An Argus Specialist Publication 1 TRANSMISSION No. 10
.~ | : . : _ STARDATE January 1986
- £l

Is it a bird? Is it a plane? No!

It's Superman the game B
Mastertronics Spellbound— - : % -
Magical adventure at a budget price

klt_ragﬁde*— Racing into the future

________
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The return of the legendary crusader - skilfully fencing
his way through twenty screens of mystery and danger!
CASSETTE DISK

Awailable for £9‘9 & £14.95

Commodore 64 & Atari

. U.S. Gold Limited, Unit 10, The Parkway Industrial Centre,
: Heneage Street, Birmingham B7 4LY.

Datasolt is a registered frademark of Datasoft, Inc. Zoreo is a registered ieademark of Lorro
Productions = 1985 forro Productions. Al ri;.:hrt reserved. © 1985 Datasaft Inc,
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Greetings earthlings.
Welcome to an action pack-
ad transmission of the

| galaxies favourite
magazine for computer
gamers.

This month we come to
the rescue of those of you
suffering through
Christmas who can't get

L

close to the television
because the family are wat-
ching a rerun of the Sound
of usiec. The answer is
simple. Play a game of
Agsault on Aargon.

It's a fantastic science
fiection game for two
players and its set on
own planet Aargon. You
find all the counters for the
game inside the magazine
as well as full playing in-
structions. The board is
part of the great poster in-
cluded in this issue that
also doubles as a calender
to remind you when the
next transmission of
Gamer is8 in the shops. Next
month we'll add more to
the excitement by printing
the counters and rules for

UsS Gold’s
Accolade

The first three games from
U8 Gold's new signing,
Accolade software, are due
out soon and promise
rﬂu.liﬂl tic Mﬂhiugn and movie
a8 i
mﬂaﬁ%ﬂll is claimed by
Accolade to be the most
realistic home computer
baseball game ever. It
features the action of
major League baseball
which mai,re become more
unstandable after watching
the World Series ta
on Channel 4 (Jan l1st).
The Psi-5 Trading Com-

rany pits you as a galactic

w’ﬂuww e e o e ek

A R g _.':".-ﬂ-""r':'\-ﬂ-llﬂ'_ R A
e Moy e ;

Ao > SJ2E2Po0 BEosa by

z two more alien races plus | S — AP < PN
X Ehﬂ.rlia}.ﬁ E{natlwill allow you g s gy Rti‘:lsnj' express who muﬂtg ga:
3 to play it solo. thro

Also in this transmis- %ﬁﬂiﬂﬂﬂmﬂﬂlﬂﬂr- ifmupufrl
sion you'll find in depth e “pa.stm tlﬁlﬂmﬂpmygirst-eﬂ
reviews of SBuperman — the R It soemrae or tha

NS - FIRING ORDERS
ts Weapon Target

isSiles at
lasters at
ARRBAS

game, a superb budget ar- 4

i £E, STIpEIT B0 s
bound and Elﬁktrﬂglidﬂ i t‘hﬂ righ.t mguthﬁt ou'll
%ﬁ'&&f to be seem %o be have to select from 20 ap-

g}l{iﬁ;g.ma each with a special
Pinally in Law of the
West your the new sheriff
of Gold Gulch. The old
gheriff died of sudden lead

. poisioning whether this
ppens to you depends on
our quick wits and

Plus we've got another of
our ineredibly popular
“Herolc Warrior'® adven-
tures and all the Ilatest
news and reviews to guide
vyou into & new gaming
Vear.

Transmission ends.
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« Beries of outpost stations.
Amstrad Tau Ceti Ylt:-u will ?ﬁu & able to ex-
e plore a8
CRL have almost completed
the Amstrad conversions of %clupadia not unlike the
the excellent Tau Ceti
which was featured in the
last transmission of Gamer.
The cassette version will
be & straight conversion
but the dise version will be
aptly called Tau Ceti Plus.
ot only will it feature
more buildings and aliens
each city will also have a

gelence fiction arcade
adventure featuring a split
screen display and superb
character animation.

We’'re Counting the Votes

In the 1985 Computer Gamer — Game of the Year
Awards.

Order your copy of the next transmission of
Gamer for the full results.

Best Software House.
Best Game.

Best Spectrum Game.
Best C64 Game.

Best Adventure.

Best Sports Game.

Best Arcade Game.

Best Arcade Adventure.

Best Strategy Game.

Best Platform Game.

Best Coin-op Machine.

Game of the Year Awards — 1985
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G'ramlin’s Games

Gremlin Graphics hope to
follow up the success ot
Monty on the Run and
Grumpy Bupersleuth with
the release of new games
for five machines.

The Way of the Tiger is a
series of games based on
the fighting fantasy Et%];e
books published v
Houghton & Stoddeston.
Not only has the series in-
epired 8 geries of text
adventures to be released
early next year but also four
arcade adventures. In the
first game you must prove
i’]ﬂu are worthy to become a

inja by taking a motly col-
lection of opponents rang-
ing from horned beasts to
other Ninjas on a scrolling
landscape. Using the
Joystick you can execute a
number of acrobatic pun-
ches and kicks as well as
s0me impressive jumps. A
nice feature of the graphics
is that the landscape moves
up and down as you jump
to give you that extra air of
realism.

The following three ar-
cade adventures will be
available later in the year
and will be in Spectrum,
Amstrad and C64 formats
and will cost £8.85.

Zone X and King of the
Hing are Gremling first
games for the Atari.

Zone X is an arcade race
against time in which you
must collect plutonium
waste from mineshafts and
transport them to the safe-
ty of containers within 50
seconds.

King of the Ring gives
Eﬂu the chance to become a

oxing manager in which
‘?ou musgt train your fighter
or the big fight. However
once the training's over

o et
7 JUST THINK.. THAT DSTANT
¥ LITTLE TWINKLE OF LIGHT
{ WL Soond BEMIFIT FROM
OUR, EXFERTSE ANT BRAERY.

MBKES ¥'FEEL Wi .. GDOD
DR R E L S e

SPACE DOUBT. THE MOTIoNLESS PICTURES .
TS AN EXPERIENCE YU WONT.ER. . FORGET!

and they're in the ring you
have to take a ringside seat
and are only allowed to
pass on hints and com-
ments to your champ inbet-
ween rounds.

Jetbrix promises to be
an extremely addictive
game for the Cl6 in which
you must stop bricks lan.
ding by shooting them as
they fall from the top of the
BCI'een.

The game starts with the
bricks six deep along the
bottom and they musn't get,
any higher. To help you,
%mu can collect objects that
all with the bricks that can
clear a single brick or an
entire row.

Finally Gremlin also

lan the Amstrad version of

cnty on the Run, Weast
Bank (a game inspired by
the coin-op game Banlk
Panic) for Amstrad and
Spectrum plus a C16 game
called Kung-fu Kid.




Skyfox, soon for the Spectrum and Amstrad.

Ariolasoft’s
Xmas goodies

Ariolasoft have rushed out
a new strategy game and
five conversions to catch
the end of the Christmas

Firebird’s Art
Studio

Firebird are set to launch a
superb graphics package
for the Spectrum.

Called the Art Studio it
is an Icon driven utility
which via pull down menus
allows you to easily draw
almost any shape on the
screen. Thie can then be
flipped, aquashed
magnified, rotated, in-
verted and copied around
the screen as well as col-
oured in bewildering varie-
ty of textures, colours and
textured colours.

rush. .
Think! is an Icon drive
strategy game which 1s

reviewed in this issue of
Gamer, It pits you against
elther a human or & com-
puter opponent.

The long awaited conver-

The resulting drawing
can be saved to tape, disk or
mierodrive to be improved
on later or compressed for

sions will allow Bpectrum
and Amstrad owners to en-
joy the excellent 8kyfox, as
well as a 084 version of
Spelunker and an Atari and
Amstrad version of the
puzzlin% Realm of Im-
possibility.

use in your OwWn programs.

The Art Studio is produc-
ed by Firebird for the Spec-
trum and will cost £14.85.

Firebird's Art Studio
(Artist not supplied).
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Quiz Time

Three new computerised
quiz games have been
released in time for New
Year parties.

In Alligata’'s Quiz Quest
contestants will have to
answer tmultiple choice
guestions on a wvariety of
subjects including sport,

op, TV and general
nowledge. GFuiz quest also
includes a Iacility to in-
clude your own guestions.

Pamily Quiz for the Spec-
trum is based on the TV
series 3-2-1.

Contestants must
answer true or false gques-
tions, play an arcade game
and sport the real prize in
order to enter a real prize
draw in which you could
win a holiday in the sun.

Finally, football fanatics
can answer a variety of
football related gquestions
ranging from the FA Cup to
Non-league records.
Rothmans Football Quick
Quiz is available for the
Spectrum for £7.95.

A Happy New
Year to all our

readers from all
at Computer
Gamer.




REALTIME - /- SOFTWARE
| R L 5
LiTED
* ADDICTIVE ARCADE ACTION
* CONTINUOUSMUSIC ANDSOUND EFFECTS
* UPTO 21 MOVING FULL COLOURSPRITES

* ONE ORTWO PLAYER GAME OPTION
* JOYSTICK/KEYBOARD

In the days of chivalry when the world was still full of myth
and wonder, the newly knighted went out into the world
to seek fame, glory and to prove their courage.

However, very few could have dreamt of adventure such
as awaits you now. A powerful bird as your mount and a
dark and mysterious battlefield upon which to show your
valour and demonstrate your knightly skills.

You will face many adversaries, of differing talents, who
will not shirk from attacking you in number. Other dangers
lurk in waiting for you to tire in your fight before taking the
field to prove to be an almost unbeatable menace.

The ground itself is not always certain, and beware the
swamp below, who knows what terrors may lurk in its
murky depths.

S0 mount up and sally forth on your quest in order that
you may hang your banner in the heraldic hall of fame. -

_————_——_————————ﬁ' =

REALTIME GAMES SOFTWARE LTD
PROSPECT HOUSE, 32 SOVEREIGN STREET, LEEDS LS1 4BJ.
Tel: (0532) 458948

lenclose cheque/P.O.for£12.95 (inc. P & P).

Complete in BLOCK CAPITALS please.
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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 to:

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

What do you get out of
it? A FREE news letter
once a month with of-
fers, club activities
and news. The chance
to participate in the
Gamer Club ratings
scheme, this is a
scheme where by per-
forming various tasks
a member can fill up
his membership cards
with the ratings
(rather like
Scout/Guide badges).
On completion of all
tasks the person is
awarded the Master
Gamer Award — and
can be very proud of

himself indeed. |
ire | |
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AMSTRAD
SPECTRUM

£7.95

You are the Robot Messiah, the one hope for your long suftering race, the Droids

Imprisoned in mines of horrific torture, the Droids are worker robots, slaves to Androids and destined
to misery.

As the Robot Messiah, you must set out against overwhelming odds — battle against giant bears,
killer robots and evil gnomes. Explore a mind-boggling maze of caves, escape from a wretched tunnel
until, in the sinister test centre you can begin to formulate a plan — and that is only the beginning!

Spanning 152 screens and 3 levels, Robot Messiah is a sensational arcade adventura, rich in
atmosphere and tension which is sure to be the hit this Christmas.

"ROBOT MESSIAH” written by Christian Urquhart
and Mike Smith

Christian Urquhart is also the author of ‘Hunchback’
& co-author of Daley Thompson's' Decathlon’

AVAILABLE FROM LEADING SOFTWARE STOCKISTS
OR DIRECT FROM: ALPHABATIM 2 WELLINGTONIA COURT VARNDEAN PARK BRIGHTON BN1 6TD SUSSEX




Electraglide is the best road
racing game that I have
ever seen. This game is
truly brilliant. A term I
don't often use with games
but this game is really ex-
ceptional.

After waiting an in-
eradibly long time for the
game to load wvou are
greeted with the title screen
which comprises a waving
union jack and the Electra-

lide logo — which is vector

rawn and ‘flows' between
the words Electra and
Glide. After this is the op-
tion screen which gdives you
a cholce between three dif-
ferent steering envelopes.
These envelopas change the
welght and feel of the steer-
ing. You also have the op-
tion of in which country
the game should take place.
The choices are America,
Australia, and the British
mainland.

Depending on the choice
yvou get a slightly different
track, with a different col-
our scheme — for me,
Australia seems to be
easier, but the instructions
only say that they are dif-
ferent not that there is any
difficulty change between
countries.

Changing between coun-
tries causes a map,
displayed on the left of the
screen, to flow from one to
another. This is a most in-
teresting effect, and even
when you Eknow how it's
done, it can be very im-
pressive.

Press start and you're
into the game. The screen is
dominated by the view of
the track in front of you,

to success.

with a small control panel
showing time left and speed
along with some pseudo
instruments that show
flickering shapes, as far as
I can see these are there for
no real purpose though
they do seem to change
along with various happen-
ings on the track — though
this may only be an effect.

As mentioned earlier,
the colour scheme is depen-
dent on the country that
You are running over,
though the graphics don't
change — ie you still get
snow capped mountains in
Australia and Britain!

The initial impression of
the game is Pole Position-
like, with red and white
at-répad adging to the road
an the aforementioned
mountains in the back-

round. But, the game is
ar from your standard rac-
ing game — in factg, it is
nothing like a racing game
at all, except for the road
and the time limit, all
similarities with the run-
of-the-mill racing games
ends here.

The object of the game is
just to survive. The road
twists and turns with trees
on either side of the road
(even in the desert!), but
these are not the problem.
What really messes you up
are the rotating triangles
that float over the road, and
the zig-zagging bouncing
balls that charge down the
road in the same way as the
mysterious sphere in ‘The
Prisoner’ — all very eerie.

Added to this is an alien
space ship that flys
overhead and drops great
?111&-1"5 in the road, very dif-
icult to avoid unless you
are at the right speed for
your steering envelope. I
prefer steering envelope

three, this means that you

pushed forwards all the
time to keep the speed up. 1
don’t like this as it reduces
your steering control, and
gets wvery painful after a
while if you are uging the
old style Atari stick with
the pointed corners —
perhaps English Software
don't use this type of stick?
I wish I didn’t.

At the start of the game
ou are in a tunnel, the ef-
ect of this is stunning, and

ia even better at the end of
lavel one where you have to
drive along a longer tunnel
to the next level, the tunnel
has corners in it and the 3D
effect of the opening of the
tunnel coming towards you
and the exit looming up —
being able to see the
scenery of course — is in-
credible.

At the end of level two
you are greeted with a fork
in the road, wonders will
never cease, that's as far as
we got — I hate to think
what could happen in later
levels.

Mike Roberts takes an in depth look
at the racing game that’s on the road

There is no score as
such, S0 your progress can
1*31'1& be H}E&E-él;ﬁ in l'tlgw
(s} ou lasted, you start
off wﬁh 80 seconds on the
clock, and get a further 60
seconds added on to your
remaining time when you
change to the next level.

can zip around the things
at maximum speed.
Joystick controls are for-
ward to accelerate, back to
brake, and left/right steer-
ing. This may sound ob-
vious, but the instructions
don't tell you about i, and
it took me a few plays
before I worked out where
the brake is — maybe I'm
ust getting old! You also
ave to kKeep the joystick

The tactics needed to
play the game mainly rely
on a ggnd memory, as at the
speads that the a goses
at a map would be next to
useless unless somebody

-was calling it out.

The objects on the track
appear in a similar manner
to those in ‘Star Rider' a
video disk game that had a
limited success in the ar-
cades. But, of course in
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Electraglide they all move.
The most numerous
obstacle is the triangular
rism shape that sits in a
ixed position at a fixed
h t over one of the lanes
in the road, once their posi-
tions can be memo it is
an easy task to avoid them.
The next easiest are the
illars that the space ships
p, these will always ap-
pear in one of a num of
possible positions (I think)
and as mentioned earlier
you change speed to that
which gives &uu maximum
turning ability on your
steering envelope then you
will be all right, just
remember where they are
and zig-zag through them.
Each pillar stretches from
about the same height as
the sm shapes, but ex-
tends to the ground, they

always sit in the middle of a
lane — 80 just use the
other.

The really awkward

obstacles are the bouncing
balls. These balls bounce
uf) and down and will
always bounce on the lane
that you are on or, if you
are in the middle of the
track, they will bounce
from side to side. There are
two tactice for avoidin
these, time it t an
drive underneath them, or
drive up to them on one
g8ide of the trak. Then, at
the last moment possible
with your steering control
envelope, zip over to the
other lane.

The big problem with all
of these obstacles is that
they occasionally appear on
corners, this means that
you either can't see them
until you are too late or you
can't tell which lane they
are on — well, such is lifel
If you hit them you stop
dead, and thus loose
valuable time.

Another problem en-
countered is conee :
whenever you hit the ﬂil;;ga
of the track you slow down,
losing time again, so it is
wise to learn the steering
techniques as soon as
possible. I found that steer-
ing with the corner until

ou ses a tree coming

owards you and then
steering away from the cor-
ner, which will line you up
with the str t properly,
is the best nigque. But,
other pecple have different
theories. :

The music that accom-
panies the game is very

and ﬂt:} the mt?xﬂd g.ﬁ
game perfectly, thou
after a time, it could get a
bit on your nerves.

The one gripe I have
about the game is that if
you crash off the road and
on a corner, you take a dis-
proportionately long tirmne
to start up again, this bein
a product of the slow initia

‘acceleration of the car and

the speed reduction due to
being off the road. It can be
the case that one crash
under these circumstances
can lose you the game.

Despite this I still think
that the game is brilliant.
There is little competition,
there being no score, and
there isn't even any other
cars on the road. The whole
pleasure of the game is just
playing it.

At £8.95 for the tape or
£12.95 for the disk (well
worth it, Electraglide is a
very, very, very long pro-
gram) it 18 good wvalue for
money, and one of the best
Atari/Commodore games
that I have seen for a long
time — go out and buy it
TLOW.

PLANET RATINGS

Originality oEes
Graphics sSeses
Use of machine (1171
Value for money SESSN

STAR RATING
Supernova
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Game designed by Tony
Hetherington and Gordon
Hamlett.

The Dome stood silent and
empty. As Fecaan and his
crew explored it's interior
he found it hard to imagine
it as it onee used to be.

In a time before the Ty
Jovis Caan lead the people
to the sky cities the domes
formed a defence ring
around the old Aargonian
cities. Each one could com-
mand terrifying laser
towers and produce deadly
defense droids. But now
they lay in silence as the
cities were left to Aargons
mega sloths, lavasnakes
and voles.

Eacaan now led just one
of a hundred crews sent out
by Aargons new leader, Py
Ryt Wvern, to claim their
planet and it's wvaluable
resources. meanwhile
Aargon’s main fleet were
explanding it's empire fur-
ther into space.

No pone even considered
the possibility of an attack
on Aargon but across the
reaches of space came the
deadly assault robots of the
Darklord, Zaroc.

They landed in the
foothills that lie before the
desert as Fecaan found the
secret panel that led to the
caverns that burrow below
the dome. In them is hid-
den the controls that will
activate the ancient
defences.

Ag the Aargonians
calebrated their great
discovery Zaroc's forces
moved fto attack. If they
destroyed their great
discovery Zaroc's forces
moved to attack., If they
destroyed the dome the rest
of Aargon would quickly
fall giving them an ex-
cellent basze to attack the

sky cities.

advance of an army of
robots? You decide by
playing our fantastic free

game,

Is it possible for just 5
Aargonians to defeat an en-
tire invasion force? Their
only hope is to explore the
caverns beneath the dome
and just hope they can find
the controls to activate the
defenses in time. Armed
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only with stunguns they
entered the caverns to face
the unknown. :

The Assault on Aargon
had begun.

One player takes control
of the attacking robot
forces of Zaroc and at

ASSAULT
OV AARGON

Can five Aargonians stop the

tempts to storm the dome.
The other, as Eecaan and
four other Aargonians,
must search the lost
caverns under the dome to
activate the ancient
defenses — before it's too
late.

To play Assault on
Aargon you will need the
poster and pieces from this
transmission of Gamer and
at least 1 six sided dice.

These dice can be raided
from the families Monopoly
sat through the more you
can get the better.

The poster shows part of
the Aargonian landscape
that lies around the Dome
aswell as a cross-section
through the lost caverns
that lie beneath. Stretching
anead of the dome is the
great desert plains which
lead, on one side, to the
volcanic area and on the
other to swamps and mar-
shes.

Before you start, wyou
should carefully remove
the two pages of game
pieces from Gamer and
sgtick thern down firmly on
card, for example an empty
cereal packet. Then care-
fully cut out the counters,
craters and factory shapes
and you're ready to play
Assault on Aargon,

The Playing
Pieces

The pieces represent the op-
posing forces in the game
that are described around
the edge of the poster.
Hence on the Aargonian
*gide there are counters for
Eecaan and his friends,
defence drolds (including
some packed with ex-
plosives), Luminous-nosed
lavasnakes, Acturian




Mach-1 Assault Robot

Cavern Critters

Megasloths as well as
counters representing the
weapon systems and
hazards (blockages and
cavern critters) that will be
found in the caves. Similar-
ly there are counters for
geach of the 5 types of
assault robots and finally
one for the deadly B8irus
wind.

In addition there are cut-
outs to represent craters,
and factories that
are used to change the
board as the game pro-
gresses.

Fach counter has three
numbers printed on it
which represent its move-
ment, attack dice and
defence strength.

The movement value rep-
resents the number of
squares that the counter
can move in one turn. This
can be in any direction ex-
cept that it is impossible for
any piece to leave the sides
of the poster map or travel
below ground. Counters
travelling through craters
do g0 at only one square per
turn despite their move-
ment value.

The defence value
represents the strength of
the attack that is needed to
destroy the counter. Please
note that stationary objects
such as the dome, droid
towers, remotes and fac-
tories all have defence
values.

The attack dice is the
number of six sided dice
that are thrown when that
unit iz attacking. For ex-

I

ample a M-4 assault robot
throws & dice.

Lavasnakes and mega-
sloths have in fact two
numbers for each value,
The higher numbers are
their real values however
they weaken if outside
their natural habitat when
yvou should use the lower
numbers.

Setting Up

Before a game of Assault on
Aargon begins it 1is
necessary to follow these
simple instructions.

1) Turn face down the 28
green cave counters and
mix them up thﬂrﬂuﬁhl&r
before placing one of them
in each of the caverns leav-
ing the one immediately
beneath the dome empty.
This is the control room
where the five Aargonians
should now be placed.

2) The Zaroc player should
now throw a dice and con-
sult the Invasion Table fo
determine his initial force.
These are then placed
anywhere on the desert
plateau. However as with
any other surface forces
only like counters can oc¢-
cupy the same square to a

cmmrman

maximum of 5. For exam-
ple 5 M-2 assault robots can
share a square but not 4
M-2's and a M-1.

3) Finally the whirlwind
counter 18 placed on its
start position on the centre
of the poster.

Playing the
Game

Agsault on Aargon is played
in a series of turns that are
split into sections as
follows:

1) Robots move

=) Robots attack

3) Robots factorise

4} Cavern Critters

5) Aargonians explore
CAVErm

6) Aargonian defences
move

7)1 Aargonian defences at-
tack

8) Aargonians activate new
defences

9) Whirlwind moves.

This is repeated until
one player has won the
game.

The easiest way to learn
how to play Assault on
Aargon 18 to ¢tr it.
Therefore we've listed each
part of the turn in detail
below so that you can find
all you need to know as you
Ela.:g.ir the game. We've also

ighlighted important
keywords so that you can
find the section you need
easily.

1) Robots move

Zaroc begins the turn by
moving any or all of his
robots up to the maximum
they’'re allowed. For exam-
ple M-1's can move only 2
squares but M-2's and

-3’6 can move up to 3
gquares.

Remember that only like
pieces can stack and you
can't move onto the same
gquare as an opposing
plece.

2) Robots attack

Any robots in a square next
to a droid, lavasnake or
sloth or indeed a droid
tower, activated remote or
the dome itself can attack.

Any number of robots
adjacent to the same object
can combine in attack. To
carry out the attack simply
throw the number of dice

indicated and add up the
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M-4 Assault Robots
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total. If this equals or ex-
¢eeds the defence strength
of the object then it is
destroyed and removed
from the game. If the dome
(defence strength 40) is
destroyed then the robots
have won the game.

If an explosive droid is
destroyed replace it with a
crater placing the centre of
the cut-out over the droid
and removing any other
gounters that the cut-out
NOW COvers,

For further detalls about
gombat see the combat ex-
amples.

3) Robots
factorise

Although intimidating the
initial robot assault force
probably won’'t be enough
to storm +the dome.
However Zaroc's M-3
assault robots are highly
sophisticated and have the
ability to transform into
factories that can produce
other robots in later turns.
These factories can initially
produce 1 M-1 per turn
however ‘‘factorising’’ can
increase both the number

M-8 Assault Robot
Invasion Table

of robots produced in a
turn (its capacity) and the
level of the robots produc-
ed. This process isn't
without its risks and can
push the factories ionic
drive too far which would
detonate destroying all
around it.
To transform a M-3 into
a factory simply replace it
with a factory cut-out lin-
ing up the factories defence
strength (20) with the
M-&'s counter leaving the
production bay facing
towards the dome. Impor-
tant. Only M-3's that
haven't moved or attacked
this turn can transform in-
to factories, Once they have
transformed they can
neither move or convert
back to their original form.
An existing factory can
produce other robots accor-
ding to its capacity and
level figures. For example a
level one factory with a
capacity of 1 can only pro-
duce 1 M-1 per turn
whereas a level 4 factory
with a capacity of 3 can
roduce an impressive
orce of 3 M-4's every turn.
Either way the produced
robots are placed on the
production bay where they
are moved off in the next
turn.

Ivl 3

On|dlto o) —
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The resulting forces can be placed anywhere in the desert foothills in the top left hand

gorner of the map.
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If there aren't enough
counters left to produce the
robots you want then no
production is allowed.

An existing factory can
attempt to improve its level
and capacity by factorising.
As mentioned earlier, this
i8 a risky Emceaa that may
result in the destruction of
the factory.

To find the result throw
& dice and consult the fac-
torising table.

Whatever the result the
factory cannot produce this
turn. Each factory
undergoing this process is
thrown for separately.

If the result is a ‘'="
t1i1151=5 18 no improvement at
all.

If the result is & “L"" in-
crease the factories level by
one by using the ap-
propriate counter. If the
factories level is already 5
then a ‘L' result is the
same a8 an explosion (“'x"
on the table).

If the result is a *“@v
then increase the factories
capacity. If the capacity is
already 5 then the “C"
result is the same as an ex-
plosion (“'x’" on the table).

If the result is a ““x"
then the factory explodes
and should be replaced by a
crater lining up the centre
of the crater cut-out with
the defence square of the
factory. Any counters
under the crater are
destroyed. If this partly
covers another factory then
a chain reaction is trig-
gered and that factory is
cratered as well. He careful
where you place your fac-
tories!

4) Cavern
critters

If the Aargonians have
come across any critters
then now is the time to
move and attack with them.
Like the Aargonians they
can move through up to 2
caverns but must stop if
they meet one that is unex-
plored. Critters must stop
and attack any Aargonian
that they meet although
they may move out of a cave
containing an Aargonian.

g

LA



5) Aargonians
explore caverns

The Aargoniang can move
up to 2 caves per turn but
must stop at an unexplored
one or if they enter a cavern
occupied by a critter. After
all the Aargonians that
have moved any unvailed
counters are revealed.

If it is an empty cavern
simply remove the counter.

If it is a blockage then
the Aargonians attempt to
remove it by throwing over
the value with their attack
dice. If they succeed the
counter is removed. If they
fail the blockage remains
and they can try again next
turn. Nothing can pass a
blocked cavern.

If it's a cavern critter the
Aargonians can attempt to
lgill it through normal com-

at.

If it's an explosive the
counter is removed and can
be used to convert a normal
droid into an explosive
droid.

If it's the unstable ex-
plosive this explodes kill-
ing everything in that
cavern. The counter is then
removed.

Finally, if it's a weapon
system this is left face up to
be activated later in the
turn.

6) Aargonian
defence moves

Important — droids can on-
ly move if there is at least
one Aargonian in the con-
trol cavern (this is where
they started the game and
lies directly under the
dome).

Any droids, lavasnakes
and sloths activated are
allowed to move.

7) Aargonian
defence attacks

Important — droids and
remotes can only attack if
there is at least one Aargo-
nian in the control cavern.

Any activated droids,
lavasnakes, slothes and
remotes can attack., The
droids, snakes and sloths
attack like the robots do
but a remote, once ac-
tivated, can attack any
single target that lies in
front of it with 5 dice to
destroy. Remotes are not
allowed to combine their at-
tacks.

/ &

M-2 Assault Robots

8) Aargonians
activate defences

Important — defence
systems can only be ac-
tivated if at least one Aargo-
nian 1is in the control
CaVETrTl.

Any face up weapon
counters are activated by
placing them in the dome.

Activated droid towers
throw one dice for droid
production. If the result is
1 or & no droids are produc-
ed. Butif theresultis3 or4
(1 droid) or 5 or 6 (2 droids)
are placed on the board by
the appropriate tower.
Droid towers throw
separately. Cashing in a
collected explosive counter
allows you to produce an
gxplosive droid instead of a
normal one.

If there aren't any droid

counters left then no droids

are produced.

If the lavasnakes are ac-
tivated throw 2 dice and
that many snakes come to
help. These can start
anywhere in the volcanic
region.

Factory Development Table

i

If the sloths are ac-
tivated then throw 1 dice to
determine how many
answer the call. These ap-
pear anywhere in the
SWAaImp region.

The Aargonian can
detonate any of his ex-
plosive droids which are
replaced by craters. Place
the centre of the crater cut-
out over the droid counter.
Anything under the crater
is, of course, destoyed.

Sirus Whirlwind

The turn ends with the
movement of the deadly
wind. Two dice are thrown,
1 by each player, to decide
the path of the wind. The
Aargonian throws for
direction which is deter-
mined by the compass
which surrounds the winds
starting position and Zaroc
throws for distance. The
wind is moved the number
of squares accordingly. For
example if the Aargonian
throws a 3 and Zaroc a 4
then the wind moves
towards the dome.

If it lands on or passes
through a square contain-

ing a droid, snake, sloth or
rcbot then those are lost.
Explosive droids do not
detonate.

If its path touches any
part of a factory then it is
destroyed. Unless it has
developed in level and/or
capacity than all produc-
tion and development is
lost but the bagic factory
gurvives. The wind has no
effect on droid towers,
remotes or the dome itself
since these are built to
withstand it.

The wind cannot leave
the desert. If its movement
would take it beyond this
limit then it moves no fur-
ther,

If Zaroc throws a 6 for
distance then that move is
carried out which is follow-
ed by another 2 throws for
direction and distance.

This sequence is
repeated until the game is
WOTL.

Winning the
game

The game is won by Zaroc if
he ecan collect enough
robots around the base of
the dome to destroy it. The
Aargonians will win if they
prevent this.

To prevent the game
draggding on atter the result
becomes a foregone conclu-
sion Zaroc will also win if
all the Aargonians in the
caverns are killed. Similar-
ly the Aargonian will win if
it is possible for the robots
to destroy the dome. This
will happen if Zaroc has
lost all his factories and
M-3 robots and has less
than 7 attack dice worth of
robots left.

M-3 Assault Robots
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0 = no development this turn.
L = factory level increased by one.

C = factory capacity increased by one.

x = factory explodes resulting in a crater.

Next month

We will expand Assault on
Aargon by printing the
details of two new races
plus tables to allow you to
play the game solo.

ood luck,
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STUDORDS € SORCERY

Swords and Sorcery represents the first example of the
ultimate in graphic adventures using the unigue MIDAS
system.

Swords and Sorcery differs from other adventures in that
you guide your character through the unending corridors of
the underworld on a quest for material, physical and/or
gpiritual power. The choice is vours.

You begin as a novice with limited abilities in the use of
magic, sword play and stealth (lock picking, thieving ete).

As you wander the corridors, you will encounter beings
meek and mighty, discover untold wealth and worthless
trash. Some objects will increase vour . whilst some
will be dangerous and still others will be protected from
pilferers [;rqugel’}ry fiendishly ingenious traps, all designed
:liuhalp or hinder you on your pilgrimage to power and

ry.

There are quests within quests within Swords and Sorcery,
for those who want to follow them. Some are given others

DRAGON power level 7

LYTCH power level & — [0

WEREWOLF power level 4
a selection of vour opponents

must be found, and some are lost causes. There are many
ways of opening the gate between the levels of the
dungeons. Some are obscure and easy, others obvious and
dangerous. The most profitable paths are both. The
Ultimate goal of many will be to find the lost armour of
Zob, which was un-made by its maker, and its parts
scattered across the levels. What, where, how, who and
why are answers to be found. All that is known is the
prayer of the seekers:

WHEN DARK CABALLUS HIS COUNCILS LEND US
LET NOT THE RED CLUPEA HARANGUE US TURN US
FROM WHAT SEEMS TREMENDOUS AND THUS TO
Z0BS GREAT TREASURE SEND US,

You need never tire of Swords and Sorcery - when this
dungeon can no longer hold you, the next awaits . . . there
are a series of expansion modules planned to extend your
enjoyment indefinitely.

Available on Cassette £9.95

SPECTRUM 48K

{Multi Dimensional Animation System)
MIDAS ADVENTURE CONCEPT

Stunning 3D graphic animation simulating video disk
games,

A unique fully interactive adventure language using the
latest ARTIFICIAL INTELLIGENCE techniques.

State of the art data compression technigues enabling
enormous scenarios and vocabularies to be incorporated.
Real time Interactive Conflict Sequences. Talk to vour
opponent, attack them, flee them and even confuse them.
Develop your own unique player characters. For example
specialize in magic, swordplay etc.

Total expandability - your own characters can be
transferred to future adventures and new opponents,
scenarios and objects can be added to all the games.

A series of expansion modules to increase indefinitely the
playing life of each game written with MIDAS.

Amstrad & Commodore
versions available soon

P.55. 452 STONEY STANTON RD. COVENTRY CV6 5DG. TEL: COVENTRY (0203) 667556
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Available? C_OT;ﬁﬁuing - Challengé ami.
NOthere “Track and Field’ left off.IN{J

Imagine Software is available ﬂm:@,WHSMITH " AENTTITTS, WOOLWORTN, LASKYS, Rumbelows.Greens. Spectrum Shops and all good dealers.
Imagine Software (1984) Limited- 6 Central Street- Manchester- M2 SNS-Tel: 061 834 3939
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Is it a bird? Is it a plane?
No it’s Superman the game.
Eric Doyle dons his cape to
investigate the game based
on his childhood hero.

DC Comic's most famous
hero is here for the Com-
modore 64. 1 watch open-
mouthed as my childhood
hero comes alive on my
monitor screen.

This multi-screen game
follows the adventures of
superman as he battles to
sav¥e the citizens of
Metropolis from the evil
clutches of Darkseid and
his powerful Omega Beam.
Three screens represent the
streets of the city and a fur-
ther three show the
underground caverns
which lead to Darkseid's
dungeon. In addition to
thig, another five screens
are reserved for special ac-
L1on games.

As the good citizens
wander the streets of
Metropolis, Darkseid tries
to force them underground
into his dungeon mines.
ouperman tries to guide
them to safety using his
heat vision whilst avoiding
Darkseid’s ray. Arranged
at street corners and junc-
tions around the city are
deflector shields which
may be set to reflect either
ray. The shields also serve

to divert citizens towards
the exits leading to safety
or the dangers of the
subterranean caverns.

If this wasn't enough to
keep the two arch enemies
busy, there are also dimen-
sionisers (diamond shapes)
to be gathered to allow en-
try to adjoining scenes. To
rass from one scene to the
next means suffering the
delights of the action
screens. Compared to the
first part of the game, these
mini games are relatively
undemanding and the game

slips into the realms of
boredorm.
After battling with

Darkseid to clear an area of
citizens and then fighting
to gain enough dimen-
sioniers to allow you to exit
towards the next area you
want to visit, it is a®little
disappointing to find that
the most boring of the inae-
tion screens is the one
which appears most fre-
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The evil Darkseid plans to capture the citizens of

Metropolis.

quently. This one leads to
the caverns and the
passengeway is guarded by
a kryptonite launcher. As
Superman is8 guided
through the tunnel he must
avold the hail of green
boulders and, at the same
time, try to hit the launcher
with his heat rays. If eight
strikes are made on the
launcher then Superman
emerges on the next screen.
If eight boulders hit Super-

Action screen — 3D actions as Superman runs the

gauntlet of Darkseid’'s laser emplacements.

man then he re-emerges on
the screen which he was
trying to get away from and
he must battle against
Darkseid and the Omega
Ray for dimensioniser
superiority once more.

Of the other action
screens, the only one which
approaches a challenge is a
battle against Darkseid’s
fireball machine, Using his
super-breath, our BSuper-
hero must blow the
fireballs back down each of
the eight gun barrels
without being hit himself,
Success depends on the
speed with which you can
move into the path of a
boulder and blow without
Deing hit. As the number of
fireball tubes decreases the
harder this task becomes
because the remaining
tubes fire more frequently.
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Super graphics are used
in the screen where Super-
man must run the gauntlet
against Darkseid’'s laser
emplacements on one of
Metropolis’ streets. This is
ghown in 3D as our hero
flies through the buffetting
air currents. This is all
reminiscent of Luke
Skywalker's battle on the
Death Star but without as
much excitement.

