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GYRON - Spectrum 48K

“A serious contender for the

Game of the Year award”
Personal Computer World. Mar. 1985

“Hyperbril”
Crash 'Smash’ 93" rating. Mar. 1985

ELITE - Commodare 64
“The game of a Iifetime
Zzap! 64, Gold Medal Award. May 1985

BUGGY BLAST - Spectrum 48K
“Thisis what | callfun...an
dddictive and very playable

game
Crash ‘Smash’, 91% rating. Feb. 1985

DEMOMNS OF TOPAZ -
Commodore 64

“lts addictiveness grows from
strength to strength

Commodore Computing Int.
Game al the Month. May 1985
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Ultimate
Releases

Ultimate are set to release
two more games,
shade for the Spectrum and
Blackwyche for the C64.

Night-

Nightshade is described

i

“*fully animated,

graphic, fantasy, arcade,
adventure, role playing
game'' in which you must
gave a village from the evil
one. Until you do the
villagers, corrupted by evil,
will continue to spread
plagues and enslave any
that threaten the evil
overlord.

in the &ir Arthur Pen
dragon series of games,
which this time, is set on a
ghostly galleon.

Nightshade and
Blackwyche will bhe
available soon and will cost
£0.95.

last
95.

PI'DBEI'MI: easier,
£24.

iz available now for

Blackwyche is the third =
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NEWS NEWS.

Activision’s
Autumn Attack

Activision plan to launch 8
new titles before the end of
October with more to come
for Christmas. These new
releases 1nclude All
American Cross Country
Road Race, Rescue on Frac-
tulus and Tour de France
that are reviewed inside as
well as a cassette version of
Mindshadow, a previously
disk only graphic adven-
ture.

Ballblazer is a fast action
sports game of the future
designed by Luecasfilm
games. The game is played
on a split screen display of
a curved playing area with
a goal at either end. Each
player controls a robot
blazer that tries to collect
the ball as it shoots onto the
piteh then heads for the op-
ponents goal while the
other player tries to tackle
him. A goal scored at close
range is only worth one
point whereas an ‘‘over the
horizon' shot is worth 4
points.

Should you exhaust all
of your human opponents
then you can play against a
droid at any of nine dif-
ferent skill levels,

Barry McGuigan’'s Box-
ing is the latest Gamestar
game and features your at-
temnpts to emulate Barry's
achievements.

You start the game by
choosing your fighters skin
and hair colour as well as
his style or image. Hence

ou can have anything
rom & “Dancer’” whose
thought of a nice guy or a
loud mouthed bruiser.

You then have 12 weeks
to train for your next fight
which includes weeks of
weight, bag and road train-
ing that will improve your
boxers stamina, strength
and even attitude.

The fight segquence is
joystick controlled and
should you win you'll move
up the league table of 20
boxers.

Gamemaker iz a games
design tool that allows even
the non programmer to try
out game ideas.

The package includes a
sprite editor and a minli ver-
gsion of Activision's Music
studio.

The final release is the
curious Someone's Living
in My Computer that was
first reported in last
month's US Scene.

This is the result of ex-
tensive research and has
cumulated in a disk based
house into which your *‘so-
meona’'’ will move into.
Here you can watch him (or
her) play the piano, read a
book, exercise and so on.

The type of someone that
your copy of the program
will attract depends on how
long you take to unwrap
their house.

Known characters in-
clude antisocial ones that
git and sulk, untidy ones
that never do their washing
up, enthusiastic but awful
piano players and even
gome impatient ones that
tap on your TV screen if
you're ignoring them!

According to Activision
you'll be able to buy one as
soon as they've taught
them to play card games
and draughts.

One word of warning.
having watched one for an
hour they are ridiculously
addictive even if lycuu find

ou've got a sulky one.
nece created, the only way
to change its character is to
bu% another copy.
allblazer and Boxing
will be available in C64,
Atari, Amstrad and Spec-
trum versions, Gamemaker
in Atari and 64 formats and
Someone’s in My Computer
will soon be driving C64
and Amstrad owners mad.
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Just When You Thought It Was Safe To Walk The Streets...

HAVE YOU ENOUGH CATOPLEXIC ENERGY?
WILL YOUR STRENGTH AND STAMINA LAST OUT?
YOU MUST STOP THE DOGS DESTROYING YOUR HOME!

LOOK WHAT THE MAGAZINES SAY ABOUT THIS ARCADE ADVENTURE:
Home Computing Weekly: "I love this.........don"t miss this one”

GRAPHICS: PLAY IT!

Sinclair User: “Well designed and attractive” DEFEAT IT !

H.C.W: “The best I've seen.....in multi-colour’’
Order direct from:

SPECTRUM £6.95 reishaptsic ooy S0 .
AMSTRAD £7.95 H:i: Si.m Bpr:n:ishu;inn ;' !

DRIFFIELD YO25 SRL
Available from most good computer outlets. Tel: 0401-43553




1 Way Of The Exploding
Fist

~ Hypers;

~ Boft Aid

‘Elite

~ Cauldron

Jet Set Willy 2
Gombat Lynx

~ Action Biker

10 Spy Hunter

11 Rocky Horror Show

12 Daley Thompson's
' Decathlon

13 Spy Vs Spy

14 Alien8

U-2 B R

15 World Series Baseball

16 View To A Kill
17 Gremlins
18 Pitstop2
19 Shadowfire

20 Ghostbusters

21 Knight Lore

22 Finders Keepers

23 Air Wolf

84 Bruce Lee

25 Dun Darach

26 Jet Set Willy

27 International Tennis
28 Beach Head

29 BMX Racers

30 International Basketball Commodore

~ Beyond

Melbourne House
Imagine

Various
Acornsoft

Palace

Gremlin Graphics
Software Projects
Durell
Mastertronic

US Gold

CRL

Ocean

Beyond

Ultimate

Imagine

Domark

Adventure International
EPYX/US Gold

Activision
Ultimate
Mastertronic
Elite

US Gold
Gargoyle Games
Software Projects
Commodore

US Gold
Mastertronic

Commodore 64 Top 10

1  Way Of The Exploding Fist Melbourne House
& Blite Firebird

3  Soft Aid Various

4 Pitstop 2 EPYX/US Gold

§ International Tennis Commodore

6 International Basketball Commodore

7 Dambusters US Gold

8  Action Biker Mastertronic

9 Kik Start Mastertronic

10 Impossible Mission EPYX/US Gold

Compllad By Gallup for the industry’s weekly trade magazsing, Computer and Software

Rotallimg, For dstalls contact John Sorrent], Computer and Seftware Aetalling, Liberty

Houss, 238 Regent Birest, London WIR 7DE. 01-434 2131
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10 Jdet Set Willy

1
2
3
4
6
6
¥
8
9
|

0 l‘nuth_l]._l: Manager

Amstrad Top 10

Hypersports Imagine i
Rocky | Gremlin Graphics
Soft Aid Various
Gauldron Palace !
Jet Set Willy 2 Software Projects
Spy Vs Spy Beyond -
Spy Hunter US Gold
World Series Baseball Imagine
Glass Quicksilva
Bruce Lee US Gold

BBC Top 10
Revs Akcornsoft 1
Combat Lynx Durell i
Alien 8 . Ultimate
Knight Lore Ultimate
Elite @ : Acornsoft E
Mini Office Database
Repton ' Superior Software
Atic Atac Ultimate
Castle Quest Micro Power

Beach Head

‘Starstrike 3D

Daley Thompson's Decathl
Knight Lore :
Ghostbusters

Dun Darach

Combat Lynx

Alien 8

Rocky Horror Show

Atari Top 10

Air Wolf
Pole Position
Ghostbusters
Jet Boot Jack
Decathlon
Miner 2049ER
Blue Max
Soccer

Kissin Kousins

0 F18 Strike Eagle

Addictive Games

Ocean
Realtime
Ocean :
Ultimate '
Activision
Gargoyle Games
Durell
Ultimate

CRL 1
Software Projects |

Elite

US Gold
Activision
English
Activision
US Gold
US Gold
US Gold
English
US Gold
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AND ON THE EIGHTH/
| »

\

Experience the thrill of top international

| competition in your own home ! Summer Games ||

. brings it all to you with eight challenging new

| events. You and up to seven other contestants can

: compete in your favourite individual event or go for
it all in the grand competition. Some events, like
cycling, rowing and fencing even challenge you with
realistic head-to-head competition.

First, decide which of the 18 different countries
you re going to represent. Then, in true Olympic
fashion, you will need the proper strategy and
mental toughness, not just speed and agility to excel
in each of the eight events. That's why we included
a feature that lets you practice each event until
you're ready for the real competition.

Remember, it’s not too early to get ready for 1988.
; With the right diet, proper training and lots of
E practice you just might make it. In the meantime,
| put on your sweatsuit, grab that joystick and let
; Summer Games Il give you eight new ways to Go
; For The Gold!
F
I
]

® Includes Cycling. Fencing., Kayaking. Triple
Jump. Rowing, High Jump, Javelin and
Equestrian Events

® Opening, Closing and Awards Ceremony
With National Anthems '

® Compete Against The Computer or Your
Friends

:[ @ Individual and Head-To-Head Competition
® One to Eight Players .
‘SUMMER GAMES Il DOESN'T LOOK

SET TO BECOME A CLASSIC-
ITIS ACLASSICY




THOAY EPYX CREATED...

A e TRY THESE OTHER
Simulati:?n ever created for the 64. GREAT GAMES FROM EPYX

—Commodore User

b, F“‘f S e e ‘Summer Games Il is eight SUMMER GAMES IMPOSSIBLE MISSION
TR - outstanding games rolled into one
piece of software—100% wvalue for o) ; MIFIRRITIE RS
maney.”’ i
- Computer Gamer

ACpening Ceremony
¥High Jump

Screen shots as seen on
% the Commodore 64
h

} * ' AVAILABLE AUGUST
Lx 3 for Commodore 64/128

CASSETTE £9 -95
s £14.95

U.5. Gold Limited, Unit 10, The Parkway Industrial

Centre, Heneage Street, Birmi
021-359 3020
. Telex 337268




Rick Koenig and Enqm'e Goldman
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Tony Hetherington takes an in depth
look at a computerised, slot car

destruction.

Racing Destruction Set is a
two player, computer slot
car, racing set with a dit-
ference. For each player
chooses his own racing
machine ranging from dirt
bike to Indy racer, arms it
with o0il, mines and a
crusher before racing on
any of the B0 supplied
tracks or on one designed
on the games track editor.
The race is contested on
a Pitstop 11 style, split
screen display which gives

B .nEE G

racing game that will drive you to

an overhead view of each
car. The cars are joystick
controlled with the com-
puter taking control of the
second car if your short of
humans.

As soon as you've loaded
in the game you can start
racing on a demo track bet-
ween two unarmed Can-am
racers. This gives you the
feel of the cars and the
jumps, bumps, bends and
surfaces of the tracks that
lie ahead.

. tracks

The Tracks

The 50 prebuillt tracks in-
cluded in the game cater for
all racing tastes as they
span from a dirt track for
bikes and jeeps through
grand prix ecircuits to
designed for
destruction races.

The grand prix circuits
are all based on famous
European and American
tracks such as Monaco,
Silverstone, Monza and Lasg
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Vegas. Here high speed
duels are fought between
Can-Am and grand prix
ears. There are no jumps or
weopens, just fast cars.

18 American roadrace
gourses are a little more in-
teresting with the inclusion
of dirt and icy surfaces that
make your choice of tyres
important. As the wrong

gset may send you spinning
out of the race.

If you prefer racing of
the death and destruction
variety then, like me, you'll
head straight for the
destruction tracks.

These consist of jumps
that will test your cars
power and suspension,
bends to try out your steer-

COMPUTER GAMER SEPTEMBER 1985
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ing, ice and dirt surfaces to

you
crossovers to

sions.

Th

spinning
cause colli-

and

y range from a sim--

ple oval track (**destruct’’)

to

the

self

“Killer'.
‘‘Dastruct’’

smallest po

it

is

inevitable

axplanatory

iz the

sle circuit so

that the

racers will have ample op-
portunity to force each
other off the raised track
where they'll plummet to
destruction.

“Killer'' is less subtle as
it contains a mixture of
jumps, bends and
erossovers that will
guarantee that only one car
will finish the race.

Between these two ex-
tremes are a selection of
circuits with their own par-
ticular way of destroving
the ecars. For example
““jumps’’ contain hu%e
jumps that will trap light
cars that can't get up the
hills and destroy heavy
cars when they land.
“Whichway’' consists of
seven different routes each
there own problems
whereas ‘*headon’’
guarantees to aim both cars
directly at each other at
breakneck speed.

Finally there are three
test tracks including the
ones used by Ferrari and
Porsche on which you ecan
try out your own custom
designed car.

If you ever tire of the
prebuilt tracks you can
always use the games track
editor either to modify an
exXisting circuit or to design
your own from scratch.
With the editor you can
salect basic pieces which
you can modify before fit-
ting in place. For example,
a simp-{e straight can be
turned into a jump by ad-
justing the height of its
various sections. Simarlar-
ly a chicane can be con-
structed by altering the
normal width of the road
from 3 to 2 or maybe even
A

The Cars

Ag there is an incredible
variety of tracks to test the
cars there are nine basic
types of vehicle from which
a car can be custom built to
meet the challenge,

An open cockpit racer is
ideal for gr.-'.u'td prix circuits
as ig a Can-am road racer
but Baja bug is more suited
to motorcross races.
Similarly a pickup, jeep or
stock car can take the
punishing jumps and a
bike (dirt or street) can take
the corners. Finally for the
more bizarre, low gravity,
moon races you should
choose a lunar buggy.
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Once you have selected
your basic car you can fit a
different engine, & new set
of tyres and even arm it for
battle.

The choice of tyres
varies from car to car with
some . being restricted to
only one type. For example
a dirt bike can only have

- dirt tyres. However, if you

have a choice then look
carefully at the traction
figures on the screen
display. These show the

p that a tyre will have on
either dirt ice or paved sur-
faces. Obviously you
should choose the tyres
best suited for the selected
track.

Engine size is eguall i;.r
important as it not only e
fects the acceleration and
top speed of the car but also
ite welght. In fact there is a
point where increasing the
engine makes the car so
heavy that it actually
reduces the speed of the
car. This also happens
when you add armour and
weapons for a destruction
race,

Armour can be added to
most cars to add protection
irr the inevitable collisions.
Similarly a crusher can be
fitted to inflict damage.

0il cans can be fitted to
leave ©il slicks on the road
to send your opponent
spinning and mines to be
droppe in his path.
However, to retain some
sanity cars cannot carry
both oil and mines. If they
did it is unlikely that either
car would reach the first
bend.

A good guide it to choose
a car that will beat the
track then arm it to beat
your opponent.

Finally, you may have to
modify your car selection
to fit in with the extra
“rules’’ that can be defined
to add to the excitement.

Spicing things
up

When you load the game
the race is between to in-
destructable cars whose
aim is to finish the two lap
race first.

Changing the race to
‘‘destruction’’ adds armour
and weapons to the contest
and adjusting the difficulty
level will now send ex-
tremely destructable cars
off the track if they take a
bend too quickly.

You can also alter the
ravity between 14 dif-
erent settings ranging

from the moon which is the

/

lowest and dJupiter the
highest. This will have a
dramatic effect on a race
since for example a light
car taking a high jump at
top speed on the moon may
never land. Similarly a
heavy car on Jupiter may
be wrecked by the slightest
bump.

Finally you can also
alter the number of laps,
from 1 to 9 and choose bet-
ween four different
backgrounds including a
motoreross scene and lunar
landscape.

Destruction
racing

Since normal racing
consists of getting in the
right lane and keeping your
foot on the accelerator
there is little to be addedd
to what's already been said
about games such as Pole

_Position and Pitstop II.

Destruction racing
something completely
different.

Your choice of car will
decide the tactics you will
use. A fast lightly armed
car will try to outrun the
opponent and win through
speed alone. Whereas a
heavily armoured truck
will try and takeout the
other car and win by
default. If this sought of
tactic is wused and you
manage to destroy your
opponent you only have to
finigh your current lap to
win. Consequently unless it
is a 1 or 2 lap race you
needn’t try to keep up with
the other car. Instead you
should set traps either by
mugg 111% them (forcing
them the road) or by
carefully placed mines or
oil slicks. The fun really
begins if both of you have
and use weapons.

It is important to realise
that you can skid on oil
that you've dropped and
blow up on mines that
you've placed so think
carefully before you drop a
mine on & one lane gection.
You can, however, do this
quite effecitively against a
faster opponent who will
hit the mine before you
cross, what will become,
the finishing line.

01l can be used in
atches immediately in
ront of the other car to
cause a quick skid which
will slow him down or in
planned slicks that will
uide him off the road.
imilarly a mine dropped in
front of a chasing opponent
can end the race (depending
on the difficulty level) or
they can for more subtle
effects be dropped on your
ﬁpﬂnﬂﬂtﬂ own oil slick,

e principle being that
since you dropped it, you
should avoid it Hﬂwever,

your opponent may guide
you to your own mine with
a well placed oil slick.

nDIEPIN

be used to force your
opponent to take a jump too
quickly
uncontrolled skid into it or
having to hurdle a mine set
at the bottom of it.
Whatever the tactics
used the game will
certainly be eventful.

Conclusions

Racing Destruction Set is a
computerised slot racing
kit with so many variables,
cars, tracks, and rules, that

it will challenge beginners ;

and experts alike.

A series of joystick con-
trolled menus guide the
players through the
mamouth task of construc-
ting their game and selec-
ting their track. If the

tracks then they can
modify an existing one or
build another from scratch.
The track editor can be a lit-
tle tricky to use as obvious-

lfy each piece of track must |
it

ite neighbours exactly.
However, the editor on
allows you to see one pia-::a
of track at a time and so it
can take a whils to com-
plete your masterpiece.

14 N

il o #
N =W W

graphica or functional but
not up to the standard of
single track games such as
Hevs and Pitstop
more than compensated for
by the increase in variety
and fun caused by destruc-
tion racing.

Racin

The split screen race |

_ This is |

Destruction Set '
was written bjl' American &

Mines and oil slicks can [

either by a [fi

" bored with the 50 prebuilt |

Software house, Electronic &5

Arts and is imported into

the UK by Arioclasoft. The B
review is based on the C84 |

disk version which will cost
£14.95. Ariolasoft are plan-
C64 and Atari versions
in the coming months.
Hacing Destruction BSet
has brought a new dimen-
sion to car racing games. If
it's not the ultimate racing
game it's certainly on the
right track.
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Gremlin Graphics are so
confident that Abu Simbel
Profanation will take
months to solve that
they're offering a monitor
to the first Gamer reader
who completes the game.

The game, reviewed in
this issue of Gamer is get in
an ancient temple where
our hero Johnny Jones
must battle to free himself
from the Pharoahs spell,
reach the mortury chamber
and discover the temples
gsecrets. The temple con-
tains 45 screens that accor-
ding to Gremlin are the
most difficult screens yet to
be found in a platform
game.

Complete the game and
vou could, if your the first,
add a fantastic Microvitec
monitor to your Spectrum.

For twenty runners-up
there's the nexXt two
Gremlin games as a CON-
golation prize. Super Sleuth
iz to be released in
September and Monty on
the Bun in October.

How to Enter

When you've completed the
game simply fill in the form
below and include on it the
message that appears at the
end of the game.

The first entry, with the
correct message, will win
the monitor. The next
twenty will collect the
runners-up prizes of copies
of Super Sleuth and Monty
on the Run.

According to Gremlin,
the game will take month’'s
to complete so the competi-
tion will remain open until
all the prizes have been
WOn.

16
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Computer Gamer (Gremlin Challenge), No. 1 Golden |
Square, London W1R 3AB.

Name .
Address ..

The message on completion of the game is:

Win a Microvitec monitor as Gremlin
Graphics throw down the challenge
‘finish our latest Spectrum game!”’

The prize,
a Microvitec Monitor

COMPUTER GAMER SEPTEMBER 1985
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GAME TYPE : YOU'LL NEED A KEEN SENSE NOW ON : SPECTRUM 48K
OF STRATEGY AND AN ACCURATE AMSTRAD
FIRE BUTTON FINGER

HOOKABILITY : COMPULSIVE
LASTABILITY : INFINITE AVAILABLE AT ALL GOOD SOFTWARE RETAILERS

GRAPMCS . T CoSMIC OR SEND A CHEQUE/POTO
RESPONSE  : LIGHTNING e
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What’s new from
Sega? The usual
two arcade ad-
dicts went to find
out, read on for
more. ...

This new game from Sega is
called ‘Hand On’ and is one
of the best arcade games
ever. It's success wWas S0
great in America that the
coin mechanism had to be
modified to take coins of a
higher wvalue s8¢ that the
player doesn’'t have to-keep
putl;in% in lower value
coins. The game looks like
being the first UK game to
pe fitted out for £1 coins.
The rate at present is S0p a
go or & for 50p, so at 25p a
play it is competitive with
lesser games.

The units themselves
cost around £5200 sach to
buy, and have been known
to take up to £200 a day! 5o
what is the secret of this in-
credible machine.

The game is based on
motorcycle racing with a
sort of super-pole position
type display and a view of
the track from slightly
above and behind that of
the bike.

The big feature comes in
the control method, the
screen and controls are
mounted on a huge
representation of a racing
bike. You have to sit on this
bike and control it by lean-
ing the bike from side to
side, there is also a throttle
on the right hand grip and
a brake on the same side.
The sereen 1is just
underneath the place that
you would expect the front
windshield to be and is in a
very comfortable position

EXTRA LIFE AT 20,00

e




for looking at. The facia is
adorned with a couple of
dummy instruments to give
the whole thing the right
feel.

On  the whole, if this
game is out in time for the
summer rush it should be a
smash hit.

Another game that I've
geen this month is Peter
Pac-Rat by Atari. This is a
conversion for the hit game
Marble Madness. A conver-
sion is a way for the arcads
operator to change an old
game at low cost. All he has
to. buy is the software con-
version and any external
cosmetic details that the
game may have, without
having to replace the
monitor or case.

Peter Pac-Rat is similar
to the ladders and ramps
tyvpe of game that computer
users have been used to
ever since Miner 2040er,
The graphics are very good
and although it doesn't
have the same impact as
many other games it does
sort of grow on youu,

Boogie Manor is another
L&R type game although it
is more remeniscent of Cas-
tle Quest than anything
else, Great graphics and ex-
cellent animation make the
game exciting to play.

Lastly, Excitabike is a
game that is similar to all
those BMX games that have
been cropping up recently.
You have a motorbike and a
number of opponents and a
series of 9 tracks and
gqualifiers. The tracks are
challenging, the controls
simple, and the opponents
very good.

ach track has a dif-
ferent  theme for ils
back%mund and has very
detailed graphies.

That's all for this month,
thanks again to all at Deith
Leisure and apologies to
Gary Newman, whose
name | spelt wrong a couple
of months ago!

Mike Roberts
Steve Phipps
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Johnny Jones, modern day hero and explorer s
extraordinaire, has finally discovered the lost Temple ol A NI
Abu Simbel, built by the great Pharaoh Ramses II over i :

U0 years ago.

In frenzied desperation he enters this secret world and 15
drawn into a fnghtening adventure, threatened by the
Pharach’s curse, in constant danger until he can reach the
inner mortuary chamber.
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SPECTRUM 48K £7.95

Gremlin Graphics, Alpha House, 10 Carver Street, Shefﬂeld S1 4FS. Tel: (0742) 753423 __
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The Computer Gamer
Readers Club is a
FREE club open to all
readers of Computer
Gamer, All you have to
do is to fill out the
form on this page and
send it with an ASB
(minimum) envelope
with your name and
address on it for the
return of your
membership card —
no need for a stamp on

(- this as we’ll supply
1 i the postage.
Send both the

envelope and the form

m ey i -m -
:G“mputer Ea;::::

s Readers ciyp &

xAMER SEPTEMBER 1985

READERS
{11

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

(rather like
Scout/Guide badges).
On completion of all
tasks the person is
awarded the Master

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

Gamer Award — and
can be very proud of
himself indeed.

But enough of this,
fill in the form get
yourself an SAE, bung
our address on the
front of another and
dig yourself up a
stamp. Then you can

A1l you have to do is

(to help us |
and send it to:

Reader's Club |
Ccomputer !

a member can fill up
his membership cards
with the ratings h
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Boulderdash

Impossible Mission

Tony Hetherington finds a distinct
American flavour to this month’s
selection of classic games for the
Commodore 64.

In the two years since its
UK launch, the CB4 has
become THE games machine.

The success of the 64 has
been made easier by the
wealth of American soft-
ware that has accompanied
it across the Atlantic. Much
of it consists of conversions
of existing Atari software
but all of it makes the most
of the machines sprite
graphics and & channel
sound.

This collection reflects
this US bias as it contains
only a handful of British
software. The American

B¢ titles have been imported

into the UK by US Gold,
Ariolasoft and until recent-
ly CBS where they have
dominated the charts. Con-

sequently the selections
below include not only the
UK supplier but also the
original American software
house.

This is so you
highlight consistantly good
companies such as Elec-
tronic Arts, and get their
new games As they are im-
ported.

The British contingent is
headed by Firebird’'s Elite
conversion and New Genera-
tion's Squash.

International
Soccer
Commodore
£9.95

This is probably the best
selling 64 game. Over
100,000 have been sold to
date, s0 most of you have

CaTl

probably already got this
excellent football simula-
tion. If you haven't, buy it
now, It's quite simply the
best computer football
game.

Zzork I Infocom
(Commodore UK)
£11.95 (Disk)

Infocom are the masters of
text adventuring and Zork
I is just the first of a classic
trilogy of underground
adventures. The Infocom
axpertise extends beyond
fantasy and their excellent
range includes detective
thillers, science fiction
adventure and even a game
based on the Hitch-hikers
guide to the Galaxy.

If you need an excuse to
buy a disk drive look no

COMPUTER GAMER SEPTEMBER 1985
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Pitstop II

Decathlon

further than these games
that will keep you adven-
turing into the small hours.

Boulderdash
First Star
(Monolith) £7.95

Originally imported by
Statesoft, Boulderdash was
one of the best games of
1984 .

The efforts of the games
hero, Rockford, to collect
jewels while avoiding fall-
ing boulders and various
flying nasties proved to be
extremely addictive.

Now Monolith have
repackaged the original
with its sequel, Rockford's
Riot in a bumper package.

Impossible
Mission Epyx
(US Gold) £9.95
superb animation and
breathtaking sound and

speech combine in the best
ever platform game.

To defeat the evil Dr
Elvin Atombender our hero
must somersault killer
robots, search everything
including the kitchen sink
in order to solve fiendish
puzzles.

Pitstop II Epyx
(US Gold)
£9.95

A split screen all action rac-
ing game in which you
compete head-on with both
human and computer op-
ponents.

Nine different grand
prix circuits test your skill.
However driving skill isn’t
enough as to win you will
also need a good pitstop
team.

Decathlon
Activision £9.95

Ten gruelling events that
simulate the Olympic
decathlon push you and
your joystick to the limit.

COMPUTER GAMER SEPTEMBER 1985

SHORT RANGE CHART

VALKYRIE (FLY 3

Archon

This was the best of the
sports games that flourish-
ed last year and featured
superb animated graphies.
The only drawback was the
lack of an awards
ceremony to reward yvou for
yvour considerable efforts.

Spy vs Spy First
Star (Beyond)
£9.95

Based on the MAD cartoon
strip, the battle between the
black and white spys made
a fascinating contest and a
superb game.

ither 1 or 2 players
fought for the secret plans
hidden in an embassy.
Either with clubs or with a
variety of ingenious traps
including bombs, springs
and buckets of water.

Elite Firebird
£9.95

A conversion of the original
Acornsoft game in which
you must trade, Kill and
pirate your way through
the galaxy.

You begin your career
clean and harmless and if
%c}u successfully avoid

hargoids, the police, other
traders and the
troublesome trumblies you
may become one of the
Elite.

Archon
Electronic Arts
(Ariolasoft)
£11.95

A fascinating strategy game
based on chess in which
knights, Banshees,
Unicorns and Wizards bat-
tle for every square.

Each piece has its own
strefigths and abilities
which are put to the test on
the games combat screen.

25)
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Dropzone

M.U.L.E.
Electronic Arts
(Ariolasoft)
£11.95

An electronic wversion of
Space Monopoly in which
four different races lie,
trade and deceive each
other to become the First
Founder.of the colony. Un-
fortunately you can't
destroy your opponents too
much or the colony will fail
and everyone will lose.

Dropzone Arena
Graphics (US
Gold) £9.95

Jetpac meets Defender in
this excellent shoot em up.
Amazing graphics, stunn-
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ing sound and swarming
aliens will keep ¥you
blasting into the night.

Squash New
Generation £7.95

A superb simulation of
Squash that is easier on the
heart than the original
sport.

Endorsed by Jonah Bar-
rington one or two players
can compete at four dif-
ferent speeds with Jonah's
digitised voice keeping the
sgore.

David’s Midnight
Magic
Broderbund
(Ariolasoft)
£11.95

A ridiculously addictive
pinball game in which you
must flip, bump and tilt
your way to an even higher
score.

Extra balls, bonuses and
even multiple ball play
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Interdictor Pilot

complete this eXcellent
simulation. A must for pin-
ball wizards.

Interdictor Pilot
Supersoft £17.95

A space flight simulation in
which you must fly sorties
against the Jahdra-(zallan
Alliance.

Your craft, a federation
Interdictor MK III, is faster
than most but when your
outnumbered, speed isn't
gverything.

Blue Max
Synapse (US
Gold) £9.95

As the

[

infamous Max i {

Chatsworth you must fly e

dangerous missions behind
enemy lines in this WW I
action flying game.

Straife and bomb the
German's tanks, ships, air-
fields and installations to
increase
rating from ‘‘runway
sweeper’ to ‘‘flying ace''.
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. NICK FALDO

PLAY‘% THE

Runs on both
Spectrium 48K
and CBMo64

T e L
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Hing'map of the N SRR A medmfﬁ
| St. George's et e e e N e i
Course, venue for the'™
1 Championship 1985.
Can you make par on this
se of Champions? With strong
s and deep bunkers you'll need all
clp your caddy can give you. Full
ation and live action bring your game to life.
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A whole new world awaits you and your &64. The world of
Prestel, Micronet, Viewfax, Homelink, Citiservice, Compuret
(Commodore’s own database] etc. This is the world of product
reviews, mainframe games, home banking, business information,
commodity futures, armchair shopping, real time conversation,
slectronic notice boards, helpful tips, ICPUG, news, Telex-Link,
Mailbox, Chatline, Gallery etc. This is the world of telesoftware, with
programmes to download into your 64 and save to disk or tape.
Many telesoftware programmes are provided free of charge or at
nominal cost.

Dialog with over 600 massive databases on call and almost
unlimited information on just about any subject is accessible from
your &4, together with BT Gold, Easylink, Onée to One etc., with
electronic mail, business services and telex facilities.

You can link to Bulletin Boards in your area for local news, club
news, letters, jokes, poems, helpful tips, etc. It's a whale new
experience,

Take the first step. Make a giant leap for your 64. Communicate
with Modem House and you'll soon be talking to other ‘64 users,
linking to other micros and swapping files, tips, programmes or just
chatting.

Modem House are the largest suppliers of Commaodore
communication equipment. \We also supply complete systems for the
Pet 2000, 3000, 4000 and 8000 series.

V4 ‘2 QDEM
2 £ HOUSE

lolanthe Drive, Exeter, Devon EX4 SEA. Tel: (0392) 67295

The most popular 64 micropack in use today, will link you to
Prestel, Micronet 800, Viewfax 258, Homelink, Farmlink, Citiservice,
Compunet etc. From Modem House, the complete system is on offer
at the incredible price of £99.95 inc. VAT, p &p.

Optional terminal software to link you to BT Goid, Easylink,
One to One, Dialog and Bulletin Boards is available at £29.95 inc.
VAT, p & p.

Complete Commodore 64 micropack

special price £99 -95 inc. VATp&p

for a limited period only.

Special, special offer, order your 6% micropack now and
get a FREE quarter’s subscription to Micronet 800 and Viewfax 258
|Prestel Microcomputing).

R i

Modem House, lolanthe Drive, Exeter, Devon EX4 9EA,. Tel: (0392 69295

| Please serd Me ............ Commodore &4 Micropack(s) £99.95 each I
o, Optional  Terminal  Software  £29.95
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Day Out:

Gribbly’'s Day Out is
where you play the part of
Gribbly Grobbly, the one
footed Blabgorin, It's his
ﬂjh to look after the yvoung

labgorians (Gribblets),
gathering them to the safe
cave for the night.

The game is located in 16
scenes of play, each very
different from another, The
first thing you need to
learn to do is levitate. This
may sound obvious but it is
only once you have
mastered this that you can
set about completing the
scenes and eventually the
game (perhapsl).

Having lgm; the hang of
levitating learn where all
the islands are so that it is
safe to fly at full speed to
avoid Seon after the web is
de-activated.

Always set the real time
clock. It's easy to look at
during play, otherwise you
may not notice how long
you've been playing and
miss your favourite pro-

ramime, last orders or that
ate with Bo
Derek/Richard Gere.

If you have a black and
white TV./monitor use
black and white mode
otherwise some of the col-
our schemes will leave

Your winning ways have been
coming in thick and fast this month.
We kick off this issue with a mega-
hint from 0.C. Severn on Gribbly’s

things invisible.

Also,
unless you have a very good
TV (or a monitor) some of
the colours are very in-

distinct and it is a good idea
is always play in black and
white mode,

In the instructions for
my copy of the game no
mention is made of pause
mode or the quite option.
To pause press run/stop,
restart by pressing fire or
run/stop again. If you use
fire make sure that nothing
embarassing will happen
(bubbling Seon, closing a
web section in your path,
dropping a Gribblet ete.). In
pause mode the animation
continues which is rather
disconcerting, this can be
stopped by pressing F7
(note the cheese in the
message area). If this
feature was added to enable
photos to be taken then
why isn't Gribbly Grobbly
giving a ‘‘broad beam of ap-
proval?" Anyway getting
back to quit, in pause mode
press home/clr to return to
the first title screen.

Only put Gribblets back
when there is nothing bet-
ter to do, or if you are low
in Psi (1-2 towers). This
means that if anything hap-
pens you have a supply of

ps1 without needing to visit
the bank.

The object of the game is
Lo return eight Gribblets to
the safe caves on 16 dif-
ferent parts of Blabgor. It
has nothing to do with time
Or' points, they are just ad-
ditions to the game. There
should be no limit to the
number of points you can

"get by repeating a scene

and this will inerease the
length of game. If you're
looking for something dif-
ferent try completing the
first scene as fast as possi-
ble, anything below three
minutes is good (my best is
.11, though I don't know
howl).

If you get good enough to
complete & scene transfer-
ing psi to the bank, only
save five (or less) Gribblets
until you build up a good
deposit, this will soon go on
the later scenes.

Don’t bother to close all
the web sections you open,
the effect on Seon's
wanderings is minimal,
and the loss of 10 points
isn't worth the lost time
and probably headache
(loss of pei). If you can, it's
a good idea to activate both
switches at the same time,

The sound is an integral
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part of the game so don't
turn it off. Also, listen for
danger as well as look out
for it. Where there is a large
open area, (safe place for
Gribblets to land), in the
bottom right corner don't
worry about preventing
stompers from capturing
inverted Gribblets. The
resulting winged creatures
(flappers) are easily and
safely dealt with for lots of
oints. Really good screens
or doing this are ““Hide the
Gribblets in the Cave'’,
‘‘Aerial Lakelands'' and
‘‘Gribblets in Peril''.

The first scene (‘‘Hide
the Gribblets in the Cave'')
is a nice friendly start to
the game, all the Gribblets
are in accessible areas and
it is only necessary to deac-

tivate one section of web to
complete the scene. This
makes it sound easy but
once you get the hang of it,
it is (yes honestly).

f you rescue all eight
Gribblets on the first scene
vou should find the next
gcene is ‘‘The Infinite
Waterfalle'’, here it 1is
necessgary to recover as
many vulnerable Gribblets
(ones which might get
caught by flappers) as
possible. This is because it
is very difficult to bubble
the flappers to recover a
Gribblet without murder-
ing it.

Rescuing only seven
Gribblets will probably
leave you searching in ‘'The
Flooded Cavern''. With this
scene the temptation is to
bounce across the large
central island near the top,
but I prefer to open the way
through and under-
neath. This route is quicker
and safer as frequently
SJeon is in the way acrogs
the top.

‘*Aerial lakelands' is the
scene selected if two Grib-
blets are lost on

“‘Hide. . ."". Again thers is

a temptation to do a lot of
bouncing but this is like
committing suicide as it is
so slow. Bounece out of the
cave and then fly up
anywhere within the top 3
or & rows is a good place to
go left. This is a fast route
to the left hand side where
most of the Gribblets are
frollicking. Make sure you
get the Gribblet at the top
left as soon as possible
because if he (she?) is flip-
ped by a topsy when to the
left of the lake Gribbly can-
not rescue him unless he is
captured by a flapper.
Finishing any of these
scanes leaves you in danger
of meetin *“Wot, no
Ground?''. DON'T let Grib-
bly drop, there's nowhere
for him to land! Sorry if
this advice is too late, I still
get caught out by it
sometimes. There is very
little advice available for
this secene except learn
where all the Gribblets are
(a good point to remember
for all the scenes), and use
the mid-bounce take off to
get into the web above the
large island on the right (it
should have three Gribblets

on it). This not only enables
you to rescue the Gribblet
on the island beneath
(there's no other way), but
rovides a shorter route
ack to the cave.
The last scene I'll offer
_EDLL any help with is ‘‘The
levated Forests''. After
completing all these scenes
vou should have a good
idea of how to play the
game; a lot of this is per-
sonal perference anyway.
There are two guestions
which need anawerinlg_l to
complete this scene: where
is that last Gribblet and
how do I open that section
of web? Taking them in
order, the last Gribblet is,
probably, left from the safe
cave. This gap looks im-
possible but with practice it
can be done. One more
thing to remember is don't
approach it too slowly, the
E:ngram will notice your
ck of confidence and rat-
tle you in the jaws of the
cave. Secondly, one of the
hardest sections of web to
open (wait till wyou see
“‘Gribbly’s Bane (It's a
tough one)''!) is up and left
from the safe cave, not that
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Gribbly is allowed to get
wet to activate the switch.
This enables you to get to
the three Gribblets to left of
this section of web.

With this advice and a
good joystick you should be
able to spend many happy
hours bouncing and bubbl-
ing before seeing the six-
teenth scene (and even
more before completing it!).

Everyone’s a
Wally

Stephen Horn of
Humberside has compiled
this list of problem =olu-
tions for ‘Everyone’s a
Wally' from Mikro-Gen:

1. Don't go into the =zoo
unlegs you have the
monk nuts, if wyou
don’t n you will end
up running for your life,
chased by a homicidal
dolphin! I thought
dolphins were supposed
to be friendly!

2. Make sure you have the
gasmask efore wou
enter the cave. I've been

~—1n there but I can't get
out because of another
dolphin.

8. To get the letter B you
must be Wilma. The let-
ter B is in the library but
before you can get it you
must return the library
books, in order! When
you have the letter B
take it to the bank and

eeg it in the szafe.

nother letter B will ap-

pear in the top left-hand
corner of the bank.

4. To mend the fountain
ou must be Dick. Take
im to the baker’'s

straight away. The

monkey nuts should still
be there, take these to
the zoo and take the
wWrench in axnhanrge.
Now go to the post office
and take the plunger. If
it isn't there then so-
meone's taken it. When
you have both the
plunger and the monkey
wrench you.must go to
the fountain in the fown

square and go right to
the top. he water
should start to flow.

- To build the wall you

must be Wally and the
fountain must be re-
quired. Get the bucket
and sand (whieh is in the
park) and fill the bucket
at the fountain. Go to the
cement mixer in Pete
Street and take the ce-
ment. Now find the
trowel and take the ce-
ment and the trowl to
Wall Street. Walk past
the wall and it is built.

. Mending the fuse wire to

the fuse and it is fixed!

- To mend the electricity

lon you must be

arry. First of all you
must play ‘Asteroids’ in
the ‘phone booth until as
short jingle is played.
Now get the good in-
sulator, Wilma usually
has it. Now get the
screwdriver from the
station and go to S8chool
Lane. The sparks will go
everywhere but then,
¥oure a wally aren’t
you? Jump up to the top
and replace the cracked
insulator with the good
one.

