 142, 12, 288, 142, 9, 2M8, 896, 238
18850 DATA 2, 208, 206, 6, 2@8, 2@6, 4, 298, 238, 15
18960 DATA 208, 238, 8, 208, 238, 8, 208, 173, B8, 194
ie87® DATA 201, B8, 144, 28, 169, 31, 141, 253, 143, 169
18880 DATA 28, 141, 249, 143, 163, 34, 141, 258, 143, 169
10090 DATA 36, 141, 251, 143, 168, 27, 141, 252, 143, 76
18190 DATA 239, 192, 162, 38, 142, 253, 143, 169, 29, 141
10119 DATA 248, 143, 168, 35, 141, 25@, 143, 169, 37, 141
18120 DATA 251, 143, 169, 26, 141, 252, 143, 1639, 38, 141
1213@ DATA 253, 143, 169, 23, 141, 254, 143, 189, 22, 141
18149 DATA @255, 143, 76, 2389, 192, 234, 234, 234, 163, 255
1815@ DATA 141, 28, 208, 169, 12, 141, 32, 288, 169, 15
18168 DATA 141, 33, 208, 169, 14, 141, 34, 288, 1689, 15
1217@ DATA 141, 3%, 208, 169, 7, 141, 36, 288, 169, 8
181880 DATA 141, 37, 298, 169, 9, 141, 38, 298, 169, 2
121980 DATA 141, 38, 288, 141, 49, 288, 141, 41, 298, 141
18288 DATA 42, 288, 141, 42, 208, 141, 44, 288, 141, 45
19e21® DATA 208, 141, 46, 288, 169, 255, 141, 21, 208, 169
19228 DATA 23@, 141, 1, 208, 168, 22, 141, @8, 208, 169
1023@ DATA 14, 141, 248, 143, 76, @, 182, 234, 234, 173
19248 DATA 2, 288, 281, 255, 248, 3, 76, 9, 183, 238
18258 DATA 2, 208, 173, 16, 288, 73, 138, 141, 16, Z@8
19260 DATA 234, 234, 234, 234, 234, 173, 16, 288, 41, B,
1278 DATA g2@1, 2, 29@, 3, 76, 42, 193, 173, 2, 208
19280 DATA 201, 255, 248, 3, 76, 42, 193, 2068, 2, 208
18298 DATA 169, 124, 45, 16, 208, 141, 16, 208, 141, 14
18388 DATA cee, 234, 173, 8, 208, 291, 254, 288, 8, 1685

Z1)
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190320
10330
10340
1835@
18368
10370
19380
18330
10400
1ag41&
18428
12430
18440
184582
19460
10470
19480
19490
19500
1951@
10520
10530
1 19540
! 10550
| 18560
h iasvae
1 10580
i 19590
it 19600

10610
it 19628
“ 10630
; 19640
i 1PESe
1

12668
i 1867@
| 18680
18E39@
12708
1av1e
' 18720
18730
! 18740
* 18750
| 19760
18770
18788
1a738
1a8aa
1eg81@
18820
18830
18840
l 12858
10868
18878
1e88a
10830
19980
iasie

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
OATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
OATA
DATA
DATA
DATA
OATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
OATA
OATA
DATA
DATA
DATA
DATA
DATA

16, 13,
cag, 41,

16, 288, 141, 16, 288, 234, 173, 16
16, 201, 16; 208, 21, 234, 173, ©
2@8, 201, 96, 208, 13, 168, @, 141, 8, 208
169, 111, 45, 16, 208, 141, 16, 208, 206, 4
ca8, 286, 6, 208, 174, B8, 220, 172, 8, 2208
138, 41, 1, 208, 3, 76, 142, 193, 173, a0
1894, 41, 8, 288, 8, 163, 14, 141, 248, 143
6, 132, 183, 189, 15, 141, 248, 143, 169,
eas, 1, 208, 248, 3, 238, 1, 208, 138, 41
2, 298, 3, 76, 180, 193, 173, 88, 194, 41
g8, 208, 8, 169, 16, 141, 248, 143, 76, 178
193, 168, 17, 141, 248, 143, 169, 565, 205, 1
a8, 248, 3, 286, 1, 288, 138, 41, 8, 281

8, 2948, 63, 173, 80, 194, 281, B, 16, B

168, 20, 141, 248, 143, 76, 287, 193, 168, 21
141, 248, 143, 238, @, 208, 173, @, 208, 201
255, 208, 11, 173, 16, 208, 9, 1, 141, 16

208, 238, @, 208, 173, 16, 208, 41, 1, 201

i1, 288, 13, 173, 8, 208, 281, 65, 248, 3

16, 238, 183, 206, 8, 288, 138, 41, 4, 28l

4, 2848, 68, 173, 88, 1894, 281, 8, 16, 8

169, 18, 141, 248, 143, 76, 21, 194, 169, 19
141, 248, 143, 206, @, 208, 173, @, 208, 201
%%, 298, 11, 173, 16, 208, 41, 254, 141, 16
chg, 286, A, 28088, 234, 234, 234, 2394, 234, 173
16, 208, 41, 1, 201, 1, 248, 13, 173. ©

2e8, 201, 21, 244, 3, 76, 69, 194, 238, ©
ce8, 173, 2, 288, 41, 8, 141, 88, 184, 76
@i, 194, 8, 173, 18, 208, 41, 4, 201, 4

240, 122, 234, a34, 234, 234, 234, 234, 24,
@, 208, 285, 12, 208, 234, 234, 2498, 11, 176
6, 206, 12, 208, 76, 118, 184, 238, 12, 208
24, 173, 1, 208, 205, 13, 208, 240, 11, 176
6, 28, 13, 288, 76, 138, 194, 238, 13, A8
173, 16, 288, 41, 1, 281, 1, 298, 16, 173
16, 2@8, 41, 181, 141, 16, 288, 234, 234, 234
234, 234, 76, 181, 194, 173, 16, 208, 9, 64
141, 16, 208, 234, 234, 234, 234, 234, 234,
234, 234, 234, 24, 173, &, 288, 201, 128, 165
18, 176, 16, 169, 23, 141, 254, 143, 76, 212
194, 169, 24, 141, 25494, 143, 76, 212, 194, 169
25, 141, 254, 143, 173, 31, 288, 178, 234, 234
91, 1, 281, 1, 248, 3, 76, 23, 1895, 15

91, 1, 2801, 1. 298, 6, 38, 37, 196,.206

1, 2@8, 152, 41, 2, 201, 2, 208, 6, 32

37, 196, 238, 1, 268, 152, 41, 4, 2801, 4
c@8, 6, 234, 234, 234, 28096, 8, 288, 152, 41
8, c8l, B, 288, &6, 23494, 239, 234, 238, @
cag, 234, 234, 234, 23494, 234, 234, 138, 234,
41, 64, 201, 64, 248, 3, 76, 93, 195, 152
41, 1, 281, 1, €08, 6, 20, 12, 208, 2906
13, 2@8, 152, 41, 2, 281, 2, 208, 6, 238
13, 288, 238, 13, 288, 152, 41, 4, 281, 49
c8, &, 286, 12, 208, 286, 12, o8, 152, 41
8, £al, 8, éM8, &6, 238, 12, 2868, 238, 12
cAa8, 238, 11, 88, cB6, 18, 288, 234, 234,
173, 8@, 194, 201, 8, 248, 6, 206, 11, 208
234, 234, 234, 173, 18, 2808, 281, 1, 2868, 38
173, 16, 2868; 41, 32, 281, 32, 248, 18, 173
16, 2@©8, 9, 32, 141, 18, 208, 1689, 255, 141
16, 208, 76, 180, 19%, 173, 18, 28, 41, 283

238

173

234

c349

COMPUTER GAMER MATY 1985

L]
L]

c34

et

Le e e ome e e aa dom G R @R EE EE AR R R EA R EE S T el e e ek el il B e e e B e ek el el e e s e el el e e




-4
—

18528
18938
18848
18358
18868
18578
19588
18898
118808
11818
11828
11838
11848
11858
11068
| 11878
11888
11898
11108
11118
11128
11138
11198
11158
11168
29989
30000
30081
Jaaasz
30883
Jeaaq
300035
Joees
30807
Jeees
30803
Joale
Jeall
Jealz
30813
30214
Jeals
30016
Jealv
Joale
38135
Jal4@
Jeq1e

420808
40801

4888z
48883
48884
408835
408806
4@ea7v
49008
40089
40818
48811
48812

2349

DATA 141, 16, 288, 169, 255, 141, 18, 208, 172, 30
DATA 288, 152, 41, 1, 201, 1, 248, 42, 32, 86

DATA 186, 152, 41, 64, 281, 64, 208, 29, 152,

DATA 191, 168, 173, 21, 288, 1490, 248, 3, 237,
DATA 3, 141, 21, 208, 238, 64, 2, 173, B4, 3

DATA 201, 255, 208, 3, 238, 65, 3, 76, 4, 196

DATA 173, 66, 3, 201, 1, 248, 11, 206, 66, 3 ;
DATA 234, 234, 173, 21, 208, 208, 236, 234, 169, 234
DATA 141, 21, 3, 169, 32, 141, 248, 143, 169,

DATA 141, S5, 220, 16@, @, 208, 192, 255, 208, 251
OATA 169, 33, 141, 248, 143, 76, 48, 234, 173,
DATA 208, 201, 65, 248, 3, 76, 49, 234, 173,

DATA 208, 141, 19, 208, 238, 5, 220, 169, 255,
DATA 21, 288, 173, 18, 208, 141, 14, 208, 76, 48
DATA 234, 160, 16, 136, 140, 24, 212, 169, 33,
DATA 4, 212, 168, 198, 141, S, 212, 169, 15,

DATA 3, 212, 168, 63, 141, 2, 212, 182, 1, 208
DATA 228, 169, @, 141, 24, 212, 141, 4, 212,

DATA S, 212, 141, 3, 212, 141, 2, 212, 141,

DATA 212, 96, 234, 234, 234, 148, 24, 212, 169,
DATA 141, 4, 212, 169, 198, 141, 5, 212, 169,

DATA 141, 3, 212, 169, 63, 141, 2, 212, 234,

DATA 234, 234, 168, @, 141, 24, 212, 141, 4,

DATA 141, S, 212, 141, 3, 212, 141, 2, 212,

DATA 24, 212, 96, 254, 255, 255, 255, 254

REMHNBHHL-D-G 'S DATANNNNHS
DATA3,293%5,127.3,63,3,63.,255
DATASB 215,174 ,.222,126,121,90.4
DATA153,218,126,189,219, 126,680,249
DATAIBS,126,188,126,189,126,189,126
DATAZ24 ,24,153, 126,255, 126,249 .24
DATA3,14,53,255,255,53.14 .3
DATAE255,119,119,235,255,119,119,255
DATA182,112,76.,253.255.76, 112,192
DATAB ,25,135,218.,218,255,255,255
DATALZ8.161,162,170,170.,170.,255,255
DATAZ4 ,60,.90,153,255,153,153.,255
DATA185,255,195,255,255,195,255,1895
DATA255,153,153,255,153,90.,60,24
bATALl ,3,7.,7,63,1287,255.,7

DATAl28, 182 224,224 ,2249 ,220 ,254 ,25%
DATA255.,127,.63.,7.7.7.3.,1

DATAE3S5 ,254 ,2%2 ,224 ,224 ,224,182,128
DATAl1Z28,129,1288,169,173,173,255,255
DATA254 , 182,252,240 ,182 ,2%4,182 ,255
DATAZESS ,255,255,253,253,163.,163,131
DATA25S ,253,188,189,157,155,139,136
REMHBBHSPRITE DATAC 14 )HHHNNN

REM CAVEMAN FRONT# 1
DATAZ2,.1790 .0 .2 ,86,0.,9

DATAl17.,128,1,85,.48,0 ,68
DATA48 .0 ,18,8,5,213,72
DATA21 ,245,88,17,253,24,18
DATAESS,4,19,255,8,3,255
DATAB,.3,119.8,8,68.,8
DATAB,132,0.,2,136,0.,2
DATA138,0,0,10,0,0,0
DATAR®,9,0,0,0,0,0,0

REM CAVEMAN FRONT#Z
DATARA2.,170 .8 .2 ,86,0.,98
DATALl?.,138,1,85,10,0,68
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40813
40814
48815
40816

4aa17y
48a18

42813
40828
daaz1
4q@aesz2
48823
408249
48825
42826
Jqaazv
48828
4829
40838
48831
48832
488323
40834
4@@35
40836
4@a37?
48838
48039
48508
4058 1
4@as58a:z2
48503
48584
40585
40506
4asavy
48588
48589
48518
48511
48512
48513
48514
48515
485 16
48517
48518
48518
48528
48521
q@8522
48523

48524
480525

i

DATRZ2,0.16.,2.,5,213 .66
DATAS .245,81,17.,253,22.,18
DATAES5S .2 ,67,2855,2,3.,235
DATA2,3,119,80.,8,68.,0

OATAB ,?72,0.,8,138.,8.2
DATA138,8.2.,128.,0.,8.0
DATAB ,8 ,0,8,0,0.,8,0

REM CAVEMAN BACK#1
OATA2,170.8,.2,.170,8.,8
DATALES,128,1,169.,480,0, 100
DATA48 .80 ,84 ,8,5,83 .84
DATAZ21.,125,68,17,253,8,19
DATA255.8,19.,255,8,3.,2955
DATAB ,3.,1189,0.8.,68.,0

DATRB . 132.,8,2,136.,80.2
DATARAlIZE,8,8,.18.,8,.8.,80
OATA® .8 ,0.0.0,0,0.,.8

REM CAVEMANBACKHZ
DATAZ2,178,8,2,1782,8,9
DATAL1ES,.128,.1,169.,.8,.8,108
ODATAR42 .8 .84 .48 ,5 ,93,7¢2
ODATARS,125,88,5,255,24,7
DATAE5S.4,7,255,8,7.255
DATAB8,3,119,.8.,0 .68 .8

DATAB ,.72,8,8,138,08.2
DATAL13B.8,.2,128.,8.0.80
DATAD .0 .0 .0.8,8,0.0

REM CAVE FARACE LEFTHI

DATAB , 168,080,160 .88.8., 1660
OATA24 ,8,161 ,88.8 .32 .88
DATAB ,32,16.8,21.,213.8
DATA3? ,245,64 ,32 ,252 .64 ,32
DATA252 .64 ,32 ,252 .64 ,35 .,2852
DATAB .33 ,252,8.,1,16.,0
DATAZ2.,22,8.,.18,6,80.,1808

DATAZ  8.,8,.2.80,.60.8
DATAG ., .0,0,0,0,0.0

REM MAN LEFTHZ

DATAlEA ,168,A, 160 ,88,0, 160
OATAERE ,8 ,33 .88 .8 ,32 ,88
DATA® . 32,166,808 ,33.,213.8
DATAZ1 ,245,64 ,36 ,252 ,64 ,32
DATAESS2 ,64 ,32 ,253,0,35.,252
DATAB,1 ,252.,8.,.5,16.,808

DATA4 ,16,80.,8.32.,08 .48
DATAIED 8,480,168 .8 ,0.8
DATAB ,8.,0.,80,806,806.0.0

REM MAN RIGHT#1
DATAZ2,160,160 .2 ,80,160.,2
DATAE4 , 168 .2 ,84,128 .2 .80
DATALIZSB .0 ,80.,128.,5.,213 .64

ODATAZ1 ,2845.,188,17 ,852,128,193
OoATA2S52,128,18.,2852,1288,3.,252

48526
4@a327

48528
48529
48538
48521
483532
dA533
480534
40535
48536
48537
48538
48539
4 10928
4108l
4l18aasg
41883
4 1884
4 1885
419086
41087
41888
4 1883
418018
41@al11
41@12
41813
41814
41815
418186
41817
41918
410189
41828
d1@a21
41822
41823
41824
41825
41826
41827
41828
41829
418038
41831
4183
41833
418349
41835
41836
41837
41838
41839
420080
4288 1
42808z
4288e3
42084
428085
428086

DATAL128,3,252,0,3,252 .0
DATA37,.20,A4,36,20,0,32
DATA4 .8 ,32,10,80,8,18
DATA®,9,0.,2,0,8,80,0

REM MAN RIGHTHZ
DATAZ, 160 .8, 2,80, 160.,2
DATABO , 160 ,2,284, 1682 ,2 ,2@
DATAl128,0.,80,128,5,212,128
DATAZ21 ,245,64,17,253,128,19
oDATRA2S52,128,7 .25, 188,3,252
DATAl28,3,.252.,128,3,252.,0
DATALl .2@.,82,1,5,0,2
DATA2.,0.2,138,128,2,130
DATAIZ2S8.0.,0,0,0,0.0,0

REM TOKEMN

DATA® .7 .,0.2,.0,0.,0

DATA® ,0,0,63,0,0,231
DATA1S2,0,229.,240,3,153,124
DATALS, 185,124,108 ,254,124,15
DATA185,124.,3,153,124 .8 ,229
DATAZ24@,8,231,192,8,63,0
DATAR® ,0,0,8,0,0,0