Darkseid's Destroyer is
menacing the city in
another scenario. As out-
gize bombs resembling
beachballs fall from the
graft, Superman has to
punch them out of ex-
istence to fprevent. the
destruction of Metropolis.

The final screen is set in
one of the cavern passages
where Darkseid is chasing
Superman. Unbeknown to
Darkseid, the super hero
has set a few traps for the
evil one and as buperman
flies along dodging
Darkseid’s shots he trig.
gers either a force-field or
an avalanche of radioactive
boulders.

Although the graphics
are very good, the complex-
ity of the gameplay often
leaves a lot to be desired.
After a while I found the ac-
tion screens to be intrusive
and wished that movement
between the streets of
Metropolis and the caverns
was decided by chance in-
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The strategy game is

played on the map
of Metropolis.
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Action screen — Is Superman’s breath a match for

Darkseid's fireball machine?

[ & 1) T

stead of the repetitious
nuisance screens. Maybe if
more programming had
gone into the siXx main
acreens adding extra pro-
blems the game would have
appealed to me more but
this is mere conjecture, As
it stands the game is not as
super as its title would have
vou believe and it has the
feel of a Cl8 conversion
which does not make full
use of the Cé4's extra
power

This last point is not sur-
prising because the game is
a Cl6 game and it will also
be the Spectrum, Atari and

Amstrad versions. In an ef-
fort to standardise the
games the programmers
have been told to work to

the lowest cCOommon
denominator — the Cl6.
This obviously holds back

what can be down with the
game and it therefore
leaves a lot to be desired. 1
must say that if it looks as
good on the Cl6é then it
rates as one of the best
locking games that I've
sean (for the C161).

Trying the game on the
Cl28 revealed one of the
grmblﬂms of this machine's

64 ‘compatability’. True

g '_ [ S

compatability with the 64
is impossible because there
are several differences
within the range of 64s pro-
duced over the years. Occa-
sionally a piece of software
shows these differences
and in this case the blue
parts of GSuperman's
costume were not visible.

One good feature is that
the two player game allows
%D'LLI' opponent to control

arkseid’'s actions though
in m ost of the action
screens the control is
limited in range.

Beyond have built up a
name for quality games but
this one dents that reputa-
tion in my opinion. If it
gells, it will be on a wave of
hype surrouding the Super
man name in the same way
as another rather dull

ame, based on a ghost
ilm, sold on the strength of
axcellent voice synthesis,

PLANET RATINGS

Originality Y
Graphics [ 11 ]
Use of machine .
Value for money

STAR RATING
White Dwarf




Send to: Hi-Score, Com
London W1R 3AB

HI-SCORE COMPETITION CHART

Systam
Ce4

Game
Action Biker
Snapper
Chuckie Egg
Chuckie Egg
Chuckie Egg
Knight Lore
Decathlon (Ocean)
Decathlon (Ocean)
Decathlon (Ocean)
Decathlon (Microsoft)
Hypersports
Confusion
Pole Position
Pole Position
Pole Position
Pole Position
Elite
Ghostbusters
Cyclone
Seaside Special
Bruce Lee
Bruce Lee
grn one

onkey Kong
Spy Hunter
Spy Hunter
Jet Pac
Pitfall I
Decathlon (Activision)
Raid Over Moscow
Raid Over Moscow
BO's Quett for Trres

s Quest for

Staff of Karnath
Defender
Impossible Mission
Xcel
Zalaga
Frak
Frak!
Beach Head
Beach Head
Super Pipeline IT
Blue Max
Hopper
Zaxxon
Sdaxxon
Defender
3D Starstrike
Sabre Wulf
Sabre Wulf

Exploding Fist

Expl Fist
Explod Fist
Jet Boot Jack
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BBC
Spectrum
Electron
BBC
Spectrum
Cé4
Spectrum
Amstrad
IEM PC
Spectrum
Amstrad
Atari
Spectrum
Ce4
BBC
BEC
cé4
Spectrum
C64
Spectrum
C64
Atari
toe
rum
Ty
Spectrum
C64
Cé4
ce4d
Spectrum
Amstrad
Ced
cé4
Atari

puter Gamer, 1 Golden Squars,

R
ris Wr t
Mark Simon
Ian Harrison
Mark Simon
David Sayer
A Parkinson
Stuart Pimblett
Ian Harrison
Colin Adams
Dave Rendle
Stuart Marston
Simon Green
Dom Anderson
Graham Divine
Noel Reynolds
Gerard Kearney
D Codrington
P Harkins
A Parkinson
Mark Watkins
Sam Swift
Keith Nicholson
James 0'Neill
Mark Watkins
Martin 0'Neill
Chris Beckett
Chris West
Martin Dennett
Phill Goodridge
P Ford
Mark Henley
Mike Roberts
David Jolley
Kevin Mundow
Michael Davies
P Harkins
Graham Divine
Paul O'Malley
Paul 0'Mall
Gary Hodgkiss
Noel Reynolds
John Yeo
Richard Haworth
Chris Beckett
Mark Simon
David Webb
st e
ephen Lo
Hnuﬂmn
askery
M Barrick
S Johanessen
Dave Howes
Sean Brady
Hakan Akbas

Score
22496
172000
3021010
487000
237180
98%
181786
T01215
1034660
B7T65
113041
47800
136850
63550
121480
111480

13437772Cr(Elite)

$999900
62020
2362000
6000000
1185650
1016480
97260
1686250
202625
1231670
177788
11784
172800
279980
344600
8455

T-22
SRTO50
31445
88% (5 planets)
15007810
20000200
99500
866000
105000
138510
16000
14722
63350
199130
142000
47237010
310480
29%
214000
115800
32600
3660




From the Based Dﬂ the Story
RICHARD DONNER
Production STEVEN SPEILBERG ATARI

GOUN?BS

Exciting Multiscreen Action and Adventure!
U.S. Gold Limited, Unit 10, The Parkway Industrial Centre, Heneage Street,

Birmingham B7 4LY, Telephone 021-359 3020. Telex: 337268.
Datasoft is a registered trademark Of Datasoft inC.
THE Goonies 15 a2 trademark of Warner Bros. Inc.
Cri9aSs Warner Bros. ing, Al rights reservad.
warner-Tamerlang F";,ll'.ll:'i.""l"'l.ﬂ Corp. and Rellla Music Corp.
all rights reserved, Used by permission 21585 Datasoft Inc t ‘ i l




The Preview 86 show is all
about what is going to be
happening in the next year.
The exhibitors are all
dealers. distributors,
operators, and manufac
turers of Coin-Op games.
On  show were games
that are out for Christmas
and some that are planned
f'or next vear. One planned

nomid 1986
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Street. Fighter game. The
game is a three dimensional
racing game in the style of
Pole Position, but the guali
tyv of graphics and game-
play. are in excess of
anvthing that I have seen
for a long time. only TX-1
gets any better. and that
has a slight hardware ad
vantage!

Thinking ., of  TX-1;
another game
based on the same frame
and three screen format
Called Buggy Boy, the game
ig by Tatsumi and puts you
behind the wheel of a dune
buggy going through one of
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five different obstacle
courses, with tunnels (and
realistic tunnel sounds).
bridges, jumnps. two wheel-
gd driving and much more,
The added dimension of the
three screens, incredible
decaphonic (well, it sounds
like it) somuand. and a
vibrating chair make this a
game that meets the
challenge of a sequel that

L

N
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TX-1 left.

A couple of new games
are on their way from the
giant of coin-op games —
Atari. Indiana Jones' Tem-
ple of Doom is very similar
to the ladders and
walkways type of game
found  on- the .  little
machines that you plug in-
to wyour telly, but the
graphics and action are
that much better

The gameplay is not very
complex and the problems
are easy to solve. what
makes up for this is the
animation and graphiecs.

The next new Atari game
is called Gauntlet, and is a
dungeons and dragons
game in the full sense of the

I
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Indiana Jones

!

word,

Up to four players can
play simultaneously on a
very large controller board,
they each control a
character, who has various
attributes. strengths, and
weaknesses. The options
are a warrior, wizard, elf
and a valkyrie. The
graphics are a plan view
of aungeon = full ot all
sorts of nasties that you
¢an hack and chop up to
your heart's desire (if you
are a warrior that is). An
incredibly enjoyable game
that brings some whole
new concepts into the video
arenda.

Pinball Construction Set
eat your heart out! Pinball
Action from Tehkan is THE
best wvideo pinball game
that I have ever sesn. You
start off in the base field
and then knocking down
markers can ﬁl'-.ft! NOLD ACCaSss
to one of the other three
play fields. All the ‘tables’
are very playable and have
a level of realism that is
higher than anything that I
have seen in the computer
field.

Computer games mimick
arcade games, but occa-
sionally it goes the other
way. Broderbund's Chop

lifter has been a hot on a lot
of machines since it's
original conception on the
Apple some 3/4 years ago.
Now Sega have released a-

new updated version that is
simply stunning. The Ap-
plesAtari/Commodore
‘crude’ graphics have been
replaced by everything that
a 68010 processor and 1Mb
can provide, sound is ex-.
cellent and there is built in
speech synthesis., The little
men say thank-you for be-

R GAMER JANUARY 1986
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ing picked up, and give out
horrid - screams when you
shoot them or land on
them! And when you lose,
an evil laugh results.
Thers. wWas  also a
piethoria of Trivia games. a
lot of them, refreshingly.
from British manufac-
turers. These games are
currently very popular and
the trend for more and
more of them in continu-

ing.

Ghouls and Goblins has
made a tentative entry into
pubs and clubs, but seems
rare in arcades at the mo-
ment. From the number of
machines at the show, this
should change throughout
the early part of 1986.

The main theme through
the show was a trend
towards the more realistic
simulation type ot game
with Hang On and Buggy
Boy. fantasy with Ghouls
and Goblins and Gauntlet,

COMPUTER GAMER JANUARY 1986
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and game related games
like the trivia series and
pinball.

Another theme that ran
through the show was the
current standard of the
hardware that the
machines use. The mid-
range convertible machines
like Indiana Jones, Paper-
boy and Marble Madness —
all of which use the same
hardware have about the
same specification as the
new Commodore Amiga —
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Choplifter
and most people have some
experience of the abilities
of this machine, 68000 16
bit processors are the
norm, and 1/2 megabytes
of memory is also quite
common. Indeed we are
looking at the future of
computer games.

I'd like to thank Joyland
distributing, Free Enter-
prise Ltd, Konami, and
Dieth Leisure for their help
in this article.



- TheBest Selling Spectrum Soccer Special__
Now Released OnThe

.".__ x T - __ "
" comrmans -

2
L

e

| Ovcean Software is available from selected branches of:| JWHSMITH "I WOOLWORTH . LASKYS . Rumbelows.Greens,

Spectrum Shops and all good software dealers. Trade enquiries welcome.

“SPECTRUM7.95 AMSTRAD 895 BBC MICRO 995
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Softsel
teamed up to bring you the
adventure prize of a
lifetime — a pack of In-
focom adventures.

and Gamer have

The pack consists of the
five Infocom Classics that
have been reduced by Soft-
gal as a special offer for
Christmas. You could win
all five games by entering
our easy to enter competi-
tion.

The Games

The five games that form
the prize are Zork 1,
Deadline, Planetfall,
Seastalker and the Hiteh-
hikers Guide to the Galaxy.
In them you will have to ex-
plore the great
underground empire in
gearch of twenty treasures,
golve a baffling murder
gase, survive a crash on an
alien planet, save an under-
water dome from attack
from & sea monster and
discover the meaning of life
the universe and
gverything.

All Infocom adventures
feature flendish puzzles,
superb text descriptions
and incredible packaging_
For example the Deadline

MENT FORCE
echnical fraining

ALL

box not only includes the
ame disk and instructions
ut also a coroners report,
transcrips of interviews
with the suspects and even
a sample of the tablets that
killed the victim.

How To Enter

All we want you to do to
enter the competition that
could win you month's of
adventuring is to devise a
trap. Bear in mind that the
best traps don't necessarily
kill the victim but instead
strip them thier hard earn-
ed treasure.

Square, London W1R3.

(LANSICN!

You could win the
adventure prize of a lifetime
by entering our ‘‘design a
trap’’ competition.

Your trap can be
anything from a room full
of pits and spikes to a
powerful creature or
monster that won't let you
pass unless you answer a
riddlea.

Then jot down the details
along with any supportin
material that wyou fee
necessary on a piece of
paper and send it along
with the coupon below fto:

I_Gr::mpulzer Gamer [inf:::cﬂm] Competition, No. 1 Golden

I enclose a description of my fiendishly evil trap.

Name.....

Address ... i ..

I own a disk based C64/Atari/Mac/Apple/ Amstrad CP/M

(delete as applicable).

R
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INVE t}E EP INTO DINGER.
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Computer Gamer (Infocom)
Competition, No. 1 Golden
Square, London W1R 3AB.
Please remember that
the pack of Infocom
Classics are Dnlg available
in disk format but for the
following machines — C64,
Atari, IBM, Macintosh, Ap
le II and the Amstrad
P/M.,
Entries should arrive by
January 21st.




By Gordon Hamlett

Welcome to another Heroic
Warrior adventure. All you
need Lo pla;.li is paper, pencil
and dice. Turn.to the ap-
propriate paragraphs as
directed. Combat 13 very
simply resolved. Every
character has two assigned
values. A strength rating
(S8R} and some life points
(LFP). Roll one die and add
the result to your current
SR: Do the same for your
opponent and compare
scores. . ‘The  lower score
loses and that person must
subtract two LPs from his
total, Combat continues un-
til one person's LFP total
reachies ZET O, a OAUT
character starts with an
sR/LP of 8/20.

The battle has been. go-
ing badly for your side and
it looks as though you will
have to surrender when a
thick fog comes down On
the moor and throws
everything into a state of
confusion. - Unfortunately,
vou lose contact with your
regiment and wander off
over the moors, hopelessly
lost.

After stumbling around
for. many hours, & huge
black wall looms up in
front of you. No longer car
ing whether it belongs to
friend or foe, you walk
round it searching for an
entrance, The only one you
find in what appears to be a
huge square structure is a
small  gate which opens
easily.

Inside, the building ap-
pears to be an abbey or
monastery with cloisters
and arches etc. As there
seems to be no-one about,
you wander round and find
the refectory which is laia
out with_a meal for some

ol)
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thirty people. . Falling
hungrily on the food, you
eat your fill. Moving into
the dormitory, you lie
down on the first mattress
there and very soon are in a
%glep dreamless sleep. Goto

1. You are in the ossuary.
Chambers lead off in all

directions. Among the
bones, you find an old dag-
ﬂf—.‘l".

I'bp go N — 39

To go 5 — 49

To go E — 52

To go W — 23

2. As you look around you,
you see that a lot of the
sights of last night were il-
lusory. Your bed was a pile
of flea ridden straw and
your armour and sword are
missing. The only feature
that appears to be the same
is the high wall but as you
wander round it, you notice
that the gate has vanished.
The wall is unclimable. You
return to the dormitory.
Cloisters lead off north an
south

Togo N — 18

To go 5 — 47

Simon Martin Clarke
concludes the two

part introduction to fantasy
roleplaying games.

Last month I gave an
overall picture of what is
involved in an FRP (Fan-
tasy Hole Playing) game —
what they are, how they
originated, and how to play
them.

This month, we shall be
looking at some of the more
popular games available,
and also at a few of the role-
playing aids that are
available.

What’s in a hox?

Rushing home from your
local hobby shop, with
your new FRF game under
your arm, you would be
forgiven for being
somewhat disappointed
with what you find inside.

Opening the box will
reveal a couple of leaflets, a
few booklets, and some
funny-looking dice. Not
much you may think for
the £10-15 you probably
paid for it, but all th 36T -
tial elernents are there for a
totally enthralling FRP
game. A basic FRP set will
probably contain at least
the following:

A History booklet — con-
taining some indepth
history of the land in which
vou shall be wventuring,
along with some
background information
on the quest you are to
undertake.

A GM booklet — contain-
ing the various hit tables,
environmental details,
monster attributes, ete.
This book will be consulted
by the Game Master
throughout the game,

enabling him to create a -

structured and consistent
adventure.

Maps and diagrams — of
the area the FRFP will be
staged. This could be a map

of a mystical land; street
maps; spaceship deck
plans; or a thousand other
things.

Flayer sheets — these
sheets, of wl you will
probably need to run off
photocopies for use in
future games, are used by
the players to Keep details
of their characters at-
tributes, along with details
of treasures held, wounds
suffered, ete ete.

Dice these will pro
bably not be six-sided dice,
but have any number of
sides (eight and twelve be
ing the most [ 1lar).
These dice will  used
throughout the game, in
order to introduce Iuck into
various situations, as well
a8 being used to find the
outcome of battles, ete

Please remember that
FRPF is all about the power
of IMAGINATION. The aim
of an FRP set is not to paint
a picture of the game for
you — it merely creates the
bare outlines; Yyour im-
agination fills in the rest.
Many people find this hard
to comprehend, but as you
are used to text computer
adventures then ¥you
should have no problems
adapting to playing FRFP

COMPUTER GAMER JANUARY 1986

L HE 3t

o o H0

o



it
g

it
1I'

=l = i -

What game to
start with?

This is a question that con-
fronts everyone starting
out in FRP. The answer,
however, it totally down to
you, but the best way to get
introduced to playing FRP
is to get involved with a
group already playing it.

There are literally hun-
dreds of groups around the
eountry playing FRP. Try
putting an advert in your
logal paper, or even
newsagents shop window.
Once you have played a cou-
ple of games with local
gamers, then you can ftry
suggesting introducing
another game into the ones
already played.

If you cannot find a local
group, and want to start
gaming with a few friends,
then you must decide first
on what kind of game you
want to try — Sci-fi, Fan-
tasy etc. A word of warning
here; FRP is in its early
stages, quite easy to learn,
but later on it can get in-
gredibly complex. So make
gure that your first game is
a basic set — preferably one
of the original and more
popular games, like Rune-
gquest. I would recommend
that yvoy avoid the
“Traveller'' set. Traveller is
a very good game, and is
hugely popular, but it is
not the best of games for a
beginner to try and learn.

Don’t worry about buy-
ing a simple game and then
putgrowing it, because for
almost all games on the
market there are a huge
range of expansion
modules, which are nor
mally at least half the price
of the original game set.
These expansion modules
contain more maps, dif-
ferent quests, and more
gomplex GM guidelines so
you are effectively embark-
ing on a different, and far
more intricate, adventure.
The ideal example of this is
the JAMES BOND 00V role-
playing set by T.M. Games
(formally Avalon HIill
Games UK). The original set
gontains the basic playing
putlines, along with an
adventure, and you can
then buy further adven-
tures, based on the James
Bond films, like ‘‘Octo-
ugsy'’ and Live & Let
lE‘lI

The little people!

One thing that has no doubt,
intrigued non-FRF people is
the tiny lead figures that
geem to be so popular.
These lead figures, called
MINIATURES, are not vital
to FRP playing, but many
gamers find them useful
(myself included). The
miniatures are used almost
like the counters in a game
of Monopoly — they mark
where you are presently
gtanding. You will also find
that other ‘bits-and-pieces’

are available, like card-
board buildings, etc. They
are all helpful in laying-out
the world in which you are
adventuring. Just imagine,
¥ou decide that your
character i1s going to enter
the forest in front of him,
80 Yyou move your small
figure forward one square
of the grid floorplan. Sud-
denly and without warn-
ing, the Game Master
places three figures in front
of yours — three ugly look-
ing Trolls, brandishing
axes. Your heartbeat sud-
denly quickens. . .

There are hundreds of
different miniatures
available, depicting almost
every character you are
ever likely to meet or creaale
— from a Robot to a walk-
ing tree; a wizard to a giant
timber wolf. My only com-
plaint is that there are still
a few characters that no-
one has come up with yet (a
princess being the first to
spring to mind).

Miniatures are available
in two sizes — 15mm or
25mm, 26mm 18 the most
popular, and the average
price of one of these figures
is 60p. Many people have
made a hobby of collecting
and painting miniatures
(they come unpainted).

More on miniatures in a
future article.
FRF gaming can offer so

much to the computer
adventurer that it cannot
be ignored. An FRP game 18
different from a computer
adventure in that it is not a
‘one-pass’ game, it can be
played over and over again,
as the human element that
it relies on so heavily en-
sures that it changes con-
stantly. An FRFP game,
which is totally dependent
on the action and reactions
of it's human players, 18
more challenging, enthrall-
ing, exciting and unpredic-
table than its computerised
brother could ever hope to
be.

If. you enjoy computer
adventuring, then you
must try FRF.

It’'s a while new world
just waiting for you.

If you would like more
details about FRFP games,
try writing to the addresses
below and asgking for
details of their games (don't
forget to mention that you
got their name from Com-
puter Gamer):
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Citadel Miniatures,
Chewton Btreet, Hilltop,
Bastwood, Nottingham

TSR UK Ltd, The Mill,
Rathmore Road, Cambridge
CBl 4AD

Games Workshop, &27/29
Sunbeam Road, London
NWI10 &JP.

T M. Games, 680 High
EIDJEE:[' North Finchley, N12

Welcome to another Trolls
Tavern!

I hope you all had a good
Christmas, and that you got
some nice new adventures
as presents. No doubt my
postbag will soon be over-
flowing with help requests!
Oh well, what's new!

This month sees the se-
gcond installment of the
two-part feature on Fan-
tasy Role Playing. FRP is
certainly something that
should be of interest to avid
adventurers like
yourselves, so stay tuned
for more on this fascinating
hobby in future issues.

The Troll’s
Tavern Ques-
tionaire

In this month's issue you
will find a questionaire.
Well, believe it or not, this
iz for your benefit, not
oure. The only way that we
can ensure that we give
vou, our valued readers,
exactly what you want it by
vou telling us what you
want. If you feel you have
other comments — good or
bad — about T.T., but
haven't got space to put
them on the questionaire,
then jot them down on
another piece of paper. I
shall be reading every ques-
tionaire personally, so you
can be gsure that your
pointe of view will be very
carefully considered. Your
wish is my command!

‘‘Treasure-ITrap’’
Closed

You may remember that in
the Qctober issue I men-
tiloned Adventure Holiday
centres, and recommended
that readers should contact
Swordarch Ltd, the pro-
prietors of Treasure Trap,
as I had been told they ran
gome very interesting
holidays.

I am sorry to report that
it has now come to my at-
tention that Swordarch are
no longer trading, and the
directors of same have left,
leaving, I understand,
some Very unhappy
ereditors. This is obviously
a very distressing matter,
and I can only hope that

&, Bomewhat shaken after
the battle, wyou gingerly
pick UE a vial of unholy
water. Goto 36

4. You

catacombs.
To go N — 28
Togo B — 28
To go B — €0
To go W — 49

are in the

5. The door opens into a
room which appears to be a
study for a senior priest,
You search the room and
find a book of unholisness
which details how to
destroy the symbols in the
church. Goto 40.

6. You are in the dormin-
tory.
Togo N — 19

To g0 S — 47

7. Looking inside the font,
you see a black pearl at the
bottom of the water. As you
grab it, you are attacked by
an evil water sprite with an
SR/LP of 8/6.

If you win — 20

If you lose — 38

8. You are in the fire temple
iteelf. The priest challenges
vou and on discovering that
vou are not a member of his

sect, attacks you. He has an
SR/LP of 8/%.

If you win — 17

If you lose — 38

3, Your attempts to desiroy
the area seem to be working
as a huge crack appearsin
the floor. But the ritual is
incomplete and you have
not successfully protected
yourself from evil. A vile
demon appears and does
not even try to attack you,
but merely crushes your
will with its own. Your life
forces are slowly sucked
out of you to spend eternity
in the abyss of Hell.

10. The cloister turns here.
In the courtyard, you see
an entrance to the church
to the NW.

To go N — 36

To go W — 47

To go NW — 30

11. The passage surfaces
out on the moors. Freedom
is in sight. Just as you haul
yvourself out of the hole in
the ground there is a Dig
flash. Slowly out of the
smoke emerges a familiar
figure. *‘I told you that you
wouldn't make .it'' he
chortles. ‘‘'I must say
though that I didn't expect
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none of our readers were
inconvenienced by the
original information that I
assure you I gave in good
faith.

The actual owners of
Chiselhurst Caves would
like to point out that they
are in no way connected
with Swordarch, and that
they cannot forward any
mail addressed to that com-
pany. They also point out
that there are presently no
plans to run other adven-
ture holidays at their caves,
S0 please don't write to
them asking for details.

That about wraps it up
for this month — but don't
forget next months issue:

News, FBM TUpdate, Let-
ters, Helpline, Dungeon
Dressing, Reviews, and our
Heroic Warrior competition
— don’'t miss it!
All the best,
The Encriptor

Infocom Classics

Softsel and Infocom have
teamed up to cut the price
of 5 classic Infocom adven-
tures.

Infocom's games are
widely regarded as the best
in text adventuring but the
price of imported software
has sadly kept them out of
most peoples collections.
Now with as much as £22
off some titles they have
become more affordable.

Deadline, Planetfall,
Seastalker and Zork 1 will
now cost only £19.85 and
the excellent Hitch-hikers
Guide to the Galaxy will
cost slightly more at
£24 .95,

All Infocom adventures
are highly recommended
and available on disk for
C64, Atari, Apple II, IBEM,
Mac and the Amstrad
CP/M.

Masquerade

The latest All American
adventure from US Gold
gets you on the trail of a
Crime Boss. You begin the
case by trailing one of his
gtooges to a seedy hotsal
which you hope will lead to
further clues and a solution
to the mystery and intrigue
that's Masquerade.

This illustrated graphic
adventure will cost £14.95
and will be available short-
ly for C64 disk owners.

Avalon Duet

Hewson Consultants have
released a twin cassette
pack for Spectruimn owners
containing both Avalon and
ite sequel Dragontorec for
only £7.95.

oth games feature 30
graphics and adventure
style puzzles that need both
your brain and joystick to
aolve,

880

The Troll’s Tavern Questionaire
Help us

ive you exactly what you want — just fill in this

page and return it to us as soon as possible.

(1)
(&)

(3)
(4)

(5]

(B)

(7)

(8)
()

Are you male or female? Male/Female
In which age group are you? Underl1l6/17-285/86-48/
Over 45

What system(s) do you use?

What

ie your main interest in computing?
Adventuring/Arcades/Education/Business/
Frogramming

Would you like to see Arc-ventures (like TUltimate's
‘Knightlore’) reviewed in The Tavern? Yes/no

How often do you read the following adventure sec-
tionas:

Keith Campbell — C&V(G Always/Sometimes/ Never

Tony Bridge — Popular Computing Weekly Always/
Sometimes/ Never

The Pilgrim — Amstrad Action Always/SBometimes./
Never

Adventure section — Amstrad User Always/

Sometimes/Never
The White Wizard — Zzapb4 Always/Sometimes/Never
Others Always/Sometimes/Never

How would you presently rate The Troll’s Tavern, on a
scale of one to ten (1 = Rubbish, 10 =Fabulous)? (Ring

No.)
1-2-3-4-5-6-7-8-8-10
ohould the Tavern be given more space? Yes/No

What should the average No of pages be each month?

(10)8hould the following have more, less, or the same

space?

Reaviews More/S5ame/Less
Chit-Chat More./Same/Less
News More/8ame/Less
Readers Letters More/8ame/Less
Hints and Tips More/Same/Less
“"Heroic'' paper & pencil adventures More/Bame/Less
Play by Mail game articles More/S8ame/Less
“How to wrote adventures’’ articles More/Same/Less

(11)Would you like to see the following in The Tavern?

Competitions Yas/No
Reviews of ‘'Adventure Holiday'' centres Yes/No
Articles and reviews of Fantasy Role Playing games

Yes/No
Reviews of Fighting Fantasy type books Yes/No
Reviews of other adventure related books Yes/No
Adventure program listings (by readers) Yes/No

{(12)Would the idea of a Telephone Helpline service, to be

available for a couple of hours a week, appeal to you?
Yes/No

(13)Finally, would a large adventure section like the Troll's

Tavern encourage you to buy/continue to bug Com-
puter Gamer? - es/No

— THANEKS FOR YOUR HELP—

Send to: Questionaires, ““The Trolls Tavern'', Computer

Gamer, No 1 Golden Sqguare, London W1E 3AB
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OFFICIAL COMPUTER GAME |
OF THE BOX-OFFICE No.1 |

) SMASH HIT. TAKE THE ROLE |

& OF SYLVESTER STALLONE IN |
ALL THE ACTION-PACKED |
BATTLE SCENES. |
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Ocean House - 6 Central Street - Manchester - M2 5NS - Telephone 061 832 6633 - Telex 669977

Ocean Software is available from selected branches of:! @ WHSMITH " £, WOOLWORTH  LASKYS, Rumbelows Greens.
Spectrum Shops and all good software dealers. Trade enquiries welcome.
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This is Hardball from Accolade. The first in o new generation of game
software that sets the standard for others to beat: if they dare! With
graphics so large and lifelike and sound effects so real, you'l
believe you really are af the ball park - yes, you can
almost smell the hot-dogs!

Sorry, we can't supply the hot-dogs: you'll
have fo bring your own - but evenything
else is here to recreate the
atmosphere, tension and
excitement of big fime
baseball on your
own small
screen.
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For Commodore 64
Casseffe - £9.95
Disk - £14.95



Dear Simon,

I have played many
adventures, but one has me
totally baffled. it is Acorn-
goft’s ‘‘Castle of Riddles''. 1
have got past the bear,
through the corridor of
doom, but he black maze
has iﬂt me stumped.

I know I must wave the
rod to get a colour (to make
8 map) and I have
gverything out of the maze,
but ¥ can't get out! I have
gonsulted the hint sheet,
but to no avail. Could you

lease help me%
aul (Elite)
Winsford

brandon,

=
=5 -

Simon replies: Of course I
gan help, tht's what I'm
here for! to get out of the
black maze, turn out your
light, 8moking can be
disadvatagous too. by the
way, what does the ‘Elite’
mean?

[

Dear Simon,

I am just starting out in
adventuring, and am there-
fore a little uncertain as to
which games would be suit-
able for me to start with. I
know you publish very

pod reviews of all the
atest games, but I would be
gratefull if you could let me
Enow what games you
would recommend as
gtarters, 1 prefer text-only
ames, and have a 48K
pectrum + , Thank you,
ouzanne Langley,
Cambridgshire

A

S8imon replies: Welcome to
the wonderful world of
adventure, Suzanne! There
are many games around for
the Spectrum that wyou
would find quite easy to get
into. I would recommend
Adventureland, by Adven-
ture International as an ex-
gellent choice. If you want
gomething a little more

meaty then try Classic
Adventure from Melbourne
Housge. Don't be afraid to
try and get your teeth into a
more complex and tricky
adventure — you can also
contact The Troll's Tavern
for help when you get
stuck!

(

Dear Simon,

Do you have any deal-
ings with adventure books?
I have got a few, but am not
all that happy with them. 1
am loocking for a book that
goes into the solving of an
adventure, as well as cover-
ing some of the other
aspects of adventures — ie
their history, and where
they go from here. All the
books I have read so far
deal almost exXclusively
with WRITING adventures,
rather than playing them.
Do you know of any books
that may be of use to me?
Gary Moores,

Liverpool

A

Simon replies: Thanks for
yvour letter, Gary.

There are no books
presently available in the
vain of what you are look-
ing for but don't despair,
because one 1s on it's way!
It is called ‘''The Encrip-
tor's Scroll' and is written
by, well, um, me actually. 1
will be covering everything
vou have mentioned, plus a
lot more besides. I can't ay
too much about it at pre-
sent as that would be adver-
tising, but watch out for
mMore NeWs 800N

Hints and Tips
Adventure Quest
— Level 9

1 To find the Medallion
you will need to enlist
the help of the Unicorn.
give him the Orchid
and he will help you,

& EKeep a bottle of Water
with you, as you will
die without it when you
try to cross the desert.
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3 To get rid of the Snake
on top of the Pyramid,
play the pipes.

4 To kill the black horror
in the Ore's tower you
must throw the Ruby
at it.

5 To get rid of the Orcs
guarding the tower, get
the Snowman yo drop
some rocks on them.

MACBETH —
Creative Sparks

1 Remember that twenty
two 18 Macdonald’s
unlucky number.

& The letter, once decod-
ed, is the last straw. So
onward toparta. . .

3 The fire in the
Bakehouse could prove
very interesting —

havea look.
4 Ten green bottles all
begin to fall, the porter
holds the mystery
behind the garden wall.
& In part 3, normal
movemernt is useless.
& Here's a throwaway for
you — Airborne insects
get knocked for six.

......
i o o AL I

TEN LITTLE
INDIANS —
Adventure

International

1 Don't be too impatient
— WAITng can often-be
very rewarding.

& This old wharf doesn't
loock wvery sturdy — 1
had better not stamp
my foot while standing

M e
floor beneath your feet, are
assorted mystic and unholy
symbols inlaid into the
stone. There is a feeling of

reat evil here which you
gal you must somehow
destroy if you are to escape
with your life.
-To attempt to destroy the
area — 55
To go W — BB
Togo N — 12
Togo E — 46
To.go 8 — 20

17. Around his neck, the
priest was wearing a string
of fire beads. You take
them but because of their
inherant heat, suffer two
lfepoints of fire damage.

= Goto 41.

@
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18. The monk tears up the
parchment angrily. '“IThen
begone! If you will not sell
me your soul, I will find
another way of getting it.
You will never get out of
here alive!’’ There is a large
flash and a puff of smoke
and he vanishes. Goto £.

19. The cloister turns at
right angles here. You can
see an abbey in the centre
courtyard but no entrance
to 1t

Togo E — 42

TogoB5 —©6

20, The inside of the church
is decorated mostly in red
and black with murals
depictin% revolting, lurid
scenes. The effect 18 made
even more eerie as it is lit
only by flickering torches.
The only feature of interest
here is a large font.

To examine the font — 7
Togo N — 18

To go 8 — 30

21. The tomb appears to be
that of a high church
dignitary; Around the
waist of the effigy is an or-
nate scabbard with a jewell-
ed dagger in it.

ng examine the dagger —
1

To go E — 38

22. You arses in the
catacombs.

To go N — 80

Togob — 4

on itl orshould I. . .

3 After diving and swim-
ming to a river bank,
N-W-N-W-W iz a good
route.

4 Although you've had a
hard time coming this
far, you cannot afford
to fall asleep n the Blue
room, 80 go to the
nearest source of fresh
air.

5 This armour is very in-

teresting — and I'll bet

it will be even more in-
teresting if I dismantle

it.

G 'll‘he titles should prove
helpful — with the
right tools.

GHOST TOWN —

Adventure

International

{1}y Don't let locked doors
go to your head — just
wave your hat at them
and all will becoms
clear, :

2 Break a mirror — it
you've got it all taped.

3 When in the mine, don’t
use your Shovel unless
your going to think in
three dimensions. . .

4 All musicians like some
form of praise — even
dead ones!

EUREKA —
Domark

German Section.:
1 to stand any chance in
the game, you will need

a good disguise. Look
under the boards for
something to help EIT
you out with a
Uniform.

S50 you have an 1.D. do
you? Great, but it
won't be of much help
without a little work
doing to it.

Smoking in bed is a
disgusting habit! it can
cause terrible stains!

CASTLE OF
RIDDLES —
Acornsoft

1

I can't get through the
White maze! aybe
some darkness will sh-
ed some light!’

Litle Bears are timid
creatures, and don't
like scary stories.

the black maze seems
impossible to map.
Why not have a smoke
— perhaps something
will turn up?
Giants have sensitive
8ars.

Remember, the only
way to become worthy
is to have everything
valuable, and don't
forget that the exits
you used may not have
been the only ones.

GOLDEN
VOYAGE —
Adventure
International

1 Criminal instincts will
not get you anywhere
— try being nice and
actually PAYING for
gomething!

2 Once you are at sea you
will need to find land —
s0 what do you think
you've got a telescope
and a watchover
(crow’s nest) for?

& Having trouble with
the guardian Statue? I
bet you'll be PUSHed
for what to do next.

4 Will all those stuck on
the steps with no ob-
vious upward route
kindly STEFP UP.

6 One DIG is good, but
two is betler.

6 A Passageway is what
you want — I just
FPRAY you'll find one.

MADNESS &

THE MINOTAUR
— Dragon Data

1 _The oracle is very wise.
You should ASK its ad-
vice, and always obey
its commands.

2 The Hydra is a very dif-
ficult creature to kill
Use  your Rope to
restrict his movementa
little.

& The Pointer 8Sisters
sand “'JUMP for my
love''. You may well see
the point if you follow
their example in many
of the locations.

4 TUse OKKAN to learn
the secret of the glow-
ing rocks.

5 You need the Food
from the first floor and
the Mushroom from
the third floor to elarn
the first spell. This is
found in the room on
the first floor whose
“‘air i crackling with
enchantment’'.