. To stamp the parcel you

have to be Wilma again.
She must get the rubber
stamp and the parcel.
Take these to the post
office and walk to the
end. It should now be
stamped.

. If the object you're look-

ing for ian't in it’s usual
place then someone has
taken it. To check them
you must first find
them. Quickly change to
that person and see what,
he has got. If he hasn't
got it then you must
change back. If he does

then follow the person B
you were until you finda &
suitable place to dropthe & :
Object you want. Now i
quickly change to the =
person you were and B
take the object. e R SR
That's all I know at the
moment except that I think
the jump leads and the bat-
tery in the garage have
something to do with
charging up the flat bat-
tery. Does anybody know?
Also, is there anyone who
knows how to get the
und note in the ‘Red
ion'? I think I need it to
do the shopping.

Harrier Attack

Lastly a quicky from
Alistair Maclnnes about
Harrier Attack from Durell:

On leaving the ecarrier, et
skim the water and use
your first missile to knock
out the patrol boat's
missile. Then use the se-
cond missile to knock out |
the patrol boat itself. You
should then rise quickly to
avoid smashing into the
eliff.

You will then find that
there are not so many
enemy aircraft around to : : e e
annoy you. : : i o e

That's all for this month.
Watch out in the elub
magazine for details of the
ratings system and
especially ‘Beta’ which is
this one.

Send all hints to
Hints
Computer Gamer
1 Golden 8
London W1R 3AB
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BEN  this month

in their

& clue, but nothi

please?

the rating
score achived

| The big problem we've had
is that a
number of people have sent
scores without
: stating what the game is|
B Come on now, we're not
&8  psychic — it wouldn't be so
el | bad if you just gave us a
at all?
So if Mr R Wylie of North
5 Shields (score 112,800 on
BN an Afari Gﬁ:‘gpgﬂ, <
¢ vour guess of the &isas
: Eﬂﬂﬂ ﬁlsl mine) wants to get
into the magazine can he
§ send us some more details

Also if you want to get

g:-r having a high
you must
gend an 8.A.E., this can
either be with the entry or

but

higher

when the high score has
been printed (so you don't
waste a stamp- if
is not Ir!:u-inmsl j o |
SAE at a la date,
please drop us a nofe say-
ing what 1issue you ap-
peared in, or use the form
that will be printed in the
Club Magazine.
Another thing that has
struck me in games such as
Knight Lore, these give a
percentage rating for how
much through the game
you have been, however to
complete the
needn't get 100%.
percentage score
that has not completed the
game will not beat a lower
percentage score that has.

ame

OUur score
o1 send

50 a

tage score is for

HIEEH

Indeed, the lower a percen-

a finished

game the higher the under-
standing of the game the
must have
on't need to go to places
that are unnecessary) so
perhaps the lower a percen-
tile score is the hi

(they

er it

ghould be considered.

- As always,
and send to:

Mike Roberts

you Hi Scores

foE i

London W

good luck

Computer Gamer

1 Golden Square
SAB

% Game

Snapper
Chuckie Egg
EKnight Lore
Decathlon (Ocean)
Decathlon (Ocean)
Decathlon (Ocean)
Confusion
Pole Position
Pole Position
Pole Pogition
Pole Position
Pole Position
HERO
Raid on Bungling Bay
Elite
{ David’'s Midnight Magic
Ghostbusters
Cyclone
Seaside Special
Bruce Lee
Dropzone
Donkey Kong
Spy Hunter
et Pac
| Fitfall IT
Decathlon (Activision)
Raid Over Moscow
BC’'s Quest for Tyres
Staff of Karnath
Defender
Impossible Mission
Past
Pajamarama
Bert
oon Cresta
Spelunker
Xcel
Zalaga
i Frak!
Hopper
Chuckie Egg
Zaxxon
1 3D Starstrike

System

BEC
Spectrum
Spectrum
Ce4
Spectrum
Amstrad
Amstrad
Atari
Spectrum
Amstrad
Ce4

BEC

Ce4

Ce4

BBC

Ce4

Ce4
Spectrum
Co4

Spectrum
Atari
Atari
Spectrum
Spectrum
Ced

Ce4

ced

Ce4

Ce4

Atari

Ce4
Spectmm
Ce4

Atari
Spectrum
Ce4d
E%Bc:t.rum
BEC

BBC
Electron

Elsctron
Atari

Scorer

R Brown
William Lacey
A Parkinson
Stuart Pimblett
Ian Pinder
Sean Brady
Simon Green
Mike Roberts
Graham Divine
Graham Divine
David Edwards
Alex Ro
grﬂdﬂg OnNg
ary Cox
D Codri n
Gurdnnnlfatfnlatt
P Harkins
A Parkinson
S Payne
Jeremy Glyde
Steve Phipps
Stuart Moore
Ian Whittaker
Chris West
Phil Goodridge
Phil Goodridge
P Ford
David Jolley
Kevin Mundow
Claran King
David Edwards
Sean Spencer
K Barber
D Stephens
Malk Makin
Mike Roberts
Graham Divine
Paul O'Malley
Paul O'Malley
John Brough
Barry Johns
Alistair Slater
James Obeirne

Score

145000
2170710
96%
181786
487015
113600
47800
108850
63560
59950
120830
106650
108932
199900 .
13437772Cr(Elite)
7113585
$999900
62020
1470800
4595560
68230
76100
188410
1231670
158328
11784
172800
8455
T.88
2746800
29883
120840
93%
89750
89910
1387850
B8% (5 planets)
15007810
20000200
11432
216720
111100
1120600

........

.........

Member

ghip Number . - ==~
cable, why not?)

.....

lllll

....

(1f not appli

COMPUTER GAMER SEPTEMBER 1985

Y T

D




R R e
I

; 1

|| SUFERB QUALITY 1|

[WARE ATBUDGET PRICES ||
in 8 7€ “nﬁ;'}‘t:;fﬂfjgﬁuﬂ !h

Hours of fun for
kids of all ages
(the grown up kind
tool). Beat the clock
and rearrange the

muddle to its f{
perfect formation. !
8 individual puzzles g A
to test your powers T
of logic and speed | 7. 3"
of thought i 1= IJI

end your order today. Cash/cheque/Access/Visa must accompany order. Goods should reach you within 7 days of order.
Hsecomplete in BLOCK CAPITALS, Please supply the following tapes £299each Name

Oy, Description Computer Address
Postcode

Signature
Ienclose a cheque/PO/cash for £ Charge my Access/Visa account £
Card Number

Carriage 0.50p I

& All cheques/postal orders should be made payable to Rino Marketing 1. td. All orders I
Total £ returned to Rino Marketing Limited, | Orange Street, Sheffield 51 4DW.

Available in all good software stockists,
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RUPERT

Y HFMPRAELE S
Ty

“I-' T
il Jolly old Rupert can wall

jump, leap, climb stairs-
and even fly —but can yo

get him to the party!

32 challenging screen
of animation and fun.

Quicksilva Ltd, Liberty House,
222 Regent Street, London WIR 7DB.
Telephone 01-439 0666

Rupert Bear © Express Newspapers PLC



BACK-UP PROBLEMS SOLVED

DCL1 Dual
Datasette
Interface

DCL4 Audio
Recorder
Interface

1541 GT
Disk Loader
Cartridge

RESET1

Enables the quick and essy creation of back-up copies of all
Turbos, M/Code, Data Files ete. If your program can be loaded it will
be transferred exactly on a second datasette. Does NOT require
software or modifications to your computer.
ORDER AS DCL1
Price £10.00 (CBM 64 & VIC 20)

A deluxe DCL1 with added facilities so that back-ups can be made
using one audio cassette and one datasette, or with two datasettes.
LEDs indicate whan data is being received from tape. This unit can
be |eft parmanently connected to the computer, the LED indlcating
when data i3 being sent from the datasette, very usaful for finding
the start of data.

Ideal for anyone with only one datasette and one audio cassette.

ORDER AS DCL4
Price £18.00 (CBM &4 & VIC 20)

1541 LOADER CARTRIDGE

This CARTRIDGE will enable your 1541 disk drive to load
approximately 4 times faster and is compatible with most
commercial software, Although, there are slightly faster turbo disc
lpaders available, TRIGSOFT s GT LOADER isthe only one {that we
ara aware of) that retains full disk error checking and as it is a
cartridge is always available for ingtant usa.
Abbreviated LOAD/SAVE commands are ‘bullt in' eg typing LOAD
“filename will load file etc. Typing LOAD™$ will display the directory
1o the screen without affecting basic memory. An OMNSOFF switch is
fitted 50 there is no need to remove itin the unlikly event of software
conflict
Just think, from the moment that you tum ' on, you will be able to
load programs 4 times guicker.
ORDER AS GT LOADER
Price £20.00 (CBM 64 WITH 1541 DISK)

This reset unit plugs into your computer enabling a reset without
@érasing the program,
ORDER AS RESET1 Price £3.00 (CBM 84 & VIC 20)

* % 10 DAY MONEY BACK GUARANTEE * *

W will refund yvour

withim 10 days

payment less postage if any hardware item s returned undamaged

OARDERING: ALL PRICES INCLUDE RECORDED DELIVERY & ARE FULLY INCLUSIVE
{ovarseas add £1.00)

sand to mail order depts at either Bradford or Grimshy

TRIGSOFT Dept ACG

29 Holme Lane,
Erﬂd'lﬂrdp
BD4 00A.

Bradford dept for mail order only.
Please send SAE for free catalogue

TRIGSOFT Dept ACG

161-163 Rutland Street,
Grlmlhﬁ,

South Humberside, DN32 TND.
Tel 0472 48304

Callers welcomed at Grimsby dept

BARGAIN SOFTWARE

Dept CG2, Unit 1, 1 Esmond Road,
London W4 1JG

Phone orders welcome Ring 01-995 2763

SPECTRUM RRF COMMODORE B4 RRP Price
ALIEN & 5,95 630  ARCHON 11.95 .5
ARCHON 10,99 799  BEACH-HEAD b 55 740
ARTIET 1295 1050  BLAGGER GOES TO H/WOOD  9.05 7.20
BULGE THE 9495 T.50  BRUGCE LEE 9,95 T.40
CALLORON 789 599  BULGE THE 9,08 750
CHUCKIE EGG 2 B.50 4.7%  CAULDRON 7.9 5.80
DALEY'S SUPERTEST B.45 493  DALEY'S SUPERTEST 7.45 595
DAMBUSTERS 9,495 740  DAMBUSTERS 9,95 740
D&M OURAGH .45 E99  DROP FONE 085 7.40
DYNAMITE DAN B.95 525  ELITE 1495  11.00
EMEHALD ISLE B.95 550 ENTOMBED 8.65 .90
EVERYOMES A WALLY .95 690  EXPLODING FIST 9,95 7.25
EXPLODING FIST B.o5 690 EVERYONES & WALLY .45 £.95
F. BRUNDS BOXING f.55 525  F. BRUNOS BOXING 7.95 5,50
FOURTH PROTOCOL 1282 1040 FIVE A SIDE FOOTEALL 595 4.99
FRAANKIE GOES TO H/WOOD 9,55 683 FOUATH PROTOCOL 12.99  10.40
GHOSTBUSTERS 9.88 750  FRANKIE GDES TD HAWOOD 5895 7.40
GREMILING 9.85 T.25 G, GOOCq'S CRMKET §.59 7.25
HERBERT'S DUMMY AUN 0.85 BS99  GATES OF DAWN B. 55 7.25
HIGHWAY ENCOUMTER 7.95 580  GHOSTBUSTERS 10.59 .25
HYPER SPORTS 7.05 560 GREMLING 9.05 725
INT. BASKETHALL 59 499  HERBERT'S DUMMY RUN 9,95 B85
JET SET WILLY Il 6.45 455  HYPER SPORTS 8.05 6.50
JUGRERNALIT 7.95 5.890  IMPOSSIBLE MISSION 8,35 B.65
MEGA HITS (10 TOP TITLES) 18.55 995 INT. BASKETBALL 5.4 4.50
METABOLIS B.95 525  INT. SDCCER (ROM) 1499 1085
MORDENS QUEST f.55 525  MEGA HITS (10 TOP TITLES) 19.95 9.95
NIGHTSHADES 555 680 ON GOURT TEMNIS 10.95 B.25
NDDES OF YESOD .95 7.25 ON FELD FOOTBALL 1053 B.25
OME ON ONE 899 B3 PFITSTOP N 10.45 B.50
RED MDOM fi.85 550 RODCKFORDTS RIOT 9,95 7.00
ROCKY 7.05 590  ROLAND'S RAT RAGE 7.80 f.29
AOLAMD'S AAT RAGE .80 520 SHADOW FIRE 9,35 f.05
SHADO'W FIRE 49,45 B35  SKYFOX (DISC) 1285  11.50
SOUTHERMW BELLE 7.95 590  SLAP SHOT .95 .50
EPY HUMTER T7.85 5.80 SPITFIRE 40 g a5 7.50
5PY W5 SRy 9,95 6.99  SUMMER GAMES 485 1085
STARION 7.95 570  SUPER HUEY §.55 .99
STREET HAWK E.95 5.25  SUPER PIPELIME 2 B.60 .50
SOUASH (J BARRINGTON'S) 7.95 570 THEATRE EUROPE 8,85 b6
SUPER PIPELINE 2 785 590  THING OM A SPRING 705 5.50
TASWORD 2 11.50 TS50 VIEW TO A KILL 10,98 B.50
WITAADS LAIR B35 320  WORLD SERIES BASEBALL 785 575
WORLD SERIES BASEBALL 6.95 5.20

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

pe

Computer Gamer September 1088

SPECIAL DEAL FOR ATARI
400 / 800 / XL / XE

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

OR

| BUY all the latest software titles at best possible

prices. (New releases available direct from U.S.)

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

| CHARNWOOD GAMES

30a WARWICK AVENUE, QUORN,
LOUGHBOROUGH, LEICESTERSHIRE.

TEL: 0509 412604

. STOP PRESS.. .. .. .STOP PRESS..

TOURNAMENT
l— SNOOKER —

FOR THE EINSTEIN
(See review in this issue)
Available immediately by mail order from:-

HARD SOFTWARE
6 Arum Way, £14.95
Incl. VAT/P&P FREE

Leicester LE3 6NB

HARD S OFTWARE

Setting new standards

THE CHESS GAME

Commodore 64 - Now Available - RRP £7.95

“If Lewis Carroll had written a computer program
then this would be it.” Home Computing Weekly

“Brilliantly designed opening screen . . .
Perspective animation and sprite design are
excellent . . . A very clever and original program.”
Commodore Horizons

“Excellent 3D %raphir:ﬁ. . . . Top Notch.”
Commodore Computing International

"I strongly recommend this game whether you
understand chess or not.” Home Computer Weekly

“An arcade extravaganza from MicroClassic.”
our 64

THE FIVE STAR REVIEWS CONTINUE. ..
Home Computer Weekly - Commodore Show
Products Review Week - The chess game rated top
game — Popular Computing Weekly - Rated equal
top for week -~ Commodore Horizons - Top two
best game — top graphics - Commodore Com-
puting International - Five star graphics —

PRIORITY ORDER SERVICE

If your dealer has sold out, simply send
us a cheque or postal order for £7.95 and
we will rush you a copy by 1st class post

MICROCLASSIC, GREENFIELDS, PRIORY ROAD,
FOREST ROW, SUSSEX
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Compumart have just laun-
ched a computer pack for
£900 05 that includes the
new Atari 130XE com-
puter, along with a 1080
disk drive and a box of 10
blank disks.

Although this represents
excellent value, you can go
one better by winning one
free by entering our easy to
enter competition.

The Prize

The Atari 130XE is &
powerful computer featur-
ing 128K of memory, sprite
graphics and 3 channel
sound.

Together with the 1050
disk drive the 130XE is
ready to use a wide range of
gsoftware including some of
the excellent disk based In-
focom adventures. As well
as a wealth of American 1m-
ported software.

Compumart of

e

g
e

i

Loughborough are giving
away a fantastic prize to the
first Gamer reader who
solves our disk puzzle.

One the more serious
side the prize will allow you
the opportunity o wo rd
process or keep a home
database.

How to Enter

All you have to do to have a

chance to win this
marvellous prize is to solve
our disk puzzle.

1t seemed appropriate to
base it on a disk since Com-

pumart, as well 4s being an
Atari hardware dealer, also
specialise in cheap, reliable
disks. For example a pack
of ten blank disks would
only cost £9.95 to buy!

The picture opposite
shows the result of taking a
pair of scissors to a disk.
A1l we want you to do is puf
it back together. We've
numbered all the pieces 80
that you can tell them apart
but to make things a little
more difficult we've added
a few extra bits.

COMPUTER GAMER SEPTEMBER 198!




ngan
. also
liable
pack
would
7l
0site
{INg a
disk.
15 put
We've
res S0
apart
| little
added

1985

IyOM DISK PACK

All you have to do to
enter is to tell us which are
the extra pieces.

Write the numbers of the
8Xtra pieces on the back of
an envelope and include
with it a completed entry
form.

Then send it to Computer
Gamer (Compumart) Com-
petition, No.l1 Golden
Square, London W1R 3AR.

Entries should reach us
by October 24th.

The prize will be award-
ed to the first correct entry
drawn out of the hat.

/
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Computer Gamer (Compumart) Competition, No.1 f
Golden Square, London W1R 3AB. !
Name . . /'
Address . . ‘(
o5 e il i A I LT /
The extra pieces are . f

A . e RS e A IJ




Jane Naylor presents her
selection of this month’s

games books.

Title:
Author:
Price:
Publisher:

This book is the latest 1n
the popular series of
Brainteaser books
published by Phoenix for a
variety of different micros,
and it makes a very
welcome change from the
usual run-of-the mill
program book full of shoot
'em down games. What you
get here is a good collection
of interesting and
challenging brainteasers of
varying difficulty, that will
let you pit your WwWiis
against your computer.
There are nearly thirty
puzzles here, and as
several of them contain a
number of puzzles within
themselves you actually get
very. good value for money.

The first one, Hexagon
Puzzle for exampls,
contains eleven puzzles.

The collection is a varied
one. You will recognise
several old favourites here,
such as ‘“‘A-Mazeing’’, *'Odd

One Out'' and *‘‘Word
Search’', while you will
also meet a lot of

Brainteasers

Genevieve Ludinski

£5.95

Phoenix Publishing Associates

interesting new ideas. Some
of these, such as the
“PFrancis Drake Adventure
Game' and “‘Don't paint
the Cat'' (!) are really very
original and should provide
lote of fun. Those who are
good at maths needn't
think that they are going to
walk away with all the
prizes, because the
programs also include logic
tests, memory exerclses
and observation challenges
— all cunningly disguised
in scenarios such as a Wild
West saloon bar, the
landing of a flying saucer
or the scene of a bloody
murder. They range 1in
difficulty from the very
simple, which are suitable
for quite young children, to
some quite ambitious ones,
which would easily flex an
adult’s brain muscles.

In addition,
some useful hints that the
author has provided with
each program, &as she
shows you how to make it
harder if you want to and

there . are”

- x
e _:"-;f.:‘ e

provides some handy
advice and tips about the
routines she has used.
Children will -E]’Lgﬂ;’f these
games for thelr fun value
and adults will like them
because they also have an
educational element.

The book is well 1laid out
and has a screen shot of
each puzzle accompanying
the listings so that you
know what to expect as a
result of wyour laborious
keying-in. The dot matrix
printout is clear and has
not been reduced in size as
some other books do, so it
is nice and easy to read.
You should find these
programs a doddle to key
in, as most are only two or
three pages long and the
instructions are very lucid.
The only quibble I would
make is that one or two
typos have crept in from
time to time, which could
have been avoided.

This book should appeal
to many people. It is one of
the better games books on
the market - well
produced and containing
some very good programms,
If you want something
that's a bit different and
more original than most
books this one should Keep
you and your family
cudgelling their brains
right through the holidays.

COMPUTER GAMER AUGUST 1985
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Title:

How to write Amstrad CPC

464 games programs

Author:

Price;
Publisher:

Ltd.

If you have had an Amstrad
for a few months and are
looking for some ideas on
creative programming now
that you have taken your
first tentative steps in
BASIC, you might find How
to write Amstrad CPC 464
games programs worth
looking at.

The author aims to teach
beginners some of the fun-
damental tricks and
routines of games program-
ming, while at the same
time demonstrating them
practically in a few selected
programs throughout the
book. It is a nice idea and it
works well. There is one
major limitation however:
only a limited area of games
18 discussed, board and
card games, So if you were
hoping for hints on
shooting down aliens or
creating limitless scenarios
for adventure games, this is
not the book for you and to
this extent I feel the title is
somewhat misleading.
There is certainly nothing
wrong with board games in
themselves, but the fact
that the book concentrates
on this should be made
more obvious to the buyer.

Within this area the sub-
ject is covered very welll.
You are shown how to write
& game of Patience,
draughte, reversi, Go,
chess and a few other well-
known favourites. The

routines are carefully ex-
plained and demonstrated
50 you should then be able
o go on and create your
having

own variations,

COMPU

W. Simister
£2.50
Bernard Babani (publishing)

mastered such intricacies
as creating UDGs, LOCATE-
ing text on the screen at
certain positions, selecting
colours and simulating the
throwing of a dice.

Seven games programs
are included in the book,
each of a reasonable length
for typing in, so you get
pretty good value for
money packed into these
134 pages.

One aspect which I feel
could have been improved
upon — though no doubt it
would have inereased the
grice — i8 the presentation.

ome of the routines are
complicated to explain and
understand initially and
the ve densely packed
text in this small book does
not help. Bingle program
lines would have been bet-
ter picked out of the text so
they could be clearly seen
for typing in, and a few
subheadings would have
broken up the chapters a
bit, especially where
several different points are
covered. I also feel that it
would have been useful to
include some screen shots
to illustrate the effect that
is being explained.

Overall this is a useful
read for Amstrad owners
and will be particularly in-
teresting to board and card
game enthusiasts. It in-
troduces some elementary
programming concepts in a
lively and readable way,
while at the same time pro-
viding many useful skelton
routines and some full
blown programs.

Title:

Author:
Price:
Publisher:

There are still only a few
ames books around for the
5X range compared to the
number available for
owners of many other
micros, and of those that do
eéxist too few could be
classed as really good.

Unfortunately, this book
from Virﬁin does nothing to
change the status quo, It is
a collection of 23 games in
the standard format of a
very brief introduction to
each game, followed simply
by the listing and some
pretty pictures.

The games themselves
are a hoary old collection
that almost everyone must
have seen before by now,
such as Hangman,
Calendar, Nim, Noughts
and Crosses and so on.
There are a few graphics
programs which play about
with the MS8X graphics
capabilities a bit, but on the
whole this is a very tired
selection.

On the plus side, the
book is nicely produced,
with clear listings, an
attractive layout and somse
appealing illustrations.

OWever, sSome screen
shots would have been
more useful than the pretty
sketches which are purely
decorative, and some more
original games would have
been better still. It is a pity
that the publishers did not
put as much thought into
the content as they did into
the wrapping. :

The amount of padding
here is quite shameless; out
of 124 pages the programs
take up only 73 and that is
including plenty of

Games for your MSX
computer

Graham Carter
£2.99

Virgin Books

illustrations. The rest of
the book is taken up with a
five page section on how to
write better programs
(which could actually have
peen fuller and more
useful); a 14 page glossary,
and a Dbibliography
describing a seemingly
random selection of books
that have little connection
with either MSX or games
mgrammm% for example.
pple II BASICI). It's a pity
that not more of the space
was used to supply hints on
aSpects such as varying or
improving the games, or
explaining useful routines
and how they work. :
The listings are short
and simple — on average
between one and three
pages — so they would be
suitable for a complete
beginner to key in without
toc many problems, and
the instructions, although
bare, are adequate.
1f you have just bought
an MSX machine, are a
complete beginner and just
want to make your micro
do something, then you
might feel this book was
worth its £2.89, But there
are better buys around and
I would advise you to spend
your money more wisely.

—
eDe




SHEKHANA COMPUTER SERVICES

QUICK SHOT II £8.50

# « % COMMODOREGd » = « % % = SPECTRUM + » =
RRP o
PRICE

Elite 1495 1125 Fairlight 999 T.50
F. Brunos Baxing 7.95 585 Frankie goes to Hiwood 8.9g T.50
G. Gooeh Cricket 9845 7.50 Daley Toms Superiesl 6.95 525
lan Botham Crickst oo T.50 Street Hawks B6.95 5.25
Hyper Spors B.85 875  Jot Set Willy 11 6,95 5.25
Roackiord Riots 8.85 T80  Hyper Sporls ] 5.20
Shadowdire oES T.45 & wview 1o a Kill 1085 8.50
Frankia go o Hiwood 8.85 T.50 Duwn Darach 9.50 7.50
Dabey Toms Supertest 7.96 585 Elidor 286 7.50
Cham Eﬁun-.-';a? ggg ;.!ﬂ B rohon 1333 8.50
Spy ¥ 50 W ] T1.25
Mig Alley .99 7.50 %a Ar?ﬁ; 1295 1045
Jump Jed 999 7.50 ‘Way of exploding fist B.85 675
Sky Fox (disk) 14 .85 1125 Enighishades (Litimate) 3.95 7.50
Fightar Pilot §.89 T.50 Rocky (Rocoo) 7.55 5.85
Fitstop II 10.98 845 Spy Hunter 785 580
DrapEang 9.895 T.50 Cluedo 9.89 7.85
Wizard 9.85 7.50 Beach Head T.B5 5.80
Streat Hawks T.95 585 Raid over Moscow 7.85 580
Spy Huntar 2.98 7.50 Inter. Karate 695 4.59
Spitlire 40 9.59 7.50 Tne Forth Protocal 12856 10.00
A wiew o Kill 0.6k 850 Highway Encounter 785 5.95
Airwoll T.85 B85 Thats the spirit 008 7.50
Jat Sat Willy 11 B.95 6875 Monopoly 9.895 7.85
Tha Farth Profocal 12895 10899 Bruce Les T.BS 5480
Invter. Karate §.85 4.88 Alien 8 .80 T7.50
Archon 11,85 888 Glass T.RE B8.45
Impossible Misslon 8.95 8.75 * Dambusiars 8.as T.895
Raid an Eungrln? Bay 899 7.50 F. Brunocs Boxing 6.85 5.25
Tim loves cricke B85 7.86
£ g gide foothall 505 4.98 * % % AMETRAD » = =
Duake mimnus 1 985 T7.50 Caley Toms Supartast o5 B.7S
Entambad 088 7.80 Dun Darach 989 7.50
Cauldron T.58 599 Brian Bloodaxe 8.85 T.50
Azimuth (head allgnment) BB5 T80 Azimuth (head allqpmantﬁ b1 7.50
Racky Horror Show 8.95 ETE  Way of exploding fist B85 7.50
Fed Moon 895 5.85 F. Brunos Boxing B.A% 8.7E
Starlon 965 7.50 Beach Haad 9,95 T.50
Terromolingd T.85 5§85 Alien B 9.99 T.50
Way af sxploding fist 9.89 7.50  HKnightlore §.98 T.50
* Bagch Hagd 1l &.as 785  Inter, Karate /.95 a.58
* Summar Games 2 (cass)  9.09 785 Archon 11.99 .59
* Summer Games 2 (disk) 1485 11
Airwaolf [C16) 6.9% 5.50 + +« + BEC/ELECTROM + +* =
The Boss (016} £.05 585 Fevs 1485 11.78

A lign B 0.o& T.50

- Knightlore 085 7.

Chegues payable to; 8 C § (CG), - 653 Green Lanes M.B 0.0.Y London (Mall order address

only) Tel: 01-800 3126, (B_A.E for further tliles) Euro

(* Ring for Hihhlmjl}
OR

add £1 per taps. Elsewhare ol cosi.

COME AND PICK UP YOUR SOFTWARE AT OUR SHOP AT "MARBLES SHOPPING

CENTRE" UNIT 11 527-531 OXFORD 5T W1R 10D. OPEN 7 DAYS A WEEK FROM 10.AM -

19,00, PM (1 MINUTE FROM MARBLE ARCH TUBE STATION) SUNDAY 11.00AM - 1800, M.
PLEASE BRING COPY OF ADVERT TO OUR SHOP FOR ABOVE DISCOUNTS.

UNIT &

136 INGRAM STHREET
GLASGOW G1
COMMODORE B4
Shadowfire . ... 870
HyPersports .......-.. £.25
Lords of Mid. ......... 825

Evaryona's a Wally ... .6.75
A Day in the Life

of A Waly ... 6.T5
Blagger goes to

Hollywood . .. ..-..oo.c 6.75
Knockout. ...... R
Graham Gooch's Test
Crcket ......q. wnwnwnnH)
AvViewtoa il ....... 6.95%
Exploding Fist ........ B.50
Caubdron ... coccciciadT8
Jat Set Willy 1l ........ 8.50
Entombed ....... 000 B85
MBrCORERY ... . covaaaas B85
Mick Faldo's

[T o B.OE
Thing on &

2T (R .. 596
Bobin of Sherwd ., ... B8
BT H v ki B0
Frank Bruno .........-5.75
BB s i s s B.o5
Mig Alley Ace......... 7.25
Sky Fox (disk) ........ 9.50
Deun Draragh <. voevoeas 5. 565
Quake minws One, . ... 585
Rockford’s Riod ....... 685
[ e 585

Aocky Hormar Show .. 585
Castle of Terror,..,...8.75
On Court Tennmis... ... .05
Gt Armerican Race , ... 833

T, 7 | | I .75
Inter/Baskathall .. .. ... 4.25
CrOpTon® ., o= ccaans T.28
Star League Baseball. . B.25
On Field Fiball. . ..... 825
Pacman ..... L e 7.5
Dig DA .. - fivaanis o 128
Gates of Dawni........ 505

Raid on Bung/Bay ....6T5

Unitsoft

AFFORDABLE PRODUCTS

S S -
g

HARDWARE

Cuickshot Il .. ocovicanrasinaainanss B.75

(i TR] gL - =] R G BTG
Hard Hat Mack ....... 675 Gremiing ........c.0es 6.95
OneonOne ..........B75 Bhadowlite . ...ccc0nnn 875
Diavids Mnight Magic .6.75 EANPOR G o e e S 625

Liode Aummer . R T

CNOPHIEE & puvraiseaan 675
Murder Zindernaut ., . (B.T5
e i B.95
Bealm of Impo8S......7.72
OpWhirtwind. . ....... 8,75
BIChOM o vresscaas was B,TD
Ghettoblaster . ........ 588
Grand Mational .......586
Mordons Cuest ....... 4.9%
Imter/Karate _...... . lTE
Bapch Head 1 ........ 725
Blackwiteh .. ....oc00 8095
Summear Games....... 8.85
Sirange Loop .........578
BOTCEIY o vnaeannsivad 550
Fourth Protocol ....... 985
SPECTRUM
Erank Bruno .. ...... 4,856
Hypersports .......... 5.50
A viewtoakil,.......885
Coubdron .. coonranr-- 4.5
Dun Daragh .....co00. B85
Grand Mational .. ..... 4 98
Dynamite Dam .......- 4.85
EBTH. ciiaiiiasssnis 6.95
Quake Minus Ona. . ... 695
Spyvaspy ... 6,50
Chuckie Egg il........5.25
Buck ROQeTs, ... ....q. 585
Spy Hunter ........... 585
Up & Down ... ccovvann 585
Oneon ONe .....co0e- G.75
Aealm of imposs ......695
Hard Hat Mack .......69%
AICHON « caureacnsinsn . BB5
Mordons Quast ....... 4
111 14, | [P R
Lords of Midnita ... ... 675
Daoomdarks Revenge . 875
Modes of Yagod. .. ... 6.95
Jot Sat Willy 2 ........485
AoCkY . ooaa o el

Faleon Patral 2 . ... B

Everyone's a wally ... B
Herbart's Dumerry Run . 6.95
Bartions Sguash ......B5.75

el T s e 695
Kempston In'face ... .7.73
Turbo InTace . ....... 17.75
Inter/®arata . .......0- 4. T5
Mightshade ........... £.95
Bl s bt e 475
Exploding Fist ........B.50
Highway Encounter ... 585
BaC

Lode Runner .........7.02
T T S b e 10,896
Cantrapthon . ce.ee-sc- 505
AT B e T B.45
Enigntlora .......c0.-s 6595
Sabrewoll . _.......... 635
(o 1 [or | R S (Ll 8.1
AMSTRAD

Exploding Fist ........576
Mordons Quest ., ... ..485
| Fl v, 11 [y et s i A.95
N0 - e ——" ||
P PR T e SHE R 685
1 [ o] [
Hniﬂhl:lgrﬂ ............ 8.95
Frank Bruno.........-6.50
Hyparsports . ......... 850
Viewtoakill,.........7.50
intar/Karabe _......... 475
Dun Daragh ..........685
Modes of Yesod ... ... 685
SirLancalot ... aan-- 485
aD Starstrike .. ....... 475
ATARI

Mubs ..o CakE kg 875
Oneon ORd ....... , . 750
Hard Hat Mach .......7.50
Murder Zinderneuf ., . 1125
T T i a8.75
FAealm of Imposs ... ... 750
(75T s D T .25

Postage Included LLK. Planse siate which Micro. Overseas ord.cs add £1 per ltem. All

chegues payable to: Atfordable Products.

| Ll [ Ll
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COMMODORE 64
Gama ARF  price
Frenkie Goes To Hi/wood ., 8.85 6.50
E—]@Wn@@n@w DISCOUNT SOFTWARE AView TO Kl ...........1089  7.99
Way Of The Exploding Fist .95 6.89
bl T ] Lk PSR | B i)
T L e - 1~ 6.99
EPECTRUM RAP OUR COMMODORE 64 PRSI, M Our G G-.i:rm:h Teat Cricket” ...9.85 5,99
PRICE Game RAP Price ;l:g:trspgns R e SR 5._:3
5PY Y SPY gss 740 FRANKIE g/t HIWOOD 895 740 EXPLODING FIET 985 740 Frankie Goes 1o H/wood ..0.05  @sg Jneatre Europe...........358 2
DUN DARACH 535 740 EXPLODING FIST ~ 995 750 THECOVENANT 608 540 A TR R L i L AR
EXPLODING FIST 885 500 ELITE 995 750 WASTER OF LAMPS 935 740 BRUREBON s B8 B MWECHGR, (oo .. e sRER T RS
OYNAMITE OAN 695 540 DUNDARACH 05 740 GAAND PRIZ B35 700 T e T T R Ll L B e -
HIWAY ENCOUNTER 7085 590 G GOOCHS CAICKET 8.9 780 A|AWOLF BG5S T.0 Starion T 5.95 Rocky Horror Show (disk) 12.95 8.50
HYPERSPOATS 765 590 HYPERSPORTS TA5 B0 ALIEN g95 700 T A i Azimuth 3000,............885 550
CAULDRON 7% 50 THEATREEURDPE 695 740 RED ARROWS 905 740 L ke il B -y~ T T T T
FRANK BRUNDS 695 540 DAMBUSTERS 985 740 JUMP JET 995 7.0 N g BT '3s Worm In Paradise.........695 6525
ROCKY 795 540 SHADOWFIRE 505 740 FRANKBAUNO'S  RSS  7.00 Baba-Liba................795  &T8 Lo ional Karate...... 650  4.99
BLASS 7o5 500 DOALEY'S SUPEATEST 785 580 pUN DARACH gas 7.0 World Series ‘Baseball’ . .. . 685 4.99 Battle of Britai bt~ P
4TH PROTOCOL 1295 10.00 JUMP JET 905 TAD ALIEN 8 995 780 Daﬂthstnrlntarim%tgr 785 AR o ”!' "; :
RED MOON 695 540 RED ARROWS 995 740 KNIGHTLORE 895  7.40 Daley's SUPER-TEST ... .695 525 ModesolYesod...........085 689
EMERALD ISLE §A5 540 FAIRLIGHT 085 740 RED MOON BOE 540 STREETHAWK ........ ..695 5§25 Wizardslair.............885 650
AKY LEVEL O GAME 595 740 BLACKWYCHE 895 740 ANYLEVEL 9GAME 935 7.0 CAUIION vveesooe o 700 S0 Wizardry ... 086 760
gnEr.lujt[l:?u 945 ;ﬁ Em;mmm :i gg }m BEACH Fﬁa Hﬁ ;g.'-;f Shadowfire ...............995 550
L 985 7. 00 COMEA X B.
DALEYS SUPERTEST 745 590 RED MOON 695 540 SOACERY B9s 7.0 ?:Eﬂ; i?:hTEH Nights . . 'gﬁ ﬁg AMSTRAD
STARION 705 580 ANYLEVEL BGAME 985 740 30 STARSTRIKE 645 52 “Twin Kinodom Valley** . .7.85 2.89 T
ROLANDS RAT RACE 685 540 IMP MISSION §95 740 TANK BUSTERS 785 590 G?ECTM ngao O - v4 F - IR L B
TRANSFORMER 805 595 PITSTOR 2 4.85 740 QALEYS DECATHLOM 895 7.00 P SR caarn: 985 Combat LynX......cv0.. .. 505 6.50
NICK FALDO'S GOLF 995 740 CUAKE MINUS 1 985 740 GREMLINS 985 740 Jot Set Willy I} ............ 885 835 o Darach ....... 895  B.99
NODES DF YESOD 995 740 THE MUSIC STUDM) 1495 1150 A HORADR SHOW 995 7.0 Modes of Yesod...........005 @80 cun JAIACh . -
POLE POSITION 7G5 590 WHITE LIGHTNING 1985 1585 HANDIGAP GOLF 745 650 Mini-Office ...............585 476 ap'ci aiiie’ "ttt aias gag
MIGHTSHADE oot 740 TOUR DE FRANCE 9285 740 CHUCKIE EGG 2 795 B5 Rockford's Riot (B'dash 1) 8.85 6989 o ‘Fh N e - -
ALIEN 8 295 £o0 FRANK BAUNG'S 795 620 SUPERPIPELINEZ 895 7.0 Way of Exploding Fist.... 995 699 Y. ERG G S THION . o3
KNIGHTLORE 535 740 RUPERT & T/MAKERS KONG/DEFENDER 995  7.40 rierratinnal Karats ... B.50: Capy (SRS, oanvec BT
FRAMKIE g/t H/WDDD 9.85 740 PARTY 905 740 HISOFT COMPILER 3405 2805 Worm in Paradise .. .... .. 696 525 Jonkbusters..............7.86 &M
WIZARDRY 7488 5 0 Profanation X ?H E.EQ Jat 58 WI“!!' oy e FR A e LI 6.50
INT. KARATE £ 95 5 40 Battle aof Er‘lii.ﬂlll';l e .5.95 §.05 Battle for Mlﬂ“‘ﬂy‘ LB R .05 T.50
THE ABTIET 1205 10.00 Thal's Hha Sl ok 5 G5 Suparpipeline I.. ._.......B85 8.50
WHITE LIGHTHING 1495 11,00 oo b el A e Everyone's A Wally .......985 699
EHEEE'EEIFHI:I!:.E 9 05 7.40 Fllﬂlghl-.--.-...?ﬂﬁ 535 Warm in p“rad.'“___ﬂgﬁ E-'E'
TREETHAWK £.895 540 i
. AHW{:EH s BEC ATAR iSn;'T:E::EI Karate. . ... Eﬂ :.ﬁ
RUPERT & KER g SRRt R
RiHTY IMAKERS o8 - EMIGHTLORE 9,55 7.40 DROP TONE .05 7.4 BBC;ELEGTHGH Shndnwflm_...........-..'9.95 .98
2% ALIEN
B 0.85 740 gpwoLF 405 7.00 Lords of Midnight.........B8  &TS
ATIC ATAL 7.95 . 640 CHOP SUEY (KARATE)BSS  7.00 Combat Lynx .............8085 L BT | R 6.99
REVS 1495 1150 {(E ON ONE RSE 740 Mini=offics. ... ..-c.cqo0o-. 588 4,75 Way of Exploding Fist. ... 885 699
EE:E - 1485 1050 ppcHON 1085 850 Mr. Mephisto . .....ccee0e.. 000 285 Diragon Tak . .....ccocoa. . 1.80 .50
H HEAD 095 740 puyle 109 850 Micro Olympics...........585 475 Theatre Evrope........... 895 650
Brian Jacks 'S/stars’ ......7.85 5.895 Battle of Britaim...........9.88 6895
Gremling ......ccoonmeeea 788 585 PRocky (Rocco) ........-..B.95 .50
Worm in Paradise.........685 335 Project Fulure ............ 895 650
. Brian Jacks. . .ovvueennes . B85 6.50
sesssssssssssns. Wizard's LAIF ... .. oiiae B.A5 .50
g 3 nhl:bt:l:ulf pﬂt:tull ﬂ-llrl'lﬂll'; s Guick Shat I only a5 e T
Al prices fres RAYR na and collect your software, l; niod Please nate: If our order exceads £50 you
dail in the UK. only. send to Soft Insight, 3 Station visit our discounl shop. n R rtFr d ehaqu
pu::.'lldd TEp per tape for Crescent, Wesicombe Park, on Saturdays only from 10,30, as 10% furthe dpl-?]ﬂ?z.m- s i GOODBYTE |CG], 94 Leather
P an orders. Mew ftifles Blackheath SE3. Accessorders 'l 6.00pm. Right outslde : Lane, London EC1. Tel: 01-
mﬂ? sveryday, please ring welcome on 01-305 0700. For ‘Westcombe Park rallways Overseas orders welcome. Please add 404 4245.
o1 0821 for detalls, Make Ehose of you who would rather  station on the southern reglon. T5p s 1
T T T —————— L
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Mike Roberts tells you everything |
you’ve ever wanted to know about |
galactic trading, but were afraid to |
ask
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more and better equip
ment,
I say perhaps not,
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Elite has been called the
program of the century, in-
deed, if not the program of
the century, then it has had
at least the most impact of
any computer game up to
the present time.