DATA® ,0,0,9,0,0,0
DATAP,2.0,0,0,0,0.,.02

REM CLOUD #1
DATA®,0,0,3,8.,0,15
DATARISZ,0,15,195,182,63,195
DATA2408 ,255,3,255,255,190,255
DATAL14,1780,176,1,149,64,8
DATAESS,0 ,3,239,64,13,255
DATA112 ,254 ,85,181 ,255,3,255
DATAER,3 ,.252,60,3,252.,0
DATA1S 2498 ,@,12,192,0,0

DATA® ,0,0,0,0,0,0,0

REM CLOAD#®2
DATA® 8.0 ,.2.8.04,1@

DATAZ44 ,0,15,248, 192 ,63 ,240
DATA24@ ,255,192 ,255.,15, 125,255
DATAl ,85,127,2,98,176,0
DATA194 ,192,15,195,0 ,254 ,207
DATA128,253,179,112 ,255,15,255
DATAS3, 15,252 ,6@,63 ,252.,0
DATAG3,249 ,0,60,192,0.,0

DATAR ,A .0 .,0,.0,0,0,0

REM CLOAD#®3

DATAA ,A ,0,3,240.,0,15

DATAESS2 ,8.15,252,0,63,252
DATA®,15,240,0,3,125,255
DATAL ,85,127,2,116,191,15
DATA192 .,.252.,2855,3,192 ,254 ,255
DATA128 ,253,170,64 .60 ,63,.240
DATAG@ ,63,255,0,255,252,0
DATA2S5S5,182,0,.2490,0,0 .0
DATAR2.2.0.0,0.0.2.8

REM RIGHT MONSTER# 1
DATA®,3,71,0,8,116,60

DATA3 ,207 ,255,3,252 ,252 ,48
DATA127 ,240 .51 ,240,243,51 ,248
DATA243 ,632,208 ,243,255,80 ,243
DATA245,112,243,213,64 ,255,85
DATA® ,253 ,85,8 ,255,253.,0
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42887
428088
420839
42818
42811

42012
42013

428214
42815
42816
42@a17
42818
42018
S0008
seaal
seva:z
Sapa3
0084
Saees
S0ves
seaay
—aaas

-@aes
seale

Sae11
sSaalz2
Seel13
=105
Seail1s
08186
=110 Bry
oBa1s8
Saals
SPa2e
Saez21
Seez2
—8823
S88024
S8P25
sl laied S
SQBaa27
Saazs
20829
S0a38
=1uluich]
Saa3z
S8a33
508349
S0835
Se83e
S0837
SAB38
S0e3s
S084ge
Sa8q 1
Saa4qg2
SA@43
28844
50845
8846
=115 Ay

DATAE3 ,223,64,15,3,208,15
DATA1SZ2 ,252,0,0,0,0.,0
OATA®.0.0.0,0,0.2,8

REM RIGHT MONSTER#MZ
DATA48 ,3,71 ,252.,08,1186,255

DATA3 287 .,.252,3,255,240.,16
DATAl124 ,.24@,19,2480,241 .51 ,240

DATA241,63,208 ,243,255,80,243
DATA245,112,243,213,64 ,255,85
DATA192 ,253,85,0,255,253, 192
DATAG3,223,112,0,240,60,0
DATAZS2 ,63,9,9,0,0,0
DATA®,9,0,0,0,0,0,0

REM STEGA-SAURUSH 1
DATA®.,9,0,0,8,0,0
DATA®,0,0,0 ,68,0,0
DATAZ94,0,0,204,0,0,213
DATAR ,9,196,0,0,213,0

DATA® ,80,0,0,80,2,4

DATABO .9 ,68,80,0,68,240
DATA4,71,240,4,95,248,5
DATAL27 ,208 ,69,255,208,87,85
DATAB®, 127,64, 192,090,240 ,2490,0
REM STEGA-SAURUSHZ
DATA®,0,0,0,2,0,0
DATAD 0,0 ,0 ,68,0,0

DATA294 ,0,0,204,0,0,212
DATA® ,8,213,0,0,213,0

DATA® ,80,0,0,80,0,4

DATASA® .0 ,68,80,8,69,112
DATA4,71,240,4,95,24@,5
DATA127.208 ,69 ,255,208,87,221
DATAIG,124,112,48,0,60,60,0
REM TYRANH I

DATA® ,240,0,15,60,0,0
DATA252,0,15,252,9,0,60
OATAR,9,60,08,0,116,0
DATAS3,116,3,15,116,3,48
DATAZ215,1,0,215,1,0,117
DATAR193,8,117,193,8,29, 125
DATAR,63,255,0,15,255,0
DATALS ,240,8,15,252,0, 15
DATAER .V ,683,12,0,255,60,0
REM TYRANHZ2

DATAR ,240,0,3,60,0,15
DATAZ252,0,0,252,0, 15,60
DATA® .0 ,60,0,0,116,0

DATA® ,84,48 ,63,84,48,15
DATA247 ,60,48 ,215,12,0,117
DATAZ20S,0,117,193,0,29, 125
DATA® ,63,255,0,15,255,8
DATALS ,252,0,15,252,0,63
DATAG® ,@ ,252 ,252,3,240,240,0
REM BONES# 1

DATA®, 168,0,0,32,0,0
DATA136,0,0,32,0,0,32

DATA® ,42,170, 160,0,32,0
DATAZ,170,0,8,32,0,0
DATA168,0,8,32,0,2, 170
DATAR,2,170,0,0,168,0

DATA®, 136,0,0, 136,0,0
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-8848
-aa499
S885e
20851
8852
S08s53
50854
58855

o0056
=10 =g

=1alubals
=1l
0068
SO80E6 1
Seessz
S88a63
S8Eq
S8ae5
SB8eeE
SARe7
SO0ES
Saass
Saa7e
S0e71
887’2
o8a73
S8874q
o88a7vS
o08ave
saavv
Seevs
S0a7s
Seege
Seasl
seass
=1ululsic
Seagq
-8aaes
SB0086
=114 1= 3y
—aaes
-aags
S0ese
oaas1
s8aasz
S0as3
S80s4g
S0a95
288096
o8ag7
oB0a9s8
S@ass
READY.

DATA136,0.,2,138,0,0.0
DATA®,9,0,2,0,0,0,0

REM BONESH#H2

DATA® , 168,08 .,@,32,0,32
DATAL36,32,8,32,128,2,34
DATA2 .2 .,.168.0 .0 ,.32.,0
DATA2,178,0,08,32,0,0
DATAIEB,0,.0:32,0,2,170

DATAB .2 ,179 .0 ,@8,168,0
DATARA®,136.0.0,136,0,2

DATAZ,8.,18,2,128,8,8
DATA® ,8,0.,0,0.,0,8.,8
REM BRONTO#® 1 ,FRONT
DATAL1S.2.8,.51.0.0,255
DATA® .8 ,63,0,0 ,207,0
DATA® ,3,192,8,3,240,3
DATA® ,252,15,8.,63,63.0
DATAL1S . 255,0,32,255,0.,0
DATA25S,0,0 ,255,0,0,63
DATA® ,® ,63,0,8,252,0
DATA3 ,240,8,15,182,8,15
DATA® ,2,632,0,0,63.8.0

REM BRONTO#2,FRONT .__
DATA2,192.8,12,192,08.,.15
DATAL19S2,8,63,192.8,63, 192
DATAR,3,240,0 .0 ,252,3

DATAB ,63,15,0,15,255,0
0DATA1S5,.255.,0,3,255,0.,0
DATA255,0 .0 ,255,0,0,63

DATA® ,® ,63,0.0,252,9

DATAB 240 .8 ,08,249,0,3
DATA1S2,0,3,152,8,3.,192.,0

REM BROMNTO BACK# 1

OATAD ,.0.,0.0.8,0,0

DATAD ., ,0.,0.,8,2.9

DATAD ,0,0,8,290,0,0

DATA248,0.,0 ,254,0,0 ,255
DATAL28 .0 ,255.,224.,0.,253,248

DATA® ,247 , 126,08 ,223,223, 128

DATAL127 ,247 ,224 ,255,1892,248,63

DATA® ,248,15,8,224 ,15,8
DATA128,63,18,8,63,2,128,0

REM BRONTO BACK#Z
DATA® ,0,0,0,0,0,0
DATAD 9,0 ,0,0,0,0
DATAB .8 .0 ,.8,.2490,0.,0
DATA248,0.,8 ,254,0,0,255
DATA128,0,255 ,224,8,253,248
DATA® ,247 ,126,.8 ,223,223, 128
DATALI27 ,247 ,224,255,192,248,15
DATA192 ,2498,3,192,224,.3, 195
DATAI28,15.,206,0,15,232,0.,0

-\.




TI 99 /794A SOFTWARE
AKHTER’S SUPER

Home Entertainment Titles:

A-MAZE-ING (M) ... ............. A varety of mazes, from simple to cat and mouse. 13 options and some 5200 different

N R s e e e e L e o et e L r e £48-895 £7f
MIND CHALLENGERS (M). .. .....2 challenge games. The first asks the player to mimic a series of notes (up to 64). The second

iS5 a code breaking game using shapes and colours. [Ages 10+ . o . 4885 E7
MUNCHMANI(M) . ............... Manoeuvre the Munch Man through a8 maze to reach an Energnser- but aumd bemg UEWUF‘-E-I:I by
4 Hoonos. Points are scored by connecting the passages by a continuous chain or capturing
i the Hoonos whilst the Munch Man is energiSed .. ....cccieiiivirannnsannssasnssrnss £48-595 £1495
i HUNT THE WUMPUS M) ... .. .. .Seek the lair of the Wumpus in this exciting hunt through a maze of caverns and twisting
! tunnels. Avoiding the perils and evaluating the clues aids your adventure through up to
L I i i e L e e hoat T s s e R R DR e G e S T -£4085 £7
PARBECIM) ...................... Fight off a variety of aken space craft as you lead your squadron in defence of your
DRI Wl =L s 0 s - S e e Lama L DU Il SRR S T e s, £4895 £14
OLDIES BUT GOODIES (1) (C). .. .Five exciting games: Word Scramble, Number Scramble, Noughts and Crosses, Biorythm
B FAGEOr FoUr L] ar 2 PEEEERL . - i e e b e R R R R i £65:85 E£3285
OLDIES BUT GOODIES (2) (C)....Second in the senes Hammurabi, Hidden Paris, Peg Jump, 3-D Noughts and Crosses
R T R L N e R e £65:95 £33
THEATTACK (M) ................. Manoeuvre your ship to avoid and destroy the enemy “spores” and “aliens’. ........... -£4885 £7
TOMBSTONECITY M) .. ......... A 21st century ghost town, you are to stop the "morgs” before they infest the earth. Beware!
They live off tumbleweed and PUMBNS. . . ... cvvnwiisisereisssssaassssississiasssssssss -£48-85 ET.-'II
TIINVGADERS (M), . ............... Protect the earth from the invading creatures. A one player game.. e .-£44-85 £108
VIDEOCHESSIM). ... . ........... Play the computer or someone else. You can choose the level of dnffu:ultn,r an:l E"u’EI'!I saue
D I O T B R o e e Ak e o v i R i A A A e -£28-85 £1588
VIDEOGAMES1IM) ............ .Aim at Potshot, be a wizard at Pinball or trap \rnur opponent with doodle. . v Y05 E18

S e I I v ot i T b e B e R e e e kL
Other Titles On Offer Include:

SAVAGE ISLAND SERIES (C) £86:95 £3.85
THE GOLDEN VOYAGE (C) £5:95 £385
ZERO ZAP (M) -£785 £585

Home Management Titles:

MAILING LISTID) ................ Stores, alphabetizes, sorts or searches for mailing list information. Handles names,

addresses. telephone numbers and other related mailing information. . T . £8.95
PERSONAL FINANCIAL AIDS (C) Prowvides financial statement development programs on loan amortization schedules
depreciation computations and mortgage analySis. . ....c....civurnannasasennssssenss £5.95
PERSONAL RECORD Create, maintain and utilise this home filing system. Can be used for insurance records,
KEEPING M) car maintenance records, medical and dental records, birthdays etc. ................ .£24 .95

Education Titles:

BEGINNERS BASIC TUTOR (C).. .Introducing programming concepts this includes eight lessons and a multiple choice _
LOBL L0 ANEUNS UNKBPOURIIIINNG .- < -« 0o v v o s v i e s e a6 o o 05 e e o K as £5:95 £395

TEACH YOURSELF EXTENDED A progressive learning process aids the cnmprehenﬁzun of this high-level

e T e e e e R R e N e (e o

Other Titles Include:

ELECTRICAL ENGINEERING LIBRARY (D) £9.95 KEY M
STRUCTURAL ENGINEERING (D) £9.95
MARKET SIMULATION (C) £9.85

Module C = Cassette D = Disc
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REM sesstressssssttniintsttsssssdass
REM *
REM RESCUE *
REM ¥
REM BY J.HILLMAM *
REM *
REM ssssdteidkaisnsiesitiddandniiians
FOKES3280 .2 ' POKES3281 .7
REM BLK
18 PRINT"@®DO YOU WANT INSTRUCTIONS?®
20 GET A%IIF A%=**THEN 280
B 38 IF ‘AS="v*"THEN GOSUB4DBR
B 58 REM##SET UP ARRAYS FOR RESPOMNSES2#
N 188 DIM R&C19),R(19)
118 FOR K=1 TD 19tREAD R$(K) ,RIK)IINEXT
128 DATA LIGHT.6, INVENTORY .8, . KILL,11,SH00T, 11 .HELP,8.6ET,.2,PUT.3,CARRY ,2
| 138 DATA TAKE .2 .PULL .4 ,DROP ,3 ,PRESS, 10,QUIT,7.UNLOCK ,S . EMPTY, 12
148 DATA MORTH,.| .EAST. 1 . S0UTH. 1 .LEST, 1
158 REM#aSET UP ARRAYS FOR OBJECTS»#
shiaf s " 1E@ READ NB
BaThEe arouna the | !7? DIM OB(NE) ,DBS(NE) ,SIS(NE)
BNt GEh AnDeaay | B9 FOR I=1 TO NBIREAD OB(1),0B$(1),SI18CI)INEXT
: e A = 198 DATA 19,3,.WHIP,A WHIP LIES ON GROUND
ey 208 DATA 8,.CHEST.A LOCKED CHEST OF GOLD COINS IS ON FLOOR
Batn Risean ) 210 DATA 7,KNIFE,.A KNIFE LIES ON THE TABLE
e L 228 DATA 13,GUARD,GUARD HERE
oy 230 DATA 11.BAG.A BAG HANGS ON THE WALL

1
=4
3
4
=
B
¥
B8
8

e e - N 248 DATA 17,SWORD.A SWORD IS IN THE CUPBOARD
o =S = 259 DATA 9,RO0M,BELMRE DANGER HERE

Lo . 260 DATA 24,TRAF-DOOR.TRAP DOOR IS IM FLOOR

RN 278 DATA 19,.AXE,AME IS HERE

| 288 DATA 1.GUN.GUM IS HERE

298 DATA IB.KEYS,.KEYS ARE HANGING HERE

308 DATA S.LAMP.YOU SEE A LAMP

.-
L el
-

'15?::55f{;_5f: 31@ DATA @ ,.GUARD,CHIEF GUARD WILL ARREST YOU
BRI 220 DATA 2.MNET.MNET 1S HERE ;
R 338 DATA 24 ,.BUTTON,BUTTOM OPERATES TRAP-DOOR

348 DATA 6,LEVER,LEVER CUTS OFF ELECTRICITY SUPPLY
IEEINAN NOE 359 DATA 1S.PRISOMER,PRISONER 1§ HERE
EBE LIS BXILS © L 362 DATA 14 ,ROOM,BEWARE DANGER HERE
CREVE S HERES . 365 DATA ©,JELEL , JEWEL 1S HERE
Ay LENE SFOn SN 379 REM START POSITION
3lp if you get into 288 L=
ty. You can ask for  @9e coToa3e
0TS b the SEAP If | 999 REMssF IND LOCATIONS®
Vil ; : . 423 REM CLR




PRINT =ud*

420 IF INTI(RMNDCId%IS5+1=]AND CG=BTHEN DBC13)=sLICG=]

438 IFL<11THEMOMLGOSUB3130@,3160.3190,.3220,.3230,.3200.3310,.3340.3370.,3400:1G0T0478
448 [FL<2@THEN ON L-18G0SUB3430,3468,3498 3520 ,3550 3380 .,3610.,.3648 ,367016G0T0478
438 IF L{2ETHEM ON L-183GDEUB37PA ,.3730.3760 ,37592 3828

468 REM=z:TO FPRINT OBJECT IN APPROFPRIATE POSITIOMN®®

478 FOR I=1 TO MBiIIF ODBCI )=LTHENPRINTEI®C{I )

488 MNEMT
4980 REM*:DISPLAY DIRECTION®* -
499 REM RED BLU »

@@ 1IF L<*»18 DRiLA=1 AMD DB{123s=1 3 THENPRINTIPRINT "@OU CAM GOD@*r:GOTO S2Z8
S18 coToSTa

528 IF HIMATHEMPFRINTTABC(11 ! "NHORTH"

538 IF EATHEMPRINTTABCI1X! "EAEBT"

549 IF SY8THEMPRINTTABC(L1 )1 "SOUTH®

S58 IF WXATHENPRINTTABCL 12 "LEST"