OCEAN HUNT —
Molimerx

1 If youdon't know what
a CHARLAU is, just
remember some boats
have female names.

2 There are sometimes
things that don't ap-
pear on the first EX.
AMINation.

2 You really out to do
gomething with the line
you know,

4 Igland Women love
Chocolate!

5 Only the Crystal Hod
can be inserted in the
sacurity office.
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oy The ultimate AlR COMBAT EMULATOR
s You will feel the thill of flying ahigh
perfornance combat aircraft,

ACE-EXPERIENCEITNOW!
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LED AT HOW INCOMPETE

W BADLY HE NEEDS YOUR HELP

| GRUMPY GUMPHREY |
Available soon Amstrad I
Ageing, losing his sight and panic stricken with overwork can Grumpy Gumphre:}. the geriatric store i Mi
detective, hold down his position in this department store fantasia. A kind assistant is needed to help iDE!
round-up the thieves, cage the gorilla and tidy the warehouse. Would you fit the bill? - LE)
v AVAILABLE FROM ALL GOOD SOFTWARE STOCKISTS , <&
é Gremlin Graphics Software Ltd., Alpha House, 10 Carver Street, Sheffield 51 4FS. Tel: (0742) 753423 {3:,"——&*_, i PE




NHO WAS MADE A COMPANION OF HONOUR IN 1966.Q. WHICH IS A SERIES OF BOOKS
R PRE-SCHOOL READERS. Q. WHOWROTE TOM BROWN'S SCHOOLDAYS.Q.WHO WROT
NICE AND THE GOQDM.CASUALTIES OF PEACE WAS WRITTEN BY.Q.WHA
LLOWED MAN AT ARMIS IN EVELYN WAUGH'S TRILOGY.Q. WHx mrm ?:s- !~ VSKY'S
OT PRINCE MYSHKIN.Q. WHAT WAS THE LAST BOOK AGATHA GHRISTIE WROTEQ.I!
ICH COUNTRY WOULD YOU SPEND DRACHMAS.O. WHAT WAS THE -'fr:aé:.u:, JER NAME Ol
§E COUNTRY BABWE.Q.IN WHICH YEAR DID ENGLAND WIN FOOUEBALL'S WORLE
PO WHICH 2ITY DOES THE RIVER SEINE RUN THROUGH.Q.WHAT NEWSPAPER |
CKNAMED “THE THUNDERER'.Q.WHO BELIEVED THAT PEACE WAS RSSURED
NICH.Q.WHERE WAS THE LAST BOC | 3IBLE WRITTEN.Q.WHOSE ALBUN
REATEST HITS WAS CALLED L ND.Q.WHO HAD-A NUMBER ONE WITH f
NE' Q.WHO HAD NUMEBR ONES WITH THEIR FIRST 2 SINGLES.Q.WHAT GRO
\UL WELLER IN BEFORE THE STYLE COUNCILO.WHO\DID THE SOUNDTR!
84.0.WHO PERFORMED THt SO TRACK F 951’3 STERS.Q.WITH WHICH QU
IRIES IS BAMBER GASCOIGNE AS % WAS THESTAROFTHEEAST CHEAN
IAMA FESTIVAL.QO.WHO W§S TH j : .?i I'ﬁb r.Q.ERMINTRUDE THE COW
PPEARS IN THIS PROGF ﬂil E |WITH NEWSROUND . Q.IT
'GAN BROADCASTING | Jﬁdﬁi’iﬁ EHE EXT TIO GOLD ON AN ARCHE!
\RGET 0. WHICH FAMOUS EVE ﬁ KE.QLHOW MANY PLAYERS IN A
AM FOR HURLING.Q.WHIGH SPOIKM NATIONS CHAMPIONSHIP.Q.WWHA
MERICAN GAME WAS FIBST PLAY IN 1983.0.WHAT DO PLAYERS AINV
TH IN THE FRENCH GAME OF FETANC!‘WHE WEREXTHE FIRST WINTER Q.Y M Pt
IAGED IN 19247 Q.CHINAMAN, GOO "VIAIDENl ARE TERMS USELR N THI
IORT.Q.INWHICH CITY IS THE PALACE OF CULTURE.AND SCIENCE.Q.WHICH COUNTI
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SSHQO.THE TAJ MAHAL WAS BUILT IN WHICH CENTURY.Q.WHERE IS TH
TIRO. O.WHERE IS THE ARC E TRIOMPHE. Q. IN WHICH CITY 1| E SCAL/Z
PERAHOUSE.Q.ON WHCH RIVER ARE THE ‘THOUSAND ISLANDS'.Q.ST/GEO RGE IS T
ATRON SAINT OF WHICH COUNTRY.Q.WHAT IS THE GAS IN FIZZY DRI KS.Q.HOW MmuUCI
AN ICEBERG IS BELOW WATER.Q.WHAT WAS SEGOVIA.Q.WHER THE LARGEST C.
ARK IN BRITAIN.Q.WHAT IS THE HIGHEST MOUNTAIN IN THE RLD.Q.WHO P#
TURES OF LANCASHIRE. QOWHICH IS THE SMALLE PLANET IN THE ¢
(STEM.Q.WHO WROTE THE CREATION.Q.THE SYMP FROM THE NEW WORLD
RITTEN BY.Q.WHO PAINTED IN TAHITI.Q.WHO WROTE ‘GOD SAID, LET NEWTON BI
WAS LIGHT.Q.WHO DESIGNED CLIFTON SUSPENSION BRIDGE. Q. WHAT IS
BMEDIE FRANCAISE. Q.WHO DIED IN LONDON IN 1848.0. ABOUT HOW OLC
BRRTH. Q. WHAT NAME IS GIVEN TO YOUNG WHALES.Q.WHAT IS THE LARGI
PTILE.Q.ON WHAT MIGHT YOU FIND A BARBULE.Q.WHAT ARE smma .
BOSTRATUS.Q.THE BOUNDARY BETWEEN DIFFERENT AIR MASSES | u WHICH BIRD
RODUCES THE LARGEST EGG.Q.WHAT BLOWS AT LEAST 74 MILES PER 1 Q. Al
: : VULCANISED| RUBBER. Q.WHO NVENTE
ARITHMS. Q.WHAT IS JAMES WATT ASSOCIATED WITH. Q.WILBUR AND ORVII
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THE ULTIMA

Ocean Software Limited. 6 Central SLIC‘!'_‘T_
— Ocean 3 < available selected branches of
S WHSMITH "L WOOLWORTH LASKYS heiuwa L'-‘rEErnE. Spectrum :’ar.up-, and all good software dealers. Trade enquiries welcome
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Title:
By:
For:
Price:

ADVENTURE

HELX LT

A lot of major retail stores
refuse to stock many
adventure games on the
grounds that they lack
visual appeal. 1f that is the
case, then they need have
no fears about putting
Never Ending Story on
their shelves. It is, quite
simply, the most visually
attractive adventure game
that I have come AcCrogs.

The bottom half of the
screen contains detailed
location descriptions, writ-
ten with a very well design-
ed character set. The
raphics window at the top
gatures a background pic-
ture which is overlaid with
small inset pictures of
jtemes you are carrying,
new places that you visit
and characters that you
meet. All these pictures are
well drawn and extremely
detailed.

The story is based on the
film which in turn is based
on the book by Michael
Ende. The land of Fantasia
is under attack from the
evil Nothing. The Empress
of Fantasia is ill but her
physician tell her,K peoples
that a small boy can save
the land. That small boy,
Atreyu, is played by you.

There are three parts to
the adventure but you can
only enter part two when
you have solved part one
gtc. Input is of the standard
verb/noun variety but the

program only has a limited
vocabulary (because of the

memory used for

the

ADVENT URKE
ReboV el bWy

The Never Ending Story
Ocean

C64

£9.95 for two cassettes

graphies). Unfortunately,
the "'examine’” command
has been left out. If the
writers of an adventure are
going to do this, then they
ghould include detailed ob-
ject descriptions but this is
not the case here. Another
puzzling feature is that if
you sit back and do
nothing, the computer
responds with "‘You
wait. . ."" but nothing ever
seems o happen while you
do wait.

This is a rmost enjoyable
game, aimed mainly at
yvounger adventurers. The
graphics add considerably
to the atmosphere (and I
say that as one who is cer-
tainly no fan of graphic
adventures) but I feel there
s not enough meat in it for
seasoned adventurers.

storyline
Atmosphere
Difficulty

Value for money

T
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ABBEY OF

To go E — 56
To go W — 49

23. This is the entrance to
the water temple. Are you
wearing a habit?

None — 51

Blue circle — 386

Red star — 51

24. The passage continues
south climbing gradually.
Did you destroy the evil?
Yeos — B4

No — 11

=5, The well no longer con-
tains water, but when you
reach the bottom, you slip
in some mud. As you grope
about on your hands and
knees, you find a large
bronze key. As you struggle
to regain your feet,
something drops on you
from above. It i8 a lurker
with an 8R/LP of 7/6. Sub-
tract two from all your die
rolls because of the com-
bination of limited space
and slippery mud.

If you win — 31

If you lose — 38

26. The stairs lead down in-
to an antechamber which
continues south. As you
step into the chamber, you
trigger off a trap. Out of one
of the side walls rolls an
gnormous stone ball. Roll
three dice. If the total is
less than or equal to your
current lifepoint total, then
you manage to jump out of
the way in time. If not. then

you are killed outright. NB
LTy &8 yOUu may, you cannot
find the = activating
mechanism for this trap
and must test for it each
time you enter the room.
Togo 85 — 39

To go up — 12

a7. As you overcome the
enemies’ power, so you feel
the prescence of evil lifted
totally as all the artefacts
and symbols crumble into
nﬂt.hintgnaaa_ You hear a
voice from another plane
curﬂingtynu wholly and his
luck in finding someone so
able to resist his tempta-
tions. Goto 186.

<8. You are vaguely aware
of a prescence entering
your mind. Forcing your
ayes open, you see a hooded
figure standing in front of
you. His cowl is pulled
down so that you can't see
his face. He speaks to you
in a deep bass voice. '‘I'm




I

sorry I wasn't here to greet
you last night but I had
business elsewhere. I trust
that you made yourself at
home. I see by your garb
that you are a man of arms.
If you are interested, I have
a small proposition for you.
I know of great treasure
and can guarantee the fame
and fortune that goes with
it. Unfortunately, I need
some form of protection so
I am prepared to offer you
50% of the treasure for the
services of your sword.
However, I have been badly
led down before so I would
appreciate your signature
on this parchment t.cnﬁether-
with a drop of both our
bloods in order to seal the
deal.'’ Soc saying, he pro-
duces some parchment and
a quill. Do you sign?

Yes — 59

No — 18

29. You are at a dead end in
the catacombs. Goto 4.

30. In front of you are a
pair of large oaken doors
inscribed with some
strange runes. This is ob-
viously an evil spell as you
feel a force pass through
you as you look at them.
ose two lifepoints.

TogoN — 2

To go 8EW — 47

To go BE — 10

41. The path leads to a well

that appears to be no longef™
used. A ladder leads down.

To go down — 25

To go N — 47

d&. The effigy of the priest
has a large ruby ring on
one of its fingers,

To examine the ring — 45
To go W — 39

dd. The door is locked. Do
you have a key?

Yes — 5

No — 18

&4. As you grab the candle,
rou hear a grating noise.
ooking behind the altar

cloth, you see that a panel

has opened revealing some
stairs leading down.

To go down — 26

Togo8 — 16

36. You are in the refrectory
where you ate last night
but now you notice that the
food 18 mildewy and crawl-
ing with maggots and
cockroaches. You do
however find a large but-
chers knife whic will
substitute for your short
sword. Add two to your 8R.

Seas of Blood

Adventure International
Spectrum, C64, Amstirad
£9.98

A couple of years ago, a
phenomenon hit the
childrens' book market in
the form of Steve Jackson
and Jan Livingstone's

Fighting Fantas (FF)
series. For anybody who
has not come across these
books before, they are the
same sort of format as the
Heroic Warrior story in
Gamer but about eight
times as big. They would
seem - obvious candidates
for making into computer
games and so far, two at-
tempts have been made.
The first, Forest of Doom,
was an arcade adventure
but now Al have released
Seas of Blood as an adven-
ture but with the combat
system of FF included.
Playing a wvillainous
pirate captain, you sail the
seas with your crew on
your ship Banshee in
search of twenty treasures
which you must deposit on
top of the mountain on the
island of Nippor. As you
sail around, you attack and
are attacked by wvarious
merchant ships and war
galleys which you must
defeat. Likewise, when you
land at one of the ports or
on one of the islands, you
are likely to end up in bat-
tle with assorted nasties
that populate the land.
Combat is decided by roll-
Ing a die and adding the
result to wyour strength
value. Your opponent does
likewise. If you win, your
enemy loses two stamina
points. This is repeated
over and over again until

/
a8

y

one side’'s stamina reaches
zero whereupon that per
son dies. The bottom of the
screen shows a simulation
of dice being rolled., It is as
interesting as watching
Eaint. dry! At least with the

00K, you have to roll your
own dice and there is a feel-
ing that the result is in
your own hands. Pressing a
button on the computer to
do this for you adds
nothing to the atmosphere.

The game boasts over
300 locations, all of which
are nicely illustrated.
However, most of these
locations are empty patches
of sea and it is very easy to
sail for twenty moves or
more looking at the same
picture and terse descrip-
tion. Movement at sea is of
the form ‘‘S8ail south”
which has to be typed in
full each time.

The difficulty of the pro-
blems set tends to be quite
easy as the emphasis is on
the combat rather than
logic. There are however a
few things to look out for,
At one point, you elimb up
to a door with a statue next
to it. At this point, you can-
not move back again, you

have to find out how to
open the door and go in,
GQuite frequently, you in-
vestigate something only to
find out that it kills you in-
stantly and with no warn-
ing. This is all right if you
have fallen foul of some
viclous trap but I was an-
noyed when a skeleton
grabbed me by the wrist
and refused to let go thus
killing me! I would at least
expect to be able to use the
much vaunted combat
gystem,

This game is aimed at
yvounger adventurers and
they may enjoy it but even
50, 1 cannot recommend it.
The game does not do
justice to the book at all
and anyone with ten
pounds to spend, would do
much better to buy five of
the excellent FF books,
rather than one poor FF
computer game.

Storyline a
Atmosphere 1
Difficulty 2/
Value for money 1

-------

clothes
Exites: HESTY

g ] E e B
!:'._ H!l-iﬁ]’ “"E'r'l | L
-==HHAT HOH 7 B

1'1_'|"|_] arl’_—'ﬂ 'ln =5 E_L'.:b]rl l'!‘l--!-J B t"?d Irl'.i_‘_|:‘| ;E":I:-' -

1#14-tt#tint4¢r-:t#-;t}-trltttii:tiﬁ;#ttnt
~==1HAT HIH 7 GO BARGE

COMPUTER GAMER JANUARY 1986




o
in.
11-

I to

I'T-
r.m_]
me
i1-
0T
15t
s
3.5t
he
at

at
nd
a1l

el

do
]l
3T

ADVENTURE

Title: Temple of Apshai Trilogy
By: Cé4 (disk)

For: Us

Gold

Price: £9.95

The original Temple of
Asphai adventure was
released by CBS when they
held the import license for
Epg:-:. Now that has passed
to US Gold, Asphai has been
re-released in a trilogy pack
gontaining not only The
Temple of Asphai but also
the Upper Reaches of Aspal
and the Curse of Ha.

All three parts Il&tul"ﬂ.llﬁ
use the same system whic
is known as the Dunjon-
master. This controls the
fortunes and misfortunes
of your brave adventurer as
he explores the 4 levels of
sach dungeon in search of
fame and fortune.

The game begins in ye
plde inn where you can
barter for the weapons and
armour and healing salves
that will give you a fighting
chance of survival., Then
it's into the fray.

You can enter any level
of any dungeon though it's
a good idea to start at level
1 until you get to grips with
the controls. These are a
mixture of joystick
movements and keyboard
presses that allows your
character to roam around
the dungeons rooms and
corridors, search for traps
and secret doors, pick-up
and drop treasures as well
as challenge monsters that
you meet with a bewilder-
ing array of cuts, thrusts
and parries.

The typical screen
display shows you in the
centre surrounded by a 3D
representation of the rooms
and corridors around you
which are drawn as you
move through the dungeon.
To the right of this is a
display which shows your
current state of health, the
weight of objects you are
carrying as well as the
number of arrows and heal-
ing salves that you have
left.

Scattered throughout
the dungeon are numerous
chests which may contain
treasure, a trap, both or
worthless garbage. Unfor-
tunately before you can
worry about this you will
have to deal with countless
critters ranging from
ghouls to giant leeches.

It’s worth remembering
a8 you get hacked down by
an impressive range of
nasties that *'it's .all good
experience’’ and although
your not getting richer you
do live-to fight another day
as a awfully kind Cleric
ressurrects you.

Gradually you will get
stronger and start hjttlng
back when you'll fin
enough treasure to buy bet-
ter weapons from the in-
nkeeper and so on. Then its

OHS
1C AR

| B sy

on to level 2 or perhaps the sortie into one of the other
beginning of one of the dungeons. The Upper
reaches of Asphai lies im-
Since the Dunjonmaster mediately above the Temple
allows you to enter your and includes 150 rooms in-
own character details so0 c¢luding the innkeepers
that you can transport backyard. Here you will
your favourite D&D meet anything from wet
character to Asphai it is laundry to zombies.
Finally as a rest from the
maximum of 18 in each deadly to the ridiculous
category, thousands of ex- ou can find a curious
aven in the Curse of Ha
silver and even a magic where you will find mum-
sword. Confidently you mﬂs skeletons
sphinxes and perhaps the

and die. end of your quest.
Three adventures for the
struction book contains price of one that will pro-
full details of the 3 vide adventurers with a
dungeons and even in- challenge at every level.

other dungeons.

tempting to give yourself a
perience points, pots of

head straight for level 4,

The trilogies B2 page in-

cludes lyrical room descrip-
tions but I never seem to Storyline
have time to read them. Atmosphere
If you tire of Temple Diificully
itself you can have a quick Value for money
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To go N — 42
Togo8 — 10

36. There are doors in both
east and west walls.
TogoE — 1

To go W — 53

a7. There is no light so you
decide to go back and get a
torch from the church. You
make your way carefully
up the uneven spiral case
until you come 0 a sort of
landing. Before you get the
chance to have a look
round, a strong wind blows
your torch out. You go
down and get another torch
but the same thing happens
again. It seems that you
will need a magical light
source before you can go
any further.

If you have one — 48

If not — 16

=8, 8ince you were 80 intent
on destroying his evil em-
pire, Satan takes great
delight in your unfortunate
demise. You can be sure
that he will have something
particularly unpleasant in
store for you as you
prepare to serve him for the
rest of time,

a8. You are in the crypt.
There are rooms off north
and south and two coffins
in niches in the east and
west walls.

Togo N — 26

TogoB — 1

To $gam1ne the east coffin
— O

To aexa.rnme the west coffin
— al

40. As well as giving details
of the spells to be recited,
you need the following in-
redients — a black pearl, a
agger, some unholy water
and a string of fire beads.
Goto 16.

4]1. The chamber has en-
trances east and west.
TogoW —1

TogoE — 8

42. The cloister turns here.
As you reach the corner,
you trip and fall. As you
stand, you fall again and
notice that your bootlaces
have been tied together. A
small imp appears, grins
evilly and disappears. Lose
one lifepoint.

TogoW — 19

To go 8 — 36

43. You are at a dead end in
the catacombs. Goto 60.

44. You arrange the objects
in the manner ascribed to
in the book and begin to
chant and gesticulate in the
manner indicated. Even



Pt o

Y.

though you have woven a
spell of protection around
you, yvou can still feel a
mighty will tugging at
guura_ Test your strength
vy rolling two dice. If the
total is less than your SR,
%'E:u resist the temptation.
f it is equal to or higher
than X your SR, then you
succumb to the forces of
evil.
If you win — 2%
If yvou lose — 38

45. The ring has the word
““luminae’’ inscribed round
its shank. Wearing the ring
and saying the word causes
it to glow with a magical
light. Goto 39.

48. You are at the base of a
small tower with stairs
le&ding upwards.

To go up — 37

To goW — 16

47. The cloister turns here.
There are also paths

leading NE to the church
and oft south. .

Togo N — B

To go 8 — 31

TogoE — 10

To go NE — 30

48, The landing stretches
out in front of you ending
in a door. As you walk
towards it, you are attack-
ed by three giant bats each
with an SRKR/LP of 7/85.
Fight each one in turn.

If you win — 33 '

If you lose — 38

49. You are in the
catacombs. Lots of twisty
assages full of skeletons.

ogoN—1
To go 8 — 22
To go E — 80
TogoW — 4

60. Which candle to you
wish to examine?

Left — 34

Right — 13

5l. A water elemental
materialises in front of
you. It attacks viciously
with an SR/LP of 9/9.

If you win — 36

If you lose — 38

52. You are in the entrance
to the fire temple. Are you
wearing a habit?

None — 15

Blus circle — 15

Red star — 41

83. A priest looks up from

his prayer, startled to see

an intruder in his water

temple. He throws a freshly

prepared wvial of wunholy

watber at igc:nu inflicing 2 life-
oints of damage on you.
e then leaps to attack you

with an SR/LP of 10/7.

If you win — 3

If you lose — 38

o4, The passage continues
upwards until it surfaces
on the moors. There is nota
cloud in the sky and you
can see a small town down
in the valley, Never has
fresh air tasted-so sweet. As
you head off towards the
town, you begin to whistle.

85. Do you have the book of
unholinass?

Yes — 5%

No — 9

866. XYou are in the
catacombs.

To go N — 22
Togo 8 — 24
To go E — 49
TogoW — 860

87. Do you have all the
nacassa‘ﬁ; ingredients?

Yes —

No —9

58. You are in the vestry.
There are a series of coast
pegs round the wall with
some habits hanging from
them. There are two
designs. One has a red star
embroidered on the back
and the other a blue circle.
If you want to wear either
kind, make a note of it on
your paper. Goto 16.

68. As you finish signing,
the monk emits a loud, evil
cackle and throws back a
cowl of his robe to reveal a
hideous red face with two
small horns growing out of
his thick bushy hair. **You
have just sold your soul to
me. You will get your fame
and fortune but you will
not EHLG}T them as you will
never be sure when I will
come along and drag you
off to the planes of Hell."
You make your way back
onto the moors, your mind
numb with thoughts about
what the future might br-

ing.

860. You are in the
catacombs.

Togo N — 22

Togos — 4

To go E — 43

To go W — 49

Robin of Sherlock
Delta Four Software,
produced by Silversoft
48K Spectrum

£7.98

Silversort Presents

ROBIN

2O

The second location that I
visited had Frian Gor-
bachetnik exploding from
eating one vension burger
too many. Later, I found a
gnome that turned out to be
a resprayed smurph wear-
ing a Jim’ll Fix It badge
and a Kentucky Fried
oquirrel fast food joint.

Yes, Delta Four Software,
the team that brought you
Bored of the Rings, is back

17 LOWT.

Strange things are afoot
in Sherwood Forest and
gurrounding areas
Dorothy has been mugge
on the Yellow Brick Ro
Dr, Watson iz found dead
and there are Mafia connec-
tions 1in the Smurphs
village. Rumours have it
that Hurn the Hunter (him

Robin of S8herwood TV
geries) is involved
somewhere along the line
but you have no proof
yet,

Your quest is to find out
who or what is behind all
these sinister deeds and
you start off equipped only
with bow and arrows, your
trusty sword (called

i e ———

Albino) and a cordless radio

parts and once, you can
move freely between them
by saving your current
position to tape, loading in
the next part of the game
and then reloading your
saved position.

Exploration is easy anc
you can visit a lar
number of locations
without doing very much.
This helps considerably as
you try to find out what on
earth you are supposed to
be doing. You can talk to
the characters that you
meet and ask them what
they know about various
things. I came a cropper
when I asked the Mother
Superior of the convent
something. It was a silent
order!

Robin of Sherlock is a
marvellous parody of Robin
Hood and Sherlock Holmes
stories and will give you
hours of enjoyment and
amusement.

Storyline
Atmosgpher
Difficulty

Value for money
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A whole new world awaits you and your 64. The world of
Prestel, Micronet, Viewfax, Homelink, Citiservice, etc. This is the
world of product reviews, mainframe games, home banking,
business information, commadity futures, armchair shopping, real
time conversation, electronic 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 ary subject is accessible from
your &4, together with BT Gold, Easylink, One 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 whole 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 Commodore
communication equipment. We also supply complete systems for the
Pet 2000, 3000, 4000 and 8000 series.

lolanthe 70 Longbrook St, Exeter EX4 6AP. Tel: (0392] 213355

ok,
k2
AR OF “q‘“y

CATIONS

The most popular 64 micropack in use today, will link you to
Prestel, Micronet 800, Viewfax 258, Homelink, Farmlink, Citiservice,
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 Gold, Easylink,
One to One, Dialog and Bulletin Boards is available at £29.95 inc.
VAT, p & p.

Complete Commodore &4 micropack

special price £99-95 inc. VATp&p

for a limited period only.

Special, special offer, order your 64 micropack now and
get a FREE quarter’s subscription to Mmrnnet 800 and Viewfax 258
(Prestel Microcomputing).

Modem House, 70 Longbrook St. Exeter, Devon EX4 6AF Tel: (0392) 213355

I Please send me ................. Commodore &4 Micropack(s) £99.95 each l
. Optional Terminal Software £29.95

I lenclose &.............../Bill my Access No. ............ PR e RS I

I ! 0, R e R
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o s fm et el et i B B e 1 0 B B B S WAL

Telephone MNo. ..
Please aliow 28 da;-.-' n::relrw-ry
This offer applies only while stocks last CGS
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Firebird Software Wellington House UpperSt Martin'sLane London WC2HODL

e el o T = B s |

| MAIL ORDER

Flease state name of game and numbers required. Enclose crossed chequeP.0. ms
: o payable to FIREBIRD SOFTWARE. All offers are Subject to avallability.
; Firebird isa Trade Mark of British Telecommunications plc. Jrders are despatched promply. All prices inclusive of VAT and postage.
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Defend the spoils of the famous gold b
rush, guard the riches hidden behind the >

walls of the West Bank. Desperate characters

plan and scheme their way to the goid,

bloodthirsty gunmen try to blast their way to

instant fortune but watch out for the innocent
bystanders — a stray shot will harm your

reputation for ever. Keep a keen eye on the

horizon and your trigger finger poised for action - SPECtl'l.lm 48K
the law of the West is still the law of the gun.

Gremlin Graphics Software Limited Alpha House, 10 Carver Street, Sheffield 51 4FS. Tel: (0742) 753423
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Bounty Bob™ returns in this new and exc follow-up -~ MMODO
adventure to Miner 2049er.® This time amm even p, MD-EEBC
hJUQher than hehmm.ﬂubnﬂds your help more than'ever ™
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HEALTH WARNING: BOUNTY BOB CAN bERIDUSLY DAMPL(:E YOUR SANITY!



I had a couple of letters
from readers recently say-
ing that although they fan-
¢y the idea of writing an
adventure and trying some
of the ideas that I've writ-
ten about, they can’'t think
of a decent storyline. So, to
try and give you a few
ideas, here is what I believe
to be the first ever do-it-
yourself storyline kit. All
you have to do is pick one
item at random from each
of the eight lists and see
how they fit together, If one
particular idea does not
mesh in with your plans,
then discard it and choose
another.

List 1: Who Are You
A peasant

A schoolboy

A sorceror's apprentice
A barbarian

A scholar

A nobleman

A priest

A blacksmith

. A thief

10. A merchant

S S G e

List &: The Reason for Your
Quest

1. To inherit a map and a
key

. To prove yourself worthy
. For a dare

. An old man tells you a
story

To help your family

You dig up an artefact
Pure greed

Your parents throw you
out

. You have a dream

10, A royal proclamation

© PIH? LA

List 3: The Quest Itself
. Destroy an evil sect
To regain your birthright
To find the ingredients
for a powerful spell
. oteal a valuable treasure
Expose a traitor
To prove your innocence
. Discover the hidden
power of an object
Kill a great enemy
. Remove a centuries-old
curse from your family
10. Find a hidden treasure

©®m AOUE

Dungeon
Dressin

by Gordon Hamlett

List 4: Friends That You
Meet

The Arch-druid

The Eagleman

An old hermit

. The laughing gnome
A centaur

The Lady of the Lake
The Dwarf I{ingh

. An outeast elf thief

. The Loremaster

10. The Giant Longbone

O®2DHUE R

List 8: Your Major Enemy

A huge red dmgmn
. The Four Elementals
. The Mad Monk
10. The Thieves Guild

Eist 6: Where You Have To

o

. The Forest of Illusion

. The Well of Lost Souls

. Your ancestor's burial
ground

. The Pentacle of Lawless-
ness

. The Temple of Skulls

. The 8hrine of Healing

. The Circle of Destiny

. The Island of Dreams

. The Valley of the Lepre-
chauns

10.The Obsidian Moun-

tains

1. The Black Priest

2. The Master of the
Undead

3. A tribe of Hobgoblins

4. The King of the Beggars

5. The Witch of the Lesser
Caverns

6. The King's younger
brother

7.

g

9
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List 7: Where Most of the
Action Takes Place

A deserted mine

A castle
Underground

A ruined monastery
Inside a pyramid
At sea

A palace in the sky
In a submerged city
. On an island

10. In a forest

0 0o ~2 0 C0 = GI 20

List B: What You Need to
Find '

1. The Fire Opal

. A pint of balrog's blood

3. A Beroll of Alchemy
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The Mirror of Mind-Des-
truction

The Golden Sickle

The Dagger of Darkness
Six dragon teeth

The Assassin’'s Knot

. The Spear of Sharpness
0. SBome powdered demon
horn

—~OmIOm b

49

I~

Although not every item
works with every other
one, the vast majority can
be sgueezed together
somehow to give you a
reasonable storyline. As
there are one hundred
million different plots con
tained in the above lists,
you should be able to find
one that you likel For ex-
ample, a peasant digs up a
bit of pottery with some
strange writing on. As he
hates his boss, he decides to
run away and see what he
can find out about it. He
goes to viait the
Loremaster. He tells you
that it shows that your
family once ruled your
boss’s land. Your boss had
an avil spell cast which
made every one in the land
come under his power. The
only way to break the spell
is to find the Dagger of
Darkness and take it to the
Cirecle of Destiny. Beware
though for it is hidden in
the Palace in the sky and

uarded by the Four

lementals ... .0K, so its
not brilliant, but with a bit
of tidying up, you could
make it into quite a nice lit
tle adventure.
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In EARTHWOOD, twenty-five players compete to
be the ultimate ruler by controlling all the de-

veloped cities, either singularly or with an allianee. ca
A typical game will last about 18 months with the s, - e
first knockouts usually starting after six months. | ; f

Each player is either a king of a fantasy race or t
powerful charismatic character. Your character or 4 3 T
king controls several groups each of which is totally O . S i".":
independent of each other. You can recruit trolls, e, i ‘
wildmen and others into your armies, and even AN ) B ; ; 1y
control powerful creatures such as dragons. Your et G X : = IT.
characters will capture and control cities, upon AT LRSS [ v A ‘ﬂ
which you can spend gold to improve security, in- el Rt SO L e e t]
crease your workshop's production. build defences e ey e W '. u : = a

and maintain and enlarge your army. With gold
your wizards undertake magical research, learning
new spells. Spies search out enemy strongholds
and then attempt acts of sabotage, theft and

assasination. These are just a few options available to a
player in EARTHWOOD.

EARTHWOOD is computer moderated but the
turn sheets and replies are written in plain English
50 that you can easily understand them. No need

to look through complex charts and code books to
understand this gcme.

To enrol in Earthwood send
£5.00 cheque /PO payable to
KJC Games. For this you re-
ceive the rulebook, setup
and first three turns. Future
turns are £1.50. Send 1o
KJC Games, P.O. Box 11,

G M S ElE'ﬁ-"-‘E-"E‘-","E. Elav;:kpﬂr_al, e ._ i-.::' ,..-__ ! Y. 1 h l s %I i -1 i
A E Lancashire. F¥Y5 2BD. Access & Barclaycard

Welcome on !
02b3- 866345
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If you've followed our Play
by mail series from the
start or just started reading
Gamer here's your chance
to try an exciting new hob-
by for only a £1.

- What are PEM

games?

PEM games are adventure
siyle games that are played
between hundreds of
players spread throughout
the country, if not the
world.

Every month each
player send their orders to
central Games Master (GM)
who processes the turn and
sends out game reports to
all the players.

The games that are
possible using this system
are as varied as the com-
panies that run them and
range from tribe based,
fantasy adventures to
galaxies full of aliens.

Although extremely en-
Joyable, PEM games can be
a little expensive with
charges being made for the
players initial setup in the
game and a fee for each
turn after that.

Special Offer

KJU games and Gamer have
tsamed up to offer you the
chance to try a PEM game
for a fraction of the normal
Cost.

The game in question is
called It's a Crime and pits
You as a gangland boss try-
ing to get control of an
American city. Unfor-
funately about 500 other
bogses have the same plan
g0 you'll soon find a need
for your gangs of hitmen.

It's a Crime will normal-
Iy cost only £5 for 8 turns
making it one of the
cheapest games to play.
Now we are offering you
thg chance to try it for only
axzl.

Ul

ADVENTURE

Start the New Year by playing a PBM
game. Computer Gamer and KJC
games offer you the chance to try one

for only a £1.

This £1 will cover the
costs of your setup fee plus
your first 8 turns. Plus it
you're one of the first 500
to take advantage of this
fantastic offer you'll get an
extra @ free turns. That's a
setup fee plus four turns
for only a £1!

All you have to do to sign
up for the game is to fill in
the coupon below and send
it to:

It's a Crime,

Computer Gamer Offer,
No. 1 Golden Square,
London W1R 3AB.

Remember the first 500
get an extra 2 free turns so
send your coupon to us to-
day. To miss out on such an
offer would be a crime!

r

) :
b

%

It's a Crime, Computer
Gamer, No. 1 Golden
Square, London W1R 3AB.

I would like to play a game

| of Its’s & Crime at the

special
rate,

Computer Gamer

Name ..., .70

¥V TR e o N S

8 e S

Important

Taking advantage of this of-
fer does not commit you to
glay a full game of It's a

rime. If you haven't en-
joyed playing by the end of
your turns then you can
quite simply drop out of the
game.

This we feel is unlikely
and if you decide to con-
tinue playing the cost will
revert to the usual 8 turns
for £5.

II' Englr:use a cheque/postal order addressed to KJC Games
or =l.

I
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Now you've read our two
part article on roleplaying
games here's your chance
to try this exeiting hobby
by winning a copy of
Dragon Warriors.

The three books that
form Corgi's roleplaying
system #guide you step by
gtep through setting up and
playing a game of Dragon
Warriors. he first bock
givas you the essentials for
starting a game including
creating your character,
the c¢combat system,
monsters and treasure and
a scenario to get you going.

Book 2, ""The Way of
Wizardry'' introduces
magiciansg, spells and

wonderous artifacta to the
game 8 well as two more
adventure scenarios.

Finally '‘The Eleven
Crystals'’  includes four
more scenarios plus more
monsters, magic and
treasure to extend the game
avern Imore.

1 AVING GAME

THE ULTIMATE ROLE-T

competition.

How to Enter.

All you have to do to
win one of the 28 Dragon
Warrior box sets that we
have on offer is to solve our
five simple anagrams of
things that you might find

duri a Dragon Warrior
adventure.
Anagrams.
1} ROGDAN 2IMIDDOAN
3) LONGIB 4) PIMEVAR
B)EATDH 6)EASALBIS

Onece you've solved them
all write the answers on the
form and then write on the
back of the snvelope the
one object that you would
take with you.

You could enter the
fantastic world of roleplay
adventuring by entering
our easy to enter

Finally send it to
Computer Gamer
(Warriors) Competition,
No. 1 Golden Square,
London W1R 3AB.

All entries should reach us

by Jan 26th.
Computer Gamer (Warriors) Competition, No. 1 Golden

Square, London W1R 3AB.

The answers to the anagrams are
1
5]
5
Name

Address

THE ULTIMATE ROLE-PLAYING (G:AME

DRAGON

THE ULTIMATE ROLE-PLAYING CrAME
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Spellbound is an arcade adventure
featuring window menus and superb
animation all for only £2.99! Tony
Hetherngton is captures by the magic
of this budget gem.

Gimbal the Wizard is in
trouble again. While trying
out a spell to make his rice
pudding taste nicer he got
his just desserts.

He was transported to
the mythical castle of Kahn
where he is trapped by a
white-out spell. Unfor-
tunately he took you and
geven other characters with
him and it's your job as the
Magic Enight to save the
day. The resulting arcade
adventure version of “*hunt
the Gimbal'’ is played using
a unigue system of window
menus that goes under the
name of windimation.

Getting started

You begin your quest on
the third of the oastles
gseven floors in a room
logically called ‘‘the start
room'’'. Like the rest of the
castle the room is il-
lustrated beautifully this
time with six shields and a

moose head. A key is to
your left.

By selecting ‘‘pickup"”’
from the main menu (that
also contains drop, ex-
amine, take and give) you
add the key to your inven-
LoTy.

Further investigations
reveal that the key is in fact
a teleport key and that
““Teleport’’ has appeared as
an option on the main
ITeTil.

This feature can provide
some important clues that
will help wvou solve the
game as the effect of some
objects isn’'t Iimmediately
obwvious.

For example one object
that would seem, at first
sight useless, does in fact
provide you with a whole
list of spells.

Having explored the sur-
rounding area, you set
forth for further adventure
only to die in a dark room.

In your next attempt
vou search for a source of
light, a glowing bottle pro-
vides a temporary answer
and this will guide you to
the lift.