Indeed the whole con-
cept of the game was so
large that it was probably
that small detail that
prevented it being done
before, that and the
phenominal speed that the
BBC Micro was capahle of
processing at.

The lucky ones amongst
us with Acorns and Com-
modores have almost cer-
tainly got a copy of the
game. The market penetra-
tlon of it was exceedingly
hﬁh reaching as many as
half of all Acorn computer
users and looks set to do
the same on the Com-
modore 64. SBoon there will
be a version for Spectrum,
Amsatrad, Einstein and
MEX Computers.

Starting Off

Broadly speaking Elite is a
frading/simulation . game
with full three dimensional
real-time combat. The aim
of the game is to travel bet-
ween planets (or perhaps
15 2 i buying (or
. perhaps not...) various
I goods and materials, and
- Belling them at a different
Blanet for a higher price.
oing this earns money
with which you can buy

because qu can also pirate
goods off other ships in the
area, or mine asteroids, or
become a bounty hunter
and live by shooting down
pirates. But the bottom line
is that you can be anything
that you can possibly do in
any combination, to
whatever the game will let
you do — which is more
than enough for the most
people,

n the ZElite wuniverse
there are eight galaxies.
Travel between these is
enabled by buying a galac-
tic hyperspace (very expen-
sivel). Each galaxy has
around 250 star systems in
it, and each star system has
a single planet orbiting it.

The second aim of the
game (apart from earning
a5 much money as possible)
18 Lo get status up to the
rank of Elite. You start off
as ‘Harmless’, and pro-
%ress through Mostly

armless to Poor, Average,
Competent, Dangerous,
Deadly, and finally the
ultimate achievement —
Elite.

It is very difficult to
become Elite and generally
takes many months of con-
tinued play. Your rating is
raised by shooting down
enemy spacecraft. It can
also be raised by com-
pleting a mission. Missions
are oiffered to you oceca-
sionally by the space navy,
Such as destroying a
valuable prototype of
spaceship that has been
stolen and is being used
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against its maker. If you
complete them then there is
usually a big fat bonus in
the form of status, money,
and equipment.

When you trade there
are certain items that are
regarded as illegal such as
slaves, narcoties, and
firearms. Running these
can produce big profits, or
big losses (as in the case of
the generally law abidin
galaxy two). Be warne
though, if you do any of
this, or if you are involved
in too much piracy then
your legal status starts to
change. It starts off as
clean, goes through of-
fender, and ends up as
fugative. The problem with
having a ecriminal record
such as this is that police
ships tend to attack you,
Enocking them out does
nothing for your reputa-
tion with the forces of law
and order though. '

Your record changes

though when you eject or

when you go far enough or
long enough away for them
not to recognise you.

The Hardware

Eqguipment available far
the ship is varied, though
sometimes only some of it
18 available as that planet
doesn’t have the necessari-
5{ high technology to pro-

uce it. Also the BBC and
Electron tape versions of
the game don't have certain
items of equipment
available to the spacefarer,
these are indicated by an
asterisk ( ).

Weaponry consists of a
missile rack, initially with
three missiles but capable
of holding four. They cost
30cr each and are not really
commercially viable for the
serious bounty hunter as

<)
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you cannot expect to get
more than 15er — 20cr for
a kill. Not enough to cover
the cost of the ammo, but as
they are homing, they have
a lot of use when the odds
start to get bad, or it you
are having trouble against
a large number of foes and
you want to wipe them all
out at a reasonable cost
rather than using an
energy bomb at 900cr, very
uneconomiec, though you
can wipe out 15 ships at a
time with one.

Lasers come next and
are available in three offen-
sive sizes and one civilian
type. The offensive lasers
are pulse (what the ship 18
initially equipped with),
beam (much better but not
a patch on...), military
( %) (which zap everything
in a matter of moments).
The three types of laser dif-
fer in their pricing, their
firing rate, and their
energy usage. Often I have
found myself blowing up,
because over-usage oI My
militarys used up all my
energy and my shields
disappeared.
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The fourth type of laser
iz the mining laser. This
hag some offensive
capability, but only if your
target 1s kind enough to
staﬁrlstﬂl for a few minutes!

ining lasers ( k' are
designed to be used against
asteroids. They fire very
slowly and cause the rock
to erumble rather than ex-
plode, you can then collect
one ton of minerals with a
fuel scoop if fitted. Destroy-
ing an asteroid by any
means results a reward of
0.5¢r for clearing the space
lanes.

Lagers can be mounted
at the front (default), back,
left, or right. Never puf
them on the sides. They are
impossible to sight, and
;I.;ﬂu will run intoc a planet

y the time that you hawve
sighted them up.

On the front you want
beams or militarys if you
can watch your energy
gauge. On the rear you
want mining lasers if you
want to do some mining as
g aide line, (don't, there are
much better ways to make
more money), if mining
lasers are on the rear you
can line up with an asteroid
so that it is on a collision
gourse with you, then hop
up over it and zap it with
your rear guns. You can
then loop around to pick it
up.

When you replace a laser
it is also worth noting that
there is an automatic ‘part
exchange' on your old gun,

Though you have to have
the original purchase price.

Having a gun on the rear
really has no use at all
unless it is for mining (see
above), however when you
buy the gun you get the
sighting system. With this
you can aim missiles
backwards — very useful to
digcourage enemies tailing
YOu.

The most useful items to
get when trading, however,
are extra energy units, and
an extra cargo bay. The ex-
tra bay ensures that you
always are running at full
capacity, once you have a
few thousand and you are
buying goods with a 30%
mark-up and 20cr — 30cr
profit then you want to
carry as much as 18 possi-
ble per trip.

xtra energy units allow
your shields to build back
up again quickly, this helps
in the midst of battle, and
allows you to last longer
under fire.

For mining, piracy, and
aconomics you need a fuel
scoop. The titles of this
piece of eguipment 18
rather misleading, not only
can you replenish you
dwindled fuel supply from
the nearest sun ( x), but
you can also pick up
pirated cargo and bits from
a mined asteroid. A high.
priority piece of equipment
for serious zapping

Escape capsules are a bit
unnecessary in my books,
in the time it takes you Lo
hit the eject button you
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could have zapped
whatever enemy was al-
1;.=_|;:31-':1'n%j you, Also the
gner omb at a more af-
fordable 900cr performs &
gimilar funection (ie. not
getting you killed) and you
score the other ships, le.
they count towards Yyour
rating — though not as
highly as if yoy shot them
a]l down. The escape pod
comes complete with an in-
surance policy to cover the
go8t O a new ghip.
However, it doesn’'t cover
the cost of the cargo, so
you've lost that. 3

ECM units are necessary
for serious piracy as 80
many of the Dbiggery
freighters have a lot of
missiles to fire at you. E

Finally there is the dock-
ing computer, definitely a §
must if you are a bit wobbly
at docking. Can also be us-
ad as a compass to find out
where the planst is when
you are a long way away
(like behind the sum) ( ).
It is a shame that the Acorn
tape versions are not as g
good, ie. you press ‘C’ and
you just appear in the space
station, with the disk ver-
sions wyou are actually
flown there — although
they do get you to the space
station.

Also there is the galactic
hyperspace, this will zap
you from one galaxy to the
next, and will then burn
out, very expensive jobh 10
fix. that is John. .. . Dburn-gs
ed out galactic hyperspace

like that would set you

s
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back around 5000cr — and
that's before labour.

Combat

There is very little to say
about combat in the early
stages of the game, just
shoot at everything that
moves, or looks like it may
move. If you shoot them in
the tailpilpes they are
much more likely to go up
faster.

Un later levels when you
find yourself accosted by
four or five bandits then it
i8 a good idea to target a
missle at the furthest
enemy, and then attack the
second one. This is because
the first one will be too
near. If any problems
develop then locse off the
missile. It will usually have
an effect like a local energy
bomb due to the close prox-
imity of the pirates.

During heavy bouts of
combat it is worthwhile
watching your guns.
Military lasers are go
powerful that nothing can
stand In your way,
however, to the inex-
perienced combater who
will fire at anything,
whether he is going to hit it
or not then it is another
matter. The military lasers
chew so much out of your
energy banks, that before
you know it you can be

blown up due to your lack
of shields!

Trading for the
novice
import/exporter

When you start off your life
in lite wyou must
remember that you are one
of the worst armed ships in
the universe. Pulse lasers
will only knock out a target
after a long drawn out
batile with a single ship. 8o
you must lay off the piracy
and smuggling for the
moment. Bounty hunting is
QK as long as you have got
a good clear shot at the jet
pipes of the enemy ships
and you are quite eclose.
Even pulse lasers will
knock out a target within a
reasonable amount of time
if you are close and hit the
Jet pipes. All types of guns
are more effective at
shorter ranges, and hitting
the jet pipes makes them
explode faster.

To start with with wou
will be trading in very
mundane things making
very little money as even a

o0% profit is only 50cr at -

this stage in the game due
to. the small amount of
capital that you have to
start with.
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Your main aim at this
poinmt is to find a milk
run. That is two planets
within range of each other
that will pay through the
nose for a product in large
quantity on the other. Two
such planets as these are
Arexe and Reesdice. One is
a rich indugtrial planet and
the other is a rich
agricultural planet. You
can buy computers from
the industrial at 80cr and
sell them for 100cr — a
profit of 40cr a ton, with a
large cargo bay (essential)
¥ou can carry 35 tons of the
stuff and make a profit in
real terms of 1400c¢r on a
one way ftrip assuming no
trouble en route and
refuelling in the sun., The
way back is good to you,
you can buy booze at 20cr a
ton from the agro planet
and flog it to the
industrialists at 35cr a ton
making a more modest
(though not to be sneezed
at) o20cr a trip. With this
you are making more than
=000cr per round trip!
More than enough to ful
equip your ship.

With a fully equipped
ship the sky's the limit.
Good luck over the next fow
months — you'll need it!
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map contains the secret of the

I‘% ]

moon gat

————= EXODLS LLTINA 1T

The UK version of the excellient

ULTIMA III was missing

some vital

material. Gordon Hamlett fills in the
gaps and provides some hints and
tips to get you started.

Anyone who has just fork-
ed out twenty quid for a
copy of Exodus, is probably
thinking that they have
just bought the most ex-
pensive frisbhee ever. Not
only is the game extremel
user-hostile to start off
with, but U8 Gold, in their
infinite wisdom, have seen
fit to leave out two of the
three instruction books,
without which it is totally
impossible to play the
game. But fear notl Gamer
is here to the rescue. Here
are details of how to get
started, how to use magic
{and what the spells actual-
ly mean) together with a
few hints and tips on play-
ing the game itself.

3

Getting Started

The first thing to notice is
that your disk is double
sided. Load in side one (the
gide of the disk without
seams) and when the word
Exodus appears, press “'C"
and follow the on-screen in-
structions to make a copy
of side 2. This is the only
time you will ever use side
& of your program disk.
Label the copy that you
have just made ‘Scenario
disk’''. You ean now load in
the main program which
will in turn prompt you
when you have to insert the
scenario disk, After
loading, leave the scenario
disk in the drive as it will
be aceessed throughout the
game.

If you are loading in a
partially completed game,
there are a couple of points
to bear in mind. If your
party is alive and kicking,
it is safe to ?n straight into
the game. If however your
last party was killed off,
you must select the
“‘Organise a party’’ option
and disperse your old par-
tv. You can then create
your new party and pro-

different

ceed as normal. It is one of
the annoying guirke of the
ame that once a game
inishes, you cannot restart
but have to reboot the disk.

Magic

There are two types of
magical spells in Exodus.
Clerical spells are on the
whole defensive in nature
such as curing wounds
whilat wizard spells tend to
be offensive in nature eg
Lightning bolt. Note that
two character types — the
druid and ranger — can use
both types of magic. There
are sixteen spells of each
type, each of which costs a
amount of
magical points to cast.

he spells are listed by
name on the player
reference card but this is
not a great deal of use when
you don't actually know
what the names mean and
yvou go round casting them
willy-nilly. You end up
with the feeling that you-
are helping the enemy more
than yourself. So here, ex-
clugively in Gamer, is a 1ist
of the spells together with
their funection.
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¢ Spell A: Pontori: Cost 0
‘I This

i creatures —
+ bies and skeletons. Very

- ,: " magical points.
| Points

sphere of light round the & .

Clerical Spells

Points
allows a player O
atternpt to dispel undead

houls, zom-

useful if it works as it
wipes out most of your op-
gunsnts at a cost of no
amage to the party and no

Spell B: Appar Unem: Cost B

Lets you open a chest with
no risk of damage from a
trap.

Spell C: Sanctu: Cost 10
Points

This ig a cure light wounds
sﬁe‘ll. You are prompted for
the number of the player
you wish to heal.

D: Luminae: Cost 15

which creates a

A spell

party. Bewaro though, it | W
oes not last very long. #pi

i

Spell E: Rec Su: Cost 280 ¢ ol
Points E 5
Causes the partytogoupa §
level in a dungeon eg from §
level 3 to level 2. E
Spell F: Rec Du: Cost 25
ints 3
s above but go down a § d
Lﬁ'ﬂ Lib Rec: Cost 30 |
: ec: :
Points
This gpell causes a random §
teleporting within a
dungeon ie does not work
on the surface.
Spell H: Alcort: Cost 35
Points 1
A boon for all those who
have been at the wrong end &
of a Man-O-War, this spell &
allows a ‘fﬂluunad player to
be healed.
Spell I: Sequitu: Cost 40
Points :
Just the thing to use when
you are close to disaster
stuck in the bowels of a
dungeon, this spell will}
transport the party to the
surface of Sosaria, :
Spell J: Sominae: Cost 45
Points E
Another light spell but}
lagting for a much longer
time. | - ;
5 K: Sanctu Mani
Points F
Your first miracle — restor-|
ing to life a coll & who'
has just been killed. 4
Spell L: WVieda: Cost 55
Points :
This apell causes & map of
your surroundings to bel
uliispla:,raﬁ. Useful for when
o8at. :
Spell M: Excuun: Cost 80
Points ;
This allows you to destroy
one evil being. You must
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~ Spell N: Surmandum: Cost

~ 65 Points

- The power to attempt a
resurrection on a dead col-
1 e. Note that if the spell

~ fails, your colleague’s body

~ will be turned into ashes.
Spell 0: Zxkuqyb: Cost 70

{ roints

§ This a%all’s name derives
- from the seven words of

~ anti-creation and when in-
~ voked, releases the fury of
- Truth on the world. Its ef-
. fect iz to cause a mass
- destruction of evil.

. Spell P: Anju Sermani: Cost
el

e
AR

3 - This will restore to life, the

ashes of a dead colleague,
~ but it will also cause s per-
. manent reduction of five
~ wisdom points. :

o
4

| wizara spens

b8 A: Repond: Cost 0
T o

' This allows the to at-

- 'samlg to dispel goblins,
4§ trolls and orcs.

.~ Spell B: Mittar: Cost 5

- Points :

4 A spell used frequently in
| lﬂéJtI"!let- sit‘u%tinns, mittar
b you cast a lightn
~ boltin a specified dimuifnrr'f
‘§ You must be in direet line
§ Wwith your opponent.
§ Spell C: Lorum: Cost 10
~ Points

. Similar to the cleric’s
- luminae 11, lorum pro-
. fduces Hght for a short
v duration.

4§ Spell D: Dor Acron: Cost 18
- Transports the party down
- adu n level.

- Spell E: Sur Acron: Cost 20
 Points

. Transports the party up a
- dungeon level.

S

The missing spell books.

Spell F: Fulgar: Cost 25
Points

Hurls s fireball in a
specified direction. Kills
most men and causes great
dama&e to large monsters,
Spell G:

Acron: Cost 30
Points i

This spell will teleport a
party randomly, but only
on the Sosarian surface.
Spell H: Mentar: Cost 35
Points :

A mind dﬁﬂtmdving spell
whose efficacy depends on
gﬂur own intelligence,

pell I: Dag Lorum: Cost 40
inllnt: 1 ligh 11
ong-lasti t apell.
vi: Cost 45

Spell J: Pal
Points

This gpell allows you access
to any of the cleric epells. It
does however have a high
failure rate.

Spell K: Noxum: Cost B0
Points

A multipronged fireball at-
tack

Spell L: Decorp: Cost 55
Points

Thiz lets you put a
deathwish on an enemy in
direct line of fire.

Spell M: Althair: Cost 60
Points

A spell which slows time
for the whole party allow-
ing it to sneak past an oppo-
nent. Compare this with the
thief's negate time com-
mand,

Spell N: Dag Menthar: Cost
68 Points

As with the mentar spell
but a multipronged attack.
Spell O: Necorp: Cost 70
Points

As with the decorp spell but
& multipronged attack,
Spell P: (No Name): Cost 75
Points

A mass destruction of evil
spell.

Remember: There iz no
guarantee that a spell
work.
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Hints and Tips

Selecting Your Party

The great temptation is to
pick four bits and pieces
characters ie people who
can all do a bit of magic, I
think this is a mistake and
that you need at least one
player with full magical
powers. The sort of set up I
go for is something like a
ranger, a paladin, a wizard
and A. Uther. I have
never had much success
with thieves (I lost an en-
tire party poisoned due to
an inefficient thief opening
a chest). Because of this,
the ranger should have
enough magical points (8)
to0 cast the appar unem
spell. I use the paladin to
cure wounds (wisdom
=20+) and the fourth
character should also have
some clerical ability. The
situation is fluid though
and you will scon find that
some characters seem to
work better for you than
others.

The Order of the party
Nothing wunusual here.
Have your two best fighters
at the front. The two
characters at the back
should either be able to use
spells such as mittar or be
able to use either a bow or a
sling. All of these can be
fired over any range. NB.
You can fire missiles and
spells through your col-
leagues!!

Combat
Cast any spells or fire
missiles whilst the enemy
are s8till some distance
away. Always try a repond
or pontori spell against
suitable opponents. hen
advancing to meet an oppo-
nent, be careful when there
18 only one square of ter-
rain between you and him.

Don't use your turn to
move to meet him, as this
§ives him a free hit at you.
et him come to you.
Urganise your party so that
all characters have a
chance to aim a blow. Don't
get caught in the crossfire
of several opponents —
remember, they can attack
along diagonals and you
can't.

Fvery player who can
use one, should be equip-

ped with a sling or bow as
an alternative weapon. The
reason for this is that
should you have to battle
against sea monsters, they
cannot come on to land so
you can stay your distance
and pick them off (apart
irom them using magic and
poison that is).

Buying information

When you are in a pub, you
get different tit-bit of infor-
mation for every multiple
of 10 gold pieces that you
spend, ie 10, 20, 30 gold
pleces, and fio, I am not go-
ing to save you your hard
earned pennies by telling
you what the rumours are.

Going up levels

When your character gains
100 experience points, you
will notice that your level
Ol BCreen inereases. To
gain the benefit of this, go
and talk to Lord British

Other Commands
Apart from the examples

given in the instruction
book, two other commands
that the program
understands are ‘‘bribe’
and ‘‘serve’’. There are
more,

Buying equipment
There is only one place that
I have found so far that
sells torches etc and I am
not putting down in black
and white, where it is. Tor-
ches are required for
dungeon exploration. Keys
are very useful and allow
access through any locked
door. This has led me so far
t0 a ship, the oracle and a
torture chamber

Finally, should you wish
Lo pause a game in the mid-
dle of it eg. to answer the
telephone, try using any
command that requires a
further input. I use Z (for
status) in non-combat
situations, and an “‘aimed"
spell in the middle of a bat-
tle.
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Finding treasure is every
adventurers dream. Gordon Hamlett

shows you how to make your players

fight for it.

This month, I want to take
a look at the subject dearest
to the heart of all adven-
turars — TREASURE. There
are three main aspects to be
looked at — what con-
stitutes treasure, where to
hide it and how to use it.
One commercially pro-
duced adventure contained
the following scenario.
Having found an axe en

route, you take a stroll
through the local forest.
There you find a tree (sur-
prise, surprise) which you
proceed to chop down. In-
side, there is a silver bar,
one of the thirtesen
treasuraes that you have to

46

collect during the game.
Now this, not to put too
fine a point on it, is plain
daft. Silver bars do not
row in the middle of trees.
nd yet it is not too dif-
ficult to alter the story
slightly so that it rings
true. As Yyou wander
through the forest, ¥you
come across &a large
blackened oak tree that has

been struck by lightning
(note here that you have
made the tree sufficiently
different for you to be able
to draw attention to if,
rather than just any old
tree). On examining the
tree, you notice a small hole
half way up. Climbing the
tree and examining the
hole allows you to get your
b&%ﬂf silver.

his leads to the first
major point. Treasure is
normally kept hidden. 1m-
agine what you would do if
you owned a valuable
magical artefact. When not
in wuse, you certainly
wouldn't leave it in the

middle of your rcom for
any Tom, Dick or Harry to
gteal. Possible stoTage
places might include a
heavily locked chest, a
booby-trapped chest,
behind a secret panel or
hidden under an invisibili-
ty spell.

One of our main pro-
blems you will meet when
placing treasure in your
adventure is the nature of
the treasure. Whilst it is
easy for the programmer to
have a single item of
treasure waiting to be pick-
ed up, a moment’'s thought
will show that this would
not actually be the case. If
you overcome a pair of
trolls, their horde would
not consist of just one large
ruby. There would be piles
of copper coins with the oc-
casional silver pileces.
There would be armour and
weapons from conguered
foes. Huge amounts of food,
probably rotton. The furs
that they are wearing will
he worth a few bob. That
tapestry would have been
splendid save for the fact
that they were using it for a
carpet and it is now only
worth a fraction of its nor-
mal price. The pile of debris
in the corner might contain
something very interesting
that they have missed (for
trolls are not renowned for
their intelligence) and so it
goes oIl.

Now it would be very dif-
ficult to program all that
and so, cbviously, & coml-
promise must be reached.
one possibility would be to
have some sort of trading
post where you could buy,
sell and bank articles. This
would lead to a nice little
haggling scenario with the
storekeeper trying to rob

ou blind. Of course if yot
ought an article, it would
be at least 50% more ex-
pensive than you sold it for,
so you would have to be
very careful exactly what

you get rid of. All of this
could be worked into the
plot by saying that you
needed to acquire sufficient
funds to buy a particular
spell which enables you to
complete the next part of
the adventure. Another
nice twist would be that
once you have overcome the
trolls, you will hve <¢On-
giderable trouble collecting
your ill-gotten gains. There
is obviously too much for
you to carry at once and
now that the trolls are out
of the way, the other
denizens of the dungeon
will soon be out locking for
easy pickings. How will
you guard the rest of the
goodies? Perhaps you can
block the door or you have
a magical bag which enable
you to carry extra weight.

Remember that different
monsters will be attracted
to different types of
treasurs. Intelligent
creatures will have &a
reasonable sense of value.
Some monsters ocollect
shiny objects regardless of
worth, whilat others are
only interested in scaveng-
ing for food tend to ignore
iterns of use to an adven-
turer. Treasure left on its
own should be difficult to
obtain EE a gold nugget
embedded in the wall of &
mineshaft which is about to
collapse.

Treasure doesn't have 1o
be something of value such
as gold, silver or jewels. A
potion or magical item is
likely to be of more im-
mediate use to a player, and
also generate much more
thought. Your first reac-
tion on getting a bag of
gilver is ‘oh, its a treasurs

— lets dump it as soon as |

possible either in the
designated receptacle or in
the first location in a

maze''. Its a safe bet that |

the silver won't play an
further part in the game. If

you find an ornately carved |
staff, you are reluctant to |

drop it as you know that at

some stage, you are going |

to have to find out what it
does and where best to do
it.

Consider then giving

your treasure a secondary
function with the game.
Gold is a soft metal and
eould be melted and poured
into a mould to make a kejy.
Silver could be used in the
fight against werewolves. A
diamond can cut through
anything. An orb could
become a crystal ball, a
highly polished buckle
could be used as a mirror
and so On.

The search for treasura
iz one of the main plots in
adventure games. By mak-
ing its acquisition in-
teresting and exciting, you
are half way to getting your
players hooked.
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MUD

MUD is an acronym for
Multi User Dungeon. It is,
in effect, an adventure
game — but one that can be
played by a large number of
psgﬁ}la simultaneously.

e actual heart of the
game — the database and
the compiler — resides on a
mini computer. Players use
their micros to contact the
mini via modems, and can
then pe in orders for
their characters just as if
they were playing an or-
dinary adventure. In fact,
if you are alone in the Land
of Mud, that's just what it
seems like — an ordinary
adventure. It's only when
more than one raon is
playing that the Land real-
ly comes alive.

If two players have
characters in the same loca-
tion within the Land, they
can interact. They can talk,
fight, steal from each other
— even kiss each other, It
doesn't matter how far
apart they may be in real
& life — so a player in Aber-
' deen can be adventuring
: ( | with a player in London, or
e planets host | Colchester — or America.

I : In Mud, players take the

out thie and role of characters within a
8 | fantasy world, where magic
g works, and there really are
things like Dragons and
dwarves,

The game is open ended
— there i8 no goal to
achieve, no defined end to
the game. Like in the role of
playing game Dungeons
and Dragons, which to an
extent inspired it, MUD has
a system of levels — players
start at the bottom and
work their way up through
the ranks by amassing
points. Points are gained by
performing simple actions,
like making the bed or giv-
ing the beggar a coin, by

players, and by collecti

get you points is o
mystery — finding &

the umbrella or.
are for keeping
right? But you Gar
them as parachub

fighting monsters or other g

treasure. Quite what will

Over the past four years,
more than 50 players have
reached the coveted ranks

of the elect — but that
dosen’t mean an end to the
game. Once a player

becomes a Wizard or Witch
— or Wiz, in MUDspeke, the
language of the game — he
or she gains immense
powers which can then be
used to pester mortals and

enerally spice up the

and. ut while a Wiz
might tease a poor hero
unmerecifully, there is an
unwritten code of conduct
which requires some sort of
recompense to be made —
usually by rewarding the
miffed mortal with some
treasure or useful informa.-
tion.

MUD, as it ran at Essex,
actually consisted of three
separate databases — the
original ]%a.ma, and two
‘mini-MUDs’, written by
different people. The two
other games are called
Valley and Rock — both
have a rather different at-
mosphere to the original.

UD was written about
four years ago, by two com-
puter science students at
the Univergity of Essex Col-
chester, Richard Bartle and
Hﬂ% Trubshaw.

he game slowly at-
tracted a cult following,
both within the University
and amongst the small, but
growing, modem owning
community outside. Final-
ly, last year, Century Com-
munications aecquired the
marketing rights for the

game.
Since then, Century
Communications' Senior

Editor, 8imon Dally, has
left the company and set up
a new firm just to market
MUD and other multi

i A,

— "MUSE
Richard Bartle

i

and

both

an organisation like BT
behind it, MUD does indeed
look like being at, in Simon
Dally’s words, ‘‘something
truly enormous.’’

e first task facin
MUSE was the creation o
MUD 2. Richard and Hoy
began at the very bottom.
They wrote a language
which was designed
specifically for the task of
writing an adventure game.

That language, MUDDLE
— whieh stands for Multi
user Dungeon Design

LanguagE — is now finish-
ed. “All we have to do
now,”’ says Richard, "is

write the scenario."

Roy, however, objects Lo
the word ‘scenario’. To
him, it implies somethin
limited, with a set an
finite end %mint. “‘I've never
thought of the game as hav-
ing a particular object to
achieve,'' he claims.

‘“We provide the en-
vironment,'' adds Richard,
‘‘you provide the play."”

The core of the new game
is to be the old one, the ver-
sion running at Essex and
on Compunet, and Valley,
one of the two ‘mini’ Muds
created by other students at

Essex.

The two tu%egher will
rovide some 5 ‘rooms’.
ichard has already

designed on paper another
300 or so, and intends to
add about R200-more, to
bring MUD 2 up to a total of
1,000 rooms.

“We're aiming for a
thousand rooms,”’ says
Richard, ‘‘because we are
figuring on having 10
rooms for every potential
player — that way it's not
so emall you get bored, and
not so big you never meet
anyone."

here is an important
difference between what is
meant by a room in an
adventure game, and what
the word means in MUD-
DLE.

“A room,’’ according to
Richard, ‘is a connection of
locations in which you can
meet another person —
within that room there may
well be more than one loca-
tion.”’

What that means, put
simply, is that within a
room, for example the
bedroom, there are a
number of locations — by
the door, by the bed, under
_the by the window i

=y
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player — because thats
what makes MUD fun.

S0 that while there may
be only a thousand rooms
in &, there will be
many times that number of
locations — and the biggest
single player adventure

ames only run to a few
undred locations.

Size won't be the only
difference between MUD 2
and the present version.

The system of level ad-
vancement is being com-

letely rewritten. In MUD

, everybody will start off
as an or , puny maor-
tal, with no magical
abilities of any sort. But
thag will be able to switch
o having magical powers
if, and o if, they survive
a fiendish gauntlet Richard
has designed specially.

“I suppose you could
call it a rite of a,”" he
says pensively.

There are 12 levels of ad-
vancement available to
players, starting with
novice at the bottom, going
up through Hero, Cham-
pion, and such like, until
the top rank, Wizard, is
reached, The first 11 ranks
are open to all, regardless
of whether or not they have
passed the magical test: but
only those who have
suceeded in the rite of
passage can become wizard
or witch.

As players progress

through the ranks, they
become more proficient at
their skills. they have

magical abilities, then they
can also learn new spells,
apart from those which are
common knowledge.

After a probationary
period as Wizard or Witeh,
players can also earn the
right to add an adjective to
their title, like Azax the
Hed Wizard, or Tony the
Editor.

Above Wizard or Witch,
there is one more level, ﬂust
a8 In the existing MUD —
Arch Wizard. Arch
Wizards, however, are only
ever appointed. They per-
form a very important
funetion in the game, as
they act as monitors —

They ensure that
everybody is behaving
themselves, and that

nobody is deliberately try-
inﬁ to ruin the game for
others. They also inform
the systems operators

T 1T
L LS
o S

BOTY,
ENce bet-

g

Tam  location to location,
and  may ‘be ecapable o
ited conversation with

- will move a,rr:burk&:

In addition, Richard will
be adding a new command
to the Wizard's repetoire —
Attach. This spell creates a
bond between a Wizard or
Witeh and a mobile
monster, so that if a mobile
is asked a question it hasn't
been programmed to deal
with, it alerts the player
controlling the attached
Wiz. He or she then con-
trols the mobile just as if it
were a character.

““What this means is that
if you ask a mobile a ques-
tion like ‘Where is the Fier
Pit’ it may know, in whic
case it may reply ‘Under
the Yew Tree’ — but if you
say ‘Do you like Barry
Manilow’, it'll say Barry
who?' and signal the at-
tached wizard, who ecan
then take over and say
make polite conversation
about pop stars."

In the original MUD,

layers enter the game to

ind themselves in the Land
- but in MUD 2, there will
be a room before the Land
where players will be able
to talk without fear of being
attacked or robbed, as
hostile actions will be for-
bidden. Richard calls it the
“‘Coffee Lounge', and says
that there will be magazine
available — inecludin
copies of the late lamente
Micro Adventure, in which
he had a regular series of
articles on :

One problem which has
been causing a lot of pro-
blems to ulletin Board
operators recentl is
obscenity — but MUD 2 will
have a simple answer to
foul language.

“‘Almost all swear words
in MUD are treated as
synonyms of the Quit com-
mand,'' says ichard.
‘‘Some are 80 bad, however,
that they are econsidered
synonyms for the com-
mand to commit suicide —
Kill Me."

The way you get to play

MUD 2 will be different,
Loo, ;

To play the game, yvou
will have to buy a MUD

pack. This will cost £20,
and will ineclude our
registartion fee, full in-
structions, a map of the
Land, your account
number, a credit card with
your personal codes on it,
and 30 ecredits to use.

One credit will last six
minutes, and will cost 20p.

in batches of 50, Ef-

fectively, then, you will be
E?%n%iﬁ per hour to play

- wi—_Dlus the phons

i8h. Telecom,

however, are confident that
there are plenty of people

bill. B

out there willing to pay

ﬁccapdin% to Mike
Anderies, of BT's New In-

will be

E"mﬁ W11l De -T.'-‘l.ﬂmﬂ%‘-ﬂﬂ:ﬁ,’- ¢

Vax 11/750, with an Initial las
40 phone lines installed.
~ *'We will be opening more
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quite quickly — we're aim-
ing at 100 plus even-
tually."’

There will also probably |
be a P88 link, which wiil |
ust pay §

enable callers to
local charges whereever
t.harv phone from.

n addition, BT are look-
ing at the possibility of put-
ting the game on minis out-
side London. ‘“‘Qur inten-
tion," Mike states, ‘‘is to
make MUD 2 as cheap as
possible — so we are look-
ing at setting up the game
across the country.”

For the first two mon-
ths, from the PCW Show to
November 5, MUD will be
free to anyone who has

bought or ordered a MUD £

Pack. This is so BT can iron
out the last few bugs, and
also get an idea of the
number of players on the
system at any one time.

In addition, BT will be |

running competition with
10 major computer

magazines, including Com- B
puter Gamer. The winners

of each of the 10 competi-

tions will get a certain
number of MUD credits free
— plus they will Sﬂ on to
take part in a MUD Spee-
tacular to be held on
November 5 at the London
Dungeon.

In a Spectacular, all the

players tr%r as hard as they
can to Kill everybody else.
The last person left alive is

the winner. The survivorof [

this special Spectacular will
mud credits.

. Il you'd like a chance to
: t Gamer look out &

‘The Great MUD
Challenge in the next club

- newsletter.

At the risk of using a

;,_f;FhI"aBB'_ ‘that has become

ather hackneyed over the

st few months, ‘‘yvou

'.';:-;hﬁiren't.' lived until you've
died in MUDI"”"

- Teceive £100 and 1,000 free _:-'Ef S
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About a year ago,
uicksilva launched its
first ‘Dadged’ game. It was
brought over from the
states in the first wave of
American imports and was
written by an American
A company called Epgx. The
et S e A B ame was called Summer
5y g | ames, and was released in
America in time for the Los
Angeles Olympics —
though sadly after their
end in Britain. This par-
ticular game was universal-
ly acknowledged to be the
best of the ‘sports’ games
that have persisted in the
computer market since Ac-
tivision launched
‘Decathlon’ on the Atari
VC8 about two years ago.
Could Eépg}: improve on
erfection? Summer Games
I is their follow up, and is
all that you could expect
after the original Summer
Games, and then some
more — the game is simply
brilliant. Currently on a
double sided disk for the
Commodore 64, Summer
Games IT will be sold by US
Gold, sinece the demise of
Quickgilva as an indepen-
dent production company.
This is the first release by
U8 Gold from the range of
software that was mﬂ? to
be launched by CBS before
the closure of that company
by ite American parent.
The style of the game is
very much gimilar to Sum-
mer Games, a number of
people playing at once,
national anthems and
flags. The menus are the
same as well with the addi:
tion of an option to use
Summer Games as well as
the Summer Games II disk
for an extended 16 game
match.

ﬂﬁﬁﬂﬁn‘mn“ﬁ
.

R e
e Sttt ettt
= .

| Mike Roberts takes up the sporting
| challenge of Summer Games II.
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When you start up the
disk you are grested by the
Olympic opening cers-
mony, complete with a run- §
ner running up the stairs
with a torch to light the ¥
Olympic flame. The con-
testents {(up to eight!) can
then input their names and
the country that they wish
to represent. This is done
by scanning around an ar-
ray of 18 beautifully drawn
flags, with national an-
thems playing at command.

After the start up for-
malities there is a menu
that allows you to select the
various options, number of

oysticks, whether Summer

ames is to be played in ad-
dition to the normal sight
events. You can then chose
whether to play all the
eventse in sequence,
whether to play one, or
more selected games, or o
continually practice at one
evant.

There are also options to
see the closing and opening
ceremonies and to display
the current world records.
This i like an ordinary
high score table, but as you @
beat the scores, your im-§

rovements are recorded §

or posterity on disk. | 3

hen you play, the @
avents come up in sequence &
and if you play alone thera
is a computer opponent o §
ﬁlﬂf against in the head to @

egad competitions. 4

First up is the ftriplege
jump, this event requiresie
an awful lot of good timing @
and control. The man runsg@
by himegelf and the joystick
is used to indicate whichi@
foot is to be f}:m’t: on thele

round as he flys throughg

g air. The graphic s&
quences and animation argg
amazing in this event (well
actually they're no betterge
than the rest of thd

Ho's O =t O Oy = A o oF - e
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graphics in all of the other
gvents that's a com-
plement!). There is a
representation of one of
those huge televisions in
one corner of the stadium.
Your flight through the air
is played back after you
have landed on it and your
distance is also scrolled
past on it. This event is very
difficult.

Next comes the rowing,
the event is the single sculls
head to head race. Two
players race at a time, the
person with the lowest time
out of those competing
wins. The screen is split
between the two players.
The firat zone showing the
race from the first boat’s

oint of view, the other is

or the benefit of the other
Tracer.

Control is by rock
our joystick back an
orth to indicate the return

and the thrust as you travel
along. I recommend using
very eshort but jabby
movements of the stick as
shorter bursts of thrust
and quicker returns seem
to be good tactics.

.davelin comes next and
is one of the easiest events
to get the hang of quickly,
yet one of the more
awkward to perfect proper-
E;r to get really good

istances. The controls are
simple, press the fire but-
ton repeatedly and the
character runs (good move
this for Quickshot II
owners, autofire makes
him run like a house is on
firel). Pulling the joystick
back causes the thrower to
pull back and start to raise
the ]I:avelin, let go at the
right moment and the
Javelin will fly off. What
you have to watch, though,
is that the thrower lunges
forward as he throws and
gan jump across the foul

§ line, destroying an other-

b wise perfect throw. BSo

launch earlier that you
would otherwise expect.

The equestrian event is
the most difficult of them
all. You have to control the
speed of the horse, then
you must control its jump-

ing and landing. Otherwise

L you end up on your bum,
with a very smug looking

- {though also dazed) horse.

- All this takes time and the
ﬂ?ﬂrgﬁﬂtitdnn is against the
G :

The high jump is
‘another field game like the
. triple jump, that comes on
- firat. You control the speed
- and position of the jumper
88 he approaches & bar
that he is going to jump
Over. A good position is one
* that is a bit closer than the
“one he starts up in. Get
glose to the first bar of the
';{L:xm the press the fire but-
ton to send him over. At the
. top of the flip you can make
' sort of roll over to clear
the bar. If in any doubt of

==mn

your final speed, do not
press the fire button as you
rumn past the post, that does

not forfeit your attempt. 2

The fencing competition
is one of the more complex
evente in the series. Two
people or the computer and
another play on the piste.
The gﬂints scored after a
number of people have
played are very strange and
there is a formula in the
manual, otherwise just
concentrate on hitting your
enemy. There are various
defensive and ressive
moves supplied using the
fire button to switch bet-
ween lunging and parry-
ing. The computer oppo-
nent is very good and
drives me off the edge of the
piste sometimes.