ZE@ REMxx IMSTRUCTIOMS:*%

S8 REM LHT BLU

57T PRINT: INPUT"BMHAT MNOLER" " [ &

S8@ GOsSUB3A1A

598 IF OoB{l13i=L AND I<>11THEN1GGA

608 REM=xF INO OFPTIOMES

618 IF 1=RTHEMN GOTOD &30

28 ON 1 GOTO 1919,1150,1248,1319,1460,1568,1410,10880,17350,1340, 1620. 1008
E38 PRINTIPRINT®*I DOM'T KMNOW HOW TO *“:vVEIiGOTO47A

18988 REM:EMOVEMEMNT ROUTINE ®%

1al@d IF IS="RM"AMND N THEN L=L-BtGOTOS18

i1a2@ IF IE="E"AMD EATHEHN L=L+1:G0TO418

1838 [F I#="S"AND S>0THEMN L=L+5:150TO418

1248 IF 1&="L"AND WM THEN L=L-=-11G0TO418

1838 REM:zIF WO LOCATION FOSSIBLE IW DIRECTION=®

IBEA PRINTIPRINTE*SORRY=-YOL CAM'T GO THAT WAY=1E0TO438

1878 REMex» IMNVEMTORY 22

1878 REM REDO BLU

igg8 PRINT"E YOU HAVEID "1 IN=8

1858 FOR B=] TOD MB

1188 IF OBCG)m=]1THENPRINTTAB. 12)0OBE(G> T [MN= TN+ ]

1118 NEXT

1128 IF IM=BTHEMPRIMNT"MO OBJECTS HERE®

1138 GOTO438

11948 REMxsGET %%

1158 FOR G=1 TO HB

iig@d IF NE=LEFTE(0OB®(G> LENI(MED )THEM] 188

1178 NEHRT

1188 PRINT" I DOMN'T UNDERSTAMD *rME1GO0TO438

1198 IF OBI{GI==1THEMPR INT®*YDU 'VE GOT I1T*i1GOTO43@

288 IF OBI(GYC LTHENPRINMT®*IT ISN'T HERE":GOTO438

1288 REM PUR YEL
1218 PRINT"ED.E.R"10B(Gy==]
1228 GOTO438

12380 REM=#DROP %%
1298 FOR Ge]l TO MNB
1258 IF ME=LEFTE{0BE(G) .LEMN{MNE) }THENLIZ27A

1268 MEKTIPRINT"I DON'T UNMDERSTAMD ®IMNE1GOTO438

1278 [IF OBI(GY »=1THEMNPR INT*YOU HAVEM'T GOT IT=i1GOTO4Z28
12688 PRIMT*O.K.*"10B{(G =L

1288 GEOTO438

1208 REM&esPLLL®®

1218 W=t IF MNEsLEFTE( *LEVER" ,LEMI{ME) )THEN IM=]

IF IN=]1 AMD L=STHEMPRIMT"ELECTRICITY IS5 CUT OFF"iGOTOa3a
REM&#PRESS %%

Ik=at IF MNE=LEFTHF{"BUTTOMN" ,LEMI{MNE} 3 THENH IN=]

IF IM=1AND0 L<>Z4THENMFRINT*HOTHING HAPPEWMS®"1GOTO438
IF INCXITHEMNPRINT®*YOU CANM'T PRESS THATI! *i1GO0TO438
IF OB 17 )==1THEM]1 402

PRINT® %OU DROLWMN IM A PITE1G0TOI418

REMxxERD OF RESCUE

PRIMNT"LELL DDME .YOU'VE COMPLETED THE RESCUE"
PRIMNTIPRIMNT*DO YOU WANT AMNDTHER GAME (Y M) 7™

GET AFIIF AS< ™Y "AKND ASd>"MN"THEN14Z28

IF AE=*"Y"THEMN RLUMN

REM CLER-LBL

PRINT*L]" | POKES3288 ; |81EMD

REMexLIMNLOCK &%

IM=a: IF MNE=LEFT®{"CHEST" ,LENINE} ITHEN IN=]

IF INCH}ITHEN PRINMT® YOU CAN'T DO THAT®*IGOTO438:
IF DB{23< =1 THEMNG=2 iGOTOIZ78

IF CH=elTHENMNPRIMT®*IT IS5 UMLOCKED®":GOTOD438

CH= | IPFRINT"0.K . "1GOTO438

REME®L [GHT k%

IH=@1 [F HNE=LEFTE{"LAMP" ,LEMCNE)} 3 THEN 1N=]

IF THS > ITHEMFRINTY %0U CAN'T DO THAT=1GOTO438
IF OB 123%C *=1THEN EB=iI2:G0OTDOL27A

L e G R el e e s me  aon Bl mml b e e g el

e ——
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1E22
IE18
&2/
1638
1648
1659
1E6E@A
IE7R
|68
1 538
17e8
1718
1 72
1738
1748
1758
1768
1778
1 788
1 73R
1288
218
|aza
ig3a
Jaaa
Jaila
Jaz28
3838
8498
2858
2868
Java
Jasa
98
108
128
3138
d148
3158
J168
178
3188
3198
J288a
A218
3228
J238
AZ48
238
328
J27e
J=ga
32898
J308
3318
Jaza
3338
33498
2358

IF LA= I THEMPRIMT®"IT'S ALREADY LIT®*iGOTO430
LA= ]l iPRINT"D.K. " tG0TO438

REM&#SHOOT %%

IF OB 1AM »=1THENPRIMT *WITH BHATY*"IGOTOAZA
IF DEC 133 C M. THEMPRINT VYS! " LHO?*" :1GOTO428
PRINT® YOU KILLED THE "!0B#{13>t0OB<13)=0:60TO43A

REM&axCHIEF GUARD® =

IMNeB:0DBC13 ) ud

FOR K=l TO B

IF DB{EY==-1THEN [KM=IM+]

HEXT

IF 1ML *@ATHERNIL 720

PRIMNT" AS YOU HAD NO DBJECTS HE ARRESTS YOU*":GOTOl418

K [NTI(RMOC ] 2%ME+]1 38 IF DBIK YL »= I THEN]IT7Z28

FRIMNT*HE TARAEES THE "iOBZ{K>F* AWAY FROM YOU* (OB (K =@1GOTOS30
REM& s HELP &%

FRINT® %OU CAM EILL THE CHIEF GUARD BUT OMLY CAPTURE A GUARD®
PRIMT® YOU MUST PULL THE LEVER TO SHUT OFFE THE ELECTRICITY®
PRIMT® ¥YOU MUST HAVE THE LEVER AMD EEYS WITH You®:

PRINT®" TO GET PRISOMER":GOTO432

REMe&®kEMP T ¥k kw

IM=81t IF NE=LEFTE{ *CHEST® ,LEMH{ME?Y )YTHEM ITk=1]

IF INCHLITHENPRINT® Y0OU CAM'T EMPTY THAT :GOTOD438

IF DEL{2){>=-1THEH G=]!G0TOl278a

FRIMNT" GOLD COIMS ARE HERE"!DB(19)=L:GOTO 478

REMeaCHECKE IMSTRUCTIOMS®%

ME=s""IFOR Z=]1 TO LEMNC{IS)! IFMID®S{I1%,.2,1)=" *"THEN [=2:G0TO323@
MNEXKT! | =@

IF =@THEN VE=|£iE0TO3I0ER

VEsLEFTE{I®, 1-1)

ME=MIDE.I#,T+1)

I =8

FOR K=1 TO 189

IF VEsSLEFTEI(RF(K) .LEN(VEIITHEN 1=R{K)I [#=LEFTE(VE,.1)

MEHT

RE TURM

REM LOCATION 1

FRIMNT*YOU ARE AT THE ENTRAMCE®
MeBIE=]1S=] ilJ=BiRETURMN

REM LOCATION 2

PRIMT*YOU ARE IM THE HALL®
He=@iE=]115=] I =@ IRETURN

REM LOCATION =

FRINT®*YOU ARE 1IN THE MUSIC ROOM®
MeRBIE=]IS=]ild=]1iRETURN

REM LOCATION 4

PFRIMT"YOUL ARE IM THE WOOD CELLAR®
Me@tE=]iS=]ilj=1tRETURMN

REM LOCATION S

PRIMT*YOL ARE IN THE WIME CELLAR®
Me@IiEw | iSe ] tld=1tRETURM

REM™ LOCATIOMN B

PRINT"YOU ARE IN THE ELECTRICITY SUPPLY CELLAR®
MN=@IE=RIS5S= ] tldw | IRETURM

REM LOCATIOMN 7

PRIMNT"YOU ARE IW THE ANTE-ROOM®
HNe@IE=|iSslilsBtRETURM

REM LOCATIOMN B8

PRIMNT*"YOU ARE 1IN THE STUDY®

HM=ltE=1tS=]tld=] tRETURM

COMPUTER GAMER MAY 1988




3368 REM LOCATIOMN 8

3378 PRINT*"YOU ARE IN AN ELECTRIFIED ROOM"

3372 IF 0B(16)<>=-1THEN N=RIE=@1S5=t /=2

3374 IF 0OBCIBY(>-1THENPRINT"YOU HAVE BEEN ELECTROCUTED®:RETURMN

3388 HN=lrtE=jiSs] =] IRETURN

33899 REM LOCATION 18 *

3988 PRINT*YOU ARE IM THE ARMOURY®

34918 NelIEn]liSs] k=] tRETURN

3420 REM LOCATIOMN 11 -

3430 PRINT*"YOU ARE IN THE KITCHEN® f'
3948 N=]liE=jiS=s]lild=] i RETURN

34%@ REM LOCTION 12 A r
3468 PRINT*YOU ARE IN THE PANTRY®

3470 Ne=lIE=@IS=]tl=11RETURN

3488 REM LOCATION 13

458 PRINT*YOU ARE IW THE LIBRARY®

3500 NelIE=l1S=] =] IRETURN

A5180 REM LOCATION 14

3520 PRINT*YOU ARE IN AM ELECTRIFIED ROOM®

322 IF OBCIBYC)-1THEN N=B1E=@1S=21 =@

d4524 IF OB(I8 < >=1THEMPR INMT *YOU HAVE BEEM ELECTROCUTED®:RETURMN
3530 N=lIiE=11S=] k= | 1 RETURN

3542 REM LOCATION 15

25580 PRIMNT*YOU ARE IN THE STRONG ROOM WHICH IS LOCKED®
33532 IF DBECIL1DC>=1THEN MeBIE=QISa@ i =@

3584 IF DBC11)<>-1THEMPRINT"YOU ARE LOCKED IN"tRETURM
35680 N=]l{E=BiS5S=0tli=8t RETURN

35T REM LOCATION 18

ASED PRINT®"YDOU ARE IM THE RADIOD ROOM®*

3590 NeltEw11S=]1W=0tRETURN

JoB88 REM LOCATION 17

F618 PRINT*YOU ARE IN THE GUARD ROOM*® R S e U e e 7
AE28 MNe|IE=ltiS=11Li=]1tRETURMN

3638 REM LOCATION 18

3648 PRINT*YOU ARE IN A DARK ROOM®

JE4S IF OBCI2YC>=10R LAC>ITHEN MeBIE=RIS=A1 =8

JES8 IF OB{I23{>=10R LA{YITHENPRINT®*IT'S TOO DARK TO SEE THE EXHITES"iRETURM
AE8S Hu |iEn@iSu]il=]l iRETURM

AE6A REM LOCATION 189

JETA PRIMT*YOU ARE 1IN THE RED BEDRODM®

FEBD MNslIE=]15=01L=81RETURN

3698 REM LOCATION 28

2700 PRIMT*YDU ARE !N THE BLUE BEDRODM® -
A710 NsltE=]tS=@1l=]IRETURN

A728 PEM LOCATIOMN 21

3738 PRINT*YOU ARE 1IN THE GREEN BEDROOM®

ATA0 N=BIE=]1S=01L=11RETURN

A730 REM LOCATION 22

27E@ PRINT®*YOU ARE IM THE WHITE BEDROOM®

ATTO NuliE=liS=@ =11 RETURN

avee REM LOCATION 23

A798 PRINT*YOU ARE INM THE ORANGE BEDROOM*

B8 N=ltE=11S=Atl=]IRETURM

38180 REM LOCATION 24

3820 PRINT*YOU ARE IM THE SECRET ROOM®

3838 M=1:E=0iS=Rili=1tRETUBRM

4008 FEM:=METRUCTIOMS®a

48180 PRINTIPRINTTABC(S) " INSTRUCTIDNS FOR RESCUE*®

4029 PRINT

4838 PRINT® THE OBJECT IS TO ENTER THE HOUSE AMND RESCUE THE PRISORER®I
4235 PRINT" ALSO CAPTURE THE GUARD AMD PUT IM PLACE OF PRISOMER®
48040 PRIMNT

4858 PRINT" THE COMPUTER UMNDERSTAMDS THE FOLLOWIMG CoMMAMNDS ! ==
4962 PRINTTAB(2)“CARRY ,.GET,PUT, TAKE ,OROP ,PULL "

4878 PRINTTAB(2) "UNLOCK ,LIGHT, INVENTORY .K ILL , SHOOT *

4888 PRIMNTTABLZ ) *HELP .PRESS ,QUIT.EMPTY®"

4292 PRINTIPRINT* THE HEAD GUARD CAMN APPEAR ANYWHERE *

4899 REM CROD

4198 PRINTTAB(E) "WPRESS AMY KEY TO CONTIMUE

4110 GET AS!IF AS=""THENG11@

4128 RETURM

READY.

30 ‘

COMP

B e e e —




AMSTRAD (PO 161

1@ REM >>>>> #REVERSI* [v2] 21-P21-85. A.St

arr. <<<<<

20 GOTO B0OMA

S8 LOCATE 1,16:PRINT">> MY. MOVE <<":PEN

S3:LOCATE 3,19:PRINT"Thinking...":PEN 1

48 S=0:T=X:H=0 ,

0@ FOR A=2 TO 9:FOR B=2 TO 9 v

60 IF A(A,B)Y<>233 THEN 2192

78 =0

8@ FOR C=-1 TO 1:FOR D=-1 TO 1

90 K=B8:F=A:G=B

108 IF A(F+C,G+D)<>S THEN 130

110 K=K+1:F=F+C:G6=6+D

120 GOTO 100

138 IF A(F+C,G+D)<>T THEN 1580

140 Q=0+K

1580 NEXT D:NEXT C

168 IF- A=2 OR A=9 DR B=2 OR B=9 THEN @=0%2
170 IF A=3 OR A=B OR B=3 OR B=8 THEN @=R/2
180 IF(A=2 DR A=9)AND(B=3 OR B=8)0OR(A=3 OR
A=8) AND (B=2 OR B=%9) THEN R=R/2

190 IF B<H OR(RND<®.3 AND B=H)THEN 210

20@ H=Q2:M=A:N=B

218 NEXT B:NEXT A

220 IF H=0 AND R=0 THEN 730

238 IF H=0 THEN 250

248 GOSUB &20

2580 GOSUB 400

268 LOCATE 3,19:PRINT" =

278 REM spaces above.. —

280 PRINT CHR#$(7)

2980 LOCATE 1,146:PRINT"> YOUR MOVE <":PEN
3:LOCATE 6,19: INFPUT R:PEN 1

3J8@ REM ENTER O TO PASS

310 S=X:T=0

520 IF R=0 THEN 380

338 IF R<11 OR R>8B8 THEN 2&0
340 R=R+11

250 M=INT(R/1@)

360 N=R—-10%*M

378 GOSUB &20

580 GOSUB 400

398 GOTO 3@

400 REM PRINT BOARD

410 C=0:H=0

420 LOCATE 4,2

430 PRINT"12345467B":PRINT

448 FOR B=2 TO 9:PRINT B-1;

458 PEN O

460 FOR D= 2 TO 9

478 IF A(B,D)=X THEN C=C+1:PEN 1
488 IF A(B,D)=0 THEN H=H+1:PEN 1
49@ PRINT CHR$(A(B,D));

S00 PEN @ % (,/

S1@ NEXT D - |
520 PEN 1 |
53@ PRINT B-1 () ‘
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AWSTRAD (P( 461

548
ool
o260
S70
SB0
298
408
610

1, 620
1! &30

&40
&5
660
&7@
&HB0
&78
708
710
720
730
740
758
760
770
780

E 1
HINT ii {Y!N} II;II
="y" THEN RUN

79@

1 800
| 810

T

820
838
840
HEN

! 850
' 8608
I 878

8680
858
ER

00
?10

NEXT B

LOCATE 1,13:PRINT"  12345478"
LOCATE 1,2@0:PRINT" Moy o
LOCATE 1,14:PRINT" i
LOCATE S5,24:PRINT"ME:z";C;" "
LOCATE 4,22:PRINT"YOU: "3H;" *

IF C=0 OR H=@ OR C+H=64 THEN 740
RETURN

FOR C=—-1 TO 1:FOR D=-1 TO 1

F=M:G=N

IF A(F+C,G+D)<>S THEN &70@
F=F+C:G=6+D

GOTO 640

IF A(F+C,G+D)<>T THEN 710
A(F,B) =T

IF M=F

F=F-C: G=6G-D: GOTO
NEXT D:

RETURN

GOSUEBE 400

LOCATE
IF C>H
IF H>C
IF H=C

AND N=G THEN 710
&80

NEXT C

1,16 .
THEN PRINT " I WIN! "
THEN PRINT "  YOU WIN' ®
THEN PRINT " IT'S A DRAW!' "

LOCATE 2,1B:PRINT"Another game ":LOCAT
192: PRINT" "2LOCATE 3,19:P
";: INPUT G#:IF G$="Y"OR G#%

CALL @

MODE @

X=23@: 0=231

DIM A(1@,1@)

FOR B= 1 TO 1@:FOR C=1 TO 1@

IF B<>1 AND C<>1 AND B<>1@ AND C<>1@ T
A(B,C)=233

NEXT C:NEXT B

A(S5,5)=X:A(6,6)=X

A(6,5)=0:A(5,6)=0

P=0

INK @,9:INK 1,26:INK 2,@:INK 3,6,3:PAF

X EYER:!