The 1ift is a good base to
work from and is a useful
place to store objects (as
vou can only hold 8§ at any
one time).

Call lift and Move 1ift will
have appeared in the main
menu which allows you to

move to any floor. You try
to move to the basement
but this is impossible as the
life is broken.

A quick thump with a
hammer would do the trick
but you're neither strong
enough and you haven't got
a hammer,

Once you've solved that
little problem you can then
tackle a wall that you can't
climb over, a candle that ex-
plodes when you light it
and a room full of gas that
kills you as soon as you
enter the room.

Q:ggﬁ:ﬂﬁ UHAT 2

Problems,
problems

As with more orthodox
adventures these problems
are solved by using objects
that are gscattered
throughout the castle.
Unfortunately these
aren’'t particularly easy to
find. Some are obvious as
they are left in plain view
whereas others meld into
the background but thse
really important ones seem
to be in the possession of
the games other characters
or just beyond your grasp.
Luckily the game is @&
literally littered with hints @&

and tips. These range from &

talkative characters to ob-
jects with messages scribbl-
ed on them. There's even a

book of instructions with &
how to play the game writ- P o

ten in it.

A particular good source @
is the banshee who pro- &
vides invaluable informa-
tion as long as you can
decipher what he says, find
the objects he refers to and
find him in the first place.

For example, I managed
to blow myself up while §&

misinterpreting one of his
clues.

Clues can also be found
about the characters that
you also have to save. Not
only the objects that they
aarry but also the ones they
can use as well as their cur-
rent state of health and
happiness. This i8
repregsented by a series of
values inecluding strength,
stamina and happiness and
if any of these values
reaches zero then that
character either dies or
gives up on you and your
quest is over.

Should you find the
wand of command this
allows you access to a menu
of commands with which
Yyou c¢an order the
characters to eat, slesp,
wake up and even be hap-
py. This is often met by a
sorry reply, such as,
‘““they’ll try and be happy.”

GARDEN +=+=

~92929393929292929

&
R

The castle has seven floors including a roof garden.
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: the The result is not only
seam must you attempt to solve
on of the games logic problems
Leters you have to keep all the
PASD gharacters going — and
e is that includes yourself!
hints Unfortunately you can’t
from just order yourself to sat
o ab- and be happy and so your
ribbl- games will end in exhaus-
VETL a tion until you find a way to
with let another character help
writ- you.

Windimation

Spellbound introduces a
new arcade adventure
system combining window
menug and marvellous
animation hence the
name Windimation.
- The window part of the
syatem is a series of menus
containi adventure style
gommands which are
selected by either moving a
. finger to the command you
need or by pressing a single
key. (For example P for
pickup or S to cast a spell).
gelecting some com-
mands such as Drop, Bx-
amine or Cast leads you to a
submenu. Drop lists the ob-
jects in your inventory,
cast, a list of spells, Ex-
amine gives you the option
of looking at an object, one
of the other characters or
yourself which in turn
leads to the appropriate
menu.

As you move through the
menus your command is
created at the bottom of the
- gereen and once it is com-
plete you can either execute
or reject it if you've made a
mistake.

The system is easy to use
and undoubtedly speeds up
. the action. For example the
¢ command ‘‘Give the tele-
port Pacl to - Florin the
dwarf'' only takes four key
presges,
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objects and perhaps the
help of at least one of the
other characters. Spells
often supply the answer
but they are in themselves
a problemn that must be
solved before they can be
used.

Their names provide
some indication to their
purpose, for example pro-
tectus fumanticus may
logieall protect you
against fumes, but which
fumes and what is needed
tO cast it?

Naturally you should
examine and read anything
and everything to collect as
much information as possi-
ble that may provide the
answer to one of the dozen
Oor so problems that you
must juggle at once,

Unfortunately you must
also keep a watch on the
welfare of the other
characters not to mention
your own as it's incredibly
frustrating to have a
character peg out just as
you find the answer to a
particularly tricky pro-
blem,

Therefore you should do
your rounds not only fto
keep them all healthy but

This doesn’t help wyou
solve the game, for as with
computars themselves, it
only allows you to make
fmur mistakes more quick-

V.

Moving our hero around
the castle is sensibly left to
standard arcade adventure
joystick or keyboard con-
trol. Consequently he can
quite happil bound

through the castle at break
neck speed only pausing to
rummage through his
menus when required.

The most important thing
to remember when playing
Spellbound is that it is an
adventure. It isn't just a
quesgtion of joystick timing
or collecting objects thers
are problems that must be
solved.

To solve a particular pro-
blem you may need several

- Boreens worth

you might glean some
useful leads. Sending them
to sleep (if they'll 6 any
notice of you) will slow
down their deterioration
but a sleeping character

~can't help you. Finally the

characters name and
description may provide
some clues to their pur-
pose. For example Samson
the Btrong is fairly obvious
but what about Florin the
Dwarf, Orik the Cleric,
Thor, Lady Rosmar and
Banshee and Gimbal

As mentioned earlier,
the lift provides a good base
to work from particularly if
you leave the teleport pad
(where you go to when you
use the teleport key) in
there. This means that you
can quickly return to base
alter exploring several
of castle.
This is particularly impor-
tant as it is vital to conserve
your energy whenever
possible.

nDiPIH

Conclusions

Spellbound is the first ar-
cade adventure that con-
taina enough depth to
challenge even the harden-
ed “‘text-only’" freak. The
puzzles it poses are boih
logical yet their solutions
remain painfully elusive
until you've found all the
pieces you need.

Windimation is easy to
use and keeps the action at
panic level without losing
any detail. The menus are
clear and any mistakes are
eagily rectified.

The one major omission
which all adventurers will
curse 18 the lack of a save
game facility, This means
that if you're just seconds
away from completing the
game and Thor pops his
clogs your quest is over and
you have to gstart all over
again. But what do you ex-
pect for only £2.99%

Spellbound would be a
good buy at £9.99, I would
even recommend it if it cost
around £15 but since it is
only £2.889 — need I say
more. Buy & cﬂ]ig im
mediately befors aster-
tronic realise their mistake
and put the price up.

PLANET RATINGS

Originality LT T
Graphics (1 1] ]
Uge of machine (T 1 1]
Value for money soNee

STAR RATING
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Jane Naylor presents her
selection of this month’s
games books.
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The Sinclair Story
Rodney Dale
£9.95
Duckworth

Everyone has heard of Clive
Binclair, and despite the
bad press he's had recently
over the C5 and his com-
pany's financial problems,
Ie i1g still one of the great
figureheads of the miecro-
computing world.

Everyone knows what a
Spectrum locks like, and
there are an awful lot of
gamers all over the country
with one of theirown — so 1
guess even before it was
written it wasg obvious that
there are a lot of you out
there who might be in-
terested in reading his life
story.-

‘*The Sinclair Story”’
could have been a good read
for anyone who's into
miecros, and especially for
anyone who has ever
bought a 8inclair micro.
It's actually more of a good
read for anyone fascinated
by entrepreneurialism and
the achievement of a man
who built up his own
business from nothing to
become a household name
with a multi-million pound
turnover.

There's a lot more to
Clive Sinclair than micros,
as the book makes clear.
Did you know that Uncle
Glive has been inventing
and selling things to elsc-
tronles hobbyists since
1962%¢ Did you know that
he sold the first pocket
calculator, the first pocket
TV and the first integrated
circuit in kit form? And did
you know that he and Chris
Curry of Acorn (with whom
he is said to ‘have had
fisticuffs in a Cambridge
pub last Xmas) actually
worked todether at S8inclair
for 14 wyears? Bet you
didn’t.

It's fascinating to read
what Sir Clive was doing in
the years before he came to
fame (he was even acting
aditor of ‘‘Practical
Wireless'' for a time) and it
puts a lot of what has hap-
pened more recently into
perspective. The perspec-
tive isn’'t always that
favourable; for example,
doesn't this sound rather
familiar?

“*Many of you who have
placed orders have had to
wait an unacceptably long
time. For this we apologise.
All present orders will be
fulfilled by. . ."

No, it's not the QL, or the
Spectrum, or even the
Microdrives — it's the DM1
digital multimeter that
Sineclair was selling way
back in 1973!

On the other hand, there
is no denying the tremen-
dous drive, initiative and
invention of this self-rade
man. He started his own
company at 28, with little
previous axperience, and
within four years had built
up sales of £100,000. He

has achieved several firsts
for British industry and of
course we all hope that he'll
soon spring back again,
larger than life as usual.

Micros are only covered
in five out of ninetesn
chapters, so you may well
find parts of the rest a bif
less interesting. Some of
the detail gets pretty trivial
at times, especially the il-
lustrations which includs
an early press ad for a
secretary, ghastly mug
shots of just about all the!
Sinelair managers and 8ir
Clive's eight-line entry in
the 1982 Mensa register
That the author is also a
close personal friend of
sinclair is clear from the
tone which borders on the
starry-eyved in places.

At £9.95 it’s a bit on the
pricey side, but you always
have to pay more for hard
covers. I think It might
have been better to have
issued it in paperback so
that more micro owners
with a limited budget could
afford it.

That sald, it's a lovely
story well told and makes
interesting reading.

Adventure
Programming on
the Amstrad CPC
464 & 664

Steve Lucas
£7.95

Argus Books |

Well, we had to review anj
Amstrad book, didn't weg
since around B0 per cent off
all new titles being publish-
ed at the moment seem 0
be for the 464 and the 664!

This book is published
by Argus Books, sister com-§
pany of the publishers off
Computer Gamer. It's alm-
ed mainly at people with a8
reasonable knowledge o
Amstrad BASIC and is§
designed to appeal to those
who have progressed from@
keying in listings and whag
want to write their own
adventure programs. Thes
author starts by explainings
the principles of writingg
adventure games and he ins
cludes some advice onp
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ARGUS BOOKE-

ADVENTUR

AM

mes writing in general.

or example, he stresses
the importance of planning
in advance with a pencil
and paper,
lustrates how to design
flow charts and use them as
the logical basis from
which to code.

Three adventures are in-
cluded, serving both as il-
lustrations of the author's
programming advice and
als0 a8 games in their own
right. The Wizard's Quest is
a traditional, text only
game: Bnow White is based
on the traditional fairy tale
and features full high-
resolution graphics for
sach location; and finally A
dourney Through Space
will be welcomed by begdin-
ners because it can just be
keyed in, saved and then
played without further ado.

Everything is carefully
explained and laid out to be
a8 easily understood as
possible. The coding is box-
ed in so that it stands out
clearly from the text when
keying in, the workings of
each routine are explained
immediately afterwards
and this is followed by a
line-by-line breakdown of
the logic.

It's a nicely produced
book with an eye-catching
gover, some stylish
graphics design and just
about the right number of
{llustrations: not so many
88 to be obvious paddin
but enough to give the. fes
of a subject which is, after
all, very visual. Unfor-
funately the dot- matrix
listings are very dark and
rather blobby in places,
and on a few pages of my
copy the printing was a bit
amudged.

There is a lot packed into
this book. The author ob-
viously knows his stuff,

and he il-

£ PROGRAMMING
ON THE

1

RAb

CPCA64 8664

STEVE LUCAS

has an easily readable
style, and many Amstrad
owmners shoul find it
worth looking at.

‘Microcomputer

Game Design
Michael Rigg
56.95

Sigma Press

Here's another book on
how to write games, but it's
slightly different in that it
is not machine-specific. The
Spectrum is mentioned
quite a lot and the author
geems to be familiar with
the BBC too, but it is meant
to be applicable to any com-
uter and even to many
anguages.

e trouble with this ap-
proach is that it necessarily
means that the text has to
be very general and there is
a danger that in trying to be
all things to all men (or
women!) it may end up be-
ing a bit too woolly to be of
particular use to anyone.

The idea is that the
author explores the
theories of writing games
pro ms with a view to
enabling people to then ap-
ply the principles to their
own situation. So far, so
good, but I wonder how
relavant most readers
would find extracts from
the ‘‘Newsletter of the
Assoclation for Child
Paychology and
Psychiatry”’, discussions of
the theories of Piaget and
explorations of the Westen
world's manipulation of
the visual image!

There then follows a
brief look at the nature of
the main pmirammin
langauges COMAL, PASCA
LISP and Prolog, followed
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by a short introduction to
machine code.

Eventually we get on to
programming games, and
the next chapters discuss
the prineciples of sound and
graphics, and writing
adventure and arcade
games, with a few simple
routines given in the text.
The trouble is that of
course there is a big dif-

~ ference between the ways

you handle sound and
graphics using the BASICs
of, say, the Commmodore 64
and the BBC Micro.
However, once you have got
the idea you should be able
to adapt it to your own pur-
poses.

One complete listing is
supplied at the back. This is
the skeleton of a quiz game
that can be built up to any
level of complexity that is
required and how to
develop it is discussed in
chapter 2.

As a broad introduction
to the subject the book
gerves a purpose. But there
15 not & lot of meat in it and
there are plenty of more
useful books on this
around.




CUT PRICE SOFTWARE

OUR
Spectrum BRPPRICE
Elita 14,85 10.00
all LS, Gaold 7.95 585
All ULS. Gald 995 T.2%
All Lltimate 995 653
Al Deaan 995 T.25
All Ocean 6.85 5.00
All Boyond 945 @885
All Actvision a.pd  T.25
All Tha Edge 985 T.25
All Elita @85 500
Shadow of Ueorm 14.95 13.50
Aambo 7.85 580
Maonty on the ren 685 525
Asztro Clone T.85 625
Adrian Mola gas 7.25
Lnids 7.95 5.8
Winter Spors 9.495 7.5
Starquaka T.85 550
Robin of the wood 9.595 7.28
Thayy sald million 995 T.00

All LLS. zald 8.95
All LS. Gold 14.495
All Oeaan 9.95
All Beyond 9,95
Al ActvdiZion 0.99
All Ariclasoft 9,94
Al LItimate 9.95
Ramiis 8,55
Shadowfira Il 9.85
Monty on RBun 9.85
Scooby Doo T.B5
Blade Runnar B.G5
Adrian Maole 9.55
Zoids B85
hMercenary o.05
Undaraiurlda 4,85
Bouncers b.95
Mow Games B85

They sobd million .85
Arcade Hall Fame 9.95

Elite 14.95

QUR
Commodore 64 RARFPRICE

T.25
10.80
T.25

RRIREE

e Bl B B R B B B |

£ Speeazsanas

Amstrad
All Amsoft Godd 585
All Amsof " Disk 1195
Al Amzofl Disks 1205
F.goes 1o H'wood 8.85

&l Ooean 4.895
All U5, Gald 8.55
Hypersporis B.95
Marspor 0.5
All Amzoft B.A5
Project Future B.95
Scooby Do B.95
Miznity on run 8.95
Loids 8,95
They sald million 9.85
Elite (Jan) 14.95
Exploding fisi 5.85
Starian 2.86
Battle of Britain 995
Transac 7995
I rvoaEal 29 85

OUR
RRPPRICE

T.25
10.85
10.00

T.25

-
N EA ~~d~d S

gakhkinzsbiszsy

CUT PRICE SOFTWARE (CG) 4 SLACKENBURY HATCH, HARLOW, ESSEX CM19 4ET.

VIR
VIsA

Crearsans ondeqs pleasa add TSp per tape.

(0279} 24433 (24hr Amlphmi

Accass’Visa orders welcoma.

SPECTRUM RRP OUR

PRICE
Beach Head 2 785 550
Int'al Karate B85 475
Evil Crowni 8999 T.19
Bounty Bob 785 595
Saboteur 855 670
Fobin of Sheriock 7,85 560
Winter Sporis 785 580
Enigma Farce 285 TN
Thay soid a million 985 T.38
Arcade Hall Farme 885  7.39
Tomahawk 885 723
Sir Fred 885 7vaa
Starguake 785 580
Astroclone 785 5580
Back to Skool 6595 510
int. Rugby 795 600
Robin of the wood 895  T.348
Tau-celi 885 T.28
Dizcs of death 655 510
Elifm 14.95 10.95

MEGASAVE
SOFTWARE

46. THE MALTINGS, STANSTEAD ABBOTTS, WARE, HERTS.

X-ral gfs T.23 Skooldaze B.B5 5.0
Commando TBS 580 DOynamite Dan 795 590
Winter Garmes 7.5 580 Underwurlde bos 7348
Yaoung Ones T895 880 HRacing Dest. set 12.95 10.50
I. of the mask 995 T.39 Lastva 299 2.50
Gyrascope 785 590 Theysolda milllon98s 7.9
Spitfire "40 995 T.28 Arcade hall fame 995 7.38
¥ir ar Kung Fu 785 5B Friday the 131k BE95 B.MD
Fairlight 268 T.28 Critical mass 8495 670
Monty on the run 785 680 Maercanary 295 T.29
Ark of Yesod BBS BS50 Starion 945 7.39
Summer Games 985 T7.38

COMMODORE 64 RRF OUR Fighting Warror 885 &70
PRICE Battle of Britain 9.95 7.39

¥ir ar Kung Fu 785 Bod Ewil Crown apy T38
Enu ma Force 985 T.38 Ltte Comp. People 1455 1195
ight Might 985 7.3 Montyontherun 995 7348
-I:h._lali:l: inus One 995 .39 Ballalyx BES T.39
Superman T7.38 Scarrabasus 885 745
Commando '.f 'Elﬁ 580 Adrian Mole 8495 7.4
Wintar Garmes 94895 7.39 Bladerunner B.95 6.0
Robin of the wood 8595 7.39  Young Ones 795 500

For up to dale news on avallabilily and
All prices include free last delivery and same day

aflers ring 0920 — Brusty.

,mlll

B.F.P.0. Welcome. Cheques/ P.O.'s/E.C's payable lo ED4.
FREE GAME WITH EVERY ORDER OVER £10

when applicable. Overseas orders
add Eni per tape. 10% discount on all orders for sevwen or more lapes of 1o & value over £45,

C.G.

@@W ﬂ@@ﬂ@[}{lﬁ DISCOUNT SOFTWARE

ANY LEVEL 9 GAM
MONOPOLY
GLEUDD

HICK FALDO'S GOLF

EXPLODING FIST

HWAY ENCOMUINTER

FRANE BEUNOS
RED MOON
FAIRLIGHT

INT, KARATE
THE ARTIST
STREETHAWHK
S(WTHEAN BELLE
TERRORASOLIKOS

EXPLODING FIST
ELITE

DUN DARACH

&, GOOCH'S CRICK
WIZaAOAY

RED MOON

ANY LEVEL 9 GAM
P MISSION

SUMMER GAMES 2

PITSTOR 2

THE MLUSIC STUID

aLRABBLE
FROJECT FUTURE
EXPLODING FIST
GRAND FRIX 2
JUMP JET

FRANK BALND'S
O DARACH
ALIEM 8
KNIGHTLIONAE
RED MIDON

ANY LEVEL O [RAME

COMBAT LYNX
SORCERY

EMIGHTLORE
MLIEW B
ATIC ATAG

DROP ZI0KE
AIRWOLF

RAP

E

5 =i 9 3 D 8 O B S D
FrRRERSECEFERER

FT 4

EEI'B-E-

2.85
£.95
6.85
585
f.495
B.85

.05
H. 5
1.95

0.55
B.95

CHOR SUEY (KARATE) 895

UHE ON ONE

945

Thiss i3 just a selection of ow catalogus.
Please send SAE for free list. Al prices
nchude fren fast defvery in the LK

only

Mexse add 75p per lape for

OuUR
PRICE SPECTRLUM
740 HACEER 7495
740 FIGHTING WARRIOR B.55
740 WINTER GAMES H.55
TAD G GOOCHS GRIGKET 655
7.00 McADAMS BUMPER 7.55
5.80 MONTE ON THE AUN .55
5,20 BORED OF THE RINGS 695
5,40 SPY NG BPY N .95
7.40 MARSFOHAT 0.55
540 ASTROCLOWE 7.5
10,080 ELITE 14.95
540 COMMANDOO B35
250 2112 AD -
7 FORBIOOEN PLANET 7.85
COMMODORE 64
750 TOUR DE FRANCE .55
11.00 F. BRUND S 7.9%
40 EUPERT & T/MAKERS
TAl PARTY 055
740 BARRY McGUMRANS 995
540 ATH TD FRACTALLS 9.95
A0 NOW GAMES 8.95
740 BEACHHEAD I 9.95
740 MERCENARY 5.95
740 SKY FOX B.95
11.50 EARATERS G858
AMSTRAD
740 TANK BUSTERS T.05
.00 R HORRDR SHOW 995
740 HANDICAF GOLF .45
7.00 SUPER PIPELIME 2  8.95
FA0  EOMG/DEFEMDER 995
7.00 HISOFT COMPILER 3456
740 MASTERFILE £4.85
740 MASTERCALG 2458
140 DRAGONTORG .95
340 HWAY ENCOUNTER 8.85
7.40 CYRUS W CHESS 8.94
100 A0 BOXIRNEG 4,95
1.00 LORDS OF MNIGHT 9.85
BBC
.40 HEVS 14.95
740 ELITE 14.85
£.40 HEACH HEAD 9.05
ATARI
740 STRIF POKER 9.95
700 ‘WHURINURADS B85
F.00 BOULDERDASH &05
740 RED WMOH £.95

5,06
T.00
146
540

L
]

=k
Ly G =gl b 0 = = 43 CF

ERENREERER

= i =4
& BE

7.4l
.40
[
7.4
T.46
.46
746

553E8RRRSEEE8

-t

11.50
11.50
7.40

1.40
1.46
7.00
5.40

datails. Mawe chequesiposial orders
payabde 1o Soft Insight and send 10 Sof

Im&ight, 3 Silatisn

Grescent,

Westcombe Fark, Blackhexth SEJ
overseas onders. Mew fithes amwing Accessoeders welkcome on  04-305
everyday, please nng 01-308 0621 for 0790, For Bhose of you who would

BOUNTY BOE STRIKES
BACK 7.85
BEECHEAD II 7.95
WINTER SPOATS 545
SABOTEUR B.S5
AOBIN OF THE WOOD 9.95
YIE AR KUNG FU 785
LORD OF THE RINGS 15.95
ARCH OF YESOD ~ 0.95
MIND SHADOW §.95
ROBIN OF SHEALOCK 6.95
AOLLERCOASTER  6.95
TAXXON 9.95
BLUE MAX 2001 9.9
HACKER .95
TERROAMOLINGS ~ 9.55
F BAUNOS BOXING 895
COMMANTD 595
AAMED 9.55
STARIDN 9.95
AOBIN OF THE WOOD 9.95
¥IE AR KUNG FL B.%5
SCALECTRICS 8.85
WIZARDS LAIR B85
McADAMS BUMPER  7.95
ROBIN of SWODD  9.95
SOUTHERM BELLE  7.55
DEVIL CROWN 8.95
YIE AR KUMG FU 585
TERAOMOLINGS 7.95
FIGHTING WARRIDR 595
CALLOAON B.55
MIND SHADDW 0.94
DYNAMITE DAN 795
BRUCE LEE B.95
MATCH DAY B.5%
REPTON Il 9.55
CITADEL 9.55
AN TO FRACTULUS  9.95
ELECTRO GUIDE 8.8
SMASH HITS 4 .96

rather collect your soltware, wiy nal
gnap. Opsn o
Sahardays oedy from 10030t 6 0pm
Right cutside Wesicombe Park
radways station on the souihérn regen
Ample free parking space 1o everyong

witil our detoun

w4 [0 =4 A Eh
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1245
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.45
5.20
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ERESIZEZEZRERE

.40
745
T.48
T.45

6.1
T4

=h'dad =

SPECTHLUM

Game ARPF OUR

PFRICE
HIGHWAY EMCOUNTER 7a5 5 §5
MICK FALDO . . . G595 T A5
FRAME|E GOES T C Ii'ri{“":ll:l .Bas5 rAas
A WIEW T A HILL ER 825
5PY W5 5PY . 1 589
STARLOM .:............. ..1HA &85
HY¥PERSPOATS 785 585
OALEY'S SLIPERTEST BN 520
SHADOWFIRE. _........... 295 745
MNODES OF YESOD ga5 TAS
FRAME BRUMG BOXIMNG EEn 530
OYMAMITE DAN ...... ga5 520
AAM TURBD I'“TERF!'-'-EE 2295 17.ae
MIGHTSHADE o915 T.45
BOBIN OF SHERWOOD 585 7.45
WAY OF THE EX. FIST ........ 8495 6.50
FAIALIGHT a0 T.45
LOUTHERN BELLE T.8% 5.55
PED MO .. ... .. 645 5.20
AED sAROWS | | .85 6,70
INT, HASKETBALL . 5.5 4.45
BORED OF THE RINGS . . 55 5.20
STARDLAKE . : N -] 555
SHADOW OF LINICORN 145 1130
CODE NAME RAT 11 ..hes .70
TRIVIA ... ) 5,95
TERROAMOL IMOS | 6.55 5.20
WORLD SERIES BEALL - 5.20
CAULDRON............. .18 585
MARSFPOAT .95 T.45
FIGHTING WARRIOH 7.85 585
CRITICAL BASS . ... ........0885 BT
IMPOSSIBLE M2 quv:r. 7 @5 585
MONTY ON THE AL ..7a5 555
PAMZADROME _........... ..1-85 5.95
CYBERLIN 3 a5 740
I TERMATIIMAL ALIGEY 7.a5 5485
HAGH OF YESOD . Bas £.30
T AH AW 0 a5 740

COMMODORE 64

GAME — OUR

PRICE
UMDERWURLDE ........... 8485 T.45
MICK FALDC Q45 7.45
FRANKIE GOES TO HWOOD . 2858 7.45
WAy OF THE EXPLODEMG FIST2.05 T.4a5
ELITE 14495  11.20
HYPERSPORTS &4 &.70
SHADOWEIRE. ._........ 9.85 745
JEW I 05 g.10
DALEY T SUPBERTEST 765 5.85
FRANE BRLUND | .95 5.85
ACHEIN OF SHER'WY I.'II:II.'I 985 745
KODES OF YESOD 448 T.45
BLUE M&K 2001 7355 745
BATTLE OF BRITAIN a5 745
SKY FOX... ; 12 85 570
ALUPERT EGEM-' 795 585
P51 WARRIOR 585 745
IMTERKATIORAL KARATE B 50 £.00
WIZARD'S LAIR LB a5 ETD

SASAE WLILF 5o 7.45
MONTY ON THE BLUN . S.TER 585
EMIGHTLORE 2495 T A5
MROW GAMES | H 95 &.TD
TERARDAMOLINDGS ... 5 585
RED MO0M | .E ":If- 520
SHY FOX 305 TAS
WIZARDORY . g a5 7.45
AaCING DESTRUCTMIN SET . 14 98 11.20
VIEW TO & KILL 1000 B.25
ILIKAR JET G a5 7.45

THEATRE ELIROPE -1 7.45
MERCEMARY | . L1285 a.Tn
CRATY COMET G a5 7.50
WHO DARES WINS I - 5.55
SCHIZOPHREMIA | ¥.85 5.5
FIGHTMIGHT a a5 7.45
SUPERAMAN . 5 5% 7.40
DRAGOHN SKULLE, ._..........50.85 T.40
LITTLE GFUTER FEQPLE (o). 995 7.50
LITTLE CPUTER PEOPLE {d}. 1485 11,08
ETARMON .00 g 64, 7.40
SO AMDIO Bas T.50

AMETRAD

GAME _ARF COUR
PRICE

DM DARACH 2495 745
ERAMK BRLMO B g5 6,70
EXPLODIMG FIST 5 88 T.4%
& VIEW TO A KILL 1089 i35
STARION 9.5 7.45

ROCCD 845 4.99
WIZARDS LAIR 805 .70
THEATAE ELURCEE .., 9.5% 7.45

FIGHTIMG WARRIORS 705 §.08
TEIVIA 7.05 5.5
DEVILE CROWHN _. T8 5.5%
HIGH®WAY ENCOLIMNT El" : 7B5 §.95
MARSPORT ol o5 7.45
SOULS OF DARKON .. 854 E.70
MATCHDAY A &5 BT
W5 BASEHAL 5 05 .70
W e S T 1454 058
CYBERUMN b oS T.50
ROBIM OF SHERWOOD A.95 B.270
BATTLE OF BRITAIM . _. 005 720
AAABLAN KMIGHTS A 55 .30
ALL AND SOFT DISKS 172.55 555

QUICKSHOT B NOW DMLY £8.50

ALL PRICES INCLLIDE PAF

LISTS OUT SHORTLY

Goodbyts aMers some ol e most comipetitive
prices for sofhaare avallaBle, 1 you don't ses the
game you reqguine lsled, plesss for ke mael up-
to-dabe naws on reladass and beck catalogus

files on 01-T31-4607.

PLEASE NOTE IF YOUR ORDER EXCEEDS £80
TOU GET 10% FURTHER DISCOUNT

SEND CHEQUEP.Q, TO
GOODBYTE, UNIT 10-11
IMPERIAL STUDIOS, IMPERIAL

ROAD LONDOM SWE (TEL: 01-731 4807)

=

Commodore (all), Bpectrum, BBC, Atari, Electron, MBX, Oric, D
and new releases at substantial savings. These epecial offers are ta

PREVIEW SOFTWARE CLUB

BOUNTY BOB STETEES BACK E‘pednun 4EE

EUREEKA

NEVERE

RAMBD Commodore 64
RAMBO Spectrum 48K
SPECIAL PACK (Hill MeGibbon
SORCERUR OF CLAYMORE C

N%ctrum & Commdore 64
ING STORY Commodore 64/8pectrum 48K/ Atari/Amstrad

iﬂhlﬁ Eﬁgc}wmfﬂmm:ndum B4

THEY SOLD A MILLION Spectrum 48K /Commodore 64 Amstrad

MEMBERSHIF (Refund voucher enclosed with first order) .. .....oovieiinvinninnins

dioin our club now and you will receive our latest Mewaletter and comprehensive lists by return, Clubs may alao join for £1.
** Orders receive i

* All stock genuine and fully guaranteed
NAME.................

COMPUTER ...
Cheques/P0's pn:.rabla t-:l P‘nﬂuw Sufhrlre Club. .|'|..|.l nrd.ars subject to lvalluhlhr.:r ana inclusive of VAT and postage tmmeu add £1, Far Eaat ndd 2-5“5{. n:rf order value).

iate attention

OUR
RRP PRICE QTY TOTAL
£7.95 £7.16
£14.95 £4.95
£0.95 £R.96
£8.95 £R.06
£7.96 £7.16
£14.95 £3.495
£7.95 £3.50
£0.95 £5.06
£1.00 E£1.00
TﬂTﬁL ENCLOSED

* Software evaluation servics,

ADDRESS.......

TEL.........

n. Raceive regular lists of software and peripherals, often inchoding bankrupt stocks at unbelievable prices
en from our current list, order now!

Preview Software Club, Forest Road, New ﬂllertun, Newark, Notts, NG22 9PL Tel: (0623) 835164

[E'J'.'!E"I"I"-I'E MEMBERS FLEASE NOTE NEW .AD]IEEEH-

P01
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SPECTRUM
&
AMSTRAD

R.R.P. £8.95

DUREI_L salesdept.,

Castle Lodge, Castle Green,Taunton TA14AB




Eecaans Star Guide

as anything that gets too close to it

Black Hole — E This should be avoided at all costs

is immediately sucked
vacuum. A game glven

into the
this

description is totally void of any
interesting features,

White Dwari —E This is a small dying star that is
now far from it's best. Any similar
games may lack lasting appeal.

deseription will be bright and in-

Bright Star — @L]ke your sun, games given this

teresting and will support intelli-
Eent life.

Red Giant,— righter than a bright star such a
game
feature or game system,

Nova —s

iz the

will

have an oulstanding

If you see a game with a Nova

- t'at.lng you should immediately
rush out and buy it. Novas are

bright and spectacular and can in-

fluence neighbouring planets.

ultimate in stellar

Supernova — This : :
systems for this incredible explo-
gion of a star can effect entire

galaxias,

[f a supernova game

runs on a computer that you don't
have then buy the machine and
then buy the game!

MNebula

at first nebulae look

Although .
E bright and interesting they are in
fact constructed totally from hot

gasses, Beware of any game Carry-
ing this symbol as you will pro-
bably find it disappointing.

Planet ratings

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

Origipality — How
original Is the game® Is it a
complete®™ new idea or is it
the 83rd version of Pac-
IMAan.

Graphies — Da the
Graphiecs amaze your
friends or send them to
aleap.

Uszse of machine — does
the game push the
machines hardware to the
limits or was it writteén 1in
three lmes of Basic,

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

Game symbols.

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

review.
e

"
o &

Adventure
Action
Simulation
Strategy
Sports
Wargame.

Number of

* O
players
minimum./ maximuim

dL

Joysticks
required./optional.

ES I e

Life as a slave isn't par-
ticularly great. What with
working apalling hours
for no pay — hardly the life
of the young executive,

Getting out of slavery is
even tougher as the only
way is to enter the gladiator
busginess which has a habit
of quickly turning slaves
into dead slaves.

You are a slave in an-
cient Rome and you've just
decided to become a
gladiator. Your ambition is
to win enough fights to
become the Emperor's
champion.

The games instructions
suggests that you begin
your training by watching
two gladiators cut each
other into little pieces.
Then your suposed *to
tackle a stationary oppo-
nent in order to practice the
25 possible moveas!

nfortunately Gamer
reviewers don't like to take
the back seat for long and
goon I was being killed by a
variety of opponents and
WeapOons.

Choosing your weapons
is as important as the fight
itself o you should take
some tme to decide which
three of the 45 possible
shields, nets, Spears,
swords, daggers and-
tridents that you’ll do bat-
tle with.

I found waving around 2
tridents a useful start to
the games the early op-
ponents seemed quite keen
to leap onto them giving me
the thumbs up sign from
the Emperor. This success
came 0 an abrupt halt
when I met an opponent

carrying a spear as well,
Still it gave me a chance to
see some of the
backgrounds that you fight
on.

My favourite is un-
doubtedly the gladiators pit
which is surrounded by an
enthusiastic crowd that
yell out helpful coimments
such as KILL, Maim and
the occasional BOOOO!

Once the bout is over and
at leasy one gladiator lies in
a crumpled heap the
Emperor gives his decision.
Thumbs up and you live to
face another opponent,
thumbs down and Yyour
game is over.

It will take quite a few
games to learn all of the 25

ogsible moves that are per-
ormed by pushing the
joystick in one of eight
directions with the fire but-
ton pressed once or twice.
nfortunatel most
Spectrum joystick inter-
faces only have room for
joystick so the players will
have to fight for it before
the game begins,

Gladiator is a natural
Frﬂgres.aiﬂn from the kung-

u variety of games and
although I enjoyed the
variety offered by the
choice of weapons perhaps
there were just o0 many
moves to learn.

If you've conquered
karate and your ready to
enter another arena then
Gladiator will meet your
challenge.
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After the rave review of
Revs in a previous isgue of
(Gamer, the game went on to
be a terrific success on the
BEC Micro. Since then, the
Firebird/Acorngoft unof-
ficial partnership has prov-
ed fruitful yet again with
the Commodore version of
an enhanced wversion of
Revs.

Revs is the ultimate For-
ame,
more of a simulator t a

me. It was written by

eoffrey Crammond — who
wrote one of the finest air-
eraft simulators available
for machines of this type in

Aviator. Bince then, after

consultation with the (now
no longer with us) Acorn F3
rac team, he went on to
use 8 expertise in 3D
aphics and simulations
roduce Revs.

8 18 different from
most racing games, in that
it is as near perfect as it is

ssible to be. The tracks
Brands Hatch and Silver-
stone) are perfectly propor-

‘tioned on the bends and

gven the hills. It is difficult

to a%uprmiata just how real
it ac

ally is until you have

' raced the circuit for real. I
' went through the Brands

Hatch racing school u}:l to
n For

Intermediate grade o
i mula Ford 1
‘the next formula
‘from the

Os, which is
down
cars being
simulated in this game. So
when I went around the
version of

LGUmPFL

q
L
S

Revs

Commodore 64
Firbird/Acornsoft
£11.958

80004

Brands there was an in-
credible feeling of deja wu.
As anyone who has raced
Brands for real will tell
you, the best part is when
you have zapped down the
straight, cleared Paddock
Hill Bend, and look right
down the hill and into the
valle that curves up
to 8 Druids. It ws really
at this point that the
realism of it began to get a
bit un-nerving. After clear-
ing Druids (dead easy if you
know about the late clipp-
ing point — for real that is),
then down towards the left
hander at Graham Hill
Bend, it was here that I had
problems, normally in a
car, especially if it's a bit
wet and there are other
cars on the circuit, there is
80 much muck thrown up
in front of you and covering
your helmet that you have
to look out of the sides of
your car to judge where
you are from the land-
marks. And all timings for
curves are taken from land-
marks, bits of overlapping
tarmac, tufts of grass,
signs, and trees etc. special-
trees. S0 when I come
own the hill after Druids,
caregul not to complete the
tuen to be ready for the left
hander, I look forward to
the tree that I expect to be
there — and it isn'tl Thus I
embarrasingly fly off the
track — luckily the only
time I have at Brands, at
least this way it is a bit
cheaper!; This time it is a
case of too muech realism
combined with not qutie
enough.

_ ER GAMER JANUARY 1986

US Gold (Datasoft)
£9.98

dorro is back! Fans of the
Saturday morning hero will
leap to their computers to
Join the fight against op-
pression.