Cwyeling is another one of
the split sereen method of
head to head racing. The
controls are also strange.
The idea is to point your
stick in the direction that
you want the pedals to
pedal. This means you have
to wind around the shaft of
the joystick to make the
vehicle go0. However this is
perfectly satisfactory, and
quite apt.

Lastly the final sport is
kayaking or canoceing. This
govers a very . complex
route through some ex-
cellent ﬁrag ice on this
event. All the really mean
gates are there along with a
load of rocks just to annoy

ou. Hemember the New

enerations ‘shoot the
rapids’ game of a year ago.
Well this one event,
subset of a game iz up to the
standards of that stand
alone game — in some ways
it is better.

The cloging ceremony is
a work of art. The gky
darkens, the flame dies, a
clap with a jetpac on flys
around the stadium for a
bit. The Epyx airship turns
up with adverts on its
sldes. And then the
fireworks start — which in
themselves are amazing to
behold.

Overall this game is the
best ‘sports’ games that
I've seen, the graphics are
stunning and as it takes
two sides of the disk to hold
the game, that's over 280K
of program.

f you are into sports
g&mes and you have a disk

rive then get the game as
g00n as possible. If you on-
1y have a tape deck then it's

going to be a bit of a wait,
but US Gold ARE planning
84 tftape wversion. owever

Summer Games took to two
tapes and it was only a
gingle sided disk, so I don't
know what they're going to
do with Summer Games II.
Price of the tape version is
unknown as yet, but you
can expect 1t to  be
marginally less than the
current £14 .95 asking
price for the disk.
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Now we will deal with one
of the features that rea
make a game: SOUND.
Firatly, for the Spectrum.

The 8 uses the
command BEEP. That's it!

BEEP (Duration — Pitch)
Duration is in seconds.
Musical equivalent
Semibreve = 1 second
Minim = .B seconds
Crotchet = .25 seconds

ver = 126 seconds
itch is in a scale ~ 30 to 65
so for example: BEEF 1,0

And now a variety of
tunes. The first one is in
Data Statements. Be careful
copying it in. It is a Scottish
Eunf wm?% is wallﬁ;imﬂn
Yyping rogram 6).

j?:'15\‘1'-1:.1 '?'glll"lhﬂ no data

- statements. It merely
bleeps the different nofes.
It is the familiar Death
March, :

The next tune. Program
8, interesting because, not

Firstly, on ut in what
you ﬂ.re tol ],El.e %{t change
anything else. Here is &
table of thi to enter to
%ﬂt gome good sounds.
iteh 3 1 0.5
Dura-

tion 03 0.3 3 1
Tone: -~ 35 &6 3B 45
Repeats 6 4 4 4
but do try out your own

and have fun.

C16 on the C16, sound is
achieved by the BOUND
command and also VOL,
not pokes as on other Com-
modore machines. VOL
ranges from O (off) 1 (very

SOUND : There are two
sound channels on the C16
with the second one having
a sub-division (Channel 3)
which is white noise. This
is used for effects, explo-
siong, engines revving stc.
Because it is a sub-division
of Channel &, Channels 2
and 3 cannot be played at
the same time, but 1 and 3,
and 1 and 2 can.

The actual command
workes like this: 30UND X,
Y, Z Where X is the chan-
nel, ¥ is the pitch of the
note, ranging on all chan-
nels from 1 to 1083. And, Z
is the length of the note in

tune Row the Boat.

By R P Newman |45

The data iz read in &, the

first piece, Y a8 stated bein 78
the pitch and the secon

iece, Z as stated agaln, be-

ng the duration or length §

of the note. - in,
The final program I'l & oy

give is a short routine o AD

simulate a telephone ring-

ing

And now, the most com-

pr
plex sound, the 64. This § 10
uses the 8ID CHIP which § 20
locations is B8ID=5427&. S0

only is the pitch contained quiet) all the way to 8 (very sixtieths of a second (B0 = Because of the complica- |
in data, but the duration. loud). 8o if there is still a 1 gecond, 3600 = 1 minute, tions I will first'give a table §
The tune itself is a short lit- sound just type VOL O and = efc) of the sound commands ¥ gp
- 4le thing, but is excellent. It  all sound channels will be Program 9 is for the C16, which will be explained of
is ‘::neme.t-f used at the beginn- turned off. It plays the nursery rthyme later. 8ID =54R7%& b
ing of a program, just ' .
bﬂ?ﬂl‘ﬂ the player actually Y nu
begins the game. Voice 1 Voice 8 Voice 3  Function . no
'he next tune is a scale. 8ID + BID + B8ID + . bal
10 FOR a = 0 7050 0 i 14 FREQUENCY (low)
20 BEEP .09,A. BEEP .90,A +5: NEXT A 1 8 15 FREQUENCY (High) 0O
: By having the for-next loop to 5O the scale 2 o 16 PULSE (Low) B -1
will have .50 notes, but the second bleep 3 10 17 PULSE (High) ]
command simulates it as 2 notes at once, 4 11 18 CONTROL REGISTER &
- when in fact it isn't. B 12 19 ATTACK and DECAY 4
The e 5] 13 20 SUSTAIN and RELEASE 5
next a ne
will give 18 a machine code FILTER FUNCTION . ;
routine in which you can SID + be
fill in ecertain things to 2l FILTER FREQUENCY (Low) tair
change like a simple tune 22 FILTER FREQUENCY (High)  set
test. Well, here it is. gg RESONANC 'v EJ-T %IPEEE'P
B MODE + r A A
e B FOR A = 32500 to 32520: READ B: POKE E DT
oy : AB: NEXT A READ FUNCTION '
20 . DATA 33, 10, (Fitch between O and 9), 17, ONLY [See
: . (Duration between O and 15), O, (Wumber SID + I
of I'B%EH-'E-E 4-8), i3 FPADDLE 1 the
200,229,213,197,2085,181,3,193,308,825, 26 PADDLE 2  the
(Tone: 43 decreases the tone, 35 increases aF OSCILLATOR L not
and O keeps it the same), 16,244,201 28 ENVELOPE it The
$ Tha
Don't worry if you don’t@ Sus
Vi Y 18 CLS understand all this it is a§ the
i e 2@ BEEP .75, 1 bt SR i e W i
b Y - = akes a of time $
!,‘f S =20 BEEP .5.1 understand properly. Itisag , .
/ A D —————— ; z proper synthesizer chip. Sog 20
/ N 48 BEEF .25.,1 TNANY dp%kgts P_tgve ti{} ]]E :
M entered, but after a 1ot of
f,."' | S “ e ey time and effort, the results ¥
R EA BEEF .S5.4 can be very rewarding. Un-§ fou:
f‘f " - BEEF .25.3 fﬂl’gnﬁu&ia v dﬁe :--; 3 Eiﬂ
T g understanding of t DE  Saw
/ ~ATTACK | DECAY SUSTAIN RELEASE, e BEcl e chip and_ computin o fqulji
. _ = general is needed, but 1 willgs NO
Diagram 2 92 BEEF .25.1 try my best to throw so 3 T
188 BEEFP .4.,1 light on the prﬂblﬁ:rél. il . odd
Flaying notes: 5a 8 que:
118 BEEF 1.9.1 note to be played is FOUTE toot
then you can work out FHEE har
(Frequency High) and FLOE forn
SR
= 3 o =)
FHI = FN/2 t By 1
FLO = FN AND 2865 & filte
(The AND there 1s not plusis can
it is a command used foie Nois
COMPUTER GAMER SEFTEMBER 1985 |




DHTHIE,IE,13,13,15,15,15;15,15,15,15,15,15,IE,EE,IS,IE,EE,EE,EE,EE,15,15,15.1

8,180,188

=15

DHTHIE,15,13,13,13,15,15,15,EE,lﬂ,IE,15,15,IE,1E,15,IE,EE,EE,EB,EE,15,15,15,1

2,180,106

cla)
=

'

35
48
|

45
=17
(=1

re

DHTHIE;lﬂ;IE,IE,IE,EE;EE,EE,lﬁ,lﬁ;lE,EE,EE,EE,15;IE,EE,EE,EE,EE,EE,EE,15,15,1

DATALIZ . 12,18.,19,18.1,18
ﬂﬂTHlE;IB;IB:IE,IE,EE,EG,EE;15;15;15,EE,EE,EB,15,IE,EE,EE,EE;EE,EEIEE;15;15,1

0ATALE.12,12,19,18,1.,18
DATAl1©.,10,10,12,.18,12,12,18,10, 1@
RESTORE 1@

READ A!BEEP .@9,A!GOTO 7O

TRIANGLE

dl

SAWTOOTH

Fui‘:l 'l }l l
width

PULSE

LA L N A4
N

NOISE

Diagram 3

e e e




= I e

I DATR . 2,10, 8.5, iR Tl BB, 7,.2,9;,.5,10
28 RESTORE 1@

3@ FOR A=1 TO 7:READ B,C:BEEP B,C:BEEFP .09.C
40 MNEXT. A

RESTORE
VaL8

H=1
FORT=1TO18
READY .2
SOUNDX .Y .2
MNEXT

DATA1E3 ,45, 168,45, 163 ,38,2862,15,345.,43,345,38., 1

e6e 15,345,380 ,383,15,4532 .68

90 DATASIE ,45,453,14,345,45,169,45,453,38,383,13, £

345,38 ,262,15,606
READY .

i B

18
=45
38
48
=10
B&
Ta
2a
a2

LOW PASS FILTER

BAND PASS FILTER

HIGH PASE FILTER

Diagram 4

FORA=1TOS
FOREB=1TOZ2
FORC=1TO18@

SOUND Y 288 , 1
SOUND1 4088, 1
MNEXTC
FORD=1TO1AB:NEXTOD
HEXTE
FORD=1TOE@A: NEXTA

18@ NEXTHA

118 ERND
READY .

ke ks il oy
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JUST STARTING — A NEW GAME OF STARGLOBE,

STARGLOBE 3

This is a brand new game of STARGLOBE, the leading
play-by-mail space fantasy game.

STARGLOBE features a huge three dimensional
universe of 2,000 stars, most of which have planets for
exploration, conquest and development.

To play, fly your own starship through space to try and
outwit other players whose ships you see on your screens.
The game continues peacefully for the most part allowing
you to develop your own empire but combat with other
players or aliens, when it occurs, can be sudden, brutal
and devastating.

Once you have built up enough strength and weaponry
you can return to the central star and conquer it to become
the winner of the game.

STARGLOBE runs continuously and the first two games
are still going well after up to two years of play. Regular
moves are £1.60 per turn. Send £3 for introductory pack
and launch of your spaceship to;

Timepatterns
STARGLOBE 3
97 Devonshire Road
Birmingham B20 2 PG

TEL: 021-523-4446

! _!.: PR T T O TN

CAPITOL Features —

— Approximately 35 players per game.,

— Expand your empire and conquer other races.
stargates and improved ship movement capabilities.

your orders onto computer cards or other gimmicks.
numerous examples.
to release.

— Runs on an IBM PC, using S12K.

48 hours.

To enrol in CAPITOL send a £6.00 c

Computer Gamer September 19885
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That's what one paper called St. Bride's -
the famous school where grown-up girls
are transformed into schoolgirls. The

others weren't silent aither: TV Mews,

game of Xenophobia, Conquest, and Space Warfare called ...

KJC Games, Britains leading Play By Mail company, introduces to you our new Play By Mail i/
.: 'H._H- I'
1‘%*-!-, p ;_..-«- s

BRITAINS MOST ADVANCED COMPUTER MODERATED PLAY BY MAIL GAME!

— A stralegic space warfare game, completely computer moderated.

— Players design their own race's characteristics and description.
— Design your own starships and build them at your star bases.

— An ‘advanced stage’ of the game introduces new technologies of
— CAPITOL's simplified order formats are easy to remember. No coding
— CAPITOL has an easy to understand ruleboo k, complete with

— CAPITOL was subjected to the largest playtest of ANY commercial
PBM game. Over 100 players played over 1500 turns of CAPITOL prior

KJC Games has been running Play By Mail games for about 5 years now and our
reputation for giving good, exciting games and a first class service is second to
none. Our team of professional Gamesmasters will usually reply to your turn with

ue/PO/international money order
payable to KJC Games. For this you will recelve the Rulebook, setup and
first two turns. Each turn of Capitol costs £1.75 for the first 60 orders. Each
additional 30 orders costs 75p. European players are welcome. Reply to:-
KJC Games, P.O. Box 11, Cleveleys, Lancashire, FY5 2UL.

INIANS?

‘A school for scandal? asked the
Telegraph.
‘All very pukkah,’ assured BEC

‘Bizarre!' shrieked the Sun.

7 MNow you can enjoy the St. Bride's
- experience without leaving your own home.

The Secret of S5t. Bride's is a computer adventure
<~ Which places you in the roll of Trixie Trinlan, a
&)

new girl at St. Bride's. In your quest to uncover

the school's dark secret you will explore

classrooms and dormitories, meet pupils and

mistresses - but as you encounter the

mysterious forces at work, you will travel

bm{rnnd the confines of the school itself to a Victorian
Irls boarding school much older than St. Bride's: o
romwell’s time; to the wild fantasy world of ancient

Iraland and the Celtic's twilight; and right across Ireland

to the glittering Dublin of the turn of the century.

The Secret of St. Bride's - not so much a program, more

a way of life, 2

J

)

# 'The Secret of St. Bride's’, available far
Spectrum 48k and Commodore B4, £6.95in

the shops or £5.95 (post free) If you order
_diract from:

=
= St Bride's School, (CG)

= 5
“ Burtonport, Donegal, Ireland
(Tel: Burtonport 30)
e e

4

ri

"CAPITOL s fast becoming the
standard against which other space
warfare games are compared”

— With each rulebook you receive a set of
overlays to use in mapping the game
and moving ships.

— Mapping CAPITOL is exiremely
interesting, using the computer
printed maps you receive with your
turn results.

— No due dates.CAPITOL allows you
four turms per month. Most other
computer moderated games have the
usual one turn every two weeks.
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Calling all Spectrum and Commodore
64 owners. You can save pounds in
our fantastic special offer. Take out a
subscription to Computer Gamer and
buy two Beyond games for only
£1.50 each! B

Box A (both of your selections
can be made from this box)

- £ o
;.j_. - Lords of
g/ Can you save the lan il
' Maenghy. from the evil
" ForCees of l}ﬂ{__:lm'j-ﬂl] | % f_ -
I ic  ‘‘landscape
wargame adventure.

o _"l'i
-

. . » RRP £9.95 :
S I WO DTLLL LA

renture J rape With

?eﬂ:l:?f’ of five charl a.{_-EHII?:srrf} Ee

; LRI & minuies Lo THEV

v 100 minues o dor.

'c';;.r‘lt}:fd napped ambassador

oOTL driven
;
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Box B (Only one game can be
selected from this box).
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Relax because its here at
last, the computer game of
the mega-hype group
Frankie Goes To Holly-
wood.

The Frankie package 1s a
boxed set of two tapes, one
with a live version of Relax
by the group themselves
and the other containing
the game which takes you
from Mundanesville to the
: el W R L i - DUl ding | heart of the Pleasure Dome
¥ i e R oal Oor game system. . . itaelf. Appearing like an ac-
i : e e I e & game with a Nova | tion adventure, the pro-
i : SR e e S . immediately | gram contains a range of

- Oul ana . INOVE 81 small action screens and
puzzles which must be suc-
! : : : : : _ S cessfully completed to
i : . . il - . fin stellar | build up your personality
1 : ' . Epioss go that you can pass

through the door to the cen-
tre of the Pleasure Dome
itself.

The opening screen
laces you in a street in
undanesville as an amor-
I | phous humanoid shape
| seeking to develop the four
_ : essential elements of per-
,; : e : . _ will pro- | sonality: Pleasure, War,
! S ng. | Love and Faith. These
i ' : : ! slements are represented
on the right of the screen
display by icons above
which columns grow as you
gain experience during the
_ : - \ - ‘however | game. Occasionally the
14 , ( - : sbein | screen displaysa readout of
' ' : - B 1| the sum total of the col-
umng as percentage to let
you know how you're

developing.

To gain experience you
must search the houses of
Mundanesville for items
which may be of use in the
sotion gereens or in the
maze called the Corridors of
Power contained within the
Pleasure Dome. In superb
graphic action you can lead
your character from room
to room investigating every
itern of furniture simply l:r;r
making him reach out and
touch it. If there is
anything worth taking it is
displayed in a small inset
box superimposed on the
screen. Usually there are

e
e s T P e e A e

it e Sl T e el B i

Title: Frankie Goes To Hollywood
Computer: c64

Supplier: Ocean

Price: £7.98

three or four items O
choose from and you must
decide which will be useful,
trial and error over mMany
sessions of play will tell
you what you need. As
usual ‘i{uu can only carry a
limited amount.

In some of the rooms
there are television sets
with videos attached. Dur-
ing your search you find
video cassettes which may
be played on these TVs and
your humanoid can enter
the screen of the TV to find
himself in the centre of an
arcade game or a puzzls
sereen. There are about ten
different screens to be com-
pleted and success 1is
rewarded with personality
points, failure means a
reduction of points
however. In most of the
screens, objects found in
the houses may enhance
your chances but care must
be taken to choose the cor-
rect item because it can on-
1y be used once and a wrong
choice loses the object
forever.

Another two ways exist

to move into the action
sereens: through pictures

on the walls of the houses

or by entering doors within
the Pleasure Dome INAZE.
The Pleasure Dome i8
reached by unlocking &
door in one of the dozen or
sn houses in Mundanesville
and the maze can be map-
ped by noting the colours of
various manholes which
are found but be warned,
the manholes will swallow
up your character and
return him to Mundanes

ville with a subsequent l0s8
of personality points. Pass
ing through the doors in

the corridors leads into the

action screens.

The pictures must DbE
touched to activate them
They grow into larger im:
ages which form entrance
in the same way as &
video cassettes and, sind
part of the fun is workin
out how to enter I
screens, wild horses won
drag the secret out of m
(written requests on U

COMPUTER GAMER SEPTEMBER 19
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back of £5 notes might).
Touching a picture in
creases & personality ele-
ment and one little hint to
the more patient cheats out
there is to touch the pic-
ture, leave the room, re-
enter and touch the picture
again. After fifty or so
visits to each picture you
will have increased three or
four _personality elements
to maximum. This is ob-
viously only a hint to those
who are desperate enough
t0 turn a superb game into
a total bore and those try-
ing to follow my adviee pro-
bably deserve to be exiled
to Mundanesville forever.

I will not reveal too
much about the action
screens except to say that
they are varied in scope
ranging from preventing
the bombing of Merseyside,
through a battle of words
between the Superpowers
to taking the role of a devil
hunting for halos under a
barrage of Cupid’s arrows!
Each mini game is an enter-
tainment in itself and I've
BEeNl worse programs sold
at exhorbitant prices as
games in their own right.

In one of the houses a

| murder has been commit-

ted (all human life is
covered in this game) and
you must solve the erime if
you are to succeed. After
discovering the body you
will find clues in most of
the rooms of the other
houses (could they be
Sherlock homes?) and your
deductive powers must be
brought to focus on the
solution to the erime before
re-entering the murder
room to reveal the villain of
the piece.

Ocean have really gone
0 town on this package,
the graphics are excellent
and the music is well pro-
duced except for the frog-
in-the-throat sound of
Helax played over the
lpading screen. The game
ligelf has kept me coming
back for more since it arriv-
8l on my desk but, as in
life, I still have not reached
the full potential of my per-

sonality development
which would enable me to
enter the final room of the
maze. Ocean, I hate your
devious minds but I love
your new gamse.

JG
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PFLANET RATINGS

Originality
Graphics

Use of machine
Value for money

STAR RATING
Super Nova
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Title:
Computer:
Supplier:

il Ml # &

The Myons are back!
Despite your successiul at-
termnpt to fight them off in
Codename Mat, they're
back in the game 3D action
sequel.

This time your defen-
ding the EKrillilum mines
from the Myon onslaught
in Centurion IT which is the
Earth‘s most powerful
combat ship. EKrillium is
the most wvaluable sub-
stance in the Universe as a
pinch of it can turn a desert
into a jungle and therefore
it is essential that you do
not fail in your mission.

Your job is to locate the
invading Myons and
destroy them and by doing
so hold out as long as possi-
ble. For while you're
-fighting, valuable Krillium
is being mined. So it's
“Remember the Alamo’’
and into battle.

The ships I[irepower
comes from two laser can-
nons and two photon
torpedo tubes. Unfor-
tunately you can only use
one type of weapon at any
one time. In fact when you
swap between the two you
gee through your 3D front
view the laser cannons
being withdrawn before the
torpedo tubes are extended.

The lasers are more ac-
curate and fire rapidly but
will overheat if used con-
stantly. The ocurrsant
temperature is shown on

Title:
Computer:

Supplier:
Price:

fiK,
%mte an original game this.
he idea is to keep a flower
alive, You play the part of a
eloud and you should rain
on the little thing. However
the nasty umbrellas keep
gucking up your raindrops.
You have a limited
amount of rain in your

GO

Codename Mat II
Spectrum
Domark

April Showers i
BBC Micro Wt
Beven Technology

£7.95

the instruments display
along with your current
sipaad, the ships status (red
it under attack), energy
levels and condition of the
ships four defensive
shields.

Beside the instruments
display is a screen that at a
touch of a button becomes a
rear view, a long or short
scanner, a battle computer
display or a strategic map
of the mines that shows
your position and that of
the invading Myons.

Inevitably you will sus-
tain damage to the ship and
ite systems which will
adversely affect their per-
formance, but if you're in
the middle of a Myon attack
you have to make do with
what you've got. For exam-
ple a damaged battle com-
puter will only briefly show
the data (distance and
direction) of attacking
Myons but the short range
geanner can be used, in
emergencies, by a skilled
pilot.

At the end of an attack
wave you have a little time
in which wou should
despatch your repair
droids to give you back the
systems that you'll need to

survive a bit longer. TH
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These tense battles fought
between the likes of Davis,
Taylor and Higgins can be
recreated in Tournament
Snooker. It is the first game
from the aptly named Hard
Software as its a difficult
game to play.

It’s an extremely polish-
ed snooker simulation as it
includes some additional
features that make it one of
the best snooker games
that I have played.

Shots are selected Dby
rotating a cue around the

cloud, though you can ab-
sorb more from other pass-
ing clouds.

Apart from this there is
very little else to the game.
There is very little
playability and I don't
think it will keep anyone
older than four interested
for more than a few
minutes. It shares the un-
fortunate common de-
nominator of most non-
violent games — it's boring.

MR B white ball until the desired

direction is found. If you're

PLANET RATINGS unsure of the direction

pressing “L" will move the

Originality seese [ cueas if you were lining up
Graphics oes for the shot.

Use of machine [ 1]} You can really impress

Value for money & § the crowd by putiing spin

or stun on the cue ball but

STAR RATING E moving a pointer over a ball

White Dwarf in the top left hand corner
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Tournament Snooker
Binstein

Hard Software
£14.95

of the screen. Once you're
ready to play, two key
prassas hopefully sends the
ball in the right direction.

Should you manage to
pot a ball or get out of a

snooker you can call up an Ma
action replay and back inf f§ Dee
your glory. This is a nics W
touch as it also shows 1nc
beginners why their shots onl;
didn’t quite go according to aga.
plan. pict

Finally if you're fed up mer

with missing even theffl be c
easiest pots you can enté to t
practise mode where you Sal
can set the balls in any graf
position or you can leave mos
the game to be continuedfll tion
later, in the meantime thefll the
game will play a demo ga Ball
in which it will no doubt gelfll deba
a break of over 50. jif have
tions
PLANET RATINGS érELIP
n
Originality sl j Play
Graphics seel ] enter
Use of machine LT 1] TFescL
Value for money s from
fortu

STAR BRATING
Red Giant

3
BlZe |



o' re
key
is the
biomn.
ge o
: of A
up an
LK 1N
y T1i0e
shOWS
gshots
ing to

ed up
1 the
gnter
e you
n any
- leave
tinued
ne the
D garne
ubt get

TH

ae

111

snas
sees

R 1985

Title:
Computer:
Supplier:
Price:

ENK,
Many an argument has

been heard in this hobby on
whether adventures should
Include graphics or be text
only. The usual argument
against graphics is that the
pictures use up valuable
memory, take a long time to
be drawn and add nothing
to the game. In fact it is
sald that including
graphics precludes good at-
mospheric room descrip-
tions and therefore spoils
the adventurs, Magician's
Ball will add fuel to the
debate as not only does it
have good room descrip-
tions it also has meaningful
graphics and music as well.

In the adventure you
play the role of Caro who
enters a fantasy world to
rescue the kings daughter
from an evil Magician. Un-
fortunately the Magiclan
nas powers that include
Bize changing and telepor-

Magician's Ball
Commodore 64
Global Software
£7.95

ting as well as a ring that
can turn people to stone.
Consequently you will have
L0 use Your powers of
deduction to avoid his traps
and finally defeat him.

During the adventure
you meet other characters
that you can become which
helps you to solve problems
that Caro can't handle,

The game accepts quite
involved commands such
as Throw Hammer Through
Window which can be
repeated and edited by
pressing the C84's arrow
key. This can save you a lot
of unnecessary typing and
speed up the game.

Your commands and any
consequences that result
from them are displayed in
the bottorn half of the
screen and above that a pic
ture of your current loca-
tion and a text description.

The graphice appear
almost instantaneously
and many of them are
animated (for example in-
clude a flickering flame)
Some even have sound ef

COMPUTER GAMER SEPTEMBER 1985

fects. For example, leaves
rustling in the forest.

The accompanying
description is better than
the usual **You are in a
room, you see nothing"
tvype and add a lot of at-
mosphere to the game. For
example in a barren waste
land “‘Flames and gasses
belch from the cracks in
the scil’'. Or a boggy
marshland contains ‘‘Stag-
nant pools of water that lie
silent and inert. They
reflect the clouds in their
dusty surfaces’’.

Obvicusly the text pro-
vides the games atmos-
phere but the graphics can
give you a quick impres-
sion if you haven't time to
read the text. When vou're
being chased by a goblin, is
such an occasion.

1f that wasn't enough,
while you adventure, you
can hum along to a digitis-
ed version of Mike

Oldfield's ‘“Tubular Bells''.
Spectrum and Amstrad ver-
sions are set to follow
shortly with the Spectrum
version featuring a 3 voice
sound synthesiser.

TH
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Title:
Computer:

Red Moon
Amstrad, Atari, BBC, Cb4

Memotech, MSX, Spectrum

Supplier:
Price:

] ®

Adventurers everywhere
will be sneaking up on their
piggy banks, hammer in
hand with the news of a
new release from Level 9.
Having not enjoyed their
lagt game quite so much as

SR

£6.95

Level 9

their others, I was also
walting with some trepida-
tion to see whether or not
they had returned to their
usual standard. I need not
have worried.

In olden days when the
moon was red, magic work-
ed and mythical creatures
roamed the earth. As the
colour drained from the
moon, 8o too did man’s
magical ability. A red moon
crystal was created which
cast its aura over the
Kingdom of Baskalos and
all was well until the
crystal was stolen. Red
Moon is the story of how
you, a magieian, rescued
the crystal.

Level 9@ have made to ma-
jor changes to their normal
adventure system with the
introduction of magic and

combat routines. Through-
out the course of the game,
yvou will come across
geveral characters who
seen quite intent in stopp-
ing you in your tracks and
attack you quite happily.
You are assigned 50 hit
points at the start of the
game and these decrease as
yvour opponent knocks
chunks out of you. When
your hit points reach zero,
vou die although the
powers that be may decide
to resurrect you. You are of
coursge allowed to retaliate
and as combat usually
results when you meet
another creature, it might
be prudent to get in the
first blow. Before you take
this strategy as gospel
though, a word of warning,
some characters are Sup-
posed to help you. The
amount of damage caused
is calculated on a random
basgis so that you can never
be sure that the game will
play the same way twice in
810cession,

There are a dozen or so
spells listed in the instruc-
tions although there are
also some magic words

which are not listed. To cast
a spell, you need a specific
objeet to act as the focus of
yvour attention. For exam-
ple, to cast a ZAP spell (a
magical attack spell) you
need the dagger, but De
warned, this spell won’t
work if there is too much
metal around. The use of
these focal objects makes
life very interesting indeed
a8 you can only carry a
limited number of objects
at any given time 80 you
will not be able to cast all
the spells that you know.
Amongst the spells that you
have available are one that
reverses a fall, a teleport
spell, detect magic and a
temporary strength spell.
The first instruction
given in any book on how
to play adventures 18
“‘make a map'’'. Alas, some
people do not find this the
easiest thing in the world to
do. To make things easler
for you, Red Moon tells you
where the wvarious paths
lead to. For example, 1n-
stead of saying exits are
north and west, the pro-
gram might say you can go
north to T-junction and
west to a large .cave. You
should have little trouble
jolning up all your boxes
when making your map.
The game features over
two hundred locations, all
of which are illustrated (ex-
cept in Atari and Memotech
versions). The pictures are
reasonable and are drawn
fairly quickly. Text only
frealts can toggle the pic-
tures off. All the locations
are thoroughly and well
described. One area on the
surface is full of small slits
and the whole place reexs
of dragons. This is a lovely
description and gives a
reasonable hint as to what
you might expect to meet
later on in the game. It i8
also an easy game to ex-
plore, Well over sixty loca-
tions are accessible without
having to solve an%' vary
difficult problems. This is
an important point as i
helps the player get into the
atmosphere of the game.
With the introduction of
magic and combat, adven-
ture games are getting
more and more like role
playing games (such as
Dungeons & Dragons) with
gvery new release. Red
Moon is a thoroughly en-
joyable game with lots of at.
mosphere and interesting
original problems. It main
tains Level 9's position a8
Britain‘s number ons
adventure house. GH
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Title:
Computer:

Supplier:
Price:

i # &

Every now and then, lget a
bit fed up of the endless
stream of remarkably
similar games that is
flooding into the software
market these days. But
then again, every now and
then a game comes along
that wakes me up and puts
a little bit of sparkle into
the old keyboard,
Dynamite Dan is one of
those games that, whilst
not being terribly original
or state-of-the-art, seems

Title:
Computer: C64
Supplier:
Price:

=\ -
’l

On the face of it, being an
air traffic controller is one
of life's easier jobs. After
all, the sky is pretty big and
it can't be that difficult to
tell a few bigheaded pilots
whose turn it is to land.
One midair collision, two
near misses and in-
numerable avoidable
delays later, I was laft to
reflect on where I had gone
wrong. And that was on the
gasiest level!

Kennedy Approach is
one of the most exeiting
and challenging simulation
games I have played. The
main argument about flight
simulators and the like has
always been that they are
boring. Very realistic
maybe, but definitely bor-
ing. Not so with Kennedy
Approach. There always
seems to be one thing more
happening than your brain
gan cope with.

The first thing you
notice is that the game taks
o you a lot. Every time you
tell a pilot what to do the
pilot converts your instruc-
tions into speech. ‘F, one,
Zero, one, gix. Turn right,
Heading one eight zero.
Descend to four thousand
feet.”” ‘‘Roger'’ comes back
ihe reply. The speech is

erfectly intelligible with a
ilt-in static crackle.

Dynamite Dan

Spectrum 48K
Mirrorsoft
£6.95

fresh enough to draw you
back to your machine for
the sheer fun of playing.

‘Dan’ is, quite simply, a
superior platform game.
There's not an original
bone in his body, but what
the game lacks in originali-
ty it makes up for in sheer
action. Your hero Dan has
landed on the roof of Dr
Blitzen's castle stronghold,
and now has to seek out the
plans for the mad doctor's
secret weapon. These plans
are locked in a safe, and as
well as finding the safe, you
have to guide Dan arcund
the cagtle in search of eight
sticke of dynamite needed
to open the safe, and also
collect the food he needs to
keep himself going.

Kennedy Approach

Microprose
£9.95

You issue instructions to
a particular plane by mov-
ing a cursor over it and
pressing the fire button.
Moving the joystick side-
ways, alters the direction
that the plane is flying
whilst moving it up and
down changes the altitude.
Altitude on secreen is
depicted by the number of
dots under the plane, each
one representing a thou-
sand feet. This gives a
pseudo 3-D effect to the
controller,

When everything is clear
and the plane is in the cor-
rect position, you can tell it
to land at the appropriate
airport. After one suec-
cessful landing (beginner’s
luck?) my next nearest
attempt was the middle of
the field somewhere. You
are also supposed to make
Planes take off but I never

(OMPUTER GAMER SEPTEMBER 1985

What distinguishes this
from all the other platform
games around is the sheer
amount of action crammed
Into each screen. I've never
seen so0 many platforms,
ledges, obstacles and
sprites before — the sheer
variety of all these things
means that you have to stop
and look at each new screen
for a while, just to work out
what you want to collect
and which route to take.

Quite sensibly, you
bedin the game with eight
lives, and you'll need all of
them to work your way
through the complex of
rooms. But, though I found
myself gdetting killed all
over the place, I never
become frustrated with the
game, but instead found
that each room made me
more curious to continue
into the depths of the castle
t0 see what awaits in the
final stages of the game.

The graphics are all well
designed, and though they
aren't particularly spec-

created sufficlent spac
near the airfield.

There are five different
airfields to choose from
with varying weather and
volumes of traffic condi
tions. Occasionally,
emergencies occur such as
a plane running out of fuel
and these then have to be
accorded top priority. The
game lasts for the duration
of a shift after which you
are assessed on the quality
of your work.

When I was a kid I used
to go plane spotting at Man-
chester Airport. Listening
to and playing this game
brought the memories
flooding back. A
thoroughly enjoyable game
that can be recommended
0 ex-plane spotters and
simulation fans every-
where,

GH

tacular, what is impressive
is the way that so many
features have been squeez-
ed into the rooms without
seeming squashed or
crowded. Despite all the ob-
jects in each room, the
gmphms are still qguite
arge and finely dstailed
an very ﬁmfessimnal
throughout. My only doubt
is that, despite being an ex-
ceptionally good platform
game, this type of game is
now 50 common that prices
ought- to be a hit lower.
‘Dan’ iz good wvalue for
money, but to get full
marks on that count it
could still come down in
price by just a few pennies.
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Computer:
Supplier:
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Pole Position for the Spec-
trum came out originally in
May 1984 under the Atari
label. But with the ‘new
look® Atari, they lost the
licence from Namco for
Pole Pogition. So Datasoft
ended up with the game
rights to Pole Position.

S0 to cut a very long
story short US Gold have
ended up with the Datasoft
version of the game. The
only differene between the
two versions is that the
signs on them are different.
One says ‘Datasoft’ a lot
and the other says ‘Atari’ a
lot.

Otherwise the game 158
straight Pole Position. The
Spectrum version is one of
the better versions that
came out. The C64 version,
for instance, was awful —
but that was written in
America and the Spectrum
version was written owver
here.

Another ‘Golden Oldie’
that is hitting the shelves
again and well worth it it is
too. Pole FPosition strikes
the right balance between
action and simulation, that
makes it much better Lo
play. An Amstrad version
of the game is due soon. MR

Title:

Supplier:

Pole Position
Spectrum

US Gold
£7.95
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Mig Alley Ace
Computer: Ce4
Microprose

£9.95
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Set in the Korean War
(1950-53), Mig Alley Ace is
a combat flight simulator
program. It features a split
screenn which allows an
amazing number of playing
options. The obvious one is
a head to head struggle bet-
ween you and a friend but
you can also take on the
computer either singly or
with a friend. You can
choose up to three enemy
aireraft on each of five mis-
sions. When you consider
that each mission has five
different skill levels, you
can see what I mean.
There are four dials for
you to worry about (engine
power, apeedomefer,
altimeter and radar)
together with three warn-
ing lights (exhaust gas
temperature, low altitude
and low ammo). Your first
problem is to find your
enemy which is achieved by
having a quick peek at your
opponent's half screen tgQ
find out what height he's
flying at and then using
your radar. There is
nothing more disconcerting
than finding your field of
view totally clear whilst on
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his half screen you find
yourself slipping quietly
into his gunsights. Your
ammo is strictly limited
(according to skill level
and scoring hits is none oo
easy so you are advised to
pick your shots carefully.
The game ends when you
have been shot down three
times but you have ths
chance of saving a life by
gjecting in time.

That’s about it then. The
game looks dated with
limited graphics and lacks
sophistication compared
with other similar games
already on the market. |
can’t help but feel that twi
reasonably skilled players
would have no trouble at ali
avoiding each other all thé
time and end up gettinﬁ
nowhere. G
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Title:
Computer:
Supplier:
Price:

[ # £,

Popeye and his friends have
hit the Spectrum in a game
that features the biggest
characters ever seen on a
Spectrum. Popeye, himself,
13 about half the height of
the game display as he
chortles his way through a
most enjoyable arcade
game.

His mission is to collect
=5 hearts for his loved one,
Olive Oyl, which are strewn
about some weird and
wonderful screens.

However getting to the
hearts is no picnic as he
will have to navigate
through locked doors, up
and down ropes while
avoiding his arch rival
Brutus, a giant condor, a
witch on a broomstick and
a fire-breathing dragon.

Luckily he can also find
tins of spinach which will
rejuvenate him whenever
he is clobbered. Conse-
quently the tins of spinach
act as “‘lives'’ for the game.

Popeye
spectrum
DK Tronics
£7.95

This is a good idea since

you get more lives the
further you get into the

game.

The large characters
work well and are animated
beautifully, particularly
their faces, however they
do suffer from oecasional
colour smudging that has
plagued many a Spectrum
game.

This incredibly addictive
game 18 another of those
that you must have ‘‘just
one more game''.

PLANET RATINGS
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Title:
Computer:
Supplier:

Following on after
Wimbledon, I suppose it is
inevitable that a ?lut of ten-
nis games should appear.
Superbrat is the latest
budget offering from Atlan-
tis. It is not, I am afraid,
very good.

To start with, you ecan
only move your man up
and down the baseline.
Keyboard response is
dreadfully slow and you
have great difficulty getting
to the ball in time. At least I
raphics

are not pa.rtiﬂular%y clear

games yet ”

Pop. Comp.Weekly
VOL4 No2s

Superbrat
48K Spectrum
Atlantis

£1.

29

and you have considerable
trouble in picking up the
path of the ball. If you do
get to the ball in time, you
press the “‘P'' key to hit the
ball, releasing the key
quickly to hit the ball to the
left and slowly to hit it to
the right.

To be honest, the game is
totally unplayable and you
would have much more fun
playing Pong. If you want a
tennis game for your Spec-
trum, then save up and buy
& copy of Psion’'s Match
Point, which is excellent.
On the caszette inlay,
Atlantis describe Superbrat
as the most suthentic ten-
nis game available for the
Spectrum. They cannot be
serious. This is the pitlslt

G
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AVAILABLE ON THE
TATUNG EINSTEIN

(EINSOFT APPROVED)
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Computer:
Supplier:
Price:

faid 2

This arrived at the Gamer
offices about thirty seconds
before our final deadline,
so we didn’t have time to
get a long way into it befors
the men in white coats
came to take us all away
'till next issues reviews
have been done.

Fortunately the game
has a turbo loader that's
quite quick, so I got &
reasonable look at it,
enough to grab my atten-
tion and ensure that I'll go
back and give it a good go-
ing over as soon as I can.

Imagine a game that is
an animated adventure
(like Valhalla, but with bet-
ter graphics), uses a variety
of single key commands
and a keyboard overlay
(like Lords of Midnight),
srd has an icom system for
manipulating objects (like
A View to a Kill), and
you've more or less got
‘Spirit’.

The introduction on the
inlay is a bit weird. It
geems the game is set in
1996, a time when all the
cities in the world have
been renamed New York,
and the ‘second prohibi-
tion’ has been declared,
banning all spirits. Now I
thought that meant booze
type spirits until I read the
note about the ghost detec-
tor device, and saw the
spooks on the screen in-
dulge in a bit of GBH on my
little man. However, the in-
lay notes domn’'t give
anything away, so you're
on your own when it comes
to figuring our your goal.