@B: FEN 2:CLS: BORDER 9

LOCATE &6,1:PRINT"#REVERSI*":PEN 1
LOCATE 3,7:FPRINT"DO YDU WANT THE":LOCA

TE &6,9:PRINT"FIRST MOVE"

928

LOCATE 2,146: PRINT"(Y)-YES or (N)-NO":

LOCATE 1,24

?30

INFUT W#

?4@ CLS
758 LOCATE S5,1@0:PRINT"YDU PLAY WITH":LOCAT

E 4,
968 FOR F=1 TO 4000: NEXT

7@

13:FRINT"WHITE COUNTERS"
F
MODE 1:BORDER @:FPAPER 2:CLS:WINDOW 12,

; 26,1,25:PLOT 175,1:DRAW 175,399:DRAW 400,3

- O

P

?9: DRAW 400,1:DRAW 175,1
78@ GOSUB 400 '
990 IF W#="Y"OR W$="y" THEN GOTO 260
10008 GOTO 3@

)

P




KITCHEN KAPERS

PROGRAM LISTING 2

MODE7: PRINTTAB(15,12) ; "PLEASE WAIT"

1@
20
30
40
=0
&0
70
="
0
100
118
1208
130
140
158
140
178
18@
170
1202
1812
1020
1838
1040
1050
1860
1870
1280
1070
1100
1110
1128
1130
1148
1150
1160
1172
1180
1190
1200
1210
1220
1230
1240
1250
1260
1270
1280
1290
1300
1310
1320
1330
1340
1350
13560
1370
1380
1390
1400
1410
1420

MZ=46C00
FORAZ=D@TD217

C%=0

FORBY%=@TOD15S

READ

Dx=EVAL ("&"+D%$)
C%=C%+D%
MA?B¥Y=D%

NEXT
READ

D¥

C#

3O

o—

:;; EVAL("&"+C#)<>CX% THEN VDU7:PRINT"TYPING ERROR IN LINE ";100@+A¥%#1@:END
=Mi+14

NEXT
CLS

PRINTTAB(2,12); "INSERT DISC OR TAPE AND HIT ANY KEY": #FX21,0
K4=GET
#5AVE MCKC2Z &4CP@ +@DAD

END

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

®e,®1,FE,FF,01,00,FF,81,FE,FF,21,00,FF,21,FE,FF,@7FA
@1,@@,FF,®1,FE,FF,21,20,FF,30,00,FF,80,13,00,01,25C1
ei,e2,01,01,00,01,01,02,01,01,00,01,01,02,01,01,0011
oo,01,01,02,01,01,00,21,01,02,00,01,00,022,21 ,22, 0ORE
@e,01,00,00,01,02,FF ,01,00,FF,01,02,FF,21,00,FF , 0405
@1,02,FF,01,00,FF,@1,082,FF,01,00,FF,32,00,FF,B0,25B3
o0,07,04,20,40,07,05,28,90,07,04,20,20,09,04,20,01A7
42,29,04,20,A0,09,E0,09,C0,0A,EQ, A, 20, OB, EQ , 04, B4CE
20,0A,40,0A,60,0A,40,00,49,48, 1E,0F, 1F,04,11,04 ,021E
45,52,4F ,43,53,00,3C,01,A0,04,19,04,00, 12,05, 18, 2A9
28,24,50,40,12,78,98,0D,98,60,18,10,28,24,58,28,0417
12,4@,7C,0D,08,28,23,28,40,0@D,98,40,0D,90,98,@D, 041D
es,28,0D,%8,28,0D,88,40,08D,08,98,@D,58,98,@D, 88, @3F 1
28,@D,10,98,@D,98,40,0D,3F,15,04,4B,15,03,54,15, 8313
04,60,15,05,4F,15,03,44,35,01,4F , 2B, 8C,35,80,52,038C
2B,42,94,01,AB,43,8E,A5,80,C1,9B,4C,35,01,59, 2B, 0645
42,AA,80,C3,98,42,35,01,4D,24,87,15,02,91,15,01 ,04F8
96,15,02,A0,15,02,4B,BF ,01,2B,DB, 4B, 6F ,01 ,2B, DB, @576
2B,BF,B80,CB,2B,28B,4F ,80,CB,2B,5B,C7,01,58,E3,58,872C
87,01,58,E3,33,A0,01,88,BF ,B4,15,02,C0,1%5,04 ,D4 ,065B
15,@1,91,91,A4,05,70,0C,B8,0C,20,@D, 48,0D, 5@, 2D, 0420
pe,ep,29,eE,48,0E,13,D7,08,1C,20,01,00,02, 84,08, 22A8
43,88,08,1C,24,01,00,08,05,08,93,47,@8, 1C, 04,01 , 025F
00,12,02,08,88B,2F,08,1C,00,FF,20,11,00,04,13,D7,02F8
@8,1c,04,01,00,02,04,28,53,2F,08,1C,00,FF,00,2A,01ES
oe,e4,28,D7,08,1C,024,01,00,05,04,08,3B,47,08, 1C, 2208
ee,FF,o0,27,02,04,43,2F,28,1C,04,01,00,028,00,28,21B7
93,2F,@8,1C,04,01,00,12,00,28,28,D7,08, 1C, 00,81 ,022C
o0,05,06,08,93,47,08,1C,04,01,00,12,02,08,13,D7,823C
@8,1C,00,01,00,02,04,08,43,BB,08,1C,04,01 ,00,08,0164
@s,es,93,47,08,1C,24,01,00,12,02,08,88,2F 28, 1C,022A
oe,FF,00,11,00,04,13,D7,08,1C,04,01,00,02,026,08, 0237
ss,2F,®8,1C,00,FF ,20,0A,20,04,28,D7,08, 1C,04,@1 ,@2DE
oe,es,2s,08,38,47,@8,1C,00,FF,00,07,02,04 ,43 , 2F , 0257
es, 1iC,04,021,00,08,00,88,93,2F,08,1C,04,01,00, 12,0136
®@,es,28,D7,08,1C,202,01,0@,05,06,08,93,467,028, 1C, 8250

04,01,00,12,02,08,F4,15,04,1E,16,02,32, 16,03 ,50,0201.

16,01,5A,16,02,4E,16,04,56,16,02,RA, 16,03,C8, 16,0360
@i,D2,16,02,18,D8,02,04,07,07,4B,49,54,43, 48, 45, 03A7
4E,20,B0,02,04,34,06,43,41,50,45,52,53,04,20,01 ,0341
02,30,03,48,49,54,24,20,01,02,03,03,41 ,4E,59,44 , 0293
20,01,02,0C,03,4B,45,59,64,20,01,02,33,02, 4F , 52,0278
7c,2e,01,02,0F ,04,44,49,52,45,30,78,01,02,33,08, 02BE
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The astute amongst you
will have noticed that
we only published the
first part of ‘Kitchen
Kapers' last month, due
to space restrictions we
counld only print a
proportion of the 14
pages this runs to.
Never fear, this
months brings the
concluding episode to
the best game ever
printed in a magazine
yet. Follow the in-
structions printed in
last months episode and
all will be well. If you
cannot get last month's
issue, all back numbers
are available from our
backnumbers service
which is at the same
address as
subscriptions.
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1430
1440
1450
14460
1470
1480
1490
1500
1510
1520
1530
1540
1550
1560
1570
1580
1598
15008
1610
1620
1630
1640
1650
1660
1670
1680
1690
1700
1710
1720
1738
1748
1750
1760
1778
17680
175@
1800
1810
1828
1830
1840
1850
1868
1870
16888
1890
1908
1910
1920
1930
1940
1950
1960
1972
1980
1990
2000

.

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
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53,43,52,45,45,4E,20,58,10,D0,02,04, 23,08, 48,49, @3DA
20,53,43,4F ,52,45,14,A0,01,02,@D,0F ,45, 4E,54 ,45, 0358
%2,20,59,4F ,55,52,20,4E,41,4D,45,11,03,12,00,03,032B
es,19,04,40,02,9C,02,3A, 19,04,60,02,DC,01 , 2F , 04, 02EB
iF,®8,0E,5A, 1F,0B,0E,58, 1F,06,14,52,45,54,2D,4A,02BA
55,4D,50,1F,24,146,50,2D,50,41 ,55,53,45,20,47,41 ,03CE
4D,45,1F ,03,18,53,2D,53,4F ,55,4E,44,20,4F , 4E, 2F ,@3C1
4F , 44,46 ,57,52,49,54,54,45,4E,20,42,59,20,41 ,44 ,0448
-2,49,41,4E,20,4C,20,4A,4F ,4E ,45,53,20,46,4F ,52,843C
20,47,41,4D,45,53,20,43,4F ,4D,50,55,54,49,4E,47 , 0443
2E,2E,47,52,41,50,48,49,43,20,44 ,45,53,49,47 ,4E,0434
20,42,59,20,54,52,45,56,4F ,52,20,4A,4F ,4E,45,53,045C
2E,2E,48,45,4C,50,20,53,43,48,55,42,45,52,54,20,0425
43,48,45,46,20,43,4F ,4C,4C,45,43,54,20,54,48,45,043D
20,46,4F ,4F ,44,2D,42,55,54,20,42,45,57,41,52,45, 0436
2D,4F ,42,53,54,41,43,4C,45,53,20,41,52,45,20, 4F , 0434
oa,94,20,54,4F ,20,4B,49,4C,4C,2E,2E,48,49,20,53,0418
43,4F ,52,45,20,30,30,39,38,37,32,20,2D,20,52,4F ,0371
4C,41,4E,44,20,52,41,54,2E,2E,2E,2E,2E,00,10,20,833C
38,40,50,40,70,680,90,A0,B0,CO,D0,ED,FO,00,11,22,8783
—34,44,535,466,77,87,96,A5,B4,C0,D2,E1,F3,01,01,00,8787
oe,00,022,22,00,7E,FF,00,FB,7E,20,02,02,04,00,00, 0300
FF,80,00,7E,00,00,82,7E,7E,03,08,01 ,FF,01,01,01,0409
@i,79,F&4,FB,FE,78,78,04,81,18,DA,00,05,05,08,14,05EE
ei1,080,FF,&4%4,00,05,81 ,FF,FF,FF,29,2A,2A,7F ,00,81 ,04E4
81,5F,5F,04,81,12,24,43,32,32,A0,0C,00,FD,FF,78,05C3
Z28,11,00,01,00,C8,00,05,00,02,00,05,00,B4,00,19,01DC
ve,0zZ,00,02,00,04,00,0C,00,13,00,01,00,14,00,02,083E
®2,13,00,01,00,1E,00,02,00,01,00,F4,FF,00,00,01 ,0229
oo,02,00,F4,FF,00,00,01,00,00,20,03,00,03,00, 1E,021A
e2,01,00,00,00,00,00,00,00,22,20,F1 ,FF,03,00,00,01F4
ee,02,00,04,00,21,00,02,00,02,00,04,00,14,00,02,0045
ee,®1,01,F1,FF,00,00,00,00,021,00,00,00,00,00,00,01F3
HH! ll,HH,H&,HH,EE,HH, I-E|Bn|&4|?4|Eﬁ1$4|?4|H31ﬁ4'ﬂ2D2
74,03,44,74,06,54,74,06,58,68,06,60,80,06,64,94 ,04F7
06 ,38,26,26,0E,1D,00,08,10,18,20,28,A9,14,20,EE,B82FA
FF,A9,02,20,EE,FF,A2,14,A9,9A,20,F4 ,FF,A2,01 ,A%,090F
c8,20,F4,FF,A2,00,A%,B2,20,F4,FF,A2,00,A%,0B,20,0861
F4,FF,A2,@8,A%9,BE,20,F4,FF,A2,082,A%,10,20,F4,FF,0987
AZ,D01,A9,04,20,F4,FF,A9,72,85,3E,A7,98,85,3F ,A9,B7EF
@e,85,40,A9,FF,85,41,A2,9D,A0,18,A%,08,20,F1 ,FF,@7EB
A2,AB,AD,18,A9,08,20,F1,FF,A2,B9,A0, 18,A5,28,20,07AA
F1,FF,A2,C7,A0,18,A9,08,20,F1,FF,A2,D5,A0, 18,A%9, 8944
@s,20,F1,FF,A2,E3,A0,18,A9,08,20,F1 ,FF,20,19,1A,0749
20,45,1B,20, 1A, 1F,4C,@D, 1A,A9,@C,20,EE,FF,20, 7E , 04CC
l1E,A2,04,A0,17,20,3A,2F,A2,11,A0,17,20,3A,2F ,A2,0499
1D,AB,17,20,3A,2F,A2,26,A0,17,20,3A, 2F ,A2,2F ,AD ,D4D6
17,20,3A,2F,A2,38,A0,17,20,3A,2F,A2,40,A0,17,20,0473
3A,2F,A2,00,BD,7B,17,20,EE,FF,EB,E0,48,D0,F5,A% ,08ES
4F,B85,02,A%,8B,85,03,A%,00,85,16,A9,01,85,08,A%,05B6
ee,85,07,20,68D,28,A9,50,85,38,A2,00,A2,19,A%9,3F ,05SDA
2e,9E, 1E,A9,50,85,38,A2,00,A0,0E,A9,3F, 20, 9E, 1E, 0504
2@ ,8E, 1E,A9,0F ,A2,01,20,F4,FF,A9,11,208,EE,FF,A9,27AA
ez,20,EE,FF,A2,00,A%,1F,20,EE,FF,BA,20,EE,FF,A9,88C5
1D, 20@,EE,FF,BD,C3,17,20,EE,FF,EB,EQ, 13,D0,E7,A, DARY
13,85,44,A5,44,C9,B5,D0,05,A2,96,20,24,21 ,A9,1F ,847D
20 ,EE,FF,A9,13,20,EE,FF,A9,1D,2@,EE,FF ,A&4,44,BD, 0950
cs,17,20,EE,FF,A9,04,85,45,A2,00,A0,17 ,A9, 4F , 20, B6CF
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=

2010
2020
2030
2040
28350
2060
2070
2080
2090
2108
2110
2120
2130
2140
2150
2160
2170
21680
2190
2208
2210
2220
2230
2240
2250
2260
2270
2280
2290
2300
2310
2320
2330
2340
2350
2360
2370
2380
2390
240@
2410
2420
2430
244Q
2450
2460
2470
2480
2490
2500
2510
2520
2530
2540
2350
2560
2378
2380