This time the oppressed
is a beautiful Senorita who
has been captured by the
Evil Bergeant Garcia.
Naturally you leap to her
aid to rescue her from Gar-
cia’s evil clutches.

Le&]ﬂlng i8 something
that this acrobatic hero
does a lot of, He leaps from
rooftop to rooftop, from
rooftop to the ground and
gven from the und to the
rooftop! If that wasn't
enough you can climb
along ceilings and even use
a sola as a trampoline.

However you will need
all of these uncanny skills
to defeat Garcia’'s guards
and solve the puzzles that
will lead to the Senorita.

A quick flurry with your
trusty blade will despatch

The Acorn documenta-
tion is very good, though I
think that the changes for
the C84 could have na
bit better, especially the
screen shots that are ob-
viously from the BBC. The
Brands hatch section has a
bit of a 'tacked on' look as
the BBC wversion only had
Silverstone due to memory
limitations.

In all the package is

brilliant and a must for any -

computer racing fan. My
only complaint is about the
control methods — which
stick — but I'm sure that
people will manage. MR

most guards, leaving
behind the famous Z, but
the puzzles are a different
matter. These involve juggl-
ing the various objects that
ou will find which will
ead to more objects and
those onto other puzzles.
Unfortunately it will
take me some time to solve
all the problems and I fear
that the beautiful Senorita
will have died of old age by
the time I finally get to her.

A superb game that will

appeal to all
swashbucklers.

I.H,
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The Last V8

Commodore 64
MAD Games (Mastertronic)
£8.99

Title:
Computer:
Supplier:
Price:

Citadel
BEBC
Superior Software

Title:
Computer:
Supplier:

Price:

ol il # L

Remember Castle Quest?
Yes, good, because Citadel
ig everything that Castle
Quest was and more, and
more, and more.

The format of the game
is from screen t0 screen
with horrible nasties, and
obstacles everywhere. Your
little man can move in four
directions along with
shooting and an action key
that, depending on context
does a number of thinﬁs,_
but is mainly reserved for
jumping. Three different
key layouts are provided,
along with a joystick op-
tion. This initial section
also has a demo of the for-
theoming Speech! program
from Superior Software, a
software speech system,
This announces ‘Superior
Software Presents Citadel’
in glorious Dalekess.

he game has around
100 rooms and dozens of
puzzles to solve in a similar
manner to Castle Quest. I
can't help comparng it to
Castle Quest, because they
are 80 B8imilar Iin 8s0ms
ways, but they are really
two completely different
games, because Citadel is 50
much more complex and
better.

The object of the game 18
to get a set of crystals, usea
telesport in the citadel, go

£11.95/4£9.95

to the bad guy’'s planet, and
return — destroying his
gvil works. Got all that?
Good, because there's
more, as a sideline Superior
are offering £200 for the
first person to score a max-
imum of 99 points, and
£100 to the first person
who reveals the locaton of
two of three secret crowns
that have been hidden in
the game.

On top of all this you
have to watch your energy,
or try to find some more
secreted in little flaskes all
over the castle.

The problems range
from the simple, how do I
bounce over there, to the
complex use of a number of
different objects.

This game is extremely
good, the speech gives the
loader a nice feel, and it's
good that there is no speech
in the actual game (it leaves
more memory for the
game). The gaphics are
very good and the anima-
tion is fairly smooth. Well
worth the cash. MR

[ 1 ¥
SOSS
(T 1 X1
asd

blind ® 4

The Last V8 is one of the
most addictive, impressive,
and difficult to play games
that I have come across in a
long time. With most
games, you sit down fto
review them . and after a
short length of time you get
the hang of it. Flaying
almost every different
game that comes out gives
you & bit of an advantage
over most people. Not so
with The Last V8, it took
me an hour and a half of
solid playing plus a few
rasts to nurse my tortured
wrists, before I even com-
pleted the first level.

But, back to the game.
the scenario behind V8 is
that a global (nuclear) war
has obliterated the earth,
however you (being a scien-
tist in underground labora-
tory) survived. Seven years
later you go out onto the
surface to search for sur-
vivors in your own psat pro-
ject — a racebuilt 1980's
vintage sportscar complete
with a turbocharge, 940
bhp, 410 Eph, engine. You
also have all the technology
that 2008 AD can provide,
along with an appropriate

amount of radiation
shielding.
But!, one of the old

atomic bombs that go off
from time to time is about
to blow *‘V8 return to base’”’
says the beautifully (soft-
ware) synthesised voice. 50
the scene is set and you
have to return to base
before your time runs out
and the bomb blows up.

To do this you must
maneouvre your V8 down a
road surrounded DY
luscious wvegetation (this
‘stuff must be fairly hardy
after all the hassle it's had
from nukes etc?), of course
driving into anything
regults in your car being
destroyed — only one life,
s0 it's back to the beginn-
ing.

After a 2.6 Em trip you
find the lift down to your
underground cavern.

At this point, I would
like to commend the
graphics of section one,
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however, after the related
devastation of the world, it
does seem a bit off to have
nice — undamaged —
houses complete with
swimming pools, to line the
roads, perhaps neutron
bombs were used instead of
the dirty type. Though the
instructions talk about the
nuclear winter, which is
only caused by the dirty
bombs and not the ER type.
Ho hum, back to the plot.
Once inside your under-
round bage, you no longer
ace the threat of the bomb,
though there are hazards of
a different kind. You have
to drive your car through
numerous underground
caverns to get back to your
base. I think that this is a
bit of a map making game,
ags you have.to plot a way
thmu%h without going into
any of the radiated zones.
Do this and you shields
start to decrease, get to zero
and, yes you guessed i,
you get killed. What hap-
pens after this I don't know
as I always seen to dis
when I get to 1.5 Km to go,
I'1l tell you what happens
when I finish the game in
next months hints section,
because this game is going
to need a lot of hints!

Generally, the game has
brilliant graphics and tur-
bo loader loading screen.
The speech synthesis is
very good, though it took a
few goes before I realised
what ‘‘Avoid radiation
zones'' meant on seclion
two. The music is extreme:-
ly good and it soon gets to
go through your head at the
oddest times.

Full marks to Master-
tronic. Their MAD range
has certainly got off to a
good start (see the in-depth s
review of Spellbound forjgEss
another MAD game), 1 cer-
tainly wouldn't mind pay-
ing an extra £1 to get extra

guality such as this, MR
PLANET RATINGS
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Ml lid # 4

The blackboard jungle of
chalk and talk forms the
background +to this
desperate tale of Eric’s race
to get his school report
]_:;}EfUI'E the headmaster sees
it.

Eric is an ordinary
schoolboy in an ordinary
boys' school but he must do
extraordinary things if his
mission is to succeed. First,
he must set all the school
shields flashing to dazzle
the teachers who will each
discloge their secret letter
of the combination which
opens the school safe. Then
our hero must get the
report from the safe and
stop all the shields from
flaghing again.

When you realise that
gome of the shields are too
high for Eric to reach, even
when he jumps, the horror
of his predicament becomes

obvious, The only way to
reach the shields is by
knocking down one of his
fellow pupils to stand on or
by knocking down a
master and bouncing a
pellet from his trusty
catapult off the teachers
head. It's bad enough if one
of the masters catches him
doing his impersconation of
a kangaroo let alone thess
nefarious acts. The result
could be several hundred
Jines and, if the total ex-
ceeds 10,000, this leads to
gxpulsion and the game
ends,

Eric is also in trouble if
he is caught lying down
after a hit from another
boy's catapult or if he is
found wandering about
when he should be having
lessons.

The sgchool day conasists
of short lessons and long
playtimes. The school swot
i in Eric's class s0 he can

Skooldaze 64
Microprose
C64

£7.98

always follow the swot if he
1s unsure where he should
be. The swot is a pain in the
neck who cannot tell a lie
and snitches on anyone
who misbehaves. More
lines for Ericl There 18 also
a4 school bully, hit him if
you dare.

At some time during this
aotivity Eric must hit all
the shields. When this is
done he must knock down
gach teacher in turn to get
the combination. The
history master is a dodder-
ing old fool who can only
remember his name if he
seas his hirthdate written
on &a blackboard. Being
hundreds of years old, he
was born in the year of a
famous battle, the Battle of
Hastings for example. If
you pay attention during
clags he will reveal when

thizs was and Erie can then
be made to write his date on
a c¢lean blackboard and the
letter will be disclosed.

The next task is to guess
the order of the letters
given that the head’'s letter
always comes first. Each

855 18 written on a clean

lackboard, then Eric must
run to the staffroom to
jump up and try the safe
until the correct combina-
tion is found.

The school is & veritable
ant's nest of activity and
the graphics are very well
done, if lacking in a rangs
of ecolours, he school
covers about three screen
widthe and the scrolling
leaves adot to be desired. As
Eric reaches the end of one
screen it Jjerkily moves
across to reveal the next
part of the school.

All of the main
characters’ names can be
changed at the start of the
game to suit your own cir-
cumstances adding deeper
meaning to the game.

I would strongly recom-
mend this game as a worth-
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i # &
Before we go any further
the game is called ‘‘zed’’
not “zee''. Having cleared
that up I can go on with a
clear consclence. 2 owes a
lot to Time FPilot but is dif-
ferent encugh not to let
that worry me. As your
spacecraft glides over a
super smooth scrolling
landscapse, which is very
reminiscent of Hewson's
Paradroid graphics, wave
after wave of alien fighters
fill the skies around, spit-
ting little balls of energy.
Ag you collide with these
migsiles or with an enemy
ship yvour energy level falls
until you can take no more
and your ship disinte-
gratas.

The aliens come in waves
of about twenty at a time
and for each ten wyou
destroy an energy unit ap-
pears. Blasting the unit
releases a capsule which
yvou must then persue and
capture. This gives a nice
fat bonus score and also an
energy bomb.

Somewhere in the alien
complex ig a transporter
unit with a surrounding
force barrier through
which you can blast holes
so that you can escape to
the next scenario. Accor-
ding to the cassette insert
there ara only four scenes
to the game though I
counted at least six: the
allen complex, countryside
battle zone, lunar land-

scape, the lisland Dbattle
Zzone, another alien com-
plex and the pitch black
nightflight.

ith each new level
cOomes new and more terri-
fying craft. The second
level has flying saucers
which will hound you and
fire homing missiles which
you can only try to out-
manoeuvre. Level three has
large mother ships which
take ten direct hits to
destroy and they too fire
homing missiles, a deadly
foe indeed. Colliding with a
mother ship is deadl
unless you have a very higﬂ
energy level or you have
already succeeded in
weakening it with a few
hits.

Assuming you gsurvive
long enough to blast a hole
in the moving force barrier
and that you can steer your
ship through into the
transporter, you will even-
tually meet one of the two
screens in which the alien
control ship will eventually
appear. These screens have
no transporter unit and the
only way to escape is by hit-
ting the control ship five
times with the senergy
bombs that you have col-
lected prior to its ap-
DEATANCEe.

The screen described in
the text as the final screen
is a nightflight which in-
corporates of the alien
craflt on -a piteh black
screenn which lights up
when you are hit to reveal
the igland battle zone land-
scape. Successfully
destroying the control ship
when it appears takes you
back to the first level but at
a higher difficulty level.

The game is fast moving
and kept me on my toes. As
an unpretentious zap-em-
up it is excellent value and
the graphics give it added

dimensions. ED
PLANET BRATINGS
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il M # 2
Rommel is once more on
the prowl in this pseudo
strate ame set in the
North African desert. Your
mission is to secure fuel
dumps before the German
troops reach them but their
are many perils on the way.

The game is icon driven
in map mode with action
gereens where necessary.
The map shows the supply
of dumps and Rommel's
position. Selecting the
Zoom icon allows you to
check the fuel dumps to see
when a german attack is
expected and you must
reach that dump before
they do. In your path lie
hazards such as BStuka
plane or Tiger tank attacks,
minefields, ambushes and
convoy attacks.

Moves are made by selec-

__t.jn% the radio icon which

will tell you the hazards
which you can expect in
your chosen direction. This
is ecommunicated in syn-
thesised speed which con-
gists of single words such
as Stuka, Tiger or Rommel.

As you meet an obstacle
the screen switches to the
relevant action screen. For
the Stuka and Tiger attacks
you must destroy all of the
tanks or planes before they
destroy you. Their attacks
come from all sides and a
radar scope shows their
current poeition. By
rotating the tank you can
bring them into view and
start trying to blast them
off the planet. Of course,
they strike back and a
damage panel records how
much of a beating you have
taken.

TOARUN 3

Desert Fox
US Gold

£9.95

When your energy runs
low you can restore the
level by reaching a dump or
by entering a minefield if
supplies are too far away.
The minefield is a desperate
move because You can
catlse more damage than
you reapair if you drive
over a mine ingtead of
blasting it with your gun-
fire.

If an ambush is reached
yvou have to drive down a
straight canyon blasting
mortar as you go until you
reach the end. This is a
rather boring phase and I
soon tried my best to avoid
ambushes wherever possi-
ble.

Convoy attacks can be
useful if you win the battle.
One of your supply convoys
is under attack from enemy
aireraft which are, in turn,
being attacked by spitfires.
Shooting down enemy

lanes scores points but

itting a spitfire loses you
three times this amount.
Scoring over a certain
amount determined by the
level of play allows you to
buy time for a preselected
dump.

There are day, night,
dusk and dawn segquences
running through the game.
The enemy are easily spot-
ted in the day but as night
falls they blend more with
the background and
become difficult to see.

Rommel will hunt you
down as you travel and if
vou meet him pray that you
have taken little damage.
His tank takes eight hits
before it is destroyed and
his driver goes like a
maniac. A nice fat bonus
awaits the wictor of this
duel but few herces sur-
vive.

Fans of Beach Head will
probably “enjoy this game
though I must say that
Desert Fox is nowhere near
as challenging. Personally 1
was not really impressed
with the gameplay though
the graphics are very well
done indeed. JG

Title:
Supplier:
Computer:
Price:

i # &

Sabreman is in the jungle
and he must find all four
pieces of an amulet if you
are to escape. The forest
paths are patrolled by
various vicious, forest
creatures which you must
fend off or kill with your
sword. Most of the animals
will disappear in a puff of
smoke but elephants can
only be frightened away
but they will return so be
prepared to dodge.

The sketchy sleeve noles
claim 3D graphics but they
are rather flat looking and
a little less superb than
they would like Yyou fo
believe.

As you wander through
the maze creatures
materialise and if you're
unfortunate enough to be
in that particular spot you
will lose a life.

Wulves lurk in caves in
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Originality L]
Graphics L LY 1]
Use of machine HE®
Value for money [ ]}
STAR RATING =
White Dwarf

Sabre Wulf
Firebird
C64

£7.95

the forest and there are or-
chids which will cure you,
re-energise you or simply
disorientate you. The first
piece of the amulet is quite
close to the beginning of the
ame but it can take quite a
ew attempts to reach it and
learn the tactice of the
game. Death comes swiftly
here.

When the amulet is once
again made whole you can
pass the entrance gate to
freedom, if you can find it
before you are killed.

The game is a fairly or-
dinary but fast maze pro-
gram and only persever-
ence will enable you to win
unless frustration sets in.

JG
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In the official version of the
arcade game of the same
name you are Super Joe
whose mission is to destroy
the advancing rebel forces.
Armed only with a M60
machine gun and six

renades you storm the
irst of ten levels.

You will have to be quick
on the fire button as the
enemy are lying in wait in
dugouts, behind sandbags
and In outposts ready to
hurl bullst’'s grenades and
gvenn bazooka and mortar
shells at you.

Luckily you can add to
your depleting grenade
stock from each defeated
outpost.

onus points can be
scored by shooting two
guards that are esmrun%
one of your comrades (
always manage to shoot my
man) and by grenading
various helpless people on
motor bikes (very rewar-

ding).

The 64 wversion Iis ex-
cellent with superb
graphics and a stirring

Commando
Elite

C64 /Spectrum
£7.95

tune to keep you going.

Unfortunately the Spec-
trum convergion is a
shadow of not only the Cé4
version but bears little
resemblance to the
original. Obviously the
Spectrum’s hardware
limits what can be done but
I have seen better Spectrum
conversions of games from
U8 Gold, Gremlin Graphics
and Melbourne House.

PLANET RATINGS
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The Panzadrome is an
island packed full of
vicious robot tanks. Your
mission is to destroy it. Un-
fortunately you begin your
mission outnumbered by
over 200-1 and definitely
outgunned.

You start at one of the
islands factories that are
spread throughout the
landscape and are essential
to your success in the game

Panzadrome
Ariolasoft
Spectrum
£7.95

as it is to them that you go
for quick repairs and for
upgrade kits which can
rapidly convert your puny
tank- into a killing
machine.

However it will take you
geveral tanks worth of
game to fight your way past
the other tanks and gun
emplacements to find
another factory. Here you
replace your single shot
cannon with real gun as
well as patch up the in-
evitable damage before
heading back into battle.
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Bouncing a giant tennis
ball along a path hundreds
of feet above ground level
may not sound the most ex-
citing scenario but Bounder
is a ridiculously addictive
game.

In theory it's just a ques-
tion of bouncing the ball on
the grey paving stones and
jumping over or around
any obstacles. However its
almost impossible to do and
therefore incredibly
frustrating which compels
you to have “‘just one more
ED . ¥

Your problems are ag-
gravated by the weird and
wonderful selection of
nasties that are thrown
against you.

There are missiles to ex-
plode you, darts to burst
you or impassible walls to
trap you and a fiendish
range of deadly traps.
These are laid under stones
marked with giant guestion

Fight your way through
to a second factory and you
might find a mortar attach-
ment, turret mine layer or
perhaps a polycrete module
that is used to fill in the
craters that are now pep-
pering the island. This may
seem a little strange as
your supposed to be
destroying the island but a
crater always seems to
block the path you want to
use. If such a departure
from the normal mindless
destruction makes you feel
uneasy, you can always
shoot up the path and the

-sgurrounding area after you .

passed through,

This relaxing mixture of
strategy, arcade skill and
mindless violence 15 sure Lo
be a succass. TH

HI o0Loan

Bounder
Gremlin Graphics

£9.95

marks and lure you to them
by the promise of bonus
points or extra lives.
However some contain
mouths that will chomp
you or even two boxing
gloves that appear and
pound you. At the end of a
run which consists of
several screens is a bonus
screen where you can leap
about harmless question
marks racking up the
bonuses until you run out
of jumps. Unfortunately
there's always a cateh as to
get the jumps to get the
bonuses you have to risk
the question marks on the
main screens.

Ten levels of ‘‘fun'’ make
this torture excellent value
for money. TH
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It was perhaps inevitable
that a computer wargame
would be based on the
Falklands. Now is not the
time to debate the ethics of
this or of wargames in
general but be prepared for
a lump in the throat when
the message 'HMS Sheffield
hit — she sinks'' appears
on the screen. Having said
that it is an excellent game.

The game is almost ex-
clusively based on the Nor-
thern part of East Falkland
and simulates the problems
facing the British (you)
when trying to retake the
islands from the Argenti-
nians.

The ships and planes of
the task force are there but
they make only brief ap-
pearances to provide air
atikes or covering fire.

Your problems begin
when you have to decide
how many ships to use as
troop carriers and gun-
shipe and how many fo
leave defending the fleet
from Argentinian air at-
tack. Then you have to
select one of four invasion
Bﬂintss including San

arlos Bay. Your objective
is to liberate (pass through)
ten major towns including
Port Stanley. Your task is

Title:
Supplier:
Computer:
Price:

L

Falklands 828
PSS

Cé4
£7.95

made even harder because
the Argentinians are hid-
den althn:rugllil you can safe-
ly assume that Stanley will
be heavily defended.

Each unit has an attack
and defence factor which
not only reflects it's
strength but also Iits
reputation particularly
units representing 2 para
and 42 commando. During
combat this may be reduc-
ed and the unit is
eliminated if it reaches

ZEro,

The SAS8 and SBS units
play a crucial role in any
British victory as they can
gecout an area locating
enemy forces before they're
on you. The weather is
however decisive.

If foggy conditions per-
sist for any length of time
you will lose your air and
naval support and probably
the battle.

Varying the landing site
and the level of difficulty (1
to B8) will challenge awvid
wargamers for months. TH
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Soul of a Robot
Mastertronic
Spectrum 48K
£1.99

This is a bit of a weirdie.
Soul is the follow up to an
garlier game, Nonterra-
queous, and although a lot
of work has clearly gone in-
to it I'm still a bit unclear of
what it's all about.

The plot, as detailed on
the cassetteé inlay goes as
follows: the citizens of the

lanet Nonterragqueous
ave created a robot with

the mind of a man in order

to destroy the crazed com-
puter which - rules the
planet. The robot however,
seems to be suffering from
a touch of existential angst,
as its tormented soul seeks
the release of death. But it
can only die once it has
completed its task which is
to locate the computer's
lair and then to detonate
the bomb that it carries
(that reminds me of a novel
called Mockingbird, by
Walter Tevis, 'though that’s
neither here nor there. . .)
The lair is located some-
where in a 16 x 16 maze,
subdivided into three sec-
tions. To move from one
section of the maze to
another the robot must
first locate the key to the
relevant transporter room.
The robot can fly and jump
around the cavernous sec-
tions of the maze and col-
lect objects along the way.
There don't seem to be that
many objects though, and
I'm not sure what they're
for anyway. There are some
pyramid shaped objects,
and a number of what look
like small space crafts, but
I haven't managed to do
anything with, or to them
yet. The instructions don't

spent on the game will
enlighten me.

The graphics are guite
interesting. They're a sort
of combination of gothic
architecture and high-tech
gpacecraft, reminiscent of
the H.R. Giger designs used
in the film Alien, and must
have taken a lot of work to
get them looking just right.

The playing area is con-
fusing as the sections of the
maze don't always appear
to be connected in a logical
(and mappable) sequence.
I'm not really sure what to
make of this game. It's
quite atmospheric, mainly
because of the style of the
graphics, but it does all
seem to be rather obscure.
Or perhaps I'm just thick.
Still, it seems well worth
the price, and perhaps that
very obscurity will prove a
challenge and ensure that
the game provides many
hours of playing time. 8D
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Caves of Doom

Supplier:

Computer:
Price:

It's a measure of how good
budget software is these
days when I say that I was
a little disappointed to see
that Caves of Doom isn’'t as
good as I was expecting.
Mastertronic have produc-
ed one or two budget gems
recently, but Caves isn't
quite in the same league as
titles like Finders Keepers,
or its gequel, Spellbound.
Caves is a JSW clone in
which you are trapped in
the caves of the planet
Doom and have to collect a
gseries of keys before you
can escape. Hather than

Mastertronic
Spectrum 48K
£1.99

jumping left/right, you are
now equipped with a jet-
pack which allows you to
fly through the caves. The
jetpack’'s fuel is limited,
but there are plenty of fuel
pods that just happen to be
lying around for you fto
pick up. As with all games
in this style there are lots of
platforms and ledges, odd-
looking sprites, deadly ob-
jects to be avoided, and
forty screens of action to
get through.

It's not bad as platform
games go, but there are one
or two rough edges that
could have been smoothed
out to make the game a l1it-
tla more enjoyable. The
graphies tend to be a bit on
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customize the screens and,
in effect, to build your own
game. Bo, if you come
across any of those tight
squeezes that I mentioned
before all you have to do is
press ‘E’' on the main menu
at the start of the game and
found was that many of the you can slip into edit mode
routes you have to and just remove a few
negotiate are so narrow  obstacles.

that you need to move with This editing facility
single pixel precision. That means that the game
wouldn't be so bad if you doesn’'t have to lose its ap-
had time to get yourself all peal as soon as you've coms-
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the stick-insect side, and
the figure that you control
iz very small (I think we're
back to single character
size graphics), though the
animation is quite good on
the whols.

The main problem I
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pleted it once, and, when
compared to games like
Lode Runner, which had a

lined up for the ¢rucial
moves, but on many
screens there are sprites
that home in on you so
quickly that you are forced
to blunder ahead at full
speed or get zapped.

I did find this feature
rather frustrating and was
tempted to give up on the
game quite quickly, but
fortunately the game has

which cost three or four
times as much, Caves of
Doom is very good value for
MOney. 5D

PLANET RATINGS

one additional feature that Originality .o
makes it both a better game  Graphics [ J 1}
and good value for money. Useof machine L]
Like some more expensive Value for money IEED

ames in this vein, Caves
as a built in screen editor
that allows Yyou to
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Wild West
Ariolasoft
Cé4

£9.95

Supplier:
Computer:
Price:

bl B # L
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When is an adventurs not
an adventure? Wild West
claims to be one but it is

similar editing facility but®

kREVI

like nothing I have met
before. The text is fixed and
it i& a case of following a
fixed sequence of events or
your mission will fail.

To help you make your
cholces there are three
sprites who each offer a
course of action. You simp-
ly select the sprite whose
advise you want to follow
and hope that your cholce
is correct.

The object of the game is
to recapture Fort Snake
from Big Nose Bill and his
gang, taking in the rodeo
on the way, being kind to
the indians and conserving
your energy for the big bat-
tle.

The game ig in three
parts and if sucecess is to be
achieved in the later parts
you must complete the
garlier ones and note the
password you are given. If
vou want to see all the parts
you can load them at any
time but you will not be
able to complete them.

The game 18 infuriating
to play Dbecause you get
very little indication of how
well you are doing and it all
becomes a very hit and
miss affair. For example, at

Title:
Supplier:

Computer:
Price:

i} Bl # L.

This is the second offering
that I have looked at from
Insight this month,
However, this one is rather
differant from their
Previous zap-game.

Vectron is a three dimen-
sion maze game with lots of
nasties in it. The idea
behind the game is to travel
around a mazZe zapping
them with your laser thing.
The game I8 full of nice
touches, like the map that
yvou can overlay over the
playing area, and the in-
credible speed that
everything happens. Most
Spectrum games are a bit
sluggish, and could do with
being speeded up — not so
Vectron. You fly around
the maze at such a rate that
it makes the game a real
challenge to play.

All nasties and screen
displays are produced in
glorious three dimension
vector graphics, with very
little distortion as the
shapes get bigger, they are
also highly detailed.

WS

the beginning of the game
you soon become awars
that a stagecoach soon puts
in an appearance but to
catch it you have to per-
form some unusual feats to
get the gold to pay your fare
and then reach the correct
boarding point.

By far the best feature of
the game is the animation
of the little sprite creatures
who noiselessly mouth the
words of their advice while
moving their hands around
expressively. 1lt's a pity
that the rest of the game
does not live up to this stan-
dard.

The game is yet another
Hungarian production
from Andromeda and their
digtinective graphic style
shows through but the
haphazard gameplay spolls
that is essentially a good
idea. JG
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Vectiron
Insight
Spectrum
£7.95

A very impressive gams,
if only for the incredible
speed, and on a Spectrum
too! Well worth a good look
(that is if you don't blink
and miss all the good bits!),

MR
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Title:
Supplier:

Computer:

Price:

il & &

Remember a game called
Space Firebird? Well play-
ing this game will remind
you of it as it is a straight
(unlisenced!) copy of the
game,

You control a spaceship
that has to destroy the
marauding aliens. These
aliens come down the
screen in standard swoop-
ing, e¢ireling galaxian
fagshion and you can Zap
them with your laser gun.
Alternatively, once a round
you can turn on your
shields and fly up the
screen — destroying evary-
thing that you touch.

Insight are the company
that produced Subterra-
nian Stryker — which was
a very good game, Space

Title:
Supplier:
Computer:
Price:

i ¢ L
Just loocking at the screen
shots on the cassette inlay,
I didn't think that
Rockman was going to be a
particularly good game, but
after a few attempts it turn-
ed out to be one of those
games that is simple, yet
curiously addictive.

The format of the game
iz guite old fashioned, a
cross between Rockford’s

e e

Star Firebirds

Insight

Amstrad & Spectrum (same
tape)

£7.95

Firebird was also a very
good game (four years ago)
and I enjoyed playing this
fairly accurate copy, but at
£7.95 I could think of bet-
ter things to do with my
money. As an interesting
gideline, the cassette has
the Amstrad and Sinclair
vergions on the same tape.
A good game, but after see-
ing Mastertronic's latest
release for the Spectrum,
and the eight quid odd price
tag for this game, I start to

think . . . MR
PLANET RATINGS
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Graphics [ ] ]
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Value for money ]
BTAR RATING E
White Dwarf

Rockman
Mastertronic
Spectrum 48K
£1.99

Riot and the Digger type
game. You control a small
mole-like figure who must
find his way around
various screens in order to
collect mushrooms to feed
on. The layout of the
screens consists of plat-
forms and ledges made out
of boulders which you can
run across, and also dig

through to reach mush-
rooms in in alc:cassihle
areas. Connecting these

ledges are a number of
shafts which allow the

Rockman to climb up and
down, and here and there
are areas marked by skulls
which represent poisonous
toadstools. Contact with
these is fatal (surprise, sur-
prise) as are the floating
ghost-like faces that follow
your progress around the
SCresn.
It all

gounds pretty

dreary doesn't it, like a
cast-off JSW clone? And yet
I found Rockman surpris-
ingly enjoyable and addic-
tive. The way in which the
goreens are arranged has
been quite well designed, so
that collecting the mush-
rooms isn't quite as simple
as it at first seems, but the
first few mushrooms on
each screen are quite easily
gathered and this en-
courages you to persevere
and collect them all. I have
to admit that I was quite
surprised to find how many
times I went back for ‘one
more go' just to try and
complete a particular
SCIreesrl.

The graphics though
unspectacular, are quite

competent and the Hock-
man makes a constant stap-
ping sound as he moves
which manages not to be
irritating and adds a little
polish to the gamse.

At first I thought the

Title:
Supplier:
Computer:

Price:

il # £

This is Alphabatim’'s first
game, and was the one
featured in our recent
‘Amiga’ competition.

The idea behind the
game is to save the enslaved
robots from their misery
and suffering at the hands
of the evil Androids. The
Androids are robots created
before the demise of man,
in the image of man and
have taken on the human
traits of greed, determina-
tion, and ambition. The or-
dinary robots are now
enslaved to them.

Socrates has a vision of
freedom for the droids, but
he has been leff, rusting
and worn out, to die. His
hopes must be carried forth
by you, 8ID, the robot
messiah. :

8o the story unfolds
into a secreen-by screen-
ramps and walkways game
with you playing 51D trying

game might become
rapetitive quite quickly
gsince you have to goO
through the same sequence
of screens over and over in
the early sections of the
game, but as you get onto
the higher levels there is a
password system that
allows you immediate ac-
cess to specific screens.
This is a sensible idea and
helps prevent the game
from getting boring.
Rockman 18 by no means
an outstanding game, but it
is good, simple fun, and at
such a low price I really
can't find anything about it

to criticise, 5D
PLANET RATINGS
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Robot Messiah
Alphabatim
Spectrum
£7.95

to piece together the pro-
gram to re-program the
master computer and free
the robots.

The game 18 set over
three levels The Caverns,
The Automation, and The
Test Centre, The Caverns
and the Test Centre are fair-
ly similar, but The Automa-
tion is &a sort of car
transporter system Dbet-
ween the first and third
levels, complete with
nasties, power cells, and
shields. The Test Centre is a
similar format to the first
level, but with ‘big brother’
watching cameras, and dif-
ferent problems to be en-
countered.

It's the problem solving
part of this game which set
it apart from most games of
this type. Having to collect
and use different objects to
get through wvarious bits,
such as the gun and ammo,
the weights etc. And in-
crease the playability of
what would otherwise be a
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ladders and ramps game
amongst a crowd of ladders
and ramps games.

The graphics are very
good with large chunky ob-
jects moving across the
screen. Effective use is
made of colour, though due
to the limitations of the
Spectrum, they do clash
horribly whenever there is
an object contact. The game
is also wvery well put
together, and was
originated by one of the
programmers of Decathlon
and Super Test from Ocean.

Title:
Supplier:

Artic
Computer:
Price:

fiid b= # L

You are alone on the
hollowed out asteroid star-
ship Obsidan. The ship is
on course for a black hole,
shields driven by energy
from the main engines pro-
tédt the ship from the vast
forces at work throughout
the passage through the
black hole and into the next
universe.

But (there's always a
‘but’l) the shields do not
protect the human crew so
they have to travel in a
geparately and Eliﬁhtl:j.? dif-
ferent shielded pod.

However, all is not well
and the ship looks like be-
ing destroyed! You being
the only one to have the
necessary knowledge of
.how to fix the ship get
volunteered to teleport into
the stricken ship and save
it from certain destruction
at the hands of the black
hole (do black holes have
hands?).

The game features you
as a little man with a jetpac,
travelling from room toO
room collecting objects and
uging these to solve pro-
blems, rather like a beeb
game called Devil's Do-

Title:
Supplier:
Computer: Cc64
Price:

The animation of the main
character is very good —
after a jump he skids a little
to regain his footing!

If you like this sort of
game then this could well
be high on your list. MR
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Originality ey
Graphics See
Use of machine sSeSee
Value for money sSse
STAR RATING @
Bright Star

Obsidan

Amstrad
£7.95

main. This problem solving
part of the game is very
good and you need to think
hard about some of the ob-
jects and some of the pro-
blems.

Of course there are all
gsorts of things out to stop
yvou, including nasty aliens
and laser beams and
things.

The graphics are very
good and are based on the 4
colour mode of the Amstrad
which gives very good
detail but less of a colour
choice, however what col-
our there is has been used
to good effect.

n the whole this is a
very good game and is well
worth waiting the long
loading time, one detrac-
tion I thought was the lack
of save feature. Save op-
tions are usually not put in-
to non-adventure games,
though the few games like
this that I have seen would
need do well to have one.

MR
PLANET RATINGS
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The tomb door slams shut
behind you. You can only
go a short distance before a
huge green rock blocks
your path. No problem.
Thunderbird 2 pushes it
ecasually out of the way. The
next problem is trickier
though as you ecan’'t push
the green block because a
small yellow stone 18 JaImin-
ed behind it. But if you use
TB1 to push the blue stone
along a bit, the yellow stone
drops down and the green
one can be moved as before.
Easy!

Thunderbirds is a game
based on the puppet show
of the same name that was
shown on TV in the early
seventies and is still being
repeated today. A team of
archeologists has become
trapped in an Hgyptian
tomb and sent out an 508
message. You are sent out
to rescue them.

You control both TB1l
and 2 with the fire button
on the joystick being used
to switch control between
them. Before you start, you
have the option of loading
up TB2 with up to 40 tons
of equipment. This includes
weed-killer, a device called
the mole, TB4, guided
missiles and extra fuel.
BEvery item that you select
decreases your initial point
score but I would advise
talking a selection of objects
with you until you become
more experienced.

As you progress
through the tomb, so there
are more and more block-
ages which are increasingly
difficult in nature. One TB
is likely to have fto
backtrack through several
gereens in order to finish

B up in the right position to

push a block from a specific
direction. Other blocks on
the screen have seemingly
no use, but if you push
them now, yYou eéan
guarantee that they will be
in the wrong place later on.
The problems involved are
very well designed and

become fiendishly difficult
as your progress further.

Interspersed throughout
these tunnels are several
action screens where you
have to run the gauntlet
through a maze protected
by for example, mummies
or glant spiders. This is
somewhat unrealistic when
you realise how large a
spider would have to be in
order to dwarf a machine
carrying a 40 ton payload!|
Help 1s available on some of
these screens depending on
what equipment you carry.
For example, the weed-
Klller will destroy a giant
plant that is blocking the
easy route through a
chamber.

There are several ways
in which you can lose. If
egither TB runs out of fuel or
is destroyed by falling
masonry it crashes into the
other then the game is
over., Fach TB also has &
lives, but contact with one
of the nasties reduces this.
If one of your TBs becomes
blocked in, (a freguent
event!) then you can restart
the game from the tomb en-
trance.

Thunderbirds is an ex-
cellent mid-priced game.
UK, 80 the graphics aren't
brilliant but it is mind-
bogglingly addictive. If you
want to give your brain a
quick workout in the New
Year, then look no further.
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Title:
Supplier:

Computer:
Price:

il 1 # &

Something odd here — a
helicopter that yoy fly
through a cave system!
Still, if that chopper is the
billion dollar Airwolf, then

ou must be Stringfellow

awk, possessed of nerves
of steel, amazing skills and
a gilly name. It's all in &
days work for a mega-hero
— or at least a computer
gamer,

Title:
Supplier:
Computer:
Price:

L] #

Your heart beats even
faster as you chase down
the corridors, twisting and
turning this way and that
until you come to the next
universe., Will this one con-
tain the part of the robot
that you are looking for?
Time is running out and
there is only one way to
find out. Quickly, you fire a
laser bolt at one of the three
crystals. . .

Airwolf
Entersoft
Enterprise
£7.95

Something else odd here,
in that this time the Enter-
prise conversion is from
the Amstrad version, not
the Spectrum. This has
resulted in big, bright
sprites and an &mazingly
noisy soundtrack, which
overlays music with rotor
blade racket and the crash
of the cannon. Well up to
arcade standards, this.