The graphics are very
good. Your man walks
along the streets of New

Title:
Computer:

Supplier:
Price:

That's The Spirit
Spectrum 48K -
The Edge

£7.98

York, passing various
buildings, and objects that
are needed to solve the
puzzles you encounter. The
icon system allows you to
join objects together, Lo
make tools that you may
need, and the keyboard
controls offer options such
as ‘Hold'’ ‘Take',
‘Examine', ‘Throw’ and so
on. There's even a ‘Swear’
option, which, needlesg to
say, I used at the first

Aabatron

BEC

Beven Technology
£7.95

This game iz a sort of
Robotron with lots of added
extras. There are a number
of screens, each one with a
different pattern of walls in
it and a different concen-
tration of the different
kinds of aliens. The aliens
initially start off sta-
tionary, but start to move
after you have shot a few.
The aliens come in &
number of different types,
gach with their own per-
sonality. Some types are in-
vulnerable until they start
moving, some seem to home
in on you with lasers and

available opportunity, only
to get a bit of a shock in
return!

I didn't have time to ex-
plore very far, so I'm not
sure how large the playing
area is, but as long as it's
fairly large I'm pretty sure
that the game will have suf-
ficient content to keep me
at it for quite some timse.
Despite the brief time I had
to review it in, ‘Spirit’ was
one of those games that
geemed to grab my atten
tion immediately. After all,

others are just awkward.

A sereen is completed by
clearing out all the nasties
with your gun. Four direc-
tional movement is used
with the gun firing in the
direction that you were fac-
ing, rather than the com-
plex Robotron controls.

The options are Aalso
quite comprehensive, there
is the ability to set one of
five different speeds — the
fastest speed is obwviously
for Electron users as it is
pretty impossible other-
wise. One annoying thing is
that the speed always resets

COMPUTER GAMER SEPTEMBER 198

there are lots of games that
can be reviewed in just a
few minutes due to their
lack of content, but that
certainly doesn’t seem to be
the case with ‘Spirit’. 5D
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to the default setting at thel
end of a game necessitating}
going through the selectiony
procedure again.
Altogether a reasonable
game, though whether it is
worth nearly £8 is up i@
personal taste. MR
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As the leader of a band of
freedom fighters, you are
trying to deliver a set of
Plans. To help you on your
misgion, you are equipped
witli the Desert Burner — a
high performance motor-
bike.

Driving along the road,
ou encounter several
azards such as cars, lor-

ries, holes in the road and
mutant Pac-men. Obviously
the steering has gone on
your blke as all these
obstacles have to be jumped
over. How far and how high
you jump is determined by
oing at
the time (up to 220 mph).
The combination of correct
speed and timing is nicely
done though why you have
Lo jump trees at the side of
the road I am not too sure
about.

To add to your troubles,
you are being hunted by
enemy helicopters. You
should shoot these down as
8001 a8 possible as they get
in the way whilst jumping,
eausing you to crash. You
get bonus points for
shooting them down, other-
wise points are gained

Desert Burner

48K Spectrum

Creative Sparks — Sparklers
Range

£2.50

depending on how far you
travel.

There are two different
tracks to choose from and
you are able to preview
either by going into a cheat
mode which allows you to
collide with objects without
losing a life. The screen
changes through night and
day al!;hc:ulgh this does not
seem to affect the way the
game plays at all.

I found this quite a
skillful little game to play,
not least because of the
joystick controls of up to
accelerate and down to
jump (right to aceelerate,
up o jump would seem
more logical). It has a cer-
taln addietiveness to it and
s the sort of game you
would play for the odd half
hour, trying to drive those
few extra miles. GH

FLANET RATINGS

Originality [ 11}
Graphics [ ] ]
Use of machine L ] ]
Value for money (7] ]
STAR RATING
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Title:
Computer:

Supplier:
Price:

i # &

The trend towards games
that are born out of mer-
chandising and licensing
deals continues, and has
now got to the stage where
s0me games have virtually
become computerised
adverts for particular pro-
duets. The trouble is that so
far, most of these games
have been so feeble that
they've not been very good
adverts either for the pro-
duct or for the software
houses involved,

Action Biker, produced
by Mastertronie, in associa-
tion with KP (the crisps
paople), does little to
change the state of affairs,
I'm afraid.

Clumsy Colin is the
character featured in the
advertising campaign for
KF ‘Skips’ (Skips being
small crunchy objects con-
sumed in great gquantities
by ¥young children, but
then, sc are caterpillars).
and it is the adventures of
Colin as he travels around
streete and houses on his
bike that form the basis of
the game. Colin has to find
hig friend Marti and get
him to a spaceport, but to
do this he needs to locate
fifty objects hidden in some
of the 150 houses in the
game. What I don't unders-
tand is that the instruc-
tions tell you that the game
ends when Colin wakes up
(woken by an alarm clock
or collision with other
vehicles!) — but sursly if
he's on a motorbike he

Action Biker
Spectrum 48K
Mastertronic
£1.99

should be awake already —
it's all very odd.

The (static) drawing of
the warious houses and
streets is fine, but the
graphics for Colin on his
bike, and the other vehicles
on the roads are small and
quite flickery, and only
move across the screen one
character square at a time
rather than being smoothly
animated (like the bike in
Microsphere's ‘Wheelie’).

Along the way, Colin can
enter some of the houses to
find the objects he needs.
The cassette inlay has a
couple of screen shots of
the interior of these houses
and they look quite promis-
ing — being Atic Atac style
overhead views of the
rooms. But, once you get in-
to these rooms you find
that there is nothing to do
there. If there is an object
in the room, then a line of
text will appear telling you
that you’'ve collected the ob-
Ject, but that's all: there’'s
no animation, no combat,
no manoeuvering to collect
the object, just a static shot
of Colin standing in a room,
which I'm afraid didn't
prove terribly addictive.
Neither, for that matter,
did the rest of the game. I'd
'Skip’ this one if I were you
(yuk, yuk). 5D

FLANET RATINGS
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Title:
Computer:
Supplier:
Price:

Gridtrap’'s debut on the
MSX is not marked by the
excellence of the conver-
gion but by its bargain
price. A pity everything
glge in the MSX world could
not be such a bargain.

The game consists of a
grid of squares punctuated
by the occasional skull and
crosshones and a bomb
with a lit fuse. Roaming
around the grid you can see
one or more bovver boots
which stomp around trying
toc crush your playsr
represented by a moving
head.

The aim of the game is
quite simple, get tO the
bomb before it explodes.
The reality is not as simple
as this, as you move around
the grid, avoiding the
skulls and the boots, each
sguare stepped upon disap-
pears forming barriers to
your progress should you
need to retrace your path to
defuse the next bomb and it
is easy to strand yoursell
with nowhere to turn if you
are not careful. Help is at
hand because ¥you can
gseroll the screen left and
right if there are any
vacant squares available
and in this way you can
pull an escape Troute
towards your little man.

Scattered liberally about
the screen are several flags
which gain bonus points
should you reach them. At
first this is relatively easy
to do but as the game pro-
gresses the number of
boots and skulls increase
and you must focus your
attention on defusing the
bomb rather than going for
the highest possible score.

I have played this game
on the Commodore 64 and
although the graphics are
not up to the same stan-
dard, it is just as challeng-
ing and interesting to play
in its converted form. JG

PLANET RATINGS

Originality .o
Graphics [ ] ]
Use of machine L ] 3
Value for money SS888

STAR RATING

Red Giant :
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Gridtrap
All MSX
LiveWire
£1.99

Title:
Computer:
Supplier:
Price:

fil (Y # 4

Fractalus is an extremely
hostile planet. Already
your fellow pilotes have
been shot down by the
dreaded Jaggi's. Now
you're. in the cockpit of
your Valkirie fighter ready
for action.

After take off you dive
down to fly over a fractal
generated landscape. Frac-
tals are randomly
generated mathematical
shapes that, in this case,
form a realistic landscape.
This includes mountains
that you can fly around,

Rescue on Fractalus
Atari

Activision

£9.99

gulleys you can fly through
and landing areas whersa
you must land to rescue
yvour fellow pilots.

The Jaggi’'s are naturally
out to stop you and shoot at
you from gun emplace-
ments on the ground and
on mountain tops as well as
from their saucers.

Your Valkirie fighter
has no less than 18 dif-
ferent instruments 1in-
cluding a radar that will
locate your fellow pilots. It
is vital that you get to know
your instruments well as in
the games later levels you’
have to fly in darkness by
your instruments alone.

When you land to rescue
a pilot you have to turn off
your systems so that you

don't fry him on your

shields. However you
should keep a watchful eye,
for the {figure running

towards your ship may in-
fact be a Jaggi. Once you'ra
sure it's a pilot then open
the door and let him in or
he'll quickly get impatient
and start banging on the
door. Leave him too long
and he'll sufficate losing

vou valuable points. TH
PLANET RATINGS
Originality sEsaf
Graphics LI L]
Use of machine [ 1]}
Value for money L L 1]
STAR RATING
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Title:
Computer:

Supplier:
Price:

SR,

Heleased by Creative
Sparks under their budget
Sparklers label, Merlin is
best described as a sort of
Medieval JetPac. You play

Title:
Computer:
Supplier:

Price:

bl ¢ 2

Merlin

C64

Creative Sparks
£2.50

the part of Merlin (sur-
prise, surprise) trying to
overcome the combined
forces of evil. Moving
round the sereen, you can
attack these creatures with
your spells, but beware!
ou must avold the
ellwasp whose touch is
lethal.

St. Crippens

48K Spectrum

Creative Sparks — Sparklers
Range

£2.80

Everybody has their own
favourite horror story
about hospitals. The Carry
On Films and Doctor in the
House books add to our

(OMPUTER GAMER SEPTEMBER 1985

While destroying the
nasties, you must concen-
trate on concocting your
potion. This you do by col-
lecting such varied ingre-
dients as skulls, frog legs
and Jewels from the bottom
of the sereen, and
depositing them in a large
cauldron in the middle of
the screen. When you have
successfully acquired all
the objects you progress to
the next level.

The main criticism of
this game is that the col-
ours are all very pale and
consequently it is rather
difficult to see the Hellwasp

deepest suspiciong. Such a
hospital is 8t. Crippens.

Coming round after a
minor accident, you
discover that you have been
admitted to the worst
hospital in the world. Your
only thought is how quick-
Iy can you get out. Needless
to say, it is not going to be
easy.

Your firgt problem is
that you are only wearing
Pyjamas and you have no
chance of aneaking past the
guards on the door unless
you acqguire a set of civvies.
50 you start wandering
through the many wards
and rooms trying to find
various garments. Intent
on stopping you though are
assorted nurses, porters
and escaped mutants from
the genetic engineering
laboratory. You can also
come & cropper (literally)
by falling over one of the

- White Dwarf

S

etc. Also, when you get kill-
ed, you tend teo re-
materialise in the middle of
a crowd of nasties and so
lose another life. But all in
all, itz an average budget
game and certainly play-
able albeit a little slow,

GH
PLANET RATINGS
Originality 1]
Graphies L ] ]
Use of machine £ 2 )
Value for money [ 1]]
STAR RATING E
White Dwarf

many bedpans that litter
the place or skidding in a
pool of polish.

There is a message line
on the screen which tells
¥ou how to go about your
job, eg “‘Get me a bedpan
and I'll give you a pair of
shoes". Bedpans seem very
popular. The colours are
very limited — white draw-
ings on a blue background
and the movement round
the screen iz somewhat
Jerky, and while it may
keep you quiet for an hour
or 80, it is unlikely to make
You keep coming back for

more, GH
PLANET RATINGS
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Graphics [ ]
Use of machine [ I ]
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" Title: Tour de France
Computer: Commodore 64

Supplier: Activision
Price: £9.95

r '_ "'
)
W

#0000
Bonjour mes enfants, c'est
mol again. Sorry I promis-
ed the Editor to drop the
Franglais for this one. The
scene is the opening day of
the Tour de France bicycle
race and the aim is to win
as many of the etapes
(stages) of the race as possi-
ble to become the supreme
champion. Categorising
this game 1is difficult
because although up to six
players can join the fun,
only one can play at a time.
Each player takes a turn at
each etape trying to beat
the other players and the
record time given at the
hag{i:nning of the race.

he game has a host of
options within it, the first
decision being whether to
go for the practice mode or
the competition proper. If
practise is selected only one
player can take part and no
score table is produced at
the end of the game giving a
breakdown of your perfor-
mance in each etape. Com-
petition mode allows you to
enter the players names
and each can select the flag
of the country which they
wish to represent.

In both versions you can
elect to go for the full Tour
or just select a few etapes
for a shorter game. Each
etape differs in length and
difficulty but this is a suck-
it-and-see program S0 yoOu
only find out the levels by
playing the game. You
must also select the bike
which you will be riding
and this selection iz made
on the same basis as the
choice of etapes, apart from
being told that each one has
different properties you
must play the game to find
out what these ars. For-
tunately, you can choose a
different bike for each
stage g0 a bad selection can
be changed at the next stop
OVETr.

20

From the start I was im-
pressed with the graphics
which give a very realistic
3D representation of the
route which snakes around

the screen with a smooth Af
scrolling action, As the bike ra
turns left and right the W]
character shape alters ac- We
cordingly and even the a |
shadow changes, Egiving in,
credibility to the motion.

Movement can be achiev- st
ed using either single or M
double handed keyboard ple
operation or with the lin
joystick. This does not th
mean that a joystick is op- du
tional because it must be 801
used on the selsction bei
gsereens. I found the Wl
keyboard options to be the pas
most flexible mode of On
operation allowing higher an
speeds to be reached and atr
making it easier to steer. In flo
the tradition of sport
simulations movement 1is un
achieved by waggling the ing
joystick to and fro or by o
pommelling two keys 1o to
make the ecyclist pedal Yo
harder. Thank goodness F'rs
this does not require the the
kind of frantic work that ave
the 1500 metre event in Ba
Decathlon needs. Steering bos
is achieved by two different
keys or by pressing the fire
button whilst leaning the
joystick in the direction re-

quired. Each bike has two
speed gears which may be
used as circumstances de-
mand to get the best possi-
ble speed.

I found the game to be
extremely boring at first
but once I had developed
my cycling skills the hooks
went in and I was shouting

‘zoot alors’ and ‘hopla’ as 1

crashed into the kerb for

the umpteenth time. The
game is like a drug, the A N
more you play the more king
you want to. rew
The only drawback with joys
the game lies in its flexibili- ture
ty. It loads each etapes W
from tape individually so adve
that selections can be made have
other than the Grand Cir such
cuit. Once completed the trilc
game must be totally Hite
reloaded to replay which is Gala
time consuming. My Ir
overall advice can be sum- play
med up in the misquoted boy
phrase attributed to Nor- srmal
man Tebbitt: “On your your
bike’" you won't regret it. strar
JG Magi
yvou f
PLANET RATINGS magi

Origi (1111 il

riginality evil o
Graphics sse N the ti
Use of machine S88s To
Value for money (11} given
..... Wish
STAR RATING tains
Nova incl,
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Title:

Computer:
Supplier:

Great American Cross-
Country Road Race

Commodore 64
Activision

£9.95

=\ =
L P

After Activision's recent
rash of sport simulations
with their complex rules it
was quite refreshing to find
a straight forward car rac-
ing simulator,

In typical Activision
style the instructions are
made to look long and com-
plex because of the multi-
lingual spreadsheet that
they always ingist on pro-
ducing. For such expensive
software I would expect
petter packaging than this.
Why is it that their
packages are always the
ones which refuse to close
and keep dropping their in-
structions all over my
floor?

The game itself is fairly
unexeciting. At the beginn-
Ing you choose which of the
four routes you would like
to try: Los Angeles to New
York, Seattle to Miami, San
Franeisco to Washington or
the UB Tour which takes in
every city on the map. For
each route there is a top ten
board which can be up-

Title:
Computer:

Supplier:
Price: £31

A new challenge from the
kings of Adventure is good
news for anyone who en-
Joys superb text adven-
tureas,

Wishbringer is the 168th
adventure that Infocom
have produced and follows
such classics as the Zork
trilogy, Suspended and
Hitch-hikers Guide to the
Galaxy.

In Wishbringer, you
play the part of an office
boy in the post office of a
emall town. You're sent by
your nasty boss to deliver a
strange letter to the Olde
Magik Shoppe but instead
you find yourself in a weird
magical adventure where
you must battle "with the
gvil one who has taken over
the town and its people.

To help you, you are
given a magical stone called
Wishbringer which con-
tains seven wishes which
include ‘*“Freedom’’,

dated as your times
radually improve and the
game also allows you to
save the new table entries
to tape for future use. Then
with a press of the fire but-
ton you get a 3D view of the
road and see a variety of
vehicles overtaking you on
elther side. Steering your
car along the road is easy
compared to similar pro-
grams on the market but
sharp zig-zagging makes
the tyres squeal under the
pregsure and resulte in a
loss of gpeed.
At this point the idea is
to go from eity to ecity

Wishbringer
C64 and Atari
Infocom (Disk)

“Light'', ‘“‘Darkness’ and
““Rain'’.

Wishbringer is also the
way that Infocom give
beginners a fighting chance
of finishing the game. This
is because using the stones
wishes will get you out of
sticky situations if wyour
brains logic cells pack in
under the pressure
However you have to use
them wisely as they can be
only used once.

Infocom aren’t-usually
this generous but aince
Wishbringer is an Intro-
ductory Level game they
thought they'd give you a
chance.

The games packaging is,
of course, superb and in
cludes the sealed letter that
you have to deliver to the
Magic Shoppe, a map of the
town and -the Wishbringer
stone itself.

Wishbringer is a superb
game and well up to
Infocom's usual high stan-
dard of text only adven-
tures. If wyou haven't
already been converted to
the Infocom cause then buy
this and you’ll be hooked
for life. TH

COMPFUTER GAMER SEPTEMEER 1985

within a given time limit
without blowing up your
engine, ru rmin% out of
petrol, or falling foul of the
Law. You can blow your
engine by over revving the
engine without changing
gear. Petrol can be obtained
every 100 miles simply by
pulling in on the relevant
side of the road. If however
you transgress and either
of these problems strike
then all is not lost but you
will have to push the car to
the nearest petrol station. A
brush with the Law merely
slows you down unless you
Ccan outrun them.

The saving grace of this
game is that during the
raceé night and day follow
their normal cycle and half
way through a stage you
can see dusk fall into night.
The weather also changes
between sunny, rainy and
snowy conditions, each
bringing its own particular
kind of problems. JG

FLANET RATINGS

Originality e
Graphics [ 1] ]
Use of machine o888
Value for money L ] ]
STAR RATING E
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pure arcade and is faster
and much more frantic that
Enightlore. The three
dimensional graphics put it
in the front rank of shoot
‘emn ups. The animation ia
very smooth, and all the
moving figures finely
detailed. Like Ultimate, |
Vortex have wisely chosen
to keep the use of colour
quite simple to avoid at-

Highway Encounter
Spectrum 48K

Vortex Software

£T*BE e .---.-.-r.-.-.-.. B———

Title:

but Highway Encounter is ’

i Computer:
Supplier:
Price:

i # L

Vortex Software got some

very good reviews for their
1 earlier games which tribute problems. T
1 featured three dimensional I found joystick control -~
- graphics of helicopters and a bit confusing, so I opted a
jets flylng over various for keyboard control in- ag
{andscapas. Now however, stead, and though I got us- b
they've improved upon the ad to that fairly quickly I al
guality of their graphics tO do think that there should »
the extent that they rival have been a facility to allow Fe
the quality of my all time the player to define his/her th
; mega-favourite game, own choice of keys (some of ga
Knightlore. us are left handed you 0
5 The game itself is know, and the fixed keys th
; relatively simple — & shoot used by this game are in a
: 'em up between your force right handed arrange- Dl
| of Vortons and the alien be- ment). Iy
ings that try to stop you | e My only doubt is that as or
| from reaching their the highway is always the ga
1 stronghold beyond Zone same, it might eventually f11
| 7ero, at the end of the get a bit boring going ;
i highway. through the early stages of th
our five Vortons travel the game over and over ple
together in a sort of conga each time you play (at least Ra
line, heading in a straight Knightlore allowad you to Aa
: litte along the road, and start in different places and | Th
! stopping only if an obstacle take different routes). Mind no
i bars their way. As they go you though, this is X8 all
i along, your Vortons push cheaper than the recent bty
in front of them your secret Ultimate games, which yon
weapon, the asertron. makes it very good value. ; ¥a
| This is only activated when 5D pas

it reaches Yone Zero. Trve | 1 R ;o ' R . : i
One of the Vortons (the i e e = RV PLANET RATINGS - r_

- el .‘\-—:'—-'-'—I..-—lul-'l.'! .
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' auto-Vorton) is under in- 1 o
dependent control (that's Ga Originality sess | —
| you) and can move freely Graphics DEGES thp
1 throughout the three Use of machine L L1l ] ] gan
| dimensional roadway, Zap- Though the quality of types of games. Knightlore, Valuefor money [ 3 2] 1 you
& ping aliens and removing the graphics invite com- with all its rooms to ex- Al
! obstacles from the path of parison with Knightlore, plore and objects to collect STAR RATING pas
I the other Vortons. they are very different was an arcade/adventure, Nova .
| an .
| Title: Frank Bruno’s Boxing g s
: Computer: Spectrum 48K lova
] Supplier: Elite E?u
Price: .95 0C
, . i Titt1e
| G
i - . well enough) a knockout E}la?;
| m B EL punch. At first the controls whe
! == didn't seem to be very quir
5 responsive and it was dif- timi
! At long last Elite have pro-  ficult to co-ordinate my few
| duced a licensed game that boxer's movements, but long
4 ig actually worth buying. after a while I began to get to a
J, ‘Frank Bruno's Boxing'isa the hang of it and my tim- have
i fairly accurate version of ing improved. Fairly soon ing
| one of the arcade boxing things started to liven up jum;
| games. You control Bruno, and I was joyfully landing wWon!
| of ecourse, who is flurries of punches on my the 1
| represented by a see- opponent’s head, which drop
§ through wire frame figure, had the disturbing habit of days that I had it for, ik a s
i over whose shoulder you collapsing into a blob when  muech, but when they do didn’t really hold my atten- one c
| look to see your opponent. hit. move, the view of the spec- tion for periods of more a he
| You have eight possible As you defeat each box- tators outside the Ting than about forty minutes. whet
| opponents. These are er,you receive a code which  moves from side to side a over
[ recorded on side B of the you need to load the next little to give you a clear featu
. cassette and loaded in in- one, and there's also a Hall  view. PLANET RATINGS come
'EE dividually as you overcome of Fame for recording your To be honest, I didn't you t
: each opponent in suc- best results. really find that loading the  Originality s oo
g cessive fights. The graphics are good, additional boxers made all - Graphics [ 1 1]1] AR
{ The controls available to  though the large figures of  that much difference to the  Use of machine [ 1 1 1 RO p
l you include left/right pun- the boxers don’'t move as game. On the whole I think  Value for money L1 L
i ching, ducking, dodging, fast ag perhaps they could. that this is an enjoyable large
i raising and lowering your The boxers don't really game when played in short STAR RATING @ statue
guard and (if you're deing move sround the ring very bursts, but during the few  Bright Star open |
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Title: Abu Simbel Profanation
Computer: 48K Spectrum
Supplier: Gremlin Graphics
Price: £7.95

il # &
This review comes to you
courtesy of Gremlin
Graphies. Not because they
sent Gamer a copy to
look at, but because they

also sent a cheat version for
reviewers a few days later!

For this is without doubt

the most difficult platform
game I have seen for any
machine. It is also one of
the best,

To call Profanation a
platform game is not strict-
ly accurate. It is morse of a
cross between a platform
game and an arcade adven-
ture,

You have entered into
the ancient Egyptian tem-
Ele of Abu Simbel built by

amases 11, All you have to
do is find the way out.
There is no scoring as such,
no bonuses for collecting
all the pieces in a given
time. You just have to make
your way through the
various chambers and
passages in search of your
axit,

The graphics are superb.
Instead of leaving wyou to
work out the best route
through a room, (such as in
games like Manic Miner)
your route is nearly always
obvious. Large stone
Passages, spiders’ webs,
assorted Egyptian pictures
an hieroglyphies all add to
the atmosphere. Your
character, the explorer
Johnny Jones, is a large
lovable creature who looks
round at the obstacles
blocking his way — a nice
little touch.

Getting through a room
though is not so easy.
Never have I seen a game
where every obstacle re-
quires such split second
timing. Usually there are a
few items with sufficiently
long paths of travel for you
to avoid easily onece you
have worked out the tim-
ing. But not here. Every
jump seems to be a will I/
won't I make it leap. Even
the very first obstacle — a
drop of liquid of which even
& small splash costs you
one of your ten lives caused
& heated argument as to
whether it was best to jump
over it or run under it. One
feature which I have not
fome across before allows
jou to make & normal jump
Or an extra high jump.

As you progress through
the game, you find your
way further hindered by
large stone slabs, doors and
statues. Finding the way to
open these is one of the key

parts of the game although
you shouldn’t have too
much trouble working it
out. When sucecessfully ac.
tivated, the door slides
cpen to let you through to
the next screen. This is
very smoothly done and
again adds considerably to
the atmosphere of the
game. 80, not only do you
have to make your way
through the temple, you
have to plan your route as
well, Sometimes when you
want to drop down a level.
there are two paths to
choose from. One will lead
you successfully onwards,

<Y,

L

L

al
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the other is a pit and you
impale yourself on a series
of lethal spikes with only a
skeleton grinning at you as
you die a horrible death. It
took me many goes even
playing the cheat version
before I got anywhere near
the end.

Profanation is an
original variation on the
platform gdame, Yes it is
very difficult but it is well
worth the few hours it
takes to get onto the next
sereen and the next. A
must for connoisseurs of
good, hard, challenging
games but beginners
should cut their teeth on
something slightly easier.

GH
PLANET RATINGS
Originality yase
Graphics oS
Use of machine (11 17T
Value for money [ L I]]

STAR RATING
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Title:
Computer:

Supplier:
Price:

=l # &

Subtitled, worse things
happen to robots, Talos is
an unusual arcade adven-
ture.

Talos is a robot who un-
fortunately has been broke
into seven different pleces.
All this is left is his bronze
hand — which still has life!
Your mission, far fetched
though it may be, i8 10
guide the hand around 200
screens of English country-
gide to find the rest of him.
First his arm then his body
and so on. Once completed,
Talos must find the wault
and claim the Crown of
Hternity.

This is important since
the loss of the crown has
obviously peeved the local
animals. For normally
daecile bunnies and frogs.
are out to get poor old
Talos. In fact a single touch
from a hopping bunny or
flapping bird will drain life
from Talos, the amount left
ig shown a8 a burning can-
dle on the side of the
sereen. Collecting - some
specific objects such as
money or bags of ice will
add more onto the candle.
If you manage to build it
back up to its starting
height then you’ll get a
bonus life. If it burns out
then you lose one of your 3
lives.

Title:
Computer:
Supplier:
Price:

=] ¢
The Hobbit is a game that
everybody knows so 1
shan't bore you with tales
of Bilbo Baggins and Bag
End, rather I will discuss
this, the latest implementa-
tion of the game from Mel-
boune House.

BEC tape Hobbit was &
bit of a disappointment as
the text was trimmed down

a

Talos
Spectrum
Silversoft
£7.95

Scattered throughout
the screens are deckchairs
and sgignposts as well as
deadly flowers and ponds.

Sinece the pieces of Talos
are randomly located some
might end up in & pond in
which case you'll have Lo
dive in amongst the fish to
get it.

Although pulling
yourself together is your
main aim in the game 18
does cause your problems
for as you get bigger you
become an easier target for
the kKiller bunnies.

herefore you scout for all
the pieces before you use
any. If you think you
might forget where in the
maze of screens your arm is
then you can mark it with a
magnet which you can
trace with your built in
COIMpass.

Talos is an original ar-
cade adventurs which 1is
both challenging and fun to
play. Buy it immediately
and help poor old Talos who
ig, according to the games
packaging, still humming
his favourite tune “'I ain't
got no body''. TH

PLANET RATINGS

Originality STSN
Graphics Ll 1 J )
Use of machine [ 1] 7]
Value for money ( J 1 J ]

STAR RATING
Red Giant

Disk Hobbit

BBC Micro
Melbourne House
£17.95

slightly and there was none
of the graphics that
featured in any of the
previous versions. This was
due to the miserly amount
of memory that a BBC
micro is left with.

This latest disk version
of the game solves all this
by having all of the
graphics and some of the
text on disk, so constant
disk accessing is called for.

By using this method
mueh better graphics can
be achieved than the ‘all in
at the same time’ type of
Hobbit and the texXt
descriptions and other
aspects of the game can be
improved upon. This is
because using the disk as a
virtual memory system you
have the equivalent of a
200K game.

The original disk has
everything compressed on
it and for playing you must

) Ry mrogeia Bt ol o

expand this onto one 80
track or two 40 track disks
of your own. The original
disk is twin sided so that
you need to swop it over
every now and again.

When you copy these
disks the copier that does it
will not allow you to copy
across two disk drives —
even if you have them, 50 1t
can take a long time.

The graphics are
displayed in mode 1
graphics in a small part of
the screen that you toggle
between and the text
display. The pictures are
very good and mottling is
used to good effect.

This is a very good game
and this one of the beast ver-
sions yet to appear. Only
the Commodore disk ver-
slon with its incredible
graphics is better — there

T
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The winning entry was
obviously inspired by the
exploits of Indiana Jones .
as it was set in a temple in !

of our Silica Shop Competition in

. i PEI’E['HI"L th 16 1d |
which we asked you to design a Mot Suthor, 16 year old |
fﬂl’trﬁss. ingham in Kent impressed !

the judges with the design,

and layout of the temples
The prize up for grabs for wereswamped in fortresses of the shop were patrolld by  ingenious traps which

the best designed fortress of all shapes, sizes and pur- trolleys, roaming bacon could featurs on both arp-

was an Atari 600XL games poses. slicers and TV personalities cade and adventure games.
pack complete with Some were to defend that would trap you into Congratulations to Mat-
joystick and two cartridge Atari research installa- tasting margarins. thew and rather than print
games. tions, others the Gamer of- The fortresses were be- his entire entry (which

The incrediable response fice. One was a heavily arm- ing attacked by a variety of would fill the whole |
we had illustirates the ed supermarket designed to  ereatures including battle magazine), heres a selec- =
resurgence in interest of rotect the very last tin of crazed aliens, red and blue  tion of some of the deadly
these excellent machines, aked beans from the bees, mutant spagetti and traps to be found in the
In fact the Gamer offices straving masses. The floors smurfs. Temple.

FRONT OF TEMPLE

¥ou are standing in a

SRR i 2, Wood is removed i
Jump |
You jump pit and land on the other side |
|
i
and a trap door opens up balow yvou and you fall to 'Irl'éur death 4. Doors fall down Poisom coma cut of well bahind doars
JUMP PITS TOPOF TEMPLE
iyl JUMP REAL waY IN | a
A .. TWO Elidirg parei an the fop of the \.
B T I 3 stairway gai
< - PITS o 0 e e v
Lty ._3... A2 i Q)

You can jump these two pits (if you find the hidden trap)

COMPUTER GAMER SEPTEMBER 1985
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o
ol -y Program listings (contrary Also we need self ad-
,% to the belief of some of the dressed packaging suitable
= more amateur magazines) for returning the stuff in if
@0 = have been extremely the program is notaccepted
g popular in Gamer. We have for publication.
@ = tried to have at least one We are looking for high
- @ game for each of the more quality machine code and
_g_ wh popular computers. These Basic listings for the follow-
e games we publish are often  ing machines: Commodore
= ot up to commercial stan- 64, Cl6, Spectrum, Atari
@ E‘ dards, as anyone who (all types), BBC, Electron,
w played ‘Kitchen Xapers' and the Amstrad. All pro-
= E will tell you. grams should be recorded |
= ) So starting with this on tape at the slowest baud |
5 issue we are printing inlay  rate, and a number of times |
i 2 cards for all the games in on each side of the tape.
= = this issue so that they look  State on the tape what baud
o - good on your shelf with the rate it is at and how many
=8 L rest of your software collec-  times it is recorded on the
- @ tion. They also have a brief tape, also include any
=4 description so if you don’t special loading Iinstruc-
= play them for a few weeks, tions.
i you don't have to search When writing a program
i through back issues of try to avoid any embedded
= Computer Gamer to find graphies commands. This
= out what you are supposed  is really important with the
" to do. BBC micro with its Teletext
Remember anybody that control codes, the Spectrum
gets a game published isen- with its colour control
titled to an Alpha Rating, codes, and the Atari with
simply send an SAE and a  its graphics symbols. All of
note saying when the pro- these cannot be listed on a
gram was published and printer. Also avoid having
S what your membership any chunks of memory be-
=) number i8 and we will ing loaded from tape as this
= return your Alpha Rating is also not printable.
= — the highest award in the For most submissions a
@ club (excepting the master disk 1is preferable, but
= gamer award). detailed loading instruc-
w When you submita game tions need to be given —
= for publication you should and please do not put any
m make sure that you fill in protection, ]&mmin%{ of
(=3 the form on this page ac- break/reset/restore Keys
5 curately — one or two peo- ete. There's very little you
= ple have sent in games  can do to protect anything
= o without telling us what like that and it is just a
3 ) machines they were for! waste of time for us to
= = With your tape or disk Dbreak it.
® = and coupon you should in-
o o clude a brief description of
a o the game in the same style /
Q = as the other programs in Oh yesl, we pay well for
e this and previous issues. | any submissions that are /
= All documentation of this J sent to us. Send everything
ot type should be double spac- § with the name of the com:
% ed (a blank line betwen [ puter that the game is for
% lines of text) and typed J on the back of the parcel/ f
' clearly. : package, to: /
Program Submissions
Computer Gamer
1 Golden 5q
London W1R 3AB
COMPUTER GAMER
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Program Submissions
Computer Gamer

8V S I London W1R 3AB

Name: ......
ug to
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Stephen Reeves

Move through the
mysterious world of Hell
Housse, in search of gold. Be
warned there are demons
and dragons along the way,
and they are not too fussy
about what or who they eat.
You have a number of com-
mands to move through

Hell House. They are:

COMMANDS:
Go left

Go right

Fo forward
Examine

object)

Recover gold

i _' #1 Slay(dragon or demon)

& T s Gaze-into palantir
g Read
SRR Inventory

: r 1 & Get(name of object)

Dropi(the name of the

FUNCTIONS:

Move left.

Move right.,

Move forward.

Tells you what the object is.
It drops the object.

Adds gold to your hoards.

Only if you have a weapon.
Reveals important information.
Read book of spells.

Tells you what strength, gold
and weapons you have.

Picks up given object.

Between every command

yvou must put a space. If
yvou don't it will come up as

'T don't understand.’

COMPUTER GAMER SEPTEMBER 1

361
37
28I
396
4L
41
42€
43¢
44@
4589
4658
478
488
=238
438
582
518
2o
538
548
558

COMI
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= rem the new adventure of chuck

18 cmlnrﬂ,IE,EECQIGPE,EEPPiﬂtchriilqj
o ) PO=151dimoXi{3) ,0F (30 tr =0

38 fori=Pto3ireado$iidinext

48 datasmurd,staFffpaiantir,tailsman
SO a¥Cint(rnd(1)%2))=1 , |
B8 print "SEvyou have entered"iprint"a *";

e d=ihtfrnd(1?#4}=i+d=ﬂth2npriﬂt“lh evil smelling"
88 ifd=lthenprint"homely"

380 ifd=2thenpr int"dark and et "

188 i+d=3th9hprint”darm,myatic”

118 d=iﬂtﬁrnd(lﬁ#4+1}=i+d=1thEnPP1Ht“ barn"

128 ifd=2thenprint" roam"

138 ifd=3thenprint” celler"

148 ifd=4thenpr int”" attic®

158 C=intirndC1)*8):iprint" ,uhich contains a"icl=c
IET ifc=0thenprint"myster ious object."lo=intirnd (13 %4)

178 ifc=1thenprint"book of spells.®

1389 ifc=2thenprint'"horde of gold. "

13F ifc=3thenprint*small animal rumaging in the corner,”
el ifc=4thenpr int"dragon guarding it."

218 ifc=Sthenprint"demon blocking wour way,"

== ifc{3andrndi{l})>.Bthenpr int "Thera i1s alzo a demon."icl=3
238 ifpod<lthenpr int "®Thou art 2lain@"igotoldld
248 ifpod1Sthenpo=po+o0’(3)

c58 FGri=EtD3Ii*rndtl)b.EthEnpn=Pm*nH(i}

el next

27 Printiprint "Lhat roW"finputa®

230 uE=""inE=""tp=lifori=ltolenias$)

c38 ifmidEca$,i,1r=1 "thenp==2:igoto3cA

388 in=1thenu$=u$+mid$(a$,i,l)

318 ifp=2thennF=nE+midEias, i, 17
320 nexti A
333 pr-\. i“.t Hallu$ll "I"Ii"g”

348 ifuF="slav"then560

3580 ifus="go"thenbB2A

3680 ifuvE="get"thenB59 A

378 ifu¥F="examine"thenssa

388 ifus="drop"then7Za

398 ifu$="gaze-into"then?50 ﬂ\
408 ifuF="spell "thenB3O

_ 418 ifuF="recover "thens=n ?
| | %22 ifus="read"thens7o

ifuF="inventorv"thenli®ia@

i 448 pr int"®! don't under stand@"tgoto2308

fﬁ 458 ifc>3andrnd (1) >, Pthencl=cl+]

460 fori=1to07S50tnext

478A ifcl=Iandrnd{1}}.51henpriht"The roof falls inl"ipo=po-2igoto2an

488 ifcl=2andrnd(1)>,.Sthenprint"You tfell down a hole in the floor."tpo=po-3igoto

498 ifcl=3thenprint"Tha animal Keeps it's distance,"
508 1'*Fu:1=4am:lrndiILJ}.Ethenpr”in't"The dragon advances . . -
9180 ifcl>Sthencl=5
928 ifcli<{SorrndCl3<7then23@
% |
i
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338 ifrnddl1)}.7thenprint"He Kills you!"po=@!gotoldld
248 gotoZ3A

298 print"The dragon attacks You."ipo=po-intirnd(l%4)
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(16

ss0 ifcl1<{3thenprint"There 13 no dragon."tgotod45@ ] Qiﬂ
570 ifo%c@)=Athenprint"HYou have no weapons |@"igotod4SE : s égmg
S80@ po=po-intirnd (1)%3) ; i
=58 ifc=Sandrnd{l1)>.8thenprint"The monster lives."igotod45@ = e
EA@ pr int"The beast is dead."t!cl=@ :
E19 goto45@ L G
2@ ifcl*2andrndil)<{cl1/7thenprint”"The monster won't let you."fgotod38 o
E38 i+h${3"le+ﬁ“andﬂ£ﬁ}"right"ahdn${}”¥ormard"then396 et e
42 print"0OK"i1goto68 i Hh
650 ifn$<doHior>thenprint"There is no "nFEigotodSO =
66@ o¥io)=a¥+liprint*OK" s
670 gotod50 G
580 ifcl>»Zthenprint®"This angers the beast."icl=cl+ligotoddd f“j
£330 ifc »Pthenpr int"There is nothing to0 examine. "igotods5e ;?f
200 print"The object turns out o be a "o¥$Lo2"." R ?[
718 gotodS0 | S e
728 Furi=EtUEIifn$=¢$ii)ahdnﬁii)=ﬂthenpr1Ht“Tgu don't have a “n¥igotodod ,:V

—3m ifnE=oE(idtheno¥%(i)=o¥{id>-1to=itprint OK" PRI

748 nextigotodsSQ i S e

5@ ifn$E<>"palantir"thenprint”You can't gaze at that,."igotod5a i 1&?;3

26@ ifo%(2)=Athenpr int"You don't have a Palantir."igoto450 i

77@ ifrnd(1)>.3then81@ i
-9fn ifrnd<l1)>».5thenprint"The glabe remains blank ."igotod458 : _ S =

-af ifrndi(l)>.Sthenprint”"vou find a dragon lurking in the shadows . "icl=3igotod430
8080 print"You see a lot of gold 1n ¥Your Journevs."igoto238 i o R
210 pr int"vou fell uweaker.” i :

8@ po=mpo-1igoto458@ PRUSEE e e
2@ ifo¥ii1r=Athenprint"You haven't the means to cast a spell."igotoZ230

S48 ifn$<r"demon"thenprint”"You can't spell that."igotod458 i :

850 ifcl<3thenprint"There is no dragon."igoto=238 S EFE
Q6@ ifrndi13<{.8then830@ e S
S7A print"Your spell failed."iprint"1lt has angered the beast."iicl=cl+ligoto<dbid §
880 goto450 ST T
899 print"The spell worked.":!cl=8 L

9PR ifrndil1)>».Bthenprint"But your =taff znapped with the strain."daorxvls—1

518 goto238 T i

ac@ ifc<>2thenprint"There is nothing to recover ."igotod43d

930 ifnE{»"gold"thenpr int*that cannot be recovered.”"igotod4dd SRR S
9468 ifcl>2andrnd(l1)>.3thenprint"The monster woh t let vyou."icl=cl+iigotodcd %
950 tr=tr+intirnd<l17%1813+108 : B

960 print"0K"iigoto238@ :

978 ifc{*1thenprint"There iz no book."igotod450 2

SE0 ifnFE>"book "thenddd ;

398 print"You +fell faint"ipo=po-c

1A goto23B

1818 print"You have "po"strength”

1828 print"You have"tr "gold"tpr int"coins.”