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

O
9

22,1B,A2,00,A0,00,A%,81,20,F4,FF,98,85,3C,F0,21,0726
A2,00,A9,80,20,F4,FF,8A,29,01,85,3C,D0,13,C&,45, 8741
D@,D7,Eb,44,AS5,44,C9,B9,D0,A9,A9,00,85, 44, 4C,C3, 0936
1A,40,85,43,20,9D,29,86,49,84,4A,A9,13,20,F4,FF, 0694
Ab,43,A0,00,18,98,69,08,A8,B1,49,48,38,98,E9, 08, 0655
A8,48,91,49,C8,C0,08,D0,EB, 18,AS,49,49,08,85,49, 8774
AS,4A,49,00,85,4A,CA,D0,D9,A9,00,A0,00,91,49,C8, 8785
ce,ee,De,F9,40,A2,00,A7,00,95,1A,E8,E0,25,D0,F9, 2881
A2,00,BD,S8,14,95, 1F,E8,EQ,03,D0,F4,A9,00,85, 1A, 2758
&@,A2,00,BD,5B,14,95,00,E8,E0,10,D0,F&,A2,00,A9,07AC
@e,9s,10,E8,EQ,@A,DO,F9,Ab,1A,BD, 4B, 14,85,3D,A2,07A0
ee,Aw,00,20,AF,25,18,8A,49,8C,85,49,98, 59,00, 85, 057F
4A,A0,00,B1,49,29,7F,%1,49,C8,C0,8C,D0,FS,A2, 00, 07E1
BD,&E,16,9D,F64,15,E8,E0,78,D@,F5,AD,E3, 15,8D,E2, DAB2
15,64@,A9,0C,20,EE,FF,20,7E, 1E,18,A5,1A,49,31,8D, @5F 1
57,17,A2,4A,A0,17,20,3A, 2F,20,8E, 1E,20,C0, 1E,A2, 2506
19,20,24,21,A9,0C,20,EE,FF,20,7E, 1E,AS, 1F,38,E9, 0SE1
@1,2A,85,47,0A,0A,18,45,47,18,49,03,85,02,A%, BB, @34E
es,es,A?,00,85,16,A9,01,85,08,A9,80,85,07,AS, 1F, 257C
Fe,®E,20,8D,28,38,A5,02,E9,0A4,85,02,C9,F9,D0,F2, 0780
A2,17,BD,27,15,20,EE,FF,CA,D@,F7,20,EB,25,A9, 1F , 0846
20 ,EE,FF,A9,0D,20,EE,FF,A%, 1F,20,EE,FF,A2, 03, BS, @8FF
3D,4A,4A,4A,4A,18,49,30,20 ,EE,FF,BS,3D,29,0F, 18, 0565
&9,30,20,EE,FF,CA,DO,E7,A9,19,85,44,A2,28,A4, 44,0864
A9,0C,85,38,A9,03,20,9E, 1E,A2,40,A4,44 A9, 2E , 85, 0620
38,A%9,0C,20,9E,1E,C6,44,A5,44,C9,11,D0,DE,A9, 17,2704
85,44,A2,28,A4,44,A9,38,85,38,A9,3F,20,9E, 1E,Cé, B6A3
44,A5,44,Cc9,13,D0,EB,A9,CB,B5,47 ,A%,06,85, 15,A9, 07F6
98,85,46,A9,13,85,14,A4,14,A4,15,20,AF,25,86,4B, 25F0
84,4c,A@,8C,B1,4B,29,40,D0,5C,AR,00,B1,4B,F0, 56, 074F
4A,4A,4A,4A,F0,50,C9,01,D0, 1D,Ab,44,A4,47,20,9D , D6B3
29,86,22,84,23,A9,B0,85,24,A%,0B,85,25,A9, 04,85, 040A
26,20,DB,29,4C,11,1D,A4,44,A4,47,20,9D,29,86,22, 0529
84,23,A9,D0,85,24,A9,08,85,25,A%,04,85,26,20,DB, 867A
29,A0,8C,B1,48B,29,0F ,F@,0D,AA, 18,A5,47,49, 10,A8, D655
BA,Ab,46,20,85,26,38,A5,46,E9,08,85,46,C6, 14 ,AS, 065F
14,C9,FF,F@,03,4C,B7,1C,38,A5,47,E9, 1C,05,47,Cé,07A9
15,AS,15,C9,FF,F0,03,4C,AF,1C,AS,1A,0A,18,55, 1A, 0401
AA,BD,7A,15,85,43,BD,78,1%,85,48,BD,79,15,85, 4C, D4F4
A@,@0,A0,00,B1,4B,8%,44,C8,B1,48,85,45,C8,B1,4B,0757
85,46,A6,44,A4,45,20,9D,29,86,22,84,23,A9,F0, 85, D4F 1
24,A9,0B,85,25,A9,04,85,26,20,DB,29, 18,AS5, 45, 69, 0569
@s,85,45,C6,46,D0,DB,18,A5,4B,49,03,85, 4B,AS, 4C, 06BB
&9,00,85,4C,C6,43,D0,B8,A9,03,85,02,A9, 2F 85,03, 06SE
2@,8D,28,A5,1A,0A,18,65,1A,AA,BD,F7,16,85,48,BD, B&633
FS,16,85,4B,BD,F6,14,85,4C,A0,24,B1,4B,85,42,A0,877C
®a,B1,4B,AA,C8,B1,4B,A8,AS,42,20,A5,2D, 18,A5, 4B, D&FS
&9,0A,8%,4B,AS5,4C,49,00,85,4C,C6,48,D0,DB,AS, 1A, BLES
pe,@3,4c,7A, 1E,38,AS,1A,E9,01,85,42,0A, 18,45, 42, 0528
AA,BD,AC,15,85,43,8D,AA, 15,85,4B,BD,AB, 15,85, 4C, 2784
AG,00,B1,4B,AA,C8,B1,4B,A8,20,98,23,18,AS5, 4B, 49, D4FE
@s,8s,4B,AS,4C,69,00,85,4C,C6,43,D0,E3,AS, 1A,C9, 8744
e2,9@,47,38,A5,1A,E9,02,8%,42,0A,18,45,42,AA, BD, 05B2
be,15,85,43,BD,D9,15,8%,4B,BD,DA, 15,85,4C,A0, 20,2750
B1,4B,AA,CH8,B1,4B,A8,20,91,24,18,AS, 4B, 49,05 ,8%5, 04E2
48,A5,4C,49,00,85,4C,C6,43,D0,E3,AS, 1A,C9, 04,90, 874E
@9,AE,E3,15,AC,E4,15,20,DF ,24,20,8E, 1E,40,A9,9B , 04E7
A@,00,BE,7D,18,20,F4,FF,C8,C0,1@,D0,F5,40,A9, 98, 2907
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2590
2600
2610
2620
2630
2640
2650
2660
2670
2680
2690
2728
2710
2720
2730
2740
27358
2760
277@
2780
2750
2800
2810
2820
2830
2840
2850
2860
2870
26880
2870
2900
2910
2920
2930
2940
2950
2960
2970
2980
2990
200
012
820
3830
3242
3050
30460
3870
-a80
090
3100
3110
3120
=130
-+140
3150
3160
317@

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

AQ,00,BE,8D,18,20,F4,FF,C8,C0,10,D0,FS, 40,85,43,089B
20,9D,29,86,49,84,4A,A4,38,A0,00,A5,43,91,49,18,05DB
AS,49,49,08,85,49,AS,4A,469,00,85,4A,CA,D0,EC,40,073A
AS,41,D0,08,A2,4B,20,24,21,4C,19,1F,A9,49,85,49,0574
A?,19,85,4A,A%,08,85,42,A9,00,85,43,A0,02,B1,49,0614
ep,s7,19,A4,43,B1,49,8D,55,19,C8,8C,51,19,A2,51,048A
AD,19,A9,07,20,F1 ,FF,A2,59,A0,19,A9,07,20,F1,FF,@7ED
E4,43,A5,43,C9,02,D0,DB,18,A5,49,49,03,85,49,A5,074C
4A,469,00,85,4A,C6,42,D0,BF,60,20,D2,1B,20,81,1B,0642
A4,1A,BE,B1,19,A0,46,20,19,21,A5,03,C9,BF B0, 05,0438
A9,13,20,F4,FF,20,7C,21,AS5,03,C9,BF,90,05,A%,13,070D
20 ,F4,FF,20,CF,2C,20,CD,21,20,25,22,20,2F ,28,20,053A
&8,28,E4,34,A5,10,F0,C8,10,10,20,A4,20,20,87,1F ,05E1
C6,1F,AS,1F,10,B4,20,96,1F,40,20,30,21,20,87,1F ,04D9
E4,1A,AS,1A,C9,05,D08,0C,A7,00,85,1A,A9,3C,B85,21 ,063C
A9 ,02,85,20,4C,1A,1F ,AS,1E,DO,PA,AS,1D,FB,056,E6,0610
1F,A9,FF,85, 1E,40,A2,03,B5,1A,D5,3D,F0,04,90,11 ,04ES
BO,®3,CA,DO,F3,A2,03,B5,1A,95,3D,CA,D0,F9,20,B2,08EB
iF ,4@,A%,0C,20,EE,FF,20,7E,1E,A2,58,A0,17,20,3A,0408
2F ,A2,56,A0,17,20,3A,2F,A9,11,20,EE,FF,A%,056,20,040D
EE,FF,A9,1F,20,EE,FF,A9,05,20,EE,FF,A9,13,20,EE,0947
FF,A2,0A,A9,2E,20,EE,FF,CA,DO,FA,20,8E, 1E,A2,51 ,0BF2
AD,19,A9,07,20,F1 ,FF,A9,0F ,A2,01,20,F4,FF ,A%,00,0750
8s5,42,A9,1F,20,EE,FF,A9,05,20,EE,FF,A9,13,20,EE, 2821
FF,AZ,00,A0,020,A%,81,20,F4,FF,B0,F5,E@,@D,FQ, 40,0940
E®,29,90,ED,E®,80,B0,E9,EQ,7F,D0,18,A5,42,F0,E1,DA7S
Cé4,42,A9,08,20,EE,FF,A9,2E,20,EE,FF,A9,08,20,EE, 2849
FF,4C,11,20,A5,42,C9,0A,D0,08,A9,07,20,EE,FF,4C,0717
11,20,8A,20,EE,FF,Ab,42,9D,0A,04 ,E4,42,4C,11,20,0600
AS,42,C9,0A,F@,0C,Eb,42,A6,42,A9,2E,5D,09,04 ,4C, 04693
&0,20,A2,00,BD,0A,04,9D,4E,18,E8,E0,2A,DD,F5,A2,0749
®3,A0,A2,B5,3D,4A,4A,4A,4A,18,469,30,99,C3,17,C8,044B
BS,3D,29,0F,18,49,30,99,C3,17,C8,CA,D0,ES,A2,32,07469
20,24,21,40,20,8D,28,38,A5,02,E9,03,AA, 18,AS,03,04CF
&9 ,05,A8,20,9D,29,86,43,86,22,84,44,84,23,A9,10,0595
8s,24,A9,0C,B85,25,A%,04,85,26,20,DB,29,18,A5,43,0584
&% ,80,85,22,A5,44,69,02,85,23,A9,30,85,24,A9,0C,05C3
8s,25,A%,04,85,26,20,DB,29,AZ,00,A9,0F ,20,F4 ,FF ,0693
A% ,44,85,42,A5,42,8D,35,19,A2,31,A0,19,A9,07,20,05F2
Fi,FF,A2,39,A0,19,A9,07,20,F1,FF,E&,42,A5,42,C9,091C
Al1,D0,E1,A2,32,20,24,21,60,84,42,A4,42,88,D0,FD,@7EC
ca,D0,F8,60,86,42,A9,13,20,F4,FF,Cé4,42,D0,F9,50,09BA
A9,01,85,00,20,CD,21,F8,18,A5,1B,49,43,85,1B,A5,061E
ic,49,00,85,1C,AS,1D,469,00,85,1D,D8,20,EB,25,38,0533
A9 ,FF ,ES,®1,8D,1D,19,4A,8D,25,19,A2,19,A0,19,A9,0683
@7,2@,F1,FF,A2,21,A0,19,A9,07,20,F1,FF,A2,01,20,0716
24,21,A5,10,10,BA,A2,32,20,24,21,460,A5,11,10,054,0429
2@0,27,2A,4C,CC,21 ,FQ,06,20,4A,2A,4C,CC,21,A5,12,0524
Fe,15,AS5,34,29,01,C9,01,D0,32,A2,10,A0,23,20,19,0582
21,2@,62,2C,4C,CC,21,AS,34,29,03,C9,83,D0,1D,AS,054B
@A,C9,02,B0,0D,A2,10,A0,23,20,19,21,20,00,25,4C,03F2
cc,21,A2,10,A0,23,20,19,21,20,18,2B,40,Cé6,00,AS,D4EA
?0,FQ,03,4C,24,22,A5,21,85,00,C6,01,A5,01,C9,27,052D
pe,07,A?,80,85,10,4C,24,22,A0,17 ,A4,01,20,9D,29,054B
84,49,84,4A,A0,00,A5,01,C9,40,90,0E,29,01,D0,05,0589
A2,0C,4C,15,22,A2,2E,4C,15,22,29,01,D0,05,A2,03,0428
4c,15,22,A2,2B,8A,91,49,A0,01,91,49,00,02,91 ,49,05AB
AQ,03,91,49,40,A5,1A,F@,76,20,CC,22,A5,34,29,07,0619
c%,07,D0,03,20,A8,22,A5, 1A,C9,02,90,62,A5,34,29,0603
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PROGRAM LISTING 3P4

1@ MODE7:PRINTTAB(15,12); "PLEASE WAIT"

20 MYi=84C00

3@ FORA%=OTD218

40 C%=0

S@ FORBY%=0TO1S

&0 READ D%

7@ D%=EVAL ("&"+D$%)