The oddest thing has to
be Alrwolf's handling
though. No wonder it takes

I, Of The Mask
Electric Dreams
48K Spectrum
£7.95

The idea of the game 158 to
create a robot, various bits
of which are hidden in
“‘“universes’’ deep within a
mazse. The robot has to be
built in a specific order,
starting with the feet and
finishing with the mask.
The maze is divided into 38
different universes which
are all colour-coded. At the
entrance to each universe is
a chamber containing three
crystals, one of which con-
tains a part of the robot.
You have to find a crystal

AUTHOR

§ SANDY WHITE

I of the Mask, the latast
ame from Sandy White of
nt Attack fame, places

you as a participant in the
Space Trials. As you might
imagine from his previous
games, it relies very heavily
on 3D imagery and uses
gome very clever program-
ming 0 create some stunn-
ing effects.

o
B

containing a foot piece,
stabilise the piece by
shooting it 3 times and then
go off in search of the other
foot. To make things slight-
ly easier for you, the pisces
are colour-coded as well so
that for example you need
only search the blue
universes when looking for
a foot.

The other two crystals
also have their uses. Une of
them teleports you ran-
domly to another crystal
chamber and the other
teleports you somewhere
within the maze itself. This
tends to be a frustrating ex-
perience ag you invariably

end up nowhere near where.

vou want to go. A map of
the entire maze can be call-

such skill to fly as hovering
is impossible unless you
constantly twitch the
joyastick up. This makes
any sort of delicate
manoeuvre within the
caves extremely difficult
and if you don't prang the
crate in one against the
floor it's awfully easy to
wWear away your rotors on
the roof.

Difficulty is the keyword
for this game and it's either
its major failing or its sav-
ing grace, depending on
your attitude, or more like-
ly ability. I'll confess that it
had me beaten almost im-
mediately, but I have
discovered that there's a

ed up at any time. You start
the game with three lives
and 2000 units of energy
and you die if either figure
reaches zero. You lose a life
when you *‘‘shoot’ a pilece
of robot that is not in the
correct sequence whilst
your energy 1s constantly
draining away although it
does increase considerably
when you shoot a piece.
The success of this game
liss fairly and squarely
with its graphics. The 3D
effectse are amazing
(although some of the
scrolling of the crystals is a

special depth in that things

ou do in one screen will af-

ect other locations, iIin-
cluding ones you've
already been through. Pro-
bably the Enterprise’s most
difficult vet and for addicts

only. JM
PLANET RATINGS
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bit dodgy) and if you enjoy
maze games, then you
should definitely consider
buying I of the Mask. If
you're not too keen on
mazes then you really
ought to try it before you
buy it. GH
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Title:
Supplier:
Computer:
Price:

M 80 &
This is a game hased on the
popular ‘four in a line' con-
cept, with a few changes
due to computer conversion
that changes the whole
thinking behind the game.

The scoring is the same
as in Connect Four, ie four
in a line wins, but the play-
1'.1"15I method is different.

nstead of dropping
counters from above, they
are introduced on the right
or bottom edge, shifting all
the counters in that row or
column along one space to
accomodate it. Thus each
counter played can change
the whole board. It also
means that you can make
your opponent win by a bad
move on your partl

The presentation of the
game is excellent, lcons are
averywhere — a real credit

Title:

Supplier:
Computer:
Price:

[ ® L

Who ever wrote Gyroscope
was very heavily ‘influenc-
ed' by Marble Madneas. The
games are not the same, but
the differences only go to
emphasgize the similarities.
For those of you who
haven't seen Marble
Madness before, here is a
quick resume.

You control a Gyroscope
that has to traverse a 3D
landscape of hills, narrow
ledges, holes, bridges eto.
falling off any of them
resulting in your ‘death’.
Also to hinder you there are
aliens roaming around,
lumps of glass, and direc-
tional magnets to drag you
off course.

The game is played over
the diagonals, which makes
the joystick a bit awkward
to use, but no more so than
keyboard I suppose. The
original game was designed
for a trackball, and I think
that this is where the game
will show its true colours.

The scenery smoothly
gerolls up the scresn,
which is a change from the
Spectrum version, and is
played over 30 levels (in-
stead of 5B for the
Spectrum). Each level has
another set of problems to
cilrcumvent, and gets
harder, and harder, and
harder. . .

Added to all this is a time
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Think
Ariolasoft
Spectrum
£7.99

to Ramdam, who program-
med it, and the option list is
quite comprehensive. With
blitz and speed wversions,
gseven difficulty levels for
the computer opponent,
b/w or colour, differant
colour pieces, and so on. In
fact, the options are similar
to most good chess games.
On the whole this game
is great fun to play, and re-
quires some thinking about
playving. Its strategies
share more of a similarity
with chess than with con-
nect four. Would make a
'ood family game for
hristmas. MR

PLANET RATINGS

Originality osa
Graphics (] 3 1
Use of machine [ 113

Value for money L g ]

STAR RATING @

Bright Star

Gyroscope.
Melbourne House
Commodore 64
£8.95

limit, after which your
gyroscope just runs downmn.
Music also plays in the
background and adds to the
atmosphere of the game.
An extremely good adap-
tation of a game that I
thought would never end
up on the small screen. MR

FLANET RATINGS

Originality [ ]
Graphics SEsSe
Use of machine (1 1]
Value for money sees

STAR RATING
Nova

REVIEWS

Title:

Supplier:
Computer: Cé4
Price:

il # 2
Amidst a blaze of adverse
publicity, Friday the 13th,
the game based on the spine
chilling horror film has
been released by Domark.
No doubt you have noticed
the nice jolly little picture
advertising the game of a
dagger stuck through a
blood stained ice hockey
mask and it comes as no
great surprise that certain
people have taken excep-
tion to it.

You are one of a party of
teenagers enjoying a holi-
day in a summer camp.
Unbeknownst to you, the
party contains a mad killer,
Jason. All you have to do is
to work out which of the
campers is the disguised
Jason and kill him. If you
can stop him from hacking
your friends to bits, B0
much the better.

Jason can be detected
either by you seeing him at-
tack someonse else or by you
challenging him with one
of the many weapons —
such as a pitehfork and
chainsaw that you find ly-
ing about. If you find him,
he changes to a subtle
shade of black. You should
also look out for a cross
which you can move o a
safe area. You can then tell
vour friends to go there

£8.95

Friday the 13th
Domark

although they +tend to
wander off and of course,
you have problems if you
inadvertantly tell Jason
where sanctuary us,

The playing area con-
sists of a number of in-
terlinked screens which
wrap around top and bot-
tom, left and right. There is
no scrolling from screen to
screen. If you move off the
top of a screen into a
building, you don't enter
the next screen at the bot-
tom but at the top which is
somewhat annoying. The
graphics are poor and don't
add to the atmosphere at
all. There is no feeling of
perspective., The sound is
good and adds a musical ac-
companiment to the
mayhem as well as walking
round (which sounds like a
machine gun) and screams
as dJason carves up yet
another victim.

The whole thing is nicely

ackaged, complete with
ake blood capsules and a
sound effects competition
to win a colour monitor.
The game itself though is
tedious and I can’t see it
having a lasting appeal
Sorry Domark, Friday the
13th is almost as much of a
horror story as the film.

GH
PLANET RATINGS
Originality 'y
Graphics [ 1]
Use of machine (11
Value for money (] ]

STAR RATING
White Dwarf
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Title:
Supplier:

Computer:
Price:

il b1 # &

Imagine a combination of
Atic Atac and Sabre Wulfe.
Now add to the complexity,
the number of rooms, ob-
jects, and options. What
vou have is8 Wizard's Lair, a
hit on the Spectrum where
it first appeared, because it
combined the best features
of those Ultimate games at
a cheaper price. Enterprise
owners now have their op-
portunity to venture into
the mage’'s mansion with
Pothole Peter, in search of
the sections of the golden
lion.

The great feature of
Wizard's Lair is that it's
not only instantly playable,
it's also instantly addictive.
Pete rushes around hurling
pickaxes at a wild selection
of subterraneans, seen
from above, through doors
which may only open ir-
regularly or need Kkeys.
There are also snakes
which can only be crossed
if you possess the correctly
cn?uured objects and spells
which give you the oppor-
tunity to trade in your gold
for new objects or power.
There's food and drink to

Title:
Supplier:
Computer:

The crowd were silent as
Spurs and England star
Glenn Hoddle took the field
but soon they were singing
theilr heads off. Not the
usual chant of 1-0, 1-0 but
more likely 28-0!

I understand that I
should lose the first few
games of a football game
otherwise it would be too
gasy but 28-0!

I would also prefer it if
the opposing side didn't
take all the kick offs, get

-

YL

Wizard’s Lair
Entersoft
Enterprise
£7.95

overcome the energy drain
of collisions, plus a system
of lifts connecting the
various levels.

The result is an extreme-
ly full game that will take
an age to map, though the
frantic zapping with axes
adds a very welcome arcade
element. There's some nice-
ly moody music which ex-
ploite the Enterprise's
three channels, but sadly
the bright look of the game
has had to be sacrificed and
it's now all in stippled
tones that are a trifle mud-
dy at times — though I sup-
pose Wizard's Lairs are
unlikely to be decorated in
Dulux pastel shades!

It's still a game that's
hard to tear yourself away
from. While there are no
Ultimate games for the
machine this is more than

compensation, JM
PLANET RATINGS

Originality sesss
Graphics L 1]
Use of machine F ]
Value for monsy Ness
STAR RATING -
Red Giant E

Glen Hoddle’s Soccer
Amsoft

Amstrad

£7.95

possession from all the
throw-ins and possess
teleport ability!

The graphics are poor
(the secreen goes blank
when you eventually score
a goall) and the animation
of the players is more a
simulation of flamingoes
than soccer athletes.

All things considered it's
the game to get the people
back on the terraces in fact
anywhere except in front of
4 SCreer.

PLANET RATINGS

Originality
Graphics

Use of machine
Value for money

STAR RATING
Black Hole
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Title:

Supplier:
Computer: Cé4
Price:

? 4

Your loved one, Princess
Koong-8hee is being forced
to marry a merchant.
Naturally she prefers you
but what chance does a
mere clerk have of break-
ing into the Mandarin’s
palace, rescuing the
princess and escaping to a
waiting boat? Here's your
chance to find out! Your
first impressions on play-
ing Willow Pattern is that it
is nothing more than a
Sabre Wulfe in Chinese
clothing but a guick play
soon reveals that there are
some major differences.
Apart from racing round
the maze ocollecting
assorted objects, you also
have to overcome the palace
guards. This involves hurl-
ing a vicious looking sword
at them before they do
likewise to you. The only
problem is that you don't
have a sword!| Bome can be
found lying around, others
can be won by quickly mov-
ing out of the way when a
guard throws one at you,.

£3.95

Willow Pattern
Firebird — Super Silver Range

You can only carry one at a
time and so will have to
back-track a lot and plan
your route carefully.

As you move through the
masze, You soon some to a
bridge to be crossed. Here,
the action shifts to another
scene from Chinese
mythology. Legend has it
that river crossings are
protected by giants. You
must leap from rock to rock
whilst the giants try to
knock wvou off. Naturally,
most of the back-tracking
yvou have ‘to do takes you
across a bridge.

The graphics in Willow
Pattern are some of the
most attractive that I have
gasn. The trees, temples
and bridges look lovely.
There are many worse ar-
cade adventures than this
and at a much higher prg,;.

PLANET RATINGS

Originality (1 7]
Graphics (315
Use of machine L] ] ]
Value for money sSeENy
STAR RATING .
Red Giant E
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Title:

Supplier:
Computer: C64
Price:

il * 4
Mastertronic’'s £1.99 range
nearly all prove to be ex-
cellent wvalue for money.
This is no exception and
will give hours of challeng-
ing fun.

In effect, there are five
gingle scresn games OCOn-
nected by the concept of
gvolution. The five ages of
man take us from the ape-
like cave-dwellers to the
sophisticated technocrat of
this modern age.

The first scene i8 a
forest, not unlike the first
gereen in Chiller, and there
are bananas scattered
through the trees. The idea
is to guide the ape around
the screen, sating bananas
where necessary, in an at-
tempt to grab the biggest
banana of all. The forest
floor is patrolled by a
Stegasaurus and a cat-like
ecreature (sabre-toothed
tiger?) and the middle air
has a wandering dragonfly
while a Pteradactyl swoops
across the tree tops. If your
ape touches one of these
creatures one of his three
lives will be forfeited and
yvou will have to start from
the beginning again.

The earthbound animals
are easily avoided, being
creatures of very [ixed
habite, but the Pteradactyl
is a terror and will swoop
down on your unwary ape.

The second screen is
totally different. As hot
volcanic rocks rain down
from the skies you must
negotiate your caveman
across & maze which is
bounded by a molten lava
lake. One false move and
evolution will end, throw-
ing you back to the jungle
goane again.

I never progressed
beyond this scene and
regret to sa.g that this was
principally because I could
not stay alive long enough
to learn the rules. One
criticism I will make of the
game is that the instruc-
tions are so sketchy as to be
non-existent. 0K, so the
games only cost £1.99 but
does that mean we have to
forgo the luxury of instruc-
tions?

£1.99

Human Race
Mastertronic

I must give special men-
tion to the music which
sounds as though it was
written by the same guy
who composed the music
for Monty on the Run. I'm
rapidly becoming a fan of
his style of 64 music and
it's worth playing through

Title:
Supplier:
Computer:
Price:

i}

i ate skool. the teachers ate
me. do this eric. do that
eric. ave 200 lines eric. ave
1000 lines eric. but ill show
em. cos i nicked me report
at the end of last term and
ave forged a new one, all ive
got to do is sneek it into the
edmasters safe. an you c¢an
watch (an elp) me do it in
this brill new computr
ame from mikrosfere.

lucky for me, me kid
bruvver left me is notes
writ in invisbule ink. the
key to safe is in gurls skool
round nek of edmistris.
must be a way of gettin it.
theres the bell for siense. i
ate siense but they do keep
frogs. i like frogs but the
admistress dont. open
desk. nothing there. move
to nuther desk. to late, 400
lines. i ate lines but my
gurlfrend elps me wiv em.
playtime. about time. look

COMPUTER GAMER JANUARY 1986

the game to hear the music
for each scene.

The cassette inlay braggs
that this game was &5
million years in the mak-
ing, I believe it may take me
that long to complete if the
first two screens Are any-
thing to go by! JG

Back to Skool
Microsphere
Spectrum
£6.95

in mor desks. A& water
pistle. thats mor like it. i
nead that to fill wiv sherry.
masters like sherry. whean
they get drunk they say
combinashun number of
seinse lab so wot i can get
frogs. sherry in gurls
skool. sneek past cairtaker.
rats — @8 seen me. more
lines. must find nuther
way. 1cud nok im out wiv a
conker from me trusty cat-
ty. theres the bell agen
assemblee. sit nekst to
skool swot so0 i can it im.
teachers seen be do it. mor
lines. wots this. eres the ed-
master. since 1ve got ten
fousand lines ive bin ex-
pelled. me dad will Kill me.
praps mikrosfere will writ
a game bout that nekst
time. GH

REVIEWS

PLANET RATINGS

Originality e s
Graphics [ 3 ]
Uege of machine L]
Value for money SSS88
STAR RATING D

Bright Star j
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Title:
Supplier:

Computer:
Price:

[l # L

Converted from the Spec-
trum, Dynamite Dan 1is
Mirrorsoft’'s highly suc-
cessful platform game. Our
hero has to steal some
secret plans from the Evil
Doctor Elitzen in order to
stop him using his super
psychon mega-ray Wwhich
would give him world
domination. The game
starts with DD having land-
ed his dirigible on the Doc-
tor's roof and all he has to
do is enter the house, find
eight sticks of dynamite,
blow up the safe, get the
plans and escape back to
his blimp. Easy!

There are 48 screens to
be explored but it feels like
MAany more as every one is
action packed. There are
usually several areas on
each screen that can only
be accessed from other
séréens so careful planning
of your route is necessary.
The rooms wrap around to
form a cylinder. In other
words, if you keep going
left, wyvou will eventually
come back to where you
started from. A nice touch
is that the screens overlap
slightly so that if you are
standing on a block on the
righthand edge of a screen

Dynamite Dan
Mirrorsoft
C64, Amstrad
£7.95

then that block will be on
the lefthand edge on the
next screen so that you
don't have to go leaping in-
to the unknown.

As well as the dynamite,
you will have to find food to
sustain your energy. There
are also other objects lying
around such as test tubes
that give you an extra life
(you will certainly need
them) and deodorants
which let yvou walk through
nastiee without any
damage to yourself. The
nasties disappear if you hit
them so that you can only
be killed by them once.
There are trampolines for
vou to bounce on and an
underground river that has
to be negotiated by means
of a raft.

There 18 nothing start-
lingly original in Dynamite
Dan and it does not have
the class of games such as
Monty on the Run but it is
enjoyvable and one that plat-
form fans will want to have

in their collection. GH
PLANET BATINGS

Originality L L
Graphics sse
Use of machine oSs
Value for money L 1 3

STAR BATING
Red Giant

Title:
Supplier:
Computer:
Price:

i ® L

Fightinﬁ Warrior is from
the makers of Way of the
Exploding Fist and though
the similarity of style can-
not go unnoticed, Fist is in
a totally different class.

Living in the deserts of
Egypt during the age of the
Pharaoh's our hero has on-
ly a sword to fend off a
multitude of enemies who
are guarding a princess
who is imprisoned in the
temple,

There are three back-
grounds to the action; two
outdoors and one inside the
ternple itself. As you defeat
vour opponents, a vase will
appear which must be
smashed by a sword to gain
the curse or blessing that is
contained within. The con-
tents of the vase may in-
crease or dscrease your
energy level, prematurely
foree you into a fight with
one of the gods, take you
magically to the doorway to
one of the other zones or
remove the invisibility spell
from the princess.

Before you can complete
the game you must have
fought at least one member
of each type of guard and
have completed the first
two outdoor scenes.

Cce4

o

£7.98

Fighting Warrior
Melbourne House

Fighting involves
skillful use of the joystick
or keyboard keys. If the
fire control is pressed the
moves are aggressive
swipes with the sword to
the head, body or legs.
Without the fire button the
warrior moves forwards,
backwards, jumps or
ducks, As each blow is
landed an energy gauge is
decreased so you can see ah
a glance how your strength
compares with your
ENemny’s.

Despite the excellently
animated graphics, 1 soon
began to tire of trying to
fend off human and dog-
like foes but the challenge
may have its takers. JG

PLANET RATINGS
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(Graphics asee
Use of machine [ ] ]
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REVIEWS

Title: Chimera

Supplier: Firebird — Super Silver Range
Computer: C64

Price: £3.95

i & &
As usual the earth is under
threat from a strange, alien
eraft and as usual, you
have drawn the short straw
and have been volunteered
to go and investigate. Your
task is to find out how to
destroy the ship. If you are
very lucky, you may escape
with your life at the end of
your mission!

The inside of the ship is
depicted in Ultimate style
&0 graphics — rooms made
up of ‘‘solid’ blocks in a
simple colour. The layout of
the rooms is such that you
cannot see what is hidden
in every nook and cranny.
This is because most of the
objects that you need for
yvour task are hidden
somewhere therein.

You are told that the se-
guence required to
detonate the ship is in four
stages and that the first
stage requires a spanner,
but thereafter, you are on
your own. A scrolling
message window keeps you
informed of what's going
on and gives you further
clues as your progress.

There are no aliens try-
ing to kill you — the fire
button is only used for
picking up objects but cer-
tain areas are restricted to
vou to start with. Your pro-
gress is controlled by your
need to maintain food and
water supplies. Additional
supplies can be found
throughout the ship but be
warned. Some rooms con-
tain radiators which
evaporate your water supp-
ly very quickly. If either
level reaches =zero, then
yvour mission is terminated.

Chimera is most likely to
be compared with
Ultimate's Alien 8. It's
under half the price of
Alien 8 which is about fair.
It's about half the game.

GH
PLANET RATINGS
Originality L1
Graphics [ 1] ]
Use of machine [ XTI}
Value for money L J 1)

STAR RATING @
Bright Star
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ACORN A huge adventure featuring over 100 beautifully detailed screens packed with challenging
- puzzles and awesome foes. You start in the vast 3-towered citadel with its curious cellar and well.
ELECTRON| should you survive the perils within, you can venture on to the witch's house, Stonehenge, the
pyramids, and across the desert to the mountains. Cross the ocean and you will reach the mystic

temple on the island. You should devise how to use the ice crystal, trampolines, cannonballs,
Egyptian statues, etc,, to the best advantage in your onerous mission. Cleverly realistic animation
(flickering torches, splashing water, and smouldering furnaces), is used throughout to depict your
movements and to vividly portray the fearsome monks, mummies and wolves.

COMPETITION — 2 CHANCES TO WIN!

Three crowns have been craftily hidden within the adventure; the first person
to locate any two of the three crowns will win £400.
The maximum score which can be obtained is 99 points; the first person
to reach this score will be presented with an impressive personal engraved
shield and a cheque for £200.

'KEYBOARD ORJOYSTICKS  CASSETTE VERSION£9.95 BBC DISC VERSION £14.95
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The AlR COMEAT EMULATOR, packed with
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reahsic: fligh® smuidlor avallobie, For the
frstiime cn ahome conmpuer, feed what it s
el lie to iy a high perfomance milkary
jet ondl engoge fanks, missles, ships,
RelCopier gun-ships and fwo fypes of
gurning intelligent enarmy aircrot

reaturing over 300 sprile images, ACE
has the smoothest, most detailed cockpd
wiaw O hillls, s and ather ground objecss
ever achieved thanks o specially
denvelcpad Dynarmic Grophic Tachnicue
fleelrts ) alowing sersdtional highspeed
solld 30 graphics.

In comibat, your heod wil spin gz you
ke with fhe help of he odvanced
vionics which include orecr-vies comend
and rackar, 1o stoy ahe ong enough fo da
some domoge o the enemy.

The unique twa seat flying opfion (pilat,
navigaionwaapons man| and Syachro
Speach® which passes vital airoroft
condifion intormafion 1o e fighf craw
withaut freesing the: action combinad with
cynarmic facscal map, iake offs and
iandings, surmmr, wirder ond right-fime
fiying ondd & rermarkeoly relsfic in-fight
refusling opfon makes ACE the ulimate
AR CONMBAT EMULATOR
ACE SCENARIO

A vos! inwasion fleet has londed on your
soutrem shones and dschanged sooness of
fanks supponed by helicopher Qurrships
and pecteched by mobiks sufoce to.olr
migsiles. Souackons of anemy fightes give
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nutrkessly they am conguenng your
hamesand, facing no opposhion,

ACE-EXPERIENCE IT NOW!
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. AR - COMBAT - EMULATOR - £40.95

INC. FREE WATCH
l AND POSTAGE

- BY CASCADE GAMES -
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Order ACE today and
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By Steve Lucas

This is a traditional adven-
ture game with 78 locations
to visit and over 23 dif-
ferent objects to find. It is
very loosely based around
geveral traditional tales
and should prove guite a
challenge to solve.

Once upon a time, in a
land far away, there lived
an evil Ogre who delighted
in terrorising the villagers.
He would steal their sheep,
rob their treasures and
burn their houses to the
ground. Your task is fo
visit the ogre’'s cottage,
when the ogre is away, and
recover the three items of
treasure hidden there.
Your task will not be easy
and you will need to kill the
D§I"EI when you have finish-
ed!

Hints on typing
in the game

With such a long program,
it is almost inevitable that
you will make typing
mistakes and even one
mistake means that the
game will not work proper-
ly. The most common pro-
blem experienced in this
type of game is caused by
errors in the DATA lines. It
is worthwhile examining
the listing carefully to see
how this section of code
works. There are 78 loca-
tions to vigit and these are
described in the data lines
from line 140 to 875. Bach
location is given a descrip-
tion followed by four
numbers which correspond
to the location reached by
travelling north, south,
east and west. When typing
the listing in, you would be
well advised to type up to
and including line 875 then
RUN the program. If all is

10 REM #% A FAIRY TALE ADVENTURE 13

20 POKE 53280,1:POKE S328B1,1
70 PRINTTFS  min]
TURE®

40 PRINT" IaleInis

50 PRINT"sueI=IeIedTHE EVIL OGRE HAS STOL

EN THREE OBJECTS®

40 PRINT"OF TREASURE FROM THE PEAGANTS.

YOUR TASK®";

70 PRINT®IS TO FIND THEM AND TAKE THEM B

ACK TO  MOTHER.®

BO PRINT“RHEM YOU HAVE DONE THIS YOU MUS
T TRY TO RID THE WORLD OF THE EVIL QGRE.

|

100 REM 3% DIMENSION THE ARRAYS 1%

well, the program will run
0K and read the description
of each location. Should the
computer generate an
error, then this will be due
to a mistake in one of the
data lines, The easiest way
of checking this is to type
the line below and press the
RETURN key.

FOR X =1TO T8:PRINT
X:PRINT Q$(X):NEXT X

This will print the descrip-
tion of all 78 locations and
yvou should be able to track
down where the mistake
has occured. Once this sec-
tion of code works correct-
ly, you should type in lines
880-1035 and check this
out in a similar way before
typing the rest of the pro-
gram into your computer.

TIONS 13
130 FOR X=1 TO 78

A FAIRY TALE ADVEN 13! READ @${X)

132 FOR ¥=1 TC 4

S.W. LUCAS 133 READ S%(X,Y)

134 NEXT Y,X

TTY OLD

145 DATA 0,0,2,0

150 DATA "IN A SMALL BEDROOM. A LARGE BE
D STANDS UNDERNEATH THE WINDOW.®

155 DATA 0,4,3,1

PS INTO
145 DATA 0,0,0,2

110 DIM §%(78,4),0%(78},6%(23),B0(23),h¢ RS."

(270 NE(27}, V6 (35), X8 (40)

120 REM ¥ READ THE DATA FOR T

HE 78 LOCA

175 DATR 2,0,0,0

140 DATA "IN A SMALL WARDROBE FULL OF TA
CLOTHES. "

140 DATA "IN A SMALL BATHRODM. WATER DRI
THE SINK FROM A LEAKING TAF."

170 DATA "AT THE TOP OF A& FLIGHT OF STAI

180 DATA ®AT THE BOTTOM OF A FLIGHT OF §

........

..........

Hints

The enjoyment from play
ing an adventure game
comes from finding the
solution for yourselves, so
I'm not giving too much
away!

1. You will only be able to
find one item of treasure at
& bime.

2. If the Ogre's wife
recognises you after you've
stolen one of the treasures,
you'll regret itl

4. Find somewhere safe to
hide (but remember that
the Ogre is likely to find
youl!).

4 You'll need to find the
combination to get into the
shed!

5. Don't forget the sword on
your second journey.

TRIRS. "

Words
understood

This game follows the tradi-
tional form of input for
adventure games, where
the player must type their
ingtructions in the form of
one or two word sentences.
To help you in your task,
here is a list of some of the
most common instructions.

GET,TAKE,READ, S0W,GO,
NORTH,SOUTH,EAST,
WEST,N,S,E,W,IN,OUT,
INVENT

CLIMB,KILL,STAB, AT-
TACK,SWIM,RUB,PULL,
DROP,LEAVE

185 DATA 0,8,0,4
190 DATA "IN THE KITCHEN. THE TABLE IS L
ITTERED
195 DATA 0,7,5,0
200 DATA "IN A SMALL ROOM. A TABLE STAND
S IN THE CORNER.”

205 DATA 6,0,8,0

210 DATA "IN A SMALL HALLWAY.®

215 DATA 5,16,9,7

220 DATA "IN A SMALL, SPARSELY FURNISHED
LOUNGE. "

225 DATA 0,0,0,8

230 DATA "IN MY ONN DOCRWAY,"

235 DATA 8,11,12,0

240 DATA "BY MY GARDEN GATE. THE GARDEN

IS FULL OFWEEDS."

745 DATA 10,15,0,13

250 DATA "IN A MUDDY FIELD WHICH LOOKS A

WITH DIRTY POTS."




F()MM”IIM’E b 1

‘ ; i ‘ l 7 570 DATA "ON A NARROW FOOTPATE AT THE I

7€ OF A BUBBLING MOUNTAIN STREAM.®

€75 DATA 0,46,45,0

580 DATA "ON & DUSTY MOUNTAIN PATH,"

585 DATA 0,0,47, 44

590 DATA "DUTSIDE A SMALL FARM. THE GATE
IS OPEN AT THE MOMENT.®

595 DATA 44,77,0,42

500 DATA "ON A DUSTY FODTPATH,

505 DATA 0,0,48,45

410 DATA *AT THE END OF THE DUSTY PATH."
515 DATA 0,50,49,47

420 DATA "AT THE ENTRANCE TO AN ENORMOUS
S IF IT HAS RECENTLY BEEN PLOUGHED."™ 410 DATA "LOST IN A DARK FOREST." GLOOMY  CAVERK.'
255 DATA 0,0,0,10 415 DATR 28,79,10,28 525 DATA 0,0,0,48
260 DATA "DUTSIDE A SMALL GARDEN SHED.® 420 DATA "LOST IN A DARK FOREST." 424 DATA "BY A DEEP MOAT. THERE'S A DRAW
205 DATA ¢,0,11,0 425 DATA 28,31,30,29 BRIDGE, BUT IT'S UP AT THE MOMENT.®
270 DATA "INSIDE THE GARDEN SHED, IT*S F 430 DATA "LOST IN A DARK FOREST.® 527 DATA 48,0,0,0
ULL OF OLDPLANT POTS," 435 DATR 27,32,30,29 528 DATA "BY A GMALL CLOSET.®
275 DATA 0,0,0,0 440 DATA *LOST IN A DARK FOREST." 529 DATA 0,56,0,0
280 DATA "ON THE PAVEMENT AT THE SIDE OF 445 DATA 29,71,32.3 430 DATA "IN A TINY CLOSET FULL OF LADIE
4 NARROW ROAD.® 550 DATA "LOST IN A DARK FOREST.' S FASHIONS"
285 DATA 11,20,0,0 55 DATA 30,32,3%,3 431 DAT& 0,0,0,51
290 DATA "BY SOME MARKET STALLS SELLING 440 DATA “LES IN & DARK FOREST. THERE'S 532 DATA "ON A WIDE DRAWBRIDGE."
COTTON  GOODS.* A NODCUTTER’S COTTAGE HERE." 433 DATA 50,0,54,0
I 295 DATA 24,18,0,0, 465 DATA u,*,;,t: 534 DATA "OUTSIDE AN OLD CASTLE. THE STQ
300 DATA "DUTSIDE AN OLD MARKET HALL.™ 470 DATA "ON A LONG STRAISHT ROAD.® NE WALLS ARE CRUMBLING WITH mGE."
305 DATA 0,0,0,18 475 DATA 0,36,35,25 435 DATA 0,0,55,53 |
310 DATA "IN A CRONDED TOWN SAUARE.® 480 DATR "ON A LONG STRAIGHT RCAD. A LAN &40 DATA "BY THE GATEKEEPER'S LODGE." |
315 DATA 15,0,17,20 DSLIDE HASBLOCKED THE WAY EAST.” 445 DATA 0,57,0,54
320 DATA *IN THE BUSY MARKET HALL.® 485 DATA 0,0,0,34 550 DATA "IN & SMALL HALLWAY. & PASSAGE
325 DATA 0,0,0,0 490 DATA "OUTSIDE A SMALL COTTAGE." LEADS T0 THE WEST.®
330 DATA "ON A WIDE ROAD." 495 DATR 14,0,0,0 455 DATA 51,0,0,55
335 DATA 15,20,18,21 500 DATA "INSIDE A DIMLY LIT COTTAGE. AN &40 DATA "BY THE CASTLE GATE, IT'S LOCKE
340 DATA “DUTSIDE A SMALL VILLAGE CHURCk  OLD NAN GITS ASLEEP IN HIS CHAIR.® D AT THE MOMENT."
@ . 505 DATA 0,39,38,0 bb5 DATA 55.0,58,0
" 345 DATA 0,0,20,22 =10 DATA "IN A SMALL HALL. B HATSTAND IS 470 DATA “BY THE CASTLE WALLS. THEY ARE
150 DATA "INSIDE THE CHURCH. ORNATE CARV  NEXT 70 THE DOOR.® 700 HIGH TO CLIMB.®
N INGS LINE THE WALLS." =15 DATA 0,41,0,37 675 DATA 0,0,0,57
355 DATA 0,23,21,0 €70 DATA "IN A GMALL KITCHEN. THERE IS A 480 DATA "IN A PACKED COURTYARD,®
350 DATA "NEXT TO THE ALTAR.® WOODEN  DOOR HERE." 685 DATA 57,42,40,0
365 DATA 22,0,0,0 =25 DATA 37,0,0,40 490 DATA "IN A WINE CELLAR FULL OF CASKS
370 DATA "ON A FRESHLY TILLED PLOT OF LA 530 DATA "IN THE KITCHEN. &N QIL STOVE €  OF VINTARE WINE."
£ ND. FOUR BEANPOLES WAVE BEEN ERECTED."  TANDS IN THE CENTRE,® 595 DATA 0.0,0,5
375 DATA 0,14,0,0 =I5 DATA 0,0,39,0
380 DATA "AT THE TOP OF THE BEANSTALK. A =40 DATA "IN & SMALL EMPTY ROOM.®
WIDE ROADSTRETCHES OUT BEFORE ME.® <45 DATA 38,0,75,0
385 DATA 0,26,0,0 550 DATA "ON AN OVERGROWN FOOTPATH.®
o) 390 DATA "ON A WIDE ROAD." gEC

395 DATA 25,0,34,27
400 DATA "LOST IN A DARK FOREST."
805 DATA 27,30,26,28

S55 DATA 39,43,0,0 | (,
S50 DATA "IN A SMALL GARDEN. THE METAL ©

ATE HANGS FROM ITS HINGES,® ( )
545 DATA 42,0,45,0

5 A




FAIRYT

ADVENT

700 DATA "IN A LARGE ROOM. THE FURNITURE
15 COVERED WITH COBWEES.®

705 DATA 0,0,42,0

710 DATA "IN AN ENORMOUS BANGUETING HALL

715 DATA 59,645,463, 41

720 DATA "IN A SMALL CHAMBER FULL OF RAT
TING FLESH"

725 DATA 0,0,0,62

730 DATA "HIDING IN & DARK CUPBDARD.®
735 DATA 0,0,0,0

740 DATA "IN AN ENORMOUS KITCHEN. THE 06
RE’S WIFE STANDS IN FRONT OF THE OVEN,®
745 DATA 62,0,0,0

750 DATA "HIDING IN THE QVEN, IT’S GETTI
NG KARN IN HERE,"

755 DATA 0,0,0,0

740 DATA "HIDING IN A LARGE COPPER,®

765 DATA 0,0,0,0

770 DATA "IN THE ENTRANCE TO & DARK AND
GLOOMY  CAVERN."

175 DATA 72,49,69,0

4

y

780 DATA "IN A WINDY PASSAGE™
785 DATA 71,49,49,48

790 DATA "IN A WINDY PASSAGE"
795 DATA 74,70,70,71

800 DATA "IN A WINDY PASSAGE"
805 DATA 73,69,70,72
810 DATA "IN A WINDY
B1S DATA 72,48,71,72
820 DATA "IN A WINDY PASSARE"
825 DATA 73,71,74,73 ;
B30 DATA "IN A WINDY PASSAGE"
B35 DATA 75,70,74,73

B840 DATA "BY A WINDOW. THE VIEW FROM HER
E IS SPECTACULAR.

845 DATA 0,0,0,41

B50 DATA "IN A SMALL, SECRET CAVERN,®
855 DATA 0,74,0,0

B&0 DATA "IN A FIELD OF GOLDEN CORN.®
B&5 DATA 44,0,0,0

B70 DATA "IN A SMALL WODDEN HUT. A SMALL
TABLE  STANDS AT THE CENTRE.®

875 DATA 33,0,0,0

880 REM &% READ THE DATA FOR THE 23 OBJE
CTS - 3 ON EACH LINE 11

885 FOR Y=1 TO 23:READ G$(X),BL{X):NEXT
X

B90 DATA "A SHARP AXEY,14,"A CON",12,"

SMALL CHILD®",23

895 DATA "MOTHER (ILL IN BED)",2,"AN OLD
FARMER®,19,"",19

900 DATA "A PIECE OF PAPER®,1,"A ENIFE",
&, "SOME CHEESE",9

905 DATA "A WOODCUTTER'S OUTFIT®,78,"A C
OPPER®,45,"A CUPBOARD®,65

910 DATA *",45,"", 45,"", 45

915 DATA "A GOLDEN KEY®,Sh,"A LADY’S DRE
§5",52,"A SMALL LEVER",S

920 DATA "A SWORD®,76,"SOME DUST*,15,'",
15

925 DATA "A GLASS OF WINE®,S58,"AN OLD LA
DY",S1

930 REM 1t READ THE DATA FOR THE 27 WORD
S RECOGNISED 38

935 FOR X=1 TO 27:READ N (X),NX(X):NEXT
)

940 DATA "AXE",1,"CON",2,"CHILD",3,"NOTH
ER", 4, "FARMER", 5, "BEANS®, &

945 DATA "PAPER",7,"CODE",7,"KNIFE",B,"C
HEESE",9, "NDODCUTTER®, 10, "OUTFIT*, 10

950 DATA "COPPER®,11,"CUPBOARD", 12, "GODS

E",13,"BAG", 14, "NONEY", 14, "HARP",15
955 DATA "KEY",1&,*DRESS",17,"LEVER", 18,
*SNORD", 19, "DUST", 20, "MOUSE", 21

950 DATA “BLASS",22,"WINE®,22,"LADY",23

945 REM ## READ THE DATA FOR THE 34 COMM
ON REPLIES t#

970 FOR X=1 TO J4:READ X$(X):NEXT X

975 DATA "0.K.","NOT LIKELY'®,"ND CHANCE

'®* "] CAN SEE NOTHING SPECIAL!'™

PRASSAGE"

‘980 DATA "NOTHING HAPPENED!","IT READS :

COMPUTER GAMER JANUARY 1986

‘1060 PRINT"2":PY=2:PP$="10130127"

- COMBINATION 10130127°

985 DATA "AAAAGGGEHHHHHH.....!*,"IT'S L0 |
CKED!®,*1T°S A COMBINATION LOCK'® ‘

990 DATA *I NEED THE AXE'®,"I BLEED TO D
EATH®, I CLIMB UP'","I CLIMB DOWN!®

995 DATA "I NEED THE KEY!'®,"HIDE SOMENHE
RE QUICKLY!","SHE SAYS

1000 DATA "FEE FIE FOE FUM ... SMELL TH

E BLOOD OF AN ......."