1038 print®You haue":FaFiiﬂtmﬁiprintDHﬂiJGE{LFE

18480 ifo¥ id<{>1thenprint®s "’

19058 printinext

IAE®A ifpa *@thendsd  EESEEEEEEEEE A 00

readw.



10 REM 13 The Sultan’s Curse 13
20 REM 11 an adventure 4or the A

mstrad CFC484 11

30 REM 3t {C) Steve Luras Februa
ry 1985 13

40 CALL %BCO2

90 MCDE !:a%=2:BORDER 27

b0 x$="Mind your language please
L i

70 LOCATE 12, 2:PRINT"The Sultan’
s Lurge"

B0 LOCATE 12,3:PRINT"s=222=2z2===

s==zz=z="

90 PEN 2:LOCATE B,S:PRINT®An ady
enture by 5.¥. Lucas"

100 FOR y=10 TO 102:MOVE IC,y:DR

ANR 300,0,1:NEXT

110 FOR y=102 TO 140:MCVE 1RO, y:
DRAMR 200-y%0.4,0,3:M0VE 1RO, y:D
RANR y30.8-200,0,7

120 NEXT

130 FOR y=130 T0O 170: MOVE 240,y
+DRANE 10,0, 2:NEXT '
140 FOR y=12 TO I0:MOVE 290,y:DR
ANR 30,0,3:MOVE 290, y+50:DRANR 3
0,0,3

150 MOVE 120,y:DRAKR 20,0, T:MOVE
60, y:DRANR 30,0, J:NEXT

160 DIN sX(0,4),q8(£0),g%(20),b
R(30),nL {30}, n8 (300, v8(10)

170 FOR x=1 T0 &0: READ g8${x):FD
R y=1 TO 4:READ sX(x,y):NEXT y:s
=INTIRND (1) 81000+570)

180 SOUND {,s,20,7:MEXT x

190 DATA on a narrow plateau. Th

€ ground is soft underfoot. ! ca
n just make out a villagein the
distance,?,0,2,0

200 DATA on a narrow plateau. A

large rock standson the ground h

ere.,0,0,3,1

EMBER 1985

210 DATA on the edge of a platea
u. I can see a pile of sand un
derneath se.,0,0,0,2
220 DATA in a sanddune. To the n
orth there is a tall cliff. The
way to the south is guarded
by an evil Troll.,0,0,8,5
230 DATA lost in the sanddunes.,
5y9;9,3,0n a narraw footpath lea
ding through thedunes.,0,7,0,4
240 DATA outside the Wizard's co
ttage. A sign on the door reads
"Spells for sale’,4,9,0,0
250 DATA inside a the Wizard's ¢
ottage. It's verysmall in here.
The Wizard is sat in the chair s
making his pipe.,0,0,0,0
260 DATA at the edge of the Fore
st of the Elves. A small tunnel
leads west.,7,11,0,10
270 DATA in a dark tunnel. The w
ay west is blocked by fall
en rubble.,0,0,9,0
280 DATA in a gloomy forest.,9,!
2,13,12,1n a gloomy forest.,12,!
2,11,12
290 DATA in a gloomy forest. The
re is a large  rock to the eas
t with strange runes on it,0,0,
0,11
300 DATA inside a large cavern.
A large carpet covers the floo

L




310 DATA flyiag on a magic carpe 470 DATA inside the temple. The

t over a strange land.,0,0,0,0 door has clesed behind me.,0,0,

320 DATA on the steps of the Sul 0,0 :
tan's palace.,23,19,0,17 480 DATA in the anteroom of Kraa
330 DATA in a narrow cobbled str spala.,0,35,33,0

eet lined with stalls. A begga 490 DATA “in the caverns of Kraa
r sits with his boul between spala. Passages lead east, wes

nian

his legs.,0,0,15,0

340 DATA outside the Sultan’s Ha

ren, The door ic heavily guarded

g0y 0, 19,0

350 DATA in a busy sarket sguare

., 16,21,20,18

350 DATA at the end of the marke

t square. There are fewer stall

s here. A pan with a dog on a le

ad leans in a doorway sncking a
cigarette.,0,0,0,1%

170 DATA in a wide street leadin
g to the town gates. A shopke
eper i5s busy brushing thepavemen
t.,19,22,0,0

380 DATA at the town gates. They
are locked at  the moment.,l,
0,0,0

390 DATA in the entrance hall to
the Sultan’s  Falace. A large
white door is guarded bytwo eun
uchs.,,16,0,0

800 DATA inside the Sultan’e pal
ace. A large marble statue s
tands in the aiddle of the roo
2z, & small door leads Nerth.,23,

bt I
410 DATA in a small library. The
cultan is gitting in a ch

air reading a hook.,0,28,0,0
820 DATA on a wide and dusty roa
d, To the west lies the town,
The gates are lecked!,0,0,27,0
430 DATA at a3 crossroads of a Wi
de e/w road and anarrow n/s road
A signpost points morhibut the
writing has faded.,30,29,28,25
880 DATA on a wide 2/w rcad. The
road to the eastenters a large

tunnel which has two steel d
nors acress its entrance.,0.0,0,
27

450 DATA outside the caverns cof

Kraaspala.,27,0,0,0

440 DATA autside a s2all temple.
A large lever protrudes from
a slot in the wall.,0,27,0,31

t and south. # steel door has cl
psed to the north.®,0,34,34,32
500 DATA in a glooey corridor. A
glimeer of lightcan be seen to
the north.,38,37,0,32
510 DATA at the top of the snake
-pit. [ can see adoor leading ea
st from the pit.,32,0,34,0
520 DATA in the carven-rooa of L
ivinska,33,0,37,33
530 DATA in a large cavern lined
with solid aercury. It's v
ery cold (and dangerous) in here
', 34,0,0,36
540 DATA in a cavern with a larg
e glass statue inthe centre, A b
eas of light from abpve makes t
he statue glow.,0,34,39,0
550 DATA in a wide corridor whic
h is lined with stainless steel
.y 0,40,0,38
Sk0 DATA at the entrance to a sm
all building in the siddle of a
vast cavern.,29,0,0,0
570 DATA in 2 small hallway. A h
atstand stands atone side of a s
pall staircase.,0,42,0,0 '
580 DATA in a small living room.
An old lady sitsin a rocking ch
air.,41,0,0,0
590 DATA at the top of a flight
of stairs. & large chest of
drans stands outside 3  door.,0
, 44,0,0
400 DATA in a small bedroom. A W
indow looks out into the cavern
of darkness.,43,0,0,0
410 DATA in the snake pit. There
i a doorway to the east but an
encragus python blocks my way.
,0,0,0,0
520 DATA in a disly lit cavern,
f slight breeze comes from the
south.,0,47,435, 48
£30 DATA in a large cavern. Ther
e is a wide ppening in the
wall. A gentle breeze  hlows 1
n. Through the opening I can see
a village in darkness.,46,0,0,0
b4C DATA in a dark corridor. [ ¢
an hear a strangencise in the di
stance.,30,49,44,0
550 DATA at a dead end. A metal
grille is set  into the floor
here. ,0,0,0,0

st

b40 DATA on the chores of a subt
erranean lake. It’s too dark t
o see across the water.,0,48,0,0
470 DATA on scme steps leading d
own into dark  waters., 34,32,
i
580 DATA on 2 footpath at the =i
de of 2 dark lake.,51,5%,0,0
590 DATA or an underground pQuays
ide, Small boats are moored here
oy uay 0y Dy 0
700 DATA in a small fishipg vill
age. & gan standsipoking at me.,
EE Ef M

soayol 4
710 DATA cutside *he viliage she
o, It's locked atthe moment, A s
ign hangs in the window *Back i
r. € pinutes’.54,0,0,0
720 pafs on a small éootpath lea
ding out of the cavern into bri
ght daylight. A large  boat is
poored here,0B8.51,0,0
730 DATA sailing away to safety
en a large boat,0,0,0,0 -
780 DATA on a footpath aleng the
side of a steep cliff, The path
leads into 2 cavern to the sou
th.,0,%56,0,3%
750 DATA on a narrow path at the
hottom of a steep cliff, La
rge waves from the sea spray m
e with salty water.,0,40,38,0
750 DATA outside a small cottage
set into the  cliff. R large
dog snarls at 2e.,3%,0,0,0
770 FOR x=1 TO JC:READ g8(x},bil
) n$txdnlink=wsNEXT o
780 -p%=2:LLS
790 MHILE pX<>37

BOO PEN 1:PRINT:PRINT"! am :-":F

EN 2:PRINT g$ip%)

R10 IF pit=49 AND sk=0 THEN PRINT
*A vicious dog hars my way north

B20 PEN 1:PRINT:PRINT®I can go :

~*+PEN

830 as="":IF elip¥,1)>0 THEN a%=

"North"
BA0 IF siip%, 200 AND LEN{a$)30

THEN a$=a$+",South" ELSE IF siip

1,2030 THEN a$="South"
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820 IF sX{pX,J)>0 AND LEN{a$) )0
THEN a$=a%+",East” ELSE IF sX(pl
ol »0 THEN a$="East"

860 IF <XipX, 4130 AND LEN(a%) 30

THEN a$=a$+",West" ELSE IF si(p}
y 4120 THEN a$="West"

B70 IF pZ=7 OR p%=40 OR p%=10 OR
pi=29 THEN a$=a$+",In"

B80 IF pi=8 DR p¥=31 THEN a%="Ou

t* ELSE IF pX=41 THEN as$=as$+",0u

:

890 IF pl=81 THEN a%=a$+",Up" EL
SE IF pX=45 THEN a$="Up"

700 IF pX=4Z AND si=! THEN a$=a$
+* West" ELSE IF pi=35 OR p¥=43
THEN a$=a$+",Down"

210 IF a%="" THEN a%="1 know not
where!"

920 PRINT a%:PEN 1:PRINT

930 IF se=1 THEN FRINT"The sailn
r is following me!":PRINT

940 e=0:FOR x=1 70 39

930 pp¥=0:1F b¥{x)=pl THEN ppl=!
960 IF ppi=1 THEN 980

970, NEXT:G0TD 1000

980 IF e=0 THEN PRINT"Things I c

an see :-":PEN 2

990 PRINT g$(x):e=1:60TD 970

1000 PEN 1:PRINT:PRINT"What shou:

1d I do now ";:PEN 2:INPUT 2%
1010 z$=LOWERS (28):bS$=LEFTS (28,2
Jec$=LEFTS (28,7} :d$=LEF TS (2%,4)
1020 CLS:IF (b$="n" OR d$="go n®
) AND skiph,1)30 THEN pX=siipl,!
Y:PRINT®0.K." ELSE IF b$="n" THE
N PRINT"Sorry!"

1030 IF (b%$="c" OR d¥="gc s") AN
D s%(pX,2) 30 THEN pX=siipX,2):PR
INT"D,K." ELSE IF h$="c" THEN PR
INT"Sorry!®

1080 IF (b%="e" DR d$="go e") AN
D siipk,2)»0 THEN pi=siip%,T):PR
INT"0.K." ELSE IF h§="e" THEN PR
INT*Sorry!®

1050 TF (h$="w" OR d$="go w") AN
D sX(p%,4) >0 THEN pX=s¥iip¥,4):PR
INT®D.K." ELSE IF b$="w" THEN F
INT"Sorry!® -

1080 IF b%="pi" OF h$="+$u" THEN

PEINT )%

1070 IF c%="out™ OR c$="go o® TH
EN EOSUR 1840

1080 IF c¥="iny" THEN GOSUB {750
ELSE IF c%="bca" OR d$="go b" O
R c$="emb" THEN GOSUR 2750

1090 IF c¥="eat™ OR c$="dri" TH
EN PRINT"Not judt yet!"

1100 IF c$="scc" THEN PRINT"This
is no game you know!®

1110 IF c%="pra" THEN GOSUB 1790
1120 IF c$="in" R d%¥="go i" THE

ANSTRAD

N GOSUR 1890

1130 IF c$="dro" DR c$="lga" OR

c$="rut" THEN GOSUB 1980

1140 IF c$="get" OR c$="tak" R
c%="gra" THEN GOSUB 1370

1150 IF c$%="wea" THEN GOSUB 2110
ELSE IF c$="giv" THEN EOSUB 217
0

1160 IF c$="sit" THEN GOSUB 2450
ELSE IF c$%="wai® THEN BOSUB 253
0

1170 IF c$="rea” THEN GOSUB 2570
ELSE IF c$="=zay" OR c%="spe" TH
EN S0SUB 2610

1180 IF £$="jum" THEN GOSLB 2670
ELSE IF c#="dow" OR d$="go d" T

HEN GOSUR 2690 ELSE IF c$="cli“

THEN GOSUB 2710

1190 IF c$="tie" OR c¥="fas" THE

N GOSUR 273

1200 IF c$="kno" THEN &OSUE 2790
ELSE IF c$="thr™ THEN GOSUB 289
0

1210 1F c%="up" OR 4%="go u" THE

N BOSUB 2940 ELSE IF c¥="swi" TH

EN GOSUB 3010

1220 IF c$="unl" THEN GOSUB 2970
ELSE IF c$="hel™ THEN PRINT"I’s
sorry [ haven’t a clue!"®

1230 IF c%="qui" THEN e$="You qu
it, what a coward'":BOSUB 1940
1240 IF c$="pul™ THEM GOSUB 2140
1230 WEND

1260 CLS:LOCATE 10,2:PEN J:PRINT
"“Well Done":PEN L:PRINT:P

RINT"You have boarded ship and s
ailed amay to freedom!":END
1270 DATA a stout rope,i,rope,a
tlowering shrub,2,shrub,a seall
lizard,3,lizard

1280 DATA a few toadstools,!l,to
adstools,a book of =pells,7, hook
1290 DATA a magil carpet,14,carp
et,a golden lasp,B,lamp

1300 DATA a new brooe,1%,brooe,
can of oil,19,0il,a golden key,
10, key

1310 DATA an old sailor,55,sailo

r,a pipe full of tobacco,53,pipe
sa large sail,40,sail,a cobweb,4
b.cobweb

1320 DATA a dangerous pythan, 45,

python,a little bird in a cage,4

2,bird,a pair of rubber gloves,?

B,gloves,a large lever,30,lever
1330 DATA a silver coin,9,coin,a
large knocker,23,knocker,a box

of chocolates,25,chocolates
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- 1340 DATA a small tree,b,tree,a

silver chalice,3!,chalice,a stal
lholder,17,stallholder

1350 DATA a dead rat,49,rat,a cu
n of tea,44,tea,a piece of broke

n pottery,33,pottery

1360 DATA & sharp knife,20,knife
ya basket,18,basket,a pair of sh

oes,41,shoes

1370 GOSUB 16B0:REM check itea
1380 IF 1%{}1 THEN RETURN

1390 el=0:FOR x=1 TO 30

1400 IF bX{x)=pY AND nYir)=x THE
N el=]

1418 NEXT:IF eX=0 THEN PRINT"! d
on’t see it here!":RETURN

1420 IF r=1 THEN aa=t

1430 IF r=2 THEN ab=L

1840 IF r=3 THEN ac=!

1450 IF r=4 THEN ad=i

1460 IF r=3 THEN ae=!

1470 [F r=f THEN PRINT"It’'s too
heavy to 1ift!":RETURN

1480 IF r=7 THEN af=l

1490 IF r=B DR r=9 THEN PRINT"Th

e stall holder demands his money
'*:RETLRN

1300 IF r=10 THEN ag=1

1510 IF r=1! OR r=14 DR r=15 OR

r=18 OR r=20 OR r=22 QR r=24 THE

N PRINT"Don’t be ridiculous'":RE
TURN

1520 IF r=12 THEN zh={

1330 IF r=17 THEN ai=]

1340 IF r=16 AND sc<>l THEN PRIN
T"The cld lady won't let me take
her pet!":RETURN

1530 IF r=1& THEN aj=1

13860 IF r=17 THEN ak=!

L2370 IF r=1% THEN aa=|

1380 IF r=21 THEN an=1

1590 IF r=22 THEN ap=l

1600 IF r=25 THEN PRINT®Not like
Ly!"sRETURN

1619 IF r=24 THEN ap=] ELBE IF r
=29 THEN as=! ELSE IF r=30 THEN
at=1

1620 IF r=27 THEN e%="1 rit my »
rists on the pocttery and kleedto
death.....Raaaaggagghhhhhhh! "
GCSUR 1940

1630 IF r=28 THEN ar=|

1640 eX=0:FOR x=1 TC 4:IF v§ix)=
°% THEN v$ix)=g$(nlir}):af=11y=f
1650 NEXT:IF e¥=0 THEN FRINT'Sor
ry. My hands are full!":RETLEN
15660 b¥{n¥ir) =0

1670 RETURN




1680 1%="":FOR h=1 10 FEHJESF

.....

'ELEHTitzi,LEleiﬁ r\ h ﬂﬂﬂ
1700 NEXT:r=0
1710 IF LEN(1$1{2 THEN RETURN
1720 FOR x=1 TO 30:IF LEFT${nS(x
) LEN{1$})=1¢% THEN l¥i=lir=
1730 NEXT
1740 RETURN
1750 2Y%=0:PEN 1:PRINT"I aa carry
ing :=":PEN 2:FOR x=1 TQ 4:1F v§
{x)€>"" THEN PRINT w$ix):el=!
1760 NEXT
{770 IF e¥=0 THEN PRINT"Not a th
ing!"
1780 PEN !:RETURN
179G PEN 2:PRINT"D.K.
1 10 1ﬁﬂD NEXT x
1800 IF pX{>3! THEN RETURN
1B10 IF sa=0 THEN FRINT"The door
apeng!!!!"iga=1:g8 {21)=LEFTS (g}
{31), 18} :RETURN
1820 PRINT™R eagic carpet appear
5 and carries ae  away. [t stop
e an the steps of the nalac
et
1830 p%=23:PEN 3:PRINT"The carpe
t flies off.":RETURN
1840 IF p%=8 THEN pX=7:PRINT y%:
RETLURN
1850 IF n%=41 THEN pY%=40:FRINT y
$:RETURN
1860 IF pZ{>31 THEN PRINT"Don’t
be stupid!":RETURN
1870 IF sa=0 THEM PRINT"The door
is locked'":RETURN
1880 pX=J0:PRINT y$:RETURN
1890 IF p¥=7 THEN PRINT y%:pi=8B:
RETURN
1900 IF piX=40 THEN PRINT y$:pi=4
1:EETURN
1910 IF p%=29 THEN PRINT y$:pi=3
T:PRINT*The door closes behind &
e!":RETURN
1920 IF pi%=2t THEN PRINT'The gat
es are locked and the peasants
are throwing eggs at me froe ab
ave'":RETURN
1930 IF pX<{>30 THEN PRINT"Not he
re'":RETURN
1940 IF sb<;1 THEN PRINT"The doo
r's locked'":RETURN
1950 pi=31:PRINT y$:RETURN
19450 PRINT e$:LOCATE 1,20:PRINT®
Would you like o play again <Y/
Ny ?*
1970 a$=INKEY$:a$=LOWERS (a%):1F
a$="y" THEN RUN ELSE IF a%="n" 1
HEN END ELSE 1970
{980 GOSUB 1480:IF 1%<>1 THEN PR
INT"I’a not carrying a “3;19:RET
LURN

.. :FOR x=

1990 ei=0:FOF 4=1 T0 4

2000 IF v$(di=g8{nl(r)) THEN v$(

d1="":p%=1

2010 MNEXT:IF 2%=0 THEN PRINT"I’n
not carrying it!":RETURN

2020 bX(n%ir))=nd

2070 IF r=] THEN aa=0 EL

2 THEN ab=0 ELSE IF r=3

0 ELSE IF r=4& THEN ad=0

2040 IF r=5 THEN ae=0 ELSE IF r=

7 THEK af=0 ELSE IF r=10 THEN ag
=0 ELSE IF r=12 THEN ah=

2050 IF r=137 THEN ai=0 E'SE IF r

=14 THEN aj=0 ELSE IF r=17 THEN
ak=0:5d=0

2060 IF r=19 THEN am=0 ELSE IF r

=21 THEN an=0 ELSE IF r=27 THEM

EIF
HEN ac=

ag=0

2070 IF r=21 BND p%=49 4ND <

THEN sk=1:PRINT"The dog grahs a

cougle of chocalates andruns aaa

y!"rehi49,1)=48

EGEG IF r=2b THEN ap={ ELSE TF r

=28 THEN ar=0

2090 IF r=29 THEN a2s=0 ELSE IF -

=30 THEN at={

2100 RETURM

2110 IF ak{>! THEN PRINT"! have

nothing to wear™:RETURN

2120 GOSUB 1680:1F r(>17 THEN PR

INT"I can’t wear that!'":RETURN

2130 PRINT"D.K...[ wear the glov

ec' "sed=1:RETURN

2180 IF p%{>30 THEN PRINT"I can’

t pull anything here!*:RETURN
2150 IF sd{>! THEN e$="0.K....A

balt of electricity hits se. 1
am dead ' 11U GOSHE 1940

2140 PRINT"The door opens...":sh
=1:RETURN

2170 GOSUB 1&BO

2180 IF r=2& THEN EBOSUB 2220:RET
URN

2190 IF r=12 THEN EOSUR 2290:RET
URN

2200 IF r=5 THEN GOSUR 2380:RETU
RN

2210 PRINT"I don’t see auch poin
t in doing that'":RETURN

2220 IF pY{>42 THEN PRINT"Daon’t
be silly!"sRETURN

2230 IF ap{! THEN PRINT"I haven
*t gaot it!'":RETURN

2240 FRINT"The old lady sailes a

t e and says *Thank you. Y

ou can borrow my little bird

it you promise to return it, It
will come in useful!!”

2250 FOR x= 1 TD &

2260 IF v$(x)=g8426) THEN v$(x)=

2
E B
2270 NEXT R 2
2280 sc=1:RETURN (of
2290 IF pX4>55 THEN PRINT"There .o
isn’t much point in deing that!® rd
sRETURN } ba
2300 IF ah=0 THEN PRINT"I don’t -
have the pipe!":RETURN F B
2310 ah=0:PRINT"The sailor thank | he
g pe and says to ae *1’1] ca
me with you and show you how to 28
escape froe here.":se=l 23
7320 FOR x=1 7O 4:1F v$(x)=g8(12 ot
} THEN véix)="" R I3
2330 NEXT "3l
2340 RETURN ne
2350 IF pX{»36 THEN PRINT®I can’ RA
t do that here'":RETURN 23
2350 IF se(i THEN PRINT"A deck h N!
and comes to the side and throws B
ae off!":RETURN 26(
2370 pi=57:PRINT y$:RETURN 261
2380 IF pX{B THEN PRINT"I see n 2h:
o point in giving that away here INF
1%y RETURN 24
2390 IF ae{}! THEN PRINT"I am no g h
t carrying it!":RETURN 264
2400 PRINT"The wizard takes it ¢ NF
rom me and seiles, saying ’*Thank 265
5 for this just wait a momen gl
t whilst I look up some useful nce
spells for you." 264
2410 FOR x=1 TO 2000:NEXT 267
2420 PRINT"'Here it is’, he says bri
. Bakp sure you are carrying som 268
e tpadstools and a small liza "sRl
rd or it won’t work'® 26%
2430 FOR x=1 TO 4:1F v${x)=g%{3) 1 SR
THEN v§(x)="" 1:PF
2440 NEXT 270
2430 PRINT"Sit on the carpet and Lt
say "TIVINICA®*:sf=1:RETURN 27140
2460 IF pX{>14 THEN PRINT"I can’ k my
t see much peint in deing that 2720
here! ":RETURN vk
2470 IF s¢=0 THEM PRINT*I haven’ h th
t got the spell #rom the wizard soft
yet!":RETURN 2730
2480 PRINT®0.K. I sit on the car "y RE
pet, ":PEN 2:PRINT"What sheuld I 7780
say now "3:INPUT z§ not!
2490 24=LOMERS{z%):IF LEFT§(z%,3 N
J{}*tiyin® THEN o%="The dust risg 2750
g5 fron the carpet AND chok o the
es ne T0 death. 8 voice saye 'Yo edge
4 ger it wreong!":BOSUD 1940 2780
2500 1F ad=0 [R ac=0 THEN PRINT® THE
The zpell doesn’t work without b 2770
pth of the thinges the wizard sp 5 tig
oke of '":BETLRN ver ¢
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2510 pl=13

2520 RETUPK

2220 PRINT y¥:*,.,":F0R =1 T2 2
D00 NEXT

2540 IF ph=5 THEN FRINT"The wiza
rd comes to get ee and takes me

back to his cottage.":p%=8:RETUR
N

2330 IF p¥=13 THEN pi=14:PRINT"T

he carpet lands and I get off it
It $lies away again."

2560 RETURN

25370 IF ae=0 THEN PRINT"I have n

cthing to read!":RETURN

2380 PRINT"The first page reads
"1PEN 2:PRINT"’At the cave of ru

nes say the magic word’ABRACADAR

H_nillﬂ

2590 PEN 1:PRINT"The rest of the
writing i5 in a strange languag
e and needs translating'”

2600 RETURN

2610 PRINT v$

2620 PRINT"What should I say "3:
INPUT 2%:2%=LOWERS (2%}

2630 IF p{>13 THEN PRINT"Nothin
g happens! ":RETURN :
2640 IF LEFT$(z%,5){}"dbrac" THE
N PRINT"Nothing happens!":RETURN
2630 PRINT®The cave door opens®:
sA(13,2}=14:08(12)="at the entra

nce to & strange cavern®

2660 RETURN

2670 IF pX<4 THEN e$="1 fall and
break my neck!®:G0SUR 1940

2680 PRINT"That wasn’t such use!
":RETURN

2690 IF p¥=35 THEN pl=45:PRINT v
$:RETURN ELSE IF pY=47 THEN pi=4
1:PRINT y$:RETURN

2700 IF pX>3 -THEN PRINT*not here
'*:RETURN

2710 IF sg=0 THEN PRINT"I’d brea
k my neck!":RETURN

2720 PRINT"I climb down the rope
, It breaks just before ! reac
h the ground, but I fall into
soft sand.":pi=4:RETURN

2730 IF aa=0 THEN PRINT™I can’t!
"1RETURN

2780 IF pX{>2 THEN FRINT"There’s
nothing ta fasten it to!'":RETUR
N

2750 sg=1:PRINT"] tie the rope t
c the rock and lower it over the
edge."

2760 FOR u=1 TO 4:1F v§ix)=gs(!l}
THEN-v$(x)=""

2770 NEXT:08(2)=n%(2}+" 8 rope i
5 tied to the rock and hangs o
ver the edge.”

2780 RETURN

2790 IF pX(>27 THEN PRINT"Not he
re!":RETURN

2800 IF sh0 THEN PRINT"I've alr
eady daone it'":RETURN

2810 PRINT"Kneck. Knock,®:SOUND
1,270,10,7:FOR ==1 TD 200:NEXT
:S0UND t,270,10,7

2820 FOR »=1 TO 1000:MEXT x:PRIN
T"1 hear soaebody coaing.®

28530 FOR x=1 TO 1000:NEXT ¥

2840 IF ap=0 THEN e$="The door 2
pens and a guard grabs me by th
e throat. ’Where’s the chalice ,
you little thief 7", he says a
s he stranglesme":G0OSUB 1940
2850 FOR »=1 TO 4:IF v8(x)=q8{23
) THEN w§(z}=""

2860 NWEXT:PRINT"The guard answer
§ the door and says ":FEN 2

2870 PRINT"Thank vou for reterni
ng the‘chalice. Do zome in."
2880 s7(23,4)=24:RETURN

2890 GOSUB 1480:IF r{:14 THEN PR
INT*I"e not throwing 2 "i1%:RETU
RN

2900 IF pX<>45 THEN PRINT"I'm no
t throwing the poor little bird

here!":RETLURN

2910 PRINT"The bird ¢lies at the
python and drives it amay, [t t
hen flies off to the cld lady,
":g8(13)="": ‘

2920 q$(4C)=LEFTS{q${45],17):5i=
1

2970 =% (45,4} =4£:RETURN

2980 IF gl=41 THEN pi=47:FRINT y
$:RETURN ELSE IF pi=45 THEN pi=3
SsPRINT y$:RETURN

2950 IF pl=4 THEN FRINT"The rope
's broken!":RETURN

2950 PRINT"I can’t do that here!
"tRETURN

2970 IF ag{}1 THEN PRINT"I have

no key!":RETURN

2980 IF p%{>22 THEN PRINT"I ran’

t dc that here!®:RETURN

2990 FRINT"I unlock the gate and -
walk out. The villagers clo

se and holt it.hehind me"

J000 pX=2b:RETURN

3010 IF p¥=30 THEN p¥%=SL:PRINT v

$:RETURN

3020 IF p¥%=31 THEN pX=50:PRINT v

$:RETURN

J030 PRINT"Don’t be ridiculous!®

+RETURN
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David Muir

Welcome to Arnold's
ambling saloon and &
riendly game of Pontoon.

The computer is the dealer

and banker. You have 100
pounds to gamble. Arnold
is not very rich so you only
have to increase this to 500
pounds to break the bank.
But it will not be easy
because Arnold plays a
cunning game of Pontoon.

The game 18 menu
driven. First the cards are

shuffled and they are only
shuffled again if somebody
gets a pontoon. Used cards
are placed back under the
pack. This allows good pon-
toon players to remember
what cards are likely to
turn up next.

Fach round, you are
dealt a card and you bet on
it. Then you can stick, twist
or buy. You cannot stick on
less than 16. Aces can be
called 11 or 1. If you go
over 21, you bust and the
banker wins. You cannot
buy a card for more than
vour initial stake or
minimum subsequent bet.
If you twist, you don't pay
but you cannot buy subse-
gquent cards.

Arnold recognizes five
card tricks and true pon-
toons (an ace and a picture
card). But he does not allow
the splitting of a pair of
aces in a hand. (That would
be wery difficult to pro-
gram). Arncld does not
cheat! He knows if you
have a 5 card hand and will
try for 5 himself, otherwise
his playing technique has
nothing to do with the con-
tents of your hand.

If you and Arnold hold
hands of egqual value then
Arnold wins.

The program is written

ag a number of short
distinect routines headed by
REMarks to make it easier
to follow. Important
variable names are chosen

to be meaningful.

Memory locations 40000
to 400561 are used to store
the pack in the form of
numbers 1 to 5&. Each time
a card is drawn from loca-
tion 40000, the rest of the
numbers are all moved up
one location, Attheend of a
round, for the number of
cards used, the numbers
are POKEd to the bottom,
starting at 40051 and
working backwards.

The shuffling routine
generates 52 numbers aft
random, none of them
equal, in a short time. It
will work for any number
and could be useful in other
%)m ams — eg filling out a

potball coupons.

The program is made by
comprehensive error-
trapping and the need to
check for illegal bets and
moves by the player. Fl
are set and reset to chec
for such things as: Is it &
pontoon? Has the player
twisted? Is there a ten in
his/her hand? (if there is
its not a pontoon). Can the
player or computer stick?
Should the aces be called 11
or 19 Has the player or the
computer bust?

If readers enjoy the pro-
gram and are competent
programmers, they might
like to add subroutines W
improve the graphics on
the cards which have been
kept simple to save 00
much typing in.
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10 GOTO 50
20 REN wait for player input

30 PRINT #6,"PRESS ANY KEY"+CHR$
{7) 3 :WHILE INKEY$="":WEND:CLS #b
1RETURN :

40 REM set up

20 GOSUB 1110

60 MEMDRY 40000:INK 0,18:INK 1,2
4:INK 2,6:INK 3,1:MODE 1:BORDER
13

10 back$=" "+STRINGS (3,187)+" *;
nuae$="AZI455789TI0K" :DIN card(!
01 ,posi (10,2) ,nuaber (10}

80 DATA 2,12,2,2,8,12,8,2,14,12,
20,12,26,12,14,2,20,2,24,2

90 RESTORE 80:FOR i=! TO 10:READ
posi{i,l},posi(i,2) :NEXT:maney=
100

100 WINDOW %2,32,38,4,4:PAPER 42
yL1:PEN #2,6:WINDON 43,2,22,24,24
:PAPER #3,1:PEN 43,6:WINDOW 84,3
2,38,8,8:PAPER #4,1:PEN #4,4:WIN

DOW ¥5,32,38,12,12:PAPER 45,1:PF
N #5,6:WINDOW #6,24,38,24,24:PAP

ER 86,1:PEN 86,4

110 REM shuffle

120 CLS:PEN 3:PRINT “SHUFFLING D

ECK":DIM pack{51):n=1:RANDOMIZE

TIME

130 num=INT (RND#52)

140 IF pack{nua}<>0 THEN nus=nus

+1+32%{nun=51):60TD 140

130 packinuml=n:n=n+1:1F n{53 TH

EN 130

160 n=40000:FOR i=0 TO 51:POKE n

+i,pack{i) sNEXT:ERASE pack:CLS:P

RINT "PACK SHUFFLED":GOSUB 30
170 REM new deal

180 IF money=0 THEN lost=-1:60T0
1000

190 IF money’>=300 THEN won=-1:60
10 1000

200 CLS:LOCATE 32,2:PRINT "MONEY
“:CLS #2:PRINT #2,money;:LOCATE
32,6:PRINT “"STAKE":CLS #4:PRINT

M ,0; :LOCATE 32,10:PRINT "MAXINU

W*:CLS #5:PRINT #3,"ANY";:CLS #&
210 FOR i=1 TO 10:card(i)=0:nuab
er{i}=0:NEXT:ace=0:pontoon=0:twl
=0:fivec=0istick=-1:bust=0:ten=0
220 REM play

ANSTRAD

230 FOR n=1 TO 4:605UB 470
240 WINDOW 41,posi(n,l),posi (n,!
) +4,posi (n,2) ,posi in,2) +B: PAPER
#,1:CL5 ¢
230 IF n=2 OR n=4 THEN PEN #1,3:
PRINT #1,5PACE$(S);back$;backs;b
ack$jback$;backs;backs;backs;
260 IF n=1 THEN GOSUB 790:G0SUB
B30
270 1IF n=3 THEN GOSUB 790:G605UB
690
280 IF n=3 THEN IF ten=0 THEN IF
nuaber {1} +nuaber (3)=21 THEN pon
toon=-1
290 1IF n=3 THEN IF number(1)+nus
ber (3)=21 THEN twi=-1
300 NEXT:n=4:IF tw! OR pontoon T
HEN 370 ELSE flag=-1
510 BOSUB B70:1F NDT flag THEN 3
70 ELSE n=n+1:605UB &470:WINDOM #
l,posiin,1),posiin,1)+4,posiin,2
) yposi (n,2)+B:PAPER #1,1:CLS #1:
6OSUB 790:60SUB &90:1F bust THEN
340 ELSE IF n=7 THEN fivec=-1:f
lag=0
320 6OTO 310
330 REM player bust
340 CLS #3:PRINT 43,"BUSTED'":860
SUB 30
330 FOR i=1 TD n:POKE 40052-i,ca
rdli}:NEXT:6070 180
360 REM computer play
370 bust=0:ten=0:ace=0:FOR n=2 T
0 4 STEP 2:WINDOW #1,posi(n,1),p
osif{n,1)+4,posiin,2) ,posi(n,2)+8
:PAPER #1,1:CLS #1:60SUB 790
380 IF n=4 THEN IF ten=0 THEN IF
number (2) +nuaber (4)=21 THEN cpo
nt=-1
J90 HEXT
400 TF cpont THEN 570
410 IF NOT fivec THEN IF nusber!
2) tnumber (4) >15+INT(RND#3) THEN
IF number (2) +number (4){22 THEN 6
OSUB 480:60T0 570
410 n=7
430 CLS ¥3:PRINT #3,"DEALER TAKE
5 ONE MORE";:60SUB J0:CLS #3:n=n
+1:60SUB 470:WINDOW #1,posi (n, 1)
yposi (n, 1) +4,posi (n,2) ,posi (n,2)

+8:PAPER #1,1:CLS #1:605UB 790:6
0SuB 480

440 IF bust THEN 1050 ELSE IF n=
10 THEN cfivec=-1:80T0 570

430 IF NOT fivec THEM IF ctotal}
1a+INT{RND#3) THEN 570

440 BOTD 430

470 REM check if computer bust
480 ctotal=0:ace=0

490 FOR 1=2 T0 10:1F i=3 OR i=5
OR i=6 OR i=7 THEN 520

300 IF nuaber(i)=11 THEN ace=ace

+]

210 ctotal=ctotal+number (i)

920 NEXT:check=ace

930 IF ctotal{22 THEN RETURN

340 IF check=0 THEN bust=-1:RETU

RN

gul ctotal=ctotal-10:check=check

-1:6070 330

340 REM who's won?

570 CLS ¥3:PRINT #3, "DEALER 5TI
CKS":BOSUB 30:win=0

380 IF cpont THEN shuffle=-l:cpo

nt=(n60TO 630

590 IF pontoon THEN shuffle=-l:p
ontoon=0:double=-1:CLS #3:PRINT
#3,"PONTOON PAYS DOUBLE"™;:GOSUB
30:60T0 &30

600 IF cfivec THEN cfivec=0:560T0
&30

510 IF fivec THEN fivec=0:double
=-1:CLS ¥3:PRINT #3,"FIVE CARD P
AYS DOUBLE";:605UB 30:607T0 630
620 IF ctotal{ptotal THEN win=-1
630 IF double=-1 THEN double=0:m
oney=soney+stake#3:60T0 1080
540 IF win=-1 THEN win=0:CLS 43:

PRINT #3,"YOU WIN";:BOSUB 30:mon
ey=aoney+stake#2:60T0 1080

630 CLS ¥3:PRINT #3,"YOU LOSE®;:
GOSUB 30:60T0 1080

660 REM take a card and move res
t of pack up

670 card{n)=PEEK{40000):FOR i=40
000 T0 40050:POKE i,PEEK(i+1):NE
KT:RETURN

680 REM check if player bust or
can stick




690 ptotal=0:ace=0:stick=-1

700 FOR i=1 T0 10

710 IF number (1)=11 THEN ace=ace

t1

720 ptotal=ptotal+nuaber{i)

730 MEXT:check=ace

740 IF ptotal<1é THEN RETURN

750 1F ptotal{22 THEN stick=0:RE

TURN

760 1F EhEtk-ﬂ THEN bust=-1:RETU

RN

770 ptntal=ptntal-lﬂ::hEth;the:k
-1:6070 740

780 REM print card

790 suit=INT ({cardin)-1) /13):PEN
#1, (3+(suit=1 OR suit=2}):nue=c
ard(n)-13#suit:PRINT #1,H1D%{nua
e$,nua, 1) :PRINT #1, CHRS$ (226+5uit
) s LOCATE #1,3, E*FRIHT #1,CHR$122
ﬁ+5u1t1;-LDEHTE §,5, FHIHT §,
MID$ (nuse$,num,ll;

800 1F n¢5 THEN IF nua=10 THEN t
en=-1

B10 nuaber (n)=nuat (nua-10) ¥ (nua?

"10)-10#{nua=1) :RETURN

820 REM starting stake

830 CLS #3:PRINT 43, "INPUT STAK
E*+CHR$LT) 5

BAD INPUT #3,0q8:k=0:FOR i=1 TO L
EN(q$): IF MID$(g#,i,1)3"9" OR Ml
Dé{q¥,i,11¢<"0" THEN k=-1

850 NEXT:IF k=-1 THEN 830 ELSE q
=VAL (q$): IF grmoney THEN B30 ELS
E IF g=0 THEN 830 ELSE start=q:s
take=q:CLS #4:PRINT #4,start;iac
ney=money-start:CLS #2:PRINT %2,
soney;:CLS #3:CLS #5:PRINT 45,st
art:RETURN

B40 REM player twist buy or stic

k?