80 C%=C¥%+D%

9@ M%L?BY%=D%
100 NEXT

11@ READ C$

120 IF EVAL ("&"+C#$)<>C% THEN VDU7:PRINT"TYPING ERROR IN LINE "; 1000+A%*1@:END
130 M%=M%+16

140 NEXT

150 CLS

168 PRINTTAB(2,12);"INSERT DISC OR TAPE AND HIT ANY KEY":#FX21,0
17@ K%4=GET

180 *SAVE MCKC3 &4CPD +@DAS

19@ END
1@@® DATA @1,C?,01,D0,5A,20,DD,23,A5,1A,C9,04,90,51,A5,17,063E
101@ DATA FO,04,20,AD,24,4C,73,22,A2,14,A0,23,20,19,21,20,04BB
1820 DATA Fé&,2E,C?,05,B0,0D,A9,FF,B85,17,A2,29,AD0,19,A9,07,0727
103@ DATA 20,F1,FF,38,AD,E2,15,E5,02,C9,08,90,0A,38,A5,02,071D
i®42 DATA ED,E2,15,C9,08,B0,18,38,AD,E4,15,E5,03,C9,0A,90,07A6
1@S@ DATA ©A,38,AS,03,ED,E4,15,C9,0A,B0,04,A9,80,85,10,40,04675
140 DATA AS,@C,30,15,A2,D0,A9,9B,20,F4,FF,A2,C2,20,F4 ,FF,0936
107@ DATA AS,@OC,49,FF,B5,08C,4C,CB,22,A2,C0,A9,9B,20,F4,FF,@B7C
1@8@ DATA A2,D2,20,F4,FF,AS,0C,49,FF,B85,0C,540,38,A5,1A,E9,08851
189@ DATA ©01,85,42,0A,18,465,42,AA,BD,AA,15,85,4B,BD,AB, 15,0404
11@® DATA B85,4C,BD,AC,15,85,43,A0,00,B1,4B,AA,C8,B1,4B,A8,07CY
111@ DATA 20,98,23,A0,02,B1,4B,30,28,A0,01,B1,4B,A0,04,D1 ,05E3
1120 DATA 4B,DD,12,A9,B80,A0,02,51,4B,A2,09,A0,19,A9,07,20,0608
1130 DATA F1,FF,4C,446,23,A0,01,38,P1,4B,E9,01,91,4B,4C,46,06D2
1140 DATA 23,A0,01,B1,4B,AD0,03,D1,4B,D0,12,A9,01,A0,02,91,063E
115@ DATA 4B,A2,11,A0,19,A%9,07,20,F1,FF,4C,46,23,A0,01,18,05ES
116@ DATA B1,4B,49,01,91,4B,A0,00,B1,4B,AA,C8,B1,4B,AB8,20,0714
1170 DATA 98,23,A0,00,38,B1,4B,E5,02,C9,05,90,0C,38,A5,02,05BF
118@ DATA F1,4B,C?,05,90,03,4C,81,23,A0,01,38,B1,4B,E5,03,064A
1199 DATA C9,13,90,09,38,A5,03,F1,4B,C9,13,B0,04,A9,80,85,B4CF
1200 DATA 10,18B,AS5,4B,49,05,85,4B,A5,4C,49,00,85,4C,C4,43,058A
121@ DATA AS,43,F0,03,4C,E7,22,40,38,8A,E9,04,AA,18,98,6%,0702
1220 DATA @8,A8,20,9D,29,86,44,84,45,86,22,84,23,A9,540,85,06056
1230 DATA 24,85,44,A9,0B,85,25,85,47 ,A9,05,85,264,20,DB,29,05954
124@ DATA 18,A5,44,49,80,85,22,A5,45,469,02,85,23,A9,88,85,0444
125@ DATA 24,A9,0B,85,25,A9,05,85,24,20,DB,29,60,38,A5,1A,0554
1260 DATA E9,02,85,42,0A,18,45,42,AA,BD,D9,15,85,4B,BD,DA,@737
127@ DATA 15,85,4C,BD,DB,15,85,43,A0,00,B1,4B,AA,C8,B1,4B,0745
1280 DATA AB,20,91,24,A0,02,B1,4B,30,28,A0,01,B1,48,A0,03,05B4
1290 DATA Di,4B,DO,15,A5,13,C5,43,D0,04,A9,80,85,10,A0,04,D4F7
130@ DATA B1,4B,A0,21,91,4B,4C,5D,24,A0,01,38,B1,4B,E7,01,0605
131@ DATA 91,4B,4C,5D,24,P0,01,B1,4B,A0,03,D1,4B,D0,15,A%,048F
1320 DATA 13,C5,43,D0,04,A9,80,85,10,A0,04,B1,4B,A0,01,91 ,0467F
1330 DATA 4B,4C,SD,24,A0,01,18,B1,4B,49,01,91,4B,A0,00,B1,0544
134@ DATA 4B,AA,CB,B1,4B,AB,20,91,24,18,A5,4B,49,05,85,4B,0467C
135@ DATA AS,4C,49,00,85,4C,C4,43,A5,43,FD,03,4C,F8,23,A5,071B
1346@ DATA 11,FO@,@D,30,0B,20,FF,2B,A5,12,F0,04,A9,00,85,11,057D
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137@ DATA &0,38,8A,E9,03,AA,20,5D,29,86,22,84,23,A9,50,85,0466B
1380 DATA 24,A9,0C,85,25,A9,04,85,26,20,DB,29,40,AE,E2,15,0604
139@ DATA AC,E4,15,20,DF,24,38,AD,E2,15,E9,02,8D,E2,15,CD ,07EQ
140@ DATA ES,15,D@,11,AD,E3,15,8D,E2,15,A9,00,85,17,A2,04 ,046EF
141@ DATA A9,15,20,F4,FF,AE,E2,15,AC,E4,15,20,DF ,24,460,38,07Dé
1420 DATA B8A,E9,05,AA,18,98,49,02,A8,20,9D,29,86,22,84,23,061A
1430 DATA A9,BR,85,24,A9,QE,85,25,A9,06,85,25,20,DB,29,60,0641
1440 DATA AS,3C,F@,0s6,20,EC,27,4C,0D,25,20,A1,27,A5,04,C7,05E2
1450 DATA @8,DO@,0A,AS,05,C9,1C,D0,04,A9,81,85,06,A5,06,10,05B5
144@ DATA OF,AS,39,05,3B,FQ,09,20,8D,28,20,D0,26,20,8D,28,04E6
1470 DATA AS,0s6,29,01,F0,0D,AS,3A,F0,09,20,8D,28,20,5C,27,0522
1480 DATA 20,8D,28,20,5B,25,20,20,24,A5,09,D0,0D,A9,80,85,0514
1490 DATA 11,A2,F9,AQ,18,A9,07,20,F1,FF,40,A9,00,85,42,A5,0799
1500 DATA @4,D@,08,C&4,14,A9,08,85,04,85,42,C9,10,D0,08,E4,0B44E
151@ DATA 14,A9,08,85,04,85,42,A5,05,D0,08,C6,15,A9,1C,85,05BC
1520 DATA @5,85,42,C9,38,D0,08,E6,15,A9,1C,85,05,85,42,A5,065B
1530 DATA 42,F0,1B,A&4,14,A4,15,20,AF,25,86,49,84,4A,A0,00,05F1
1542 DATA B1,49,29,0F,B85,09,B1,49,4A,4A,4A,4A,85,0A,40,A5,0576
1550 DATA 1A,B85,4A,0A,0A,0A,85,49,0A,18,465,49,85,49,98,0R,0415
1540 DATA @A,B85,43,0A,0A,18,65,43,18,65,49,85,49,A5,4A,69,0492
1570 DATA 20,85,4A,18,B8A,45,49,85,49,A5,4A,469,00,85,4A,18,052C
1580 DATA AS,49,69,E@,AA,AS,4A,69,0E,A8,40,A9,1F,20,EE,FF,0824
159@ DATA A9,06,20,EE,FF,A9,1F,20,EE,FF,A9,11,20,EE,FF,A7,0901
1600 DATA ©2,20,EE,FF,A2,03,B5,1A,4A,4A,4A,4A,18,69,30,20,057C
161@ DATA EE,FF,BS,1A,29,0F,18,6%9,30,20,EE,FF,CA,DD,E7,560,0893
1420 DATA AS,@24,C9,08,F2,03,4C,83,26,A5,05,C9,1C,F@,03,4C,0630
1630 DATA 83,26,A6,14,A4,15,20,AF,25,86,49,84,4A,A0,B8C,B1,046B8A
1640 DATA 49,29,BF,30,3E,FQ,3C,85,43,09,80,91,49,38,A5,02,05D5
1650 DATA E9,083,AA,18,A5,03,49,04,A8,A5,43,20,85,246,F8,18,062E
1660 DATA AS,1C,49,01,85,1C,AS,1D,469,00,85,1D,D8,A2,F1,A0,06A4
1670 DATA 18B,A9,07,20,F1,FF,20,EB,25,Cé6,3D,AS,3D,D0,04,A7,076A
1680 DATA @1,85,10,60,640,0A,0A,85,43,20,9D,29,86,44,86,22,048A
1649@ DATA B4,45,84,23,A4,43,BD,FC,14,85,24,BD,FD,14,85,25,0747
170@ DATA BD,FE,14,85,26,20,DB,29,18,A5,44,49,80,85,22,A5,06D4
171@ DATA 45,69,02,85,23,A4,43,18,BD,FC,14,7D,FF,14,85,24,065F
172@0 DATA BD,FD,14,49,00,85,2%5,BD,FE,14,85,24,20,DB,29,60,06DF
173@ DATA AS,3B,F@,3B,AS5,07,10,37,A2,01,A0,19,A9,07,20,F1,061B
1740 DATA FF,A9,80,85,06,AS,39,85,35,A5,39,F0,04,A5,39,685,2780
1750 DATA @8,A9,01,85,11,E4,03,E4,05,20,5B,25,A9,01,85,146,0501
176@ DATA A%,00,85,33,85,12,85,13,A9,FD,85,32,4C,58,27,A5,0640
1770 DATA 39,F@,48,10@,1D,A5,04,C9,81,D0,04,A5,09,29,04,F0,0634
1780 DATA 3A,C6,02,Cé6,02,Cé4,04,C4,04,E6,16,A9,80,85,08,4C,065C
179@ DATA 4C,27,AS,06,C9,81,D0,06,A5,09,29,08,F0,1D,E6,02,0612
180@ DATA E&,02,E4,04,E4,04,E6,16,A9,01,85,08,A79,80,85,06,06A3
181@ DATA 85,07,A2,41,A0,19,A9,07,20,F1,FF,40,AS,3A,F0,40,0757
1820 DATA 1@,19,AS,04,C9,81,D0,04,AS,09,29,02,F0,32,C6,03,05B8
183@ DATA Cé4,03,Cé6,05,C4,05,E4,16,4C,91,27,A5,06,C9,81,D0,0724
1842 DATA B&,AS,09,29,01,F0,19,E4,03,E64,03,E6,05,E6,05,E6,0675
185@ DATA 14,A9,01,85,06,85,07,A2,49,A0,19,A9,87,20,F1,FF,043B
18640 DATA 6&@,A@,FF,A2,9E,A9,81,20,F4,FF,8A,29,80,85,39,A0,090D
187@ DATA FF,A2,BD,A9,81,20,F4,FF,8A,29,01,05,39,85,39,A0,07EB
188@ DATA FF,A2,97,A9,81,20,F4,FF,84,29,80,85,3A,A0,FF,A2,09AB
189@ DATA B7,A9,81,20,F4,FF,BA,29,01,05,3A,85,3A,A0,FF,A2,B7E7
199@ DATA B&,A9,81,20,F4,FF,BA,29,01,85,3B,60,A9,00,85,39,072E
191@ DATA 85,3A,85,3B,A2,01,A9,80,20,F4,FF,C0,C0,90,04,A9,081B
1920 DATA 80,85,39,C0,41,B0,04,A9,01,85,39,A2,02,A9,80,20,0648
193@ DATA F4,FF,CO,CO,90,04,A9,01,85,3A,C0,41,B0,04,A%,80,084E
194@ DATA 85,3A,A2,00,A9,80,20,F4,FF,8A,29,01,85,3B,60,A0,0711
195@ DATA FF,A2,AE,A9,81,20,F4,FF,BA,25,18,D0,2A,86,18,8A,0875
194@ DATA F®,25,45,41,85,41,D0,11,A2,00,A%,0F,20,F4,FF,A2,0751
197@ DATA FF,A9,D2,2@,F4,FF,4C,47,28,A2,00,A9,0F,20,F4,FF,08DS
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1980
1990
2000
2010
2020
2030
2040
2050
20560
2070
2080
2090
2100
2110
2120
2130
2140
2150
2160
2170
2180
2190
2200
2210
2220
2230
2240
2250
22460
2270
2280
2290
2300
2310
2320
2330
2340
2350
23460
2370
2380
2370
2400
2410
2420
2430
2440
2450
24460
2470
2480
2450
2500
23510
2520
2530
2540
2550
23560
2570
2580
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DATA
DATA
DATA
DATA
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DATA
DATA
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DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

A2,00,A%,D2,20,F4,FF,460,A0,FF,A2,C8,A9,81,20,F4,09D7
FF,B8A,25,19,D0,14,86,19,8A,F0,11,A2,32,20,24,21,0610
A®,FF,AZ2,C8,A9,81,20,F4,FF,BA,FO@,F4,40,38,A5,02,09F3
E9,03,AA,38,A5,03,E9,04,A8,20,9D,29,86,22,86,43,04462
B4,23,84,44 ,A5,07,30,59,A5,16,29,01,0A,AA,BD, 14,050E
1s5,85,24,85,45,BD,15,15,85,25,8%,44,A9,04,85,26,053C
2@,DB,29,18,A5,45,49,20,85,24,A5,46,469,00,85,25,0556
38,AS,43,E9,80,85,22,A5, 44 ,E9,02,85,23,A9,04,85,04DE
26,20,DB,29,38,A5,44,E9,05,85,23,A5,43,85,22,A7,0639
AQ,B85,24,A9,0A,85,25,A9,04,85,26,20,DB,29,4C,9C, 060A
29,A5,16,29,03,0A,AA,AS,08,10,4A,BD,18,15,85,24,045E
BD,19,15,85,25,A%,04,85,24,20,DB,29,A%,20,85,24,0583
A?,0B,85,25,38,A5,43,E9,80,85,22,A5,44 ,E9,02,85,06E7
23,A9,04,85,24,20,DB,29,38,A5,44 ,E9,05,85,23,A5,05FB
43,85,22,A9,40,85,2%,A9,0B,85,25,A7,04,85,26,20,0552
DB,29,4C,%C,29,BD,20,15,85%,24,BD,21,15,85,25,A9,05F6
@4 ,85,26,20,DB,29,A7,80,85,24,A9,0A,85,25,38,A5,05DF
43,E9,80,85,22,A5,44,E9,02,85,23,A9,04,85,26,20,0647
DB,29,38,A5,44 ,E9,05,85,23,A5,43,85,22,A%9,A0,85,0718
24,A9,0A,85,25,A9,04,85,24,20,DB,29,40,A%,00,85, 0588
49,85,4A,85,42,98,49,FF,A8,29,F8,4A,4A,85,4A,4A,0735
4A,08,18,465,4A,85,4A,28,64,49,98,29,07,18,65,49,044D
85,49,A%9,30,45,4A,85,4A,8A,29,FE,0A,26,42,0A,26,0578
42,18,45,49,AA,A5,42,65,4A,A8,60,A5,22,29,07,85,05CC
42,A9,08,85,27,Ab,26,BC,85,19,B1,24,51,22,91,22,05C0
cCA,D@,F4,18,A5,22,6%,01,85,22,A5,23,49,00,85,23,0457
18,A5,24,469,01,85,24,A5,25,49,00,85,25,C6,27 ,AS,0563
27,Cs,42,D@,@D, 18,A5,22,469,78,85,22,A5,23,469,02, 0545
8s,23,As5,27,D0,BF,40,20,8D,28,C4,03,C4,05,AS,03,0474
c%,27,D0,07,A%9,80,85,10,4C,46,2A,20,5B,25,A5, 04,0590
F@,04,A9,80,85,10,20,8D,28,40,20,8D,28,A5,35,D0, 0646
®B,A9,70,85,4B,A%,14,85,4C,4C,71,2A,10,0B,A9,7A,05A7
8s,4B,A9,14,85,4C,4C,71,2A,A9,BD,85,4B,A9,14,85,04BD
ac,As,33,D0,20,E6,32,E6,32,E4,32,A4,32,B1,4B,85,07B3
33,09,80,D0,10,A9,80,85,11,A2,F9,A0,18,A9,07,20,073E
Fi1,FF,4C,12,2B,A4,32,C8,B1,48,AA,C8,B1,4B,A8, 18,0841
BA,45,02,85,02,18,8A4,45,04,685,04,18,98,45,03,85,04A9
@3, 18,98, 65,05,85,05,A5,02,C9,01,D0,10,A9,03,85,0529
@2,A9,08,85,04,A9,01,85,33,A9,3C,85,32,A5,02,C9,050A
¢p,D@,10,A%,98,85,02,A9,08,85,04,A9,01,85,33,A9,0668D
3c,8s,32,A5,03,C9,27,D0,07,A9,80,85,10,4C, 12,28, 0549
20,58 ,25,A5,15,C9,07,F@,19,20,FF,2B,AS,12,D0,0A , 2450E
AS,®s,Cc9,1C,D0,0C,AS,2A,FD,08,A9,00,85,11,A9,FF ,B6F9
8s,ee,20,8D,28,C4,33,40,AS,3C,F0,04,20,EC,27,4C,05614
25,2B,20,A1,27,20,8D,28,AS,3B,F0,24,A2,01,A0,19,0855D
A9,07,20,F1,FF,AS,028,85,35,A9,01,85,11,E4,03,E6,0736
@5,A9,01,85,16,A9,00,85,33,A9,FD,85,32,4C,FB,2B,047A
AS,®A,C9,02,D0,2B,E4,02,E4,02,E4,04 ,E4,D4,4C,D6,071B
2B,C9,03,D0,39,AS,0B,F0,20,AS,39,29,80,F0,1A,C6,0717
@2,C4,02,C4,04,C4,04,E6,14,A9,80,85,08,A2,41 ,A0,0693
19,A9,07,20,F1 ,FF,4C,D&6,2B,A9,00,85,0B,E6,02,E6,872D
@2,E4,04,E6,04,A9,01,85,16,85,08,4C,D6,28,A5,0B, 05AS
Fo,20,AS,39,29,01,F0,1A,E6,02,E4,02,E6,04 ,E6,D4,06C6
E6,16,A9,01,85,08,A2,41,A0,19,A9,07,20,F1,FF,4C,04DB
D&6,2B,A9,00,85,08,C4,02,C6,02,C4,04,C4,04,A%,01,0608
8s,14,A9,80,85,08,A5,02,C9,9D,D0,08,A9,9B,85,02,0701
A% ,08,85,04,20,58,25,20,20,24,A5,09,D0,0D,A7,80,04F4
Bs,11,A2,F9,A0,18,A9,07,20,F1,FF,20,8D,28,40,A5,0783
1A,C9,02,90,5C,38,E9,02,85,42,0A,18,45,42,AA,BD,05EB
pB,15,85,43,BD,D9,15,85,4B,BD,DA,15,85,4C,38,A5,078D
@3,E9,0C,AQ,21,D1,4B,D0,27,A0,0208,38,B1,4B,E5,02,0467
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2590
2680
2610
2620
2630
2640
2650
2660
25670
2680
2690
2708
2718
2720
2730
2740
2750
2768
2770
2780
2790
2800
2810
2820
2830
2840
2850
2860
2870
2880
2870
2900
2910
2920
2930
2940
2950
2960
2970
2980
2990
30008
3010
3020
S030
3040
3250
3040
3070
30808
3272
>100
3110
3120
=130
3140
3150
=160
3170
3180