1005 DATA *IT°S DARK'®,"THAT’S NOT TO BE
RECOMMENDED!®, "HOM DARE YOU!™

1010 DATA "DON’T BE CRUEL'®,"THAT’S NOT

THE RIGHT APPROACH!®

1015 DATA "SHE WANTS SOMETHING'®,*ITS FU
LL OF MONEY®,"1 FELL AND BROKE MY NECK'®
1020 DATA *I’M DEAD'®,"WOULD YOU LIKE AN
OTHER GAME 7"

1025 DATA "1 DON’T HAVE A CLUE!'®,"I’M S0

RRY I DON’T UNDERSTAND YoU!'®

1030 DATA *I'M NOT HUNGRY AT THE MOMENT®
,*1'M NOT THIRSTY!"

1035 DATA "NOT HERE!*,"NOT YET'*,"DON'T |

BE 50 STUPID'®

1040 PRINT"mIalaInI=d PRESS THE SPACE B

AR TO START THE GAME

1050 GET A$:IF A$C®  THEN 1050

1480 PRINT

1490 PRINT"G=I AN :-T{e1":PRINTAS (PX)
1500 IF Pi=b4 THEN GOSUB 12030

1301 IF Pi=67 THEN GOSUB 12040

1302 IF P1l=66 THEN &OSUB 11720

1507 IF PX=b3 AND AF=1 THEN PRINT"i#BE @
UIET THE 0OBRE IS ASLEEP IN HIS CHAIR®
1310 IF AH=3 AND P%=24 THEN PRINT":HTHER
E'S A GIANT BEANSTALK HERE!®

1311 IF AX=1 AND PX=13 THEN GOSUB 12240
1312 IF P%=b2 THEN GOSUB 11990
1313 IF AS>0 THEN BOSUB 120%0
1520 A$="":IF SL(PL,1)>0 THEN A%="NORTH"
1530 IF S%(P%,2) >0 AND LEN(A%) ) THEN AS
=A$+", SOUTH"
1531 IF SU(PY, 2030 AND LEN(A$)=0 THEN A$
=*50UTH"
1040 IF SL(PL,3) >0 AND LEN(A$)>0 THEN A$
=A%+" EAST"®
1541 IF SU(P%L, 3070 AND LEN(A$)=0 THEN A$
="EAST"
1990 IF SL(PL,4)30 AND LEN(A%)>0 THEN A$
=A$+", WEST" :
1931 IF SA(PL,4)>0 AND LEN(A$)=0 THEN A$
="WEST"
15980 IF P%=25 OR PX=4 THEN A$=A%+",DOWN"
1561 IF PI=5 THEN A$=A$+",UP"
1562 IF P%=78 OR Pi=t4 OR PY=67 OR Pi=bé
OR PY=32 OR P%=1% OR P%=14 THEN A$="(QUT
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1563 IF P%=34 OR P%=17 OR P%=13 OR PY=55
OR PY=S51 OR PY%=33 THEN AS=A$+" IN"

1544 IF PY=37 THEN A$=As+",0UuT"

1580 IF LEN(A$)=0 THEN A$="NOWHERE I CAN
GEE !*

1590 PRINT:PRIN

ThS

1600 E=0:FOR X=!
THEN PPI=1

1610 IF PPL=1 THEN 1430

1620 NEXT:60T0 1450 |
1630 IF E=0 THEN PRINT:PRINT"IRI CAN SEE
r=Ti

{640 PRINTGS(X):E=1:G0T0 1420
1650 PRINT:PRINT"CEWHAT SHALL I

"+ INPUT 1%

1451 B§=LEFT$(28,

FT$11%,4)

1640 PRINT*CZE":K=0:1F C$="L00" THEN K=
L:PRINTX$ (1)

1670 IF C$="QUI" THEN PRINT"GODDBYE. THA

NK YOU FOR PLAYING. ":END

1671 1F C$="SCO" THEN PRINT"YOU HAVE SCO

RED ":S¥:™ L":K=l

16B0 F=FRE("") =,
1690 IF C$="REA" THEN K=1:GOSUB 11540

1691 IF [$="S0W" OR C$="PLA® THEN K=1:50

SUB 11830 |

1592 IF C$="NWEA® THEN GOSUB 11910

1693 IF C$="REM" THEN GOSUB 119&0

1700 IF C$="EAT® THEN PRINTY$(30):K=1
1701 IF C$="DRI" THEN PRINTX${31):¥=1
1702 IF C$="HEL" THEN GOSUB 11510

1703 IF C$="KIL" OR C$="STA" OR C$="ATT"
THEN GOSUB 11840

1710 IF C$="PUL® THEN GOSUBR 12210

1720 IF (B$="N" OR D$="50 N") 8ND SL(PY

(1130 THEN PY=S%(PY, 1) :PRINTXS(1) :K=1
1730 IF (B$="S* DR D$="50 5") AND SL{PY

2050 THEN PE=8%(P%,2):PRINTIS(1):K=1
1740 IF (P$="E" OR D$="GO E") AND SYL{P¥
;3150 THEN PX=S%(PX,3):PRINTXS$(1]:K=1

1750 IF (B$="W" (OR D$="GO W*) AND S%L{P

(4130 THEN PI=87(PY%, 4] :PRINTAS$ (1) 1K=1

1760 IF C$="RUB" OR C$="SWI" THEN K=1:PR

INTXS$(34) :

1761 IF C$="UNL" THEN GOSUB 11590

1770 IF C$="INV" THEN GOSUB 11220

1771 IF C$="BET" OR C$="TAK" THEN GOSUB

10000

1772 1F C$="DRD" OR C$="LEA" THEN GOSUE

1180 -

1780 1F C$="CLI" OR B$="UP" OR D$="&0 U"
THEN GOSUB 1850

1781 IF C$="DOW" OR D$="50 D" THEN &OSUB
1880

1782 IF C$="IN" OR D$="GO I" THEN GOSUB

"=l CAN GO :-#MrI":PRIN

TO 23:PPY=0:IF BL{X)=PI

[0 NOW i

2):Cs=LEFT$(1%,3):D%=LE

1900

1783 IF C$="0UT" DR D$="50 0" THEN GOSUB
1940

1790 IF C$="HID® THEN K=1: GOSUB 11430
1791 IF C$="EIV" THEN K=1:60SU8 11770
{792 IF C$="CUT" OR C$="CHO" THEN GOSUB
12110:K=1

1793 IF C$="SEA" THEN GOSUB 12170:K=!
1794 IF C$="OPE" THEN BOSUB 12200

1800 IF (B$="N" OR B$="5" OF B$="E" OR B

$="W") AND K=0 THEN PRINT"I CANT!":k=!
1810 IF K=0 THEN PRINTXS(2%)

1820 IF S%£100 THEM !4B0

1B30 PRINT®I2":GOSUB 11230

1B40 END

{850 K=1:1F PY%=S THEN PY=4:PRINTI$(1!:RE
TURN

1840 IF PL=24 AND AH=] THEN PY=
(1) :RETURN

18561 IF P%=24 THEN PRINTY$(3I3):RETURN
1870 PRINTX${32) :RETLRN
1880 K=1:IF PY%=4 THEN P1=5
TURN

1881 IF PY=25 THEN PY=24:PRINTY${1):RETU

22:FRINTY

sPRINTYS$(1):RE

1870 PRINTX$(22) :RETURN

1880 K=1:1F P%=4 THEN %=5: ﬁnfuszf'~ RE
THRN

1881 IF F1=25 THEN PY=24:PRINTY$({}:RETY
BN

{B9) PRINTY$(72) :RETURN

1900 K=1:IF PY=13 AND AA<>1 THEN BRINTIS
() :RETURN

1904 IF PY=1T THEN PY=14:PRINTYS({};RET!
BN

1810 1F PY=17 THEN PY=19:PRINTY$(1}:RET!
RN

1811 IF P%=I3 THEN 2Y=79:PRINTY$(1):8ETH
RN

1912 IF PY=49 THEN P%=48:PRINTYS(1):RETL
RN

1920 IF DY=5{ AND ABCYL THEN PRIM
:" EIRGT!*:RETURN

1921 IF FL=51 THEN PL=52:PRINTY$(1}:RETL
Ry

1930 IF PY=S5 THEN Pl=S&:PRINTYS(!):gETL
RN

1931 IF 9%=57 AND AC{)1 THEN PRINTY$(8):
RETURN

1932 F P1=57 THEN PY=S9:PRINTY$({):RETY
RN ‘
1080 IF 5%=I4 THEN ®Y%=37:PRINTX$!{!}:RETY
RN

1947 TF PY=47 THEN PY=I%:PRINTXS(1):RETL

TX$(23)

O

RN

1950 IF PY%=45 THEN PRINT"TSPLEASE BE MOR
E GPECIFIC! ": RETURN

1?5& H=[.IF FE-E?_THEN ?1=E?:FEIHTI!!1H
RETURN

1981 IF PY=h4 OR PX=47 OR PYU=h4 THEN Pl=
A5:PRINTIS$ (1) :RETURN

1970 IF PA=52 THEN PL=0l:PRINTXS({L):REIL
RN

1971 IF Pi=48 THEN PY=47:DRINTX${l1}:RETU
RN

1972 IF PY=7B THEN PR=33:PRINTXS${1}:RETU
PN
1973 IF PI=14 THEN P¥=1J:PRINTX${1}:RETL
RN

1980 IF P%=1% THEN Pi=1
RN

1981 IF PY=37 THEN Pi=
EX

1982 IF PL=39 AND AD=0 THEN PRINT'IT'S L
LOGED! "+ RETURN

1983 IF Pi=39 THEN PYU=42:PRINTY$({1}:RETL
RN

TiPRINTAS(1) :RETY

Sh:PRINTYS (1) :RETY

199G PRINTY$(J4):RETURN

10000 K=1:505UB 15090:IF L¥<>f THEN RETU

RN
11010 E¥=0:FOR Y=1 T0 27721 BY(Y)=BY AND
NL{R)=X THEN El=!

11020 NEXT X;IF €%=0 THEN PRINT®I CAN'T
SEE ";L§;" HERE!":RETURN

11430 IF R=27 OR B=2! OR R=5 OR R=4 OR §
=1 THEN PRINTA$(34}:RETURN

11024 IF 4X=0 AND R=24 THEN PRINTIT’CT
00 FAST FOR ME T CATZH!®:RETURN

11032 IF R=14 OR R=13 THENPRINT'TIT’S T
00 HEAVY FOR ME T2 LIFT!":RETURN

{1080 IF R=4 AND AHC2 THEN PRINT™THEY 4R
E ";X${32) tRETURN

11041 IF R=2 THEN AH=!

11043 IF R=24 THEN PRINT"TSYOU’VE GOT 7O

BE JOKING!":RETURN




11044 IF R=h AND AH}Z THEN PRINTX$(34):R

ETURN

11050 1F R=4 AND PX=28 THEN X$="] GET AT

TACKED BY BEES!":605UB 1290

11060 E%=0:FOR %=1 TD 4:1F VE(X)="" THEN
VS(X)=BS(NLIR) ) :ER=12K=E

11070 NEXT:IF E¥=0 THENPRINT"I'M SORRY I
CAN'T CARRY ANY MORE!":RETLRN

11080 BYX{NX{R))=C:zRETURN

11090 L$=CHR$ (32):FOR X=1 TO LEN{I$)
11100 IF NID$(Z8,X,1)=" " THEN L$=RIGHTS
(1%, (LEN(Z$)-X))ed=100

11110 NEXT X:R=0:L%=0

11111 IF LEW(L%}<2 THEN RETURN

11120 FOR X=1 T0 27:IF -LEFTS(NS(X),LEN(L
$11=L$ THEN Li=1:R={

11130 NEXT X:RETLRN

11140 K=1:60SUB 11090:1F L%<31 THEN PRIN
T"1 CAN’T GEE ";L$:RETURN

11150 E2=0:FOR ¥=1 TO &:IF V(X1=G$(NL(R
)} THEN Vs(X}="":El=]

11160 NEXT X:IF E¥<>1 THEN PRINT"I'VE NO
T BOT IT!®:RETURN

21170 BXANI(R))=PL:IF R=4 AND P1=24 THEN
G0SUB 11830

11171 IF R=2 THEN AH=0

11180 IF PY=2 AND R=13 THEN PRINT"MOTHER
THANKS ME AND TELLS ME T2 GO BACKAGAIN!
11181 IF PZ=2 AND R=1Z THEN AK=1:5l=0)+!
QeAF=T:BL(13)=0

11190 IF P%=2 AND {R=15 OR R=17) THEN 5%

=BN+10:AK=2:AF=3:BI{14}=0

{1191 IF P%=2 AND (R=1& OR R=17) THEN PR
INT"*PLEASE GD BACK AGRIN'!®,5AYS MOTHER

11200 IF P¥=2 AND R=18 THEN AK=3:5%=80:8
E15=0

11201 IF Pi=2 AND R=18 THEN PRINT"MOTHER
SMILES AND SAYS 'YOU'D BETTER BE QUICK!
11210 RETURN

11220 K=1:PRINT"'L AM CARRYING:-®:ti=
Q:FOR X=1 70 4

11230 IF V${X)<>"" THEN PRINTVS{Y):FX=]

11240 NEXT X:IF Fi=0 THEN PRINT"NOTHING

AT ALL!'"

11250 IF Al=1 THEN PRINT"#HI'M DISBUISED
AS AN OLD WDOQDCUTTER.®

11260 [F AJ=1 THEM PRINT"#EI'M DISBUISED
AS AN CLD LADY®

11270 PRINT:RETURN

O /
0 o

Y2 RETURN

11552 IF Pi=13 THEN PRINT®LAN YCU REMEMB
ER THE COMBINATION 7" :RETURN

11533 PRINTX${28) :RETURN

11540 K=1:1F PY=0 THEN PRINT"WKHAT .... N
0 PABE I ?":RETLRN

L1541 Ua=7:BO5UE 11570

NYTHINE TG READ!":RETURN

{1560 PRINTXS(5) :RETURN

$1570 EX=0:FOR ¥=1 TQ 4:1IF Ve{0)=GE{UY
THEN El=1

11582 NEXT X:RETURN

11590 K=1:1F P¥=13 THEN SOSUB 11&0C:RETU
EX

11591 IF P%=57 THEN G0OSUB 11620:RETURN
11392 PRINTXS{34):RETLRN

11500 PRINT®ER": X${Y): "'

{1601 PRINT"mImMHAT'S THE COMBINATION ®
« 1 INPUT 1%

11602 IF 1%=PP$ THEN PRINTX$(1}:PRINT"TH
E LOCK OPENS!®:S¥=51+c:51(15,41=14:RA=];
RETURN

115037 PRINT"THE WRONE COMBINATION'":RETL
RN

11620 K=1:U%=146:505UB 11570:IF EX=0 THEN
PRINTY$ {14} :RETURN

11421 PRINTX${1):5%(57,2)=09:10¢(37) =LEFT
$(0$(57),19):RETURN J
11530 X=1:1F PA<3AS THEN PRINTX${32):RET
URN

11631 INPUT"WHERE SHALL I MIDE ":l%:1%=L
EFT$(1%,3)

11632 IF LEFTS(Z%,2)="IN" THEN PRINT®JLS
T TYPE THE NAME OF WHERE YDU WANT TO MID

F ]

f A/ EET AL

ADVENTU

11311 IF PY=21 THEN PRINT"SHE MAY

IN IF 1 CAN FIND HER SOME CHEESE. £
AN 11673 IF LEFTS(28,2)="IN" THEN GOTO 1143

0

11440
"COP"
11641

11650

Fi=4% THEN PRINT"WHY NOT GO IN7
K=L:IF Z§="OVE" TR I$="CUP" OR I$=
THEN GOSUB 115&60:RETURN
PRINTX$(29) s RETURN

~RETURN

11521 IF PI=7B THEN PRINT®IT WOULD MAKE

A EDOOD DISGUISE!":RETLRN

11930 [F PX=34 THEN PRINT"BEE BRAVE!":RET

LN

11531 IF PZ=07 THEN PRINT"YOU NEED A XEY
11290 PRINT" ZInlmInf s XS

11291 PRINT®mInIEEYOU HAVE JUST BEEN ¥I
EERE TS

11292 PRINT"mInInZ00 YOU WANT TC PLAY A
BRIN { .

11300 BET As:IF A%="Y" THEN RUM

11201 [F ASSXUN™ THEN 11300

11302 PRINT"JGE0DBYE . THANK YOU FOR PL

AYING." +END

11330 PRINT"FSMELL DONE.SYOU HAME .COM

PLETELY SOLVED  THIS ADVENTURE.®

11350 PRINT™EnI=Ini¥OU HAVE RECOVERED AL
L THE TREASURE AND KILLED THE DGRE."
11330 END

11510 K=1:1F Pi=45 THEN PRINT"I'L BETTER

HIDE SOMEWHERE!":RETUEN
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11560 K=1:IF AE=0 AND 7$="OVE" THEN AE=]

tPU=86:PRINTXS (1) :RETLRN

11541 IF I$="0VE" THEN {%="THE QGRE CATC

HES ME FROM BEHIND!":608UB 11290

11570 IF AK{1 THEN PRINTX$(33):PRINT®I M
UST TAKE MY TREASURE BACK FIRST!®:RETURN
11680 K=1:1F 7%="CUP" AND AE=1 THEN AE=2
s PRINTN$ (1) :5%=5%+D: PA=b4:AX=1:RETURN
11481 IF 79="CUP" THEN X$="THE DGRE EATS
ME UP!®:505UB 11290

115690 IF AK{2 THEN PRINTYS${33):PRINT"I M
UST TAKE MY TREASURE BACK FIRST!":RETURN
11700 K=1:1F AE=2 THEN PRINTXS(1}:P%=L7:
AE=7:5%=5%+3:1 RETURN

11701 X$="THE OGRE WALXS IN, GRABS ME AN
I THRONS ME TO THE RATS.":BOSUR 11290
11710 PRINTXS${19) :RETURN

11720 PRINT"I HEAR THE OGRE COME IN AND
SaY SOMETHING ABOUT A GDOSE."

11720 E$(17)="p EOUSE THAT LAYS GOLDEN E
G6S. "

11730 PRINT" =ImEMRHAT SHOULD I DO MNOR °
o INPUT 2%:1$=LEFT$(7%,3):K=!

11740 IF{7§="0UT" OR I%="G0 0")AND AF<{2]
THEN X$="HE CATCHES ME'":G60SUR 11290
11741 IF Z$="WAI™ THEN EOSUB 11740:PRINT
*HE FALLS ASLEEP!'":5%=5Z+Z:AF=1:RETURN
11750 IF I%="0UT" OR I%="G0 0" THEN Fi=f
G: RETURN

11751 PRINTX${29) :RETURN

t1760 AF=1:PRINTYS{1):FOR T=1 TO 300:NEY
T T:RETURM

11770 K=1:605UB 11090:IF R=2 AND PX=1% A
ND AK<>1 THEN PRINTX$(33):RETURN

1178¢ IF R=2 AND PY=19 THEN PRINT"HE &IV

ES ME SOMETHING IN EXCHANGE'":Si=5i+3
11781 IF R=2 AND P%=19, THEN G${&)="5OME
RED BEANS":AH=2:FOR A=1 TT 4

11782 IF R=2 AND PY=19 AND V&(A)=G8(2) T
HEN V${A)=""

11782 IF R=2 AND P%=19 THEN NEXT A:RETU
N :
11800 IF R=10 AND P%=51 THEN U%=9:GOSUE
11570: IF EZ{>1 THEN PRINT®I CAN'T":RETUR

N
11801 IF R=10 AND P%=31 THEN PRINTIS(L):
S2:PRINT"HELP YOURSELF, SHE SAYS

R=10:Pi=0

11802 IF R=10 AND P¥=31 THEN PRINT"AS SH
£ SHOVES ME INTO THE CLOSET!®:RETURN
11820 PRINT'NOT HERE!®":RETURN

11830 K={;IF P%{}28 THEN PRINTX$!I2}:RET
RN

11880 IF AH<2 THEN PRINT"I NEED SOME SEE

DS!": RETURN
11841 PRINT"A GIANT BEANSTALK SPURTS INT
d RAPID EROWTH. "s AH=T15%=5%+3

11842 FCR X=1 70 4:IF Y$(X1=G${6) THENM V
${I)=""

11843 NEXT X

11830 RETURN

11850 K=1:1IF P2=31 THEN BS{2Z}="A POOR I
EAD OLD LADY'":RETURN

11879 IF PX=15 AND AX=0 THEN PRINTA${1):
G${21}="A DERD MOUSE":RETURN

11880 IF PY=15 THEN U¥=19:G0SUB 11570:IF

E%=0 THEN PRINT"WHAT WITH?":RETURN
{18B! IF PX=13 THEN PRINTX$(1}:AX=2:58{2
1}="A DERD WITCH!":5X=8%+3:5%(15,11=11
11E82 IF PY=13 THEN RETURN

11890 IF PX=465 THEN X$="THE OGRE’S WIFE
SHOUTS OUT AND HE HEARS!®:GOSUB 11290
11891 IF Pi=19 THEN PRINTX${34]:RETURN
11892 IF Pi=23 THEN PRINT"I COULDN'T DO
IT!":RETURN

11893 IF Pi=2 THEN PRINT"SHE IS MY MOTHE
R YOU KNOW'®:RETURN

11894 PRINT®DON’T BE ABSURD!®:RETURN
11910 K=1:605UB 11090:IF {R=11 OR R=12)
THEN Ui=10:G05UE 113570

11911 IF (R=11 OR R=12) AND EX{}1 THEN P
RINTXS (Z4) : RETURN

11920 IF AJ<>1 AND (R=11 OR R=12) THEN A
[=1:PRINTX$ (1} :RETURN

11921 IF R=11 R R=12 THEN PRINT"I"M ALR
EADY IN DISBUISE!":RETURN

11930 IF R=20 THEN UI=17:B0SUB 11570:1F
EX{>! THEN PRINTXS(34]:RETURN

11940 IF R=20 AND Al<31 THEN AJ=1:PRINTX
$(1):RETURN

11941 IF R=20 THEN PRINT"I'M ALREADY DIS

GUTSED! "sRETURN

11950 PRINT"NOT JUST AT THE MOMENT!":RET

URN ;

11960 X=1:1F AI=1 THEN AI=0:PRINTX${1):R
ETURN

11970 IF AJ=1 THEN PRINTXS$(1)AJ=0:RETLR
N

11980 PRINTX$(34) :RETURN

11990 K=1:1F AK=( THEN RETURN

11991 IF AK=1 AND AI{}1 THEN X$="I'LL ND
T HRVE YOU IN HERE AGARIN, SHE SAYS.®
11992 IF AK=1 AND AI(>1 THEN GOSUB 11I%0
12000 IF AK=1 THER PRINT®THE DERE'S WIFE
WELCOMES ME!":RETURN

12010 IF AK=2 AND AJ{>! THEN X$="! HE 0G
RE RUSHEE IN AND CATCHES ME'":GOSUB 1129
0

12020 PRINT*THE OGRE’S WIFE SAYS *DO COM
E IN"":RETURN

12030 ¥=1:INPUT"WHAT 20 I DO HOW ;1%
12031 IF LEFTS(I$,3)¢2"NRI" THEN X$="THE

06RE GRABS ME'":GOSUB 11290

COMPUTER GAMER JANUARY 1986

12040 GOSUB 11740:PRINT"I HEAR THE 0GRE
COME IN AND SIT IN HIS CHAIR.®

12041 PRINT"A FEW SECONDS LATER, I HEAR
GNORING'":5%(14)="R LARGE BAG OF MONEY"
12042 RETURN

12080 INPUT"WHAT DO [ DO NOW "; 1%

12061 IF LEFTS(1%,3)C}"WAI" THEN X$="THE
OGRE GRABS ME!":EOSUB 11290

12070 GOSUR 11750:PRINT"THE OSRE COMES !
N WITH A HARP AND BEGINE TO PLAY."
12071 AF=1:PRINT"AFTER A FEW SECONDS HE

12070 GOSUB 11750:PRINT®THE OGRE COMES !
N WITH A HARP AND BEGING T2 PLAY."

12071 AF=1:PRINT™AFTER A FEW SECINDS HE
FALLS ASLEEP."

12072 6$(15)="A MAGIC HARP":RETURN

12090 IF AS(2 THEN X$#="TME OGRE CLIMBS D
OWN THE BEANSTALK *:BOSUB 11290

12100 AS=AS-1:PRINT"I HAYE ONLY ":AG:"MO
VES BEFORE THE GIANT COMES DOWN™:RETURN
12110 U2=1:605UB 11570:K=1:1F E¥%=C THENM
PRINTYIS (10} : RETURN

12120 IF PL{>24 THEN PRINTX$(22):RETURN
12120 IF AHCH3 THEN PRIKTX$(3I):RETURN
12140 IF E¥C00 THEN PRINT"I CAN'T DD THA
T JUST VET'":RETURN

12150 PRINT®THE BEANSTALYX FALLS TD THE &
ROUND AND  THE OGRE DIES!®

12151 GOSHE 11349

12140 RETURN

12170 K=1:IF PTLH1S THEN PRINTXS(4):RETY
Bk

12180 IF AT=0 TUEN PRINT"SCMETHINGC MOVEL
1EsEg{21)="# BIk FAT MOUSE"

12181 IF AT{}Q THEN PRINTXS!4}:RETURM
12190 AT=1:RETURN

12200 K=1:TF P¥=T9 THEN PRINTX${{):5%{30
y 21421 AD=1: RETURN

12291 PRINTX$(32! :RETURN

12210 K=1:605U5 11090:1F PI{3530 THER PEI
NTX$ {22} :RETLRN

12220 IF AV{! THEN PRINTIS{i}:PRINT"ZSC
METHINE HAPPENED!'":8%130,21=32

12222 AV=1:8%(50)="EY & DRAWBRIDGE. IT I
DOWN, ": RETURN

12240 E%(21)="AN EVIL WITCH WHO BLOCKS T

HE WAY.":N${2&}="NITCH"

12281 S%{15,1)=0:RETURN

V\.
¢)

ReADY.
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i DIAGDN | —- Q WARRIOR

1 Krellis IV and the Di-Planium \ T/ — The year 2139. You are earth's
wars rage on. Control the - Yy champion a% ainst the invading
Diagon network through 10 ' hordes. You have the latest Q
levels of defence. M-DROIDS — type ship at your control. The
cause havoc. It's death in the P killing field approaches. Survive

and save the world. Compelling

t —= arcade action in the classic
style. Fast and furious. -l—‘

Unexpanded VICEU
DUGSBODV

Rushing in where mad
dogs fear to tread, agent
Dogsbody sets out to
— rescue puppies stolen by
dastardly Dr. Dogmush. 25
- Sscreens, 50 meanies. It's
“| fast, furious, addictive and

full of surprises. Get
= digging Dogsbody.

Amstrad CPC464

fast lane and sounds your
mnthar 1.-.r|1I love. -

Ci6/Plus4 |
BOMBER BOB}—

Evil Kaptain Kleptor (baddie)
has planted bombs all over
the Pentagon in his plot to rule
the world. Can you guide mega
hero Bomber Bob and save
the day. Great cartoon—4—
graphics, ruthless robots
mechanical meanies
and the warld to save'

Spectrum 48K
LUDOIDS | |

A real-time four part
animated graphics adven-—
ture (190K) taking you
through space, time and
everywhere. Starring e
“"RAMBOT" the depressive
killer droid. Cosmic Vegans

are threatening the galaxy. —4—
Quick, before 1.*t"u311..r destroy my

transm+. + ‘

ZOOT, \ \
_|_ Zoot has lost his marbles
d

own the drain and he needs
your help to get them out.
Monsters galore, 234 screens
— |and speech. Watch out the
Mankins are about!

Argus Press Suﬂware Grnup L|1:rerty Hnuse 222 Hegent Street LDNDDN W1 Ft ?DE! TEl D1 439 DEEE
| ; i | I | | | I | I |

e At A o RS B Gl |
|||||-|-;||:|r-|+1
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MAIL ORDER
Enclose crossed cheque/PO made payable to
Firebird Software, for ©14. 95 cassette or
£17.95 disc, to Kay Newman

FREEPOST FIREBIRD. Wellington House,
Upper St. Martin's Lane, London WC2H 90L
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FIREBIRD SOFTWARE - WELLINGTON HOUSE
UPPER ST MARTIN'S LANE - LONDON WC2H 9DL

J| FREBIRD IS A TRADEMARK OF BRITISH TELECOMMUNICATIONS PLC

AEVS 1S A TRADEMARK OF ACORMSOFRT LFD
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John Pitcher

The year is 2012 and Earth
has been invaded by aliens.
These aliens have made
their base within the ex-
tinet wvolecano. The alien
UFO's guard the island and
they have mysteriously
awoken the volecano from
its dormant state.

Your mission is to first
rescue the 10 islanders and
return them to your
mothership. Secondly you
must collect charges which
fell from the sky. When you
have 10 charges you must
drop them into the voleano
and return to your mother-
ship. The game is played
over 3 interconnecting
SCTeens.

Keys = cursor keys and
O to pick up/drop/bomb.

Key in listing 1 first and
follow instructions within
the program to save the
machine code.

O O

OO

Program 1

y
10 LET A=10: LET B=11: LET C={2: LET D

=13: LET E=l4: LET F=13

20 LET LINE=1000

30 LET ADDRESS=30000+{LINE-1000)#5.4

40 RESTORE LINE

45 IF ADDRESS=50560 THEN 60 TO 2000

30 READ 5%,5UM '

60 LET TOT=0

70 LET BYT=14#VAL S§{1)+VAL 5%(2)

80 LET TOT=TOT+BYTE

70 POKE ADDRESS,BYTE

100 LET S$=5%{3 T0 )

110 LET ADDRESS=RADDRESStl

120 IF S§(>"" THEN 60 TO 70

130 POKE 23692,235

140 IF SUM=TOT THEN PRINT "LINE ";LINE
" O.K.": LET LINE=LINE+1: GO TO 40

150 PRINT "ERROR IN LINE ";LINE;™  AGH
HH '": BEEP 1,1: STOP

COMPUTER GAMER JANUARY 1986

CON



186

1000 DATA "FFFCFSEB74C9451E15381ECT3BFCE
DIEOO3CFES01ECT3CT83022C930993023CIFFFLE
DEB76C9S51E* 5337

1001 DATA "153BIECY3AFCIDIEOO3CICIOLED3
C963022093C973023C9EB74C9451E0BIBLFLY3IAF
CI21E003C11", 3451

1002 DATA *301FC9EB74C95DLEOBIBIFCIIBFLF
FIE003C00301FCIEBTACIASEOIICFD3020C9C73
COOCBFF 14C4" 4375

1003 DATA *37308DSA3C14D53BIFCID5IBLECHD
53822C9D53823C9D5C73C00CHFF L AC437308D5A3
C14DS3B1FCY" , 4485

1004 DATA "DS3BIECIDSICIEDSICIEDSCTO414C
B420CC7CTFE1FBESBOFBFSBFF JEFEI405SERAEL TF
EFEFEFEFEFE®,5838

1005 DATA "DBIF2BA2DBICFEFCFD26205DDBSAF
FO4003C14D578D579053C 1EDS3C1EDS1 20EEEDB2
1DB210B21DB" 5090

1006 DATA "21DB2114D5DB1F28A2DB7CFEFCFOC
6D9B602FEFF2B04FE |B200BDDTE02ED44DD7 702D
D7EQIFE0228",5139

1007 DATA *04FEOE200BDD7E0IED44DD7703DD7
E00DDBA02DD7700DDTEQ1 DDBA03DDTT010EI0DDC
BOATE280ADD" , 4384

1008 DATA "CBO4BEIEO4B14F 1BO4DDCBOAFEDDT
EO4CBBFCH38328F SCDDS60106023E16D77ADTD0T
E00DT79D70C" 4527

1009 DATA "79D70C1410EEDD23D0230D23D023D
D23C349C4000E443E 1 4DIFEA] LOFEIEOTDIFERL
OFEOD20EFCY", 4716

1010 DATA "06012100007EDIFE237CFE4020F 71
OF23E01D3FECI210A0011030006CBESDSCSCDBS0
IC1D1E12310" 4349

1011 DATA “F4C90601C5210003110100E5CDBS0
3E1111000A7EDS220FOC1 10E9C90601C521 0F Q0L
13100E5C085" , 3913

1012 DATA "03E1111000A7EDSATDFEFF20EDC1 L
OEACF015000210005E042110100ESCSCOB503C IE
17CA720F0CS", 4735

1013 DATA "001120001910FD20EECH2100581 10
1580100033600EDBOCS2150C306FFO0TEICICTT2
310FSC50000" , 3148

1014 DATA "0050C308FFO0TEICICTT2310FCT0
0000000000000000000000006000000000000000
00000000000 , 1402

2000 FOR N=0 TO 30: BEEP .05,N: NEXT N
PRINT "FINISHED AT LAST,NON SAVING THE M
ACHINE CODE."

2010 SAVE "CODE*CODE 50000,560

2020 CLS : PRINT "NOW VERIFYING REWIND T

APE. IF IT DOES NDT WORK THEN TYPE
RUN 2010"

2030 VERIFY ""CODE

2040 PRINT "ALL 0.K. NOW TYPE IN LISTING
?II .

7998 FOR N=50000 TD S0255: PRINT N;* ";P

EEK N: NEXT N

9999 STOP : FOR N=50000 TO 50255: LET A=
PEEK N: LET A=A-2: POKE N,A: NEXT N

SPECTRUM 45K

Program &

I REM #e#¢BY#JOHN#PITCHER® %%
2 HEM #eaesssMAYH19BSHE4%1044

3 PRINT "INSERT TAPE WITH KRAK.CODE 0
N ITAND PRESS PLAY ON YOUR RECORDER": LD
AD "*CODE
4 CLS : POKE 23658,B: PRINT "PLEASE W
AIT": 60 SUB 9000: GO SUB 8900
5 60 SUB 9500: GO SUB 4500: POKE 5200
0,29: POKE 52001,3: POKE 52002,0: POKE §
0263,27
b 5O SUB 4000
10 INK 1: PAPER 7: CLS : BORDER 1
25 60 SUB 4000
30 60 SUB 2500
32 BORDER 1: LET 1=USR 50180
35 POKE 52004,152: POKE 52005153
999 INK 1; LET L=USR 50114
1010 LET L=USR 50000
1032 LET 1=USR 50200
1033 LET X=PEEK 52000: LET Y=PEEK 52001
1034 IF FL=1 THEN GO SUB 1200
1035 IF ATTR (Y, X)€)57 OR ATTR (Y,X+#11¢)
57 THEN G0 SUB 7000
1040 LET 1=USR 50114
1041 IF PEEK 52002=255 THEN GO SUB 3000
1042 IF %=30 DR X=0 THEN 6O SUB 2000
1050 LET CC=CC+]
1060 IF CC=99 THEN 60 SUB 1500
1070 PAUSE .5
1090 LET 1=USR 50144
1100 60 TO 1000
1200 BORDER 1: PRINT AT BD,CE;* ";AT 6D+
{,CE; INK 63" "y LET 1=USR 50497: LET 6D
=6D+1: IF BD=16 THEN LET FL=0: PRINT AT
16,CE3" *
1210 RETURN
1500 LET CC=0
1505 IF RM=2 AND PEEK 23672¢30 THEN GO
T0 1400
1510 IF RN=3 OR RM=! THEN GO0 TO 1800
1520 RETURN
1600 INK 23 PRINT AT 14,133 i cvicoion®y 60
SUB 1790
1601 INK 25 PRINT AT 15,13;" coinosioenon®s 60
SUB 1790
1610 PRINT AT 13,123" & 0o
790
1620 PRINT AT 12,123 oo o
790

COMPUTER GAMER JANUARY 1986
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1790
1640 PRINT AT 10,433% 0
1750
1650 PRINT AT %,10;"
B 1790
1660 PRINT AT 8,105" < 2
B 1790