870 1F n=7 THEN flag=0:RETURN

Ba0 CLS ¥3:PRINT #3, "BUY,TWIST

or STICK?"+CHR$(T);

890 g¥=INKEY$:1F UPPERS${gqs)="T"

THEN 950 ELSE IF UPPER$(g#)="3"

THEN 970 ELSE IF UPPER%{g#)(>"B"
THEN 890

900 REM player buy

910 CLS #3:PRINT #3, "HOW MUCH?"
+CHR$4715: INPUT #3,q%:k=0:FOR 1=
| 70 LEN{g$):IF MID$(q$,i,1)>"9"
OR MID$(g$,i,1)¢"0" THEN k=-

o=y

920 NEXT:IF k=-1 THEN 910 ELSE g
=VAL (g$]: IF g>money THEN 870 ELE
E IF gistart THEN 910 ELSE IF g=
0 THEN 8B0 ELSE money=money-g:ist
ake=stake+g:CLS #4:PRINT 84, stak
e;:CLS #2:PRINT #2,money;:CLS 43
: IF gistart THEN start=q

930 flag=-1:CLS #3:PRINT #3,star

t:RETURN

940 REM player twists

930 start=0:CLS #5:PRINT #3,star
t:+lag=-1:RETURN

950 REM player sticks

970 IF stick THEN 870

280 flag=0:RETURN

990 REM end of game

1000 CLS:IF won THEN PRINT "CONG

RATULATIONS®:PRINT:PRINT "YOU HA

VE BROKEN THE BANK!'"

1010 IF lost THEN PRINT “COMMISE

RATIDONS":PRINT:PRINT "YOU'VE BEE

N TAKEN TO THE CLEAMERS'"

1020 PRINT:PRINT " ANDTHER 607
{Y OR N)*+CHR$(7]

1030 q$=UPPER$ (INKEY$):IF gé="N"
THEN END ELSE IF g#="Y" THEN RU

N ELSE 1030

1040 REM computer busts

1050 CLS #3:PRINT #3, "DEALER BU

STS!":60SUB 30

1060 IF pontoon THEN 590 ELSE IF
fivec THEN 4l0

1070 money=money+stake#l

1080 n=0:FOR i=1 TO 10:[F card{i
)40 THEN POKE 40051-n,card{il:n
=n+l

1090 MEXT:1F NOT shuffle THEN 1B

0 ELSE shuffle=0:CLS #3:PRINT #3
. "DEALER SHUFFLES DECK":BOSUB 30
6070 120

1100 REM titles

1110 MODE 1:INK 0,1:INK 1,24:INK
2,6:BORDER 1:WINDON #1,6,35,2,8
:PAPER #1,1:PEN #1,2:CLS A1:FRIN
TH

1120 PRINT #1,* "+5TRING$(3,143)
+CHR$(215) " "+CHR$ (214) +CHRS (14
T)+CHR$ (2150 +° “+CHR$ (215)+" "+
HR$(143)+" "+STRING$(3,143)¢" "+
CHR$(214) +CHRS {143) +CHRE(215) +*
"“+CHRS (214) +CHR¥ { 143) +CHR$(213) +
* “5CHR$(215)4* *+CHRS(143)

1130 PRINT #1,* "+CHR${143)+" °
+CHRS (143)+" "+CHR$(14314" "+CHR
§(143)+" "+CHR$(143) +CHR¥ (2131 +C
HR$ (14314" "+CHR§(143)+%  "+LHR
$1143)+" "4+CHR$(1431+" "+CHRE (14
314" “+CHRS (143} +* "+CHA$ (143140

ANSTRAD

HR$ {215) +CHRS (143)
{140 PRINT #1," "+STRING$13,143)
(CHR$(212)+* “+CHRS (1AZ)+* *+CHR
$(143)4" "+STRINGS(3,143)4" *+C
HR$ (1431 4" “+CHR$ (143)+" "+CHRS
(143)4" *+CHRS (143)4" *CHRS (143
}+* “+STRINGS(3,143)
1150 PRINT #1,* "+CHRS (143)+"
"SCHRS (1431+° "+CHRE (143) 4% *+C
HR$ (143) +CHRS (213) +CHRS (143) +*
“+sCHRS (143)4*  “+CHR(143)4" 4O
HR$(143) 4" "+CHRS(143)4" "+CHR$(
143)+* “+CHRS$ {143 ) +CHRS (213) +CHR

$(143)
{160 PRINT #1," "+CHRS$ (143)+"

"+CHR$ (2131 +CHR$ {143) +CHR$(212)
+* "+[CHR§ (1431 +" "+CHR$(213) +"
"+CHRY (143)+" "+CHR$ (2131 +CHRS(
143)+CHRS (2120 +* "+CHR$(213) +CHR
${1431+CHR$ (212} +" “+CHR$(143)+"

"+CHR$(213)

1170 PEN 1:PAPER 0:LOCATE 10,20:
PRINT "INSTRUCTIONS 7 ({Y/N)*+CH
RE(T

1180 q$=UPPERS (INKEY$):IF g#="N"

THEN RETURN ELSE 1F q#(>"Y" THE
N 1180
1190 REM instructions

1200 CLS:PRINT "This is a sisula
tion of pontoon in whichthe coep
uter is the banker and dealer.®
1210 PRINT:PRINT *You've 100 pob
nds to start and must get300 to

beat the cosputer. Lose all yo
ursoney and you lose the game.®

1220 PRINT:PRINT "The program fo
11ows usual pontoon rules,incliud
ing ‘pontoons and five card trick
s,which pay double, but aces are

not splitand you never get to t
ake over the bank.";

1230 PRINT:PRINT "You can't stic
k under 14 and you bust ifyou go

over 2. You cannot buy for mo
rethan your initial stake or pre

vious buy.lf egual value hands a
re held by you andthe banker, th
en the banker wins.”

1240 PRINT:PRINT "The program do
esn’'t allow you to make anillega
1 bet or move.”

1250 PRINT:PRINT "Discard cards

are placed under the pack,which
is only shutfled after pontoons.

1260 PRINT:PRINT *(PRESS ANY KEY

T0 START)"+CHR$(7)

1270 WHILE INKEY$="":WEND:RETURN

OO
81|
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TLE

UIN GARARCINER

To Move

If the spot on the dice ends
ug black then you will be
able to move. If it ends up
green then you will have to
miss a go and the next

player goes.
he controls are:
Q—TUP
L — DOWN
P — RIGHT
I. b ur!.

When placing the fuel
base and the ammunition
base ete, use M to position,

When moving use the M
key to change tank.

hen choosing tank use
the 1 key to change tank
and the O (zero) key.

Stop the flashing, then
¥you may move.

1 REM
FHEEREREER A EEEE

2 REM # TANK BATTLE #
3 REM # BY t

4 REM #KEVIN GARDINER#
S REM #¥sesssseeaisses

19 PRINT AT 21,18; INK 7; BRIGHT 1j°"FLEA

SE WAIT®
20 60 SUB 720@: 60 SUB 9508

38 PRINT AT 21,5; INK 7; BRIGHT 1;°PRESS

ANY KEY TD START®
48 PAUSE @
38 60 5SUB 8aed

&8 PRINT AT 1,22; INK 7; BRIGHT 1;"PLAVE

R ONE": LET pl=l

78 PRINT AT 2,22; INK 2; PAPER 4; BRIGHT
li'“;ﬁ]‘ 2‘2?;1_-'

B8 GO SUb B5ee: 60 SUb oeee
78 60 SUB B53@: 60 SUB BR2A

188 FOR n=1 TO 4: GO SUP 8548: 60 SUB 882

B: MEXT n

118 PRINT AT 1,223 INK 73 BRIGHT 1;°PLAVE

R TWO": LET pl=2

128 FOR £=B TO 31: READ a: POKE USR "g"+f

,a: NEXT f
13@ 60 SUB 85@@: 60 SUB ooem
148 GO SUP B53@: 60 SUB 9az@

158 FOR n=1 TO 4: G0 SUB B56@: GO SUB BR2

B: NEXT n

L6B PRINT AT 4,23;" "iAT 5,24;"

178 FOR n=8 TO 93: READ a: POKE USR "e"+n

yad MEXT n

1BB RESTORE 9178: FOR n=B T0 31: READ a:

IMEBER 1985

e
A
CIRE
| &
B i 08 5
=
| B3
RN
o Tae )
S il L

=
<

To Fire

You may fire only when
your tank is a command
tank, You may fire up,
down, right and left. When
firing it will disregard your
oW tpiﬂﬂEE. The dice is roll-
ed, if it ends up black then
you are unable to fire. If it

ends up green then you can
fire. Press 1 to change tank.
Press O to stop flashing,

When all of the tanks of
one player have been
destroyed the game is over.
A screen will appear tellin
the players who won an
then details of the battle is
given.

POKE USR "g"+n,a: NEXT n

198 PRINT AT 1,22; INK 7; BRIGHT 13 "PLAYE
R ONE®: LET pl=t

2BB PRINT AT 4,23; INK 7; BRIGHT 1;"Posit
ion®;AT 5,25; "Tank®

21@ 60 SUB 7eee

228 PRINT AT 1,22; INK 7; BRIGHT 1;"PLAVE

R TWD*: LET pl=2
230 60 SUB 788 248 PRINT AT 1,22; INK 7;

BRIGHT 1;"DICE ROLL *;AT 2,22; INK 4; PAP

258 PRINT AT 4,23;" "IAT 3,24;"

268 PRINT AT B,22;" .

2b3 PRINT AT 21,5; INK 7; BRIGHT 1:"PLAYE

R ONE": LET pl=1
278 60 SUB &5B@

268 PRINT AT 8,22;" .
285 PRINT AT 21,5; INK 7; BRIGHT 1;"PLAYE

R THD": LET pl=2

298 60 SUB s5B@

388 60 TO 240

1808 GO SUB 1988
1818 PRINT AT 3,14; INK 7; BRIGHT 1:*THE®
1828 INK 6: BRIGHT 1

Mowve ~Fire




1038 PRINT AT 5,4;" HENSR.  off. SESNSE GSDGER BN (RSN

1035 PRINT AT 6,4; /0 5N B MR8 N W0 o R

(@40 PRIT AT 7,4; " NNS MEDWS WN 0N W S
1945 PRENT AT 8,4;°H IS B R R W W W

1858 PRINT AT 9,4;" G- N B N R

1955 PRINT AT 11,14; INK 7;°WAS®

1060 INK 2

1088 PRINT AT 13,5; " BNl

1898 PRINT AT 14,5;"§ I8

1188 PRINT AT 15,5; "I

1185 PRINT AT 16,5;"MR

1110 PRINT AT 17,5; " MM

1128 FOR t=1 TO 4@@: NEXT t

{130 60 TO 1500

1158 60 SUB 1980

{168 INK &: BRIGHT 1: PRINT AT 4,2;" wiife W
. TN ARG . RN

1178 PRINT AT 5,2;"HS W8 6 90 U 09 R e -

-

1175 PRINT AT 6,2;" WEVEDIRE W5  (EWREE GRREES i ]

B
(BB PRINT AT 7,2;"H 1 B M@ I W

i
1198 PRINT AT 8,2;"NE 'R EE N DRSNS RS Al o
{208 INK 2: PRINT AT 12,7;" R 05 B OSARAN .0 §R
T

1210 PRINT AT 13,7;"/0 0 O W2 OO I OO

{278 PRINT AT 14,7;°/0 IS S8 B0 9 (O SRR

123 PRINT AT 15,7; 56 fE BN AR 8 W'

1248 PRINT AT 16,7; "SR GNGEA 0N SE R

1258 FOR t=1 TO 4@@: MEIT t

1268 60 TO 1500

138@ 60 SUB 1908

1318 INK b: BRIGHT 1: PRINT AT 4,2;" ofille WM
o O MR . W

1328 PRINT AT 5,2;"WW Ui BB 0 MR B9 R 8 O U
i

1338 PRINT AT 6,2;" DRIGRAGR R0 PONDNETN PUESED MESSSES R
-

IS PRINT AT 7,2;"0 B M R P OE I W
L .}

1340 PRINT AT B,2;" NS  |ORESEUE B TS SSSUE FORUSNN 3 N
-

1358 INK 2: PRINT AT 12,7;" /0 M TS (SDERE 0. M

. '

1368 PRINT AT 13,7;"H8 ME PR W 00 66 "

1370 PRINT AT 14,7; 56 T 1R 00N UG O DEnE"

1380 PRINT AT 15,7;"/ /35 DR ME W W W'

{390 PRINT AT 14,7; " NSNS OMOOR (G0 6 GESR"

1480 FOR t=1 TO 49@: NEIT t

1410 G0 TO 1508

1508 CLS

1518 PRINT AT @,11; INK 7; BRIGHT 1;"INFOR
MATION®:AT 1,11; INK &; PAPER 7 * MG

1528 PRINT AT 2,B; INK 73 BRIGHT 1;"PLAYER

J0

EReBT Sy LU L ORER 3y e

1538 LET dt=0
1548 IF patl=8 THEN LET dt=dt+l
1541 IF pat2=@ THEN LET dt=dt+l
1542 IF pat3=B THEN LET dt=dt+l
1543 IF pat4=@ THEN LET dt=dt+l
1558 INK 7: BRIGHT 1: PRINT AT 5,2;"Tanks
Destroyed..ovsssannsa "yt
1555 LET dc=0
1568 IF paca=@ THEN LET dc=dctl
1561 IF pacb=@ THEN LET dc=dctl
1562 IF pacc=8 THEN LET dc=dc+l
1563 IF pacd=8 THEN LET dc=dc+l
1578 PRINT AT 9,2;"Cannons Destroyed......
wa v JOC
1588 IF paams=2 THEN PRINT AT 13,4;"Aasun
ition Base Destroyed®
1598 IF paass=4 THEN FPRINT AT 13,7;"Aamun
ition Base 0.K"
1488 IF pafuel=3 THEN PRINT AT 17,7;"Fuel
Base Destroyed”
1618 IF pafuel=b THEM PRINT AT 17,18;"Fue
1 Base 0.K"
1628 PRINT AT 21,4;"Press any Key To Conti
nue"
1638 PRUSE @
1648 CLS
1458 PRINT AT 8,113 INK 7; BRIGHT 1;"INFOR
MATION AT B 113 IO b PAEER 2 e —
iR e
1668 PRINT AT 2,@; INK 7; BRIGHT 1;"PLAYER
2AT 3.0 100 N PAPER e T
1678 LET dt=@
1571 IF pht1=@ THEN LET dt=dt+l
1672 IF pbt2=0 THEN LET dt=dt+l
1673 IF pbt3=8 THEN LET dt=dt+l
1674 IF pbt4=@ THEN LET dt=dt+l
1588 PRINT AT 5,2;"Tanks Destroyed........
wwie SOt
1698 LET dc=8@
1691 IF pbca=@ THEN LET dc=dctl
1692 IF pbch=B THEN LET dc=dctl
1493 IF pbcc=8 THEN LET dc=dc+l
1494 IF pbcd=8 THEN LET dc=dc+l
178@ PRINT AT 9,2;"Cannons Destroyed......
owun JHE
1718 IF pbame=2 THEN PRINT AT 13,4;"Aasun
ition Base Destroyed®
1728 IF pbama=4 THEN PRINT AT 13,7;"Asmun
ition Base 0.K*
{730 IF pbfuel=3 THEN PRINT AT 17,7;"Fuel
Base Destroyed®
1748 IF pbfuel=4 THEN PRINT AT 17,1B;"Fue
1 Base 0.K"
1758 PRINT AT 21,4;"Press any Key To Conti
nue"
1768 PAUSE @
1778 BORDER 1: PAPER 1: BRIGHT @: CLS
1788 PRINT AT 1@1; INK 7; BRIGHT 1;"Would
You Like To Play Again ?°
1799 PRINT AT 12,125 INK 7; BRIGHT 13"YES/
HO* :
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216
217
218
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220
2218
2228

2238
2231
2232
2233
2248
2250
2268

BRIGH
INT A
2278
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1888 IF INKEY$="y* THEN RESTORE : BORDER B i
SPECTRUN
1810 IF INKY$="n" THEN STOP ek

1828 60 TO 16@a@

el B EE:: ?ﬁ'n:¥3*ﬁfi £x)=122 THEN B0 TO 2410
1912 PRINT AT @,8; INK 4; BRIGHT 1;" S Yofr)=

—— . 2300 IF fy>=21 THEN PRINT AT 7,245 INK 7
1928 FOR n=1 TD 20 BRIGHT 1;'HEES":.FHRt=l T0 3@: NEXT t: PR
1938 PRINT AT n,B; INK &; BRIGHT 13"R@";AT INT AT 7,245 + RETURN
ny31; " 2318 60 T0 2280
1948 NEXT n 2320 LET #x=fx-2

1358 PRINT AT 21,8; INK 4; BRIGHT 1;" EESSmmsm

1968 RETURN

2808 IF pl=2 THEN G0 TD 2508

2818 PRINT AT 7,21; INK 7; BRIGHT {;*Choos
e Tank"

2020 LET tir=1: GO SUP @@

2838 IF pano}l® THEN G0 TO Za8@

2048 FRINT AT 7,213 INK 7; BRIGHT ;" 5o
rry ";AT 8,22;"You Can't®

2838 FOR t=1 TD 108: NEXT t

LE

2860 PRINT AT 7,24;" AT 8,22;" 2338 IF ATTR (fy,fx)=122 THEN 60 TO 2418
E 2340 IF fx{=B THEN PRINT AT 7,24; INK 7;

2078 RETURN BRIGHT 1;"MISS®: FOR t=1 T0 S8: NEXT t: PR

2880 LET up=8: LET down=8: LET right=B: LE INT AT 7,24;"  *: RETURN

T left=0: LET fy=jy: LET fx=jx £330 B0 T0 2328

2898 PRINT AT 7,21; INK 7; BRIGHT 13"  h 2368 LET fx=fx+2

E ich ;AT 8,22; "Direction® 2370 IF ATTR (fy,fx)=122 THEN GO TO 2419

2895 PRINT AT 18,22; INK 7; BRIGHT 1;"1..U 2380 IF £x)=21 THEN PRINT AT 7,24; INK 7;

p*;AT 11,22;"2..Down" ;AT 12,22;"3..Left";A BRIGHT 1;"MISS": FOR t=1 TO 58: NEXT t: P

T 13,22;"4..Right" RINT AT 7,24;"  *: RETURN

2100 IF INKEY$="1" THEN LET up=1: 6O T0 2 239 50 10 2360

150 2488 RETURN

2118 IF INKEY$="2" THEN LET down=1: 60 T0 2410 IF fy=pbcya AND fx=pbcxa THEN LET pb
2158 ; ca=@: 60 TD 2458

2128 IF INKEY$="3" THEN LET left=1: B0 10 2411 TF fy=pbcyb AND fx=pbcxb THEN LET pb
2158 ch=B: GO T0 2458

2138 IF INKEY$="4" THEN LET right=1: GO T 2812 IF fy=pbcyc AND fx=pbcxc THEM LET pb

cc=B: GO TO 2459
2813 IF fy=pbcyd AND fx=pbcxd THEN LET pb
ca=8: 60 TO 2458

0 2158
2148 60 TD 2108
2158 PRINT AT 7,24;" "$AT 8,20;"

AT 12,22;" “;AT 13,22;" - 1=8: 60 TO 2450

2168 FOR #=1 TO paamm 2415 IF fy=pbtb AND fx=pbtbh THEN LET pbt
2178 60 SUB 5880 2=0: G0 TO 2458

21BR IF win=1 THEN PRINT AT 7,24; INK 7: 2416 IF fy=pbtc AND fx=pbtcc THEN LET pbt
BRIBHT 1;"MISS®: FOR t=1 TD 50: NEXT t: PR 3=8: 60 TO 2450

INT AT 7,244 ° 2417 1F fy=pbtd AND fe=pbtdd THEN LET pbt
2199 IF win=8 THEN PRINT AT 7,25; INK 7; 4=B: 60 T0 2458

BRIGHT 1;°DK": G0 TO 2220 2418 IF fy=phamy AND tr=pbamx THEM LET pb
2788 NEXT ¢ : aan=2: GO TO 2458

2218 RETURN 2419 IF fy=pbfuy AND fx=pbfue THEN LET pb
2228 FOR g=1 TO 58: NEXT g: PRINT AT 7,24; fuel=3: 60 T0 2450

7 2428 RETURN

2238 IF up=1 THEN &0 TO 2248 2458 FRINT AT 7,24; INK 7; BRIGHT 1:"HIT'®
2231 IF down=1 THEN GO TO 2298 t FOR y=1 TO 188: NEXT y: FRINT AT 7,24;°

2032 IF left=1 THEN G0 TO 2329

2233 IF right=1 THEN 60 TO 2348

2248 LET fy=fy-2

2258 IF ATTR (fy,fx)=122 THEN GO TO 2418
2268 IF +y(=B THEN PRINT AT 7,24; INK 7
BRIGHT 1;"MISS": FOR t=1 TO 58: NEXT t: PR
I INT AT 7,243 *: RETURN

2278 G0 TO 2249

on
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2468 PRINT AT #y,fx; INK @; PAPER 7; BRIGH
TA"F 1At Syt bz T

7470 IF pbtl=@ AND pbt2=8 AND pbt3=R AND p
bt4=R THEN GO0 TD 130@

2488 RETURM

2518 PRINT AT 7,21 IMK 7; BRIGHT 1;"Choos
e Tank"

2528 LET fir=1: GO SUB o0@0

2538 IF pbnorl@ THEN 60 TO 2388

2548 PRINT AT 7,213 INK 7; BRIGHT 13" So
rry  ";AT 8,22;"You Can’t®

25508 FOR t=1 TO 1@@: NEXT t

2548 PRINT AT 7,24;" "1AT 8,22;"

2578 RETURN

2588 LET up=8: LET down=B: LET right=@: LE

T left=8: LET fy=jy: LET fx=jx

759@ PRINT AT 7,21; INK 7; BRIGHT 1;* Wh

ich ";AT 8,22;"Direction®

7595 PRINT AT 18,22; INK 7; BRIGHT 1;"1..U

p*;AT 11,22;"2..Down™ ;AT 12,22;"3..Left" ;A

T 13,22;"4. .Right"

2608 IF INKEY$="1" THEN

bae

2618 IF INKEY$="2" THEN

2650

2h2B IF INKEY$="3" THEN

2658

2638 IF INKEY$="4" THEN

0 2650

2648 G0 TO ZoBR

2650 PRINT AT 7,24;°
47 10,27;"  ":Al 11,2%;° .

AT 12,22;" ":AT 13,22;" :

2658 FOR =1 TD pbams

267@ 60 5UB 5889

2688 IF win=1 THEN PRINT AT 7,24; INK T3

BRIGHT 1;“MISS": FOR t=1 TO 5@: NEXT t: PR

INT AT 7,283%

269@ IF win=@ THEN PRINT AT 7,253; INK T3

BRIGHT 1;"0K": GO 10 27@8

2691 NEXT ¢

2695 RETURN

2708 FOR g=1 TO S@: MEXT g: PRINT AT 7,24

LET up=1: G0 TO 2
LET down=1: GO TO
LET left=1: G0 TO

LET right=1: GO T

“tAT 8,2%;"°

2781 IF up=1 THEN GO TO 2710

7702 IF down=1 THEN G0 T0 2758

2783 IF left=1 THEN GO TO 2798

2784 IF right=1 THEN 6O 70 2830

2718 LET fy=fy-2

2728 IF ATTR (fy,fx)=121 THEN GO TO 2880
2738 IF fyi=0 THEN PRINT AT 7,24; INK T;
BRIGHT 13"MISS™: FOR t=1 TD 58: NEXT t: PR
INT AT 7,24;"  ": RETURN
2740 60 TO 2718
2750 LET fy=fy+2

7768 IF ATTR (fyfx)=121 THEN GO TO 2B8@
2778 IF $y)=21 THEN PRINT AT 7,24; INK 7
BRIGHT 1;*MISS": FOR t=1 TO 5@: NEXT t: FR
INT AT 7,24;*  ": RETURN

2788 60 TD 2758

2790 LET fa=tx-2

2888 IF ATTR (fy,f2)=121 THEN G0 TO 2880
281@ IF #x<{=B THEN PRINT AT 7,24; INK T7;
BRIGHT 1;"WIS5": FOR t=1 TO 3@: NEXT t: FR
INT AT 7,24;"  “: RETURN

26828 &0 TO 2799

2830 LET fr=tu+l

7848 IF ATTR (fy,fx)=121 THEN GO 7O 2888
2850 IF fx>=21 THEN PRINT AT 7,24; INK ;
BRIGHT 13°WI1S5*: FOR t=1 TD 5@: NEXT t: PR
INT AT 7,24;  ": RETURN

28608 60 TO 2838

2878 RETURN

2888 IF fy=pacya AND fx=pacxa THEN LET pa
ca=0: G0 TO 2958

7881 IF fy=pacyb AND fy=pacxh THEN LET pa
ch=@: 60 TO 2938

7882 IF fy=pacyc AND fx=pacxc THEN LET pa
cc=8: 60 TD 2958

2883 IF fy=pacyd AND fx=pacxd THEN LET pa
cd=8: G0 TO 2958

7884 IF fy=pata AND fa=pataa THEN LET pat
i1=8: G0 TO 2938

2885 IF fy=patb AND fx=patbb THEN LET pat
2=Q: 60 TO 2958

2886 IF fy=patc AND fx=patcc THEN LET pat
3=8: G0 TO 2952

2887 IF fy=patd AND fx=patdd THEN LET pat
4=@: 60 TO 2950

7888 IF fy=paamy AND fx=paamx THEN LET pa
aan=2: 60 T0 2958

2889 IF fy=pafuy AND fx=pafux THEN LET pa
fuel=3: 60 TO 2958

2898 RETURN

2958 PRINT AT 7,24; INK 7; BRIGHT 1;"HIT!®
: FOR y=1 TO 1@@: MEXT y: PRINT AT 7,28;°

2948 PRINT AT #y,fz; INK B; PAPER 7; BRIGH
T 13T T3AT fyel, fe3"L T

2978 IF patl=@ AND pat2=8 AND pat3=R AND p
at4=B THEN GD TO 1150

298@ RETURN

J00@ FOR c=1 TO 4

3010 IF paca=R THEN 60 TO 3@

3828 IF jy=pacya AND jx=pacxa-2 THEN
can=1: 60 SUB 58@@: 60 TO 3210

3838 IF jy=pacya AND jx=pacwa+d THEN
can=1: 60 SUB 588@: GO TO 3218

3848 IF jy=pacya-2 AND jx=pacxa THEN
can=1: G0 SUB 58@@: G0 TO 321@

3858 IF jy=pacya+2 AND jx=pacxa THEN
can=1: 60 SUB 588@: GO TO 3218

3868 IF pach=R THEN GO TD 311Q

1878 IF jy=pacyb+2 AND jx=paczb THEN
can=2: G0 SUB 58@@: 60 TO 321@

3888 IF jy=pacyb-2 AND jx=pacxb THEN
can=2: GO SUB S8@@: G0 TO 3218

3898 IF jy=pacyb AND jx=pacxb-2 THEN
can=2: GO SUB S@8@: 60 TO J21@

318@ IF jy=pacyb AND jx=pacxb+2 THEN
can=2: GO SUB SB@@: 60 TO 3218

LET

LE}

LET

LEY

LEY

LET

LET

LET

3118 IF pacc=@ THEN 60 TO 3148 A3
3128 IF jy=pacyc AND jx=pacxc+2 THEN LET Eank
can=3: 60 SUB 58@@: 60 TO 3218 Ja4E
3138 IF jy=pacyc AND jx=pacxc-2 THEN LET J444
can=3: G0 SUB 580@: 6O TO 3Z14d tank
3148 IF jy=pacyc-2 AND jx=pacxc THEN LET 3540
can=3: 60 SUR 5B@@: B0 T0 3210 3458
3158 IF jy=pacyc+2 AND jx=pacxc THEN LET tank
can=3: 6O SUB 588@: GO TO 321@ 3340
3168 IF pacd=8 THEM 60 TO 3218 3460
3178 IF jy=pacyd+2 AND jx=pacxd THEN LET 3470
can=4: GO SUB 5BBR: 6O TO 3218 1 tank:
3180 IF jy=pacyd AND jx=pacxd-2 THEN LET 3348
can=4: GO SUE S8B@: 6O TO 3218 3480
3198 IF jy=pacyd-2 AND jx=pacxd THEN LET tanks
can=4: 60 SUB 588@: GO TO 3218 3348
3200 IF jy=pacyd AND jx=pacxd+2 THEN LET 3490

can=4: GO 5UB S8@@: B0 TO 3219 tanks
3285 60 TO 3280 3548

3218 IF win=1 THEN 60 TO 3230 J3ne

3228 G0 TO 3900 tanks
3238 IF can=1 THEN PRINT AT pacya,pacxa; 3348

INK @; PAPER 7; BRIGHT 13°7 " 1';AT pacyatl,) 3318
acxai"t__._J"t LET paca=@ 3948

3240 IF can=2 THEN PRINT AT pacyb,pacxb; 3530
INK 8; PAPER 7; BRIGHT 13" T'3AT pacyb+l,f 3560
acxbs®L___I": LET pack=0 3970 |
3250 IF can=3 THEN PRINT AT pacyc,pacsc; | 3988 F

INK @: PAPER 7; BRIEGHT 1;°I ;AT pacyctl,
acxcs®l__ It LET pacc=g

3268 IF can=4 THEN PRINT AT pacyd,pacxd;
INK @3 PAPER 7; BRIGHT 13"/ 1";AT pacyd+l,
acxd;®l___I": LET pacd=R

3270 FOR b=1 TD 5@: NEIT b

3288 NEIT c

3298 IF jx=1 AND jn{i@ THEN LET jn=jnt+ld
3380 FOR d=1 TO 4

3318 IF patl=R THEN B0 TD 3348

3328 IF jy=pata AND jx=pataa-2 THEN LET b
tank=1: LET pano=pana: GO SUB 388@: &0 TO

154Q S68@ IF
3330 IF jy=pata AND je=pataa+2 THEN LET b | INK I}
tank=1: LET panospana: BO SUB 388: G0 To |ata&;™t
1548 J4605 IF
1340 IF jy=pata-2 AND jx=pataa THEN LET b | INK I}
tank=1: LET pano=pana: 60 SUB 388@: 60 T0 [3tbb;*L

1540 3618 IF
3358 IF jy=pata+2 AND jx=pataa THEN LET pf INK 4

tank=l: LET pano=pana: GO SUB 388: GO 10 [EECCi™
3548 i
3368 IF pat2=d THEN 60 T0 3410 INK §;

3370 IF jy=patb+2 AND jx=patbb THEN LET pfEtdd; "L
tank=2: LET pano=panb: G0 SUB J8@@: GO0 T0 620 &0

1548 438 [F

3380 IF jy=patb-2 AND j=patbb THEN LET pf INK &

tank=2: LET pano=panb: 60 SUB 3889: 60 T0 fitad; L.
3548 51 IF |
3398 IF jy=patb AND jx=patbb-2 THEN LET pf INK & I
tank=2: LET pano=panb: GO SUB 388@: G0 TO JRE0Ds "L
3540 52 IF |
3408 IF jy=patb AND jx=patbb+2 THEN LET pf INE 85 f
tank=2:.LET pano=panb: 60 SUB 3888: 60 T BECCi 'L
1540 - W53 IF ¢
7418 IF pat3=@ THEN- G0 TD 34&@

420 IF jy=p tc+#2|® LET btank=3: LET p
panc: 60 SUB 3B@8: GO0 T0O 3548
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LET

LET

LET
LET
LET

LET

Cra3
acyatl,p

cebs;
acyb+l,p

| J30@ IF jy=patd+2 AND jx=patdd THEN

3438 IF jy=patc-2 AND jx=patcc THEN LET b
tank=3: LET pano=panc: GO SUB 3800: &0 TO
Ja48

3448 IF jy=patc AND ju=patcc+2 THEN
tank=3: LET pano=panc: GO SUB J8@e:
3040
3458 IF
tank=3:
3548
J46@ IF pat4=@ THEN &0 7O 3518
378 IF jy=patd AND jx=patdd-2 THEN
tank=4; LET pano=pand: G0 SUB 3809:
J544 :
J4B@ IF jy=patd AND jx=patdd+Z THEN
tank=4: LET pano=pand: 60 SUB JB@0:
2048

498 IF jy=patd-2 AND jx=patdd THEN
tank=4: LET pano=pand: G0 SUB 3804:
3548

LET b
B0 TO

jy=patc AND jx=patcc-2 THEN LET b
LET pano=panc: GO SUB 388@: 60 TO

LET b
60 TO

LET b
GO TO

LET b
60 TO

LET b
tank=4: LET pano=pand: 60 SUB 3J8@@: G0 TO
1548

3318 60 TO 3578

J348 IF won=1 THEN GO SUB 7ee

Jao@ IF lost=1 THEN GO TO Jeee

3568 IF draw=1 THEN 6D TO 3450

3570 NEXT.d

iCAC;
acyctl,p

acxd;
acyd+l,p

jn+lB
LET b
B0 10

LET b
60 10

LET b
60 TO

LET b
B0 TO

| LET b
G0 TO

I LET b
60 TD

| LET b
» 60 TO

N LET b
« G0 TO

3580 RETURN
|

3600 IF btank=1 THEN PRINT AT pata,pataa;
INK 1; PAPER 7; BRIGHT 1;"7W7";AT pata+l,p
ataa; "1™

1685 IF btank=2 THEN PRINT AT patb,patbb:
INK L3 PAPER 7; BRIBHT 13" W_1";AT patb+i,p
atbby ")

i61@ IF btank=3 THEN PRINT AT patc,patce;
INK 1; PAPER 7; BRIBHT 13T ";AT patc+l,p

INK L3 PAPER 7; BRIGHT 1;°("W~i";AT patd+l,p
tdd; “r
%28 60 SUB 39@@: RETURN
1458 IF btank=1 THEN PRINT AT pata,pataa;
INK @5 PAPER 7; BRIGHT 13" 1";AT pata+l,p
ftaa;®| .. J's LET pati=d
51 IF btank=2 THEN PRINT AT patb,patbb;
INK B; PAPER 7; BRIGHT 13*I"T'iAT patb+l,p
tbbs*L___ I LET pat2=p
}52 IF btank=3 THEN PRINT AT patc,patcc:
INK 8; PAPER 73 BRIGHT Li* 173 AT patcel,p
eyl I": LET pat3=p
33 IF btank=4 THEN PRINT AT patd,patdd;
INK @; PAPER 7; BRIBHT 1;"["""1";AT patd+i,p

LET pinu=iddili ....... " LET patﬂ.:ﬂ

. ko IF pbtank=1 THEN LET pbti=@

SPECTRUMN

3661 IF pbtank=2 THEM LET pbt2=2

3562 IF pbtank=3 THEN LET pht3=8

3663 IF pbtank=4 THEN LET pht4=@

3078 PRINT AT jy,jx; INK @; PAPER 7; BRIGH
LLATTVAT iyl im0

3673 IF patl=B AND pat2=Q AND pat3=@ AND p
at4=B AND pht1=B AND pbt2=@ AND pbt3=@ AND
pbt4=@ THEN GO TO ioee

36B@ 60 5UB 395B: GO SUB 495@: RETURM

<188 IF btank=1 THEN PRINT AT pata,pataa;
INK B; PAPER 7; BRIGHT 1;*I"1;AT pata+t,p
ataa;"___I': LET patl=B

3718 IF btank=2 THEN PRINT AT patb,patbb;
INK @; PAPER 73 BRIGHT 13*[™"1';AT patb+!,p

atbb;"l.._I': LET pat2=@

3720 IF btank=] THEN PRINT AT patc,patce;
INK @5 PRFER 7; BRIGHT 1;*|™""1; AT patcel,p

atce;®l__ "+ LET pat3=0

3138 IF btank=4 THEN PRINT AT patd,patdd;
INK @; PAPER 7; BRIGHT 13°"1";AT patd+l,p

atdd;*l___I": LET pat4=0

3748 PRINT AT jy,ix; INK 2; PAPER 7: BRIGH
3750 IF patl= AND pat2=@ AND pat3=d AND p

at4=@ THEN G0 7O 1150

3768 RETURN

3808 IF btank=1 THEN FPRINT AT pata,pataa;
INK 13 PAPER 7; BRIGHT 1; FLASH 1;*C05";aT
patat+l,pataa;""_§™: G0 TO JB40

3818 IF btank=2 THEN PRINT AT patb,patbb;
INK 13 PAPER 7; BRIGHT 1; FLASH 13" 5" ;4T
patb+l,pathb; """ 7": GO TO 3B4@

3828 IF btank=3 THEN PRINT AT patc,patce;

patc+l patee; ™7™ GO TO 3840

3838 IF btank=4 THEN PRINT AT patd,patdd;
INK 13 PAPER 7; BRIGHT 13 FLASH L3 LT %:AT
patd+!,patdd; " §-": 60 TO 3848

3848 PRINT AT jy,ix; INK 2; PAPER 7; BRIGH
T 13 FLASH 1;"@Ta" ;AT jy+l,ju;" sjm®
JB43 FOR v=1 TO [0@8: NEXT v

3850 LET draw=8: LET lost=@: LET won=@

J36@ IF jn=pano THEN LET draw=l

3878 IF jn’pano THEN LET won=I

J88@ IF jn<pano THEN LET lost=i

2878 RETURN

390@ IF pbtank=1 THEN LET phti=a

3919 IF pbtank=2 THEN LET pht2=@

3720 IF pbtank=3 THEN LET pbt3=

3938 IF pbtank=4 THEN LET pbtd=8

3948 PRINT AT jy,ix; INK ; PAPER 7; BRIGH

T 1 TAT gyl dng "L J*

3938 IF pbti=@ AND pbt2=@ AND pbt3=g AND p

bt4=0 THEN &0 TO 1308

3968 RETURN

4208 IF pl=2 THEN GO TD J@@e

4810 FOR c=1 70 4 _

4928 IF pbca=2 THEN GO O 4870

4838 IF jy=pbcya AND jx=pbcxa-2 THEN LET

can=1: GO SUB 5888: 60 TO 4210

4840 IF jy=pbcya AND jx=pbcxa+2 THEN LET

R 1985 C(OMPUTER GAMER SEPTEMBER 1985

can=1: 60 SUPB 5B@@: GO TD 4210

4838 IF jy=pbcya-2 AND jx=pbcxa THEN
can=1: &0 SUB S888: 60 TD 4210

486@ IF jy=pbcya+2 AND jx=pbcxa THEN
can=1: GO SUP SB@@: GO TO 4219

4878 IF pbch=8 THEN GO TO 4128

4888 IF jy=pbcyb+2 AND ix=pbcxb THEM
can=2: 60 SUB 588@: 60 TO 4219

4898 IF jy=pbcyb-2 AND ju=pbcxb THEN
can=Z: B0 SUP 580@: G0 TD 4214

4188 IF jy=pbcyb AND jx=pbcxb-2 THEN
can=2: 60 SUB 580@: GO TO 421@

4118 IF jy=pbcyb AND jx=pbcxb+2 THEN
can=2: G0 SUB 53@@: 60 10 4210

4128 IF pbcc=@ THEN &0 TO 4178

4138 IF jy=pbcyc AND jx=pbcec+2 THEN
can=3: GO SUB 5B@@: GO TO 4718

4148 IF jy=pbcyc AND jx=pbcxc-2 THEN
can=3: G0 SUB 58B@: GO TO 421@

1158 IF jy=pbcyc-2 AND jx=pbcxc THEN
can=3: 60 SUB SB@@: G0 TD 4210

4168 IF jy=pbcyc+? AND je=pbczc THEN
can=J: GO SUB 588@: 6O TO 4218

4178 IF pbcd=8 THEN GO TO 4210

4175 IF jy=pbcyd+2 AND je=pbcxd THEN
can=4; 60 SUBF 5888: G0 TO 4210

4188 IF jy=pbcyd-2 AND jx=pbcxd THEN
can=4: B0 SUB S8@0: 60 10 4210

4198 IF jy=pbcyd AND je=pbcxd-2 THEN
can=4: G0 SUB 5808: 60 TO 4219

3288 IF jy=pbcyd AND jx=pbcxd+2 THEN
can=4:; 60 SUB SB8@: GO TO 4219

4285 G0 70 4288

4218 IF win=1 THEN 60 TD 423@

$228 60 TO 49@@

4238 IF can=1 THEN PRINT &7 pbcya,pbcza;

LET

LET

LET

LET

LET

LET

LET

LET

LET

o
Q




INK @; PAPER 7; BRIGHT 13" 1":AT pbcyatl,p
bexaz®l _ I": LET pbra=8
424Q IF can=2 THEN PRINT AT pbcyb,pbcub;
INK B; PAPER 7; BRIGHT 13" T'jAT pbcyb+l,p
bexb;®l___I*: LET pbch=2
4258 IF can=3 THEN PRINT AT pbcyc,pboxc;
INK @; PAPER 7; BRIGHT 13" 1";AT pboyc+l,p
beacy®l | "s LET pbcc=@
4268 IF can=4 THEN PRINT AT pbcyd,pbcxd;
INK. @; PAPR 7; BRISHT 13" 1"jAT pbryd+l,pb
4279 FOR b=1 TD 5@: NEXT b
4289 NEXT ¢
4308 IF ju=19 AND in{1® THEN LET jn=jn+18
4318 FOR d=1 TO 4
4328 IF pbti=B THEN &0 TO 4378
4330 IF jy=pbta AMD jx=pbtaa-2 THEN LET b
tank=1: LET pbno=pbna: &0 SUB 4B@@: 6O TO
4548
4348 IF jy=pbta AND jx=pbtaa+2 THEN LET b
tank=1: LET pbno=pbna: G0 5UB 42@@: 60 TO
4349
4358 IF jy=pbta-Z AND jx=pbtaa THEN LET b
tank=1: LET pbno=pbna: 60 SUB 488@: &0 TO
4540
4368 IF jy=pbta+2 AND jx=pbtaa THEN LET b
tank=1: LET phno=pbna: GO SUB 438@: GO TO
4540
378 IF pbt2=@ THEN G0 TD 4420
4388 IF jy=pbtb+2 AND jx=pbtbb THEN LET b
tank=2: LET pbno=pbnb: GO SUE 4B80@: &0 TO
4540
4398 IF jy=phtb-2Z AMD j:=pbtbb THEN LET b
tank=2: LET pbno=pbnb: G0 SUB 48Rd: B0 TO
§54d
4409 IF jy=pbtb AWD jx=pbtbb-2 THEN LET b
tank=2: LET pbno=pbnb: 60 SUB 488@: 60 TO
4544
4410 IF jy=pbtb AND jx=pbtbb+2 THEN LET b
tank=2: LET pbno=phnb: GO SUG 438@: GO TO
4548
4428 IF pbt3=@ THEN GO TO 4478
4438 IF jy=pbtc AND jx=pbtcce2 THEN LET b
tank=3: LET pbno=pbnc: G0 S5UB 48@@: GO TD
4544
4442 IF jy=pbtc AND jx=pbtcc-2 THEN LET b
tank=3: LET pbno=pbnc: GO SUB 48@@: B0 TO
4548
4458 IF jy=pbtc-2 AND jx=pbtcc THEN LET b
tank=3: LET pbno=pbnc: GO SUB 480@: &0 TO
4548
4468 IF jy=pbtc+Z AND jx=pbtcc THEN LET b
tank=3: LET pbno=pbnc: 60 SUP 48@@: GO 70
4348
4478 IF pht4=0 THEN G0 TO 4520
4480 IF jy=pbtd+2 AND jx=pbtdd THEN LET b
tank=4: LET pbno=pbnd: G0 SUE 488@: GO TO
4549
4498 IF jy=pbtd-2 AND jx=pbtdd THEN LET b

-

tank=4: LET pbno=pbnd: 60 SUB 488@: 60 TO
4548
4580 IF jy=pbtd AND jx=pbtdd+2 THEN LET b
tank=4: LET pbno=pbnd: B0 SUB 48@8@: GO TO
4348
4518 IF jy=pbtd AND ju=pbtdd-Z THEN LET b
tank=4: LET pbno=pbnd: G0 SUB 48@@: &0 TO
4540
4529 60O TO 4578
4548 IF won=1 THEN G0 SUB 47808
4550 IF lost=1 THEN GO TO 4688
4568 IF draw=1 THEN GO TO 4630
4578 NEXT d
4580 RETURN
4609 IF btank=1 THEN PRINT AT pbta,pbtaa;
INK 2; PAPER 7; BRIGHT 1;"&lf@™;AT pbta+l,p
btaa;" "
4685 IF btank=2 THEN FRINT AT pbtb,pbtbb;
INK 2; PAPER 7; BRIGHT 1;"@Ta";AT pbtb+l,p
bibh; " el
44518 IF btank=3 THEN PRINT AT pbtc,pbtcc;
[NK 2; PAPER 7; BRIGHT 1;"&F&";AT pbtc+l,p
btee;* wle
4515 IF btank=4 THEM PRINT AT pbtd,pbtdd;
INK 2; PAPER 7; BRIGHT 1;" @l&" ;AT pbtd+i,p
btdd;* wje"
4520 60 SUB 49B@: RETURN
4550 IF btank=1 THEN PRINT AT pbta,pbtaa;
INK @; PAPER 7; BRIGHT 13777 1";AT phtatl,p
btaa;"l___I": LET phti=@ '
4451 IF btank=2 THEM PRINT AT pbtb,pbtbb;
INK @; PAPER 7; BRIGHT 1;*["T';AT pbtb+1,p
htbbs®f___I": LET pbt2=
4652 IF btank=3 THEN PRINT AT pbtc,pbtcc;
INK By PAPER 73 BRIGHT 1;"[1';AT pbtctl,p
bteeyl_ s LET pbt3=@
4653 IF btank=4 THEN PRINT AT pbtd,pbtdd;
INK @; PAPER 7; BRIGHT 13" 1*;AT pbtd+1,p
btdd;"l___I*: LET pbtd=R
4568 IF patank=1 THEN LET pati=@
4461 IF patank=2 THEN LET pat2=B
4642 IF patank=3 THEN LET patl=@
46463 1F patank=4 THEN LET paté=0
4670 PRINT AT jy,ix; INK @; PAPER 7; BRIGH
T T AT ayel 'LV
4475 1F pat1=8 AND pat2=0 AND patl=R AND p
at4=0 AND pbt1=B AND pbt2=0 AND pbt3=R AND
pbt4=0 THEN G0 TO 1008
4588 GO SUB 495@: GO SUB 395@: RETURN
478@ IF btank=1 THEN PRINT AT pbta,pbtaa;

INK 8; PAPER 7; BRIGHT 13" T;AT pbta+l,p

btaa;®*L__I's LET pbti=8
4710 IF btank=2 THEN PRINT AT pbth,pbtbb;

INK By PAPER 7; BRIGHT 1;°[1";AT pbtb+l,p

btbbs*L__ I"s LET pbt2=@
4728 IF btank=3 THEN PRINT AT pbtc,pbtec;

INK @; PAPER 7; BRIBHT 131 1';AT pbic+l,p

btecs®l_ 1"+ LET pbtl=@
4738 IF btank=4 THEN PRINT AT pbtd,pbtdd;

INK 8; PAPER 7; BRIGHT 13"~ TjAT pbtd+i,p

btdd;"l___|": LET pbté=8

4740 PRINT AT jy,jx; INK 1; PAPER 7; BRIGH
T B O AT oyl s Y

4758 IF pbt1=@ AND pbt2=@ AND pbt3=2 AND p
bt4=@ THEN &0 TO 158@

4748 RETLRN

4808 IF btank=1 THEN PRINT AT pbta,pbtaa;
INK 2; PAPER 7; BRIGHT 13 FLASH L;*@1a";AT
pbtatl,phtaa;* ®j®": GO TO 4848

4819 IF btank=2 THEN PRINT AT pbtb,pbtbb;
INK 2; PAPER 7; BRIGHT 1; FLASH 1;"w¥m";Al
pbtb+1,pbthb; " wim": GO T0 4841

4828 IF btank=3 THEN PRINT AT pbtc,pbtcc;

INK 2; PAPER 7; BRIGHT 1; FLASH 1;"@¥e";Al
phtc+l,pbtce;” eje®: 60 TO 4840
4830 IF btank=4 THEN PRINT AT pbtd,pbtdd;
INK 2; PAPER 73 BRIGHT 1; FLASH 1;" wl&"®;Al
phtd+l pbtdd;"* ®ji™
4348 PRINT AT jy,jx; INK 13 PAPER 7; BRIGH
T 15 FLASH L3"CW0"5AT dysl, det W
4845 FOR v=1 TO 188: NEXT v
4858 LET draw=8: LET won=B8: LET lost=@

4868 IF pbno=jn THEN LET draw=l
487@ IF jnipbno THEN LET won=l I
4380 IF ini{pbno THEN LET lost=l
489@ RETURN

4980 IF patank=1 THEN LET patl=d
4918 IF patank=2 THEN LET patZ=@
4528 IF patank=3 THEN LET pati=@
4938 IF patank=4 THEN LET pat3=@

J208

2218
2308
taa=
2318
thb=
3328
tces,
3338
tdds=;
3348
2408
taa=j
418
thb=j
428
tce=j
5438
tdd=j
2448 |
5608 |
ET ju=

26108 I
LET jx

4940 PRINT AT jy,jx; INK B; PAPER 7; BRIBH o 0"

T 13T AT vl i1

495 IF patl=B AND pat2=B AND pat3=8 AND g:gi“;
at4=8 THEN G0 TO 1158 AND pb
4968 RETURN 5440 11
5008 LET moved=@ AND pb
5818 IF pl=l THEN LET jn=panc 2

5028 IF pl=2 THEN LET ijn=pbno 5650 1f
5838 PRINT AT 8,313 * D pb
S48 PRINT AT 7,24; INK 7; BRIBHT 1;°T 2

AT B,23; "NUNBER-"; in

5845 LET oy=jys LET ox=jx E:?ljif
5858 IF INKEY$="i" THEN LET jx=jx-2: Gl 5570 IF
0 5118 o

5868 IF INKEY$="p" THEN LET jx=jx+2: Gl 5688 60

0 5118

2788 IF

5070 IF INKEY$="z" THEN LET jy=jye2: B0fgr s

0 5118 ¥ 718 I
5888 IF INKEY$="g" THEN LET jy=jy-2: & T i
Jx=g
D St
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taa;
J&" ;AT

thb;
T AT

stec)
1L

btdd;
@ ;AT

BRIGH
'|I

o898 IF INKEY$="a" AND pl=1 THEN 60 SUB 4

B8R: 60 SUB 5388: LET cont=1: GO TO &@eQ

o895 IF INKEY$="n" AND pl=2 THEN 5D SUB 4

B@B: 60 SUB S48@: LET cont=1: GO TO 4008

2188 60 TD Se5e

3118 IF pl=2 THEN B0 TD 5408

3128 IF pl=1 THEN 6D TO 5700

3138 PRINT AT oy,ox; INK @; PAPER 7; BRIGH

T 13T FAT oyl ons"L__ I

3148 IF pl=1 THEN FRINT AT jy,ix; INK 1;

PAPER 7; BRIGHT 15" (TTZ";AT jy+l,jx;

J15@ IF pl=2 THEN PRINT AT jy,jx; INK 2;

PAPER 7; BRIGHT 1;" ®T@"jAT jy+l,jx;" e}e"

168 LET moved=moved+l: LET oy=jy: LET ox=

I

3178 IF moved=b AND pafuel=b AND pl=1 THEN
60 SUB 4R@8: 60 SUB S38@: RETURN

9188 IF soved=t AND pbfuel=t AND pl=2 THEN
60 SUB 42@@: G0 SUB S48@: RETURN

- 3199 IF moved=3-AND pbfuel=3 AND pl=2 THEN

7; BRIGH

=i AND p

13" TANK"

60 SUB 48@8: GD SUB 54@8: RETURN

2280 IF moved=3 AND pafuel=3 AND pl=1 THEN
6O SUB 4B@@: GO SUB 538@: RETURN

2218 60 TD 5@5@

3308 IF patank=1 THEN LET pata=jy: LET pa

- taa=jx: LET pana=jn
- 3318 IF patank=2 THEN

LET patb=jy: LET pa
thb=jx+ LET panb=jn

3328 IF patank=3 THEN LET patc=jy: LET pa

. tee=jx: LET panc=jn
- 3338 IF patank=4 THEN

LET patd=jy: LET pa
tdd=jx: LET pand=jn
3348 RETURN

o488 IF pbtank=1 THEM
taa=jx: LET pbna=in
418 IF pbtank=2 THEN
tbb=jx: LET pbnb=jn
9428 IF pbtank=3 THEN
tcc=jxr LET pbnc=jn
G438 IF pbtank=4 THEN
tdd=jx: LET pbnd=jn
5448 RETURN

3608 IF ATTR (jy,jn)=15 THEN LET jy=oy: L
ET jx=ox: 6O TD 5@50

9618 IF ATTR (jy,ix)=122 THEN LET jy=oy:
LET jx=ox: GO 7O 5858

2628 [F jy=paamy AND jx=paamx AND moved=5
AND pbfuel=6 THEN LET paams=2: 60 T0 5138
3638 IF jy=paamy AND jx=paamx AND moved=2
AND pbfuel=3 THEN LET paams=2: 60 TO 5138
5648 IF jy=pafuy AND jx=pafux AND moved=2
AND pbfuel=3 THEN LET pafuel=3: 60 T0 513
)

3638 IF jy=pafuy AND jx=pafux AND moved=5
AND pbfuel=& THEN LET pafuel=3: 60 TO 513
B

2668 IF ATTR (jy,jx)=121 THEN LET jy=oy:
LET jx=ox: 60 TD 5850

LET pbta=jy: LET ph
LET pbtb=jy: LET pb
LET pbtc=jy: LET pb

LET pbtd=jy: LET pb

2t B0 Tisi7 1F jyc=8 OR jx(=B THEN LET jy=oy: LE

Je=gx: B0 TO 5058

1
142: B0 Teoon 50 10 5130

jy¢2: 60 T

jy-2: B0

5708 IF ATTR (jy,ix)=15 THEN LET jy=oy: L
£ jx=ox: GO TD 5@50
3718 IF ATTR (jy,ix}=121 THEN LET jy=oy:

TLET ix=ox: BO TO 5658

SPECTRUM

3728 IF jy=pbamy AND jx=pbamx AND moved=5

AND pafuel=b THEN LET pbams=2: 6O TO 5138

9138 IF jy=pbamy AND jx=pbamx AND moved=?

AND patuel=3 THEN LET pbass=2: GO TO 5138

3748 IF jy=pbfuy AND jx=pbfux AND moved=2

AND patuel=3 THEN LET pbfuel=2: 6O T0 513

B

3758 IF jy=pbfuy AND ju=pbfux AND moved=5

AND pafuel=b THEN LET pbfuel=2: G0 TO 513

8

5768 IF ATTR (jy,jx)=122 THEN LET jy=oy:

LET jx=ox: 60 70 S@58

J178 IF jy<=B OR jx{=B THEN LET jy=oy: LE

T Jx=ox: 60 TO 5050

5788 B0 TO 5138

5088 PRINT AT 4,25: INK B; PAPER 4; BRIGHT
l; FLASH 1;"Iwm]";AT 5,25;" |mmp

9818 LET rnd=INT (RND#&)

2828 FOR n=1 TD 158: NEXT n

9838 IF rnd=2 OR rnd=5 THEN LET ink=d4: LE
T paper=B: LET win=B: 60 TD 5858

984@ LET ink=8: LET paper=4: LET win=|

<38 PRINT AT 4,25; IMK ink; PAPER paper;

2868 RETURN

5808 IF pl=2 THEN GO TO 4040

6818 IF patl=1 THEN LET jy=pata: LET jx=p

ataa: LET pano=pana: LET patank=1: 6O TD &

('l

6828 IF pat2=1 THEN

atbb: LET pano=panb:

58

6838 IF pat3=1 THEN

atcc: LET pano=panc:

ase

bB48 IF patd=1 THEN

atdd: LET pano=pand:

B8

o838 60 TO &1e0

6868 IF pbti=1 THEN

btaa: LET pbno=pbna:

i1

6878 IF pht2=1 THEN

btbb: LET pbno=pbnb:

188

bB6@ IF pbt3=1 THEN

btce: LET pbno=pbnc:

198

6B98 IF pbtd=1 THEN LET jy=pbtd: LET ju=p

btdd: LET pbno=pbnd: LET pbtank=4

6188 LET pass=B: LET oy=jy: LET ox=jx

6118 IF pl=1 THEN PRINT AT jy,ix; INK 1

LET jy=patb: LET jx=p
LET patank=2: G0 10 &

LET jy=patc: LET jz=p
LET patank=3: 60 T0 &

LET jy=patd: LET jz=p
LET patank=4: 60 10 &
LET jy=pbta: LET jx=p

LET pbtank=1: 60 TO &

LET jy=pbtb: LET jx=p
LET pbtank=2: 60 T0 &

LET jy=pbtc: LET jx=p
LET pbtank=3: 60 TO &

PAPER 7; BRIGHT 1; FLASH 13*W7*:AT jy+l,jx

;lﬂ:l!l
6120 IF pl=2 THEN FPRINT AT dyixs INK i; P

B0 TO 4158
o148 IF INKEY$="B" THEN 60 TD 4429
6138 GO TO 4138
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bloB IF pl=2 THEN 60 TO 6248

6178 IF pass=5 THEN LET pass=1

6175 IF pass=1 AND pat2=1 THEN

b: LET jx=patbb: LET pano=panb:
=]

b188 IF pass=2 AND pat3=1 THEN

ct LET ju=patcc: LET pano=panc:
=3

6198 IF pass=3 AND patd=1 THEN

d: LET je=patdd: LET pano=pand:
=4

6208 IF pass=4 AND pati=1 THEN

a: LET jx=pataa: LET pano=pana:
=]

6218 IF pass=! AND pat2=D THEN

ass+l: B0 TO 6170

0428 IF pass=2 AND pat3=@ THEN

ass+l: GO TO 4178

6238 IF pass=3 AND pat4=B THEN

ass+l: 60 TO 4178

6248 IF pass=4 AND pati=B THEM

ass+i: b0 TO 6178

6238 IF pass=4 THEN LET pass=@
6233 60 TO 4348

b2b@ IF pass=3 THEN LET pass=I
6278 IF pass=1 AND pbt2=1 THEN

b: LET je=phtbb: LET pbno=pbnb:
=]

6288 IF pass=2 AND pbt3=1 THEN

ct LET jx=pbtcc: LET pbno=pbnc:
=3

078 IF pass=3 AND phtd=1 THEN

g: LET jx=pbtdd: LET pbno=pbnd:
=4

6388 IF pass=4 AND pbti=1 THEN

a: LET je=pbtaa: LET pbno=pbna:

B

T

LET Jy=pat
LET patank

LET jy=pat
LET patank

LET jy=pat
LET patank

LET jy=pat
LET patank

LET pass=p
LET pass=p
LET pass=p

LET pass=p

LET jy=pbt
LET pbtank

LET jy=pbt
LET pbtank

LET jy=pbt
LET pbtank

LET jy=pbt
LET pbtank

o)



|
|
|

— S -

5318 IF pass=! AND pbt2=8 THEN LET pass=p
ass+l: 60 TO 462480
6328 IF pass=2 AND pbt3=R THEN LET pass=p
ass+l: 60 TO 6268
5338 IF pass=3 AND pbt4=0 THEN LET pass=p
ass+l: B0 TO 6268
5348 IF pass=4 ANMD pbti=8 THEN LET pass=p
asstl: GO TD 4268
5358 IF pass=4 THEN LET pass=B
6368 IF pl=1 THEN PRINT AT oy,on; INK 13
PAPER 7; BRIGHT 13" CT_"3AT oy+l,oni"L 1LY
5378 IF pl=2 THEN PRINT AT oy,on; INK 23
PAPER 7; BRIGHT 1;° @¥&" ;AT oy+l,on;" wi®’
5388 IF pl=1 THEN PRINT AT jy,Jz; INK 1j
PAPER 7; BRIGHT 1; FLASH 13"CW_iAT Jy+l,dx
PreLr
5398 IF pl=2 THEN PRINT AT jy,Jx; INK I}
PAPER 7; BRIGHT 1; FLAGH1;" WI&";AT jytl,ix;
L] !I_"l
k488 LET oy=jy: LET ox=jx
6418 60 TO 6130
5470 IF pl=1 THEN PRINT AT jy,Jx; INK 13
PAPER 73 BRIGHT 13 W_i";AT Jy+l, 3" LF
5438 IF pl=2 THEN PRINT AT jy,ix; INK 2}
PAPER 7; BRIGHT 1;" &T&";AT jy+l,ju;" mie’
5435 IF fir=1 THEN LET #ir=@: RETURN
4448 IF cont=1 THEM LET cont=R: GO TO 381
()
5458 G0 TO Seee
6580 PRINT AT 4,25; INK B; PAPER &3 BRIBHT
13 *[mal" jAT 5,235; " [
£518 LET able=B: LET unable=B: LET weove=@
: LET move=@
5528 PRINT AT 7,22; INK 7; BRIGHT 1;"Move/
Fire®
6538 IF INKEY$="#" THEN G0 SUB 28@@: RETU
RN
4548 IF IMKEY$="n" THEN LET waove=l: 60 T
0 6568
6358 60 TO 6338
6568 PRINT AT 4,25; INK @; PAPER 4; BRIGHT

A57@ PRINT AT 7,22;° 5

6588 LET rnd=INT (RND#2@)

6598 FOR n=1 TO 10@: MNEXT n

5688 IF rnd=3 THEN LET ink=4: LET paper=B
1 LET unable=1: G0 TO &b28

bb1® LET paper=4: LET ink=B: LET able=l
5628 PRINT AT 4,25; INK ink; PAPER paper;
BRIGHT 13*[miml";AT 5,25;" mm"

5638 IF able=! THEN PRINT AT 7,25; INK T;
BRIGHT 1;"0K": 60 TO 60@@

4h48 IF unable=! THEN PRINT AT 7,24; INK
73 BRIGHT 1;“Sorry";AT 8,22;"You Can't": F
OR t=1 TO 5@: MEXT t: RETURN

7800 IF pl=1 THEN LET jy=1: LET jx=l

7018 IF pl=2 THEN LET jy=1: LET ju=19
7828 LET oy=jy: LET ox=je: LET down=8: LET

)6

up=8: LET count=@
7838 PRINT AT jy,jx; INK @; PAPER 4; BRIGH
T 13T ="AT jydl, xS L™ '
7848 IF INKEY$="g" THEN LET jy=jy-2: LET
up=i: G0 TD 7888 ‘
7858 IF INKEY$="z" THEN LET jy=jy+2: LET
down=1: 60 TO 7888
TRGR IF INKEY$="a" THEN
7878 60 TO 7848
7080 IF jy(=B THEN LET jy=19
7892 IF jy»=21 THEN LET jy=1
7108 IF ATTR (jy,ix}=121 AND down=1 THEN
LET jy=jy+2
7118 IF ATTR (jy,jx)=122 AND down=1 THEN
LET jy=jy+Z
7128 IF ATTR (jy,ix}=121 AND up=1 THEN LE
T iy=jy-2
7130 IF ATTR {jy,jx)=122 AND up=1 THEN LE
T jy=iy-2
7148 IF jy(=@ THEN LET jy=1%
7158 IF jy»=21 THEN LET jy=I
7158 1IF ATTR (jy,jx)=128 THEN GO TO 7182
7178 60 TO 7e6@ '
7188 PRINT AT oy,ox; INK @; PAPER 7; BRIGH
T 13 T;AT oytl,ons LY
7198 PRINT AT jy,jx; INK @; PAPER 4; BRIGH
T L3 e T "sAT dy4l, us" = L
728@ LET oy=jy: LET ox=jx: LET up=8: LET d
own=B: GO TO 7248
7210 IF pl=1 THEN PRINT AT oy,ox; INK 13
PAPER 7; BRIGHT 1;* W _1"5AT oy+l o™ 17"
7228 IF pl=2 THEN PRINT AT oy,ox; INK 2;
PAPER 7; BRIGHT 1;" @J®";AT oy+l,ox;" @j®’
7238 LET count=count+l
7248 IF pl=2 THEN GO0 TO 7318
7250 IF count=1 THEN LET pata=jy: LET pat
aa=jx
7268 IF count=2 THEN
bb=jx
7278 IF count=3 THEN
cc=jx%
7288 IF count=4 THEN
dd=)x
7298 IF count=4 THEN
7388 60 TO 7378
7318 IF count=1 THEN
aa=jx
7328 IF count=2 THEN
bb=jx
7338 1F count=3 THEN
CC=ju
7340 IF count=4 THEN
dd=jx
7358 IF count=4 THEN
7378 LET jy=iy+2
7388 IF jy»=21 THEN LET jy=1
7398 IF ATIR (jy,ixi=121 THEN
7480 1F ATTR (iy,jx)=122 THEN
7418 IF jy»=21 THEN LET jy=I
7428 IF ATTR (jy,ix)=128 THEN
7438 60 TO 7390
7440 PRINT AT iy,ix; INK B; PAPER 4; BRIGH
T 1T AT jyel e 'S0
7458 LET oy=jy: LET ox=jx
746@ GO TO 7040
BR@d IF pl=1 THEN LET jy=1: LET jx=d

60 TO 7218

LET patb=jy: LET pat
LET patc=jy: LET pat
LET patd=jy: LET pat
RETURN

LET pbta=jy: LET pbt
LET pbth=jy: LET pbt
LET pbtc=jy: LET pbt
LET pbtd=jy: LET pbt
RETURN

LET jy=jy+2
LET iy=iy+2

B0 TO 7448

BB1@ IF pl=2 THEN LET jy=1: LET jz=17
8828 LET oy=jy: LET ox=jx
BB3@ PRINT AT jy,ix; IMK B; PAPER 4; BRIGH
T 13 T3 AT Gyl ny "L E N
BB4@ IF INKEY$="i" THEN LET jx=jx-2: G0 T
D giee
BRS@ IF INKEY$="p" THEN
0 Bl1ee
B868 IF INKEY$="g" THEN
0 616
8870 IF INKEY$="z" THEN
0 8led
BOBR IF INKEY$="a" THEN
8898 60 TO 304
8188 IF ATTR (jy,jx)=121 AND pl=1 THEN LE
T jy=oy: LET jx=ox: GO TO 8@4d
8118 IF ATTR (jy,ix)=122 AND pl=2 THEN LE
T jy=oy: LET jr=ox: 60 TO Ba4R
B120 IF ATTR (jy,ix)=15 THEN LET jy=oy: L
ET jex=ox: GO TO Ba4d
8138 IF jy<l THEM LET jy=oy: LET ju=ox: B
0 TO 8848
Ri4@ IF jx<2 OR jx>1® AND pl=1 THEN LET j
y=oy: LET jx=ox: 60 TO BR4@
BI58 IF jx>18 OR jx{1@ AND pl=2 THEN LET
jy=oy: LET jx=ox: G0 TO 8248
B148 PRINT AT oy,ox; INK @; PAPER 7; BRIGH
T 13" 18T oyl o3 "L___FF
B17@ PRINT AT jy,jx; INK @; PAPER 4; BRIBH
T 4 T T3AT Jyel, i N
B1B@ LET oy=jy: LET on=jx
8198 B0 TO Be4d
B20@ IF object=1 AND pl=1 THEN PRINT AT ]
¥, i3 INK 1j PAPER 7; BRIGHT L;°[wm]*;AT iyt
1,ie;"|mm*: LET paamy=jy: LET paame=jx
8218 IF object=1 AND pl=2 THEN PRINT AT j
y,ix3 INK 2; PAPER 7; BRIGHT 1;"[wm";AT J'r'l
1, jx;"|mm; LET pbamy=jy: LET pbamx=1x
8228 IF object=2 AND pl=1 THEN PRINT AT j
y,ix; INK 1; PAPER 7; BRIGHT 1;"[e®]";AT iy
1,ix;"|®®f: LET pafuy=jy: LET patux=jx
B23@ IF object=2 AND pl=2 THEN PRINT AT j
y,ix; INK 2; PAPER 7; BRIGHT L;"[@ &l ;AT iyl
1,d%; @ LET pbfuy=jy: LET pbfux=jx
B24@ IF object=3 AND pl=1 THEN PRINT AT )
y,jx; INK 1; PAPER 73 BRIGHT 1;"["=_I";AT iff
by geyt L=
8258 IF n=1 AND pl=1 THEN LET pacya=iy: L
ET pacra=jx
B248 IF n=2 AND pl=1 THEN LET pacyb=jy: L
ET pacxb=jn
8278 IF n=3 AND pl=1 THEN LET pacyc=jy: L
ET pacxc=jx
B288 IF n=4 AND pl=1 THEN LET pacyd=jy: L
ET pacxd=jx
8298 IF obhject=3 AND pl=2 THEM PRINT AT )
y,ix; INK 2; PAPER 7; BRIGHT 1;'E:IT;';ET11
e g
BI0@ IF n=1 AND pl=2 THEN LET pbcya=jy: L
ET pbcxa=jx
8318 IF n=2 AND pl=2 THEN LET pbcyb=jy: L

LET ju=ju¢2: 60 T
LET jy=jy-2: BO T
LET jy=jy+2: 60 1

60 TO Bz@a

R - - - - R

7130
7148
7158
7168
1A
7188
7178
7200
9218
7228
7238
7249
§250 |
9260 |
7270 |
7288 |
7298 [

ET pbcxb=jy
8320 IF n=3 AND pl=2 THEN LET pbcyc=iy: L
ET pbcxc=jx
B3I@ IF n=4 AND pl=2 THEN LET phcyd=jy: L
ET pbecxd=jx

7308 [
Y318 1

9328 0
9338 D
7340 1
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8348 IF pl=1 THEN LET jy=1: LET jx=3
B338 IF pl=2 THEN LET jy=1: LET jx=17

[ GH B36@ IF ATTR (jy,jx)=121 AND pl=1 THEN LE
T Jy=jy+2

in B378 IF ATTR (jy,jx)=122 AND pl=2 THEN LE
T jy=jy+2

0T B3BR IF ATTR (jy,jx)=128 THEN BO TD B4@P
B398 60 TO 8340

0T B4R® LET oy=jy: LET ox=jx

B41@ RETURN

07 B30@ PRINT AT 4,23; INK 7; BRIGHT 1;"Posit
10n"3AT 5,22; "ammunition®;AT &,25;"Base”
B518 LET object=1

- B320 RETURN

LE - B33 PRINT AT 5,223 INK 7; BRIGHT 1;* Fu
el *
LE BS4B LET object=2
B35@ RETURN
yi L - B3R PRINT AT 5,24; INK 7; BRIGHT 1;°Canno

‘ n*;AT &,25; BRIGHT @;* °

xt B B57B LET object=3
B588 RETURN
ET 3 B799 REM #SCREEN®
‘ 8888 BORDER 1: PAPER 1: BRIGHT @: CLS
LET B81@ FOR n=1 TO 2B STEP 2
8820 PRINT AT n,1; INC B PAPER 7; BRIGHT
R16H W BT e T e BN e TES e N x
BB38-PRINT AT ntl,1; INK @; PAPER 7; BRIGH
RIGH MR Ve poigec) T R g P
8848 NEIT n
8858 RETURN
9888 FOR n=@ 10 159
AT j 9218 READ a
AT Jyt | 9820 POKE USR "a"+n,a
3} 9838 NEXT n
AT 74 RETURN
AT Jyt 9858 DATA 255,1,1,,1,1,1,1
i 9868 DATA 1,1,1,1,1,1,1,255
AT 7878 DATA 255,128,128,128,128, 128,128,128
'jAT Jy* 9888 DATA 126,128,126,128,128, 128,128, 255

=i %098 DATA 255,1,125, 125,125, 125,125, 1
9180 DATA 1,125,125,125,125,125,1,255
9118 DATA 255,125,1?:,1?:.tvn,ivu,1qn,1zn
=jx 9128 DATA 128,190,198,199,199, 198, 128, 255

T AT j 7138 DATA 235,128,156,198,199, 198,156,128
iAT 0yt 9148 DATA 128,156,98,199, 190, 156, 128,255
9158 DATA 238,1,57,125,125,125,57,1
=jy: L 9168 DATA 1 EJ 115 125,125,57,1,2559178 DA
TA 255.1,1,12?,129*t2?.129,24?
=yt L 9188 DATA 249,129,129,129,129,1,1 255
7198 DATA 255,128,128,129,129, 129 129,159
=y: L 9208 DATA 159,129,129,129,129, 128,128,255
- 9218 DATA 255,128 125.115 135,135,129, 143
=jy: L 9228 DATA 143,121,135,1:5,125,123,12&,255
i 9238 DATA 255,1,1,1,193,193,129,253
T AT ) 9240 DATA 253,129,193,193,1,1,1,255
a"jAT Jy* 9250 DATA 255,1,1,1 225,225 12# 241
9268 DATA 241,12? 225,225,1,1,1,255
a=)y: L 9270 DATA 255,128,128,128, 131 t31 129191
- 7289 DATA 191,129,131,131,128,128,128, 255
=jy: L 9298 DATA 255,1,1,1, 225 241 1#? 249
9308 DATA 249,249, m 225, 1,£ 1,255
c=jy: L 9318 DATA 255,123,115.125,135,111,159.15?
- 9320 DATA 159,159,143,135,128, 128,128,255
d=iy: L 9338 DATA 255,1,1,249,9,233,233,105

9340 DATA 185,233 ,233,9,249,1, 1,255
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9350 DATA 255, IEH 128159, 144,151, 151,254
7368 DATA 234,151,151,144,159, IIE 128,255
9378 DATA EﬁE,IEE.iIE.lE?,!##,151,151,IEH
7388 DATA 158, 131,131,144,159,128, 128,255
9398 DATA 255,1,1,249,9,233233,127

7408 DATA 127,233,233,9,249,1,1,255

7308 LET pati=1: LET pat2=i: LET pat3=i: L
ET patd=1: LET pbti=1: LET pbt2={: LETpbt3
=iz LET pbtd=|

9318 LET pana=1: LET panb=2; LET panc=3: L
ET pand=4: LET pbna=i: LET pbnb=2: LET pbn

c=3: LET pbnd=4

9328 LET paca=1: LET pacb=1: LET pacc=i: L
ET pacd=1: LET pbca=1: LET pbchb=1: LET pbe
=11 LET phcd={

¥53@ LET fir=B: LET cont=@: LET paamm=4; |

ET pafuel=a: LET phama=4: LET pbfuel=4

9348 RETURN
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CLASSIFIED DEPT. (CG)
Square, London W1.

advertisements under £20

A.S.P. Lid,, (P.H.)

CLASSIFIED RATES — 40p private per word. Semi
display £9 per single column centimetre. Series
rates on application. Please note that all classified

cheques or postal orders to be made payable to

Telephone Dave 01-437-0699
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A.S.P. Lid., 1 Golden

must be prepaid. All

JOKES -

b
FREE -
Britain’s No: 1 Joke e ~
Catalogue packed

with over 500 practlcal jokes from S5p
Stink bombs, Whoopse cushion, wob-
bly lager glass, laxative itea bags,
smoka bombs, willie sugar, cigarette
bangers, joke blood, sick, mess, soap
swaels, wel jokes, exploding [okes,
magic tricks, party fun kits, masks,
make-up, 88 monkeys, girl strip pena,
adult party packs, saucy noveltiss,
naughly presenis, posters, badgers,
the compiata Joka Shop by Post,
Send 13p stamp with your name and
address for bumper colour catalogue
and Fres Gift to:

MATCHRITE, THE FUNNY BUSINESS

(Dept C.G.) 16T WINCHESER ROAD,
— BRISTOL B54 3MJ.

ATARI 400/600/800 XL XE
OWNERS UTILITIES

BOUGHT A DISK DRIVET
Stuck with programs an I:E.EEI. THAMS-
PAC solves 1. THANS-PAC, REV 2.
Mow released! Six disks with more progs,
more up-dates, including mulii-tape @
auto-boot disk, multi-tapa to menu, disk to
tape, tape to tape, disk to disk, Mulli-move
af files comes packaged on thras double-
sdad Memaorex discs.

£25 post fres.
BACK-UPS
Tapes or disks, SAE for lists.
CRACKER

Wil list MG progs to screen, you adit
download your personalised varsion with
ar without M/C knowledge. Hours of fun
changing text to leave personal messages
on scrgan, Stuck on an adveniure saarch
for clues. Also acts to back-up your Atari
tapas.
Al for only £10 on T.O.K, lapa [16k) post
irag.
XL FIXER
Will allow you 1o play gameas written for
400,500 range on your XL disk version £10,
tapa varsion £6,
All post tree. Mall order only.
For full lists send 5.4.E. 24 hour despatoh.
STOCKSOFT
15 WOODBROOK ROAD,
BIRMINGHAM B30 1UE.

ATARI

400/600/800 XL/XE SOFTWARE

We have an all round selection of
disks, cassettes and cartridges
FOR HIRE. Apply now and hire
your first 4 games free. Well over
BOD different original titles. For
full details send stamped
addressed envelope or telaphona
evenings 7pm-10pm or week-
ends.
LOW ATARI PRICES

800 XL Computers £94.95
(P&F E2.95)
1050 Disk Drives £174.95
(PEP £2.95)
Save £10.00 when you purchase bath,
Mamores disks, boxes of 10 single
density disks £16.50, double density
disks E£18.00, Antic and Amnalog
magazinas available,
Six subscriptions £19.00.

Games & Software Club,
Dept CG, 35 Tilbury Road,
Thorney Close, Sunderland,
SR3 4PB. Tel: 0783 286351.
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AND TWO

LIBRARIES

BBC / ELECTRON / DRAGON
software library. Membership
£5.00, tapes 1 (+30p P&P). Stamp
for details. E. Tucker, 58 Blenhaim

Attention Commodore, Amstrad
Atarl, BBC, and M.5.X. users.
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COMFILITERS
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Midland Computers Limioed,
18 Codage Strese, Worcemer WEI 150 Telephers (0905} &1 1072

Walk, Corby, Northants.

OVER 6,000 GAMES
FROM £1.99
For Comm 64, 16 : VIC 20 :
SPECTRUM : AMSTRAD
DRAGON : ATARI 400/800/

1200 : MSX : BBC
ELECTRON : SAE FOR
PRICE LIST

[glate which mecro)

ARCADE SOFTWARE
202/3 Shopping Hall, East
Ham, London EB. Or phone
01-471 8900 FOR A PRICE.

SEND TO: 1 GOLDEN SQUARE, LONDON W.1.6L20 7AR.

28

Please place my advertin CG for _
commencing as soon as possible. |am enclosing

my cheque/P.O. for£. . ... ... (made payable to
A.S.P. LTD) Advertisers please add 15% VAT

issues

Phone NO. ......pceeecicciciania
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Hot Line
Mail Order Service
- 0225-316924

l ]

L o
%’ o Folway ¥ "‘"ﬂ 4

D eep in the steamy Amazon jungle
danger lurks amongst the swamps and
creepers. Armed only with a blowpipe and
a limited number of poisoned darts, your
journey takes you through some of the last
unexplored areas of Rainforest.
Look out for treacherous headhunters and
scorpions, while above you deadly tree
| snakes wait to strike at easy prey.
| Try and outrun them, but you'll have to
stop, load and shoot eventually!
Your adventures take you through dank,
eerie caves echoing with the sound of bloodsucking
vampire bats. Wierd wraithes chase you out to face the
climax of the game around a ruined temple.
Dodging the crumbling masonry you must combat
giant spiders waiting to entwine you in their deadly
webs. But are you accurate enough with your blowpipe
to face the final conflict?
There are 4 levels of difficulty spread over 3 incredibly
A detailed 3D scrolling landscapes and should you be
; caught out, the end you face is definitely not for

the faint hearted.
Realistic sound adds to the thrill of the
. u chase — make sure the screams aren’t
. » yours if you are dragged away by the
- awesome Quetzalcoatus.
Load up, and be ready to shoot!
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Mew Generation products are
sold according to their terms
of trade and conditions of sale.

FREEPOST, Bath BA2 4TD.




48K Spectrum

chronicles of the land of fairlight
1. A prReELUOE: The Light revealed

BY BO JANGEBORG

(author of ‘The Artist)

he first example of the revolutionary 3D “Worldmaker” technique

12/13 Henrietta Street, Covent Garden, London WC2E 8LH Tel: 01-240 1422/7877 Telex: 892379