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

ce,0s,90,0C,38,A5,02,F1,4B,C9,056,90,03,4C,50,2C,05B0
A@,02,B1,4B,85,12,A0,00,B1,4B,85,346,A5,43,85,13,060C
18,AS,4B,49,05,85,4B,A5,4C,49,00,85,4C,C6,43,D0,0564A
BD,%40,20,8D,28,A5,12,30,07,C6,03,C6,05,4C,74,2C,0560
E4,03,E4,05,A5,34,29,03,C9,03,D0,4C,A9,0C,B85,09,0604
As,3C,F@,04,20,EC,27,4C,8D,2C,20,A1,27,20,D0,26,06@D
18,A5,34,49,08,C5,02,D0,13,A9,80,85,11,A2,F7,A0,0708
18,A9,07,20,F1 ,FF,A9,00,85,12,85,13,38,A5,36,E7,06AC
@ee,cs,e2,b0,13,A%,80,85,11,A9,00,85,12,85,13,A2,05EB
F9,AD,18,A9,07,20,F1,FF,20,5B,25,20,8D,28,460,A5,05EB
34,25,20,C5,20,FOQ,03,4C,A4,2D,A5,1A,0A,18,65,1A,04CE
AA,BD,EB,16,85,48,8BD,E6,16,85,4B,BD,E7,16,85,4C,0846
AQ,04,B1,4B,85,42,A0,00,B1,4B,AA,C8,B1,4B,A8,A5,07BE
42,20,AS5,2D,20,35,2E,A0,04,B1,4B,85,42,A0,00,B1 ,856F
4B,ng,caial*45,ﬁa,na,42,23,#5.2D.2E,bﬁ.2E,ﬂH.HS.E&EE
ac,sp,2p,As,37,D@,0E,A0,05,B1,4B,49,FF,18,69,01,062B
¢1,4B,4C,8D,2D,20,F&6,2E,C?,C0,B0,07,A0,09,B1,4B,070B
ac,46,2D,20,E5,2E,25,37,F0,F7,A0,09,91,48,C9,01,08586
po,oC,AD,046,91,4B,88,A9,00,%91,4B,4C,8D,2D,C9,02,0563C
D@, E,A9,FF,AD,06,91,4B,88,A9,00,91,4B,4C,8D,2D,071B
cv,04,D0,0QE,A9,FF,AD,05,91,4B,C68,A7,00,91,4B,4C,076D
ep,2D,A0,05,A9,01,91,4B,C8,A9,00,%1,4B,20,07,2F ,08588
18,AS,4B,49,0A,85,4B,A5,4C,49,00,85,4C,C6,48,F0D,B8674
@3,4C,F@,2C,40,85,43,38,8A,E9,02,RAA,18,98,69,0C,060F
AB,85,42,8A,18,45,42,29,01,18,45,43,85,43,8A,29,051D
@1,0A,18,45,43,0A,85,4%,20,9D,29,86,44,86,22,84,0477
45,84 ,23,A4,43,BD,Eb,15,85,44,85,24,BD,E7,15,85,873F
47 ,85,25,A%,03,85,26,20,DB,29,18,A5, 44,6%,80,85,05DB
44,85,22,A5,45,49,02,85,45,85,23,18,A5,46,69,18,05356
85,24,85,44,A5,47 ,49,00,85,47 ,85,25,A9,03,85,26,08596
20,DB,29,18,A5,44,49,80,85,22,A5,45,679,02,85,23,05B2
18,AS5,44,69,18,85,24,A5,47 ,49,00,85,25,A9,03,85,8355D
24,20,DB,29,40,18,A0,00,B1,4B,A0,05,71,48,A0,00,0855F
%1,4B,18,A0,02,B1,4B,A0,05,71,4B,A0,02,%1,4B,18,0589
AD,01,B1,4B,A0,04,71,4B,A0,01,91,4B,18,A0,03,B1,05E8
4B,AD,046,71,4B,A0,03,91,4B,40,A9,00,85,42,A0,02,085%E
B1,4B,D0,0F,A9,08,91,4B,85,42,38,A0,07,B1,4B,E9,B56F5
@1,91,48,A0,02,B1,48,C9,10,D0,0F ,A7,08,85,42,91,0863C
4B,18,A0,07,B1,4B,469,01,91,4B,A0,03,B1,4B,D0,0F ,05CA
A9,1C,85,42,91,48,38,A0,08,B1,4B,E9,01,91,4B,A0,B6AA
@3,B1,4B,C9,38,D0,0F ,A9,1C,85,42,91,4B,18,A0,08,0507
B1,4B,49,01,91,4B,A5,42,F0,18,A0,07,B1,4B,AA,C8,8745
B1,4B,A8,20,AF,25,86,49,84,4A,A0,00,B1,4%,29,0F ,0607
85,37,A5,42,40,20,F6,2E,29,03,18,469,01,AA,A7,00,08548
3I8,2A,CA,D0,FC,40,A5,0D,29,48,49,38,0A,0A,26,0F ,8565
26,@E,26,0D,AS5,@D,40,A0,00,38,B1,4B,E5,02,C7,03,2500
%@,ec,38,As,02,F1,4B,C9,03,90,03,4C,39,2F,A0,01,056B
z8,B1,4B,E5,03,C9,17,90,0C,38,A5,03,F1,4B,C9,17,0694
%@,@3,4C,39,2F,A9,80,85,10,60,86,4B,84,4C,A9,00,05AF
es,28,A0,00,B1,4B,85,28B,18,A5,28,49,06,A8,B1,4B,85F1
8p,00,04,A2,00,A0,04,A9,0A,20,F1 ,FF,AD0,01,B1,4B,0637
8s,2Aa,Av,08,85,2C,As4,2C,BD,00,04,85,2D,A0,03,B1 ,85AA
48,85, 2E,A%,80,85,2F,AS,2B,B85,29,A5,2D,25,2F,85,0504
30,A0,02,B1,4B,85,31,A5,30,F0,2C,A6,29,A4,2A,20,0632
$D,29,86,49,84,4A,A5,29,29,01,D0,0F ,AD,04,B1,4B,05DA
29,AA,A0,00,11,49,91,49,4C,B7,2F,A0,04,B1,4B,29,085A2
s5,A0,00,11,49,91,49,E6,29,C6,31,D0,CA,46,2F,D0,070E
BA,E&4,2A,C4,2E,DO,AC,Cs,2C,D0,9B,AD,02,B1,4B,0A,083F
@A,DA,18,65,2B,85,2B,E4,28,A0,05,B1,4B,C5,28,F0,@5F8
@3,4C,48,2F ,40,00,00,00,00,00,00,00,00,00,00,00,0125

O() KITCHEN

| |
A
D
K
i
3
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PROGRAM LISTING 4

1@
20
30
40
=]"]
&8
70
B0
81
B2
83
84
0
100
110
120
130
140
158
160
17@
180
190
200
210
220
230
240
250
260
278
280
290
320
318
320
330
340
358
3460
370
>80
390
400
410
420
430
440
430
4460
470
480
450
-2
510
520
530
540
t=l=]")
=1-1"
=70
=121
=270
6500
&10
&30
&40
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MODE7

PROCMOVE

END

DEFPROCMOVE

SIZE=L70: SOURCE=%&72: DEST=874
FORI%Z=@TO3ISTEP3
Pi=&000

L OPT I%

LDA #22

JSR &FFEE

LDA #7

JSR &FFEE

LDA #&ES

STA SIZE

LDA #&28

STA SIZE+1

LDA #0200

STA SOURCE

LDA #&19

STA SOURCE+1
LDA #&0D

STA DEST

LDA #%07

STA DEST+1

LDX #&&61

LDY #&&0

JSR &FFF7

LDX #&71

LDY #%&&50

JSR &FFF7

LDX #&B1

LDY #&40

JSR &FFF7

LDA #&BC

LDX #12

JSR &FFF4

LDY #@

LDX SIZE+1

BER LOOPZ
.LOOP1

LDA (SOURCE),Y
STA (DEST),Y
INY

BNE LOOP1

INC SDURCE+1
INC DEST+1

DEX

BNE LOOP1

. LOOP2

LDX SIZE

BER DONE

. LOOP3

LDA (SOURCE) , Y
STA(DEST),Y

INY

DEX

BNE LOOP3

« DONE

JMFP %19BC
JiNEXT
$L4061="L0AD MCKC1 1900"
$L5071="L0AD MCKCZ 2&6A0"
$4460B81="LOAD MCKC3I 344p"
CLS:PRINTTAB(2,12) ; "INSERT DISC OR TAPE AND HIT ANY KE
K%4=GET

#SAVE CAPERS 4000 +0091 4000
ENDPROC

Runson BB 374



Fostal-Fanic
2 REM by George Morris
X INK S: BORDER S: PAPER 1: CLS : PRINT BRIGHT 13AT
18,10; "Postal-Panic": BEEF @©.1,1: BEEP B.1,3: BEEF 0.1

1
L

4 BEEP B.1,3: FOR y=2 TO &6: BEEF @.1,y: NEXT y: FPRIN
T AT 20,5;" (Press a key)": PAUSE @: INK B: PAPER 7:
CLS

S LET lives=3 : LET tm=0: LET clattr=08: LET ck3=0

& LET sc=0: LET level=0: GO SUB 7000

7 GO SUp B@56& :

B LET x=17: LET t1=3: LET y1=2: LET ki1=5: LET dir=0:
LET v=7: LET ckl1=0: LET ck2=0

18 LET mi=INT (RND#12)+9: LET g=8: LET ni1=INT (RND#*12
)+9z: LET d=11: LET ol=INT (RND#12)+9: LET f=135
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; 15 REM #% %% DEFINE U.D.G *# ( -
19 FOR n=0 TO 7 ./,
280 READ b

2 3@ POKE USR “"a"+n,b ()

- 78 READ b Q
8@ POKE USR "b"+n,b :

1280 READ c

1 130 POKE USR "c"+n,c PARCELS o o peldhtlgd 4 ¢

178 READ b ’

18@ POKE USR “d“+n,b R T i L T IME Fal -
2280 READ b el L el wl el el el w ol el el el el Ol el et el el et gl gt g
238 POKE USR "“"e"+n,b

278 READ b

280 POKE USR "f"+n,b

=28 READ b

330 POKE USR "g"+n,b

378 READ b

580 POKE USR "h"+n,b

428 READ b

438 POKE USR "i"+n,b

478 READ b

480 POKE USR "ji"+n,b

490 READ b b . A

o0@ POKE USR "k"+n,b

=218 READ b

9280 POKE USR "1"+n,b

5938 READ b LIVES
S4@ POKE USR "m"+n,b PARCELS 2 ] E
=@ READ b

o468 POKE USR "n"“+n,b

578 READ b

288 POKE USR "o"+n,b

688 READ b

61@ POKE USR "p"+n,b

&15 READ b

6280 POKE USR "q"+n,b

&21 READ b

622 POKE USR "r"+n,b

623 READ b

&24 POKE USR "s"+n,b

&25 READ b

&26 POKE USR "t"+n,b o

&27 READ b Ao Xk xFDeEmon Cruzhe =

628 POKE USR "u"+n,b

629 NEXT n

638 REM #% »% SET SCREEN #% #»

&31 PAPER B: BORDER 1: CLS

632 INK S: BRIGHT 1: FOR y=2 TO 29: PRINT AT S,y;"X";A
T 20,y;"X"; INK 4;AT 19,y;"M"; BRIGHT @

&34 NEXT y: FOR y=5 TO 2@8: PRINT ;AT y,2;"X";AT y,29;"
X": NEXT y: BRIGHT @

&35 IF level=1 THEN LET ink=&: PRINT ;3 INK 4:AT 19,10
=|l ‘";HT 1?'1?;HWH

&36 IF level=1 THEN PRINT ; INK 4;AT 19,22;"%": PRINT
3 PAPER 73 INK 13;AT 20,73 "##Phantom attack##*": INK B
638 IF level=2 THEN : LET ink=3: PRINT ; INK 4;AT 19,1
D "W AT 19,13;"W";AT 19,165 "@"

639 IF level=2 THEN FRINT INK 4;AT 19,22;"%®"; PAPER
73 INK 1;AT 20,7; "##Demon crushers##": INK @ :
640 IF level=3 THEN LET ink=5: PRINT ; INK 4;AT 19,10
s "3 AT 19,133 "W ;AT 19,165 "W !
&41 IF level=3 THEN PRINT ; INK 4;AT 19,19;"®";AT 19,
22;"W"; PAPER 73 INK 1;AT 2Q,7;"#*%T.V. Take-over##": IN

K @
642 PRINT ; INK 33 BRIGHT @;AT 15,3; "Ml ";AT 16,3; " Ml

Y1/9) LAY
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These creatures come
in various forms. each are
as deadly as the rest.
After every two parcels
posted the next level com-
mences introducing a new
race of coreatures in
greater numbers than the
last, as well as a different
layout of ditches. There
are three levels in all.
Lives can be lost by either
falling into a ditch, being
crushed by a spook or run-
ning out of time (missing
the collection). Your
status is displayed at the
top of the screen, along
with a parcel symbol if a
parcel is being carried at
that moment.

s BRIGHT 1;AT 17,3;"M 0 ";AT 18,3; "MEEM"; INK 2
643 PRINT INK 23 BRIGHT 1;AT 17,26;" "W" ";AT 18,27;"MW"
; OVER 1;AT 17,273"-"; DOVER @; BRIGHT @; INK 7

&44 REM ## TYPE OF SPODK *#*

&45 FOR n=@ TD 7: READ b: POKE USR "W“"+n,b: NEXT n: IF
level=1 THEN GO TOD &S50 -

544 FOR n=@® TO 7: READ b: POKE USR "w"+n,b: NEXT n: IF
level=2 THEN GO TOD &5@ :

547 FOR n=0@ TD 7: READ b: POKE USR "@W"+n,b: NEXT n: IF
level=3 THEN GO TOD &5@

648 REM #% DISPLAY LIVES ##%

&5@ IF lives=3 THEN PRINT ; INK 7;AT 1,26;"wee";AT 2,

263" 00 0"; INK &6;AT 1,21;"LIVES"
&51 IF lives=2 THEN PRINT ;3 INK 7;AT 1,2&6:;" se";AT £,
263" PO0";AT 1,213"LIVES"
652 IF lives=1 THEN PRINT ; INK 73AT 1,26;" e";AT 2,
263 " e";AT 1,21;"LIVES"
999 PRINT ;3 INK 7;AT x,vi" s";AT x+1,v;" 2"
1000 REM ## #x% MAIN LOOFP #*%* %
1002 LET a$=INKEYS®
10083 IF as$="" THEN GO SUB &sDQ2
1885 IF ATTR (x+2,v)=4 THEN GO TD 70080
1010 IF v>=25 AND ckl=0 AND ck2=1 THEN LET sc=sc+10@:

LET ck3=ck3+1: BEEP 0.085,5: BEEF 0.@05,10: BEEF 0.05,15
1011 IF v>»=25 AND ckl1=0 AND ck2=1 THEN LET v=v-1: LET

cki=1: LET ck2=8: IF ck3=2 OR ck3=4 THEN GO TO B@5é
1812 IF ck3=6 THEN GO TO ?1@@

1013 IF v=25 THEN FPRINT AT x,v3" "3AT x+1,v;" "=z
=y=1: PRINT AT xX,v;"s";AT x+1,v;" "

1914 IF a$="x" THEN LET sc=sc+1: LET dir=@: FRINT AT x
JVi"®": PRINT AT x+1,v;"?": PAUSE 3: PRINT AT x,vi" ®» "z
PRINT AT x+l,v;" & "“

LET v

1@15 IF a$="x" THEN GO SUB &@@@: PRINT AT x,v;" v ": PR
INT AT x+1,v;" ®": GO SUB &00@ :
1016 IF a$="x" THEN PRINT AT x+1,v-1;" ": PRINT AT x,

v—1g" ": LET v=v+l:
&II
1820 PRINT ; INK &; BRIGHT 1:AT 4,3;"SCDORE ";sciAl

:" LEVEL "j;level;AT 2,3;"PARCELS ";ck3

PRINT AT x,v:" e": PRINT AT x+1,v;"

4,12

1821 BRIGHT @

1023 IF ck2=1 THEN PRINT ; INK RND*7;AT 2,16;"+"

1024 IF ck2<>1 THEN PRINT AT 2,1465" "

1@25 IF a$="v" AND dir=8 THEN PRINT AT x+1,v;" "z GO T
0 1500

1026 IF a$="v" AND dir=1 THEN PRINT AT x+1,v;" ": GO T
0 Seea

1827 IF a$="x" THEN GO TO 1000

1@28 IF a$="z" THEN LET sc=sc+1: LET dir=1: PRINT AT x
,vi"e "z PRINT AT x+1,v3"¢ ": LET v=v-l1

1829 IF v<=6 AND ckZ<>1
i,v:"+": BEEP B0.09,-10: BEEP B.@5,1:
= LET ck2=1: LET ckl=0: LET wv=v+l
1030 IF v<=6 THEN LET v=v+l
1835 IF a$="z" THEN FPRINT AT
s" & ": GD SUB &000

1340 IF a$="z" THEN PRINT AT x,vi" # "=

THEN PRINT ; INK RND#4+1;AT x+

PRINT AT x+1,wv3" "

XaVE" # s PRINT AT x+1,v

PRINT AT x+1,v;

W n: GO SUB &0P0: PRINT AT x,vi"# ": PRINT AT x+1,v;"%
1100 GO TO 1000

1200 REM #*» FORWARD JUMF #*#*

1500 IF v>=23 THEN PRINT AT x,v3" =";AT x+1,v;" 0": B0
SUB &00@: GO TO 1000

1685 PRINT AT x—1,v;" “3AT x,v;" "z LET v=v+i

16@6 LET x=x-2: PRINT AT x,v;" = “;AT x+1,v;" *& ": GO SUB
H&000: PRINT AT x,vi" o "3AT x+l,v3;" & "
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1610 GO SUB 600@: PRINT AT x,vi;" "3AT x+1,v;" "3 LET
vEv+ 2

1620 LET x=x+2: PRINT AT x,vs" 2"3sAT x+1,vs"0": GD TO 10
2a

2008 REM =% BACKWARDS JUMF #*=

oB@@ IF v<=10 THEN PRINT AT x,vi;"#"3AT x+1,v;"9"s GO S
UB &00@8: GO TO 1000

-@01@ PRINT AT x+1,v3" "z PRINT AT x,v3" "z LET v=v-1:
LET x=x-2 ;

SB2@ PRINT AT x,v;" =% ": PRINT AT x+1,v;" #": GO SUB 500

@

9025 PRINT AT x,vi" ® ": PRINT AT x+1,v;" & ": GO SUB 500

s

38 PRINT AT x,v3" "2 PRINT AT x+1,vj" "“: LET v=v-Z£

o@35 LET x=x+2: PRINT AT x+1,vi"9": PRINT AT x,vi"2": G

0O TO0 1008

S@S@® REM *% CHECK IF HIT %
600D LET tm=tm—-1: PRINT ; INK &63;AT 4,22;"TIME “j;tm;" "z
IF tm<=@ THEN GO TO 9300

6001 IF level=1 THEN IF ATTR (x-1,v)=7@ THEN PRINT F
LASH 1;AT x—-1,v:;"%": GO SUB 925@: LET clattr=1: G0 TO &
@11

4002 IF level=1 THEN IF ATTR (x—1,v+1)=7@ THEN PRINT
s FLASH 13;AT x—1,v+1;"®": GO SUB 925@: LET clattr=1: GO

TO &@11
6083 IF level=1 THEN IF ATTR (x-1,v—-1)=7@8 THEN PRINT
FLASH 1;AT x-1,v-13"W": 60 SUB 9258: LET clattr=1: GO
TO 6011

6004 IF level=2 THEN IF ATTR (x-1,v)=67 THEN FRINT F

LASH 1:AT x-1,vi;"®": GO SUB 925@: LET clattr=1: 6O T0 &

Al11

&85 IF level=2Z2 THEN IF ATTR (x—1,v+1)=487 THEN PRINT
FLASH 1;AT x-1,v+1;"W": G0 SUB 925@: LET clattr=1: GO

TO 46011 ;

6084 IF level=2 THEN IF ATTR (x—-1,v—1)=47 THEN PRINT
FLASH 1;AT x-1,v-1;"&": GO SUB 925@: LET clattr=1: GO

TO &011

60087 IF level=3 THEN IF ATTR (x—-1,v)=69 THEN PRINT F

LASH 1;AT x—1,v;"%": GO SUB 925@: LET clattr=1: GO TO &

211

6008 IF level=3 THEN IF ATTR (x—1,v+1)=69 THEN FRINT
FLASH 1;AT x-1,v+1;"W": G0 SUB 925@: LET clattr=1: GO

TO 4011

&00%9 IF level=3 THEN IF ATTR (x-1,v-1)=69 THEN PRINT
FLASH 1;AT x—1,v-13"®w": GO0 SUB 925@: LET clattr=1: GO
TO 6011

6018 IF ATTR (x+2,v)=4 THEN GO TDO 7000

6811 REM #x% RUB OUT SPODKS w% ¥4 * CHANGE ATTRI
BUTES *%%

6@12: IF q>»=17 THEN PRINT 3 INK @; PAPER @;AT g-3,ml-
1; "IN ; AT g-2,mi-1; "HN"; AT g—-3,mi+yl—-1;"HEA";AT g-2,m
1+Y1_l; "

6@13: IF q>»=17 THEN PRINT ; INK @;AT g—1,mi—1; " BEa";A
T g-1,ml+yl—1; “MEEMN": LET q=8: LET mi=INT (RND#11)+7: LE

T w1=INT (RND#*7)+1

&014: IF d>=17 THEN PRINT ; INK ®; PAPER @3;AT d-3,nl-

1; "MEEE";: AT d-2,n1—1; " MEE";AT d-3,nl+k1-1; " EMA";AT d-2,n
1+k1-1; " M-

&A15: IF d>=17 THEN PRINT ; INK B8;AT d-1,ni-1;"IA";A~ .
T d=1,nl1+kl1-1;"HR": LET d=7: LET nl=INT (RND#*11)+7: LE
T k1=INT (RND#7)+1

&A16: IF #>=17 THEN PRINT ; INK @; PAPER B;AT +-3,01-

1; "IENE"; AT f—2,01-1;"HER";AT f—3,01+t1-1;"IEA"; AT f-2,0
1+t1-1 3 *

&B17: IF £>=17 THEN PRINT ;3 INK @;AT f-1,01-1;"H";A

WoL/01 WIS
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The controls are simple,
left-Z, right-X, and jump-
V. The game incorporates
sound effects and a good
gelection of colours. All of
the Spectrums user-
defined graphics have
been utilised, some more
than once. Most of them
have been used to produce
the little man's smooth
movement. The different
types of spooks are all con-
structed from the same
recycled UDG. Because of
this, Postal Panic will not
be convertable to any
other micro without
designing an appropriate
character set.

T f-1,01+ti1-1;"HN": LET #=8B: LET ol=INT (RND#*11)+7: LE

T £t1=INT (RND#7)+1

6@318 IF clattr=1 THEN LET clattr=8: GO TD 7020

60192 REM *#% PRINT SPDOKS #*¥*x

&028 PRINT BRIGHT @3AT g-1,miz;" ";AT g-1,ml+yl;" "

&022 PRINT ;3 INK ink; BRIGHT 13;AT gq.ml;"®W";AT gq,ml+yl;"

W": LET g=g+1: IF level=1 THEN INK 7: RETURN

&025 PRINT ;3 BRIGHT @;AT d-1,n13;" "3;AT d-1,nl+klz" *“

&@27 PRINT INK ink; BRIGHT 1;AT d,nl;"@";AT d,n1+kl;"®w
": LET d=d+1: IF level=2 THEN INK 7: RETURN

6030 PRINT BRIGHT @:AT f-1,01:" ":AT f-1,01+ti1g" "

&@35 PRINT INK inki; BRIGHT 13;AT f,0l1;"®";AT f,o0l1+tl;;"W
"2 LET f=%+1: IF lvel=3 THEN INK 7: RETURN

6058 REM ##% DEATH ROUTINE #*##

7008 IF dir=@ THEN LET b$="p"

7081 IF dir=1 THEN LET b#$="¢"

7885 PRINT AT x+1,v-13" ";b%;" ": FOR t=5 TO 1 STEP -1:
PRINT AT x,v—13" = "

7007 PAUSE 1: BEEP @2.0@1,t: PRINT AT x,v-13" w» ": PAUSE
1: BEEP 0.01,t: NEXT t

70808 PAUSE 10@: PRINT AT x,v3;" "3AT x+1,vz" "

7810 LET lives=lives—1: IF lives=8 THEN PRINT AT 1,28;
“ "eAT 2,283" ": 60 TO 8458

7815 LET x=17: LET wv=7: PRINT AT g-1,ml+y1;" ";AT g-1,m
13" "3AT d-1,nl+ki1z;" "j;AT d-1,n1g" "

7020 PRINT AT f-1,01+tl1;" ";AT f-1,013;" ": LET q=B: LET
+=15: LET d=11

7025 LET ck2=8: IF lives>® THEN LET tm=100

7830 GO TO &5@

8000 REM #*#% END OF GAME ##*#

805@ PRINT ; FLASH 13AT 1@8,11;" GAME OVER": FOR t=1 TO
188: NEXT t: PAPER 1: INK 7: BORDER 2: CLS : PRINT : F

RINT : PRINT

BAS1 PRINT ;" SCORE- "3sc: PRINT ; PRINT ;" LEVEL-

";slevel: PRINT : PRINT ;" TIME LEFT—- "“;tm

8052 PRINT : PRINT 3" PARCELS— "3ck3: PRINT : PRINT "
Press any key to play ,or f to finish”

BASET LET a$=INKEY#: IF a$="f" THEN INK @: PAPER 7: BOR

DER 7: 'CLS : POKE 23561,35: POKE 23562,5: 5TOP

B0S54 IF a$="" THEN GO SUB 8@53

B@SS INK @: PAPER 7: BORDER 7: CLS : RESTORE : GO TO S

8056 IF ck3=6 THEN GO TO 9128

BOS7 PAPER S: LET level=level+l

8059 BORDER 3: LET sc=sc+tm: LET tm=1080

BB&@ CLS : PRINT 3 INK &3 PAFPER @; FLASH 13;AT 10,123 "LE

VEL "3;level; FLASH @

8070 FOR q=1 TO 2: BEEF 0.09,5: BEEP 0.09,5: BEEF 0.0%9,
1@: BEEF ©0.09,10

B8@75 NEXT q: BEEF B©.1,15: BEEP B0.3,18: RESTORE : GO TO

B8

BO9@ REM ##% INSTRUCTIONS ##*%

008 BORDER 4: CLS : PRINT : PRINT : PRINT

9005 POKE 23562,.5: POKE 235461,.5

7010 PRINT " In this game you must": PRINT : PRINT "
help the little man paost all ": PRINT : PRINT " of his
parcels, "

2015 PRINT : PRINT " without being squashed by the": P

RINT : PRINT " decending spooks"™

9020 PRINT : PRINT " He can pick up parcels ": PRINT :

PRINT " by walking up to the house": PRINT

9025 PRINT " and post them by touching ": PRINT : PRINT
" the post box.": PRINT : PRINT " FPRESS ANY

H:E'f iE

9038 IF INKEY$="" THEN GO TO 983@

7835 BEEFP 0.05,20
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78048 CLS : PRINT : PRINT : PRINT : PRINT * co
NTROLS"

7050 PRINT : PRINT * LEFT - z": PRINT : PRIN
[ s RIGHT — x*"

9055 PRINT : PRINT * JUMP - v":z PRINT : FRIN
T ¢ PRINT : PRINT : PRINT * FRESS ANY KEY TO BEGIN"

70468 IF INKEY$="" THEN GO TO 9040
98465 BEEFP 0.05,30

878 CLS : RETURN

090 REM ##% WIN GAME #*#*%

2108 FOR t=1 TO &

7118 PAPER t-1: BORDER t+1: CLS : PRINT 3 INK t3AT 9,93
"Congratulations"”

128 INK 7: PRINT AT 11,15;"9 ;AT 12,15;"Q20p": BEEP .05
y L=

7125 PRINT AT 11,14;" ¢ » ;AT 12,143 & & ": BEEP .05,
t

2130 PRINT AT 11,14;" ¢ »"3AT 12,143" ¢ ?": BEEP 0.05
s t+5

2135 PRINT AT 11,13;" =« e ";AT 12,13:" » N "

9140 NEXT t

?15@ PAPER S: INK @: CLS : PRINT : PRINT : PRINT : PRIN

T 2 PRINT

9160 PRINT " You have posted all & parcels "

7178 PRINT " With a score of "3jsc: PRINT : PRINT " and
"slives3" livs to spare "

718@ PRINT : PRINT " Would you like to try and": PRINT

: PRINT " better your score "

7185 PRINT : PRINT : PRINT *“ (Y/N) 2"
9190 LET a$=INKEY#%

72800 IF a$="y" THEN PAPER 7: CLEAR : GO TO S
9220 IF a%$="n" THEN INK @: PAPER 7: BORDER 7: CLS : PD
KE 23561,35: POKE 235462,5: STOP

9230 GO TO 9190

9250 FOR t=-1@ TO -4@ STEP -1@: BEEP .@9,t: NEXT t: RET
URN

9300 PRINT ; INK 2;AT x,vi" ¢ “"sAT x+1l,v3" & ": FOR t=58
TO —-1@ STEF -3

93180 BEEP .@5,t: NEXT t:. GO TO 7000
400 REM ##% U.D.G DATA *%#

9508 DATA ©0,56,0,0,7,0,0,0

9518 DATA 1,192,0,28,0,0,224,0

9520 DATA 0,0,128,3,0,0,52,0

9538 DATA @0,7,128,0,0,3,224,0

75480 DATA 44,0,0,224,1,0,0,192

7935@ DATA 7,129,60,54,7,128,15,192

7568 DATA 1,224,15,216,60,108,224,1

7578 DATA 240,3,128,7,240,27,195,63

9580 DATA 54,7,224,27,96,1,248,1

9598 DATA 192,252,108,224,7,216,46,128
9688 DATA 31,128,3,195,52,36,56,128

7618 DATA 5,0,1,160,6,104,44,356

7620 DATA 96,1,160,0,128,5,946,22

?638 DATA 231,30,24,3,192,8,224,0

7648 DATA 240,4,56,120,24,192,3,16

?658 DATA 7,8,15,32,28,231,28,24

?66@ DATA 3,128,12,64,0,224,2,0

?67@ DATA 56,24,192,1,48,2,0,7

?68@ DATA 64,0,255,16,28,2,0,0

?69@ DATA ©0,0,128,0,0,8,546,564

7708 DATA 0,0,0,0,1,0,0,255

718 DATA 60,126,219,219,231,219,189,189
9728 DATA 129,255,153,153,255,126,36,24
7738 DATA 129,66,60,66,189,189,129,126
9748 REM END
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CLASSIFIED DEPT. (CG) A.S.P. Ltd,,
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
AS.P. Lid., (P.H.)

Telephone Becki 01-437 0699

1 Golden

 SOFTWARE LIBRARIES m

BBC / ELECTRON / DFI.AGEI'H

I ATARI -.,|,||--.,qr[1 I|*1r,|rl,,r Membership
| ATARI 400/600/800/XL 4uufsu-u;nuﬂ XL SOFTWARE | €500, tapes 1 (+30p P&P). Stamp JOKES
| Cartridge transler ulility s Fidve 3n all ioand salasiion of far {1,__1 il E. Tucker. 58 Blenheim

—

——WIN A COLOUR T.V.—/

48K HAM minimum requirned. Specily
tape or disc pased systam. NO modil-
Cathons 1o your computer reguired

disks, casseftes and carlridges
FOR HIRE. Apply now and hire
wour first 4 gamas free. Well over

Walk, Corby, Northanls

"rrl"u

Britemn's No. { Joke *©
Cataiogue, pached

Oiriginal 400/800 system £15.00 800 different original titles. For with gver 500 practical jokes from Sp
NEW XL version £25.00 full details send stamped Bonk el Whocess cushios. oS b
Tape lo disc transter utility addressed envelope or telephone el mer e e gt e i e
DOS based single siage tape 1o disc gvenings Tpm-10pm oOr wéek- SOBD WmIEN, wi inbes, FEPISG-y O8RS MBD
tranaler utility ands R B BT CE o Ty e e
TIP! i disc £B.50 LOW ATARI PRICES '_'h::'lrll"-i' '”"'-:!," :-"H:F"'L ot a. Bddgai 1hi
Prices include pAp Send S.AE. for BOO ML ':D-""-DLHE"T'S £R9.85 ;.-:-‘1‘1 I_.J::,-hl, s \_,___..,.I ara pddeass for
further details of these and olher (P&P £2.895) SPEC PEN PALS UK bumipe: polour CEialogoe g Sepe Gi o

wlilitees
S. Terrell, 17 Cock Close Rd.,
Yaxley, Peterborough
PET 3HJ

Spectrum - Oric - Atmos - QL

Software Library
Fras mambarship. Fres @ntry [0 draw

1050 Disk Drives £169.95
(P&P £2.95)
Save E10.00 whan you purchase Both
Baat guality disks, baxes of 10 singla
density disks £16.50, double densily
dizska E18.00. Antic Bnd Analog
mdagazings available
Six subscriptions £15.00

Games & Software Club,
Dept CG, 35 Tilbury Road,

Thormey Close, Sunderland,
SR3 4PB. Tel: 0783 286351.

Attention all compuler ownars!
Lot us pul you in 1ouch wilh othars
whiid D one alse Ras reached DEiore
Send s.aa. for application form and

mcre detaills to: A. Simemgns, 40

Claybuin Clrcle, Basiidon, Essas

HI.TEHFH'I'E. THE FUNNY BUSINESS
(DEPT G.C.). 16T WINCHESTER ROAD,
BRISTOL BS54 INJ

TI99/4A

SOFTWARE

FUZE

SAE for details to: Hire Soll, (Dept CG), FUZED
. Marsh, Hudders-
D R Yate (et ) ATARI TEXAS T199/4A
FREE GAMES TOP QUALITY GAMES IN T1 BASIE F ZED

Yos just send large SAE Tor our Latést -nasutho | ;é:*-;"ﬂ'l' Bill/Diggit DE U

list mrd i il rechivd 3 Space shool :
GHI{:'. ATMGS‘. :ﬂ"“ﬂﬂ-ﬂRE |||Il ;H]EHEJE"\' r..’lj;ﬂ |j|d}|':lu_'|:|:-l1l:-r_-\_ -Hj':ll._-l Cassatto |l Galaxios/Alhen Madnesa ON FUZED
64, LYNX, SOFTWARE LIBRARY blank disc — Mail Order only R
Cwver 150 Oric and 200 Commodaorne 64 , Lo ot B e
= titles. Stamp tor details ETDCKE{IFT All th E‘?t# far £10.00

1_5 WQﬂ-dhfﬂ'ﬂk Hﬂ‘ad. H three casseltes IO ¥
Les Wilson, 100 Blenheim Wailk, Corby, M. R. J., 64 Reva Road,
Northants. Birmingham B30 10E. Broadgreen, Liverpool.

Rates: 40p per word per issue (minimum 15 words)

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 £.

A.S.P. LTD)

SEND TO: 1 GOLDEN SQUARE, LONDON W.1. l_ l

Signature.........

. (made payabie to

Phone No. ........ e L

.. Date...

7 I 0 B |
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A Rmarable Innovation in Video Graphics

Until now, creating computer graphics in colour has been both a
demanding and expensive endeavor. The Super Sketch Graphics
Tablet provides a totally unique and simple medium for creating
video graphics at a surprisingly low cost

By simply moving the stylus control arm, as you would a pencil,
Super Sketch reproduces the movement on the video screen. Four
control buttons at the top of the tablet assist in operating the graphic
functions of the software. Graphics may be created by “free hand”
or by “tracing” from drawings clipped to the pad

Compared with other computer graphic products, it is much easier
to use than keyboard controls, does more than joysticks, paddle con
trollers and mouse controllers, and is less expensive than touch pad
products

A brief demonstration instantly proves the remarkable features of
super Sketch. This product makes an excellent “Demo Display” in

retail stores because anyone can immediately produce graphics with
little or no instructions.

CSUPER,
ASKE1CH]

» Cassette Software * Tracing & Free Hand
Includes Printer Ultility Drawing On One To One
and Starter Art Programs Ratio To Video Screen

* Easy To Use Push Button
* Four Easy To Use Menus:

Controls
Main, Brush, Design, T
Expert * Graphics Can Be Saved
: To Cassette And
Y Ezsftﬂtﬂlmsh i Desgn Reproduced On
P y A Printer
. > K T
® Absolutely Simple To Ese ’ C':S;Eﬁi’i ext-Entry * Zoom Window
® Cassette Software Included
® Printer Utility Included Compatibility S Color | Unit Dimensions

Resolution | Selection (In Gift Box)

® Starter Kit Included
® Easy to Use Created Graphics In Your Commodore 64 160 x 200

AN IPDTN7
s ANTINSE o

Trade Enquiries (Contact Clare Hall)

16V " x 124 "x 214"

16
S

=

Unit 10 Victoria Industrial Park, Victoria Road, Dartford, Kent DA1 5AJ Tel: 0322 92513/8