L

UB 1790

UB 1790
SUB 1790
sUB 1790

60 SUB 1790

1693 PRINT AT 2,73" v 0
B0 SUB 1790

1694 INK |

1693 60 SUB T00Q

1700 INK 1: RETURN

1790 LET 1=USR 50400: RETURN

"1 1800 IF BM=10 OR KB=10 THEN RETURN

1805 LET 6D=2: LET CE=INT (RND#20)+3: PR

INT AT 2,CE; INK 3" :2*: LET FL=i

1999 RETURN

2000 IF RM=1 AND %1=30 THEN LET RM=2: FO

KE 52000,1: LET FL=0: &0 TO 2300

2010 IF RM=2 AND X=30 THEN POKE 52000,1

+ POKE 50263,27: LET RM=3: GO TO 2500

2011 IF RM=2 AND X=0 THEN POKE 52000,29

¢ LET RM=1: B0 TO 2500

2020 IF RM=3 AND X=0 THEN POKE 32000,29

+ POKE 50263,31: LET FL=0: LET RAM=2: BO

10 2500

2030 RETURN

2300 REM

7502 LET 1=USR 50172: POKE S0190,40: LET
1=USR 50180

2503 LET #r=50202: LET se=50247

2505 IF RM=1 THEN POKE fr,l6: POKE se,l

b: 60 TO 2530

2510 IF RM=2 THEN POKE fr,42: POKE se,d

2: 60 TO 2600

2520 IF RM=3 THEN POKE #r,38: POKE se,d
B: B0 TO 2650

2350 POKE 50282,17: PRINT AT 21,03 PAPER
85L8; PAPER 7;AT 21,3; INK 43"
e

2555 LET ¥=9-PE: FOR n=0 TO Y: PRINT AT

20 N+13; INK 03" ii": MEXT n

1630 PRINT AT 11, 105" 20 e el s £ )"

1"t 60 SUB

1670 PRINT AT 7,93" i O D Dol i 0 i L Sty
1680 PRINT AT 6,93 " oD e e 2 0 al L K 0 ™

1690 PRINT AT 5,8;" a0 i a0 Gl et
1691 PRINT AT &,8;" v o o0 i Sy 00D i 2 03 00 6 Y
1492 PRINT AT 3,73" o0 0 O 00 S 0 20 0 €0 00T 0 D0 T 0 00 M

TR Y Y e g g, S L B B

B

: GO SUB

2560 PRINT AT 20,9;
2961 PRINT AT 20,b;
boq fa g™
2565 RESTORE 2545: DATA 4,31,23: FOR N=0
T0 2: READ C: PRINT AT 20,03 INK 2;°:0%;
AT 19,C;" F": NEXT N
2570 PRINT AT 20,24; INK 4" i-gliiiuaiiiGstlisgn " ; AT
19,255 " -4 s -
2599 INK 1: RETURN
2600 POKE 50282,14: PRINT AT 21,0; PAPER
§;L%: PAPER 7
2605 PRINT AT 20,85 INK O™ 000l
HIEIHII' AT L9 9™ 1 Rt
“ ﬂh~ﬂ>ﬁh-dmiﬂuﬁﬁlﬁrl‘,HT P R
&1 12.” A R -
2610 RESTORE 1&10. DRTA 1,3,30,26: Fﬂﬂ H

INK 23" 4 i
INK 33" 11 "3AT 19,6;"

=0 T0 3: READ C: PRINT AT 20,03 INK 2;"
AT 19,C3" =% NEXT N

2620 PRINT AT 20,28; INK 13"

2630 PRINT AT 20,5; INK 33" oo '-nI 19,5;"

Eﬁlﬂ INK 1t RETURN
2650 POKE 50282,15: INK 1: PAPER 7: PRIN
T AT 21,0; PAPER 4;L%; PAPER 7;AT 21,28,
INK &:"rJ4®;AT 21,293 "
2440 RESTORE 2640: DATA 1,5,3,13,27,153:
FOR M=0 TO S5: READ C: PRINT AT 20,C; INK
23" " sAT 19,C3" =" NEXT N
2470 PRINT AT 20,63 INK 43" i-i[RSNIRIIAN -1 3 AT 19
o 73" - -
2680 PINT AT 20,24
" E1

INK 33" T T *;AT 19,24;

2685 PRINT AT 18,8;
i

2686 PRINT AT 20,21;
zaa? FHIHT AT 20,17;

INK 33" - £-*3AT 17,8;"

Eb?? IHE i HETUHH

sl 15 AT 18, 10;"
..:!';!' TH -5 l',ﬂT 1
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2900 RETURN

3005 POKE 52002,0: BORDER 1: IF RM=3 AND
(=29 AND y)2 AND y{5 AND DOF=1 THEN &0
T0 3079

3006 IF BNF=1 THEN 60 TO 3100
3010 IF RN=1 AND X=10 AND V=19 AND DOF=0
AND PEC10 THEN 6O TO 3020

3015 RETURN

3020 LET DOF=1: LET PE=PE+1: PRINT AT 20
(1449-PE;" *;AT 1,12; INK 1;" LOADED *
3050 POKE 50383,20: FOR N=150 TO 50 STEP
~10: POKE 50381,N: LET L=USR 50380: NEX
TN

3040 BORDER 1

3065 LET 5C=5C+10: PRINT AT 0,3;5C

3070 RETURN

3079 IF FN=1 THEN B0 TO 3800

3080 PRINT AT 1,11; INK 1;"

T 1,204PE; INK 03" 1"

3081 IF PE=10 AND BM=10 THEN LET BNF={

3082 INK 1

3083 POKE 50383,19: FOR N=50 T0 150 STEP

10¢ POKE 503B1,N: LET L=USR 50380: NEXT
N

3084 BORDER 1

3085 LET DOF=0

30B6 LET 5C=5C+10: PRINT AT 0,3;5C

3099 RETURN

3100 IF RMC22 OR BMFCOT OR XC13 OR X317
THEN RETURN

3120 FOR N=Y+2 TO 15: PRINT AT N,X; INK
bi" ;AT N-1,X; INK 13" *

3121 BEEP .005,N: NEXT N

3122 PRINT AT N=1,X; INK 13° "

3124 LET KB=KB+i

3125 IF KB=10 THEN 60 TO 3500

3130 LET BM=BM-1: PRINT AT 1,BN; INK &;"

ENPTY  *;4

3140 INK 1

3150 LET 1=USR 50468

3160 LET SC=8C+20: PRINT AT 0,3;5C

3190 RETURN

3500 PRINT AT 10,7;"ALL CHARBES DROPED
3501 PRINT AT 11,4;"RETURN TO MOTHER SHI
FI‘

3502 PRINT AT 1,0;*

3505 LET SC=SC+100: PRINT AT 0,3;5C

3506 PRINT AT 5,7;"100 BONUS POINTS"
3510 PAUSE 300: FOR n=0 TO 10: LET 1=USR
50442: NEXT n

3520 PAUSE 0

3530 LET L=USR 50172

3540 B0 SUB 2500

3560 LET BNF=0: LET DOF=1: LET FN=1: RET
URN

3800 FOR N=0 TO 50z LET L=USR 504971 NEX
TN

3810 PAUSE 30 LET RM=2: GO SUB 2500
3830 FOR n=0 T0 255: POKE 50540,n: LET |
=USR 50530: NEXT n

3840 CLS : FOR M=0 TO 20: FOR N=0 TO 7:

SPECTRUM 48K

PRINT AT 3,8; INK N;"CONGRATULATIONS": L
ET L=USR 50497: NEXT N

3845 NEXT N

3850 PRINT AT &,3; INK 2:"YOU HAVE SAVED
THE 1SLAND

3860 PRINT AT 10,7; INK 1;"YOU SCORED *;
5C

3870 PRINT AT 18,3; INK 4:*PRESS (S) TO
PLAY ABAIN"

3880 IF INKEY$="0" OR INKEY$="S" THEN 6
0705

3890 6O TO 3880

4000 PAPER 0: CLS : POKE 50190,7: LET L=
USR 50180: INK 7: BORDER 0

4300 CLS : FOR M=0 TO 2: FOR N=0 TO 7: P

RINT AT 0,103 INK Nj"INSTRUCTIONS®

4505 LET L=USR 50442

4310 NEXT N: MNEXT M

4520 PRINT AT 2,0; INK 6;"You are the pi
lot of a Royal Navy HELIJET.Your miss
ion is to first rescue all 10 islanders
take them to your mothership.While doing
this you must pick up 10 charges.Finall
y you must drop these into the volcano.

4530 PRINT AT 11,03 INK 53* T.0 YOUR HELI
JET."
4540 PRINT AT 13,03 INK 63" ©5  CHARGE."

4Elﬂ FOR N=0 TO 2: LET L=USR 5046B: NEXT

4015 FOR M=0 TO 3: FOR N=0 TO 7

4020 PRINT AT 1,9; INK N;*KRAKATOA 2012"
4023 LET L=USR S0442: NEXT N: NEXT M
4030 PRINT AT 4,0;"DATELINE:S5th April 20
12"y LET 1=USR S0497

4040 PAUSE 30: PRINT AT &,0; INK S5:"LOCA
TION:Krakatoa,Sunda Straight ,of
t Java,N. Indonesia" : LET 1=USR 50497
4030 PAUSE 30: PRINT AT 9,03 INK &;"REPD
RT:Alien Fleet invasion. Alien
base nside volcano Volcano active

- Earth in danger.": LET
1=USR 50497

4060 PAUSE 30: PRINT AT 14,0; INK 4;°MIS
SI0N:Rescue Islanders. Col

lect Charges. Drop Charge
s in Volcano. Blow up Alien Base.
"+ LET 1=USR 50497

4070 PAUSE 20: LET L=USR S0497: PRINT AT
21,7; INK 2;"PRESS (S) TD PLAY"

4080 PRINT AT 20,3; INK 3;"PRESS (1) FOR
INSTRUCTIONS"

4090 IF INKEY$="S" THEN RETURN

4091 IF INKEY$="1" THEN G0 TD 4500

4092 B0 TO 4090
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% SHEILC o

SPECTRUN 48K

T

‘4550 PRINT AT 15,0; INK 7;" 10 ISLANDER.
4560 PRINT AT 15,0; INK 2;" e5&5  ROAMER UF
0,";AT 16,03" i "

4570 PRINT AT 18,03 INK 43" s4t5  GUARD UFD

AT 19,05 "
45TL.FRINT #0;°
4572 PRUSE 0
4380 CLS
4590 PRINT AT 1,05 INK 33" :uE
AT 2,030 ®
4500 PRINT AT 4,05 INK 73" - i@iiggt-i";AT 3,0;"
“t" YOUR MOTHERSHIP.™;AT &,0;" i 1"
4505 PRINT AT 8,0; INK 4;"AVOID ALL OTHE
R DBJECTS OR THEY WILL WEAKEN YOUR SHEIL
D.IT CAN OMNLY WITHSTAND 1& HITS®
4510 PRINT AT 12,8; INK 3;"USE ARRON KEY
E L}
4420 PRINT AT 14,0;" AND (0) TO PICK UP/
DROP ,ENTER"
4640 PARUSE 0: CLS
4450 PRINT AT 2,0;"To pick up a islander
you must go to the landing pad {r-iijlii:)
and press (0) ,To drop off the 1islan
der you sust go to your  mothership an
d press (0"
4725 PRINT AT 14,0; INK b;"SOFTWARE BY J
OHN PITCHER EXTRA SPECIAL THANKS TO J0
HN PARSONS. "
4730 PRINT AT 21,8; INK 5;"PRESS A KEY T
0 PLAY"
474( PAUSE 0: GO TO 10
5000 LET BM=BM#1: IF BM=11 THEN &0 TO 7
090
5010 PRINT AT 1,BH-1; INK &;" "
5020 IF PE=10 AND BM=10 THEN LET BMF=l
5023 LET SC=8C+15: PRINT AT 0,3;3C

PRESS A KEY"

PARKED UFD

5030 RETURN

6000 PRINT AT 0,03"SC:"35Cs" "+ INK
3;"KRAKATOA 2012"; INK 23" SHEILD 1 ..+"
6005 PLOT 71,175: DRAW 0,-7

6010 PRINT AT 1,0; INK &;" e
INK 13" EMPTY "3 INK 0;° i
5090 RETURN

5500 IF PEEK 59999=0 THEN &0 TO ({PEEK
23658) #1000) +(RM-4)

k501 RETURN

7000 IF ATTR (Y,X)=62 OR ATTR (Y,X+1)=b2
THEN LET 1=USR 50442: LET FL=0: 60 TO
000

7010 IF ATTR (Y,X){>57 OR ATTR (Y,X+1}1{0
57 THEN 60 TO 8000

7020 B0 SUB 2300

7090 RETURN

7999 RANDOMIZE USR S0S44: POKE S0232+RN,
221: POKE 59999,233: RETURN

B00O LET L=USR 50421

8010 LET LI=LI+1: IF LI=FO THEN G0 TO 8
500

8020 PLOT INK 2; INVERSE 13239+LI,175
B30 DRAW INK 2; INVERSE 1;0,-7

8035 IF x)=28 AND ra=3 THEN POKE 52001,
3: POKE 52000,29

BO40 INK 1: B0 TO 2500

8090 RETURN

8500 BORDER 1: POKE 50190,15: LET 1=USR

50180: PRINT AT 21,0; PAPER 0; INK &;°
BANE OVER :

8505 PAPER 0

8510 FOR N=0 TO 20 LET 1=USR 3280: PRIN

T AT 21,05 INK Oj PAPER 0j1%: LET 1=USR

50442 NEXT n

8530 PRINT AT 5,113 INK 3;"MELL DONE": L

ET L=USR 50468: PAUSE 20

8540 PRINT AT 9,8; INK 4;"YOU SCORED *;S

C: LET L=USR 50400: PAUSE 20

8550 PRINT AT 20,7; INK 5;°PRESS (S) TO

PLAY": POKE 50381,255: LET L=USR 50380

BSSS PAPER 0: BORDER 0: POKE 50190,7: LE

T L=USR 50180

B560 IF INKEY$="5" OR INKEY$#="0" THEN R
UN 5
B570 60 TO 8540
B&50 BORDER 0
BB88 FOR N=50000 TO 50511: LET A=PEEK N:
LET A=A-2: POKE N,A: NEXT N
B300 RESTORE B8900: FOR n=42000 TO 42047
B910 READ a: POKE n,a: NEAT n
B920 DATA 3,5,1,1,2,16,8,1,1,2,28,17,1,0
4,1,17,1,0,4,235,0,0,0,0,0
8930 DATA 3,7,1,1,2,25,7,1,1,2,28,10,1,1
12,209
g940 DATA 10,7,1,1,2,20,3,1,1,2,26,4,0,l
,4,26,15,0,1,4,255,0,0,0,0,0
8950 RETURN
9300 RESTORE 9300: FOR n=USR "a" TO USR
IuH+T
9310 READ a: POKE n,a: NEXT n
9320 DATA 0,0,4,7,30,127,127,166,0,0,32,
224,120,254,254,101,146,255,127,31,7,0,0
,0,101,255,254,248,224,0,0,0,0,0,4,7,3l,
127,127,185,0,0,32,224,248,254,254,157,1
BS,25%,127,30,7,0,0,0,157,255,254, 120,21
4,0,0,0
9340 DATH 24,127,231,90,194,127,63,24,1
2,248,52,210,31,255,252,%6,3,31,44, 75,8
B,255,63,b,24,252,231,90,47,254,252, 24,1
.3,7,15,31,43,127,255, 128,192,224, 240,
B,292,234,255
9350 DATA 0,40,128,126,126,126,40,0,62,
7,144,85,170,93,170,93,42,28,8,8,8,8,8,
9350 DATA 127,202,218,202,218,216,127,
,254,151,183,151, 183,147,254, 56,253,138
153,255,153, 153,255,255
9370 DATA 24,40,24,40,90,24,34,102
9500 LET FN=0: LET Y=PEEK 52000: LET ¥
EEK 52001: LET RM=3: LET PE=0: LET CC=d
9510 LET Ls="

“s LET FO=17: LET FL=0: LET BNF
9520  LET BM=0: LET LI=0: LET §C=0: LEI
OF=0: LET KB=0
9950 RETURN
9989 STOP
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0,32,
7,0,0
.31,
57,1
20,22

24,19
75,24
24,1
40,24

,82,3
8,8,8
27,28
5,153,

T X=P
(C=0

BNF=0
LET D

J86

ot B Pl
e ekl
.

~ DON’T MISS OUT! ‘A
Now that you have read this issue of

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

Well, you don’t have to!l
R If you order a subscription to Computer Gamer
you will be assured of receiving every issue
through your letter box each month without
the worry involved in rushing to your local
newsagent before all your friends have nabb-
ed the available copies.
Simply fill in the coupon and send it in with
your remittance and sit back and wait for
thrills and excitement to come directly to you!

Subscription Order Form
Cut out and send to:
Computer Gamer
Infonet Ltd.,
Times House,

e 179 The Marlowes,

iy Hemel Hempstead,

@ : Herts. HP1 1BB.

;:l--ﬂ---------—-------------------------ﬂ---------------

Please commence my subscription with the
very next issue.

Subscription Rates
(tick [0 as appropriate)

£186.60 for 12 issues UK L]
£21.50 for 12 issues overseas surface post [
£28.00 for 12 issues USA surface post O
£57.00 for 12 issues airmail O

1 am enclosing my (delete as necessry)
cheque/Postal Order / International Money
ODrder for &......

OR
Debit my Access[] Barclaycard [

Please Use Block Capitals and include post
code

NAME (Mr/Mrs/Miss)

COMPUTER GAMER JANUARY 1986

(made payable to _ﬂSPLLd}

....................................................
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- Ocean House - 6 Central Street - Manchester - M2 5NS
Ocean Software is available from selected branches of: TEIEPhwl 8326633 Telex 669977
WHSMITH " 2T WOOLWORTH . LASKYS, Rumbelows.Greens. 422 ), Spectrum Shops and all good software de:




Line 220 Checks it any keyse are pressed. If one

1 Sets the variables for your lives, is pressed, then it goes to line 230. If
three at the start, and your position, not it goes back to line 220 and con-
the middle of the top line of the tinues doing this until one is pressed.
SCreen. 230 This checks to see what key was

2 Sets the sereen and border colours. pressed and, if the user wants in-
The screen is set to green and the structions. If Y is pressed, it goes to
border to magenta line 1000. If N is pressed then it con-

10 REM statement. This doesn't have to tinues, i.e. goes to the next line, 240.
be typed in, it's just a way to know =40 Ig another M, telling about the
what's happening when typing in. It start of the actual game.
can be used before a section, like titl- 260 Clears the screen again.
ing the pmgam, or just to let people 260 Prints the top half of your ship Zap-
Enow who the program is t%?r, ete, per, graphic A, on the top line of the

20 Another REM statement. REM comes screen as defined by the variable
from REMinder and everything after originally defined in line 10.

a REM is ignored by the computer, 270 Prints the second part of Zapper,

s0, if you have written a program Graphic B, on the screen, a line below
and you think a certain-line is mak- the variable,

ing it erash, you can put REM in 275-400 Sets the objects to be dodged on the
front of it. Then, if you need the line, screen. This is done by using PRINT
you don’t have to type it back in AT.Z: where W and 2 are worked
again. out using RND, so the aliens appear

30 Another REM statement. in different positions each time. This

40 Clears the screen. is good as you can't work out a

380 Sets up the variables for the gamse, routine. It adds to the enjoyment of
such as alien positions. the game,

518} Sets up a loop to read the data. Reads 470 Another REM for keyboard opera-

: the firat piece. tions.

70 A loop to make sure it pokes it in the 480-490 Check to see whether you have press-
right location. ed a key. It notes what you've done;

80 Fokes the data already read into a if you have pressed Z, it makes the

variable one less, so that next time

location in the ROM, so the first
it's printed up, it’s one square to the

line of a User Definable Graphic is set

up: left. If you have pressed X" it adds
a0 Goes back to 70 to continue that loop.
100 Goes back to 60 to continue reading
: "~ the data.
* 110 Another REM statement; this time

saying its the Data for the User
definable Graphics.

120-200 The data for the User Definable
Graphiecs. There is one graphic on
each line, i.e. eight pieces of data.

10 Asks you if you want instructions.

o
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one to the variable so it will be
printed one square to the right next
time. If you press the space

fires.
500

line.
510-580

5980-600

B
586

crashed, by seein

| LET 8C=0: LET LI=3: LET X=0: LET Y=

13
? BORDER 3: PAPER 4

10 REM ## zapper ##

20 REM ##BY C.Winterss

30 REM ##and R.P.Newsan

40 CLS

50 LET B=BIN 11111111: LET C=BIN 01000
010: LET D=BIN 00011000: LET E=BIN 01010
101: LET F=BIN 10101010: LET G=BIN 10000
001

60 FOR N=1 TO 9: READ P§

70 FOR F=0 TO 7

BO READ A: POKE LSR P$+F,A

90 NEXT F

100 NEXT N

110 REM DATA

120 DATA "a*,B,C,BIN 00100100,D,D,BIN 0
0100100,C,D

130 DATA "B*,B,C,C,C,C,C,E,B

140 DaTA *C*,B,C,C,B,B,C,C,B

150 DATA *D*,E,F,E,F,E,F,E\F

160 DATA °E*,B,6,6,BIN 10011001 ,BIN 100
11001,6,6,B :

170 DATA *F",B,E,B,E,B,E,B,\E

180 DATA “6*,0,BIN 01100110,BIN 0111111
0,BIN 00111100,BIN 00111100,BIN 01111110
,BIN 01111110,BIN 00111100

190 DATA “"H",BIN 00111100,BIN 00011000,
BIN 00011000,BIN 00111100,BIN 01111110,B
IN 01111110,BIN 00111100,BIN 00011000

This is the line I pointed out earlier
which will scroll the screen up one

Randomly print an alien on the bot-
tom line of the screen. The reason it's
on the bottom line of the screen is soO
that you have a chance if one appears
straight in front of you.

Reprint your ship on the top line, but
at the new location, worked out in
lines 480-490. Line 520
half of Zapper, Graphic
600 prints the bottom half, Graphic

Checks to see whether you have

if there is
something other than a space directly
one line ahead on the bottom half of

ar, it 620

Zapper, Graphic B. If so, one of your
three lives is removed.
Checks to see whether you have any

lives left. If not, it goes to Line 200.

630
1000-1060

1070

rints the top
, and line

2000
2£010-2030

200 DATA *1*,D,D,D,D,D,BIN O1111110,BIN
00111100,D

210 PRINT "Do you require instructions(
YIN)"

220 IF INKEY$="" THEN &0 TO 220

230 IF INKEY$="y" THEN G0 SUB 1000

240 REM MAIN PROGRAM

250 CLS

260 PRINT AT X,Y;" "
270 PRINT AT X+1,Y;" &"
275 FOR T=1 T0 10

280 LET W=INT (RND220)
290 LET I=INT (RND#20)+2
300 PRINT AT W, 1;" ="
310 NEXT T

320 FOR T=1 TO &

330 LET W=INT (RND#20)
340 LET 7=INT (RND%20)+2
350 PRINT AT W, I;"1701"
360 NEXT T

370 FOR T=1 TD 3

96

- If you have, it continues by going to
the next line.
Sends the computer back to line 470
for the main part of the program.
Are the instructions sub-routine.
They print the instructions and then
ask you to prese a key to play the
me.
%?Iacks to see if you have pressed a
key and, if so, it then returns to the
program to play the game. If not, it
goes back to the beginning of the line
_T.[nd gontinues to do until you press a
ey.
Clears the screen.
Print up a message saying you have
failed and asks you whether you
want another game.

380 LET W=INT (RND#20)
390 LET I=INT (RND%20)+2
400 PRINT AT W,1;" T
MO NEXT T

420 FOR T=1 TD 3

430 LET W=INT (RND#20)

440 LET I=INT (RND#20)+2
450 PRINT AT W,1;" ="

460 NEXT T

470 REM MOVEMENT

480 IF INKEY$="z® THEN LET Y=Y-l

490 IF INKEY$="x" THEN LET Y=Y+l

500 LET CALL=USR 3280

910 LET W=INT (RND#20)+1

920 LET @=INT (RND#7)+l

530 IF B4 THEN PRINT AT 20,MW;" :°
530 IF @=4 OR Q=5 THEN PRINT AT 20,W;"
HIE Y

570 IF @=6 THEN PRINT AT 20, Wy " el

580 IF Q=7 THEN PRINT AT 20,W3" i
590 PRINT AT X,Y;" %"

595 1F SCREENS (X+#1,Y)()* * THEN LET
LI=L1-1

500 PRINT AT X¢1,Yp* &

620 IF L1=0 THEN 60 TO 2000

630 B0 TO 470

1000 CLS

1010 PRINT *s##% TAPPER w#ées"

1020 PRINT

1030 PRINT "NOVE YOUR 'IAPPER' AND DODGE
THEOBSTACLES. KEYS: *

1040 PRINT

1050 PRINT "I-RIGHT®

1060 PRINT *X-LEFT*

1070 IF INKEY$="* THEN 60 TO
1080 RETURN

2000 CLS

2010 PRINT *YOU HAVE LOST®
2020 PRINT

2030 PRINT *ANDTHER BO(Y/N)"
2040 IF INKEY$="* THEN BO TO 2040
2050 IF INKEY$s*y* THEN RUN

1070
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CLASSIFIED DEPT. (CG) A.S.P. Ltd., 1 Golden
Square, London W1.

CLASSIFIED RATES — 40p private per word. Semi
display £9 per single column centimetre. Series
rates on application. Please note that all classified
advertisements under £20 must be prepaid. All

cheques or postal orders to be made payable to
A.S.P. Ltd., (P.H.)

Telephone Stuart Taylor 01-437-0699

R = |

advertisement.

proprietors.

warrants that his advertisement(s) does not
party in the advertised product.

Further, the advertiser indemnifies the proprietors of this magazine in respect of costs, damages, or any

other claims brought against them as a result of legal action arising from the publication of the

Any breach of these terms or the said conditions may result in prosecution of the advertiser by the

WARNING NOTICE

Advqrtisemen_ts placed Iin this magazine are to be in strict compliance with our standard conditions
(copies of which conditions are available on request) and on the clear understanding that the advertiser
infringe any copyright or condition of sale of any interested

ATARI 400/600/800 XL
SOFTWARE

We-havn an all round selection of disks, cassaties and
cariridges FOR HIRE. Apply now and hire your first
{our games 1ree. Around 1,000 M) nrigiral fitas
For fdl details send Ia'ge slamped addressed envelope
or [elephone esvenings fpm - 10pm or weskands

LOW ATARI PRICES

1050 DISC DAIVE £132 90 post tee
130 XEs 1050 Drve £259 .90 poat iree
130 XEs E118.90 post fren
Antic and Aralog magazines svailable
BEST QUALITY DISCS
Uniabalied 5.0./5.5. £11.95 & 10 paest ires
E100 dor 100 post fres
D.0/55 £14.595 for 10 post fres
Memore 3" discs 5.5./0.0, Booes of 10 £28.85
Loz £27 05
Aiai 520 5T package 659 00 PEP £4.95
TRADE ENOQUIRIES INWITED FOR ALL THE ABOVE

GAMES & SOFTWARE CLUB
Dept. C5. 35 Tilbury Rasd. Tiibery Cloas
Senderiend 8R3 4FD. Tel 0783 286351

— COMPUTER GAMES £1.99 —

Alchemist by Imagine £1.99
Micropower games for
BBC/Electron from £1.99
SAE for details to:

ROYS HOBBIES AND TOYS
155 Mew R, Aubery, Nr Birmingham B45 SUW

BBC/ELECTRON Software
Library. Membership £5.00. Tapes
£1 (+ 30p P&P). Stamp for details.
E. Tucker, 58 Blenheim Walk
Corby, Northants.

SPECTRUM Tape Library Free
Membership. Over 300 games,
Educational Utilities. For details
send SAE ‘Soft By Post’ 14 Blakeley
Avenue, Wolverhampton

XXX VIDEO

Telephone (day or night)
0373 - 830563
FOR DETAILS
Glossy list from: XXX Video
Club, 2 Streatham High Rd.,

London SW18
iYouw must be over 18 to ask for details)

Hire & Exchange Software.

Exchange your software! Phone or
send list of your software and ask
for details. Software hire! No
membership charge. P&P free.
Hire tapes from £1.50, Phone for
deatails,

T & P Software, 4 Maine Road,
Mewland, Drax, Selby, North Yorks.
Tel: 0757 618007,

TO FILL
THIS
SPACE
RING
STUART
TAYLOR
01-437 0699

\
JOKES
_—

FREE -
Britain's Mo: 1 Joke r
Catalogus packed
with over 500 practical jokes irom Sp
Stink bombs, Whoopese cushion, wob-
by lager glass, laxative tea bags,
moke bombs, willie sugar, cigarette
bangers, joke blood, sick, mess, soap
sweels, wet jokes, exploding jokes,
magic tricks, party fun kits, masks
make=up, sea monkeys, gir strip pens
adult party packs, saucy novelties,
naughly presents, posters, badgers,
the complete Joke Shop by Paost.
Send 13p stamp with your name and
address for bumper colour catalogue
and Fres Gift fo:

MATCHRITE, THE FUNNY BUSINESS

(Dept C.G.) 167 WINCHESER ROAD,

BRISTOL BS54 3MJ,

%
i g

MIDLANORCOMFUTERE)

LIBRARY

ATTENTION Commodore, Amstrad, Atari, BBC & MSX Users
A SUBSIDIARY OF PLATINUM GOLD

* OVER 4,000 different titles available for hire for the COM-
MODORE, SPECTRUM, BBC, AMSTRAD, ATARI, and
MSC computers.

* ARCADE, ADVENTURE, EDUCATIONAL and BUSI-
NESS software too.

HIRE PRICES irom only 75p INC. P&P,
20% DISCOUNT oif all purchase software.
FREE CATALOGUES.

FREE HINTS AND TIPS.

F_A$1; RETURN OF POST SERVICE (if reserves are
given).

ALL GAMES manufactures ORIGINALS with full
documentation.

* QOVER 6,000 satisfied members.
* EUROPEAN members welcome

* FL:IiI computerised system keeps track of your order. We
pride ourselves in being the most professional Hire Library
in the United Kingdom, with staff of 14 who knows what the
word service means. Backed by our own software company
and programmers,

MIDLAND COMPUTER LIBRARY |
28 College Street, Worcester WR1 2LS. Tel: 0905 611072
Please enclose £6 for Life Membership or send a SAE for free catalogue

* % % % *

»
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SOFTWARE

HUGE SAVINGS

QN aur énarmous ranga of arcade, ady,
utility, educ, software for:
AMSTRAD, CBM 16, CBM + 4, CEM 64,

25% off latest software RRP
I all computers

DRAGON, MSX, ORIC, QL, VIC-20.
Frices start af £1.50. Send SAE for price
list {slating microlsh);
RAMESES (DPT ADV 4),

12 Winsley Road, Colchester,
Essex CO1 2DG.

Phone 01-555 9303 or write

io. DARREN, 294 Romford

Rd., LondonE7.Oldgames
up to % price,

Computer Gamer January 1988

a7

e RN . o i s e e i

B T T . R i e

ol R

| 5
=

=5
d
g
y



SPECIAL DEAL FOR
SPECTRUM TAPE and DRIVE TRANSFER e HAD AN ATAHI'}
UTILITIES 400 / 800 / XL / XE FD_FI CHHI_STMAS :
HIRE your first 2 games FREE bagking Jat iR e e
ALL SPECTRUM owners need TCT - our specialist tape utility. Send SAE for FULL from our extensive range of soft- Wide range of Utilities and
DETAILS of this amazing and widely used program. ware. Up to the minute releases G s Prices from £2-£15
* Integral header reader available. Apply Now! i SAEf 15 Pa
* includes BAUD RATE (speed) measurer Send Large for Free 1o Fage
» can save high speed/jerky parts in "normal” form for DRIVE transfer. OR Catalogue. Mail Order Only.
* fﬁafﬁ? 5;-513:;;;? :::1;;'5:_5; \:ﬁfmnﬁjp:g?s}:;}l}- él::utr!'lam hara, Just try it and ses. As the E:ET 3;:::2: L?;EE;?{EE:EEEEELEEIEI ET'DCI{EGFT
COST only £6.50 (or £9.99 on cartri withMTE a jal m/ drive program - £7.50 with I | . s :
MTE ;H:ﬂ : - pita leases available direct from U.S.) ;?Hﬁ?ﬂnﬁn::h? g;:DE 1?_:%
Atari hardware and modems ném [
available at discount prices. For
TAPE TO DRIVE TRANSFER OF further details send S.A.E. to:
RECENT PROGRAMS CHARNWOOD GAMES
30a WARWICK AVENUE, QUORN,
Yes SPECTRUM owners now have a LOW COST way of transferring many of even the LOUGHBOROUGH,
LATEST high speed/jerky programs to their drives ‘t}lnu will be amazed! Other methods LEICESTERSHIRE. soFTwAHE |
are expensive or very limited. TEL: 0509 412604 GAMES
Firstly you need our MD1b (for m-drive) or '-'_-'I1:|1J:| tor WET-E.d-'-EII Disc drive. They give you
the tools to convert programs so that they will run on your drive, Includes ability to cope
with v.long programs, can aplit/chop bytes in one go. “VAL™ creator, REMkill, make - POK - ¥ 1
Visible, E!'|g. &1§?F ULL manual -:l;i hiy rayreﬂ by CRASH] with example ranslers. [Also HIHTS u EE MnFE ELQE.HBHEAKEH C64 Word
need TCT for latest programs). MO1b or WD1b cost £6.99 “Manages more programs” ik ad Game includes; Challenge Games,
Your Spectrum. (TCT also neaded for latest programs). B T Gold Runs, Money Prizes. £5.75
maps, Cmgeiains ad selware fiers, 119, ¥ : i
Amsirad Handbaok £1 Chegue/FQO to Drive, QEIEEE SEIT
BBC Handhook £1 H La irmingham
LERM INFORMATION SHEETS Gomemodere Arcade Handbaok £1 Gad Lane, Birmingha
Commodoee Games Meswew Handbook — E0.75
Spectrum Arcatde Handboox £1
Each sheet gives you the DETAILED instructions required to transfer 8 of the more f-g:t::fm'ﬂﬂéﬁﬁ Hiiﬁfm“fgﬁfukau- E'l;f
:‘&I::J;i?aﬁﬁq l=I-.ar'rra to drive using our software. They cost £1 each plus SAE. Up to C16/+4 Handbaok {write for Furlher Irh‘-_lllln'naﬁunl TO FILL
TRANSFER PACK - TC7+MTE+MD1b on CARTRIDGE + information sheets 1-3 all for Send chague or PO o
£15.50 [other drive owners get programs on tape + sheets for same price with WD1b H & D SERVICES (T | TH IS
replacing MO by) 1338 -l-.:hlg:n'- 0 Rosd
UPDATE SERVICE: for latest version on your LERM product send old tape + large SAE H;'f,‘:;::":;frlﬁfm EPACE
1o get a £2 REDUCTION. OVERSEAS: add £1 Europe, £2 athers for each product, SAE T ' RING |
for enguiries.
SENSATIONAL Postal Software
ALL PROGRAMS CARRY OUR MONEY BACK GUARANTEE (not updates). Bargains for Amstrad, Atari, BBC, STUART
Commodore {All Formats), Elec- TAYLOR
LERM. DEPT ZX, 10 BRUNSWICK GDNS, CORBY, [IRGIRs ittty
a SAE or Phone Teletex Cleck- 01 437 0699
NORTHANTS. NN18 SER. heaton 0274875299, 28 Brooklyn e
Court, Bradford Road, Cleckheaton,
W. Yorks.

COMPUTER GAMER — CLASSIFIED ADVERTISEMENT — ORDER FORM

Advertise nationally in these
columns for only 40p per word (min
charge 15 words). Simply print your
message in the coupon and send
with your cheque or postal order
made payable to Argus Specialist
Publications Ltd to:

CLASSIFIED DEPARTMENT
COMPUTER GAMER

' No 1 Golden Square, London W1
Tel: 01-437 0699

Name.....cocoeees
| iiad R s R T O G

"R EEEEE R RN N R R i‘llf"l-Il|+ll"‘-ll-lli+

ADVERTISERS PLEASE ADD 15% VAT

Please place my advert in COMPUTER GAMER for .......... issues.

Please indicate no. of insertions required.

o8 Computer Gamar January 1986




‘@ ¢ Inthe vasmess of space lies the heart of an Intergalactic
4 Criminal Network. TALOS and at its head the evil CYRUST. GROSS.

~ A last ditch attempt by the Free Worlds to rid the Universe of this
seemingly unstoppable force has called on the services of the
MNEMISIS ORGANISATION, a hardened cadre of humanoid and robitic free booters
who have assigned NOMAD |Nemisis Organisation Mobile Attack Droid) to penetrate GROS5's
heavily armed homeworld and destroy this vile despot once and for all.
Your mission must SUCCEED. You are the NOMAD controller.

Ocean House - 6 Central Street - Manchester - M2 5NS - Telephone 061-832 6633 - Telex 669977

Cenan Soltvears i ovmlable lrom wbecied branches ol .-%' WHEMITH " LT WOOLWORTH, LASETS Rumibelows Greena , Specinim Shops and ol good softwore dealers. Fode enguinies weltame
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=/ Konami.

Imagine Software is available from: *_1 WHSMITH ," TN, WOOLWORTH, LASKYS, Rumbelows.Greens|
Spectrum Shops and all good dealers.
mMaaine Software [ 19834 | imited « arytra not « Manche<ter M7 GMSe Tel:






